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Adventure Summary 

Introduction: Written by PJ
Encounter 1: Written by PJ

Encounter 2: Written by Dean

Encounter 3: Written by Dean

Encounter 4: Written by Dean

Encounter 5: Written by Dean

Conclusion: Did the PCs win or loose, written by PJ when he has seen what Dean has written.

DMs note: It is very possible for the PCs to fail in this mission. If they do then they do not live(
Introduction

DMs note: At this stage have an officer of the watch arrive and humbly request the attendance of the to a briefing with the garrison commander VanOotsl.

This encounter has the participation of the Jaeger leaders of tables 1 and 2, 5, 9, 11 and 12 and will be run in joint session to begin with.

Your escort takes you through to the briefing room where you see that other Jaeger team leaders are also present.  VanOotsl is standing conferring with Herzog Roodenhuis the new commander of Madriga’s Jaegars and they look up as you enter, give respectful nods and indicate the side-board to help yourselves to mulled wine.  After a few moments they call over the guard they speak in hushed tones for a few seconds and then the guard leaves.  VanOostl clears his throat a clear indication that he now requires your full attention.

“Thank you for answering my summons comraden, these have been trying weeks for us all and your courage in the face of pending doom is an inspiration to many of the common soldiers.  I have need of your services once more as an unexpected visitor has arrived and I would have you hear what he has to say.  I would appreciate any possible insights you may have in this.  Feel free to put questions to him.”

VanOostl is then interrupted when two guards arrive escorting a most curious person indeed.

Dressed in immaculately kept full-plate of the blackest hue is a quite fearsome looking hobgoblin, with a face of many scars.  Embossed on the breastplate of his armor in blood red are six downward facing arrows in a fanlike shape.  Twin clenched fist shoulder brooches hold his rust red cloak in place.  A heavy flail of obvious magical quality rests at his hip.  As he enters he looks around the room trying to meet everyone’s eye.  He gives a short bow to the room before saying in very passable Staamtal, I am Kayjak I have come from the halls of the great-chief Karaz-Nor.  He has sent me seeking the Great-Father as the great-chief needs his advice.

DMs note: Kayjak is a fist of Hextor, a knowledge (religion) or legend lore check DC10 will reveal the Hextor bit.  A knowledge (religion) or legend lore check DC20 will reveal that he is a high ranking member of the “Fists of Hextor” an oath bound “true believer” sect of that church. A knowledge (religion) DC20 or legend lore check DC30 will reveal that he is a Kensai.

The players will know little about the Guurhok.  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: The Guurhok are a large hobgoblin tribe known to inhabit the southern areas of the Clatspur mountains around the Kershane pass.  They have recently been responsible for trouble in the Kershane pass and Sepia Uplands, but have never been associated with Iuz.

DC15: The Guurhok are very well organised along military lines and where responsible in part for the fall of Kershane in the fast.  Kershane and the Vosser clan remain to this day their traditional enemy.

DC20: The Guurhok are dominated by the religion of Hextor and follow a code of law and rule via might of arms.

DC25: The Guurhok have a capital city called Guurdorf that few have ever seen.  It is said to be the plundered sister city of Kershane.

DC30: The Guurhok are oath bound to an individual called the Great Father.  This individual is said to be of a hereditary bloodline that is bound to the church of Hextor.

DC35: The Great Father is rumored to be the Pfalzgraf of the Roodbergs.

DMs note: Kayjak is seeking Gutherie Roodberg, as Gutherie is the “Great Father”.  Kayjak is honor bound to his father the great chief to deliver a message to Gutherie.  Kayjak is also furious at Gutherie as he suspect he has forsaken his sacred oaths and betrayed the Guurhok to the “White eyes”.

In A Nut Shell

1) The PCs have a chance of gaining the alliance of the Guurhok in the fight against Iuz.

2) In order to do this a couple of things need to happen.  Firstly the PCs have to workout who the great father is and help Kayjak find him.  Secondly the PCs have to send a delegation with Kayjak to the Great Chief after Kayjak’s request (see below) to prevent the Great Chief from signing a pact with an envoy from Iuz.

Questioning Kayjak

Well that will be quite a broad situation to cater for but here are some of important facts.  

If any members of the church of Heironeous are present he will look him/her up and down turn to Van Oostl with a frown as say.

“Why has the “Great-Father” allowed this Heironeoun into this sacred place?  Is he/she to be given to the great fire so that the great god will be appeased?”

DMs note: Kayjak will happily fight one on one with this person if that is what they require.  This should, however, be prevented if possible.

What he is willing to tell

· Kayjak is a member of the Guurhok.

· Kayjak is the youngest and least great of Karaz-Nor’s seventeen living sons.  If a smart ass asks who the other sons are they are
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· The Guurhok are a large nation of hobgoblins.  If asked specifically on the number he will say that the Great Chief can summon 18 battalions (approx 9,000) to his service from the three cities.  He will be curious as to why they may want to know how many women (3 times the warriors), children (2 times the warriors) and slaves (2 times the warriors) there are, as they are no-combatants and hence not part of what he considers important.

· The three cities are great fortresses taken by the Guurhok when they where conquering the lands of the Ker-Shani.

· The Great-father is he whom the Guurhok swore to obey because the Great Father of the Great Father defeated not only the Guurhok but also the Ker-Shani.

· The Great Father is the Great Chief of the Roodberg’s and is the thirteenth to hold the position.  You Quaglanders call him Gutherie amongst the Guurhok he is simply “The Great Father”.  He is, as have been all the Great Fathers, the spiritual leader of our order.

· Our order is the “Fists of Hextor”.

· This monastery is by agreement holy ground to both the churches of St Cuthbert and Hextor as the two orders have had a truce since they joined forces to defeat the “Witch Queen” many generations ago.  The two shrines have thus co-existed for several hundred years.

