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Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and record-keeping after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Keep in mind that you must have at least four players (not counting the judge), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Playing the Game






Instruct the players either to prepare their characters to participate in the adventure before the session begins, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the judge) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the judge can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Tracking






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and judge fill out the RPGA Tracking Sheet.  The judge should complete the top of the form and list his name and RPGA number.  The players should each list their name and RPGA number.  After the form is filled out it should be given to the Event Coordinator.

Living Greyhawk





This is a Living Greyhawk Adventure.  As a Living adventure it is expected that players bring their own characters with them.  If players do not have a Living Greyhawk character generated, get a copy of the current Living Greyhawk character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a Living Greyhawk character, play can begin.


Along with the other materials discussed in the Preparation section above that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the Living Greyhawk Gazetteer.

Living Greyhawk Levels of Play



Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc.) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC may gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character will receive only one-half of the experience points for the adventure.  Further, if the PC is three character levels or more lower than the APL at which this adventure is being played, that PC will receive one-half gold for the adventure as well.  This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


Note: Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find difficulty with the challenges in a Living Greyhawk adventure. If a group is APL 1 there are two things that the group can do to help even the score.

5. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

6. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.

Time Units and Upkeep




This is a standard one-round Regional adventure, set in the Grand Duchy of Geoff.  Characters native to Grand Duchy of Geoff pay one Time Unit per round, all others pay two Time Units per round.


Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.


A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

Sierra Blackblade, the Regent of the Griffon Chair, has called the Gyri wolfpacks into service.  Their mission is to locate a suitable place to build a new town in the Downlands.  They are asked to rate the area on a set of criteria and suggest names for the town.

Adventure Summary

Introduction

The PCs start the adventure trudging through a swamp on their way to the base camp location.

Encounter One

PCs pick a representative to meet the Ban Cantyn in charge of the operation.  At that meeting, the PC chooses area the wolfpack explores.  If they choose the west, the start with Encounter Two.  If they choose the south, they start with Encounter Eight.  Whichever path they choose, the last remaining wolfpack takes the other direction.

Encounter Two

The party discovers a pack of wolves trying to get at a trapped man beneath a tree.  Once they save him, he tells them he was out looking for savages that took his sister.

Encounter Three

The PCs go to a “village” inhabited by families that ran out of Sterich when the giants invaded.  They learn that another member of the village that went in search of the girl is now missing.

Encounter Four

The PCs encounter a group of Clear Sky half orcs gathered around a human who attacked them.  The half orcs tell the party about a group of orc moving deeper into the marsh.

Encounter Five

A wandering group of ogres jump the party.

Encounter Six

The party discovers a tunnel in the marsh that leads to a room of sacrifice.  The party has the opportunity to rescue the girl and return her to her family.

Encounter Seven

The party camps in an area well suited for a town.

Encounter Eight

The party encounters a hunting party of half-orcs that come from a nearby settlement of half-orc that fled Geoff when it was initially invaded.

Encounter Nine

As the party camps for the evening, dire animals attack them.

Encounter Ten

The party must construct rafts to move around the swamp.

Encounter Eleven

Preparation for Play

Introduction

The volunteer wolfpacks depart from Knight’s Landing by boat to travel to a location identified by the Olwythi as a potential site.

All adventurers charged with the task of exploring the bluff site for the new city are transported down the river on barges.  Initially the trees of the Oytwood line both banks of the Javan River.  Sometime during the night, the landscape leaves the forest behind.  The northern, and then eastern, side of the river flows into the Rushmoors of Gran March.  The southern, and then western, bank is the boundary of the Downlands.  The river snakes around again and you are finally dropped off to make camp near Knight’s Landing.

Although the town has been mostly abandoned, you easily find shelter for the night.  Some emptied huts make a good place to rest for the night.  It’s an early start in the morning when you get back on the barge and following the winding Javan around its curves.
The oppressive heat from the marsh bakes the boat after a day of travel from Knight’s Landing.  After a couple of hours walking from the shore, you debate to yourself the sanity of putting a town in this harsh environment.  Yet, here you are, trudging through the swamp to find out.

Encounter One

The area the player characters (PCs) are going to traverse changes from marshy wetlands to dry land.  When describing the sights and sounds of the swampy areas, impress the potential danger to the PCs.  Flocks of birds startled into flight, things sinking beneath the surface, bubbles rising to the surface, etc.

Ban Cantyn leading this expedition begins setting up a base camp nearby.  Men are busy setting up tents and getting a fire going.  This site looked very promising based on earlier scouting reports. An Athrodwrthdyn approaches the wolfpacks and converses with each for several minutes before moving on to the next group.  He eventually comes to your group and after introductions are complete, he tells you to send a representative to the Ban Cantyn at 6 bells.
The very young Athrodwrthdyn is obviously nervous.  At the meeting, assignments will be issued to the various wolfpacks.  Unless the PC representative arrives late, he/she sees another wolfpack leader coming out of the tent as he/she arrives.

A blonde haired female wearing the rank of Ban Cantyn sits behind a table looking over a map of the region.  Her name is Meriel merch Alain. Two other individuals study the map over her shoulder.  One wears symbols of Pelor and another is dressed like a valet. Various areas of the map are pinned with colored flags and other markers.  If the PC representative does not make his/her presence known, the valet eventually notices and moves the encounter forward.  The box text assumes the PC has little direct involvement with higher ranked Army officers or the Griffon Chair.  If necessary, modify the box text to reflect the PC’s station.

“Welcome <insert name>, the Army and the Griffon Chair is proud that your group stepped forward to investigate these Downlands.  The Olwythi that scouted the area initially think that this area is a suitable site for a town, but more detailed information is needed.  We have two areas left that need to be studied.  One area is to the south and the other is in the west of this encampment.  Both have marshy and dry lands.  Neither stands out over the other.  Since you made it on time, take your pick of scouting locations.  We need to know what is out there and if the area is good for starting a settlement.  The Athrodwrthdyn has a list of items you must discover about each area.  Otherwise, I leave the all other aspects of the mission to your best judgment.  Are there any questions?”
The wolfpacks overall mission is to search for a viable area to start a settlement.  They need to look for items identified on the PC handout given to the players are the start of the interactive.  Whichever path they choose, the last remaining wolfpack takes the other direction.
If the PC chooses to explore the area west of the camp, go to Encounter Two.

If the PC chooses to explore the area south of the camp, go to Encounter Seven.

Encounter Two

Your group has traveled west for two days now with no sign of habitation anywhere.  The animals are prolific throughout the area.  The nights are just as noisy as the daylight hours.

As you come over a small rise, you notice a pack of wolves.  Most are tugging on a fallen tree as if trying to move it.  Two wolves are eating a horse and have arrows embedded in their hindquarters.  When they notice you, they run off.

A successful Spot check (DC 30) allows a PC to notice an arm sticking out from under the tree.

A successful Listen check (DC 35) as they approach the tree allows them to hear moans from beneath the tree.

The size and dimensions of the log requires a successful Strength check (DC 25) to maneuver it out of the way. 

As you move the tree out of the way, you find a body beneath it.  He’s dressed like a farmer, though his clothes are ripped up and he is armed with a sword.  His breathing is labored.  He mutters something about saving Marineana.  The savages came and took her.

