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This is the mission to Illanoff.  Estimated running time 4 hours.

Adventure Summary 

Encounter 1: The PCs after receiving their instructions and supplies enter the pine forest heading towards Illanof.

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

Encounter 3: The PCs arrive at the town of Illanof 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.  To do this they must convince the conveyor Bildius to summon an emergency session.  Bildius is secretly a servant of Iuz and has been promised the run of the town and more significantly the choice of the women if he assists in the pacification of the town.  Once he knows that the PCs could ruin this he will contrive to have them dispatched. 

Encounter 4: In this encounter Bildius tires to kill the PC, if the PCs survive they can find enough incriminating evidence to get the coucnil to meet.

Encounter 5: They quickly learn that the council has its own agenda and will not abandon the town.  They have more than just the preservation of the town in mind.  The Matheru bardic college dominates the town; the college is an ancient establishment of high repute.  The head of the college a ½ elf male called Kuarisa Amanodel is also the Hetman of council by tradition.  It turns out that the college is responsible for an ancient site some 5 miles from the town called the Matheru Oracle.  Kuarisa will not abandon the oracle to the enemy and will insist that the PCs work out some way of helping the town defend itself and the oracle.  The PCs will have to find some way of doing this but may not feel inclined to until they have seen the oracle.  Kuarisa insists they find out what has happened to the wizards cabal that has gone to inspect the oracle.

Encounter 6: The PCs go and inspect the oracle and find the wizards slaughtered.  They will have to fight the Iuzians who are trying to investigate the oracle as well.  If successful the PCs can investigate the oracle and learn some interesting things.

Encounter 7: The PCs using clues gained from the oracle can attempt to defend the town.

Encounter 8: The PCs must overcome a test to get to one of two possible outcomes 

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 session 2 ends without them having reached their objective they will find the town overrun, looted and the population dead or fled.  Moreover Filinor’s Bridge will fall.

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 Illanof.  

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 Illanof 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: Illanof is an old mixed settlement of High-Elves and Vossers with a population of about 2800. It is located within an expanse of pine forest in a broad glen.

DC15: Illanof has no walls for it relies on its position within its sheltered glen for protection.

DC20: Illanoff is an aesthetic community dedicated in part to the peaceful pursuits of music and the arts.  Notably the creation of a number of fine musical instruments and the training of Bards at the Matheru College.

DC25: The Roodberg clan upon its withdrawal (six months ago) from the newly formed Canton of Kershane razed to the ground the keep that was the home of the local Roodberg bailiff and his garrison.

DC30: Illanoff has strong connections with Kershane as the Matheru dates from the time the city of Kershane dominated this area.  As such recently a small cabal of Kershane wizards has arrived in the town on a study mission.

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 Illanof.

Most PCs will be on foot and it will take them more than a day 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 Vena-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 plunge into the depths of the pine forest that houses Illanof.  Once in the pine forest it is not difficult to follow the winding path to Illanof, as since entering the pine forest at every mile there is a way-marker with symbols in both common and elven that tell you the town is so many miles ahead.     Night is approaching rapidly as you reach the three-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 Illanof 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 Vena-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)

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

Tactics: Vena-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 Illanof.

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 Illanof. 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

Vena-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 Vena-Has to make the PCs feel they are getting to the truth.

Misinformation

Vena-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 Vena-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 Illanof.

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 Vena-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 Irag-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 Elven and 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 Vena-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) high elven male/female, 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 the commander “Hilmor Cratos” 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 Illanof.  The PCs can also, if they did not attack the Landwehr, exchange information. Hilmor Cratos 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 Illanof and have burned out several small Vosser holdings.

2) That the many refugee from the Vesve mostly high forest humans, Vossers from the woods and 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 combined with the 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.

Hilmor will be quite receptive to the orders the PCs have to evacuate the village 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.  He tells the PCs to go to the house of the convenor Bildius Taranor as he has the power to summon the council to an emergency session.

Enroute to the town

The PCs can easily make their way to the town of Illanof at this stage and houses soon begin to appear.  One of the first thing 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 woodelves.

