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Last year, the Kingdom of Keoland bequeathed the lands south of Preston to the Grand Duchy of Geoff. Lying between the Stark Mounds on the west and the Javan on the east, the Downlands offer the potential of significant resources for the war against the giants.  More than this, they offer a new home for thousands of Gyri in refugee camps around the Sheldomar Valley. All of their hopes and dreams ride on the ability of the Wolfpacks to brave the unknown reaches of the Downlands and find the Gyri a new place to call home..  A Grand Duchy of Geoff regional adventure for APLs 2 and 4.

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.
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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 Interactive 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

A nomadic Flannae tribe, the Rhedegog Fain ("Flowing Clan"), once inhabited the Downlands region, but they moved away or died out long ago, leaving behind only a few signs of their presence.  This includes an old trash ring at their campsite and a dozen or so graves in a dry creek bed. These tombs were recently been disturbed and Isskal “Issy” Tasselfoote lifted a certain amulet called “The Sign” from the corpse it rested upon. Issy currently lives with his brother, Caldric “Cal” Tasselfoote and cousin Brenillia “Bren” Tasselfoote here in the wilderness of the Downlands, away from the prying eyes of the Town Watch and their manacles made halfling hands. The spirits of the Rhedegog Fain tribe cannot be at peace until the Sign is returned. Returning the Sign is not easy.  The magic of the Sign prevents the relic from being given to anyone who is not a member of the Rhedegog Fain tribe.  Only members of the tribe can replace the relic.

In the same area, a colony of prairie dogs was infected with by a plague brought by rats inhabiting the nearby swamp.

Two nymphs, who inhabit the streams of the area, feud with each other.  Each blames the other for the plague infecting the prairie dogs and other animals of the area.

The actions of the player characters (PCs) determine the order that encounters happen.

Before the module begins, one of the PCs at the table is chosen to have distant blood ties to the Rhedegog Fain tribe.

The chosen PC receives a visit in his/her dreams by the ghost of Penredeg, late elder of the Rhedegog Fain, bringing a cryptic message.  The next night, while the clan member is on watch, Penredeg visits again, this time he is able to converse with the PC.  The PCs discover clues about the nature of the disturbance, the theft of the amulet, the identity of the thieves, and the location of the tombs.

Adventure Summary

Encounter One

Plague-bearing prairie dogs plague the PCs.  (And yes, all puns are intended).

Encounter Two

The PCs are thrust in the middle of the ‘sibling’ rivalry between Gloria and Einne. In order to earn the nymphs’ permission to settle in their area, the PCs must convince the nymphs that the Gyri will not harm the land.  The PCs must get the nymphs to put aside their bickering by proving that neither is responsible for the plague affecting the prairie dogs and other animals.

This is the encounter where the PCs meet Gloria.

Encounter Three

The PCs are thrust in the middle of the ‘sibling’ rivalry between Gloria and Einne. In order to earn the nymphs’ permission to settle in their area, the PCs must convince the nymphs that the Gyri will not harm the land.  The PCs must get the nymphs to put aside their bickering by proving that neither is responsible for the plague affecting the prairie dogs and other animals.

This is the encounter where the PCs meet Einne.

Encounter Four

The PCs are thrust in the middle of the ‘sibling’ rivalry between Gloria and Einne. In order to earn the nymphs’ permission to settle in their area, the PCs must convince the nymphs that the Gyri will not harm the land.  The PCs must get the nymphs to put aside their bickering by proving that neither is responsible for the plague affecting the prairie dogs and other animals.

This is the encounter where the PCs address the conflict between the nymphs.

Encounter Five

The PCs encounter Brenillia “Bren” Tasselfoote and her cousins, one of which is in possession of the Sign.

Encounter Six

The PCs come across the prairie dog mound, and if they are able to, they may speak to the prairie dogs and learn of the source of the plague.

Encounter Seven

The PCs discover an excellent rock quarry.

Encounter Eight

The PCs locate the swamp, the diseased rats wait for them inside.

Encounter Nine

The PCs locate the tombs where the Rhedegog Fain are laid to rest.  They must return the amulet to its rightful place, or the guardians of the tombs will drive them out.

Conclusion

Preparation for Play

Collect the following information from the players.  It is recommended that the information be recorded on 3”x5” index cards.  It becomes a good reference for the Judge and facilitates initiative order tracking during combat.

· Player Name

· PC Name

· Race/Class & Levels in each

· One Knowledge (local) check

· Five Initiative rolls

Before the module begins, the table judge must determine which PC has blood ties to the Rhedegog Fain.  Racial preferences are listed below in order of preference:

· Human with Flan ancestry – Note, unless a player specifically states otherwise, all PCs native born in Geoff have some amount of Flan blood in his or her ancestry.  During this time, it is extremely rare (1 in 100,000) to be pureblooded Flan.  For purposes of game play, all Flan blooded PCs are of mixed blood.

· Half-Elf with Flan ancestry – see Human with Flan ancestry above.

· Half-Orc with Flan ancestry - see Human with Flan ancestry above.

If there is more than one PC at the table that meet the racial qualifications, use the preferences listed below (in order of preference) to determine the tribe descendant:

· A PC with a majority of characters levels listed as Druid (Drd).  Preference goes to the PC with the larger number of Druid levels.

· A PC with a majority of characters levels listed as Ranger (Rgr).  Preference goes to the PC with the larger number of Ranger levels.

· A PC with a majority of characters levels listed as Cleric (Clr).  Preference goes to the PC with the larger number of Cleric levels.  To be considered at all, the deity worshipped must be a nature deity.

· A PC with a majority of characters levels listed as Barbarian (Brb).  Preference goes to the PC with the larger number of Barbarian levels.

· Judge’s choice.

Judge’s Note:  The Landless Nobility feat has no impact on the decision.

See Judge Aid #1 for the text involving the interaction of the ghost with the PCs.

Introduction

The strong currents of the Javan carry the search party’s barges quickly downstream, until you come to a small cove on the west bank of the river. The river men skillfully guide their barges into the cove, and bring them up onto a pebbly beach well away from the main flow of the river.  A wide stream enters the cove and eventually joins the main river.  The water here is shallow and calm.

A successful Knowledge (architecture and engineering), Profession (sailor), or other applicable skill (DC 10) tells the PC that if the cove were dredged out some more, it would make a good harbor for river traffic.

Just a few feet from the water, the pebbles turn to a firm turf were a tall, green prairie grass thrives. Looking inland, the land is nearly flat, although some hills can be seen in the distance to the west.

Davin ap Turwyn, a member of the Olwythi that traveled down the river with you, steps forward and calls for everyone’s attention. “We will set up the base camp here.  Once the camp is set, you should head out as soon as possible to explore the local area.  Return each night to report.  The wolfpacks will head back out each morning.  Let’s get to work”

The larger group is split into smaller groups for exploration of the area.  The PCs have the following choices for the direction they wish to travel.  They may split the party a go in multiple directions at once.  However, they will be too far away to assist the other members of the party if they get into trouble.  Once the party has experienced an encounter, they do not repeat it if they come back to that area again.  See Judge Aid #2 for a graphical breakout of the encounters.

Encounter Guide

· North (go to Encounter One)

· West (go to Encounters Two, Three, and Four)

· South (go to Encounter Five)

· Northwest (go to Encounter Six)

· Southwest (go to Encounter Seven)

· North by Northwest (go to Encounter Eight)

· West by Northwest (go to Encounter Nine)

North Description

The area to the North of the base camp leads to what looks like a rolling plain.

West Description

A small animal path heads off into the undergrowth.  There sounds like a small creek running in the distance.

South Description

The area to the South of the base camp leads to what looks like a hilly area.

Northwest Description

The area to the Northwest of the base camp leads to what looks like a rolling plain with more hills than to the north.

Southwest Description

The area to the Southwest of the base camp slopes upwards in to some broad hills.

North by Northwest Description

The party should not get this description from the base camp.  They should experience the prairie dog hill (Encounter Six) before this.

The land to the north of the hill is a dark green.  Lots of water runs into the area.

West by Northwest Description

The party should not get this description from the base camp.  They should experience at least one of the nymphs (Encounters Two or Three) before this.

Once they cross the nymphs’ stream, the land turns into a series of rolling hills.  The bottoms of these hills are sinkholes.  Some of them have fissures in them.

The PCs can go through the encounters in any order.  Once the party states they are ready to return and report to the command staff, go to the Conclusion.

