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You have been called to explore a new area of Geoff.  Groups have been sent to different areas to explore possible city sites for a new Geoff Capital.  An island paradise sounds perfect, but the natives may have other ideas.  A Geoff regional interactive for APLs 14-16. 
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 Geoff.  Characters native to 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

Just over a year ago, Keoland gave the area of land called the Downlands to Geoff.  Not long after, the Gran March demanded to be given the Arweth cantrev as payment for their involvement in the Gyri war against the giants.  Sierra Blackblade, Regent of Geoff, felt she had no choice but to give them the land.

Because the main governmental center was formerly held in Hochoch and that area now belongs to the Gran March and will be given to the Knights of the Watch, the Gyri people have no center of government and no capital city.  Sierra Blackblade made the decision to explore the Downlands for a possible capital city site.

The Olwythi have done some basic scouting in the Downlands and have narrowed the search to four locations.  Wolfpacks have been formed to further explore the possible sites and bring back reports so a final decision can be made.
Adventure Summary
Introduction – The PCs arrive at the small island and get their first glimpse of what it has to offer.
Encounter One:  Landing and Exploring Azure Island -  The group finds a small village that isn’t used to visitors but are eventually welcomed and taken on a quick tour of the island.
Encounter Two: A Midnight Snack -  The village is attacked in the middle of the night. 
Encounter Three:  The Broken Circle– The PCs finally find the fabled druid circle.

Encounter Four: Into the Darkness – The truth of the matter comes out as the PCs meet the real inhabitants of the druid circle.

Introduction

The PCs are loaded onto a barge and sent down stream to the southern portion of the Downlands.  It takes less than a day for them to make it to the general area they will be exploring.

Boris is steering the barge.  He’s a middle-aged man of Rhenee descent and it’s clear he knows his way around the water.  His skin is the color of tanned leather and about is as tough, too.  His hair is cut just below his jaw and is exceptionally dark and curly.  Surprisingly, he wears a set of exceptional leather.

The swift flow of the Javan leads you southbound towards your destination.  A gentle breeze brings a refreshing coolness to the otherwise humid early summer afternoon.  Your mission is not one of great difficulty, but one of vast importance.  The Olwythi have reported the possible existence of druid standing stones in the area you have been sent to investigate.  

You were warned to proceed on your mission with caution, but so far the only dangers you’ve faced has been the persistence of the bugs that thrive in the humid grasslands of the area.

Just ahead, you can see an island off the banks of the Downlands.  Boris points to the east side of the river and speaks with a thick, throaty accent.  “Zhat is Keoland property.” He points to the west bank. “And zhat is Geoff’s land.  Do you vant me to drop you on zhe mainland or zhat leettle island over zhere?”

From the barge, the PCs see sandy beaches on both the island and the mainland. The sandy shore of the island has a slightly blue tint.  With a successful profession (sailor) (DC 15), the PCs know that either the island or the mainland have  safe beaches to land on.  
Boris has no opinion on which way would be better.  He’s just the driver.  However, he has heard rumors about what may or may not be there.  
If asked what might be in this area he responds: 
“Vell, you hear zhings on zhe river, you know.  Zhere’s supposed to be some sort of leettle village zhere.  I do not know much about zhem, zhough.  I brought some Olwythi down here not long ago and zhey vere talking about some druid stones or somezhing down here.”  He points to the Downlands side of the river.  “Ve must land soon.  Vhere do you vant to go?”
Judge’s Note:  If the PCs decide to fly to the two areas, or use a divination spell of some kind, they see the druid’s circle on the mainland and the small village with its fields and animal pens on the island.  

Water exploration is similar.  If the PCs change to an aquatic creature and explore around the island and along the coast, they find a wide variety of eatable fish.  The water is deep enough in this area to sustain most water vessels that are not sea-faring.  The fast rapids would not allow for small vessels like canoes or small rafts.  Most of the river bottom is silt and sand.
If the PCs choose to go to the island first, proceed to Encounter One.  If they choose to go to the mainland, go to Encounter 3.
Encounter One: Landing and Exploring Azure Island

If the PCs are arriving on the island from the mainland, read the following:

You’ve spanned the nearly 500 feet between the shore and this island.  After some interesting exploration on the mainland, perhaps this island will provide some more calm discoveries.

If the PCs are arriving on the island from the barge, read the following:

Boris steers the barge closer to the island and easily comes onto the blue-sanded beach of the small island where your exploration is to begin.  Once everyone has disembarked, he comments, “I’ll be back in a few days to get you.  If zhere’s anyzhing to get.”  He chuckles to himself and pushes the barge back out into the water.

This is a good time to get the party in a marching order and on the land.
Emerald green grass meets the rich sand fifty feet from the shoreline.  Boulders jut upwards at random points, but for the most part, this is a flat open beach.  Stunted shrubs grow in place of trees.  It would seem you’ve stumbled across a perfect island paradise – complete with the sounds of natives.

