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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 6 and 8.

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 #OFROUNDS-round Regional adventure, set in REGION.  Characters native to REGION 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:  Blind Man’s Bluff

The PCs arrive at the possible city site.

Encounter 1:  A New Neighbor

The Killoren have built a maze around their village to protect it from outsiders.  Here, PCs can fight or talk, though the latter will get them further.  Their exit from the maze decides the direction of the remainder of their exploration.

North Path

Encounter 2:  Miner CY549’er

An old man inhabits a cabin and has misplaced his wife.  
Encounter 3: Lost Treasure

The first of several mines that the PCs could visit, this Copper mine holds several dangerous secrets as well as answers the fate of the missing wife.

Encounter 4:  Things That Go Bump in the Night

The most prominent structure in this area is a mysterious bridge that seems to go nowhere. Made by three different cultures, the ghosts and spirits of some of the workers are still trapped in the bridge.

Encounter 5:  Three Little Fisher Girls

Gyri explorers are not the only inhabitants of this area. Three fisher girls from Gran March come here on occasion for the better fishing beds and have encountered three very nasty men.

South Path 

Encounter 6:  The Flirt

A Pseudodragon is waiting for his lady love and wants the PCs to do some leg work for him.  

Encounter 7: “It’s Mine!”

Gnoll deserters may be working for a new boss, but they know how to take care of what’s theirs.

Encounter 8: Wounds Left Open

An abandoned stedding harbors the sole survivor of a proud Gyri family.  Only one task remains unfulfilled before the Old Oak can rest. 

Preparation for Play

Prior to game play, the players should provide the following information:

· Four initiative rolls

· a spot check (used for the North Path, Encounter 4 or South Path, in Encounter 6)
· a listen check (used for the North Path, Encounter 4)
· any favored enemies, and at what bonuses, the PCs have.
· note any PCs that are wearing a Ring of Mind Shielding.

Introduction

Judge’s Note:  Once the players are settled and at the table, all of the barges carrying the players go to the same place to drop off the PCs.  Once they have looked at the bluff (possible city location) and have met the Killoren, they have two choices – north or south.  Each path has its own set of encounters.  The players must choose which direction they which to go.

The eastern side of the river is a flat swamp.  The western side of the river, where the barge stops is a rocky beach at the base of a steep incline.  The beach and incline stretch for several miles in each direction so walking around the bluff will take a good deal of time and effort.  Climbing the incline however, is even more difficult.  It would take most of a day and many, many pitons used by a very skilled climber to ascend the sharp incline.  Although it is not a cliff, the bluff is rocky and prone to rock slides, making a climb very dangerous.

All adventurers charged with the task of exploring the bluff site for the new city are transported down the river on barges.  Initially the trees of the Oytwood line both banks of the Javan River.  Sometime during the night, the landscape leaves the forest behind.  The northern, and then eastern, side of the river flows into the Rushmoors of Gran March.  The southern, and then western, bank is the boundary of the Downlands.  Shortly before midday, the view into the Downlands becomes obstructed by the slope of the land rising high above the river.  The barges pull along side the beach at the foot of this cliff.  Here, the crew helps your party to disembark, remind you to return to this location in a week’s time, and then start their journey back upriver.

Extending 30 feet from the base of the bluff to the Javan River is a beach of pebbles.  The face of the bluff is nearly vertical, rising to an altitude of 200 feet.

Using Slippers of Spider Climb, a PC can climb to the top in 1 minute.  Climbing PCs need a successful DC 15 Climb check to advance up the face of the bluff at one quarter their speed.
Judge’s Note:  See Appendix III: Judge’s Aid #2 for a front view of the bluff.  Strongly encourage the PCs to walk around the bluff to find other ways up to the top.  It takes half a day of travel to make their way to a place with a less steep incline that’s safer to walk up.

When the party reaches the top, either from climbing the face or walking around, read the following 

The terrain is still rocky and has a slight incline to it, but the incline isn’t nearly as dangerous as it was at the foot of the bluff.  After about a half an hour of walking, you see that it looks like a large plateau up top.  As you finally get to the top, the wind pushes strongly against your body and equipment.  The land about you is completely flat.  The uniformity is broken by the occasional rocks dotting the land jutting from the ground.  Off in the distance, there are a couple of hills sticking up from the flat horizon.  Otherwise, there’s nothing else around.  

The landscape is the same as far as the eye can see.  The bluff would make this place an easy area to defend.  With the rest of the land so flat and open, any coming enemies would be easy to spot.  The land itself could certainly provide stone for buildings and fortresses.

With a successful Knowledge (Nature) or Profession (Farmer)  or Survival DC 15, the PCs realize that while this area would not be good at all for farming and would require having food brought in from a more farmable area, this area is good for herding goats, sheep, or cattle.

A successful Knowledge (Dungeoneering) DC 10 or Knowledge (Nature) DC 15 informs the PCs that the bluff is a solid chunk of granite with almost no topsoil covering it.  PCs with making a Spot DC 15 notice that there are no animals or small rodents in sight.

