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This is the mission to Shingler’s Dell.  Estimated running time 4 hours.

Adventure Background

This is a min-adventure attached to the interactive called A Nation Mocked Part2: The Silence of the Damned.

With the destruction of 1st Armie the PCs find themselves still near the front at Forgardt.  Here the remnants are organised by a Charismatic officer of the shattered 5th Auszug Herzog Roodenhuis.  Herzog has decided that in the face of total disaster to take the fight to the enemy.  Learning that much of the enemy remain scattered after the rout at the Bridge of Nestor plundering and hunting down stragglers he divides the PCs into small hunting groups.  These Jaegers groups will be the group the PC remain in for the entire interactive and will be APL specific.  Each Jaeger unit is assigned a specific mission with a broad objective to wreck havoc against the scatter enemy along the way.  Each mission has a secondary objective of information gathering.  Each mission if the PCs are successful will reveal 1 part of the enemies planned assault against St-Cuthbert’s (Part 3 of the interactive).  At the conclusion the PCs will get to do a critical events summary at the command table of the interactive when they report in.

The objective of the PCs in this scenario is get warning to the isolated settlement of Shingler’s Dell where the refugee’s from the Roodberg sacking of Vosdorf have relocated.  The PCs are to facilitate the evacuation of the area back across Filinor’s Bridge and encourage the towns warriors to support the garrison at the Fortress.

Adventure Summary 

Encounter 1: The PCs after receiving their instructions and supplies have to travel to Shinglers Dell

Encounter 2: With night descending the PCs are 5 miles from Shinglers Dell and must decide to either camp or push on. 

Encounter 3: The PCs arrive at the town of Shinglers Dell  to find the population quite unaware of the disaster at the bridge of Nestor and disbelieving.  The PCs must try and get the town council to meet before they can get an evacuation plan in place. 

Encounter 4: The PCs quickly learn that the council has its own agenda and the PCs should have to undertake some form difficult task that will get them involved in encounter 6-7

Encounter 5: Start of difficult mission

Encounter 6: Middle of difficult mission

Encounter 7: The fight of the difficult mission

Conclusion: Success or failure 

DMs note: It is very possible for the PCs to fail in this mission. PCs will have to run against the clock of pending doom to be successful.  If this session ends without them having reached their objective they will find the town overrun, looted and the population dead or fled.  Moreover Filinor’s Bridge an important strategic location will fall.

Introduction

The 1st Auszugen has been shattered and scattered by the overwhelming might of the forces of Iuz.  You and you companions have witnessed the rout of the bold Perrener companies at the Bridge of Nestor from the demon Vrock that where unleashed upon them.  Viscous companies of white-eye bugbears quickly finished off all opposition to the advance of the main Iuzian army.  

The cold crisp morning of the day after finds you with a smattering of survivors at Forgardt where your ill-fated adventure started.  Several hundred troops from mixed formations have been gathered under the leadership of one of the few officers of the 5th to have survived the destruction of that Auszug, Herzog Roodenhuis.  Yet the battle standard of the 5th flies proud and defiant from the keep of the small fort and troops well used to discipline have responded promptly to his commands to prepare for the withdrawal back to St Cuthberts 2-3 days back up the Kershane pass.

As the troops begin to assemble and the wagons of supplies and wounded are being hitched Herzog gathers together the remaining fighting strength of the 1st Armie in the small courtyard of the Keep.  As you look around you can see that this is not many.

“Comrades it seems that we are the lucky few who have survived the disaster at the bridge of Nestor.  Yet for us the real test is about to begin.  Some of you no doubt are wondering what will become of hearth and home, kith and kin if this evil spreads across the pass behind us into the Quaglands.  This is also at play in my mind.  

We have been taken by surprise and given a rood awakening.  The enemy has been planning this for some time that much is obvious.  Now we lucky few must secure a chance for our nation to make a fight of this war.  As such the nation calls on you once more to place your lives as risk.  It is for a few small victories that we reach for this day, little victories that I hope once combined will level the playing field.

The enemy has made only a single mistake that I can see, he has let his forces scatter to pillage and plunder.  Scouts report small bands of goblinoids and Vrock attacking the Stadts and small villages within the valley.  It seems that for now they have forgotten their advance but this will not last so we must exploit the time the gods have given us.

As a fighting force we are pitiful when compared to the combined might of our enemy.  Yet we will not fight a stand-up sort of fight, it is not the time and we are too few.  Instead we are going to knuckle down and fight dirty, hit and run, quick and merciless.  

So my friends as the bulk of the wounded and supplies makes its ponderous way up the valley we are going to strike a blow for Perrenland.  In small groups we are going to scatter and for the next few days hunt the enemy wherever we can find him and create as much havoc as we can.  

This will be a fighting withdrawal we make, so after you have hit make sure you head back up the pass.  We need to draw the attention of the enemy towards the high pass of St Cuthberts, our final destination.  This will buy time for the folk of the settlements in the valleys around us to evacuate.  At St Cuthberts we can make a stand against a much greater army, even one with demons will break if we hold fast to our purpose.

Encounter One

DMs note: At this stage, hand out the Jaeger unit IDs to the players.  The PCs will remain in these units for the entirety of the interactive.

Thus it is you find yourselves assigned to the task of warning and assisting the evacuation of the town of Shingler’s Dell.  

Your team is to warn the town of pending danger and urge the defenders to abandon the town and fall back upon the fort at Filinor’s Bridge (See Map) where a small garrison should be able to hold against an attack. 

This will remove the opportunity to the enemy of making a north eastwards path into Perrenland.