The PCs have landed in the northern tip of the island.  Sounds of a small settlement come from further inland.  Allow the PCs to get into a marching order or approach however they choose. 
 Judge’s note: If they choose to fly over the island or swim around it Adjust the box text as necessary.
The sounds lead you 300 feet from the shore to the edge of a little shanty thorp.  Small waxed-canvas huts dot the surrounding area along with a few larger huts.  A central fire pit dominates the town and sits between the only two wooden structures in the village.  
People move about their daily business, oblivious to your presence for the time being. Men and women amble in and out of the larger wooden structure.  The smaller of the two wooden “buildings” has smoke coming out of a stone chimney and the front doors are wide open.

As you take in the village, a cow walks in front of your path and through the center of the tiny hamlet.  The baying of a few sheep and goats can also be heard from somewhere nearby.

The larger building is the "long house" and serves as the village center.  It is the common eating area and social center of the small village.  This seems almost like a large version of a family steading.  The work is done communally and the food and supplies are shared in the same way.
There are only about 50-75 inhabitants in the village.  No one in the village detects as evil.  They are all Gyric refugees who settled here.
The ambling cow finally clears from your path,  and all sounds in the village cease.  Every man, woman, and child openly stares at you. People move away if afraid to be too near to you.  No one speaks and the only sounds that can still be heard are those of the baying sheep and the ringing of the cowbell.

Suddenly, a boy of about ten breaks from the small crowd and runs off into the larger of the two wooden structures.  A moment later, a plump woman in her mid-30s comes out of the taproom to the center of the village.  The people part to make a path for her.  The young boy pokes his head around her and she stands in front of you, wiping her flour covered hands on her  apron. 
“Good day to you, travelers,” says the woman.  “By what coincidence have the gods brought you to Azure Isle?”

Maerleen looks like she might have once been rather attractive, but the years have not been kind to her.  Her brown hair is graying at the temples.  She wears it pulled back from her face.  Her face shows the wrinkles of many years in the sun and her hands are calloused from working fields.  
Although wary of the PCs, she invites them to come into the village house to talk.  The boy, her son Marcus, follows behind to get little peeks at the PCs and to listen to the conversation.  
Eyes follow your every step.  Maerleen shoos them off with a wave of her hand and a flip of her apron.
“As you can probably guess, we don’t get too many visitors around here,” she says as she leads you inside.
The villagers all stop to stare as you are led to a sequestered table at the far end of the long house.  Movement and business resumes once again with a dismissive gesture from Maerleen.
PCs now have the opportunity to learn what they can about this village and island through a question and answer session.  Tankards of ale are brought to them throughout the question and answer period as well as platters of dried fruit and goat cheese.
Q:  What are you doing on this island?

A:
“We live here, of course, and have for about ten years or so.”
Q:  How did you get here?
A:  “We came here by boat, naturally.  Keoland was becoming a bit too crowded for our tastes and this seemed a natural place to go.”
Q: We would like to build a city here.  How would you feel about that?

A: “That depends.  If we are welcomed to join the city and would be integrated into the people, perhaps it would be welcomed.  We could certainly use the protection.”
Q: What do you need to be protected from?

A: “We are simple people.  There are the floods, the illnesses, wild animals - the usual things that plaque a village such as ours.”
Q:  What else is on this island?

A: “Our crops are here, our herds of sheep and goats.  Our fishing areas.”  Maerleen shrugs.  “Not much of real interest to most people.  Every once in awhile, the Rhenee stop for some trade.  We blow glass and make basic porcelain for them.  They bring us things from the larger cities that we might need.”
Q: Have you seen anything resembling a druid’s circle around here?
A:  “On clear nights when there’s a full moon, it looks like there might be a ring of them over on the west bank.  I’m not sure though.  We don’t go over there.”
When the question and answer period begins to die off, Maerleen suggests giving the PCs a tour of their small island home.  By now it is close to sunset.

Time flies when words flow freely. The bright sun is beginning its daily descent into the horizon as you step out of the taproom for a tour of the island.
Villagers still mingle about, winding down from the day’s duties as two tend to the lamb that is being turned over the central fire.

“Dinner should be done by the time we get back,” Maerleen says pleasantly.  “Shall we?”  Marcus grins impishly and tries to sneak in behind the group so he can tag along.
Maerleen leads the PCs south out of the boundaries of this tiny hamlet.  Some still stand and stare as they watch the PCs leave but most move along in favor of other tasks.  Children run freely through the open space that surrounds the village.  A sandy dirt path leads from the village up a small hill. 

The sheep pen sits just on the outskirts of the village, containing a small flock.  A successful Profession (farmer), Knowledge (nature) or Handle Animal check (DC 20) tells the PCs that the sheep and goats are on the skinny side.  While they’re not emaciated, they’re not quite as healthy as most farm animals in the inhabited portions of Geoff.  The lack of good pasture land is probably the cause of the animals’ condition.  
Small patches of wild herbs grow at random, sticking up out of the grass like tiny tufts of unruly hair.  With a successful Knowledge (nature), Survival, or Profession (herbalist) check (DC 25), the PCs can tell that some of these herbs are good for medicinal purposes and some would make excellent herbs for cooking.  Small animals scurry around, picking large berries from the stunted bushes that grow low to the ground.  There are no large trees on this island and thus no large game.