Judge’s Note: The PCs can rest any time they want.  There is no time limit on the expedition trip.  Once they climb to the top, it is mid-afternoon.

Encounter One: A New Neighbor

During the course of their exploration around the possible city site, the PCs find what appears to be an animal trail. A successful Track check (DC 10 + APL) shows them humanoid footprints leading away from the bluff and into the wilderness.  Animal companions or familiars with Scent would be quite interested in the odd smells coming from the animal trail.  If the PCs have trouble finding the path or decide to go a different direction, the terrain changes and they eventually find the Killoren maze.

You follow the animal trail as it twists and turns across the rocky flats.  After about an hour of travel, the terrain begins to change.  The rocks begin to thin and the grass and plants grow more plentiful.  The loaming turf beneath your feet feels spongy.  The harsh terrain of rocks and bluffs has finally given way to wetlands and swamp.  Frogs, lizards and all sorts of strange plants find a home in this land.  It would be fairly easy to lose your way here.

After sloshing through mud, muck and puddles for quite some time, the land becomes more solid.  Trees grow out of the knee-deep water and on small islands of land.  Vines wind their way around the trees and hang from branches.  Odd bits of plants creep between land and water here.  You may still have to push through some areas of water, but at least now there are small islands that provide some easier travel.

A DC 10 Knowledge (Architecture & Engineering) or a DC 15 Knowledge (Nature) check indicates that the swamp would be nearly impossible to drain since the river is too far away and solid rock will not absorb the water.  

As the PCs make their way through the swamp, game trails or small footpaths become clear through the vegetation.  A Track check (DC 15) reveals that this path is both a game trail and a patrol path of some sort.  They find humanoid foot prints that are medium sized.  They are slender enough that they could easily be elven or half-elven prints.  There’s a wide variety of animal prints here – reptile, bear, even wolf.

Judge’s note:   If the PCs want to make camp anywhere, there are plenty of places to have a camp.  Dead branches can be used to make a campfire, though they are wet and the PCs may have trouble getting the fire to start.

The more you walk, the thicker the vegetation becomes.  It forms what almost look like walls and paths.  The walls are about 15’ tall and the paths are 10’ wide.  As you follow the paths a bit more, you realize that there’s some sort of pattern to this.  Looking carefully, you notice long, slender thorns on these bushes.
A Knowledge (Nature) check DC 10 reveals that the plants must have been tended to grow in such a manner. With a successful Wisdom or Intelligence check (DC 10), the PCs understand that breaking through the vegetation walls would probably upset whoever made them.  Since the walls are plants, they cannot sustain the weight of any creature larger than tiny.  Additionally, any attempt to walk through the walls does damage of 25 minues the PC’s AC (as per the Wall of Thorns spells in the PHB).

The PCs have entered the maze formed by the Killoren.  The maze is made of normal vegetation being grown in the shape of walls.  The maze serves to protect the village from outsiders while still maintaining the integrity of the land. See Appendix IV:  Judge’s Aid #3 for the maze

As the PCs follow the tracks and the path, they find themselves in a Killoren village. Killoren are fey, but are far more attached to the land on the Material Plane than their Seelie and Unseelie cousins.  See Appendix I for more details.

Finally, the twisting path opens to a small village.  There are mounds of mud and clay covered with dried reeds.  At first they look like huge badger mounds or rabbit dens, until a member of the village walks out of the doorway of one.  The mounds appear to be these people’s homes.

Walking through the village are humanoids that are similar to half-elves.  Many have white hair and with brilliant blue eyes that almost glow in the dim swamp.  Some have green hair and eyes, with skin the color of tree bark.  A very few have black hair with solid black eyes.  Animals wander through the village.  There are dogs, wolves, and even a bear or two.

A successful Knowledge (Nature) DC APL + 20 gives the PCs the information that these are Killoren. The Killoren are fey and consider themselves to be the guardians of the land.  Although they do not recognize property boundries, they are much more tied to the physical land than the Seelie or Unseelie Fey.  The Killoren have manifested in different aspects that allow them to take on a specific persona of nature.  Those with white hair and blue eyes are thoughtful, deeply introspected and hold the deep secrets of the wild.  Those with green hair and dark brown skin have manifested the aspect of the hunter:  They are quiet and observant, but ready for a fight.  Those with black hair and eyes have taken on the aspect of the destroyer:  They have a tendency to use the very power of nature to combat those who would defile the land.  

No one in the village detects as evil.  Divine casting can be heard occasionally.  Some of the spells the PCs might hear being cast are Goodberry, Detect Animals and Plants, Barkskin, Speak with Animals, Produce Flame, Summon Nature’s Ally, Wood Shape, Neutralize Poison, Speak with Plants, Stone Shape, and Freedom of Movement.  A Spot check (DC APL +10) allows the PCs to see that many of the inhabitants of the village are wearing the holy symbol of Obad-hai.

The animals in the town are not native to these wetlands.  Instead, they are the animal companions of the druids and rangers in the village.  If anyone attempts to speak with animal with them, the animal spoke to goes to the largest house and sits down next to the door.