He passes out from shock and subdual damage.  PCs that make two successful Heal checks (DC 15) can revive him.  Anyone using a Cure spell automatically revives him.  His name is Alec. Once awake, he tells the party of a night attack by a group of large green and grey figures into his family’s village.  The man only saw a glimpse of the attackers that took his sister.  He was out looking for the attackers and possibly some help to fight them.  He offers to take the PCs back to his village only if the PCs promise to help save his sister from the savages that took her.  

If the PCs agree to go to the village, go to Encounter Three.

If the PCs do not go to the village, go to Encounter Four.

Encounter Three

After a few hours travel, you see signs of habitation - the first in your journey thus far.  But to call this a village is a misnomer.  The village consists of a few huts close together and some fields of grain.  Livestock and horses are in pens.  This is really much more of a hamlet than a village.
The village consists of three small families.  There are 10-12 people in this area.  They all escaped from Sterich, during the invasion by the giants.

During their time in the village, the party learns that one other individual has not returned from scouting the area to find the young girl.

A successful Gather Information (DC APL +15) allows the PCs to determine the following information from the villagers.

· There are few dry spots within a two-mile area that can be used as farmlands.

· The only caught a glimpse of the attackers; they looked like some type of orcs.  

· They are nomadic people and have been in area of the Downlands, so they can help.

· They might be willing to join Geoff if they can get their family back together.  

· Another member of the village, Samlet went out after Cerdric left to find them.  He went in a different direction.

· They call themselves the Marshwalker Clan.

When the PCs are ready to track down the savages, go to Encounter Four.

Encounter Four

The group can follow tracks out of the area for a short distance and lose them in the marsh and rain.

A recent set of humanoid tracks leads you into the marsh.  Hopefully, they lead to the savages holding Marineana.  Tracking in the marsh is difficult, especially with the constant rainfall.  Eventually, they disappear into the muck.  A couple of hours later, you come across a fresher set of tracks of at least nine humanoids leading in the same general direction you were searching earlier.

This is a hunting party of Clear Sky half-orcs.  They all are peaceful and are returning to Clear Sky.  A human attacked the group and they captured him, they have him tied up and unconscious.

The tracks led off into the marsh but skirt the edge.  The group you are following is no longer attempting to hide their tracks.  In a small clearing 100-ft. away, you see a group of angry, dirt-covered half-orcs gathered around an unconscious human tied to the base of a tree.

Put the party in a marching order.  If a PC makes a successful Spot check (DC APL+20), he/she notices a symbol of Beory on the necks of two of the half orcs.  Any Clear Sky half orc in the party automatically recognizes these half orcs as belonging to Clear sky.  Allow repeated Spot attempts, as the PCs get closer to the half orcs.  A successful Sense Motive (DC APL+10) allows the lead PC to get the impression that while these half orcs are very angry, they are demonstrating a good deal of restraint.

Now the party has a decision to make they can attack the half-orcs to free the human or they can negotiate with the half-orcs and find out more about what is going on around the area.    

If the PCs attack the half orcs

The clearing is 60-ft. wide.

A successful Hide and Move Silently checks (DC 20) allows the PCs to move up to the edge of the clearing without being spotted.

APL 10 (EL 12)

Half Orc Ranger (4): hp 61; See Appendix I

Half Orc Barbarian (4): hp 65; See Appendix I

Half Orc Cleric: hp 45 See Appendix I

Half Orc Druid: hp 45 See Appendix I

APL 12 (EL 14)

Half Orc Ranger (4): hp 67; See Appendix II

Half Orc Barbarian (4): hp 85; See Appendix II

Half Orc Cleric: hp 59 See Appendix II

Half Orc Druid: hp 59 See Appendix II

Tactics:  The half-orcs fight hard but they fight so they can get away from the party.  The half orc druid uses entangle and similar type spells to slow the PCs down so they can escape back to the main hunting party two miles away.

Once the battle is concluded, the PCs discover another set of tracks leading deeper into the marsh.  If the PCs follow the track, go to Encounter Five.  Otherwise, the PCs do not locate the missing girl.  They eventually make their way back to base camp and the module is over for the PCs.

If the PCs negotiate with the half orcs

If the PCs talk to the half orcs, the half orcs explain that the human attacked one of them and they are taking him back to the main camp to let the elder decide what to do with him.

If the party makes a successful Diplomacy or Intimidate check (DC APL+10), they are willing to help the party and also release the human.

They give the PCs generic details of the areas south of the base camp.  Pick general details from Encounter Six.

They also mention a group of goblins and orcs making their way through the deeper parts of the marsh.  The half orcs snuck around them to avoid a fight.  They give the PCs sufficient enough information to track them down.

If the PCs go after the group mentioned by the half orcs, they find tracks that lead them to the go to Encounter Five.  Otherwise, the PCs do not locate the missing girl.  They eventually make their way back to base camp and the module is over for the PCs.

Encounter Five

As the PCs make their way through the marsh towards the group of orcs and goblins, a group of ogres discover them and decide to take them out.  If the PCs decide to camp along the way, the ogres wait until 2nd watch during the night to attack.  Otherwise, they simply try to ambush them along the trail.

APL 10 (EL 12)

Ogre Mage (2):  hp 41; see Monster Manual page 200.

Ogre (4):  hp 86; see Monster Manuel page 199.

APL 12 (EL 14)

Ogre Mage (4):  hp 41; see Monster Manual page 200.

Ogre (6):  hp 86; see Monster Manuel page 199.

Tactics:  The ogre mages go invisible before the fighting starts and maneuver themselves to attack any casters with their cone of cold from a different direction.  The ogres charges into the party from cover to attack the fighter types and keep them busy.   When the group is down to half hit points or more than half is dead, the ogres withdraw.

If they loot the bodies, they find a ring.  The signet ring is a family heirloom to a minor Geoff noble family.  They also find a Belt of Many Pockets.

Once the ogres have been dealt with, the party can continue to follow the track and into Encounter Six.

Encounter Six

The tracks lead into a hole in the marshy ground.  They find no one in the damp tunnels as they make their way through.  Eventually, they locate a large room at the end of the tunnel where a Hextorite ceremony is about to begin.

The tracks lead to a depression in the ground with a hole in the bottom.

Once the party enters the tunnel.  The tunnel is 5-ft. wide.  Large creatures will have to squeeze to get through the tunnels.

The tunnel is dark, damp, and chilly.  Roots from the plants above hang from the ceiling.  Water drips down everywhere.  The smell of death and rot assail your senses.

PCs that make a successful Listen check (DC APL+10) hear a faint scream coming from farther down the tunnel.  Eventually, the party nears the end of the tunnel.

The tunnel makes a right hand turn and goes for another 15-ft. before terminating at the entrance to a room.  The circular room is 30-ft. wide.  Strapped to an altar in the middle of the room is the young girl surrounded by the orc and goblins.  Torches light the room.

As you look around the corner of the tunnel, you again hear a scream.  A young, mostly naked girl, lies strapped on an altar.  She shivers in the cool, damp air; fear covering her face.  Small trickles of a red liquid run from various cuts along her body.  The water dripping down from the ceiling making it run all the faster.  A large orc with feathers and animal hair tied to his clothing stands behind the altar uses a wicked looking knife to make shallow cuts in her flesh.  As he cuts, she cries out, pleading for the orc to stop.  The orc simply grins a toothy grin and says, “Your screams give me strength.”