“Apples,” Maerleen says, pointing south to a few trees.  “There are only a handful of trees on the island, but they give us something to live on.”  She walks along the sandy path up a small hill.  As you crest the hill, the handful of trees and meager fields become apparent.  Several men and women are in the fields either harvesting or pulling weeds.
“This is about the only place we can put the fields.  The rest of the island is too rocky for crops.”

The hill that leads from the village and grazing area to the fields is a gradual incline.  The plateau where the fields grow stands about 20 feet above the ground level of the village.

The southern beach is almost nothing like the northern beach.  This beach is rocky and there’s a drop of about 20 feet from the edge of the fields to the water.  The island is only a mile long and about 1,000 feet wide, so walking it doesn’t take very long.
“It’s not very big, but it’s home,” Maerleen says as you reach the southern edge of the fields.  A single raft, anchored by rope to a post stuck deep into the sand, floats idly in the water.

Across the Javan, the outline of large rocks in some sort of circular pattern can be seen.  It seems out of place in the vast rolling hills of the mainland.  It’s like a tumor that has never been removed.

“It’s haunted, you know,” echoes a familiar voice from behind you.  Marcus strolls up beside you and your group, his eyes practically glowing with wonder and awe as he looks across the water.

“What fool’s tale have you been listening to this time?” Maerleen  grumbles.

“I told you Momma! I saw stuff moving over there that night!”  Marcus seems intent on telling his tale. 
In response, Maerlon whaps Marcus on the back of his head.  “The only thing haunted around here is your wild imagination.”  She turns to you and says, “Come, you’re more than welcome to stay this night.  I’ll bet that dinner is good and done by now.”
The PCs are led back to the village.  A sheep was slaughtered and roasted over the central fire pit. Dinner is served barbeque-style to anyone who gathers around the fire.

Throughout dinner, the PCs are entertained with a few song.  If asked, Marcus tells the story of what he saw that makes him think the druid rings are haunted.

Marcus wipes his chin with the sleeve of his shirt.  “It was late at night.  I snuck out  ‘cause I was hungry.  I went to the trees to get a couple apples and when I looked across the water, I saw somethin’ movin’ around those tall rocks.”

The boy’s eyes grow large as he tells the story.  “The moon was full that night so I could see it all.  There was this old man there.  He had long white hair and his hands had claws!  Then I saw him dragging something.  I climbed down the tree and when I looked again, he was gone.  Nothin’s that fast, ‘cept a ghost!”  His voice drops to a whisper. “’Sides, old man Tuck went missing that night.  They never found him.”
Judge’s Note:  If the PCs have already been to the mainland and found Thanial, Zephan and Vicktor, they are what Marcus saw that night.  With a bit of coaxing, Marcus will believe the PCs if they tell him the three are dead.

The villagers won’t talk about old man Tuck other than to say that he’s gone now, though one says his body washed up on shore the next day and it looked like animals got him in the night.  Also, the villagers don’t go to the mainland.  There’s no need for them to go there and it’s safer for them here.

The PCs are offered a canvas house to sleep in for the night after the dinner festivities conclude.

If the PCs want to go look at the stones or explore more, Maerleen strongly recommends against it as the animals in the area sometimes hunt at night.  She’ll be glad to show them around some more in the morning.  If the PCs insist on exploring, the attack on the village occurs a few hours after dark falls fully on the island.

Proceed to Encounter Two.
Encounter Two: A Midnight Snack
Quiet finally settles over the island as you bed down for the night.  The brilliant glow of the moon casts a warming silver light over the village and crickets take up a soothing nighttime song.


PCs are allowed to take whatever precautions they deem necessary.  Attack occurs on the 2nd watch.  PCs that are on second watch should make a spot check (vs Banshee hide check).  Those that are successful see shadowy movement over the water, coming toward the village from the western shore.

If they make the Spot check, read the following:

Shadows move just outside your line of sight over the water.  The more you strain your eyes, the more difficult it is to see.  A wail pierces the night and mixes with the terrified screams of the villagers as the shadows take the form of a horrific, flying, ghostly-looking woman.
If they do not set watches or do not make a spot or listen check, read the following:

Suddenly the peace of the night is shattered by blood curdling screams that erupt from all around you.  A wail pierces the night and mixes with the terrified screams of the villagers as the shadows take the form of a horrific, flying, ghostly-looking woman.


The village is under attack by a banshee (two banshees attack at APL 16).  The banshees target the newcomers to the island - the PCs.