· 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.

The Convenor

PCs should at this stage go to see the Convenor Bildius Taranor as he has the power to call an emergency meeting of the council.  His house can be found if the PCs ask for a few directions.  Once at the house they will be greeted by a servant who will insist that the PCs wait outside whilst he inquires if his master is free.  Eventually the PCs will be led into a large study with a blazing fire and will be confronted by Bildius from behind his desk.

Greetings I am Bildius Taranor what brings you to Illanof and my house?  Please be seated.

Creatures

APL 4:

Bildius Taranor, male High Elf, Rog2, hitpoints 8 (see appendix 1).

APL 6:

Bildius Taranor, male High Elf, Rog3, hitpoints 12  (see appendix 1).

APL 8:

Bildius Taranor, male High Elf, Rog4, hitpoints 16 (see appendix 1)

Function: The Convenor.

Bildius is a member of the High Elven aristocracy in these parts and is thus well spoken and educated.  He is also an expect on the law and a consummate diplomat when the fancy takes him.  As the Convenor he has the right to call a meeting of the council of Illanof.  He will not do this unless the PCs are very convincing.  Bildius has a dark side and recently he has done a deal with a powerful servant of Iuz (Vena-Has playing it up) to assist in the pacification of the town.  Bildius has been promised the run of the town once this has happened, but most of all he has been promised the pick of the women.  For Bildius is smitten by the fairest of the town’s maidens Lillis Amanodol.  Lillis is the daughter of Kuarisa Amanodel, she is well aware of Bildius’s desires but has rejected him at first politely and recently not so politely in public.

DMs note: The PCs should at this stage explain what they are in Illanof for.  Bildius will raise an eyebrow at a lot of it and it should become clear that he is finding some of it at least difficult to believe.  Any talk of evacuation will be coolly received.

If the PCs have done a good job at explaining the immanent approach of large numbers of enemy troops, the destruction of 1st Armie, the Vrocks etc, then he will say the following.

“I am shocked by what you have to say although some of it at least sounds a little far fetched.  It would seem that you have seen your share of war and grief this last few weeks, and I appreciate the effort you must undertaken to reach here to give us timely warning.  These matters, however, as you have no doubt rightly assumed need to be put before the council.  I will summon the council for an emergency meeting but this will take a few hours to achieve.  In the meantime I offer you the hospitality of my house, baths and hot meals would seem the best occupation for you until the council meets.  I would ask you to say nothing of this to my servants as this would be inappropriate at this stage and may create panic in the town.

Any PC who specifically asks to make a Sense Motive check here can really only do so to get a hunch (DC20) that something is not quite right about what Bildius is saying.  He has not lied or even determined a course of action yet, but he is thinking fast and on his feet.

At this stage Bildius will instruct his servants to draw hot baths and prepare meals for the guests.

So long as the PCs do not refuse his hospitality move to encounter 4 at this stage.  If they do refuse it then have him offer them wine whist he draws up letters to summon each of the council members, move to encounter 4.

Encounter 4

If the PCs did not refuse Bildius’s hospitality.

After warm baths and a hot meal you find yourselves back in the study with Bildius.  He has just handed his servant the last of the letters to summon the council and the servant leaves.  Rubbing ink stained fingers in a futile effort to clean them he moves over to a side board and pours (1+number of PCs) goblets of wine. Passing them around to you all he sighs and toasts you all “to your good health” and takes a long swallow.

If the PCs did refuse Bildius’s hospitality.

Bildius moves over to a side board and pours (1+number of PCs) goblets of wine. Passing them around to you all he sighs and toasts you all “to your good health” and takes a long swallow.

DMs note: A sense motive check here is against Bildius bluff.  A successful PC can see that there are beads of sweat breaking out on Bildius forehead as he hands out the goblets.  PCs who use detect poison can locate in all the goblets but his.

Drinking consequences

Bildius has poisoned the wine he has handed to the PCs.  Any PC who drinks the wine must make an immediate DC17 fortitude check or suffer the effects of the poison.

Lich Dust poison: Ingested DC17, Initial damage 2d6 Strength, secondary damage 1d6 strength.