On either side of the large orc, two, much more muscular orcs watch the cutting process with rapt fascination.    Two smaller Orcs stand with their backs to you and in one shadowed area is a small figure hidden by his cloak.  The orc behind the altar is making small little cuts into the girl.  

See Appendix III - Judge’s Aid #1 for a map.

APL 10 (EL 12)

Leftscar, Barbarian 8; 87hp; See Appendix I

Weepingscar, Barbarian 8; 87hp; See Appendix I

Orc Barbarians (2), Barbarian 6, 65hp; See Appendix I

Lubar, Goblin Wizard, Wizard 6, 34(32) hp; See Appendix I

Grosch, Orc Druid, Druid 6, 45hp; See Appendix I

APL 12 (EL 14)

Leftscar, Barbarian 10; 99hp; See Appendix II

Weepingscar, Barbarian 10; 99hp; See Appendix II

Orc Barbarians (2), Barbarian 8, 87hp; See Appendix II

Lubar, Goblin Wizard, Wizard 8, 44(42) hp; See Appendix II

Grosch, Orc Druid, Druid 8, 59hp; See Appendix II

Tactics:  The barbarians rage and charge the party.  The wizards uses his pre-cast Spectral Hand and Vampiric Touch.  The druid casts Ice Storm.

Once the enemy has been dealt with, the party can free the girl, heal her wounds, and return her to her family.

Go to the The Party Survived Conclusion.  If they are defeated, go to The Party Failed Conclusion.

Encounter Seven
It has been a rough journey south through the marshy low areas following the tributary that ran near the base camp.  You have finally worked your way out to the real lowlands and are starting to see land that might be more suitable to farming and establishing a new town.  Once the indigenous dangerous wildlife is cleared out and the trees leveled, and, the low areas drained and filled, maybe this area would work.  Further study will confirm your initial findings.  

Have PC’s make a spot check (DC APL+15).  Allow a synergy bonus of +5 if they have at least five ranks in Profession (Sailor) or fifteen ranks in Knowledge (Nature).

If one of the PCs succeed at their Spot check, read the following:

As the sun moves toward the western horizon, you come to a bend in the river that looks ideal.  It has a wide sandy beach that allows river barges to beach themselves for unloading.  Construction of a loading dock would allow larger barges to unload here.  The river here is still deep enough to accept just about any boat’s draft other than those sea going vessels with deep keels.

Approximately 200 yards down the river past the bend, another marshy swamp begins.

If the PCs do not make the spot check, read the following:

As the sun moves towards the western horizon, you come to a bend in the river that looks like a perfect place to camp.  It has a sandy beach and a good-sized clearing.  Approximately 200 yards down the river past the bend, another marshy swamp begins.

The party should make camp now.  However, if they choose to explore the surrounding area first, they find the following with a successful Search check (DC APL+5).  Several skeletons of large creatures are found in the tall grasses at the edge of the swamp.  A successful Survival check (DC APL+5) tells the PC that the skeletons were once alligators, boars, or other similar types of creatures found in a marshy swamp.  It looks like they fell prey to a larger carnivore.  A successful Survival check (DC APL+5) shows that Dire Bears made the tracks and the tracks lead into the marsh.  Point out to the PCs that darkness if soon falling.  There is not enough time to pursue this investigation further as dusk is starting to descend.  Give the party the impression that they should make camp.

If the PCs failed the earlier spot check but state they are reviewing the area in relation to the list of criteria, allow them another Spot check using the conditions from the beginning of the encounter.  Since they are dedicating time to the process, give them an additional +5 circumstance bonus.  If they succeed, give them the information from the box text above as if they succeeded the Spot check the first time.

If the party insists in searching beyond the immediate area, allow them to do so.  But tell them that they find nothing of interest because the shadows and darkness obscure everything.

If the party sets up camp, nothing bothers them through the night; although the noise from the insects and animals is loud.  Go to Encounter Eight.

Encounter Eight

The PCs have the choice of investigating the swamp or the surrounding countryside.  If PCs want to go into swamp go to Encounter Eleven.  However, remind them that their mission is to determine the suitability of the potential town site.  Exploring the swamp first might be wasted effort if the land does not support the town.  Continue with the following if the party decides to explore the surrounding countryside.

The marsh as is not really fit place for the establishment of a town.  Therefore you begin investigating the lowlands around the swamp.

Allow the PCs to make a Knowledge (nature) (DC APL+15) or Survival check (DC APL+10).  If either is successful, reveal the following information.  The soil is uniformly rich as you stop and examine it.  It will make good farmland once it is cleared of the trees and other foliage that cover the land.  The small game is plentiful in this area.
Allow the PCs to make a Spot check (DC APL+15).  A successful check allows that PC to notice some tracks.  A couple of hours after breaking camp, you come across some tracks made by humanoids.  Anyone with the Track feat can tell automatically that they were made by medium size humanoids wearing boots.  If the PCs follow the tracks, allow them a Survival check (DC APL+0) to follow the tracks.  They discover the half-orc camp in the late morning.  Otherwise, they come across the camp in the early afternoon.

You hear the sounds of a group just over the next hill.  Faint, white wisps of smoke occasionally rise from behind the hill. 

The party can try to sneak up on the group over the hill.  The hill blocks the view so a Hide check is not necessary.  A Move Silent check is required (DC APL+15).  If the PCs fail the check, then the half orcs are prepared with weapons in hand but do not attack right away.  They expect some wild animal to come into their clearing.  If the PCs attack the half orcs, use the stats that follow.  If the PCs wish to talk to the half orcs then jump to the section titled, Talking to the Half Orcs.

You see a camp inhabited by six half orcs.  All are armed with composite long bows and falchions.  From the looks of things, this is a temporary hunting camp.  Several animals are in the process of being skinned and the meat prepared for transport.

APL 10 (EL 12)

Half Orc Rangers (6), Ranger 6; 51hp See Appendix I

APL 12 (EL 14)

Half Orc Rangers (6), Ranger 8; 67hp See Appendix II 

Tactics:  If the party attacks, either with surprise or not, the half orc rangers fight back but not to the death.  They run when it is clear they cannot defeat the party.  If they can are defeating the party and the party runs, they do not pursue the party members.  They just want to drive them off.

If any half orcs survive the attack and get away to warn their main camp, the PCs earn the Enmity of the Croc’s Tooth Camp.

Talking to the Half Orcs

As you approach the camp, the obvious leader of the half-orc steps forward and says (first in Flan, if none of the party speak Flan, he repeats the question in Common) in a very deep and growling voice, “Hail strangers.  What do ye in this land?  We have nothing but the weapons on our backs and the fruit of our hunt.  If you mean no harm you may partake of that fruit.  If you have other intentions, I suggest that you take yourselves elsewhere as you will find us not worth the effort and death that would accompany any other actions.”

Assuming that the party accepts the invitation for lunch, they can gain additional information.  Have one member of the party make a Diplomacy check.  The other party members may assist this roll if they actively roleplay with the DM.  The DC of this check is APL+10.  Give the party a +5 circumstance bonus if a half-orc is in the party.  If the check is successful, the party earns the first bullet point.  For every two points they beat the check by, they gain an additional bullet point.  If the party does not let the half-orcs know why they are in the Downlands, then only the first four bullet points are available.

· The hunting party leader’s name is Grunch Sharpblade.

· The hunting party is a part of a group of half-orcs that settled when Geoff was initially overrun.