APL 14 (EL 17)

Banshee (1): Medium Undead; hp 234; see Appendix 1
APL 16 (EL 19)

Banshee (2): Medium Undead; hp 234; see Appendix 1
Tactics: The banshee(s) wail as soon as they are within 60 ft. of the PCs tent.  The villagers run and hide, trying to cover their ears and get away from the banshees, who do not care who they kill.  They try to scare off as many as they can with their horrific appearance ability, then use their wail.  When those two fail, they resort to combat with their charisma drain.  They use their spring attack ability and fly ability to stay out of the reach of melee attacks.
Once the combat is done, the villagers are extremely appreciative of the PCs efforts.  Promises of a three day feast are made and the offer is made for the PCs to return any time they want.  The PCs are welcome to stay long if they wish.  They should be given the opportunity to stay long enough to 
If the PCs have not explored the mainland yet, proceed to Encounter Three.  If they have explored the mainland area already, proceed to Conclusion B
Encounter Three: The Broken Circle
When the PCs leave the village to explore the western bank of the Javan, read the following.
You’ve spanned the nearly 500 feet between the southern shore of the island and this sandy beach.  After some interesting exploration on the island, perhaps this shore will provide some more calm discoveries.
Once the PCs have landed, continue with the following:

The high dunes forming the beach are dotted with clumps of grass.  The sand dunes fade into tall grasses that carpet the rolling hills of this area.  The crevices and wrinkles of the hills are filled with grass that is even more lush.  
A warm breeze blows across the hills, waving the tall grasses into motion.   As the grasses blow, a sight comes in and out of focus.  It looks like the tops of some stones may be over one of the higher hills.
A successful Knowledge (Engineering), Profession (Farmer), Survival, or Knowledge (Nature) (DC 20) gives the PCs several pieces of information.  This land could host watermills or windmills quite nicely.  The lush grass would make fantastic grazing pastures for cattle, sheep or goats.  However, the soil is too sandy to be very good for real fields.

Additionally, with all the grass, one serious problem is that any spark of a fire in the grass would spread the fire quickly.  It would be a wild fire that rapidly burns this entire area, rendering it useless for quite some time.  Also, flooding at the base of the hills could be a problem.

The sandy beach would not be a good footing for pilings of a bridge to link the mainland and island.  The shifting sand of the beach combined with the swift flow of the Javan could prove disastrous for any type of building project on the beach or even lower hills.

When the PCs are ready to move on to the circle of stones, they will need to climb up and around the rolling hills to get to the circle.  If they fly, use wind walk, or some other means to avoid walking, adjust the text as necessary.

It’s taken a bit of effort to follow the natural contour of the land.  However, that effort has paid off.  The rumors were true – there is a druid’s circle here.  

Stones about 10 feet tall have been placed in a circle.  Moss covers the bottom foot or so of each massive stone.  Ivy and morning glories wind their way around the stones, nearly covering them.  Only the tops of the stones show.  The circle itself is about 20 feet from one side to another.  While it’s not particularly large, there’s no mistaking this is a druid’s circle.

If the PCs take some time to look around the circle, there may be some information they can get.  By using Stonecunning or Knowledge (Dungoneering), the PCs realize that the stone is soft stone, not a granite or marble. While it may be native stone to this area, not many rocks of this size have been seen.  With successful Knowledge (Religion) (DC 15, DC 0 for Old Faith followers) it appears as though this was a circle to celebrate the portion of the cycle dedicated to Beory.

With successful Track checks (DC APL + 15), the PCs find medium humanoid tracks (the and a couple wolf tracks.  It looks like someone tried to cover up the tracks by sweeping the area with a handful of grass.  The humanoid tracks are more recent than the wolf tracks.  The humanoid tracks are only a few hours old.  There is a distinct lack of small game tracks.  The humanoid and wolf tracks lead from one side of the circle to another and then seem to disappear.  The tracks actually lead to a hidden door in the ground.
If the PCs use detect evil spells or abilities, they cannot detect anything immediately.  There is no magic in this circle or than what the PCs bring to it.  Any PC or animal companion with scent smells a very faint scent of death coming from just outside the Circle of Stones.
With a successful Search (DC APL + 15) check, the PCs find a door camouflaged under some dirt and grass.  The door is just outside the Circle of Stones.  There is no trap on the door.
When they open the door proceed to Encounter Four.
Encounter Four: Into the Darkness
The secret door opens easily.  The hinges don’t squeak and don’t resist being pulled on.  The door opens up from the ground, revealing a dimly lit stairway that appears to lead down beneath the Circle of Stones.  A dim light rises up the stairs.  The eerie green glow illuminates enough of the stairs that it is safe to descend without dear of tripping.  The stairs themselves seem to be constructed of the very stone that the manor sits on.  

Give the PCs the opportunity to decide what to do from here on out.  The stairs are 10 feet wide and quite steep.  The bottom of the stairs is about 30 feet down.  The hallway of the stairs is packed dirt that is support with ironwood beams.
When the PCs go down the stairs, read the following:


As you descend, the glow grows brighter.  The deeper you go, the thicker the glowing lichen grows on the walls.   Each step draws you deeper into what appears to be the cavernous underbelly of the Stone Circle above.  The echo of water can be heard from somewhere nearby as you follow the glow around a small labyrinth of tunnels and hollows.  
Eventually, the hewn stone tunnels lead to a large circular cave.  The room is 50 feet from one side to the other and the ceiling is 20 feet tall.  A stone altar in the middle of the room has been darkened in a red liquid. Decaying body parts litter the ground and arcane marks cover the interior walls of the crypt.