Encounter One

As you explore northward, the land remains mostly flat, with only the slightest gentle roll from time to time, but nothing that could actually be called a hill. The ground here is soft, and the prairie grass is tall, green, and lush.  Several high pitched animal calls carry across the grasslands.

A successful Survival, Knowledge (nature), Profession (farmer), or other useful skill (DC 10) allows the PC to recognize this as excellent farmland.

Put the PCs into a marching order.

A successful Knowledge (nature) check (DC 15) allows the PC to recognize the high pitched animal calls as the standard warning call a prairie dog makes when something enters its domain.

A successful Spot check (DC 15) allows the PC to notice several prairie dog holes as they make their way through the grassland.

A successful Spot check (different from the preceding check) (DC 21) allows the PC to notice several prairie dogs watching them from the grass.

Anyone successfully recognizing the warning call or spotting the prairie dogs are not flatfooted when the Pungent Pugnacious Plague-bearing Prairie Dogs (P3BPDs) attack.

APL 2 (EL 2)

Pungent Pugnacious Plague-bearing Prairie Dogs (12): hp 3 each; see Weasel, Monster Manual page 282.

APL 4 (EL 4)

Pungent Pugnacious Plague-bearing Prairie Dogs (24): hp 3 each; see Weasel, Monster Manual page 282.

Tactics:  The PCs start in the center of a circular field 80-ft. in diameter.  The P3BPDs start at points randomly scattered around the PCs.  No P3BPD starts any closer than 40-ft. from the party.  P3BPDs get a +5 circumstance bonus to AC while moving through the grass towards the party because they are hard to see.  Once they are adjacent to a PC, they rise up to attack and they lose the circumstance bonus.  On a PCs turn in the initiative order, the PC may make a Spot check (DC 15) to negate the +5 circumstance AC bonus.

The P3BPDs were driven mad with disease so they close with the PCs as fast as they can and fight to the death.

Once the combat is concluded, a PC may make a Knowledge (nature) check (DC 10) to determine that the P3BPDs were infected with a disease.  The foul odor they give off is a hint.

A successful Heal check (DC 15) is required to determine that the disease was filth fever.

Any PC successfully injured by a P3BPD must succeed a DC 12 Fort save or be infected with filth fever per the infection rules on page 292 of the DMG.

The PCs spend the rest of the day exploring the grasslands, but find nothing else of interest.  Unless they state otherwise, they return to the camp that afternoon to report.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Two

The animal trail leads them from the base camp to a stream.  If they move upstream, continue with this encounter.  If they move downstream, go to Encounter Three.

If the PCs for any reason decide to engage the nymph in combat, ask the players if they are sure they would like to destroy the physical embodiment of nature’s beauty.  If they still decide to fight, they quickly discover that they are no match for the nymph.  The nymph uses her druidic abilities and arcane magic to subdue the PCs.  However, her Vow of Nonviolence feat means that she only inflicts non-lethal damage.  The PCs wake up the next morning back beside the cove, stripped of their “weapons of war,” including spellbooks and such, and they will have failed to attain the nymph’s permission to settle, thus ruining the mission.

As you move up the stream, the streambed quickly narrows, bubbling and rushing past you on its way to the river.

A successful Survival, Knowledge (architecture and engineering), Profession (miller), or other appropriate skill check (DC 10) allows the PC to recognize that this area is a good place for mills.

After following the stream for a couple of hours, you come across something that first looked like a few low hills.  Upon closer inspection, it is a continuous two-foot-tall mound in the shape of a large ring, approximately 150-ft. in diameter, lying about 200 feet north of the stream.  There are gaps in the ring about 8-ft. wide at each of the four points of the compass.

If the PCs investigate

· A successful Spot check (DC 10) allows the PC to notice some bones sticking out of the mound.

· A successful Survival or Knowledge (nature) check (DC 15) determines that the bones are animal bones, mostly deer.

· A successful Search check (DC 15) allows the PC to find fragments of broken crockery.

· A successful Search check (DC 25) allows the PC to find a badly cracked bowl with three parallel wavy lines carved into the inside.

As you continue up the stream, you notice a few small hills here and there, which continue to grow in size as you move westward.  After another hour or so of travel, you come upon an absolutely breathtaking sight.

You happen upon a long, wide pool of crystal-clear water, at least 450-ft. across and more than twice that in length.  At the far end, a small waterfall drops into the pool from out of a low hill. The sound of the flowing water harmonizes perfectly with the chirping of songbirds and the rustling of the wind against the grass, along with a wide variety of flowers; they are arranged in perfectly shaped clusters.

An elegantly beautiful humanoid female with elven features approaches, slowly wading across the pool from the direction of the waterfall. Her appearance is as perfect as the scenery around her.  Her long, flowing, auburn-colored hair flutters in the breeze, and her wide emerald eyes inspire feelings of reverence.  Her spring green dress is simple, reminiscent of an angel’s, but highlights every curve of her body.  This being can only be a nymph, the perfect embodiment of the beauty of nature.

 “Welcome, travelers,” the nymph speaks. “What brings you into my garden?”

Gloria is curious about the nature of the party’s visit.  She is very warm and welcoming, but she is very particular about her garden.  She enjoyed the presence of the Rhedegog Fain, as they were reverent towards her, bringing her gifts whenever they would stay in the area.  However, the prospect of permanent settlement disturbs her, so it will take some convincing to gain her permission.

Q:  “What’s your name?”


A:  “I am Gloria.”

Q:  “We’re just exploring.”


A:  “It makes me glad to greet explorers in my garden once again.” She outstretches her arms, drawing attention to the scenery. “Do you like it?”

Q:  Tell us about the Rhedegog Fain. / Tell us about anyone who used to live here.

A:  “A tribe of dark humans who painted themselves camped by my garden every once in awhile.  They were shepherds and hunters, mostly, and they were very respectful towards the land and my garden.  They even brought me gifts whenever they would arrive.”

Allow the PCs a Spot check (DC 20).  If successful, the PC notices the nymph rubbing the pad of her right thumb against the side of her forefinger, slowly twisting a simple metal ring.  The crown of the ring has three parallel wavy lines adorning it.  If they found the bowl, remind them that the pattern is similar to the symbol in the broken bowl.

Q:   “Where are the tombs / Where is the ‘hidden flow?’”


A:  The nymph points apparently northwest. “They laid themselves to rest in the bank of the hidden stream.”

If the PCs bring up the prospect of temporary settlement she says, “It would be nice to have someone to talk to every once in awhile again.”

If the PCs bring up the prospect of permanent settlement, she says, “Permanently?  But that would surely bring ruin to my garden!” At this point, the nymph’s NPC attitude goes from Friendly to Unfriendly (see page 72 of the PHB for details on NPC attitudes).  The party must use Diplomacy to calm her down.  Give the players circumstance bonus ranging from –5 to +5 depending on how well they role-play.  Some items that may earn other bonuses include:

· Offer promises of respect towards nature.  +2 bonus

· Offer to do something for her in return.  +2 bonus

· Offer promises to leave her space alone.  +2 bonus.

· Entice her with the opportunity to play with the residents.  +2 bonus.

· Respond with an attitude like “Well, too bad! We’re coming here whether you like it or not!”  -5 bonus.

If the PCs state something to the effect that they are coming regardless of what the nymph says, she responds with a glare that sends a freezing chill up your spine.  She says, “I won’t let you.  What if the land itself rose against you?  What if every bird, tree, and rock rebelled?  What if the very ground you stood on worked to drive you away?”
The PCs must alter the NPC’s attitude from Unfriendly back to Friendly to calm her down.  To do so requires a successful Diplomacy or Cha check (DC 35).  Once they do that, they can ask for permission to settle.

She considers the party’s request and says, “I have no problem with settlers, as long as they are kind and respectful to nature and to my garden. But first, you have to do something for me.”
Q:  What do you want done?


A:  “Well, I know that my sister is responsible for the plague that is affecting the prairie dogs, and I want you to prove it.”

Q:  “Sister?!?”


A:  “My sister…” she scoffs, her eyes showing her anger. “It was her turn to care for the animals in the area.  She didn’t do her job and now the poor creatures are dying out.  She swears it’s my fault, but we both know she is to blame.” 

Q:  “What’s her name?”


A:  “Einne. [EEN-nah]”

Q:  “Where can we find her?”


A:  The nymph points towards the southeast. “She lives that way.  She calls the delta her home.  It is a big mess; you cannot miss it.”

Q:  “Can’t you two get along? Why don’t you investigate it together?”


A:  “Just as soon as she admits this is all her fault!  Only then will I work with her again.”