· They avoid the swamp as none of their numbers have ever come out of there alive.

· They believe there is a spell caster living there, but they do not go in anymore because the land is plentiful enough outside the swamp.

· Their settlement is more of a permanent camp than an actual town.  Its name is Croc’s Tooth.

· They would be amenable to Geoff Settlers as long as they could have hunting grounds that would be recognized as theirs.

· They would welcome the chance to trade furs etc. for more finished goods.

By the time you set up camp, darkness will be falling.  You thank Grunch for his hospitality and wish him well and make your to your campsite.

When the party is ready to camp for the evening, go to Encounter Nine.

Encounter Nine

You go through your camping rituals.  The fire is banked, tents pitched, dinner prepared, and dishes cleared away.  You settle into your sleeping positions and try to drift off to sleep; the brilliant swath of stars moves silently across the velvet blackness of the night sky.  A fog rolls in from the river.  It does not quite reach up to the camp.  At least you do not have to deal with wet bedding.

Allow everyone to make a Spot and Listen checks (DC APL+20).  Successful Spot checks allow the PCs to see the Dire Bears coming out of the fog and not be surprised at the start of combat.  Otherwise they are flatfooted.  Listen checks reveal nothing since a silence spell is in use.  Be sure to take into account those not wearing armor or have weapons nearby.

The clearing the campsite is in is circular, 30-ft wide.  The fog ends 40-ft. from the edge of the camp.

As you start to dose off, shapes begin to materialize out of the fog.  Huge shapes suddenly erupt from the bank in eerie silence.

APL 10 (EL 10)

Dire Bears (2), 110hp; See Monster Manual pg. 63

Dire Wolf (1), 49hp, See Monster Manual pg. 65

APL 12 (EL 12)

Dire Bears (3), 110hp; See Monster Manual pg. 63

Dire Wolf (1), 49hp, See Monster Manual pg. 65

Tactics:  The animals attack en masse but flee when they lose half their hit points.

If the Dire Wolf flees, a Spot check (DC APL+25) gives the party members a chance to spot the Hag at the edge of the fog.  The Hag disappears almost immediately into the fog afterwards.

A successful Knowledge (nature) check (DC APL+10) tells the PC that this attack was not natural.  Dire animals do not attack armed parties unless they are driven by hunger.  From what the party has seen, the area is plentiful with game.  Some of the dire animals are not native to this area.  One can only conclude that the attack was a directed one.

Once the attack is resolved, proceed to Encounter Ten.

Encounter Ten

The party may want to investigate right after the attack, remind them that rest is essential to spellcasters.  A successful Search check the next morning (DC APL+0) reveals tracks up to the beginnings of the swamp.  A successful Survival check (DC APL+5) is necessary to follow them.  The trail ends at the open water of the swamp.  To continue on, the group needs to cross the water.  They can traverse it with the proper spells (jump to the section titled Alternative Methods), build a raft (jump to the section titled Building a Raft), or wade through the chest deep water (jump to the section titled Wading Through (or On) the Water).

Building a Raft

If players decide to build rafts, it takes half a day.  (one raft holds up to 4 medium creatures.  A large creature counts as two medium or four small creatures.  Rafts are six, 5-ft. squares in size).  A successful Survival check (DC APL+20) allows the party to build a perfect raft.  PCs with Craft (shipbuilder), profession (sailor), or at least five ranks in Use Rope can use these skills in lieu of a Survival check at (DC APL+15).  Every 5 points the party misses the check by results in a -2 circumstance penalty to Reflex checks made while on the raft.

DM Note:  Do not inform the players of the penalties.

After hours of backbreaking labor you built rafts out of felled trees, vines, and ropes.  You are fairly certain that they should hold your party and your equipment.

Without further ado you push the rafts off into the swamp and start poling them towards the next bit of dry land attempting to find the trail again.  You are able to, from time to time pick up a track here on a small island that the animal rested on; or, a bit of fur there, on a branch from a tree or bush.  You are fairly certain that you are on the right track.  The air is quite humid and the insects incessantly biting.  You constantly wipe the sweat away from your stinging eyes.

Go to Encounter Eleven.

Wading Through (or On) the Water

As you slog through water up to your chest (saddle-high if riding a horse, and riding dogs are ponies can not be ridden but may swim besides you).  You avoid the poisonous snakes and find a bits of fur hanging from branches of a low lying trees or scrub brush.  Your armor and clothes are sodden and hang heavy on you as they have soaked up every bit of swamp water and sweat from your body that they possibly can.  The air is quite humid and the insects incessantly biting.  You constantly wipe the sweat away from your stinging eyes.

Go to Encounter Eleven.

Alternative Methods

There is also the possibility that a whole party will have the capabilities to either swim underwater or fly.  If they use either of these methods, go to Encounter Eleven but modify the box text to fit the situation of their arrival. 

Encounter Eleven

A successful Spot check (DC APL+20) allows the PCs not to be surprised.

As you wipe the sweat from your brow for the hundredth time, you see an unnerving sight rearing up from the filthy waters of the swamp.  All those heads! It can’t be a Hydra!  Then as horror of the size of the multiple heads starts to retreat, as your battle harden nerves take over, you realize that it is several large constrictors rising out of the water to attack you.  You also see out of the corner of your eye, what you originally took to be giant submerged tree trunks are really large crocodiles starting towards you.

APL 10 (EL 12)

Crocodiles, Giant (2); 63hp; Seem Monster Manual pg. 271

Constrictor Snakes, Giant (2); 76hp; See Monster Manual pg. 280

APL 12 (EL 14)

Crocodiles, Giant (3); 63hp; Seem Monster Manual pg. 271

Constrictor Snakes, Giant; 76hp (3); See Monster Manual pg. 280

Tactics if on a raft:  Constrictors attempt to grapple individual PCs off the raft and submerge them while constricting them.  Crocs partially land on raft and try to grapple PCs.  The PC maneuvering the raft must succeed at a Reflex save (DC APL+10) to keep the raft from tipping over.

Creatures flee if they lose half their hit points.

Tactics if on foot:  Movement is at half due to deep water and mud.  No 5-ft steps, charging, or running in difficult terrain.  Constrictors and Crocs attempt to grapple individual PCs and submerge them while they are constricting them/biting them.  There is no danger to drowning unless PC is grappled.  Small PCs can fight but only in Melee at a -6 and must take a full round action in order to breath.  However, normal size PCs in water take a -4 to all attacks due to armpit high water and the difficulties of trying to melee in such conditions.  Any PC in a grapple is immediately considered under water.  Other PCs may see them and attempt to come to their aid but a drowning countdown should start as soon as grappled until PC frees themselves from grapple, or, the creature grappling them is killed.

Once the combat is resolved, go to Encounter Twelve.

Encounter Twelve

Regardless of the method of their approach, the Hag is aware of their presence.

After the fierce battle, you discover the largest piece of land you have seen since entering the swamp.  The tracks you were following are present in the loamy soil of the banks.  A huge weeping willow towers 50-ft. high and its gnarled roots come out of the hillside.  The hill itself is party rock that explains why it has not worn away from the water over the years.

A successful Spot or Search check (DC APL+15) reveals an entrance at the base of the willow tree.  If the PCs are following the tracks, the tracks lead them to the entrance.

You find an entrance among the roots of the willow cleverly hidden that open up to a 5 foot wide passage into the heart of the hill.