At one time, this may have had some significance.  Now however, the walls are marked in arcane runes.  An icy, deathly chill fills the air.  
A PC with a successful Knowledge (Religion) (DC 30), a follower of Beory, or an Old Faith follower who venerates Beory recognizes this layout as being typical of an initiation chamber for clerics of Beory.  The initiates are “reborn” into the world after a ceremony.  The temple represents the womb and the tunnels represent the birth canal.

With a successful Heal check (DC 35), any PCs secretly looking over the items on the altar, see that there are human body parts.  They seem to be about 2 weeks old.

If the PCs can sneak behind the hanging sail cloth that serves to divide the former temple, they see  three people – Zephan, Thaniel and Viktor.  Thaniel and Viktor are in hybrid werewolf form  and are eating.

Behind the altar hangs a piece of heavy canvas serving as a temporary wall of some sort.  “Hasn’t anyone taught you that it is impolite to enter without knocking?” says a raspy voice from the shadows.  A man steps in front of the altar from behind the curtain.  His skin is ashen andsickly. His hair is shiny silver and his eyes have a red tinge that make him appear insane. 
A second man emerges from behind the curtain and wipes a drop of small trickle of blood from the corner of his mouth.  He’s much younger and much more healthy.  His dark hair hangs loose to his shoulders, but his fingernails appear to be more like claws.  “We have uninvited guests.  That’s rather quaint, don’t you think Zephan?   Perhaps they’ll learn the same lesson Tuck did.”

“I think it’s time they learn, Thaniel,” replies Zephan.

Combat begins.  There is no surprise round.  However, behind the curtain, a third person is waiting.  Thaniel and Viktor are both in hybrid werewolf form.  On his initiative, Viktor moves from behind the curtain to engage the PCs.
Tactics:  Because they have scent, Zephan is prepared and has some spells pre-cast (like greater mage armor).  Thaniel and Viktor are both in hybrid form.  They can attack with either their weapon or their bite attack.  They attempt to get as many PCs tripped as they can.  Zephan uses his spells to split and soften the PCs as much as possible.  Most of the actual physical damage comes from the two werewolf fighters.
For APL 16, Viktor comes out from behind the curtain on his initiative.  Viktor and Thaniel do their best to be close to as many PCs as they can so they can use their trip attack, combat reflexes and improved trip attacks in succession.

Round 1 - Charge a squishy opponent with a Bite attack, and use the racial Trip ability for a free trip attempt. If this is successful, take a free attack from the Improved Trip feat. 

Opponent's Turn - If the opponent attempts to get up, take an Attack of Opportunity and use a Bite attack. If you hit, use the racial Trip ability for a free trip attempt. If this is successful, take a free attack from the Improved Trip feat. 

Round 2 - Perform a Full Round Attack on your opponent and power attack for 6. Resolve the Bite first, and attempt to make the opponent prone for the rest of your sequence.


Modifiers for Power Attack of 6: 



Bite +17 melee (2d8+24)



Full Atk GreatSword +25/+20/+15  melee 2d6+34 (19-20/x2)

Creatures: 
APLs 14 (EL 15)

Thaniel, hybrid form; hp 231; see Appendix 1

Zephan; hp 50 each; see Appendix 1

APL 16 (EL 17)
Thaniel, hybrid form; hp 231; see Appendix 1

Zephan; hp 50 each; see Appendix 1

Viktor, hybrid form; hp 231; see Appendix 1
When the combat is over, if all the PCs died, go to Conclusion A.  If there are still PCs alive at the end of the combat, they have time to look around and recover.  They are welcome to return to the village on the island to rest or they can rest in the temple.
If they decide to look around the temple, they can see faded signs of this being a temple to Beory.  Additionally, among Zephan’s things, they find letters from Thaniel and Viktor.  Zephan was a low level noble who was exiled from Keoland for his magic use and for harboring the two werewolves.  He was sent to the Downlands and then forgotten.  Rather than settle in the village, he moved into the temple.  Viktor and Thaniel were originally part of Zephan’s personal guard.

The PCs can spend time helping the druids resanctify the temple to Beory.  This takes 2 TUs, but gives the PCs the Blessing of Beory.

If the PCs have not explored the island yet, proceed to Encounter 1.  If the party has explored both areas, proceed to Conclusion B.
Conclusion A
Your body is left for Boris to retrieve on the sandy beach.  The villagers take turns guarding your body from the various birds and animals that might pick at it.

Eventually, Boris arrives with his barge.  “Oh, zhey didn’t fare so vell, did zhey?  I’ll get zhem back to zheir Army.”  Boris loads everything onto the barge and slowly makes his way back north.