If the PCs have met Einne already, they may ask:

Q:  “Einne said you like to mess up her delta. Is this true?”


A:  “I simply try to show her what is best; what she should be doing.”

All APLs (EL 14)

Gloria:  Female nymph; hp 63; see Appendix Three.

If the party wants to visit Einne, go to Encounter Three.  If the want to try and resolve the issue, go to Encounter Four.

Otherwise, see the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Three

The animal trail leads them from the base camp to a stream.  If they move downstream, continue with this encounter.  If they move upstream, go to Encounter Two.

If the PCs for any reason decide to engage the nymph in combat, ask the players if they are sure they would like to destroy the physical embodiment of nature’s beauty.  If they still decide to fight, they quickly discover that they are no match for the nymph.  The nymph uses her druidic abilities and arcane magic to subdue the PCs.  However, her Vow of Nonviolence feat means that she only inflicts non-lethal damage.  The PCs wake up the next morning back beside the cove, stripped of their “weapons of war,” including spellbooks and such, and they will have failed to attain the nymph’s permission to settle, thus ruining the mission.

As you explore along the southern portion of the stream, you come across a very beautiful delta. The slow-moving stream randomly branches out into a triangular-shaped network of streams, chaotically winding themselves around, spreading out until they form into swampland.  Flowers and plants of all shapes and sizes beautify the delta, each one as unique and as beautiful as the last.  The area welcomes your presence with open arms.

From a splash of water from in front of you, a wide-eyed, smiling humanoid female with elven features appears from under the water, shouting “Ta-daa!”  Patches of her long auburn-colored hair are tied in braids, and her sparkling emerald eyes glitter with excitement.  Her dress is a variety of colors reflecting her and nature’s flighty qualities. This being can only be a nymph, the perfect embodiment of the beauty of nature.

“Hello!” the nymph greets you. “It has been so long since I have had visitors!”

Einne is excited by the arrival of the PCs. She is gentle and playful, and extremely talkative, freely expressing her emotions and expecting everyone to be hanging on her every word.  She enjoyed the company of the Rhedegog Fain, as she would sometimes play games with their children, and of course she loved receiving their gifts.  She does not like the idea of a permanent settlement, because she feels it will be too much of a burden for her, but she can be convinced with promises of lots of fun and games with the residents, but especially promises to leave her space alone, the natural beauty untouched by civilization.

Q:  “What’s your name?”


A:  “I’m Einne! [EEN-nah] What’s yours?”

Q:  “We’re just exploring.”


A:  “Well, have you found anything you like? It’s so great to have visitors again!”

Q:  Tell us about the Rhedegog Fain. / Tell us about anyone who used to live here:


A:  “The dark-skinned humans, they would come see me every once in awhile. They would bring lovely gifts, and sometimes their children would play with me.”  She sighs.  “I miss them.”

Allow the PCs a Spot check (DC 20).  If successful, the PC notices the nymph rubbing the pad of her right thumb against the side of her forefinger, slowly twisting a simple metal ring.  The crown of the ring has three parallel wavy lines adorning it.  If they found the bowl, remind them that the patter is similar to the symbol in the broken bowl.

Q:  “Where are the tombs / Where is the ‘hidden flow?’”


A:  The nymph points to the northwest.  “They laid themselves to rest in the bank of the hidden stream.”

If the PCs bring up the prospect of temporary settlement she says, “It would be so great to have visitors to play with again!”
If the PCs bring up the prospect of permanent settlement she says, “You mean, like a city? But that would be too much for me!”  At this point, the nymph’s NPC attitude goes from Friendly to Unfriendly (see page 72 of the PHB for details on NPC attitudes).  The party must use Diplomacy to calm her down.  Give the players circumstance bonus ranging from –5 to +5 depending on how well they role-play.  Some items that may earn other bonuses include:

· Offer promises of respect towards nature.  +2 bonus

· Offer to do something for her in return.  +2 bonus

· Offer promises to leave her space alone.  +2 bonus.

· Entice her with the opportunity to play with the residents.  +2 bonus.

· Respond with an attitude like “Well, too bad! We’re coming here whether you like it or not!”  -5 bonus.

If the PCs state something to the effect that they are coming regardless of what the nymph says, she responds with a glare that sends a freezing chill up your spine.  She says, “I will not let you.  What if the land itself rose against you?  What if every single animal, boulder, and sampling decided to kick you out!”
The PCs must alter the NPC’s attitude from Unfriendly back to Friendly to calm her down.  To do so requires a successful Diplomacy or Cha check (DC 35).  Once they do that, they can ask for permission to settle.

She considers the party’s request and says, “Well, I would love to have the company, and you would have to respect my space, you know. But first you would have to do something for me.”
Q:  “What’s that”


A:  “Well, I know that my sister is responsible for the plague that is affecting the prairie dogs, and I want you to prove it.”

Q:  “Sister?!?”


A:  “My sister…” she scoffs, her eyes showing her anger. “It was her turn to care for the animals in the area.  She didn’t do her job and now the poor creatures are dying out.  Of course, she swears it’s my fault, but we both know she’s to blame.”

Q:  “What’s her name?”


A:  “Gloria, that… ugggh!”

Q:  “Where can we find her?”


A:  The nymph points towards the north. “She lives that way. She has this big pool with a waterfall. You cannot miss her; she is always there fixing something.”

Q:  “Can’t you two get along? Why don’t you try to fix this together?”


A:  “As soon as she admits this is all her fault!  I will not work with her until she apologizes.”

All APLs (EL 14)

Einne:  Female nymph; hp 72; see Appendix Three.

If the party wants to visit Gloria, go to Encounter Two.  If the want to try and resolve the issue, go to Encounter Four.

Otherwise, see the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Four

Judge’s Note:  The PCs should not experience this encounter until they have cleared the swamp of dire rats (Encounter Eight) and have the proof needed to convince the nymphs that the other is not responsible.  The judge should simply have the nymphs be in their normal locations with nothing new to talk about until the disease issue is resolved.

The PCs must resolve the conflict between the sisters by finding out the source of the plague that has affected the prairie dogs.  Once the source is located and the party points out to the nymphs that neither of them is responsible they agree to work together and cleanse the swamp.

The PCs must also convince the nymphs that the Gyri revere nature and will not corrupt or abuse the land.  The PCs gain the favor of Gloria and Einne.  The nymphs will agree to allow a civilization and train willing PCs in the proper care of nature.

See the disclaimer at the beginning of Encounters Two and Three regarding PCs attacking either or both of the nymphs.

As the party goes searching for the nymphs, they do not find them in their normal places, the pool or the delta.  The party finds them along the stream connecting the two locations having an argument.

As you went to talk to the nymphs, they were nowhere to be found in the last places you saw them.   As you search the area for them, the sounds of splashing water and raised voices come from around the next bend.

Assuming the PCs investigate.

All APLs (EL 16)

Einne:  Female nymph; hp 63; see Appendix Three.

Gloria:  Female nymph; hp 72; see Appendix Three.

Near the animal path leading to the base camp, the two nymphs stand waist deep in water with very angry expressions on their faces.

The nymphs throw accusations at each other punctuated by a large splash of water aimed at the other nymph.  They are arguing over the diseased prairie dogs and both still believe the other is responsible.

When the PCs try to intervene.

As you make your presence known to the nymphs, they both turn an hit you with a gaze that would freeze water.  Both say at the same time, “Stay out of this.  I know you took her side in this.”  They then look at each other.

At this point, the NPC’s attitude towards the PCs is Indifferent.  Allow the PCs the opportunity to role-play presenting their information regarding the dire rats in the swamp.  If they bring a dead dire rat, give the PCs a +10 circumstance bonus to their check.  A successful Diplomacy or Cha check (DC 25) moves their attitude back to Friendly.  They calm down and start apologizing to each other; hugging and stroking each other’s hair.

The PCs can ask for the nymphs’ permission to settle in the area.  The nymphs look at each other and Gloria says, “If your people can promise to respect the land and leave us our space, we will welcome them here.”  Einne continues, “It will be wonderful to have visitors again, especially the children.  Come sister; let us go cleanse the swamp so that others do not fall ill.  Then we can go prepare the area for visitors!”  Both nymphs completely ignore the party, as they make their way north along the stream.  They are totally lost in plans for what they will do to the area.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Five

Brenillia "Bren" Tasselfoote is a halfling bandit who spends time in the Downlands while things cool down in Niole Dra, Gradsul and other favored looting spots.  Various organizations throughout the Sheldomar Valley want her for various crimes.  She prefers to be a second story girl, but has polished her charm for those occasions when she is spotted and cannot outrun the opposition.