There is a powerful smell that alerts you to the fact that you are entering a lair of meet eaters.  As you round the bend the cavern ahead opens up to a very large cavern approximately 60 feet across and 50 feet high.  Across the cavern, you see a green hag holding a tower shield flanked by a dire wolf.  The hag says, “Who dares to enter my chambers?  Do you value your life so cheaply?”

The party can negotiate with her if they attempt it but she starts out as an enemy so it will be very difficult.  A successful Diplomacy check (DC 35) changes the hag from hostile to unfriendly.  Another Diplomacy check (DC 35) moves the hag from unfriendly to neutral.  If they fail at either step them The Hag says, “Enough or your meaningless chatter.  Your lives are forfeit.”
Roll initiative. 

APL 10 (EL 12)

Braetta, Green Hag, Sorcerer (2); 57hp; See Appendix I

Beloved, Advanced Dire Wolf, 70hp, See Appendix I

APL 12 (EL 14)

Braetta, Green Hag, Sorcerer (4); 65hp; See Appendix II

Beloved, Advanced Dire Wolf, 87hp, See Appendix II 

Should the PCs actually get her to neutral she will agree to stay in her swamp and allow a settlement.

Should the PCs succeed diplomatically or defeat the hag, go to The Party Survived Conclusion.  If the hag defeated the PCs, then go to The Party Failed Conclusion.

Conclusion

The Party Survived

The Ban Cantyn thanks you for your information and adds it to a pile growing on her map desk.  She invites you to rest and recover.  The entire group will be heading back to Preston in the next day or so.

The Party Failed

The Ban Cantyn is a bit disappointed but thanks you for your time and effort anyway. She immediately finds you transport back to Preston.

The End

Appendix I
APL 10 Stat Blocks

Encounter 4

Half-Orc Rangers (6): Medium Humanoid; CR 6; HD 6d8+18; hp 51; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+8; Attk: +7 Ranged (1d8; 20/x3 Composite Longbow) Full Atk +7/+2 Ranged (1d8; 20/x3 Composite Longbow) or +8/+3 Melee (1d6+2; 19-20/x2 Short Sword) or +8/+3  Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human(+4) / Gnome(+2), Combat Style: Archery; SQ: Track, Wild Empathy, Darkvision 60’, Endurance; AL NN; SV Fort +8, Ref +6, Will +3; Str 14(+2), Dex 12(+1), Con 16(+3), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Hide +11, Listen +11, Knowledge (Geography) +10, Move Silently +11, Spot +11, Survival +11; Rapid Shot, Multi-Attack, Point Blank Shot, Precise Shot, Far Shot


Equipment: Composite Longbow, 40 Arrows, Short Sword, Dagger, Chain Shirt, Backpack

Spells: Per Day (2) DC (12)

Memorized: 

1 – Entangle, Summon Monster I
Half-Orc Barbarians (4): Medium Humanoid; CR 6; HD 6d12+18; hp 65; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+9; Attk: +10 Melee (1d12+4; 20/x3 Great Axe) Full Atk +10/+5 Melee (1d12+4; 20/x3 Great Axe) or +9/+4 Melee (1d6+3; 19-20/x2 Short Sword) or +9/+4 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (2/Day); SQ: Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +8, Ref +3, Will +2; Str 16(+3), Dex 12(+1), Con 16(+3), Int 10(0), Wis 10(0), Cha 10(0);


Skills & Feats: Climb +10, Intimidate +5, Jump +11, Listen +8, Survival +8; Power Attack, Cleave, Weapon Focus: Great Axe


Equipment: Great Axe, Short Sword, Dagger, Chain Shirt, Backpack

Half-Orc Cleric: Medium Humanoid; CR 6; HD 6d8+12; hp 45; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +4/+6; Attk: +6 Melee (1d10+3; 19-20/x2 Heavy Flail) Full Atk +6 Melee (1d10+3; 19-20/x2 Heavy Flail) or +6 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Cure), Darkvision 60’, Turn Undead; AL CG; SV Fort +7, Ref +3, Will +9; Str 14(+2), Dex 12(+1), Con 14(+2), Int 10(0), Wis 15(+2), Cha 10(0);


Skills & Feats: Concentration +8, Knowledge Religion +7, Heal +8, Spellcraft +7; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Heavy Flail, Dagger, Chain Shirt, Backpack, Holy Symbol (x2)

Spells: Per Day (5/4+1/4+1/2+1) DC (12/13/14/15) *(Add +1 to Conjuration Save DC’s)

Domains: (Kord) Strength / Luck

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Bane, Bless, Summon Monster I, Magic Weapon; Domain: Enlarge Person

2 – Bull Strength, Bear’s Endurance, Summon Monster II, Prayer; Domain: Aid

3 – Summon Monster III, Wind Wall; Domain: Magic Vestment

Half-Orc Druid: Medium Humanoid; CR 6; HD 6d8+12; hp 45; Init +1; Spd 20 ft/x4; AC 17 (+1 Dexterity, +4 armor, +2 Shield), touch 11, flat-footed 14; Base Atk/Grapple +4/+6; Attk: +6 Melee (1d6+2; 18-20/x2 Scimitar) Full Atk +6 Melee (1d6+2; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Shape (2/Day), Wild Empathy, Trackless Step, Darkvision 60’; AL CG; SV Fort +7, Ref +3, Will +9; Str 14(+2), Dex 12(+1), Con 14(+2), Int 10(0), Wis 15(+2), Cha 10(0);


Skills & Feats: Concentration +10, Handle Animal +8, Knowledge Nature +8, Heal +6, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Scimitar, Backpack, Holy Symbol (x2), Hide Armor, Large Wooden Shield

Spells: Per Day (5/4/4/2) DC (12/13/14/15) *(Add +1 to Conjuration Save DC’s)

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Cure Light Wounds, Entangle, Faerie Fire, Obscuring Mist

2 – Barkskin, Chill Metal, Heat Metal, Flaming Sphere

3 – Cure Moderate Wounds
Encounter 6

Leftscar, Orc Barbarian: Medium Humanoid; CR 8; HD 8d12+24; hp 87; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+12; Attk: +13 Melee (1d10+6; 20/x2 Glaive) Full Atk +13/+8 Melee (1d10+6; 20/x3 Glaive) or +12/+7 Melee (1d12+6; 20/x3 Great Axe) or +12/+7 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (3/Day); SQ: Damage Resistance 1/-, Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +9, Ref +3, Will +1; Str 18(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +14, Intimidate +7, Jump +15, Listen +7, Survival +9; Power Attack, Cleave, Great Cleave


Equipment: Masterwork Glaive, Great Axe, Dagger, Chain Shirt, Backpack

Weepingscar, Orc Barbarian: Medium Humanoid; CR 8; HD 8d12+24; hp 87; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+12; Attk: +13 Melee (1d8+6; 20/x3 Longspear) Full Atk +13/+8 Melee (1d12+6; 20/x3 Great Axe) or +12/+7 Melee (1d10+6; 19-20/x2 Bastard Sword) or +12/+7 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (3/Day); SQ: Damage Resistance 1/-, Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +9, Ref +3, Will +1; Str 18(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +14, Intimidate +7, Jump +15, Listen +7, Survival +9; Power Attack, Cleave, Great Cleave