DMs Note: Bildius will drink his wine as well, waiting a few moments to make sure the PCs have drunk theirs.  If they don’t use whatever role-playing you can to get the PCs to relax and drink.  Once at least a few PC have drunk he will simulate that he has been poisoned as well, going weak at the knees and collapsing onto the ground with a groan of surprised disbelief.  Use his bluff skill if necessary against sense motive checks or healing checks.  Basically he wants to see how many PCs have been effected before he moves to stage 2 of his plan.  If half or more of the PCs have been effected he will if possible whilst still acting as if he has been poisoned crawl around behind his desk so that he can get his rapier.  He will then leap to the attack attacking the nearest PC who is still standing.  If less than half of the PCs are down he will try and draw out the 1 minute before the secondary effects take place before getting his rapier and attacking those PCs still standing.

DMs note: Bildius is a sneaky bugger, but not very wise he should have under-estimated the party and should go down despite a few PCs being the worse for wear.  If, however, the PCs look like loosing completely then have Hilmor Cratos the captain of the town guard turn up looking for the PCs and he can confront the situation as you see fit, but in all probability he will be confused at first, before attempting to arrest Bildius.

In the unlikely event that all the PCs are down Bildius will begin trussing them up with rope telling them that he is very sorry for all of this but they simply cannot spoil his plans now.  He will rant a little about a deal being a deal and that she is worth all this and far more, she will forgive him in time and return his love.  He will gag PCs who try and talk.  Once the PCs are bound he will start dragging them one by one into the cellar into the darkness, let Hilmor again intervene in this situation.

If Hilmor intervenes

The result of Hilmor’s intervention should be that the PCs are freed and that Bildius is arrested or killed.

Killing or capturing Bildius

The authorities in Illanof will not necessarily welcome the death of Bildius unless the PCs can produce incriminating evidence.  In fact the PCs may find themselves arrested by Hilmor who will turn up looking for them.  Luckily for the PCs Bildius has left some incriminating evidence.  These take the form of over a hundred undelivered love letters in a locked draw in his study desk he has composed to Lillis (Search DC10).  They are dated and what a first begin as quite lovely dedications begin to turn into desperate pleas for her to return his love.  In the two latest letters he alludes to a diabolical pact between himself and a servant of the old one that will finally allow him to consummate their love.

Locked Draw: Disable Device DC10 or Hardness 5 hitpoints 5.

Concluding the encounter

At some stage the PCs will have to explain to first Hilmor and then the council not only what their mission is but also the death of one of the council members.  Once they decide to explain to the council Hilmor will tell the PCs that the reason he was looking for them was that the council was already meetings and had requested him to find Bildius and the PCs.  He admits that he has already told the council whatever info the PCs passed onto him.  So at this stage he will escort the PCs to the council.  Go to Encounter 5.

Encounter Five

The council of Illanof is comprised of the remaining members.

Kuarisa Amanodel, male high elf, Brd9.

Function: Head of the Matheru College and town leader.

Kuarisa is the head of the Matheru bard college and thus by ancient right the head of the council of Illanof.  He is a well spoken always smiling personality but likes to make his own decisions and can thus be a touch obstinate.  Apart from formalities he will remain quite until the death of Bilius has been explained and the purpose of the PCs mission related by them in person.

Diranor Felkatz, male ½ elf (Vosser) Exp6.

Function: Town craft-master.

Diranor is the master smith of the community and the holder of the prestigious title of craft-master.  He is in two minds. On one hand he can see the danger, on the other he is sickened by the though of the possible destruction of his life’s work Illanof itself.  Dren is in the twilight years of his life.

Master Pralas, male, high elf, Brd2/Div5.

Function: Town Diviner.

Master Relanor is the local wizard being a specialist diviner.  He is a bit ancient and holds to traditions long past, he is also the leading authority about the Matheru oracle next to Kuarisa.  He will second any motion that Kuarisa puts forward.

Mar-Tan, male human Flan (Highforest Faln), Clr1/Fgt7.