Judge’s Note:  If the PCs died in the temple of Beory, 1d4 of the PCs have been bitten.  PCs that have been bitten need to contact the Geoff Triad for more information.
Conclusion B
Finally, your exploration is done.  Those who sent you here will be anxious to hear the reports.  Boris is waiting for you where he dropped you off.  Boris’s crew pushes the barge up the swiftly flowing Javan and the strange island fades into the distance.
The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

Encounter Two
Defeating the banshees

APL 14: 510 xp.

APL 16: 570 xp.
Encounter Four
Defeating the werewolves

APL 14: 450 xp.


APL 16: 510 xp.

Story Award

Exploring the area for a town site.

APL 14: 180 xp.


APL 16: 203 xp.

Total possible experience

APL 14: 900 xp.


APL 16: 1013 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


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

Encounter Four:  

If the PCs defeat the monsters they get max gold.
Total Possible Treasure (Maximum Reward Allowed)
APL 14: 3300 gp
APL 16: 4950 gp
Items for the Adventure Record

Special

Lycanthropy:  See AR.
Item Access

APL 14 and 16:

· Amulet of Health +6 (Adventure; DMG)
· Belt of Giant Strength +6 (Adventure; DMG)
· Bracers of Armor  +4 (Adventure; DMG)
· Cloak of Charisma +4 (Adventure; DMG)

· Adamantine Greatsword +2 (Adventure; DMG)
· Ring of Protection +3 (Adventure; DMG)
· Vest of Resistance +3 (Adventure; Complete Arcane)
Appendix One – APL 14

Encounter Two





Banshee; Medium Undead (Incorporeal); Hit Dice: 26d12 (234 hp); Initiative: +7; Speed: Fly 80 ft. (16 squares); Armor Class: 16 (+3 dex, +3 deflection), touch 16, flat-footed 23; Base Attack/Grapple: +16/+16; Attack: Incorporeal Touch +16 melee (1d8 plus 1d4 CHR); Full Attack: Incorporeal Touch +16 melee (1d8 plus 1d4 CHR); Face/Reach: 5 ft./5 ft. Abilities: Str 0, Dex 17, Con 0, Int 16, Wis 15, Cha 17; Saves: Fort +8, Ref +11, Will +19

Special Attacks: Charisma drain, horrific appearance, wail

Special Qualities: Detect living, incorporeal subtype, darkvision 60 ft., stunt plants, undead traits

Skills: Balance +5, Hide +32, Knowledge (nature) +32, Knowledge (religion) +32, Jump +2, Listen +33, Search +33, Spot +32, Survival +7, Tumble +32

Feats: Alertness, Blind-Fight, Combat Expertise, Combat Reflexes, Dodge, Improved Critical, Improved Initiative, Iron Will, Mobility, Spring Attack

Alignment: Usually neutral evil

COMBAT
Charisma Drain (Su): An individual struck by it must make a DC 26 FORT save or suffer a permanent 1d4 CHR loss (2d4 on a critical hit). The banshee heals 5 HP whenever it drains CHR (10 HP on a critical hit). It gains any excess HPs as temporary HPs.

Horrific Appearance (Su): Any living creature that views it must make a FORT save DC 26 or lose 1d4 points of STR, DEX, and CON. This save is made once per 24 hours.

Wail (Su): During the night, every 1d4 rounds a banshee can loose a deadly wail. This can slay up to 18 creatures in a 30 ft. spread centered on the banshee, or in a 60 ft. cone starting at the banshee. A FORT save DC 26 negates the effect.

Detect Living (Sp): Functions like the commune with nature spell, except that it detects only living creatures and the range is 1/2 mile. Usable 3xday.

Encounter Four




Thaniel; Legendary Werewolf; CR 14; Male Human (Flan); Lycanthropic / Legendary Wolf / Ftr 2; HD 14d8+2d10+176; hp 231; Init +15; Spd 60'; AC 34 (+11 Dex, +7 Nat, +3 Def); Base Atk/Grp +14/+26; Atk Bite +28 2d8+18 (20/x2) or Adamantine GreatSword +29 2d6+20; Full Atk GreatSword +29/+24/+19  melee 2d6+20 (19-20/x2) and Bite +23 melee 2d8+18 (20/x2); Space/Reach 5ft/5ft; SA Trip; SQ Damage Reduction 10/silver, Low-light vision, scent; AL CE; SV Fort +21, Ref +20, Will +10; Str 28(34), Dex 32, Con 24(30), Int 14, Wis 12, Cha 10;


Skills and Feats: Finesse Bite (B), Iron Will (B), WF Greatsword, Power Attack, Improved Initiative, Improved Toughness, Expertise, Improved Trip, Improved Natural Attack, Combat Reflexes


Possessions: belt of giant strength +6, amulet of health +6, adamantine greatsword +2, ring of protection +3
Curse of Lycanthropy (Su): Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy. 