Equipment: Masterwork Longspear, Bastard Sword, Dagger, Chain Shirt, Backpack

Orc Barbarians (2): Medium Humanoid; CR 6; HD 6d12+18; hp 65; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+10; Attk: +10 Melee (1d12+6; 20/x3 Great Axe) Full Atk +10/+5 Melee (1d12+6; 20/x3 Great Axe) or +9/+4 Melee (1d6+4; 19-20/x2 Short Sword) or +9/+4 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (2/Day); SQ: Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +8, Ref +3, Will +1; Str 18(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +12, Intimidate +5, Jump +13, Listen +7, Survival +7; Power Attack, Cleave, Weapon Focus: Great Axe


Equipment: Great Axe, Short Sword, Dagger, Chain Shirt, Backpack

Orc Druid: Medium Humanoid; CR 6; HD 6d8+12; hp 45; Init +1; Spd 20 ft/x4; AC 19 (+1 Dexterity, +5 armor, +3 Shield), touch 11, flat-footed 14; Base Atk/Grapple +4/+7; Attk: +7 Melee (1d6+3; 18-20/x2 Scimitar) Full Atk +7 Melee (1d6+3; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Light Sensitivity, Spontaneous Casting (Summon) Nature’s Lure, Wild Shape (2/Day), Wild Empathy, Trackless Step, Darkvision 60’; AL NE; SV Fort +7, Ref +3, Will +8; Str 16(+3), Dex 12(+1), Con 14(+2), Int 10(0), Wis 13(+1), Cha 10(0);


Skills & Feats: Concentration +10, Handle Animal +8, Knowledge Nature +8, Heal +5, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Scimitar, Backpack, Holy Symbol (x2), Hide Armor+1, Large Wooden Shield+1

Spells: Per Day (5/4/3/2) DC (11/12/13/14) *(Add +1 to Conjuration Save DC’s)

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Cure Light Wounds, Entangle, Faerie Fire, Obscuring Mist

2 – Barkskin, Heat Metal, Flaming Sphere

3 – Cure Moderate Wounds

Goblin Wizard: Small Humanoid; CR 6; HD 6d4+12; hp (32) 34; Init +2; Spd 30 ft/x4; AC 13 (+2 Dexterity, +1 For Small Size), touch 13, flat-footed 12; Base Atk/Grapple +3/-1; Attk: +3 Melee (1d4; 20/x2 Quarterstaff-small) Full Atk +3 Melee (1d4; 20/x2 Quarterstaff-small) or +3 Melee (1d3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells; SQ: Darkvision 60’, Toad Familiar; AL NE; SV Fort +4, Ref +4, Will +8; Str 10(0), Dex 14(+2), Con 14(+2), Int 15(+2), Wis 12(+1), Cha 10(0);


Skills & Feats: Concentration +9, Decipher Script +9, Knowledge Arcane +9, Spellcraft +9; Spell Focus: Necromancy, Spell Focus: Evocation, Iron Will, 


Equipment: Quarterstaff (small), Dagger (small), Backpack, Spellbook

Spells: Per Day (4/4/3/2) DC (12/13/14/15) *(Add +1 to Evocation & Necromancy Save DC’s)

Known (Spellbook): 0 – All; 1st – Burning Hands, Cause Fear, Chill Touch, Mage Armor, Magic Missile, Ray of Enfeeblement; 2nd - Blindness/Deafness, Ghoul Touch, Scorching Ray; Spectral Hand; 3rd – Vampiric Touch, Ray of Exhaustion, Fireball, Lightning Bolt

Memorized: 

0 – Acid Splash, Detect Magic, Read Magic, Mage Hand

1 – Chill Touch, Magic Missile, Ray of Enfeeblement, Mage Armor*
2 – Spectral Hand*, Scorching Ray, Scorching Ray

3 – Vampiric Touch, Ray of Exhaustion

*Pre-Cast Spells

Encounter 8

Half-Orc Rangers (6): Medium Humanoid; CR 6; HD 6d8+18; hp 51; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+8; Attk: +7 Ranged (1d8; 20/x3 Composite Longbow) Full Atk +7/+2 Ranged (1d8; 20/x3 Composite Longbow) or +8/+3 Melee (1d6+2; 19-20/x2 Short Sword) or +8/+3  Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human(+4) / Gnome(+2), Combat Style: Archery; SQ: Track, Wild Empathy, Darkvision 60’, Endurance; AL NN; SV Fort +8, Ref +6, Will +3; Str 14(+2), Dex 12(+1), Con 16(+3), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Hide +11, Listen +11, Knowledge (Geography) +10, Move Silently +11, Spot +11, Survival +11; Rapid Shot, Multi-Attack, Point Blank Shot, Precise Shot, Far Shot


Equipment: Composite Longbow, 40 Arrows, Short Sword, Dagger, Chain Shirt, Backpack

Spells: Per Day (2) DC (12)

Memorized: 

1 – Entangle, Summon Monster I

Encounter 12

Braetta, Green Hag-Sorcerer: Medium Monstrous Humanoid; CR 6; HD 9d8+2d4+11 (57 hp); Init +1; Spd 30 ft/x4; AC 22 (+1 Dex, +11 natural), touch 11, flat-footed 21; Base Atk/Grapple +9/+13; Attk: Claw +13 melee (1d4+4) Full Atk 2 claws +13 melee (1d4+4) Space/Reach: 5’/5’; SA: Spell-like Abilities, Weakness, Mimicry; SQ: Spell Resistance 18, Darkvision 90’; AL CN; SV Fort +6, Ref +7, Will +10; Str 19(+4), Dex 12(+1), Con 12(+1), Int 13(+1), Wis 13(+1), Cha 14(+2);


Skills & Feats: Concentration +10, Knowledge (Arcane) +10, Hide +9, Listen +11, Spot +11 Swim +12; Alertness, Blind-Fight, Combat Casting, Great Fortitude


Equipment: Wand of Magic Missiles, Potion of Cure Moderate Wounds

Spells: Per Day (6/5) DC (12/13)

Spells Known (5/2): 0 - Acid Splash, Detect Magic, Read Magic, Light, Ray of Frost; 1st – Summon Monster I, Cause Fear
Spell-Like Abilities: Caster level 9th. The save DC is Charisma-based.

At will - dancing lights, disguise self, ghost sound (DC 12), invisibility, pass without trace, tongues, water breathing. 

Weakness (Su): A green hag can weaken a foe by making a special touch attack. The opponent must succeed on a DC 16 Fortitude save or take 2d4 points of Strength damage. The save DC is Charisma-based.

Mimicry (Ex): A green hag can imitate the sounds of almost any animal found near its lair.

Skills: A green hag has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Beloved, Advanced Dire Wolf: Large Animal; CR 5; HD 10d8+30 (70 hp); Init +2; Spd 50 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +4/+15; Attk: Bite +11 melee (1d8+10) Full Atk Bite +11 melee (1d8+10) Space/Reach: 10’/5’; SA: Trip ; SQ: Low-light vision, scent; AL NN; SV Fort +8, Ref +7, Will +6; Str 25(+7), Dex 15(+2), Con 17(+1), Int 2(-4), Wis 12(+1), Cha 14(+2);


Skills & Feats: Hide +0, Listen +7, Move Silently +4, Spot +7, Survival +2*; Alertness, Run, TrackB, Weapon Focus (bite)

Trip (Ex): A dire wolf that hits with a bite attack can attempt to trip its opponent (+11 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the dire wolf.