· The shrine of Hextor is located in the catacombs below the Roodberg Keep.

At some point he will demand to know why the Great-Father has not arrived to greet him.  Van Oostl will tell him this 

“Kayjak, unfortunately Gutherie Roodberg, the one you call the Great-Father, was killed when the White-Eyes over-ran the left flank of the Perrender army 2 weeks ago, otherwise he would be present.”

At this Kayjak drops into fighter stance and moves to his hand to his flail.  He smiles a grim smile. 

“Kayjak is no fool that is why the Great-Chief sent Kayjak and not one of his brothers.  The Great-Father summoned the armies of the Great-Chief to a place in the forest to make battle not more than 1 week past and here we suffered a great defeat as we where ambushed on the way to this place.  When we returned we found the “White Eyes” in our path and another great battle was fought and many warriors fell before the “White-eyes where driven from our lands. The Great-Chief has send me to find the Great-Father to ask if he has betrayed the ancient oaths and to kill him if this is true.  You cannot protect him.  I demand you bring him out Quaglanders, or do I need to defeat you all first?”

At this stage VanOotsl will step forward.

I assure you Kayjak that if what you say is true and I believe that you believe it to be so, that we will find Gutherie and get the truth from him.  If he is proven to have betrayed you and possibly us then you will be invited to his trial.  In the meantime it seems to me that we fight a common foe.  I would be pleased to form an alliance with the Great Chief, do you think he would be willing to do this?

Kayjak’s reply:

I am not the voice of my father only he can say such a thing.  If you wish to ask then send those who you dare to send to negotiate for you.  They may came with me when I return.  The Great Chief will not be pleased that the Quaglanders have decided that their justice comes before justice of the Guurhok, but he will be honor bound to listen to an envoy.  The way to my home has grown perilous I take no responsibility for the safety of those whom you will send other than I will do what I can to see that they return safely with a reply from the Great Chief. 

I will wait 1 hour outside of your gate, if you intent to send an envoy I will be their escort.

With that he leaves

Move to encounter 1

Encounter One

After Kayjak leaves VanOotsl will ask for opinions from the PCs before he will issue orders.

VanOotsl’s orders.

Jaeger Team One led by Kavos of Kord will go and negotiate an alliance with the Guurhok they will proceed immediately with Kayjak as their guide.  Use whatever skills you have to keep the Guurhok active in this war.  If possible try and use them to nip at the heels of the enemy as he comes up the pass.  Finding out the true location of the capital and other stronghold as well as the strength of the Guurhok will be secondary objectives.

Jaeger Team Two led by Tranador Drachemörder, will proceed to Kershane.  It is imperative that Prince Naughrim Genhene reinforce this position with the Kershane Landwehr he has kept in reserve.  Present him with this letter (Player Handout Number 1).  No message by magic will reach there now for some reason divination magic and communication magic’s have been cut.  I suspect that Iuz himself is taking a personal interest in this part of his campaign and may be using his divine powers against us.  I would not recommend flight as a means of transport; the enemy has flights of Vrock and other nastiness in the area now.

Jaeger Teams Three, Five, Nine, Ten, Eleven and Twelve will proceed in force to the Roodberg Keep located on the far side of the monastery island to investigate the information that has been presented here.  If there is a temple of Hextor in the complex it needs to be taken care of.  If Gutherie is indeed here then I would very much like to question him.

Encounter Two

As the rest of the groups turn to leave Tranador draws you aside.  

“Right you lot, we have been given our task.  Somehow we have to get through the Shroud of Souls that protect Kershane and get an audience with the prince.  I have no idea how we are to get through the shroud, but that is a bridge to cross once we get there.  With any luck a passing patrol will spot us and lead us through.  If that does not happen then we will just need to trust in Pelor to provide a solution.  Got it so far?”

Tranador Drachemörder waits for any questions before continuing.  

“Right, once we get there it is imperative that this letter reaches his highnesses hands.  Should I fall it will be up to you to complete the mission.  Make sure that the letter passes into Prince Naughrim’s hands only.  Give it to no one else IS THAT CLEAR!”

Without waiting for an answer, he continues.  “Needless to say, time is of the essence.  We do not know where or when the enemy will strike next.  Now are there any questions before we move out?”

Tranador will try to answer any of the players questions that he can.  What he knows is summerised below.

What is the Shroud of Souls? 

The Shroud is a magical barrier that has protected and hidden the elves of the Kershane for centuries.  It is said that as you approach, a mist surrounds you and it seems that the trees themselves move so that you wander in circles.

What do you mean “if you don’t make it”?  

Well, we are in a war.  You can bet that the Old one and his allies don’t want us getting help from the Elves now.  It is possible that we may run into trouble.

GM NOTE:  The success of the mission will depend on the amount of time that the party takes to gain the support of the Prince.  Each encounter will have associated with it one or more, (depending on level of success), time segments (TS).  Keep track of how many time segments are gained as that will determine success or failure

Encounter Three

Commander Trandor leads you slowly through the wilderness.  His skills as a tracker and scout are obvious to the casual observer.  He suddenly motions for you to stop.  “Something is not quite right here, I can hear no wildlife” he whispers, “ I think we should…” You never get to hear what he had to say next, as a wave of black eldrich energy crackles through the trees, killing all it touches and leaving only blacken hulks.  The wave hits Trandor and his skin begins to peal away, leaving only a blacken corpse.  The wave of energy stops only inches away from you.

Three large vulture like creatures take to the air about 100 feet from where your are standing.  Two head off to the South, but one heads east about 500 yards before landing.  You swear that it had something in its claws, a woman you think.  And you are sure she moved.

Development:

Tranador has just been killed by a Dance of Ruin preformed by three Vrocks.  The purpose of the dance was to kill the protectors of a Nymph.  Tranador was unfortunate collateral damage.