Alternate Form (Su): A lycanthrope can shift into animal form as though using the polymorph spell on itself, though its gear is not affected, it does not regain hit points for changing form, and only the specific animal form indicated for the lycanthrope can be assumed.  It does not assume the ability scores of the animal, but instead adds the animal’s physical ability score modifiers to its own ability scores.  A lycanthrope also can assume a bipedal hybrid form with prehensile hands and animalistic features. 



 


Changing to or from animal or hybrid form is a standard action.  A slain lycanthrope reverts to its humanoid form, although it remains dead.  Separated body parts retain their animal form, however.  Afflicted lycanthropes find this ability difficult to control (see Lycanthropy as an Affliction, below), but natural lycanthropes have full control over this power.


Damage Reduction (Ex): An afflicted lycanthrope in animal or hybrid form has damage reduction 5/silver.  A natural lycanthrope in animal or hybrid form has damage reduction 10/silver.


Lycanthropic Empathy (Ex): In any form, lycanthropes can communicate and empathize with normal or dire animals of their animal form.  This gives them a +4 racial bonus on checks when influencing the animal’s attitude and allows the communication of simple concepts and (if the animal is friendly) commands, such as “friend,” “foe,” “flee,” and “attack.”


Low-Light Vision (Ex): A lycanthrope has low-light vision in any form.


Scent (Ex): A lycanthrope has the scent ability in any form.

Zephan: Male Human Sor14; Medium Humanoid; CR 14; HD 14d4+14; hp 18; Init +4; Spd 30 ft/x4; AC 10 (20 (+6 greater mage armor, +4 bracers of armor)), touch 10, flat-footed 11; Base Atk/Grapple +7/+6; Full Atk +7/+2 Two-handed  (1d6;20/x2,  +1 Quarterstaff); AL NE; SV Fort +7 (+10), Ref +6 (+9), Will +12 (+15); Str 8(-1), Dex 10(+0), Con 12, Int 10, Wis 16, Cha 21(25);

Skills: Bluff¹ +30, Concentration¹ +31, Knowledge (arcana) +17, Knowledge (nature) +1, Knowledge (the planes) +3, Listen¹ +6, Sense Motive¹ +4, Spellcraft +32, Spot¹ +6, Tumble +5. 

Feats: Eschew Materials, Improved Initiative, Lightning Reflexes, Spell Focus(Necromancy), Spell Penetration, Greater Spell Penetration
Spells: 0 (6 castings) - arcane mark, prestidigitation, light, ghost sounds, touch of fatigue, mage hand, detect magic, detect poison;
1 (8 castings) – magic missile; ray of enfeeblement, low-light vision
2 (7 castings) – fireburst (CA); melf’s acid arrow; false life, web
3 (7 castings) – Mage armor, greater (CA); dispel magic; blink; haste
4 (7 castings) – enervation, evard’s black tentacles, dimensional anchor, defenestrating sphere (CA)
5 (7 castings) – Fireshield, Mass (CA); hold monster; freezing fog
6 (5 castings) – Power Word Blind, Antimagic field

7 (3 castings) – Finger of Death

Posessions: cloak of charisma +4, bracers of armor +4, vest of resistance +3
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Encounter Two





Banshee; Medium Undead (Incorporeal); Hit Dice: 26d12 (234 hp); Initiative: +7; Speed: Fly 80 ft. (16 squares); Armor Class: 16 (+3 dex, +3 deflection), touch 16, flat-footed 23; Base Attack/Grapple: +16/+16; Attack: Incorporeal Touch +16 melee (1d8 plus 1d4 CHR); Full Attack: Incorporeal Touch +16 melee (1d8 plus 1d4 CHR); Face/Reach: 5 ft./5 ft. Abilities: Str 0, Dex 17, Con 0, Int 16, Wis 15, Cha 17; Saves: Fort +8, Ref +11, Will +19

Special Attacks: Charisma drain, horrific appearance, wail

Special Qualities: Detect living, incorporeal subtype, darkvision 60 ft., stunt plants, undead traits

Skills: Balance +5, Hide +32, Knowledge (nature) +32, Knowledge (religion) +32, Jump +2, Listen +33, Search +33, Spot +32, Survival +7, Tumble +32

Feats: Alertness, Blind-Fight, Combat Expertise, Combat Reflexes, Dodge, Improved Critical, Improved Initiative, Iron Will, Mobility, Spring Attack

Alignment: Usually neutral evil

COMBAT
Charisma Drain (Su): An individual struck by it must make a DC 26 FORT save or suffer a permanent 1d4 CHR loss (2d4 on a critical hit). The banshee heals 5 HP whenever it drains CHR (10 HP on a critical hit). It gains any excess HPs as temporary HPs.

Horrific Appearance (Su): Any living creature that views it must make a FORT save DC 26 or lose 1d4 points of STR, DEX, and CON. This save is made once per 24 hours.