At APL 2 her two cousins are out doing chores and are too young to engage in combat should they come back before the PCs leave.

At APL 4, her two cousins, Isskal "Issy" Tasselfoote and Caldric "Cal" Tasselfoote, are in the camp and do engage in combat.  The PCs must accomplish two objectives here.  First, Bren has an item required to put the spirits of the Redegog clan to rest.  She did not actually take the talisman; her cousins did, but she did not stop them.  She did not tell them to put it back either.  The PCs must recover it and return it to the tombs.  The problem is the talisman cannot be given to anyone who is not part of the Redegog clan.

Second, the PCs must capture, drive off, kill, or convince the bandit to leave the area. Since the Knights want her, the PCs have a chance to gain either her favor or the Knights’ favor.  If they kill her, they do not get any favor.  If they do not turn her over to the authorities, they get the favor of Bren Tasselfoote.  If they turn her over to the Knights of the Watch, they get their favor instead.

If the PCs interrupt box text to ask questions, allow them to do so.  Consult the question and answer section for her responses.  If the appropriate response is not listed, improvise a generic answer or have her not know the information requested.

Use the Knowledge (local) check the PC made before the module started.  If the check is successful (DC 10), the PC recognizes Bren’s name and remember that the Knights of the Watch want her for breaking into a Hochoch merchant’s place of business and stealing from him.  The Knights of the Watch augment the Hochoch Town Watch at the request of Baron Padrig ap Bedwyn.  So the Knights can lawfully arrest those wanted for crimes in Arwerth.

To the south of the camp are several hills, as you crest the one of these hills, two wagons sit just past the bottom of the hill.  The wheels are blocked and the wagons are partly opened and look like they are used as dwellings. A fire pit burns nearby, but the only inhabitants in sight are two dogs.

As the PCs approach

The dogs begin barking and snarling at in a most unfriendly manner. "Down boys, please do not worry about them, they will not bite you." a female voice calls out.  Turning to see the source, you see an attractive female halfling wearing a teal tunic, comfortable leather pants, and boots with colored tassels all around the tops.  Across her shoulders is a very colorful shawl.

Once the PCs have reached the camp

"Sorry about that," she says in a friendly tone. We haven’t seen anyone else out here during our visit. What brings you out into the middle of nowhere?"

Bren waits for the PCs response. She is a classic con artist and sizes up the PCs quickly; dodging any questions she does not want to answer with all the skill of a Washington, DC beltway insider.  Despite her profession, Bren is a genuinely friendly woman.  After a moment, she remembers her manners and invites the PCs inside for tea and a snack.  A successful Spot check (DC 15) followed by a successful Survival check (DC 10) allows the PC to notice the wagon tracks and that they come from the direction of Preston.

“Where are my manners? I’m Brenillia Tasselfoote, but you may call me Bren. Won’t you come inside for some tea and a snack?”

If the PCs agree, continue with the section below.  Otherwise, go to the section titled Did Not Accept.

The wagons are quite interesting dwellings.  There are tracks along the floor so that furniture can slide around and some of it looks as if it might even fold up.  With a few quick motions Bren folds the bed up and out of the way and produces a table and stools. “Do you prefer cakes or biscuits?”

A successful Spot check (DC 15) allows the PC to notice that two of the cabinets have locks on them and a locked chest sits in a corner.

Refer to the question and answer section below to answer the questions PCs bring up with Bren.  She chats with the PCs as long as they wish.

Did Not Accept

“Are you sure? We haven’t had visitors in such a long time. I have some fresh honey to go with the tea and biscuits.”

If they still decline:

“Suit yourselves.”

She engages the PCs in conversation as long as they wish and is very open about everything except her true profession.

Regardless if they accept tea or not

At APL 2 or APL 4, she leaves the PCs enjoying their tea and gets her cousins.

The PCs may attempt to follow Bren.  She does not attempt to hide while doing this.  She walks a short distance away from the party to a nearby stream where her two cousins are fishing.  After moment of conversation, she returns to the campsite with them.

The PCs may look around the wagons while she is gone, but if they attempt to get into a locked cabinet or chest, they may set off one of the traps.  All of the locks are trapped the same.  If a PC sets off one of the traps cannot undo or hide the ink “damage”, Bren checks her stuff, resets the trap, locks the cabinet/chest, and laughs at the PC saying, “That’ll teach you to go through other people’s stuff.  Don’t worry, it’ll wear off after a week or so.”

If the PCs search the wagons, they find various personal items.  None of which can prove that the Halflings stole them.  However, if the PCs end up killing the Halflings, they can claim the material as loot.

All APLs


Colored Ink Trap: CR 1; mechanical; touch trigger; manual reset; Lock (Open Lock DC 30); entire front side of the character is covered in an embarrassing color; DC 16 Reflex Save negates; Search DC 29; Disable Device DC 15.

If the PCs have been asking about the amulet:

Bren returns after a few moments with two younger Halflings.  “These are my cousins, Issy and Cal. Cal, Issy, these guests wish to speak to you about something.”

The boys try to deny taking anything from the tombs, but are horrible liars.  A successful Sense Motive (DC 5) allows a PC to see right through them.  With some prodding [a successful Diplomacy check (DC 5) or a successful Intimidate check (DC 5)], Issy, the one who actually took the talisman, tries to give it to the PCs.

Issy speaks up, “Ok, I took the amulet, but they weren’t using it.  But if you’re going to be picky about it, I’ll give it back.”  He reaches beneath his tunic and pulls out a beautiful silver amulet set with blue stones in three wavy lines.

If the chosen PC is present, Issy gives him/her the amulet.  If the chosen PC is not present:

Issy tries to hand you the amulet, but he cannot let go of it, almost as if he were afraid of what might happen if he did.

The amulet does not leave Issy’s possession no matter what the PCs do unless the chosen PC is present.

Questions and Answers

If PCs are friendly and naive when they first encounter the bandit:

Q:  “How is We?”


A:  “My cousins and I.”

Q:  “What's your name?”


A:  “Bren Tasselfoote.”

Q:  “What are you doing here?”


A:  “I'm traveling the Sheldomar Valley with my cousins.  I promised to take them all over the Flanaess when I retired from performing.”

Q:  “Where are you coming from?”


A:  “A small town not too far from Gradsul.  We crossed the river at Javan Ferry.”

Q:  “What type of performer were you?”


A:  “I was in a circus, and I performed for private occasions.  I did a lot of work in Niole Dra and Gradsul for many powerful and influential people. I've actually done work all over the Sheldomar.  I’ve even been to Preston and Hochoch.”

If PCs know about the ghost:

Q:  “Have you seen a ghost around here?”


A:  “A ghost? Don’t you know that this land was part of Keoland? There are no undead in Keoland.”

Q:  “What can you tell us about the tombs to the north?”


A:  “Oh, I wouldn't go in there. My cousins and I stumbled into them a couple of weeks ago. It was pretty nasty down there.”

Q:  “Did you take anything from the tombs?”


A:  “I would never desecrate a tomb; Yondalla would never forgive me.”

Q:  “Well, we were told that you took something.”


A:  “I promise. I didn't. Perhaps one of my cousins did. Let me go get them.” (She leaves PCs and goes to get her cousins).

Use the stats that follow if the PCs engage the Halflings in combat.  If the PCs convince the Halflings to leave the area, they still get full XP for the encounter.

APL 2 (EL 5)

Bren Tasselfoote:  Female halfling Rog4; hp 21; see Appendix One.

Fluffy:  hp 15; see Riding Dog – Monster Manual page 272.

Scruffy:  hp 15; see Riding Dog – Monster Manual page 272.

APL 4 (EL 7)

Bren Tasselfoote:  Female halfling Rog5/Ftr1; hp 33; see Appendix Two.

Cal Tasselfoote:  Male halfling Rog2; hp 9; see Appendix Two.

Issy Tasselfoote:  Male halfling Rog2; hp 9; see Appendix Two.

Fluffy:  hp 15; see Riding Dog – Monster Manual page 272.

Scruffy:  hp 15; see Riding Dog – Monster Manual page 272.

The PCs gain the following treasure if they defeat the NPCs in combat.  Otherwise, it leaves with the NPCs.

Treasure

APL 2: L:  200 gp, C:  25 gp, M:  0 gp.

APL 4: L:  300 gp, C:  25 gp, M:  0 gp.