One of the Vrocks has captured the Nymph and headed east to where she will be questioned as she still lives.  But her struggling has forced the Vrock to land and get a better grip.

If the party decide to follow the Vrock, they will reach the clearing where it landed and see it pinning down a creature of unearthly beauty (the Nymph).  Rescuing the Nymph will take 10 TS’s.  (Go to encounter four)

If the party don’t rescue the Nymph then go to encounter five.

Encounter Four

The trees open into a large clearing about 40 feet in radius.  

If a PC asks what they see in the clearing

There you see the demonic creature in the process of pinning a stunningly beautiful maiden.

The Nymph is attempting to escape from the Vrock.  Because of this she has not suppressed her blinding beauty ability.  Anyone looking at her needs to make a Fortitude Save (DC 17) or be struck permanently blind (as per the spell blindness).  If the party states they are hiding then a DC 34 hide check is required.  

If any of the PCs fail the hide check (assume auto fail if they did not state they were hiding)

With a sharp slap of a claw, the creature knocks the maiden into unconsciousness.  It then turns its gaze upon you.

If all the PCs present make the DC 34 hide check.

With a sharp slap of a claw, the creature knocks the maiden into unconsciousness.  It then gathers her in its claws and prepares to take flight.

The PCs have a surprise round to act.  If they attack, the Vrock will drop the Nymph and attack the party.  If they leave it, it will take to the sky and leave.  

In both cases the Nymph has been knocked unconscious and is unable to suppress her blinding beauty ability.  Any PC that enters the battle that has not yet looked at her must make the DC 17 Fortitude save.  If a PC states that they are looking away, they have a 25% chance each round of glimpsing her.  If they close their eyes, the Vrock gains total concealment from that PC.

Creatures

APL12 (EL 9)

Vrock, hp 115, See Monster Manual pg 48

Nymph, hp 27, See Monster Manual pg 197

Tactics

If the Vrock is not surprised and wins the initiative, it will begin by taking to the air and attempt to summon a second Vrock.

If the Vrock does not wins the initiative or is surprised, its first action will be to take to the air and use its stunning screech.  It will also release its spores if there are any adjacent party members.

After the first round, it will avoid being surrounded by using its greater teleport ability.  It will often use it to take to the air, dive bomb its target.  It will also use its spores whenever possible.

Development

Rescuing the Nymph takes 10 TS’s 

If any of the PCs are blinded and can not be cured immediately then 1TS is added to the total.

Once the Nymph has regained consciousness, she is extremely grateful.  In gratitude she gives each PC an acorn.  This acorn can be used to cast a Cure Moderate Wounds or a Barkskin (level 7 caster).  The acorn can only be used once and the magic will fade at the end of the interactive.

She also places a kiss on the cheek of each PC with a positive charisma bonus.  For the rest of the interactive this will give the PC the Unearthly Grace ability (Charisma bonus added to saving throws and AC [deflection]).  This stacks with a Paladin’s bonus to saving throws.

Encounter Five

Things have not gone to plan.  Before you even reach the Shroud of Souls, you have lost Tranador, your guide and commander.  Left with no choice you continue on.

Before long your progress is halted by the sounds of marching.

Coming through this part of the forest is a large force of bugbear troops heading somewhere and it appears that they have arcane and divine support.  Suggest to the players that their only real chance is to hide and wait for them to pass.  If some over confident PC attempts to take them on, strongly enforce the idea that they are strong and that time is of the essence.  If they still attack, use the force listed below.  You will need to make up some stats on the fly for the Bugbears (use NPC stats from DMG and add 3 HD to the hitpoints).

150 Bugbears (lv 2 fighters)

50 Bugbears (lv 4 fighters)

30 Bugbears (lv 6 fighters)

20 Bugbears (lv 8 fighters)

10 Bugbears (lv 10 fighters)

5 Bugbears (lv 12 fighters)

20 Bugbears (lv 2 Clerics)

10 Bugbears (lv 5 Clerics)

3 Bugbears (lv 9 Clerics)

20 Bugbears (lv 2 Wizards)

10 Bugbears (lv 5 Wizards)

3 Bugbears (lv 9 Wizard)

10 Vrocks

3 Bebiliths

If by some chance, the PCs win, then add 10 TSs to their Time Segment total.

Development

Should the PCs do the correct thing and hide, then the force will pass them by.  How long that takes depends on the level of the success.  Use the lowest check to determine the result

DC 30 hide check – 1 TS

DC 20 hide check – 2 TS

DC 15 hide check – 3 TS

Less than a DC 15 hide check – 4 TS

Encounter Six

The paths of the forest twist and turn, with branches breaking of from the main track every few hundred feet.  Eventually you come to realise that you are not entirely sure where Kershane is.

The PCs have become disorientated.  A survival check is needed to get them heading in the right direction.  The degree of success will determine how much time is spent wandering the forest.  If the PCs think of a way to help regain their bearings (fly to the tree tops etc), give them up to a +5 bonus on the survival check (GM discretion).

DC 30 survival check – 1 TS

DC 20 survival check – 2 TS

DC 15 survival check – 3 TS

Less than a DC 15 survival check – 4 TS

Encounter Seven

The forest paths continue to twist and turn, then slowly and subtlety a mist arises and you find yourself barely able to see 10 feet in front.  How you failed to notice this happening is beyond you, but one thing is for certain, you are sure this is the Shroud of Souls.

If the PCs helped the Nymph, then move to encounter eight.

If the PCs did not help the Nymph 

The mist clears revealing a small hillock about 120 feet in front of you.  Next to the hillock stands a tall oak, which twists suddenly revealing a face formed in its trunk from bark.

“You could have saved her” it moans.  And with that two trees on either side of you begin to uproot themselves.  The oak and the hillock move towards you.