Function: Refugee leader 

Mar-Tan is the most recent addition to the council.  He is the refugee leader having led the flight of his small clan from the Vesve when the Grugach and then Iuzians overran their lands.   Middle aged he is a quite and thoughtful fellow.  He is also a devote member of the Old Kerk and war leader of his clan.  He will see that defending the town in the current situation is futile.  He will not, however, abandon those who have given him and his folk shelter as he has a debt of hospitality to repay.

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.  Kuarisa will introduce the council and the member’s function and she will want 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.

3) That Illanof has withstood attempts to destroy it in the past.  The town does have some ancient defenses that could still be activated if the PCs work out the Matheru oracle.

4) That the cabal of Wizards has already been sent to the Matheru Oracle to try and work out how to activate the towns defenses.  They are overdue.

Councils proposal

That the PCs go to the location of the Matheru Oracle to find out why the wizards have not activated the defenses.  If the PCs do this then the council will order the evacuation of the non-combatants and assign a hundred warriors from the defense of Illanof to the defense of Filanor’s Bridge.  Thus allowing the PCs to achieve their objective.

The Wizards

The Wizards where led by Gavonal Halisar, male High elf, Wiz 7 and his three students (High Elves Wiz2), make up names if necessary.

So what is the Matheru Oracle?

The Matheru oracle is a set of standing stones located some 4-5 miles northwest of Illanof.  The stones are covered in ancient (pre-Kershane) elven writings from the twilight centuries when Tharizdun stove for domination over the light.  The Matheru oracle contains a wealth of potential knowledge and also a magical formulae that can be used to activate magical defenses around the valley of Illanof, magical defenses originally contrived to keep the darkness at bay.

At some point the PCs should agree to go to the oracle.  They are given detailed instructions on how to get there (show them map 2).  At this point move to encounter six
Encounter Six

DMs note: Assume that it is now day, whatever time of day best suits the arrival of the PCs into the town in the first place.  If necessary the PCs may have needed to sleep the night. If so they where well cared for and had a comfortable rest.

Moving through the town you are surprised by the beauty of the place and possibly get inkling as to why the council would be loath to abandon the place.  Somehow successive generations of mixed High Elven and Flan cultures have been distilled into an architecture that reflects both the beauty of nature and practicality of design.  You quickly realise that this is a community based on the model of a commune, the buildings are sprawling affairs housing many families.  The college of Matheru dominates the town.   In fact you suspect that the town “is” the college of Matheru as it is impossible to tell where the college ends and the town starts.  Music and poetry are evident everywhere.  A definite sense of peace combined with a visableliving pulse pervades this place.  With regret you turn and head into the woods towards the location of the oracle.

It will take the PC a few hours to get to the oracle.  The woods grow thicker, if that is possible, as they head northwards.  In addition in places the pines give way to patches of oak, elms and mountain ash.  The ground is also beginning to slope upwards.

Let the PCs do what they will as far as tracking etc goes.  It will not be difficult for them to locate and track the movement of the wizards, they had no woodcraft or need to move carefully, and thus they have unwittingly betrayed the oracle the enemy.  Within a mile of the oracle let the PCs also make a tracking check to see that others (a raiding party of 13) have joined the trail and begun to track the wizards as well.  The modifiers for the survival check needed to work out all this are.

Finding the delegations tracks DC10

Finding the new tracks DC5

Determining the numbers in the new group DC10

Determine what they are DC18 (10 goblins, 3 humans).

Determine how long ago they intercepted DC15 (24 hours ago).

This should clue the PCs into the fact that trouble is up ahead and they should approach the area of the oracle with caution.

So what has happened at the oracle?

The wizards have unfortunately led the enemy (Karag’s raiding party) straight to the oracle.  It must be understood that the raiding party had no idea it existed until they found it.  A brief and bloody fight occured in which the goblins where annihilated (after first gaining surprise) by a few well placed fire balls and flaming sphere by the wizards. Alas, however, Karag’s raiding party has killed the wizards.

Karag and his two bodyguards have then spend the rest of the day and night healing up, regaining spells, and generally trying to determine just exactly what the function of the oracle is. 