DMs note: The players will know little about the town of Shingler’s Dell or the area surrounding it.  PCs however may be better informed.  As such give the PCs an opportunity to find out the following information use knowledge (local), bardic knowledge etc.  Pick the best roll and the PCs get all of the information equal to and below the DC they make.

DC10: Shinglers Dell is a very new settlement of displaced Felkatz Vosser clanmen.  When the canton of Kershane was partitioned out of the Canton of Clatspurgen six months ago the Felkatz Vosser town of Vosdorf was abandoned as it lay deep in Roodberg territory.  The Roodbergs despite the abandoned state of the town burned most of it to the ground out of spite.  The Felkatz Vosser from Vosdorf moved to Shingler's Dell where approximately 1200 of them are trying to plant crops and build a town in the broad dell.  The settle is based around a large Stadt complex that belongs to the Shingler’s, a family of Roodberg hating Felkatz Vossers.

DC15: Shingler’s Dell has no real defences for it relies on its position within its sheltered dell for protection.

DC20: Shingler’s Dell has close trading links with the Gnomes at Tiglermanung and some say a secret tunnel link the two settlements.

DC25: The Roodberg clan upon its withdrawal (six months ago) from the newly formed Canton of Kershane attacked the Stadt one last time.  The heads of about thirty of them now adorn the new town hall.

DC30: Shingler’s Dell is said to have extensive subterranean levels.  The result of extensive mining in ages past by the OosterKhund.  The Shingler’s Stadt is said protect the entrance to the lower levels.

DMs note: Supplies of food and equipment can be requisitioned from the quartermaster.
Players are free to choose any standard equipment, weapons or armor they like from the PHB to the value of 100gp per APL of the table, although sadly no mounts are available.  Each person can also get 5 days of trial rations at no charge.  

In addition at each APL the following special equipment has been made available to the PCs at no charge.

APL 4: loot - 75gp, magic - 1 x Potion of cure moderate wounds per PC (150gp x PCs).

APL 6: loot - 75gp, magic - 1 x Potion of bless weapon per PC (50gp x PCs), 1 x Potion of cure moderate wounds per PC (150gp x PCs).

APL 8: loot - 75gp, magic - 1 x Potion of bless weapon per PC (50gp x PCs), 1 x Potion of cure serious wounds per PC (375 x PCs).

Getting to Shingler’s Dell.

Most PCs will be on foot and it will take them two to three days to cross the ridgeline and travel through the pine forests and mountains to the town.  Hustling will not shorten this significantly.  Despite the existence of a path.  Mounted PCs will find that they need to dismount more often than it is worth as the country is very up and down and some of the paths have gullies that are crossed via dropped logs, thus, they gain no real advantage over parties on foot.  If a PC or many PCs decide to fly, teleport etc then they can do so.  Teleporting will put the PC(s) at encounter 3.  Flying will get the PC(s) also to encounter 3 but with the added penalty of being attacked along the way by Wiga-Has (see Attack in the Night in encounter 2) who will use his superior flying ability and invisibility to wreck havoc on weaker looking PCs.  PCs are getting off lightly here as Vrock fly as well.

Encounter Two

It takes the better part of eight days to head along the pass westwards then to trek up the slopes of the mountains, cross the ridgelines and forested mountain slopes that hide Shingler’s Dell. Night is approaching rapidly as you reach a five-mile way-marker; it will be dark before you reach the town.  What do you do?

If the PCs decide to camp let them use survival skill checks to find a good camping position.  The night will be cold and damp but the pine trees have trapped some warmth and the ground never freezes in the forest.  Setting camp takes the PC to option one.

If the PCs decide to push on in the dark they will need a light source (even those with low light vision), as it is pitch black in the pine forest at night.  Continuing on takes the PCs to option 2.

Option 1: Once the PCs have set up camp they can think about food.  If the PCs are stupid enough to light a fire without making sure the light is carefully concealed (they must state this before they light the fire) an enemy scout spots them.  This will result in an attack upon the camp in the depths of the night (see Attack in the Night).  Have the PC set watches and determine randomly when the attack occurs. If the PCs are careful they are not spotted and the night passes uneventfully for them, they still get the 30XP for this encounter.  Proceed to Encounter Three.

Option 2: If the PCs decide to push on in the darkness to Shingler’s Dell and they use any sort of light source to do so they are likewise spotted and once again suffer the Attack in the night encounter with the enemy scout. Once PCs who are pushing on reach the 1 mile way-marker they have encounter 3 but in the dark.

DMs note: The only way to avoid being spotted by Wiga-Has is to lay low and wait for daylight, or for all the party to move in the darkness without a light source via darkvision or some other contrivance. PCs who do this still get the 30XP for this encounter

Attack in the Night

ALL APLs (EL1)

Wiga-Has the Enemy Scout: Quasit (1): hp 13; see Monster Manual page 46

Tactics: Wiga-Has will use his invisibility and move silently skills to sneak up on the party to have a sneak attack.  If the party is camping he will sneak up on one of the sleepers.  If the party is moving he will sneak up on the rear guard.  In all circumstances the pine trees are thick. There is a pine tree in every 5ft square.  The exceptions are a small clearing say 15ft radius around the camp and the 5ft wide path leading to Shingler’s Dell.

Once he has attacked once he will get back into the forest and hide each time for a while.  

If the PCs continue to camp he will spend the rest of the night making attacks or trying to steal something of worth.  He will continue to attack the PC every mile once they head off to Shingler’s Dell. Most PCs will at some stage set to get the bugger, but try and keep him alive as long as possible.  