The Treant and Tendriculous where friends and companions of the Nymph.  They arrived to late to help her but heard from the forest creatures that the PCs had a chance to save her.  Wracked with grief, they set about to extract their revenge on the PCs

Creatures

APL 12 (EL9)

Tendriculos, hp 94; See Monster Manual pg 241

Treant, hp 66; See Monster Manual pg 244

Tactics

The Tendriculous will move up to the PCs and attempt to grapple and swallow the PCs.  The Treant stands back and commands trees to attack the PCs.  When one tree is too damaged, it releases it and animates another.  If any PC gets too close it will use its sunder ability to break weapons and shields, then attack the PC, calling over the trees if necessary.

Development

After the Treant and Tendriculous have been defeated, move to encounter eight.

7 TS’s have been expended wandering lost in the mist and fighting the Nymphs companions.

Encounter Eight

Within minutes of being immersed in the thick mist, you are completely lost and entirely unsure of direction.  Suddenly a break appears and you see a short thin figure covered by a gray cloak.  “Welcome, I have been expecting you.  I am here to show you the path through the mist.”

If they did not rescue the Nymph

“But first you must prove yourself as my master is … concerned of your worthiness.  You let a poor innocent be taken by creatures of darkness.  What will you give to prove yourself.”

The Gray Walker will accept whatever the PCs choose to give.  If they give over an item, he will thank them and take it (remove from MIL).  If they choose to offer a service he will inform them that his master has heard the terms and has accepted the agreement.  He will be calling on them when the time is right.  If they offer their word to fight this evil, then they will also be informed that his master has heard their words and found them to be truthful.

The PCs may have some questions for the Gray Walker.  

How are you?

I am called the Gray Walker.  

What do you do?

I Guide

Who is your master?

I serve the Dweller on the Horizon

Why are you here?

To guide those who are expected through the barrier of mist.

Isn’t the Dweller on the Horizon Fharlanghn?

He is known by many names, that is one.

If Fharlanghn is here to help then why doesn’t he destroy the Vrocks

He can only help in area that he holds dominion over.  So he guides, protects travelers, hides them from unwanted attention, should they choose to hide.

Are you mortal?

Once I walked upon this earth, now I serve my master where needed. 

Once the party have asked all their questions he will make ready to guide them on their way.

“If you are ready, follow me closely.  The mist may still swallow you.  The Grey Walker then turns and slowly moves through the mist.  His footsteps make no sound and his cloak makes no movement.  Through many twist and turns of the path he leads you, until eventually you break through the mist and look upon the city of Kershane.

The Grey walker turns to the group.  “There is “the city you seek.  Good luck with your quest, yet I see that your path is not yet complete.  I would suggest you go directly to the palace.”  He turns to go back into the mist, but then stops.  “If you would do me a favour, if you know a warrior of Pelor called Agazul, tell him that his old friend still watches”.  With that the Grey cloaked stranger walks into the mist and disappears.

Development

If the party rescued the Nymph, then it takes 10 TSs to pass through the mist.

If they did not rescue the Nymph then it takes 10 TSs to prove their worth and 10 TSs to move through the mist. 

If the PCs head straight to the palace go to Encounter Nine. 

If they don’t then they spend 5 TSs wandering around the city (free form it).

Encounter Nine

The palace of the Elven prince is a marvel to behold.  Every part is a harmonious blend of nature and functionality.  Ever helpful, a elf shows you to a door where sits a official looking elf behind a desk.

“Belarami here should be able to help you, he’s the princes seneschals assistant” With that the friendly elf leaves.

Belarami looks at you and smiles, “please sit down, and tell me what brings you here to the Palace of Kershane.”

Once the PCs have explained the purpose.

“No the person that you will want to be speaking to would be Glanadimir, the Prince’s seneschal.  He is a very busy man but I will see if I can get you in to see him.  It may take a while.”  He looks at a book, “I am afraid that it will be four hours before he is available.  If you would like I will have quarters prepared for you so you can freshen up.  Once Lord Glanadimir is free I will send a guard or servant up to fetch you.”

If the PCs push the matter, Belarami can get them in sooner if they bribe him with 100gp or make a DC 15 Diplomacy check.

Development

5 TSs acquired if PCs wait patiently

3 TSs acquired if Belarami bribed or PCs make a successful Diplomacy check.

Encounter Ten

After waiting what seems like an eternity, you are finally shown into a large office.  There a middle aged elf sits behind a desk that seems to grow out of the floor.  Around his neck you can see amulet with a silver crescent moon.

“Please have a seat, and tell me what I can do for you.

The symbol around his neck is is a holy symbol of Corellon.

When the PCs take a seat he will offer wine and listen to their story.  The conversation flow similar to that detailed below.

We need to see the prince.

“I am sorry but the prince is unavailable due to state business.  However I am his seneschal and will guarantee that I will bring your business to His Highness is it is warranted.”

We really need to see the prince.

“It seems the matter is of some import to you.  I will arrange for you to be given quarters to rest and freshen up.  As soon as His Highness is available I will send a guard up to escort you to the audience hall.”

Go to Encounter Twelve

We have this letter.

“I will make sure that His Highness is given it immediately.”

If the PCs give Glanadimir the letter

“I see the matter is urgent.  I will make sure that this is given to His Highness Immediately.  Please return to you commanders and tell then that help is on the way.”

If the party returns to basecamp

Go to conclusion B

If they insist on waiting for an answer from the Prince

“I will arrange for you to be given quarters to rest and freshen up.  As soon as His Highness is available I will send a guard up to escort you to the audience hall.”

Go to Encounter Twelve

We require healing can you help?

“I am sorry but I am unable to help you personally, but take this writ to the temple of Corellon.  They will see to you needs without asking for the usual donation.”  He gives directions and hands you a writ.