Enter the PCs.

At the Oracle

The oracle is located in a shallow dell within a clearing in the woods (see map 3).  It consists of 4 standing stones and little else.  Each of the stones stands roughly seven feet high and about 3 feet broad and are covered with elven symbols from top bottom all the way around.  
When the PCs reach the oracle the small clearing around its base shows clear signs of fighting, the bodies of nearly a dozen burned goblins and four elves lay in various locations around the clearing.  Several patches of ground are blackened in about a 20-30ft radius. The result of the fireball that fried the goblins as they attacked the wizards.

PCs who approach silently can make a DC18 listen check to hear the following

You are not sure but for a second as the wind shifted you thought it carried the sounds of chanting to your ears.  You are not certain what the words where but the hairs on the back of your neck have stood on end.

This is the sound of Karag trying to work out what the oracle is for using a diabolical read magic.

PCs who make a spot check DC10 can see the following

Two heavily muscled half-orcs dressed in scalemail with greatswords stand on either side of the farthest pillar (pillar A).  Between them kneeling on the ground is a man dressed in black robes he seems to be chanting something.

If the PCs show themselves the following happens.

The ½ orc on the right clearly has seen you and raises his greatsword regarding you with quite disdain, the other smiles at you in a way that is very very wrong.  In the middle the man looks over his shoulder in surprise. 

PCs who wish to try for a surprise round will have to beat the threes listen and spot checks, which will not be two hard.

The Half-orcs are the bodyguards of Karag 

Tactic’s

Karag and his bodyguards are a team and will work together as one.  The bodyguards will stand their ground and defend Karag, in turn Karag will support and try and protect his bodyguards.  To do this he will use the following tactic’s

1) He will turn invisible.
2) He will use his wand of cure moderate wounds to heal them, as this will not remove his invisibility.

3) At APLs 6-8 he will try to counter-spell any area effect spell cast against them with his dispel magic.

Karag will cast the following spells in the following order if allowed

APL 4

1st round: Invisibility (Self)

2nd round: Bless 
3rd round: Protection from good (Self).

4th round: Shield of Faith (Self)

APL 6-8

1st round: Invisibility (Self)
2nd round: Status (on bodyguards) 

3rd round: 2nd round: Bless

4th round: Protection from good (Self).

5th round: Shield of Faith (Self)

Karag will attempt to stay invisible for as long as possible.

DMs Note: Karag will heal his bodyguards only after they have been hit twice or more.  If, however, he has the Status spell running he will heal them when they drop below half hitpoints.  Karag will always forego an attack or spell to do this is if the Status is running, unless he needs to heal himself of course.

The bodyguards sole purpose is to protect Karag.  They will not stray more than 5ft from him (thus while he is invisible they hold their ground).  They will switch attack to concentrate on any PC who is in physical combat with Karag.  They use power attack to maximum all the time.

DMs Note: If the PCs simply hang back and pound the threesome with spells for a couple of rounds then Karag will order the bodyguards to charge and he will move with them.

The fight ends when they are dead.

Capturing consequences

If the PCs manage to capture one of them they quickly find out that the bodyguards have no tongues, as they are members of the “Silent Watch”.  Karag will rant and rave about how his master is going to enjoy defiling pathetic puny virgin Perrenland.  He gives away nothing useful.

Creatures

See Appendix One at the appropriate APL

Searching the bodies

2x Scrolls (Evil Heightened Widened Desecration 9th).

1x Wand of Cure Moderate Wounds (10 charges minus those Karag used to heal his bodyguards).

1x Wand of Animate Dead (6th level with 48 charges).

3 x +2 Greatswords.
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A lot of mundane equipment.

Examining the Oracle

If the PCs decide to examine the Oracle they can see that the symbols are carved into the stone.  At the centre of each stone is a hand imprint with a glyph within it.  The four stones each have a different glyph.   The only way to read the glyphs is to cast a read magic and be of good alignment or make a decipher script DC30.  The Glyphs are

Stone A: Self

Stone B: World

Stone C: Void

Stone D: Spirit

In order to work out how the oracle works PCs will have access to a cryptic passage they can find on one of the wizards bodies.