If the PCs are pushing forward he will attack them (as above) once every mile until they reach the 1 mile way-marker at which point he will try and cause confrontation between the PCs and the town watch who have been posted guarding the town environs

Wiga-Has would just love the PCs to come play hide and seek in the woods with him and will target separated PCs for treatment in this case.  He will only use his cause fear ability if it looks like he will be trapped.

If the PCs somehow contrive to capture him they can learn the following misinformation after a bit of play acting by Wiga-Has to make the PCs feel they are getting to the truth.

Misinformation

Wiga-Has will contrive to make the PCs think that the town has already fallen and that guards cunningly disguised as Landwehr have been posted to catch the cowardly stragglers from the pathetic shattered human army.

Of course a simple zone of truth or sense motive check versus Vena-Has bluff check will avoid these lies.  In this case he simply falls back on good old fashioned taunting to get a bit of spite in before his timely dispatch.

Encounter Three

The PCs can arrive at this encounter in a number of ways.  Adapt it as the circumstances require but here are some tips.

1) If the PCs pushed on and it is dark then there is a very good chance the Landwehr will fire upon them or vice versa.

2) If the PCs pushed on and it is dark and Wiga-Has was attacking them, he will try and add to the mistaken identity bit by screaming out the “white eye” battle cry in goblinoid as the PCs and Landwehr meet.

The purpose of Encounter three is to simply annoy the PCs and possible sow a few seeds of mistrust between them and the townsfolk of Shingler’s Dell.

As the PCs approach the 1 mile way-marker have them make spot or listen checks (DC20) to pick up the presence of creatures in the woods ahead.  These are of course five members of the Landwehr who are about to challenge the PCs.

Mistaken Ids

If Wiga-Has has been harassing the PCs up to this point and is still alive he will at this critical moment when the PC and the Landwehr are about to make positive IDs bellow forth the battle cry of the “White Eyes.”  He will follow this up by charging out of the woods in the guise of a white-eye bugbear towards one of the Landwehr (spot DC15) for PCs to see this.  One of Wiga-Has’ alternative forms is that of a White-Eye bugbear.  This will draw a shot fired at him and the PCs in general.  He will at this point run off for good, well satisfied with the mischief he has caused.

How PCs react to this situation will vary.  If they try and establish positive ID then in all likelihood major harm to both parties can be avoided.  It is important to remember that if it is dark and establishing who is who will be very difficult.

Some things that may clue the PCs in if they do end up in combat and if they ask are

1) The attackers are calling out to each other in Stamtaal to “hold fast”

2) The White-eyes are using bows?????

3) The Fletching of the arrows are purple and silver (local knowledge check DC10 to know these are the colours of the Canton of Kershane Landwehr).

4) PCs who get close will see that they are dressed in Purple and Silver tabards (local knowledge check DC10 to know these are the colours of the Canton of Kershane Landwehr).

No-Mistaken ID

If the PCs have managed to dispatch Wiga-Has or avoided him altogether then they will be challenged by the Landwehr and asked to identify themselves.  They should be able to do this although the guards will be duly suspicious.

Creatures: 

All APLs

Kershane Landwehr: (5) flan (Felkatz Vosser male/female, Rng 1, hp 6(see Appendix one).

Kershane Commander Rank Sternhundt: (1) flan (Felkatz Vosser male, Rng 1, hp 6(see Appendix one).

Consequences

PCs who attack the Landwehr may actually injure or kill them.  If these instances their reception by the commander of the Landwehr and townsfolk in general will be somewhat cooler than they may have hoped for.  Injured or dead PCs are their own fault.  If the PCs do a poor job at apologising or explaining then run the council as unfriendly instead of friendly.

DMs Note

If the PCs do end up fighting the Landwehr you may have to extract them using <inserty rank> Sternhundt to prevent a total catastrophe.  He will arrive and try and cool things off.  Certainly his men will obey his orders to back off.  Hopefully this will get the PCs to the formal introduction stage. 

Actually meeting the Landwehr

Well how you handle this is up to you but this is the starting point for the PCs to explain what is going on and to try and get a meeting with the  council of Shingler’s Dell.  The PCs can also, if they did not attack the Landwehr, exchange information. The Landwehr commander will quickly arrive to facilitate this.  He will ask the PCs what they know.  Get one of them to explain.  This can then be compared with what he knows.

1) That “White-eye” bugbears and other foul creatures have been probing into the woods towards Shingler’s Dell and have burned out several small Vosser holdings.

2) That the many refugee from the Vesve mostly high forest humans, (Vossers from the woods) have arrive in the town during the last month.  Over a thousands have had to be accommodated around the town and food is running out.

3) That in his opinion his small force of a few hundred townsfolk and Highfolk refugees who will fight (Landsturm), that he has been able to find weapons for, cannot defend the town.  Not against the sheer numbers of Orcs, Goblins and Bugbears that the PCs are saying are moving into the Kershane valley anyway.

The commander will be quite receptive to the orders the PCs have to evacuate Shingler’s Dell to Filinor’s Bridge, as this is a strong position and well able to be defended. He will recommend that the PCs go immediately to the town to seek an audience of the council.

Enroute to the town

The PCs can easily make their way to the town of Shingler’s Dell at this stage and houses soon begin to appear.  One of the first things they will notice is the large camp of refugee around the town through which they must pass.  If they talk to any of the refugee they can learn the following

· They began arriving a month ago.

· They are from the Vesve.  

· The council has been trying to care for everyone but with winter coming that will be difficult, most are on one meal a day.  

· On last count there where nearly twelve hundred high forest humans and about one hundred wood-elves.

· Most of them are women, children and elders. The men folk do not seem to have survived whatever hell happened within the Vesve.  