Wail (Su): During the night, every 1d4 rounds a banshee can loose a deadly wail. This can slay up to 18 creatures in a 30 ft. spread centered on the banshee, or in a 60 ft. cone starting at the banshee. A FORT save DC 26 negates the effect.

Detect Living (Sp): Functions like the commune with nature spell, except that it detects only living creatures and the range is 1/2 mile. Usable 3xday.

Encounter Four





Thaniel and Viktor; Legendary Werewolves; CR 14; Male Human (Flan); Lycanthropic / Legendary Wolf / Ftr 2; HD 14d8+2d10+176; hp 231; Init +15; Spd 60'; AC 34 (+11 Dex, +7 Nat, +3 Def); Base Atk/Grp +14/+26; Atk Bite +28 2d8+18 (20/x2) or Adamantine GreatSword +29 2d6+20; Full Atk GreatSword +29/+24/+19  melee 2d6+20 (19-20/x2) and Bite +23 melee 2d8+18 (20/x2); Space/Reach 5ft/5ft; SA Trip; SQ Damage Reduction 10/silver, Low-light vision, scent; AL CE; SV Fort +21, Ref +20, Will +10; Str 28(34), Dex 32, Con 24(30), Int 14, Wis 12, Cha 10;


Skills and Feats: Finesse Bite (B), Iron Will (B), WF Greatsword, Power Attack, Improved Initiative, Improved Toughness, Expertise, Improved Trip, Improved Natural Attack, Combat Reflexes


Possessions: belt of giant strength +6, amulet of health +6, adamantine greatsword +2, ring of protection +3
Curse of Lycanthropy (Su): Any humanoid or giant hit by a natural lycanthrope’s bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.  If the victim’s size is not within one size category of the lycanthrope (for example, a hill giant bitten by a wererat), the victim cannot contract lycanthropy from that lycanthrope.  Afflicted lycanthropes cannot pass on the curse of lycanthropy. 



Alternate Form (Su): A lycanthrope can shift into animal form as though using the polymorph spell on itself, though its gear is not affected, it does not regain hit points for changing form, and only the specific animal form indicated for the lycanthrope can be assumed.  It does not assume the ability scores of the animal, but instead adds the animal’s physical ability score modifiers to its own ability scores.  A lycanthrope also can assume a bipedal hybrid form with prehensile hands and animalistic features. 



 


Changing to or from animal or hybrid form is a standard action.  A slain lycanthrope reverts to its humanoid form, although it remains dead.  Separated body parts retain their animal form, however.  Afflicted lycanthropes find this ability difficult to control (see Lycanthropy as an Affliction, below), but natural lycanthropes have full control over this power.


Damage Reduction (Ex): An afflicted lycanthrope in animal or hybrid form has damage reduction 5/silver.  A natural lycanthrope in animal or hybrid form has damage reduction 10/silver.


Lycanthropic Empathy (Ex): In any form, lycanthropes can communicate and empathize with normal or dire animals of their animal form.  This gives them a +4 racial bonus on checks when influencing the animal’s attitude and allows the communication of simple concepts and (if the animal is friendly) commands, such as “friend,” “foe,” “flee,” and “attack.”


Low-Light Vision (Ex): A lycanthrope has low-light vision in any form.


Scent (Ex): A lycanthrope has the scent ability in any form.

Zephan: Male Human Sor14; Medium Humanoid; CR 14; HD 14d4+14; hp 18; Init +4; Spd 30 ft/x4; AC 10 (20 (+6 greater mage armor, +4 bracers of armor)), touch 10, flat-footed 11; Base Atk/Grapple +7/+6; Full Atk +7/+2 Two-handed  (1d6;20/x2,  +1 Quarterstaff); AL NE; SV Fort +7 (+10), Ref +6 (+9), Will +12 (+15); Str 8(-1), Dex 10(+0), Con 12, Int 10, Wis 16, Cha 21(25);

Skills: Bluff¹ +30, Concentration¹ +31, Knowledge (arcana) +17, Knowledge (nature) +1, Knowledge (the planes) +3, Listen¹ +6, Sense Motive¹ +4, Spellcraft +32, Spot¹ +6, Tumble +5. 

Feats: Eschew Materials, Improved Initiative, Lightning Reflexes, Spell Focus(Necromancy), Spell Penetration, Greater Spell Penetration
Spells: 0 (6 castings) - arcane mark, prestidigitation, light, ghost sounds, touch of fatigue, mage hand, detect magic, detect poison;

1 (8 castings) – magic missile; ray of enfeeblement, low-light vision

2 (7 castings) – fireburst (CA); melf’s acid arrow; false life, web

3 (7 castings) – Mage armor, greater (CA); dispel magic; blink; haste

4 (7 castings) – enervation, evard’s black tentacles, dimensional anchor, defenestrating sphere (CA)

5 (7 castings) – Fireshield, Mass (CA); hold monster; freezing fog

6 (5 castings) – Power Word Blind, Antimagic field

7 (3 castings) – Finger of Death

Posessions: cloak of charisma +4, bracers of armor +4, vest of resistance +3
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