Go to Encounter Eleven

Encounter Eleven

The temple of Corellon is situated on the other side of the city of Kershane.  As you enter a young acolyte takes your writ and escorts you to an old priest.  The old priest looks at the writ and calls upon the blessings of Corellon to cure your wounds.  “There you got, as good as new.  I am surprised you came all this way.  Why did you not go to the temple near the palace.”  He then wanders off to tend more faithful.

The party has been lead to the temple that is the furthest from the palace.  It has wasted 5 TSs to get there and return.

As they return that are approached by messenger.   Use Encounter Twelve but adjust for their location.

Encounter Twelve

The quarters given to you are of the finest quality, with food and drink provided for your comfort.  But you are unable to really enjoy yourselves as you are anxious to hear from the Prince.  

You find your thoughts suddenly disturbed by a knock on the door.

The knock is from a young elven boy.  He has a message for the party.  Give them Players Handout 2.

Development

If they agree to go and meet Belarami, the boy will; lead them to him (Encounter Thirteen)

If they do not go with the boy, then eventually a guard will collect them and take them to the Prince.  Go to Encounter Nineteen, but the seneschal has waited until it is too late to help Perrenland (Follow Encounter Last with Conclusion C)

Encounter Thirteen

You follow the young messager through the streets of Kershane to a quiet out of the way area where he leads you to a small building. 

Inside the building is the murdered body of Belarami.  If the boy sees him he will run away calling for the watch.  If the PCs examine the body, they will discover the following

DC 15 Heal Check – He died in the last 20 minutes

DC 20 Heal Check – He was killed by a single thrust to the heart with a large blade (bastard sword or Greatsword)

DC 25 Heal Check – He did not struggle.  It looks like it was a Coup de Grace.

They also discover that Belarami has written, “I Nick” in blood.  It is hidden by his body.

If the party try to find tracks then a DC 45 survival check is needed to find the tracks. (Dust of Tracklessness has been used).  If Tracks are found, then they lead out to the streets and and mixed with the traffic of the city (DC increases to 55).  Should the PCs still be able to follow the tracks, then go directly to Encounter Eighteen  

The only other thing that can be discovered is that there is a light covering of dust that a DC 25 Knowledge (Arcana) check will identify as Dust of Tracelessness.

The guards will eventually arrive to collect the body.

If the PCs raise him, then he will tell them about Glanadimir and they can go directly to Encounter Eighteen (There should be some reward for spending 5000gp).

Encounter Fourteen

If the PCs go and talk to the guards

The guards can tell the PCs very little about the crime.  They can tell them that he was killed by a single thrust to the heart by a large bladed weapon and that he did not struggle.  There was no sign of the assailant.  Also that the words “I Nick” was found under the body.  They think it is shorthand for something.  

It takes 3 TSs to visit the guards.

If the PCs go to the streets to find out what “I Nick” means.

By asking around the streets, the PCs will eventually discover that “I Nick” represents Nicalemenious who is the owner of the bar Silvereonous.  His nickname is “One Eye Nick” as he lost his eye many years ago while adventuring beyond the Shroud.

The time taken to determine this depends on the gather Information roll.  

If the PCs figure out that it means “One Eye Nick” then it will only take 1 TS if the use that phrase for the Gather Information roll

DC 30 Gather Information roll – 3 TSs

DC 25 Gather Information roll – 5 TSs

DC 20 Gather Information roll – 7 TSs

DC 15 Gather Information roll – 9 TSs

Less than a DC 15 Gather Information roll – 12 TSs

Encounter Fifteen

Before long you arrive at the tavern called Silvereonous.  You recent enquiries have lead you to believe that this is the home and business of an elf called Nicalemenious, or “One Eye Nick”.  You hope that he will have some information that will shed some light on the situation.

On entering the tavern, you see that at this time of the day it is mostly empty.  There is a young barmaid at the bar cleaning some glasses.  She looks at you and smiles thinly.

The young barmaid name is Janetstra and is quite nervous (DC 15 sense motive check).  While Nicalemenious was out the tavern, some allies of Glanadimir who were looking for Nicalemenious visited her.  She told them that he was out on business all day and that she was unsure when he would be back.  What she did not tell them was that she knew where to find him.  After they left, Yeldranstr, a regular came into the tavern to deliver some beef. Janetstra knew and trusted him, so she used the opportunity to get a message delivered to Nicalemenious.

Janetstra can be persuaded to talk to the PCs, but how long it takes depends on the diplomacy check.

DC 30 Diplomacy roll – 1 TSs

DC 25 Diplomacy roll – 3 TSs

DC 20 Diplomacy roll – 5 TSs

DC 15 Diplomacy roll – 7 TSs

Less than a DC 15 Diplomacy roll – 10 TSs

Once Janetstra agrees to talk to the party she will tell them about the encounter with the thugs

The young girl looks at you nervously.  “You really seem like people I can trust, and if I don’t trust someone, then they will eventually find him.  Well you see, about an hour or so ago I was working here by my self as Nic had decided to go out to do some errands, when these three fellas walked in.  

“They came over and said that they were old adventuring friends of Nics and that they were looking him up to catch up on old times.  Well they acted friendly and such, but there was something not quite right about them.  So I asked if they were there when Nick lost his eye to the wild boar.  

“Well, when they said yes, I knew something was wrong.  Nic lost his eye falling out of a tree while courting a married woman.  He only told his close friends that, told everyone else the boar story.  

“So I decide I don’t really want to help them, so I tell them that he is out and I dunno know when he will be back, but it will probably be tonight late.  I ask if they want me to give him a message.  They tell me ‘no’ as they want to surprise him, and that they will come back later.  What I don’t tell them is that I know where he is.