· Strangest of all though is that they say it was Grugach that attacked and burned the settlements, even the capital Flameflower and now the Iuzians have moved in.  Just shows you how deadly disunity can be.

DMs note: This is all true.

Night arrival

Your party enters the Stadt of Shingler’s dell late in the evening and things are erely quiet for a town that is bulging at the seams. Your escort leads you through the town and past several patrols of Landwier without harassment.  Your guide turns to you, and asks, “Will you be finding accommodation for the night and seek the Hetmann tomorrow or do you seek the Hetmann now? 

Day Arrival

<More> Questioning looks and whispered “Auszugen?”

“These things must be done correctly.”

The Hetmann says that he will call a meeting and he will send a messenger for you when the council is convened.

The PC’s may explore Shingler’s dell 

Encounter 4

The messenger leads you to the town hall. The town hall is a modest building that has a dozen or more shrunken heads on poles on display at the front of the building. Several members of the Landweir salute you and then usher you in. In the hall the 6 members of the council sit on either side of a large table, headed by the  Hetmann. A small audience of 15-20 is also attending the meeting. The Hetmann stands and greets you, come in, don’t be shy this isn’t the cantonal council”, he grins, looks at his council and says ”well not as yet. Come in and sit.” He directs you to some seats at the front of the audience gallery. 

How to play this out?

Well you have the run of the field here.  Of course the council will be either friendly or unfriendly depending on how the PCs went with the Landwehr, and also depending on how many Roodbergs there are in the party..  Have someone introduce the council and the member’s function and get formal introductions from the PCs as well.

Things to bear in mind here are

1) That the council needs the PCs and the PCs need the council.  To this effect you need to steer the PCs towards accepting the councils proposal with conditions that the council accept the PCs proposals.

2) That the council is aware that the clock to their doom is ticking.

The Hetmanns face turns a little more serious now. “We have heard your request and we have agreed that the council will issue a proclamation that we are to leave our home of Shingler’s dell.” The hetmann rubs his whiskery beard, pausing and then taking a deep breath before he continues. ”There is however, several members of our village that need to be told of the situation, and we have not heard from them for several weeks”

They are the Cleric Herzgut, the Druid  Grunstamm and 2 rangers Verlieren and Gefunden. 

You see when we left Vosdorf six months ago and came here we gathered as many possessions as we could, and left as the Roodbergs drove us out. Their soldiers jeering and mocking us as we left. Whilst we traveled like displaced refugees to this place, we were without hope, like a lost people. During our journey we witnessed a terrible thing. In the distance, we saw a great aerial fight between scores of demons and a Copper dragon.  The demons were shrieking and bellowing as they dove over and over upon the dragon. She killed many demons, but many more appeared and took their place. We wondered why she didn’t flee from the demons. Eventually we saw the mighty dragon fall below a distant hill, and we despaired. Many of our folk cried out “Is the world now consumed with evil” and others shouted at me “What kind of evil place do you lead us to?” others simply fell to their knees and wept. 

The demons roared with laughter and then eventually they all vanished. Four of my folk decided that they would find the body of the dragon and see what could be done. 

The walked for half an hour or so and happed upon the broken body of the dragon, she was well beyond help from the four. What they did find was the hidden entrance to the dragons lair, and with some trepidation they entered. They found inside the reason why the dragon did not flee, they found an egg in the lair along with huge piles of copper, and other precious items. They wrapped the egg up in an old vest they found and carried it between two of them using a long pole. The four of them carried the egg here to our new town. They found a cave up in the misty pass east of here. (for some reason the hetman points more upward, than east). The cave was very hot, and had an acidic pool, in which the egg has been incubating these last six months. The Guardians of the Copper as we call them now spend most of their time in that cave in the misty pass, so I doubt they realise the dangerous position they are now in, between the Old ones minions and our own brave Auszug. I would dread to think of what may become of that dragon if the old one or one of his bonehearts should start experimenting on it. 

PC’s should take the mission

PC’s questions

Where is the misty Pass

Up there, there are snow markers all the way up to the pass. The Cave is 200’ from the pass, there is normally steam coming from the entrance.

How long will the journey take?

If the PC’s are not dwarves or halflings or heavily armoured

It should take 8 hours normally. It’s only about 6 miles as the crow flies, but further when the crow’s walking

If the PC’s are dwarves, or in heavy armour

Well we normally do the trip in 8 hours, but judging by the amount of equipment and the size of your party, you’ll take 12 easy. It’s only about 6 miles as the crow flies but it’s further than when the crow is carring enough gear to start a small war. There’s not much shelter for camping in the Clatspurs either.

When is the egg due?

Herzgut, and Grunstamm said that the egg will hatch very soon, last time they were here, about a month ago.

Can we have a guide?

Our best guides are up there already, and if we are to be displace from our homes again I doubt whether any of our men folk will want to go up there. 

Can we be paid?

Are you not being paid by the Voormann? 

Encounter Five
Not really an encounter

The PC’s head out of the town as preparations are just beginning. The Council rings the town bell to summon the townsfolk, and he has dispatched messengers to the outlying farms. News spreads like wildfire, but the locals are still reluctant to leave their second home in a year.

The mayor calls out.

Follow the snow markers, and you’ll not get lost. Make haste, you don’t want to be out after dark!

Marching order please

You set out east climbing east up the Clatspur Ranges. After a couple of hours walk you eventually break the scrub line and begin the climb over the now tussock covered hills. Markers along the track guide your way to the Misty Pass.  