Skills: A dire wolf has a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks. 

*It also has a +4 racial bonus on Survival checks when tracking by scent.

Appendix II
APL 12 Stat Blocks

Encounter 4

Half-Orc Rangers (6): Medium Humanoid; CR 8; HD 8d8+24; hp 67; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+10; Attk: +9 Ranged (1d8+2; 20/x3 Composite Longbow) Full Atk +9/+4 Ranged (1d8+2; 20/x3 Composite Longbow) or +10/+5  Melee (1d6+2; 19-20/x2 Short Sword) or +10/+5  Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human(+4) / Gnome(+2), Combat Style: Archery; SQ: Track, Wild Empathy, Darkvision 60’, Endurance, Woodland Stride, Swift Tracker; AL NN; SV Fort +9, Ref +7, Will +3; Str 14(+2), Dex 13(+1), Con 16(+3), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Hide +13, Listen +13, Knowledge (Geography) +12, Move Silently +13, Spot +13, Survival +13; Rapid Shot, Multi-Attack, Point Blank Shot, Precise Shot, Far Shot


Equipment: Master Composite Longbow +2, 40 Arrows, Short Sword, Dagger, Chain Shirt, Backpack

Spells: Per Day (2) DC (12)

Memorized: 

1 – Entangle, Summon Monster I
Half-Orc Barbarians (4): Medium Humanoid; CR 8; HD 8d12+24; hp 87; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+9; Attk: +10 Melee (1d12+4; 20/x3 Great Axe) Full Atk +10/+5 Melee (1d12+4; 20/x3 Great Axe) or +9/+4 Melee (1d6+3; 19-20/x2 Short Sword) or +9/+4 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (3/Day); SQ: Damage Resistance 1/-, Damage Resistance 1/-, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +8, Ref +3, Will +2; Str 17(+3), Dex 12(+1), Con 16(+3), Int 10(0), Wis 10(0), Cha 10(0);


Skills & Feats: Climb +12, Intimidate +7, Jump +13, Listen +9, Survival +9; Power Attack, Cleave, Weapon Focus: Great Axe


Equipment: Great Axe, Short Sword, Dagger, Chain Shirt, Backpack

Half-Orc Cleric: Medium Humanoid; CR 8; HD 8d8+16; hp 59; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+8; Attk: +8 Melee (1d10+3; 19-20/x2 Heavy Flail) Full Atk +8/+3 Melee (1d10+3; 19-20/x2 Heavy Flail) or +8/+3 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Cure), Darkvision 60’, Turn Undead; AL CG; SV Fort +8, Ref +3, Will +11; Str 14(+2), Dex 12(+1), Con 14(+2), Int 10(0), Wis 16(+3), Cha 10(0);


Skills & Feats: Concentration +9, Knowledge Religion +8, Heal +9, Spellcraft +8; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Heavy Flail, Dagger, Chain Shirt, Backpack, Holy Symbol (x2)

Spells: Per Day (6/5+1/4+1/4+1/2+1) DC (13/14/15/16/17) *(Add +1 to Conjuration Save DC’s)

Domains: (Kord) Strength / Luck

Memorized: 

0 – Cure Minor (x4), Light, Resistance

1 – Bane, Bless, Summon Monster I(x2), Magic Weapon; Domain: Enlarge Person

2 – Bull Strength, Bear’s Endurance, Cat’s Grace, Summon Monster II, Prayer; Domain: Aid

3 – Summon Monster III, Wind Wall; Domain: Magic Vestment

4 – Divine Power, Summon Monster IV; Domain: Freedom of Movement

Half-Orc Druid: Medium Humanoid; CR 8; HD 8d8+16; hp 59; Init +1; Spd 20 ft/x4; AC 17 (+1 Dexterity, +4 armor, +2 Shield), touch 11, flat-footed 14; Base Atk/Grapple +4/+6; Attk: +6 Melee (1d6+2; 18-20/x2 Scimitar) Full Atk +6 Melee (1d6+2; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Shape (3/Day - Large), Wild Empathy, Trackless Step, Darkvision 60’; AL CG; SV Fort +8, Ref +3, Will +11; Str 14(+2), Dex 12(+1), Con 14(+2), Int 10(0), Wis 16(+3), Cha 10(0);


Skills & Feats: Concentration +10, Handle Animal +8, Knowledge Nature +8, Heal +6, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Scimitar, Backpack, Holy Symbol (x2)

Spells: Per Day (6/5/4/4/2) DC (12/13/14/15) *(Add +1 to Conjuration Save DC’s)

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Cure Light Wounds, Entangle, Faerie Fire, Obscuring Mist, Produce Flame

2 – Barkskin, Chill Metal, Heat Metal, Flaming Sphere

3 – Sleet Storm, Meld Into Stone, Call Lightning x 2
4 – Flame Strike, Ice Storm

Encounter 6

Leftscar, Orc Barbarian: Medium Humanoid; CR 10; HD 10d12+30; hp 99; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +10/+14; Attk: +15 Melee (1d10+7; 20/x2 Glaive) Full Atk +15/+10 Melee (1d10+7; 20/x3 Glaive) or +14/+9 Melee (1d12+6; 20/x3 Great Axe) or +14/+9 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (3/Day); SQ: Damage Resistance 2/-, Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +10, Ref +4, Will +2; Str 18(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +16, Intimidate +9, Jump +17, Listen +9, Survival +11; Power Attack, Cleave, Great Cleave, Combat Reflexes


Equipment: Glaive +1, Great Axe, Dagger, Chain Shirt, Backpack

Weepingscar, Orc Barbarian: Medium Humanoid; CR 10; HD 10d12+30; hp 99; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+12; Attk: +13 Melee (1d8+7; 20/x3 Longspear) Full Atk +15/+10 Melee (1d8+7; 20/x3 Longspear) or +14/+9 Melee (1d10+6; 19-20/x2 Bastard Sword) or +14/+9 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (3/Day); SQ: Damage Resistance 2/-, Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +10, Ref +4, Will +2; Str 19(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +14, Intimidate +7, Jump +15, Listen +7, Survival +9; Power Attack, Cleave, Great Cleave, Combat Reflexes


Equipment: Longspear +1, Bastard Sword, Dagger, Chain Shirt, Backpack

Orc Barbarians (2): Medium Humanoid; CR 8; HD 8d12+24; hp 87; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+12; Attk: +12 Melee (1d12+6; 20/x3 Great Axe) Full Atk +12/+7 Melee (1d12+6; 20/x3 Great Axe) or +11/+6 Melee (1d6+4; 19-20/x2 Short Sword) or +11/+6 Melee (1d4+4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (2/Day); SQ: Light Sensitivity, Improved Uncanny Dodge, Trap Sense(+2), Darkvision 60’; AL NN; SV Fort +8, Ref +3, Will +1; Str 19(+4), Dex 12(+1), Con 16(+3), Int 10(0), Wis 8(-1), Cha 10(0);


Skills & Feats: Climb +12, Intimidate +7, Jump +13, Listen +9, Survival +9; Power Attack, Cleave, Weapon Focus: Great Axe