The journey to and from this encounter plus the time spent with the Halflings consumes most of the day.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Six

As you move farther northwest from the base camp, you encounter low hills, many of them that go on for miles.  One of the hills up ahead is a little taller than the others and is crowned by a copse of trees.

As the PCs approach the hill, put them into a marching order and allow them to make a Spot check (DC 10).  If successful, the PC notices prairie dog holes in the side of the hill.  If they make a DC 15 check, they notice prairie dogs looking at them from some of their holes.

A successful Sense Motive check (DC 10) tells the PC that these prairie dogs are calmer than the diseased ones they met earlier.  A successful Handle Animal check (DC 15) coaxes one of the prairie dogs out of its hole.  These animals do not give off the pungent odor the diseased prairie dogs did.  A successful Heal check (DC 10) confirms that these animals are not infected.  If anyone can speak with the prairie dogs (i.e. speak with animals or similar ability), the prairie dogs have the following information to reveal to the PCs.

· The slimy thieves near the big water made their den mates sick.

· Their sick den mates got mean.

· They hid in the hill from sick den mates.

· “Slimy thieves must go.”

· If asked where the slimy thieves are, the prairie dogs look off to the north.

If the PCs attack the prairie dogs, they all retreat deep into the hill.  The PCs cannot get at them and they do not come back out.

A fairly large stand of oak and chestnut sits on top of the hill you approach.  From the top, looking out from the edges of the copse, you can see quite a distance across the low-lying land from up here.  Back to the east, the river is plainly visible, as well as a large pool to the southeast not far from where you landed.  There is also a gleam of water several miles to the north, and runs far into the west. To the northeast, the stream spreads out, and intermingles with the landscape before it encountering the river.  Farther to the north, there is a large expanse of dark green – perhaps a small forest?

A successful Survival, Knowledge (nature), Profession (farmer), or other applicable skill check (DC 10) recognizes this area as excellent pastureland.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Seven

As you explore to the southwest from the base camp, you come to a region of gently rolling hills, which grow larger and larger as you move to the north and west.  Eventually, you see small stones are mixed amidst the grass.  As you crest a broad hill, you discover that the southward face of the hill is formed entirely of granite.  Boulders, some as large as small houses, broke from the face over the years and now lie strewn about the foot of the cliff, as if giants had once played ninepins here.

Put the PCs into a marching order.

A successful Survival, Knowledge (nature), Knowledge (architecture and engineering), Profession (miner), or other appropriate skill check (DC 10) recognizes that this site is an excellent quarry site.  Rock gnomes or dwarves may make an Int check (DC 10) to recognize this.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Eight

As you travel farther north by northwest, the ground beneath your feet grows softer, and pools of stagnant water become more commonplace.  You come to the edge of what can only be described as a swamp.  Mud, muck, and bogs stretch northward for at least a mile.  Further progress into this area will certainly be slow.

A successful Survival check (DC 10) tells the PC they are approximately four miles north by northwest from the base camp and the main river.

If the PCs choose to go no further, a successful Spot check (DC 15) allows the PC to notice a large, black rat swimming into the swamp.  It is carrying something shiny (a golden ring it got from the corpse).

If the PCs continue into the swamp, put them into a marching order.  The leader must make a successful Survival check (DC 15) to pick out a path through the swamp.  If successful, the party moves at half-speed.  If the check was unsuccessful, they move at one-quarter speed.  If the party chooses a different leader, the new leader may make a new Survival check.  Due to the restricted movement (regardless if the check was successful or not), PCs are not allowed 5-ft. steps, no charging, and no running.  Tumbling checks have a +5 circumstance penalty.  If a PC has a method of walking on top of the water, flies, or has a freedom of movement effect active, these penalties do not apply.

A successful Survival or Knowledge (nature) check (DC 10) tells the PC that this swamp is a good source of peat.

After the party moves into the swamp a distance, allow them another Spot check.  A successful check (DC 10) allows the PC to spot a patch of scarlet further ahead.

Upon closer inspection, the patch was once a fairly nice (i.e., masterwork) cloak, still attached along with some tattered scraps of leather armor, to a rotting corpse.  An old rusted rapier lies nearby.

There is nothing magical about the clothing, armor, or sword.  These items have no gold piece value.  This hapless adventurer got lost in the swamp and killed by the rats, who made off with what little treasure he possessed.  The shiny object the first rat was carrying came from this corpse.

A successful Spot check (DC 18) allows the PC to notice the dire rats approach and is not surprised when combat starts.

While you examine the site, the ground around you has begins to move.  Unfortunately, it is not the wind moving the grass; the local rat population has taken an interest in you.

APL 2 (EL 2)

Dire Rats (6):  hp 6 each; see Monster Manual page 64.

APL 4 (EL 4)

Dire Rats (12):  hp 6 each; see Monster Manual page 64.

Tactics:  The dire rats begin 10 feet from PCs.  The PCs start on a small island in the swamp that is 20-ft by 20-ft.  The movement restrictions do not apply here.  The island is situated in a waterlogged clearing, 80-ft. in diameter.  The water is three feet deep.  There is a narrow trail leading away to the west from the western edge of the clearing.  The PCs approach the island from the eastern edge of the clearing.

The dire rats gain up on PCs and fight to the death.  For every PC injured by the dire rats, do not forget to check for the disease infection.

Once the rats are defeated, the PCs can Search the area.  A successful search allows the PCs to find some rings and jewels lying in the mud along the trail to the west.  The trail goes a short distance to the dire rats’ lair, which is now empty.

Treasure

APL 2: L:  0 gp, C:  225 gp, M:  0 gp.

APL 4: L:  0 gp, C:  325 gp, M:  0 gp.

See the Encounter Guide in the Introduction to determine where the PCs go next.

Encounter Nine

As you move farther to the north and west, the rolling hills continue to rise and fall. The northern stream has been growing slowly closer for some time, and it looks like there is nothing distinctive about this area.

Put the PCs into a marching order.

A successful Spot check (DC 15) allows the PC to notice several sinkholes and fissures in this area.

A different, successful Spot check (DC 20) allows the PC to notice that the bottom of one of the fissures widens at one end.  Perhaps it is an entrance to something.

If the chosen PC is present, give that PC a +5 circumstance bonus to his/her spot check because of the blood tie the PC has.  If the chosen PC is carrying the Sign, make the circumstance bonus +10 because the relic amplifies the attraction.

A successful Survival check (DC 15) tells the PC that this area used to be a streambed at one time.

The PCs can make their way down into the fissure with a successful Climb check (DC 10).

If they proceed down the fissure

As the fissure widens, it also grows deeper. After you travel about 50 feet, the walls rise at least 25 feet above your heads.  Dug into the northwest bank, about 3 feet off the ground, is a large, round hole about 8 feet in diameter.  Inside, it is pitch black.

If they find a light source or peer in with darkvision

The cave has been turned into a tomb.  Nobody has been in here for quite some time.  A tunnel 10-ft. wide continues back into the darkness for another 40-ft.  A row of alcoves is dug into each wall, and a mummified body lies in each alcove.  There are a total of 16 corpses in this tomb; seven along the left wall, eight along the right wall, and one in a single alcove at the back of the tomb.  A thick layer of dust covers everything.

If they enter the tomb and the chosen PC is in the party and has the Sign

If the PCs do not have the Sign go to the section after this one.

A successful Survival check (DC 15) reveals to the PC two sets of small boot prints in the dust of the floor.  The boot print go to every alcove in the tomb.  The boot prints disappear at the mouth of the cave.  It has been a week since the tracks were made and the outside weather removed any trace of the tracks beyond the entrance.

A successful Search check (DC 10) locates no valuable items in the tomb.  However, those PCs that make a successful Search check can make a Spot check (DC 15) to notice that one of the mummies has been disturbed.

If the check was successful, continue with the following text.  The corpse in the back of the tomb has been disturbed recently.  There is no dust in the center of the chest.  A dust free line extends from the center of the chest to either side of the neck.  The hands have been moved as well.
If the PCs explore farther down the fissure, it tapers to an end 50-ft. further down.

The tomb's guardians, including any who may have risen before if the party came here without the Sign, remain in their alcoves without stirring.  Once the chosen PC places the Sign back on Pen Rhedeg's body, continue with the following.  Only the chosen PC and those in the tomb experience what follows.  Those in the party outside the tomb see nothing different than what they saw before.