Spot check DC 20

A deer spots you from several hundred yards away and runs of over a nearby ridge. It seems Beorys children are alert today, perhaps they too, are expecting trouble.

Encounter Six
Sneaky shot

The afternoon sun that has shone at your backs for the last two hours has disappeared behind some low cloud, the height of which you seem to be closing on quickly. The pleasant warmth of the day has turned cold as a cold damp nor’wester blows  from the northern forest, across cold lake Quag, up 4000’ and straight through your sweaty damp cloths, and up your hunched back. The mist that has come in limits your vision to around 400’. Its enough to see what’s around you, but with the tussock hills so featureless it would be easy to get lost.

Wilderness law DC5 as the PC’s are following a track, but they could still stray. 

Opposed spot checks at 400’ this girl is moving at 20’, doing her job as a forward scout. The PC’s may walk right by her without noticing. Spot penalty –1 per 10’ 

APL 4   
Iuzian Fwd Scout: hp 20; see Appendix One.

APL 6   
Iuzian Fwd Scout: hp 29; see Appendix One.

APL 8   
Iuzian Fwd Scout: hp 35; see Appendix One.

Tactics: She will hide and assess the party before striking. In the case of a PC spotting her before they reach her then she will try to strike a flat footed PC if within 20’. Should the party walk by she will attack the rear PC, hoping for a clean quiet kill, that maybe the rest of the party won’t hear (doubtful). If the scout is down to less than 10 HP she will attempt to flee and warn those at the 

The rest of the climb through the tussock is uneventful 

The PC’s movement is not 30 they will take longer than 8 hours to reach the Misty pass. They can either Force march. PHB page 164. or camp. Camping is uncomfortable and cold unless the PC’s have magic or equipment to use, but otherwise uneventful. 

For Skill checks the next day, apply a –2 circumstance penalty to PC’s that camp out without some sort of protection   

Encounter Seven 
THE MISTY PASS

If, the Scout (the scout has returned to the Vesve),  escaped, the Iuzians will be expecting trouble, and the lookout is focussed on his job. If the Party is arriving un heralded then the lookout is distracted (-5 to spot)

The tussock lands gave away to scoria and broken rock a half mile back, and you reach a the misty pass. True to its name mist blows from the Perrenland side towards the Vesve. 200 ft off to your right you just see a small cave, with steam venting out of the opening. You notice the dead body of a young messanger boy wearing Vosser clan colours lying dead some 20ft ahead of you.

Opposed Spot checks and Hide checks to approach the cave.

-20 for 200’ distance

APL 4

Bodyguards: (2) Half-Orc male, Ftr 3, hp 25 (see Appendix one). 

Venga Hoss: Human (flan) female, Clr 3, hp 19 (see Appendix one).

APL 6

Bodyguards: (2) Half-Orc male, Ftr 3, hp 25 (see Appendix one). 

Venga Hoss: Human (flan) female, Clr 3, hp 19 (see Appendix one).

APL 8

Bodyguards: (2) Half-Orc male, Ftr 3, hp 25 (see Appendix one). 

Venga Hoss: Human (flan) female, Clr 3, hp 19 (see Appendix one).

Tactics. The lookout on seeing the party will take one shot and then move 5’ to full cover. He will then call for the others to come and help. Which takes 1 round, and allows for Venga Hoss to use Divine Resistance ability. They will attempt to defend the cave from the entrance with cover from the edge of the cave. Should the PC’s approach with stealth one Bodyguard will be on lookout, and the other will be in the cave with Venga Hoss relaxing, and waiting for the egg to hatch (soon).

Treasure: 


APL 4–loot(8350 gp), coin-(800 gp),magic item name- (value gp).


APL 6–loot(xx gp), coin-(1200 gp),magic item one- (value gp), magic item two-(zz gp).


APL 8–loot(xx gp), coin-(1600 gp),magic item one- (value gp), magic item two-(zz gp).
Development: 

After the battle you survey the scene inside the cave. The cave itself is Y shaped no more than 40 ft deep. 

The Left passage holds the Guardians of the Copper, held captive, tortured and tormented and starved for the last week, but otherwise unharmed. Their cloths all have many holes in them and they look like beggars.

hey will race to check on the egg when released, thanking the PC’s. The Guardians were captured by the Iuzians a week ago. There is a small steaming pool which provides warmth in the cave.

The right passage contains a 2’ diameter glass caldron, in which is immersed a 1ft long egg. The Egg is immersed in Acid which will do 1d4 points of damage each round of exposure. The Acid is the normal incubation medium for copper dragons. 

The Commotion of the fight has stirred the dragon and it is beginning to break the egg open. 

The Guardians of the Copper gather around the egg like expectant mothers, any quickly rush to read from a book titled “The Draconomicon” . 

“Remove the egg from the incubation medium, and allow the dragon to escape its own shell, which will take several minutes” reads Herzgut the Cleric. The four men look over the top of the book, with concerned looks. And rush forward to pull the egg from the caldren, they all pull the egg out and wince as the acid that holds the egg, stings their fingers. They place the egg on the ground. They quickly wipe their hands on their clothing.  The young dragon claws its way out of the shell and after a couple of minutes, sits next to the shell cramped and sodden, flexing its new wings. 

The men coo over the dragon like doting fathers!

Something however appears wrong with the dragon, as it appear to be having difficulty. Herzgut says ”Can any of you help heal it?” 