“Anyway I am just trying to work out how to get a message to Nic, as I am sure they are waiting for him outside, when Yeldranstr comes to deliver a side of beef Nic ordered.  Well Yeldranstr and Nic are old friends so I know I can trust him.  I tell him whats happened and he agrees to get a message to Nic to warn him.  Later Yeldranstr’s apprentice comes in to let me know that Nics gone into hiding and don’t worry.”

It is quite likely that the party will have some questions for Janetstra.  What she knows is detailed below.

Where was Nic going?

“He was going to help Old Franimirus with his leaky roof.  That’s where I sent Yeldranstr.”

What does Nicalemenious look like?

“He is of average height, with brown hair and blue eyes.  The most distinguishing feature is that his left eye is missing and he wears a patch over it.”

Where can we find Yeldranstr?

“His butchers shop is quiet close, go just down the stree and turn right.  Third on the left.”

Is there anyone that may know where he is?

“Well Selvania may know.  She is the high priestess at the temple of Sehanine Moonebow.  He attends services there.  He also helps them out a bit.  

“The street urchins may also know.  They see everything and they always know that Nicalemenious will give them leftovers of a night and let them sleep in the stables if they done bother the horses.

“Grendamicis may also know.  He is a member of the guards and was an adventuring partner of Nic. They have been through a lot of scrapes together. He can either be found at the south guardhouse or at his house.”  She gives directions

Encounter Sixteen

Asking the street urchins

The street urchins are very protective of Nicalemenious and not very trusting of strangers (especially non elves).  The PCs will need to succeed with a diplomacy check to convince them to tell the party that they saw him going into the temple of Sehanine Moonebow.    For each Dwarf in the party, give a –2 to the roll, and for each Half Orc, give a –4 to the roll. (Remember to add clan bonuses and penalties as well).  Time taken depends on the success of the roll.

DC 30 Diplomacy roll – 2 TSs

DC 25 Diplomacy roll – 4 TSs

DC 20 Diplomacy roll – 6 TSs

Less than a DC 20 Diplomacy roll – 10 TSs and the urchins will not tell the PCs where Nicalemenious is.  They lead them on a wild goose chase and then disappear.

Talk to Yeldranstr

If the party goes to see Yeldranstr, they find him at work in his butchers.  He will take some convincing to convince him to talk to them about his friend.  The amount of time depends on the success of the diplomacy check

DC 30 Diplomacy roll – 2 TSs

DC 25 Diplomacy roll – 4 TSs

DC 20 Diplomacy roll – 6 TSs

DC 15 Diplomacy roll – 8 TSs

Less than a DC 15 Diplomacy roll – 11 TSs

When he is convinced that they are trustworthy, he will tell them 

“Well I did deliver Janetstra’s message to him.  He seemed quite concerned.  Then he turns to me and tells me ‘ I won’t put any more of my friends in danger.  I know someone who can protect me so I will go there until it is same to come home.  Keep an eye on Janetstra will ya old friend’, and then he left.”

Go to Old Franimirus’s

You arrive at the home of the old man that Nicalemenious.  A young lad is there fixing his roof and an older elf, you think would be Franimirus is watching.  He sees you walk up and hobbles over.  “Hello there, what can I do for you”

If any PC tells him that they are looking for Nicalemenious, he will tell them,

“Yes Nicalemenious was here fixing my roof for me, then the butcher friend of his Yeldranstr comes up and speaks to him.  Well it goes on for a while and finally Nicalemenious comes over to me and tells me that something has come up and he has to go. Yeldranstr tells me not to worry about the roof as he will send his apprentice over to finish the job.”

This takes 3 TSs

Go to the temple of Sehanine Moonebow

Go to encounter Seventeen.  The priestess that comes up is Selvania

Go to the South guardhouse

The South Guardhouse is a different one to the one that the party may have visited when investigating Belarami death.  Once there they are able to talk to Grendamicis.  He has been on duty all day and has not heard anything from Nicalemenious.

This takes 3 TSs

Go to Grendamicis’s house

Grendamicis’s house is a small elven cottage.  Once there the PCs can speak to his wife who tells them that she has not heard from Nicalemenious and that her husband is on duty.

This takes 3 TSs

Unspecified gather information

If the PCs are unable to come up with any of the clues, then they may attempt a general gather Information check.  A successful check will tell them that he was seen going into the temple of Sehanine Moonebow.  The time taken to gather this information depends on the level of success.

DC 30 Gather Information roll – 4 TSs

DC 25 Gather Information roll – 6 TSs

DC 20 Gather Information roll – 8 TSs

DC 15 Gather Information roll – 10 TSs

Less than a DC 15 Gather Information roll – 15 TSs

Encounter Seventeen

Your investigations to the where abouts of One Eyed Nick have lead you to the temple of Sehanine Moonebow.  A priestess comes up to you.  “Welcome to the temple of Sehanine.  How may we help you."

The priestess is Selvania and she  knows that the temple is hiding Nicalemenious.  Eventually she will take them to him, but the PCs need to talk their way in.  The more successful the Diplomacy roll, the quicker she will agree

DC 30 Diplomacy roll – 3 TSs

DC 25 Diplomacy roll – 5 TSs

DC 20 Diplomacy roll – 7 TSs

DC 15 Diplomacy roll – 9 TSs

Less than a DC 15 Diplomacy roll – 12 TSs

Once they have been lead to Nicalemenious.

You are taken to a small room at the back of the temple where you are introduced to an elf that must be Nicalemenious.  A black patch covers one eye and although it looks like he could handle himself in a battle, there is fear in his remaining eye.

“Selvania tells me you are the ones that Belarami said might come if something happened to him.  Please sit and I will tell you what you need to know.

“Earlier today Belarami came to see me.  He had heard Lord Glanadimir talking in his office but no one was there.  Curiosity got the better of him and he peeked in the office and saw the Prince’s Seneschal talking to a mirror.  He heard him say, “The envoy from Perrenland has arrived.  I have not been able to get rid of them, but I can delay them long enough so that the Kershane forces will arrive too late.”