This cryptic script reads

At the Oracle the hand will open the way if the caster can see the magic of the script.

A defense is best made covering all four hands of the compas.

Alternatively PCs can make DC15 + APL Knowledge (arcane) or legend lore checks. Inventive PCs may find other ways to work it out, or could just trial and error.  Award “out there” ideas if necessary.

A PC who casts read magic whilst placing their hand upon the hand symbol will see the elven letters begin to float across the surface of the stone seemingly at random until suddenly a word will stand out and then a sentence or two will appear.  A person can only access the power of the oracle once per stone.  The oracle tells the most relevant thing to the PC and the situation they will soon face.  Each PC will therefore get the same answer.

Stone A: “The tolling of a bell, three strikes is more than just passing time.  Seek the fist that is no more.”

Stone B: “The hallowed ground has been betrayed.”

Stone C: “Beware of the web spinner, she has unleashed her assassins.”

Stone D: “Seek solice from the past, find the gate that connects.”

What if the PCs have no “read magic’s”?  In this situation allow them to find a wand of read magic with 12 charges hidden by one of the wizards who had the foresight to protect the oracle.  

What the oracle reveals will seem cryptic to the PCs but will allow them to make certain reactions in the final part of the interactive.

ACTIVATING THE DEFENCES

PCs can either work out the second part of the script above or make DC20 + APL Knowledge (arcane) or legend lore checks. Inventive PCs may find other ways to work it out, or could just trial and error.  Award “out there” ideas if necessary.

If four PCs each place there hands simultaneously on each of the hand symbols and one of them casts a read magic the defenses will activate.

What are the defenses?

1) The most obvious effect is as follows.

Suddenly a blindly bright flash of light bursts forth from the four stones for several minutes you can see nothing.  When your eyes clear the forest is filled with sunlight and warmth.

A very powerful sunburst effect has just be activated that spreads out in a 5 mile radius of the oracle.  Thus covering Illanoff and most of the wooded valley.  This sunburst effect will blind and evil creature and those harmed by sunlight (undead) take 1d6 points of damage per round they remain in the area of effect.  The sunburst effect once activated will last for 10 rounds before it falters.  It can be reactivated but the defender of the town will have to do this.

DMs note: Back in Illanof the effect of the Sunburst has been obvious and the bards of Matheru know the effect.  Nearly a dozen members of the community and refugee’s have also suddenly gone blind and the bards have rounded them up for trial.

Again in a 5ft radius a confusion effect has been activated.  This will cause any evil creature to wander aimlessly in a random direction for the duration if it fails a Will save DC25.  This effect will last for 1hour but can be reactivated.

Encounter Six
Failure at the Oracle

If the PCs do not manage to activate the defenses then a large company of about 200 “White-eyes” and their Iuzian clerical masters backed by about 200 goblins that where closing in on Illanoff attack in the PCs absence. After a bitter fight they overrun the defenses and slaughter a large portion of the population.  The rest flee into the woods in disorder.  The PCs if they return to Illanof find it largely burned and occupied with countless goblinoids ina looting frenzy who will if necessary attack the PCs although the PCs should be allowed to escape.

PCs can round up a few survivors and either go to St Cuthberts or Filinor’s Bridge, which will fall in the course of the next week.

If the PCs succeed at the Oracle?

If the PCs succeed in activating the oracles defenses they are responsible blinding and confusing a large host of attacking “white-eyes and lesser goblins.  When the PCs return to Illanof they will find that it has been attacked but that at the critical moment the oracles effects happened and the defenders have won a disproportionate victory cutting down literally hundreds of goblinoids in a slaughter fest.  A huge stockpile of weapons and magical items has been distributed amongst the defenders and the council will live up to its end of the bargain once the PCs explain their part in saving the town. 

The PCs should be able to explain to the bards of the college how the oracle is activated and the town will thus assign a strong contingent backed with bards to the oracle linked with wands of whispering wind who can activate the defenses and protect the town from attack.

At this stage go to the conclusion.