Since the dragon was raised outside the nest and tended by non dragon it must make a DC 25 Constitution Check or someone must make a Heal check DC25  (+1 bonus per 5 ranks Knowledge (Arcana))  Herzgut will try with a total bonus of +12 The Dragon has a +1 Con Modifier

If the DC 25 check is not made then Herzgut suggests that they try to take the dragon back to Shinglers Dell first thing in the morning. The PC’s will have to carry the dragon, but the trip will be uneventful.
If the Dragon Makes the Con checks, it will fly, run walk back to Shinglers dell with the PC’s. He will play hide and seek, chase butterflies, and generally have fun with the PC’s on the way home.

When The PC’s reach Schinglers Dell they find the townsfolk ready to depart. A cheer will roll up if the dragon is well, but murmurings and worried looks if the dragon is ill and being carried. 

The Hettmann and Herzgut confer for a time away from the party and an eventually return with a vest and a staff. “These two Items bore the dragons egg from Vosdorf to the misty pass and now their purpose has been served. They were to be sold, to see our town through these rough times but we would like to offer them to you first. If you would like them we will hold them until you are in a position to afford them. 
All APLs

Vest of resistance +2 

Staff of Fire 
The Hetmann address’s the gathered townsfolk. Again we must leave our home and flee like refugees. 

Conclusion 

If the mission was successful

It was with some relief that you took your leave of the defence force now posted at Filinor’s Bridge.  The small fortress that guards the bridge that crosses the raging Kershane River is now well defended by several hundred experienced troops.  

The trek to St Cuthberts takes you along the northwestern side of DasBrokenBak ridge and consumes several more days.  Eventually a company of the 8th Auszugen meets you on the northern border of the Kershane forest.  They listen to your news and you learn that a griffin rider reported to them this morning that enemy is regrouping in the ruins of Vosdorf a few miles short of St Cuthberts.  The path to St Cuthberts is therefore still open to you.  Breaking off a small escort they take you around the shroud of souls and on towards your destination.

Late on the 14th day since the disaster at the Bridge of Nestor weary from your trek you crest a rise and below you the broad lake of Granol with the island fortress of St Cuthberts in its middle spreads it majesty.  The roar of the three falls that feed and empty the lake almost take your breath away.  In the distance you can see the flag of Perrenland flying over the bridge gates that lead into the fortress.  The flag of the Roodbergs also stands prominent upon their keep in the heart of the fortress.

Eventually you find yourself before an officer of the watch, his breastplate boldly displaying his membership of the Grafgardt of the Roodbergs.

Development:  Move the PCs over to the gate commanders’ table at this stage so that they can report in.  DMs proceed to the CES table and make report to the CES judge.

Items for the Adventure Record

Staff of Fire
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Appendix or DM Aid

Encounter 3

All APLs

Typical Kershane Landwehr: Medium humanoid Flan (Felkatz Vosser), Rng 1; CR 1; HD 1d8+2, hp 6; Init +2; Spd 30 ft; AC 16 (touch 12, flat-footed 14), (+2 Dex, +3 Studded Leather, +1 small wooden shield); BA/G +1/+2, Atk +3 melee (1d8+2, longspear) or +3 melee (1d8+2 19-20x2, longsword), or +4 missile (1d8, long composite bow (Str2)); Full Atk +3 melee (1d8+2, longspear) or +5 melee (1d8+2 19-20x2, longsword), or +3 missile (1d8, long composite bow (Str2)); AL LG, SQ Low Light Vision, Track, Wild Empathy, 1st favored enemy (goblinoids) SV Fort +3, Ref +5, Will +0; Str 14, Dex 16, Con 12, Int 10, Wis 10, Cha 10. 

Skills and Feats: Climb+2, Hide +3, Listen +2, Move Silently +3, Spot +4; Point Blank Shot, Quick Draw.

Possessions: Studded Leather, longspear, longsword, small wooden shield, backpack, 3 days trail rations, waterskin, flint and steal.

Landwehr Commander: Medium humanoid Flan (Felkatz), Rng 3; CR 1; HD 3d8+6, hp 21; Init +2; Spd 30 ft; AC 16 (touch 12, flat-footed 14), (+2 Dex, +3 Studded Leather, +1 small wooden shield); BA/G +3/+5, Atk +5 melee (1d8+2, longspear) or +5 melee (1d8+2 19-20x2, longsword), or +6 missile (1d8, long composite bow (Str2)); Full Atk +5 melee (1d8+2, longspear) or +5 melee (1d8+2 19-20x2, longsword), or +6 missile (1d8, long composite bow (Str2)); AL LG, SQ Low Light Vision, Combat Style (Archery), Endurance, Track, Wild Empathy, 1st favored enemy (goblinoids), SV Fort +5, Ref +6, Will +1; Str 14, Dex 16, Con 14, Int 12, Wis 10, Cha 10. 

Skills and Feats: Climb+5, Hide +5, Listen +3, Move Silently +5, Spot +5; Point Blank Shot, Quick Draw, Rapid Shot, Weapon Focus (long composite bow).

Possessions: Studded Leather, longspear, longsword, MW long composite bow (+2 str), small wooden shield, backpack, 3 days trail rations, waterskin, flint and steal.

Encounter 6

APL 4 (EL2)

Iuzian Fwd Scout: Female Half-orc Ex-Bbn1/Rog1 "Medium Humanoid; CR 2; HD 1d6+1d12+4; hp 20; Init +2; Spd 40 ft/x4; AC 14 (+2 armor, +2 dex), touch 12, flat-footed 12; Base Atk/Grapple +1/+3; Full Atk +3 Two-handed  (1d6+2;20/x3, Composite Shortbow (+2 Str)), +3 Two-handed  (1d10+3;20/x3, Maul); AL LE; SV Fort +4, Ref +4, Will +1;

Str 14(+2), Dex 14(+2), Con 14(+2), Int 10(+0), Wis 12(+1), Cha 7(-2);

Skills: Hide¹ +7, Listen¹ +6, Move Silently¹ +7, Spot¹ +6, Survival¹ +5.