“Lord Glanadimir then left the palace but Belarami was also able to find out the location of where he was going.  It is an underground warehouse in the old district.  

“I hope that helps you.  But be careful for I am sure that Lord Glanadimir has allies even here in Kershane.  He also has the palace guard under his command and as far as they know, he is a honest and trustworthy person.”

 If the party asks

What is Lord Glanadimir like?

“Well he use to be a good man.  Then when his wife died, he went a little strange.  Still he has always been loyal to the Prince.  So we thought.”

How did his wife die?

“It was during a hunting accident.  She got separated from the rest of the group.  The dogs flushed out a boar and it charged her horse.  She was thrown.”

Who else was on this trip?

“Well it was held by the Prince, so most of the royal court.”

Why don’t we go directly to the Prince?

“The prince trusts Lord Glanadimir completely.  You will need to get evidence.  The only way to do that is to confront him.  The guards will be no help either.  They all trust him as well.”

Encounter Eighteen

The directions given to you have led you to a hidden chamber under the elven city.

When the PCs enter

The chamber itself is constructed of crude stone.  The air is cold and damp.  There are a number of torches flickering in room giving some light, enough to illuminate an altar with the symbol of a grinning skull.  Standing by the altar is the Prince’s seneschal, It appears that he is dressed for battle.

A DC 35 hide check and a DC 35 move silent check is needed to surprise Glanadimir (due to his dread wraith keeping watch).  If all the PCs make the two checks then they have a surprise round (he knows they are coming, just not when).  If a check is failed then read the following.

“Ah so you have arrived.  I have been expecting you.  It is a pity, you should have just waited patiently, no matter you will trouble my masters plans no more.”

The area is currently protected by a Desecrate spell and an Unhollow spell.  The effects of the spells are 

Charisma check to turn undead –10

Undead attack roll +2

Undead Damage roll +2

Undead Saving throw bonus +2

Magic circle Vs Good active in area

Targeted Dispel Magic on those who do not worship Iuz.

Creatures

Under Glanadimir’s command is a Dread Wraith.  It waits in the walls and can be spotted on a DC 39 spot check.  If it is not spotted then it will attack in the surprise round.

Glanadimir (Elven Clr9 [Iuz]), hp 57; See Appendix One.

Dread Wraith, hp 104; See Monster Manual, pg 258

Tactics

Glanadimir will begin by targeting the party with a flame strike.  He will then follow up by using slay living, bestow curse or poison spells on anyone that gets close.  At the same time he will shout out code words to the Wraith to tell it where its targets are.  If there is a cleric causing problems, he will shatter their holy symbol

The Dread Wraith will use its spring attack to attack targets given to it by Glanadimir and then return to the walls or floor.  If a PC falls unconscious, it will finish him or her off so that they will rise as a wraith in a few rounds to assist.

Treasure

The Greatsword +2 unholy and the Platemail is confiscated by the guards as objects of Iuz.  The PCs are allowed to keep the rest of the equipment.

APL 12

L:0gp; C:0gp; M: (Amulet of Natural Armor +2)  666gp, (Periapt of Wisdom +4)  1333gp, (2x Scroll Cure Critical Wounds) 116gp, (4x Scroll Cure Moderate Wounds) 50gp, (4x Scroll Cure Light Wounds) 8gp.

Development

If the PCs gave the letter to Glanadimir, then it is destroyed.

Once the guards are called for they will attempt to question the PCs.  A DC 15 Diplomacy check will convince them that there is no time and avoid the 1TS.

Once the guards have finished with the PCs, they will send a runner to the Prince.  An audience will be arranged immediately. 

Encounter Nineteen

The audience hall of Prince Naughrim Genhene is a marvelous example of elven architecture at its finest.  At the far end of the hall sits the prince of a living wooden throne.

“Please friends, come closer and tell me what brings you here and about the events that transpired once you arrived.”

The prince will listen to the PCs, interject with questions as they arrive.  While he is concerned for Perrenland and is mindful of the treaties signed, he is also mindful that there may be other enemies in his city.

If the PCs don’t mention what they require, the prince will ask them.  

Once the story is completed.

“Friends, I indeed hear your stories and mindful of my oaths to Perrenland I will indeed gather the forces needed.  But it will take time, as it also appears that the ancient enemy has pierced the veil of safety that surrounds fair Kershane, with his corruption.  I must make sure that my people are safe and protected as well.  If you will inform your leadership that we will meet them at the monastery.”

Allow the PCs to have a diplomacy check to convince the prince of the urgency.  If they still have the letter then it will take no TSs to form the units.  If they decline to argue with the prince then it will take 10 TSs for units to be gathered and ready to move out.

Development

The results of the diplomacy check determines how long it takes for the Kershane Militia to be ready to march.

A DC 30 Diplomacy check or the letter – 0 TS

A DC 25 Diplomacy check – 2 TS

A DC 20 Diplomacy check – 4 TS

A DC 15 Diplomacy check – 6 TS

Less than a DC 15 Diplomacy check – 8 TS

No Diplomacy check – 10 TS

Conclusion

The conclusion will depend on the success or failure of the mission.

If the PCs all died, read conclusion A

If the PCs return home after giving the letter to the seneschal, read conclusion B

If the PCs accrue to 70 TSs, read conclusion C

If the PCs accrue less than 70 TSs, read conclusion D

Conclusion A

PCs Dead <PJ to Write description>

Conclusion B

Elves don’t come <PJ to write description>

Conclusion C

Elves come too late <PJ to write description>

Conclusion D

Elves come <PJ to write description>

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 role-playing) to each character.

Encounter Four or Seven

APL12 270 xp.

Encounter Eighteen

APL12 360 xp.