Equipment: Great Axe, Short Sword, Dagger, Chain Shirt, Backpack

Orc Druid: Medium Humanoid; CR 8; HD 8d8+16; hp 59; Init +1; Spd 20 ft/x4; AC 19 (+1 Dexterity, +5 armor, +3 Shield), touch 11, flat-footed 14; Base Atk/Grapple +6/+9; Attk: +9 Melee (1d6+3; 18-20/x2 Scimitar) Full Atk +9/+4 Melee (1d6+3; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Light Sensitivity, Spontaneous Casting (Summon), Nature’s Lure, Wild Shape (3/Day - Large), Wild Empathy, Trackless Step, Darkvision 60’; AL NE; SV Fort +8, Ref +3, Will +10; Str 16(+3), Dex 12(+1), Con 14(+2), Int 10(0), Wis 14(+2), Cha 10(0);


Skills & Feats: Concentration +10, Handle Animal +8, Knowledge Nature +8, Heal +5, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


Equipment: Scimitar, Backpack, Holy Symbol (x2), Hide Armor+1, Large Wooden Shield+1

Spells: Per Day (6/5/4/3/2) DC (12/13/14/15/16) *(Add +1 to Conjuration Save DC’s)

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Cure Light Wounds, Entangle, Faerie Fire, Obscuring Mist, Produce Flame

2 – Barkskin, Chill Metal, Heat Metal, Flaming Sphere

3 – Sleet Storm, Meld Into Stone, Call Lightning
4 – Flame Strike, Ice Storm

Goblin Wizard: Small Humanoid; CR 8; HD 8d4+16; hp (42) 44; Init +2; Spd 30 ft/x4; AC 13 (+2 Dexterity, +1 For Small Size), touch 13, flat-footed 12; Base Atk/Grapple +3/-1; Attk: +3 Melee (1d4; 20/x2 Quarterstaff-small) Full Atk +3 Melee (1d4; 20/x2 Quarterstaff-small) or +3 Melee (1d3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells; SQ: Darkvision 60’, Toad Familiar; AL NE; SV Fort +4, Ref +4, Will +9; Str 10(0), Dex 14(+2), Con 14(+2), Int 16(+3), Wis 12(+1), Cha 10(0);


Skills & Feats: Concentration +13, Decipher Script +12, Knowledge Arcane +12, Spellcraft +12; Spell Focus: Necromancy, Spell Focus: Evocation, Iron Will


Equipment: Quarterstaff (small), Dagger (small), Backpack, Spellbook

Spells: Per Day (4/5/4/4/2) DC (12/13/14/15) *(Add +1 to Evocation & Necromancy Save DC’s)

Known (Spellbook): 0 – All; 1st – Burning Hands, Cause Fear, Chill Touch, Mage Armor, Magic Missile, Ray of Enfeeblement; 2nd - Blindness/Deafness, Glitterdust, Ghoul Touch, Scorching Ray; Spectral Hand; 3rd – Vampiric Touch, Ray of Exhaustion, Fireball, Lightning Bolt; 4th - Animate Dead, Enervation, Wall of Fire, Wall of Ice

Memorized: 

0 – Acid Splash, Detect Magic, Read Magic, Mage Hand

1 – Chill Touch, Magic Missile, Ray of Enfeeblement(x2), Mage Armor*
2 – Spectral Hand*, Scorching Ray, Scorching Ray, Ghoul touch

3 – Vampiric Touch(x2), Ray of Exhaustion, Lightning Bolt

4 –Enervation, Wall of Ice

*Pre-Cast Spells

Encounter 8

Half-Orc Rangers (6): Medium Humanoid; CR 8; HD 8d8+24; hp 67; Init +1; Spd 30 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +8/+10; Attk: +9 Ranged (1d8+2; 20/x3 Composite Longbow) Full Atk +9/+4 Ranged (1d8+2; 20/x3 Composite Longbow) or +10/+5 Melee (1d6+2; 19-20/x2 Short Sword) or +10/+5  Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human(+4) / Gnome(+2), Combat Style: Archery; SQ: Track, Wild Empathy, Darkvision 60’, Endurance, Woodland Stride, Swift Tracker; AL NN; SV Fort +9, Ref +7, Will +3; Str 14(+2), Dex 13(+1), Con 16(+3), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Hide +13, Listen +13, Knowledge (Geography) +12, Move Silently +13, Spot +13, Survival +13; Rapid Shot, Multi-Attack, Point Blank Shot, Precise Shot, Far Shot


Equipment: Master Composite Longbow +2, 40 Arrows, Short Sword, Dagger, Chain Shirt, Backpack

Spells: Per Day (2) DC (12)

Memorized: 

1 – Entangle, Summon Monster I

Encounter 12

Braetta, Green Hag-Sorcerer: Medium Monstrous Humanoid; CR 7; HD 9d8+4d4+13 (65 hp); Init +1; Spd 30 ft/x4; AC 22 (+1 Dex, +11 natural), touch 11, flat-footed 21; Base Atk/Grapple +9/+13; Attk: Claw +13 melee (1d4+4) Full Atk 2 claws +13 melee (1d4+4) Space/Reach: 5’/5’; SA: Spell-like Abilities, Weakness, Mimicry; SQ: Spell Resistance 18, Darkvision 90’; AL CN; SV Fort +7, Ref +8, Will +11; Str 19(+4), Dex 12(+1), Con 12(+1), Int 13(+1), Wis 13(+1), Cha 15(+2);


Skills & Feats: Concentration +10, Knowledge (Arcane) +10, Hide +9, Listen +11, Spellcraft +7, Spot +11 Swim +12; Alertness, Blind-Fight, Combat Casting, Great Fortitude


Equipment: Wand of Magic Missiles, Potion of Cure Moderate Wounds

Spells: Per Day (6/6/4) DC (12/13/14)

Spells Known (6/3/1): 0 - Acid Splash, Detect Magic, Read Magic, Light, Message, Ray of Frost; 1st – Summon Monster I, Cause Fear, Ray of Enfeeblement; 2nd – Summon Monster II
Spell-Like Abilities: Caster level 9th. The save DC is Charisma-based.

At will - dancing lights, disguise self, ghost sound (DC 12), invisibility, pass without trace, tongues, water breathing. 

Weakness (Su): A green hag can weaken a foe by making a special touch attack. The opponent must succeed on a DC 16 Fortitude save or take 2d4 points of Strength damage. The save DC is Charisma-based.

Mimicry (Ex): A green hag can imitate the sounds of almost any animal found near its lair.

Skills: A green hag has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Beloved, Advanced Dire Wolf: Large Animal; CR 6; HD 12d8+36 (87 hp); Init +2; Spd 50 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +4/+15; Attk: Bite +11 melee (1d8+10) Full Atk Bite +11 melee (1d8+10) Space/Reach: 10’/5’; SA: Trip ; SQ: Low-light vision, scent; AL NN; SV Fort +8, Ref +7, Will +6; Str 25(+7), Dex 15(+2), Con 17(+1), Int 2(-4), Wis 12(+1), Cha 14(+2);


Skills & Feats: Hide +0, Listen +7, Move Silently +4, Spot +7, Survival +2*; Alertness, Run, TrackB, Weapon Focus (bite)

Trip (Ex): A dire wolf that hits with a bite attack can attempt to trip its opponent (+11 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the dire wolf.

Skills: A dire wolf has a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks. 

*It also has a +4 racial bonus on Survival checks when tracking by scent.

Appendix III - Judge’s Aid #1
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Appendix III - Judge’s Aid #2
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