Feats: • Stealthy"

APL 6 (EL3)

Iuzian Fwd Scout: Female Half-orc Ex-Bbn1/Rog2;







"Medium Humanoid; CR 3;

HD 2d6+1d12+6; hp 29; Init +2; Spd 40 ft/x4; AC 14 (+2 armor, +2 dex), touch 12, flat-footed 12; Base Atk/Grapple +2/+4; Full Atk +4 Two-handed  (1d6+2;20/x3, Composite Shortbow (+2 Str)), +4 Two-handed  (1d10+3;20/x3, Maul); AL LE; SV Fort +4, Ref +5, Will +1;

Str 14(+2), Dex 14(+2), Con 14(+2), Int 10(+0), Wis 12(+1), Cha 7(-2);

Skills: Hide¹ +8, Listen¹ +7, Move Silently¹ +8, Spot¹ +7, Survival¹ +5, Tumble +6.

Feats: • Stealthy • Toughness

APL 8 (EL4)

Iuzian Fwd Scout: Female Half-orc Ex-Bbn1/Rog3;







Medium Humanoid; CR 4;

HD 3d6+1d12+8; hp 35;

Init +2; Spd 40 ft/x4; AC 14 (+2 armor, +2 dex), touch 12, flat-footed 12; Base Atk/Grapple +3/+5;

Full Atk +5 Two-handed  (1d6+2;20/x3, Composite Shortbow (+2 Str)), +5 Two-handed  (1d10+3;20/x3, Maul);

AL LE; SV Fort +5, Ref +5, Will +2;

Str 14(+2), Dex 14(+2), Con 14(+2), Int 10(+0), Wis 12(+1), Cha 7(-2);

Skills: Hide¹ +9, Listen¹ +8, Move Silently¹ +10, Spot¹ +8, Survival¹ +5, Tumble +9.

Feats: • Stealthy • Toughness

Encounter 7

APL 4 (EL6)

Bodyguards: Medium humanoid (half-orc) Fgt 3; CR 3; HD 3d10+9, hp 25; Init +0; Spd 20 ft; AC 14 (touch 10, flat-footed 14), (+4 Scalemail); BA/G +3/+7, Atk +10 melee (2d6+11, 19-20x2, +2 greatsword); Full Atk +10 melee (2d6+11, 19-20x2, +2 greatsword) SQ Darkvision 60ft; AL CE, SV Fort +5, Ref +1, Will +1; Str 18, Dex 10, Con 14, Int 8, Wis 10, Cha 8. 

Skills and Feats: Climb+0, Jump +0; Power Attack, Cleave, Weapon Focus, Improved Toughness*.

Possessions: +2 Greatsword, Scalemail, backpack, 3 days trail rations, waterskin, flint and steal.

*see Complete Warrior page 101

Venga Hoss: Medium humanoid (flan) Clr 3 Iuz; CR 3; HD 3d8+6, hp 19; Init +3; Spd 30 ft; AC 19 (touch 15, flat-footed 16), (+3 Dex, +2 Shield of Faith, +4 Chainshirt); BA/G +2/+2, Atk +2 melee (1d8, longspear); Full Atk +2 melee (1d8, longspear); AL CE, SV Fort +5, Ref +4, Will +6; Str 10, Dex 16, Con 14, Int 12, Wis 16, Cha 12. 

Skills and Feats: Bluff+5, Concentration+5, Disguise+4, Hide+6, Knowledge (Religion)+4, Spell Craft+4; Divine Vigor*, Divine Resistance**, Profane Boost**.

Possessions: Longspear, Chainshirt, backpack, 3 days trail rations, waterskin, flint and steal, wand of cure moderate wounds (10), wand of animate dead (48).

Spells Per Day (4, 3+1, 2+1)

Spells Available; base DC = 13 + spell level): 0—Arcane Mark, Detect Magic, Read Magic, Cure Minor Wounds 1st—Bless, Command, Protection from Good, Shield of Faith; 2nd— Hold Person, Inflict Moderate Wounds, Invisibility.
*see Complete Warrior page 108: Spend 1 rebuke attempt to boost speed by 10ft and +2 hit points per level for 1 minute per point of charisma modifier.

** see Complete Warrior page 107: As a standard action spend 1 rebuke undead attempts to imbue all allies with a 60ft burst (including yourself) with resistance to cold (5), electricity (5) and fire (5).  This resistance does not stack with similar resistances, such as those granted by spells or special abilities.  The protection lasts for a number of rounds equal to your Charisma modifier.

*** see Complete Divine page 84: You can spend one of your rebuke attempts as a standard action to place an aura of negative energy upon each creature within a 60ft radius burst.  Any inflict spells cast on one of these creatures before the end of your next turn is automatically maximised, with no adjustment to the spell’s level or casting time.




APL 6 (EL8)

Bodyguards: Medium humanoid (half-orc) Fgt 5; CR 5; HD 5d10+15, hp 41; Init +0; Spd 20 ft; AC 14 (touch 10, flat-footed 14), (+4 Scalemail); BA/G +5/+10, Atk +13 melee (2d6+8, 19-20x2, +2 greatsword); Full Atk +13 melee (2d6+8, 19-20x2, +2 greatsword) SQ Darkvision 60ft; AL CE, SV Fort +7, Ref +1, Will +1; Str 20, Dex 10, Con 14, Int 8, Wis 10, Cha 8. 