As you lay the amulet back in its place around the old leader's neck, a heavy weight has been lifted from your shoulders.  As you turn away from the alcove, everything changes.  You see the mouth of the tomb [and your companions standing beside you/beyond the opening in the fissure], but the inside of the tomb has now become outside.  A now familiar voice calls to you.

As you turn you find yourself standing on a wide grassy plain, but this time there is an immense river, at least three times as broad as the Javan, flowing slowly past.  The warm breeze just barely ripples the slow-moving water.

Standing next to you at the edge of the water is Pen Rhedeg, flanked by 15 strong warriors.  The Sign hangs from his neck and he smiles broadly at you.

Pen Rhedeg and the others completely ignore everyone else except the chosen PC.  While all the party members in the tomb can see and hear what transpires, only the chosen PC can physically interact with the ghosts.

“Bore da, and well done, young stream,” the old man says.  “You have served your clan well, and although our blood is not pure within you, you have shown that it flows as strongly as it did within us.  Receive the mark of the Rhedegog Fain, for it is your heritage.”  He reaches up and gently touches your left cheek, and you feel a slight burning sensation.

When he removes his hands, any other nearby PCs see a blue tattoo of three wavy lines on the chosen PC's left cheek.

“We are thankful also for the aid you and your companions provided.”  As he speaks, he looks around at your companions.  As his gaze comes back to you, his gaze pierces right through you, as if he is does not see your body, but rather your soul.  After a moment, he continues, “Please accept these gifts on their behalf.”

He gestures to [insert number of players] of the warriors, who each bring forward a brown leather vest, with small blue wavy lines embroidered into it over the left breast.  The warriors nod respectfully to you, then stoop and lay the vests at your feet.  They then return to their places at the leader’s side.

“Thanks for your efforts on behalf of the Fain, we are now able to enter again the Flow-that-is-Rest,” Pen Rhedeg says, gesturing to the river behind him.  As he speaks, the warriors wade out into the river.  As the water reaches their waists, each of them slowly dissolves as if they were made of water themselves.  Eventually, they disappear into the strong current of the river.

Pen Rhedeg takes a step into the river, then pauses with his feet in the water, and draws a small vial from the folds of his robes.  “Remember your heritage,” he exhorts you, “remember the Rhedegog Fain!”  As he says this last, he exhales into the vial, caps it, and places it into your hand, closing your fingers firmly around it.  Then he turns and wades out into the river.  Like the warriors, he slowly dissolves and merges with the flow of the river.

The scene slowly fades away, and you find yourself back in the dark tomb.

The chosen PC is clutching a Vial of Last Gasp and there are [insert number of players] Tunics of Steady Spellcasting at his/her feet.  (See AR for details.)

See the Encounter Guide in the Introduction to determine where the PCs go next.

If the party enters and the chosen PC is in the party, but does not have the Sign

As long as the party does not enter the tomb, nothing happens.  As soon as a PC attempts to enter the tomb, the PC hears a rustling sound.  Moments later a mummified corpse can be seen standing in the tomb pointing toward the PCs.  The corpse says in a low voice, like stone grating on stone, “Get out, desecrators! Do not return unless it is to restore the Sign to its people!”

If the party continues to enter the tomb, being the combat using the stats provided below.

All APLs (EL 12)

The Guardian:  hp 77; see Appendix Three.

Entomber:  hp 72; see Appendix Three.

Human Commoner Zombies (14):  hp 20; see Monster Manual page 266 (currently buried).

Judge’s Note:  The PCs are NOT meant to fight this encounter.

Tactics

Round 1:  The Guardian stands still and activates his haste and power of the dead abilities, while repeating “Get out, desecrators…”  Meanwhile, the Entomber rises from his alcove (last alcove [#8] on the right wall) slumber and moves towards the alcove beside him [alcove right #7].

Round 2:  The Guardian moves 20-ft. closer to the party and repeats, “Get out…”  The Entomber uses his Exhume ability to animate the corpse in the alcove (human commoner zombie).

Round 3:  The Guardian charges the nearest character with his unarmed strike.  The Entomber moves to the next alcove and animates another zombie.

If the PCs exit the tomb, the undead do not follow.  Minutes after they leave, the undead return to their alcoves.

If the PCs still have not figured it out by Round 4, continue to attack the PCs until the undead are destroyed or the party is dead.  If the party destroys the undead, the PCs can still replace the Sign in the alcove with the remains, but they do not get the tattoo mentioned in the Conclusion.

Slowly, the scene fades away, and you find yourself (yourselves) back in the dark tomb.  

The Chosen will be holding a Vial of Last Gasp and there will be two Tunics of Steady Spellcasting at his/her feet. (See AR for details.)

See the Encounter Guide in the Introduction to determine where the PCs go next.

Conclusion

Have the players complete the evaluation handout given at the start of the interactive.

If the PCs successfully resolved the argument between the nymphs, they get the Favor of Gloria and Einne.

If the PCs allowed the Halfling bandit Bren Tasselfoote to leave the Downlands with arresting her, the PCs get the Favor of Bren Tasselfoote.

If the PCs turn the Halfling bandit Bren Tasselfoote over to the Knights of the Watch, the PCs get the Favor of Gundar Kevitz.

You arrive back in Preston after a long and tiring trip to the Downlands.  The officers in the Army take the information you provide and thank you and say that you are free to go back about your business.  If there are any additional questions, they will contact you.

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 One

Defeated the P3BPDs.


APL 2:  60 xp.


APL 4:  120 xp.

Encounter Five

Either convinced the bandit to leave the area, turned her over to the KotW, or defeated her.


APL 2:  150 xp.


APL 4:  210 xp.

Encounter Eight

Defeated the Dire Rats in the swamp.


APL 2:  60 xp.


APL 4:  120 xp.

Story Award

Retrieved the Sign and got the nymphs’ permission to settle.


APL 2:  80 xp.


APL 4:  115 xp.

Discretionary roleplaying award


APL 2: 10 xp.


APL 4: 20 xp.

Total possible experience


APL 2:  225 xp.


APL 4:  337 xp.

Treasure Summary

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


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


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


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


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


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

Encounter Five:

APL 2: L:  200 gp, C:  25 gp, M:  0 gp.

APL 4: L:  300 gp, C:  25 gp, M:  0 gp.

Encounter Eight:  

APL 2: L:  0 gp, C:  225 gp, M:  0 gp.

APL 4: L:  0 gp, C:  325 gp, M:  0 gp.

Total Possible Treasure (Maximum Reward Allowed)

APL 2: L:  200 gp, C:  250 gp, M:  0 gp – Total:  450 gp (225 gp).

APL 4: L:  300 gp, C:  250 gp, M:  0 gp – Total:  650 gp (325 gp).

Items for the Adventure Record

[List all things that should be listed on the AR.  Also include the items found or made available to characters in the Item Access Section.  You should not include any item to which the PCs are granted Core access in the Living Greyhawk Campaign Sourcebook.  Remove this paragraph.]

Special

[Any special items are listed here, including new spells, influence points, items or other notes of interest.  An example of a favor that grants an influence point until expended follows.  Remove this paragraph.]

Favor of Gurd Firebeard:  You have performed a valuable service for the Ironcart clan of dwarves in the Rakers Mountains and you have earned the favor of their cleric, Gurd Firebeard.  When the PC exercises this favor, Gurd Firebeard will upgrade any one magical weapon that the PC owns to add the Halfling Bane special ability.  This favor counts only as access and the PC must pay the difference in market value for the upgrade.  Until this favor is expended, the character is deemed to have an Influence Point with the Ironcart clan of dwarves.

Item Access

APL X:

· Wand of Cure Light Wounds (Adventure; DMG)

APL Y (all of APL X plus the following):

· Slippers of Spider Climbing (Adventure; DMG)

APL Z (all of APLs X, Y plus the following):

· +2 Greatsword (Adventure; DMG)
Appendix One – APL 2

Encounter Three





Brenillia “Bren” Tasselfoote:  Female halfling Rog4; CR 4; Small humanoid (halfling); HD 4d6+4; hp 21; Init +4; Spd 20ft; AC 18 (+4 dex, +1 size, +3 mw St Leather), touch 15, flat-footed 18; Base Atk/Grp +3/-1; Atk +5 melee (1d4+1, 18-20/x2, small rapier) or +8 ranged (1d4+1, 20/x3, swordbow); Space/Reach: 5ft/5ft; SA Sneak Attack +2d6, Trapfinding; EX Evasion, Trap Sense +1, Uncanny Dodge; AL CN; SV Fort +3, Ref +9, Will +2 (+4 vs Fear); Str 10, Dex 18, Con 12, Int 14, Wis 10, Cha 12


Skills and Feats: Bluff +8(+13 lying), Disable Device +11, Handle Animal +3, Hide +15, Gather Information +6, Jump +9, Move Silently +13, Open Lock +13, Search +9, Sleight of Hand +13, Tumble +13; Dodge, Mobility.