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.

The End

Items for the Adventure Record

Wand of Animate Dead 6th, 

Wand of Cure Moderate Wounds.
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Appendix or DM Aid

Encounter 3

All APLs

Typical Kershane Landwehr: Medium humanoid High Elf, 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.

Hilmor Cratos: Medium humanoid High Elf, 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.

APL 4

Bildius Taranor: Medium humanoid High Elf, Rog 2; CR 2; HD 2d6, hp 8; Init +3; Spd 30 ft; AC 16 (touch 16, flat-footed 13), (+3 Dex, +2 Bracres of Armor, +1 ring of protection); BA/G +1/+2, Atk +5 melee (1d6+2 18-20x2, rapier); Full Atk +5 melee (1d6+2 18-20x2, rapier); AL CE, SA Sneak attack 1d6, SQ Low Light Vision, Evasion, Trapfinding SV Fort +0, Ref +6, Will +0; Str 12, Dex 16, Con 10, Int 14, Wis 10, Cha 16. 

Skills and Feats: Bluff +8, Diplomacy +8, Disguise +8, Gather Information +8, Hide +4, Knowledge (Local) +7, Knowledge Nobility and Royalty) +4, Listen +2, Move Silently +4, Perform +8, Sense Motive +5, Spot +5; Weapon Finesse.

Possessions: Bracers of Armor +2, Ring of Protection +1, Rapier +1, Ring of Mind Shielding, 2 vials of Lich Dust poison.

APL 6

Bildius Taranor: Medium humanoid High Elf, Rog 3; CR 3; HD 3d6, hp 12; Init +3; Spd 30 ft; AC 16 (touch 16, flat-footed 13), (+3 Dex, +2 Bracres of Armor, +1 ring of protection); BA/G +2/+3, Atk +6 melee (1d6+2 18-20x2, rapier); Full Atk +6 melee (1d6+2 18-20x2, rapier); AL CE, SA Sneak attack 2d6, SQ Low Light Vision, Evasion, Trapfinding +1 SV Fort +1, Ref +6, Will +1; Str 12, Dex 16, Con 10, Int 14, Wis 10, Cha 16. 

Skills and Feats: Bluff +12, Diplomacy +9, Disguise +9, Gather Information +9, Hide +5, Knowledge (Local) +8, Knowledge Nobility and Royalty) +4, Listen +3, Move Silently +5, Perform +9, Sense Motive +6, Spot +6; Weapon Finesse, Skill Focus (Bluff).

Possessions: Bracers of Armor +2, Ring of Protection +1, Rapier +1, Ring of Mind Shielding, 2 vials of Lich Dust poison.
APL 8

Bildius Taranor: Medium humanoid High Elf, Rog 4; CR 4; HD 4d6, hp 16; Init +3; Spd 30 ft; AC 16 (touch 16, flat-footed 13), (+3 Dex, +2 Bracres of Armor, +1 ring of protection); BA/G +3/+4, Atk +7 melee (1d6+2 18-20x2, rapier); Full Atk +7 melee (1d6+2 18-20x2, rapier); AL CE, SA Sneak attack 2d6, SQ Low Light Vision, Evasion, Trapfinding +1, Uncanny Dodge; SV Fort +1, Ref +6, Will +1; Str 12, Dex 17, Con 10, Int 14, Wis 10, Cha 16. 

Skills and Feats: Bluff +13, Diplomacy +10, Disguise +10, Gather Information +10, Hide +6, Knowledge (Local) +9, Knowledge Nobility and Royalty) +4, Listen +4, Move Silently +6, Perform +10, Sense Motive +7, Spot +7; Weapon Finesse, Skill Focus (Bluff).

Possessions: Bracers of Armor +2, Ring of Protection +1, Rapier +1, Ring of Mind Shielding, 2 vials of Lich Dust poison.
Encounter Five

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

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

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

**see Complete Warrior page 103, gives a +4 attack bonus when confirming a critical threat.

APL 4 (EL6)

Hilardo the Sly: 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)

Hilardo the Sly: 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)

Hilardo the Sly: 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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