Skills and Feats: Climb+4, Jump +4; Power Attack, Cleave, Weapon Focus, Improved Toughness*, Weapon Specialisation (greatsword).

Possessions: +2 Greatsword, Scalemail, backpack, 3 days trail rations, waterskin, flint and steal.

*see Complete Warrior page 101

Venga Hoss: Medium humanoid (flan) Clr 5 Iuz; CR 5; HD 5d8+10, hp 31; Init +4; Spd 30 ft; AC 20 (touch 15, flat-footed 16), (+4 Dex, +2 Shield of Faith, +4 Chainshirt); BA/G +3/+3, Atk +3 melee (1d8, longspear); Full Atk +3 melee (1d8, longspear); AL CE, SV Fort +6, Ref +4, Will +7; Str 10, Dex 18, Con 14, Int 12, Wis 16, Cha 12. 

Skills and Feats: Bluff+7, Concentration+7, Disguise+6, Hide+8, Knowledge (Religion)+4, Spell Craft+4; Divine Vigor*, Divine Resistance**, Profane Boost**.

Possessions: Longspear, Chainshirt, backpack, 3 days trail rations, waterskin, flint and steal, wand of cure moderate wounds (10), wand of animate dead (48).

Spells Per Day (5, 4+1, 3+1, 2+1)

Spells Available; base DC = 13 + spell level): 0—Arcane Mark, Detect Magic x2, Read Magic, Cure Minor Wounds 1st— Bless, Command x2, Protection from Good, Shield of Faith; 2nd— Hold Person, Inflict Moderate Wounds, Invisibility, Status; 3rd— Dispel Magic, Glyph of Warding, Non-Detection.

*see Complete Warrior page 108: Spend 1 rebuke attempt to boost speed by 10ft and +2 hit points per level for 1 minute per point of charisma modifier.

** see Complete Warrior page 107: As a standard action spend 1 rebuke undead attempts to imbue all allies with a 60ft burst (including yourself) with resistance to cold (5), electricity (5) and fire (5).  This resistance does not stack with similar resistances, such as those granted by spells or special abilities.  The protection lasts for a number of rounds equal to your Charisma modifier.

*** see Complete Divine page 84: You can spend one of your rebuke attempts as a standard action to place an aura of negative energy upon each creature within a 60ft radius burst.  Any inflict spells cast on one of these creatures before the end of your next turn is automatically maximised, with no adjustment to the spell’s level or casting time.


APL 8 (EL10)

Bodyguards: Medium humanoid (half-orc) Fgt 7; CR 7; HD 7d10+21, hp 52; Init +0; Spd 20 ft; AC 14 (touch 10, flat-footed 14), (+4 Scalemail); BA/G +7/+12, Atk +15 melee (2d6+8, 19-20x2, +2 greatsword); Full Atk +15/+10 melee (2d6+8, 19-20x2, +2 greatsword) SQ Darkvision 60ft; AL CE, SV Fort +8, Ref +2, Will +2; Str 20, Dex 10, Con 14, Int 8, Wis 10, Cha 8. 

Skills and Feats: Climb+6, Jump +6; Power Attack, Cleave, Weapon Focus, Improved Toughness*, Weapon Specialisation (greatsword), Power Critical (Greatsword).**

Possessions: +2 Greatsword, Scalemail, backpack, 3 days trail rations, waterskin, flint and steal.

*see Complete Warrior page 101

Venga Hoss: Medium humanoid (flan) Clr 7 Iuz; CR 7; HD 7d8+14, hp 43; Init +4; Spd 30 ft; AC 20 (touch 15, flat-footed 16), (+4 Dex, +2 Shield of Faith, +4 Chainshirt); BA/G +5/+5, Atk +5 melee (1d8, longspear); Full Atk +5 melee (1d8, longspear); AL CE, SV Fort +7, Ref +5, Will +8; Str 10, Dex 18, Con 14, Int 12, Wis 16, Cha 12. 

Skills and Feats: Bluff+9, Concentration+9, Disguise+8, Hide+10, Knowledge (Religion)+5, Spell Craft+4; Combat Casting, Divine Vigor*, Divine Resistance**, Profane Boost**.

Possessions: Longspear, Chainshirt, backpack, 3 days trail rations, waterskin, flint and steal, wand of cure moderate wounds (10), wand of animate dead (48).

Spells Per Day (6, 5+1, 4+1, 3+1, 1+1)

Spells Available; base DC = 13 + spell level): 0—Arcane Mark, Detect Magic x2, Read Magicx2, Cure Minor Wounds 1st— Bless, Command x2, Entropic Shield, Protection from Good, Shield of Faith; 2nd— Hold Person x2, Inflict Moderate Wounds, Invisibility, Status; 3rd— Dispel Magic, Glyph of Warding, Inflict Serious Wounds, Non-Detection; 4th— Confusion, Unholy Blight.
*see Complete Warrior page 108: Spend 1 rebuke attempt to boost speed by 10ft and +2 hit points per level for 1 minute per point of charisma modifier.

** see Complete Warrior page 107: As a standard action spend 1 rebuke undead attempts to imbue all allies with a 60ft burst (including yourself) with resistance to cold (5), electricity (5) and fire (5).  This resistance does not stack with similar resistances, such as those granted by spells or special abilities.  The protection lasts for a number of rounds equal to your Charisma modifier.

*** see Complete Divine page 84: You can spend one of your rebuke attempts as a standard action to place an aura of negative energy upon each creature within a 60ft radius burst.  Any inflict spells cast on one of these creatures before the end of your next turn is automatically maximised, with no adjustment to the spell’s level or casting time.
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