Possessions:  shawl of bewitching, Light Swordbow, mw studded leather armor, potion of blur.

Appendix Two – APL 4

Encounter Three





Brenillia “Bren” Tasselfoote:  Female Halfling Rog5/Ftr1; CR 6; Small Humanoid (Halfling); HD 5d6+4+1d10+1; hp 33; Init +4; Spd 20ft; AC 19 (+4 dex, +1 size, +1 mw Buckler, +3 mw St Leather), touch 15, flat-footed 19; Base Atk/Grp +4/+0; Atk +10 melee (1d4+1, 18-20/x2, rapier) or +9 ranged (1d4+1, 20/x3, shortbow); Space/Reach: 5ft/5ft; SA Sneak Attack +3d6, Trapfinding; EX Evasion, Trap Sense +1, Uncanny Dodge; AL CN; SV Fort +5, Ref +9, Will +2 (+4 vs Fear); Str 10, Dex 18, Con 12, Int 14, Wis 10, Cha 12


Skills and Feats:  Bluff +9(+14 lying), Disable Device +12, Disguise +6, Handle Animal +5, Hide +16, Gather Information +7, Jump +9, Move Silently +14, Open Lock +14, Search +10, Sleight of Hand +14, Tumble +14; Dodge, Mobility, Spring Attack, Weapon Finesse.


Possessions:  shawl of bewitching, Light Swordbow, mw St Leather armor, mw Buckler, potion of blur.

Isskal “Issy” Tasselfoote:  Male Halfling Rogue 2; CR 2; Small Humanoid (Halfling); HD 2d6; hp 9; Init +2; Spd 20ft; AC 16 (+1 Size, +2 Dex, +3 mw St Leather), touch 13, flat-footed 14; Base Atk/Grp +1/-3; Atk +2 melee (1d4, 18-20/x2, small rapier); Space/Reach: 5ft/5ft; SA Sneak Attack +1d6, Trapfinding; EX Evasion; AL N; SV Fort +1, Ref +6, Will +0 (+2 vs Fear); Str 10, Dex 15, Con 10, Int 11, Wis 9, Cha 8


Skills and Feats: Disable Device +5, Escape Artist +7, Hide +11, Move Silently + 9, Open Lock +7, Search +5, Tumble +7; Dodge.


Possessions: rapier, mw St Leather armor, potion of blur.

Caldric “Cal” Tasselfoote:  Male Halfling Rogue 2; CR 2; Small Humanoid (Halfling); HD 2d6; hp 10; Init +2; Spd 20ft; AC 16 (+1 Size, +2 Dex, +3 mw St Leather), touch 13, flat-footed 14; Base Atk/Grp +1/-3; Atk +2 melee (1d4, 18-20/x2, small rapier); Space/Reach: 5ft/5ft; SA Sneak Attack +1d6, Trapfinding; EX Evasion; AL N; SV Fort +1, Ref +6, Will +0 (+2 vs Fear); Str 10, Dex 15, Con 10, Int 11, Wis 9, Cha 8


Skills and Feats: Disable Device +5, Escape Artist +7, Hide +11, Move Silently + 9, Open Lock +7, Search +5, Tumble +7; Dodge


Possessions: rapier, mw St Leather armor, potion of blur

Appendix Three – NPCs

Encounter Two





Gloria: Female nymph Sor4/MysticTheurge2; CR 14; Medium Fey; HD 6d6+6d4+24; hp 63; Init +4; Spd 30 ft, swim 20 ft; AC 22 (26 w/ Mage Armor), touch 22, flat-footed 18 (22 w/ Mage Armor) (+4 Mage Armor, +8 Deflection, +4 Dex); BAB/Grp: +6/+5;  Atk: +5 melee (1d4-1/19-20, dagger) or +10 ranged touch (var./20, ranged touch); Full Atk: +5/+0 melee (1d4-1/19/20, dagger); Space/Reach 5 ft./5 ft.; SA blinding beauty, spells, spell-like abilities, stunning glance; SQ DR 10/cold iron, low-light vision, unearthly grace, wild empathy; AL NG; SV Fort +13, Ref +15, Will +24; Str 8, Dex 19, Con 14, Int 16, Wis 20, Cha 26. 


Skills and Feats: Concentration +17, Decipher Script +10, Diplomacy +17, Escape Artist +13, Handle Animal +17, Heal +14, Hide +13, Knowledge(Arcana) +9, Knowledge(Religion) +9, Listen +14, Move Silently +13, Spellcraft +20, Spot +14; Nonlethal Substitution, Purify Spell, Sacred Vow, Vow of Chastity, Vow of Nonviolence.

Blinding Beauty (Su): This ability affects all humanoids within 30 feet of a nymph. Those who look directly at a nymph must succeed on a DC 28 Fortitude save or be blinded permanently as though by the blindness spell. A nymph can suppress or resume this ability as a free action. The save DC is Charisma-based.

Spell-Like Abilities: 1/day—dimension door. Caster level 7th.

Stunning Glance (Su): As a standard action, a wrathful nymph can stun a creature within 30 feet with a look. The target creature must succeed on a DC 28 Fortitude save or be stunned for 2d4 rounds. The save DC is Charisma-based.

Unearthly Grace (Su): A nymph adds her Charisma modifier as a bonus on all her saving throws, and as a deflection bonus to her Armor Class. (The statistics block already reflects these bonuses).

Wild Empathy (Ex): This power works like the druid’s wild empathy class feature, except that a nymph has a +6 racial bonus on the check.

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


Druid Spells Prepared (6/6/5/4/3/2; caster level 9th;  base DC = 19 + spell level): 0 — cure minor wounds x2, detect magic, read magic, purify food and water, create water; 1st — cure light wounds x2, faerie fire, entangle, sandblast x2 (CD); 2nd — barkskin, cloudburst (CD), lesser restoration, fog cloud, gust of wind; 3rd — cure moderate wounds x2, nature’s favor, mass lesser vigor (CD); 4th — cure serious wounds, greater magic fang, languor (CD); 5th — baleful polymorph x2.


Sorcerer Spells Known (6/8/7/5 spells per day; caster level 6th; base DC = 22 + spell level): 0 — resistance, ray of frost, prestidigitation, message, mending, detect magic, read magic; 1st — ray of enfeeblement, charm person, magic missile, mage armor; 2nd — glitterdust, scorching ray; 3rd — suggestion.
Einne: Female nymph Brd2/Rog2/FochluchanLyrist2; CR 14; Medium Fey; HD 12d6+24; hp 72; Init +4; Spd 30 ft., swim 20 ft; AC 22, touch 22, flat-footed 18 (+8 Deflection, +4 Dex); BAB/Grp: +7/+6;  Atk: +6 melee (1d4-1/19/20, dagger); Full Atk: +6/+1 melee (1d4-1/19-20, dagger); Space/Reach 5 ft./5 ft.; SA blinding beauty, sneak attack +1d6, spells, spell-like abilities, stunning glance; SQ bardic knowledge +7, bardic music 4/day (countersong, fascinate, inspire courage, inspire competence) DR 10/cold iron, low-light vision, unearthly grace, wild empathy; AL CN; SV Fort +12, Ref +23, Will +24; Str 8, Dex 19, Con 14, Int 16, Wis 20, Cha 26.


Skills and Feats: Concentration +14, Decipher Script +10, Diplomacy +17, Escape Artist +11, Gather Information +15, Handle Animal +17, Hide +12, Knowledge(Nature) +10, Listen +14, Move Silently +12, Perform(string) +21, Sleight of Hand +10, Spellcraft +15, Spot +14; Augment Summoning, Sacred Vow, Spell Focus(Conjuration), Vow of Chastity, Vow of Nonviolence.

Blinding Beauty (Su): This ability affects all humanoids within 30 feet of a nymph. Those who look directly at a nymph must succeed on a DC 28 Fortitude save or be blinded permanently as though by the blindness spell. A nymph can suppress or resume this ability as a free action. The save DC is Charisma-based.

Spell-Like Abilities: 1/day—dimension door. Caster level 7th.