Discretionary Roleplay

APL12 157 xp.

Total possible experience: 


APL12 787 xp.

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 Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


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

Encounter Five:  


APL 12: L: 0 gp; C: 0 gp; M: 2173 gp

Total Possible Treasure

APL 12: L: 0 gp; C: 0 gp; M: 2173 gp  - Total: 2173 gp

Items for the Adventure Record

Item Access

APL 12:

Periapt of Wisdom +4

Amulet of Natural Armor +2

Appendix One

Lord Glanadimir: Medium humanoid (Elf), Clr 9; CR 9; HD 9d8+9 (cleric), hp 57; Init +1; Spd 20 ft; AC 24 (touch 11, flat-footed 23), (+1 Dex, +11 Full plate +3 (medium fortitude), +2 natural); BA/G +6/+8, Atk +10 melee (2d6+5 19-20x2, unholy greatsword +2); Full Atk +10/+5 melee (2d6+5 19-20x2, unholy greatsword +2); SQ Lowlight vision; AL CE, SV Fort +7, Ref +4, Will +11; Str 14, Dex 12, Con 12, Int 12, Wis 16 (20), Cha 12. 

Skills and Feats: Bluff +11, Concentration +12, Listen +7, Spellcraft +8, Sense Motive +7, Spot +7; Greater Spell Focus (Necromancy), Martial Weapon Prof (Greatsword), Spell Focus (Necromancy), Weapon Focus (Greatsword), .

Possessions: Full plate +3 (Medium Fortitude), +2 Unholy Greatsword,  holy symbol (Iuz), Amulet of Natural Armour +2, Periapt of Wisdom +4.

Scrolls: Cure Critical Wounds x2, Cure Moderate Wounds x4, Cure Light Wounds x4.

Spells Per Day (6, 6+1, 5+1, 4+1, 3+1, 2+1)

Spells Available; base DC = 15 + spell level [or 17 + spell level for necromancy spells]): 0— Detect Magic, Guidance x2, Read Magic, Resistance 1st— Cure Light Wounds, Deathwatch, Divine Favor, Doom, Disguise Self*, Sanctuary, Shield of Faith; 2nd— Bull’s Strength, Desecrate*, Hold Person, Shatter, Spirtual Weapon, Silence; 3rd— Bestow Curse, Dispel Magic, Non-Detection*, Prayer, Protection from Energy; 4th— Confusion*, Divine Power, Poison x2; 5th—Dispel Good, Flame strike, Slay Living.

DM Aid: Time Segment Work sheet

Time Segments (TS) represent the amount of time taken to gain the support of Kershane.  If the Number of TSs exceed 70 then the Elves will not muster in time to help in the next Mini Module.

Encounter 4

Rescue Nymph from Vrock
10

One PC is blinded
1

Encounter 5

DC 30 Hide Check
1

DC 20 Hide Check
2

DC 15 Hide Check
3

>DC 15 Hide Check
4

Defeat Army
10

Encounter 6

DC 30 Survival Check
1

DC 20 Survival Check
2

DC 15 Survival Check
3

>DC 15 Survival Check
4

Encounter 7

Attacked by Nymph’s friends (did not rescue Nymph)
7

Encounter 8

Pass through Shroud
10

Prove worthiness (did not rescue nymph)
10

Wander around Kershane (did not go straight to palace)
5

Encounter 9

Wait patiently
5

Bribe Belarami or DC 15 Diplomacy check
3

Encounter 11

Go to temple for healing
5

Encounter 14

Visit guards
3

Gather Info roll on “One Eye Nick”
1

DC 30 Gather Info Check on “I Nick”
3

DC 25 Gather Info Check on “I Nick”
5

DC 20 Gather Info Check on “I Nick”
7

DC 15 Gather Info Check on “I Nick”
9

>DC 15 Gather Info Check on “I Nick”
12

Encounter 15

DC 30 Diplomacy Check
1

DC 25 Diplomacy Check
3

DC 20 Diplomacy Check
5

DC 15 Diplomacy Check
7

>DC 15 Diplomacy Check
10

Encounter 16

DC 30 Diplomacy Check with Street Urchins
2

DC 25 Diplomacy Check with Street Urchins
4

DC 20 Diplomacy Check with Street Urchins
6

>DC 20 Diplomacy Check with Street Urchins
10

DC 30 Diplomacy Check with Yeldranstr
2

DC 25 Diplomacy Check with Yeldranstr
4

DC 20 Diplomacy Check with Yeldranstr
6

DC 15 Diplomacy Check with Yeldranstr
8

>DC 15 Diplomacy Check with Yeldranstr
11

Visit Old Franimirus’s
3

Visit South Guardhouse
3

Visit Grendamicis’s House
3

DC 30 Gather Info Check
4

DC 25 Gather Info Check
6

DC 20 Gather Info Check
8

DC 15 Gather Info Check
10

>DC 15 Gather Info Check
15

Encounter 17

DC 30 Diplomacy Check with Selvania
3

DC 25 Diplomacy Check with Selvania
5

DC 20 Diplomacy Check with Selvania
7

DC 15 Diplomacy Check with Selvania
9

>DC 15 Diplomacy Check with Selvania
12

Encounter 18

Talk to guards
1

Encounter 19

DC 30 Diplomacy Check with Prince Naughrim or letter
0

DC 25 Diplomacy Check with Prince Naughrim
2

DC 20 Diplomacy Check with Prince Naughrim
4

DC 15 Diplomacy Check with Prince Naughrim
6

>DC 15 Diplomacy Check with Prince Naughrim
8

No Diplomacy check
10

TOTAL
___

Player Handout #1

Player Handout #2

Good Adventures,

I have discovered something terrible.  Something that threatens both Kershane and Perrenland.  I need your help most desperately. The boy will take you to me.

Please hurry

Belarami
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