Stunning Glance (Su): As a standard action, a wrathful nymph can stun a creature within 30 feet with a look. The target creature must succeed on a DC 28 Fortitude save or be stunned for 2d4 rounds. The save DC is Charisma-based.

Unearthly Grace (Su): A nymph adds her Charisma modifier as a bonus on all her saving throws, and as a deflection bonus to her Armor Class. (The statistics block already reflects these bonuses).

Wild Empathy (Ex): This power works like the druid’s wild empathy class feature, except that a nymph has a +6 racial bonus on the check.

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


Druid Spells Prepared (6/6/5/4/3/2; caster level 9th; base DC = 19(conj 20) + spell level,): 0—Cure Minor Woundsx2, Detect Magic, Read Magic, Purify Food and Water, Create Water; 1st—Cure Light Woundsx2, Faerie Fire, Entangle, Sandblastx2(CD); 2nd—Barkskin, Cloudburst(CD), Lesser Restoration, Fog Cloud, Gust of Wind; 3rd—Cure Moderate Woundsx2, Nature’s Favor, Mass Lesser Vigor(CD); 4th—Cure Serious Wounds, Greater Magic Fang, Languor(CD); 5th—Baleful Polymorphx2.

Bard Spells Known (3/4/2 per day; caster level 4th; base DC = 22(conj 23) + spell level): 0—Message, Detect Magic, Read Magic, Summon Instrument, Dancing Lights, Ghost Sound; 1st—Inspirational Boost(CV), Joyful Noise(CV), Charm Person; 2nd—Glitterdust, Harmonize(CV).
Encounter Seven





The Guardian: Male Evolved Wight Mnk2/TombWarden3; CR 11; Medium Undead; HD 7d12+2d8+3; hp 77; Init +7; Spd 30 ft.; AC 21, touch 16, flat-footed 15 (+3 Dex, +3 Wis, +5 natural); BAB/Grp: +6/+11;  Atk: +11 melee (1d6+5/20, unarmed strike); Full Atk: +11/+6 melee (1d6+5/20, unarmed strike) or Flurry of Blows +9/+9/+4 melee (1d6+5/20, unarmed strike); Space/Reach 5 ft./5 ft.; SA create spawn, energy drain, flurry of blows, spell-like abilities; SQ Undead traits, darkvision 60’, turn immunity, tomb sense, fast healing 3; AL LE; SV Fort +7, Ref +8, Will +11; Str 20, Dex 16, Con --, Int 8, Wis 16, Cha 18.


Skills and Feats: Hide +12, Listen +15, Move Silently +20, Spot +15; Combat Reflexes, Dodge, Improved Initiative, Improved Unarmed Strike, Power Attack, Stunning Fist (2/day, DC16), Toughness.

Create Spawn (Su): Any humanoid slain by a wight becomes a wight in 1d4 rounds. Spawn are under the command of the wight that created them and remain enslaved until its death. They do not possess any of the abilities they had in life.

Energy Drain (Su): Living creatures hit by a wight’s slam attack gain one negative level. The DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the wight gains 5 temporary hit points.

Power of the Dead (Su): While it is within the tomb, graveyard, or similar resting place it protects, a 3rd-level tomb warden can call upon the spirits of the dead to gain insight from them. This ability requires only a free action to activate, and grants the tomb warden an insight bonus on attack rolls, damage rolls, and saving throws equal to its Charisma modifier (minimum +1). A tomb warden can use this ability once per day, and its effects last for 10 minutes.

Spell-like Abilities (Sp): Haste 1/day

Tomb Sense (Su): While it is within the tomb, graveyard, or similar resting place it protects, a tomb warden of 2nd level or higher automatically knows the precise location of all intruders within that tomb. This ability is similar to blindsense, except that it functions without regard to line of effect and its effect extends to every portion of the tomb.

Turn Immunity (Ex): As long as it is within the tomb, graveyard, or similar resting place that it protects, a tomb warden is immune to turning or rebuking attempts. It can still be bolstered as normal.

Entomber: Male Undead; CR 5; Medium Undead; HD 8d12; hp 72; Init +0; Spd 30 ft., burrow 10 ft; AC 21, touch 10, flat-footed 21 (+11 natural); BAB/Grp: +4/+11;  Atk: +10 melee (1d6+9 plus entomb/20, slam); Full Atk: +10 melee (1d6+9 plus entomb/20, slam); Space/Reach 5 ft./5 ft.; SA entomb, exhume; SQ DR 5/silver, darkvision 60 ft., undead traits; AL LE; SV Fort +4, Ref +4, Will +8; Str 23, Dex 10, Con --, Int 6, Wis 14, Cha 15. Libris Mortis pg. 97. 


Skills and Feats: Hide +7, Listen +8, Move Silently +7, Spot +8; Alertness, Great Fortitude, Lightning Reflexes.


Entomb (Su): N/A for this interactive. See Libris Mortis pg. 97.


Exhume (Su): When an entomber spends a standard action and touches the top of a grave or space where a creature is buried no deeper than 10 feet, the body immediately rises to the surface, leaving no hole or tunnel. A body is not harmed when brought to the surface in this manner.
Judge Aid #1

The First Contact

The ghost of the elder appeals to the chosen PC in his/her dreams while he/she sleeps the first night they are in the Downlands.  This should take place after the first encounter the party experiences after the Introduction.

You stand on a grassy plain, surrounded by rolling hills. The sky is partly clouded over; it is warm, and there is a slight breeze.  Instinctually, you know that it will not rain for a few days.

There is a noise, a splash, to your left.  A figure, dressed in traditional Flan robes, approaches you.   A blue tattoo of three wavy lines stands out on his left cheek.  He raises his hand in greeting and says, “Bore da.  I’m glad you finally came. The little ones disturb my rest nightly. That which should no longer flow is again moving. Your clan needs you to put things right.”

The elder speaks in Flan.  If the PC speaks Flan, the words and lip movements are in sync.  If the PC does not speak Flan, he hears the words in his head in Common, but the lip movements are out of sync.

You wake up in your camp. It must have been a dream.

The Next Visit

The ghost appears directly to the chosen PC instead of during a dream.  Only the chosen sees/hears the ghost, regardless of who is nearby; other PCs do not notice the chosen PC having the discussion with the ghost.  To the chosen PC, the other PCs are frozen as if time stopped.

The sound of flowing water reaches your ears as the figure from last night’s dream walk from around behind you, “Greetings young stream (child). Are you ready to serve your clan?”

If the chosen PC chooses not to ask questions, the ghost gives the PC a sad shake of his head, tears welling up in his eyes, as he fades out of sight.  Just before he fades out, he says, “You must restore your elders’ rest.  Return our sign to the place where the hidden flow is revealed.”  Continue with the module.

If the chosen PC asks questions, use the following to answer.  Otherwise, the ghost says, “x”

Q:  “Where is the hidden flow revealed?”


A:  “A day’s journey west and east. The ladies know.”

Q:  “What ladies?”


A:  “The ladies of the water.”

Q:  “What are their names?”


A:  “I don’t remember their names.  We used to take them pretty things.”

Q:  “What does the sign look like?” / “How will I recognize the sign?” / “What is the sign?”


A:  “You will know the sign when you see it. It will call to you.”

Q:  “Who are you?”


A:  “I am Pen Rhedeg.”

Q:  “Where do I find the sign?”


A:  “Seek the short ones.”

Q:  “Are you alive?” / “Are you a ghost?”


A:  “My flow is unnatural. I should be resting.”

The Final Visit

If the chosen PC has not figured out what to do or is unwilling to take on the quest, the ghost appears to the whole party to plead for aid.  The ghost does this because it believes that the PC does not understand its blood ties.  It did not appear to the Halflings because they are the grave robbers and the ghost assumes that they would not listen.  Skip this encounter if the chosen PC seeks the sign or the tombs.  Refer to The Next Visit for questions and answers.

A man of obvious Flan descent approaches your camp. “Bore da travelers,” he says with one hand raised in greeting. You hear the sound of flowing water. “My clan needs your aid. Things have been disturbed that should have been left to rest and now my clan and I flow again.”

The ghost will interact with the PCs as best he can. Remember, he doesn’t know of any current events outside of the theft of the amulet.

Judge Aid #2

The follow figure shows a graphical layout of how the encounters are related to each other.  The numbered circles correlate with the encounter of the same number.  The circle with the B is the base camp the PCs start from each day.  It takes roughly five hours of daylight to reach any circle from a nearby circle.  Darkness prevents travel.  The only exception to the distance rule is inside the box #4.  These locations are all within 30 minutes of each other in daylight.
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