Allow the PCs to enter the village as they wish.  If they try to sneak in, see if they may be spotted based on the guards’ stat blocks in Appendix III.  Give the PCs a description of the village based on the box text and let them proceed from there.   

If the PCs walk into the village and ask questions, they are directed to the largest of the mounds with the explanation that the Council meets there.  The PCs are treated with great caution and wariness. No one will talk to them in the village except to point to the largest mound.  The Killoren speak Common and Sylvan.

Making your way through the village, you see that the inhabitants are doing all sorts of different work.  Many of the women are working on skinning, cooking and other domestic chores.  All their tools are basic tools that could easily be fashioned from resources found in this area.  Pots and jars are clay, while baskets are woven reeds that have been soaked to make them easier to work with.

When the PCs approach the largest mound, read the following:

Two men wearing dark brown leathers stand outside the opening to the largest mound.  One holds a spear, the other has a bow.  As you approach the doorway, they eye you warily.

Judge’s note:  If any PC has any cold iron visible, the guards will stop the PC and tell him/her to put the cold iron away or remove it from the village.  If the PC refuses, the guards become more adamant.  If they still refuse, move to combat.  See the end of the encounter.

The burrow is much larger on the inside than it appears on the outside.  The doorway is 5’ wide, but quickly opens to a 20’ wide x 40’ long room.  It is a roughly rectangular room, with rounded corners.

At the far end of the lodge, one of the creatures is seated on the floor.  He is cross-legged and has his eyes closed.  He wears several different skins that have been made into a stole.  Lizard skins in browns and greens grace his slim figure.  He wears a mask of clay, with leaves and feathers that vaguely resembles the holy symbol of Obad-Hai.  His white hair hangs loose down his back and over his shoulders.  He remains silent as you enter.

Allow the PCs to introduce themselves, and begin talking.  The Chief does not speak until spoken to.  His words are thoughtful and slow.  He has taken the Aspect of the Ancient.  When he speaks for the first time, he opens his eyes, showing the bright blue brilliance of them.

Following are some questions the PCs might ask of him.

Q:  Who are you?  Where do you come from?
A:  “I am Salbidin, Chief Elder of this village.  My people are those of the Wild.  We are the true emanation of the spirit of the Land.  We observe things the way they were meant to be.”

“We are from the Land itself.  We have been called to activity by the coming of the Green Man and the call of the gods.  The Land has woken and we will serve as we have for generation upon generation – as guardians.”

Q: How do you live off the land here?

A:  “Can you not see?  We protect the Land and it provides for us.  We celebrate the turnings of the Wheel of the Seasons and we are blessed with food and shelter.  There are snakes, lizards and fish to catch and eat.  There are many herbs and other plants that are safe to eat here.  The Land provides all that we need.”

Q:  How many of you are there?

A:  “There are enough here that we are a large village.  If there are too many, the Land will not support us.”

Q:  What other resources are near here?

A:  “Again, do you not see it for yourselves?  There is mud and reeds for housing, peat for fires, animals and plants for food, stone is further away, but it can protect itself usually.  That is why we were called here – to protect what cannot protect itself from the spread of evil and “civilizations”.  We have no need or want for large cities.  They destroy the Land.”

Q:  What do you know about the Seelie/Unseelie/Satyrs?

A: “I know that they are what they are.  I know that they play rather than protect as they should.  They are similar to us in that they should be protecting the Land.  Instead, they play games with each other and use tricks rather than remember their connection to the Land.  They serve their own purpose in the cycle of life, though.  Everything has a purpose.”

Q:  What about the Green Man?

A:  “What about the Green Man?  He has woken.  The Land has woken.  We will still do what we must and remain to protect what most will destroy.”

Q:  We are looking for a place to possibly build a city.

A:  “Look for another place.  With cities come corruption and destruction and waste.  Magics and other things that destroy will come too.  The Land provides for all who will partake.  But they must not abuse.  It is our duty to seek retribution for the Land.  With so many, the Land cannot protect itself.”

“Villages are safer for the land.  Villages stay contained and do not waste.  Perhaps if you consider bringing villages instead of a city, we would be more open to you being here.”

The Chief does not know anything about Calisse being in the Feylands or other current events.  He is concerned with the happenings of the Land here.

If the PCs try to use diplomacy to sway Salbidin to allowing the city to be nearby, he will listen to them.  It is a base Diplomacy check (DC APL +25).  A Diplomacy check DC APL +30 will sway the Killoren to not only allow the city, but to help mold the land.  There are modifiers to the diplomacy check:

· +2 circumstance for each druid or ranger in the party.  

· +2 for each Obad-Hai follower (this does not stack if the PC is also a druid or ranger)

· +2 circumstance for explaining the Old Faith and its relationship to the Gyri. 

· -2 circumstance if the PCs are insistent on building the city on the Bluff without consideration for the Killoren 

· -2 circumstance if arcane magic is used in front of the Killoren. 

· Individual bonuses people have toward the fey count toward these people.  

Judge’s Note:  If at any time, the PCs are belligerent or insulting toward the villagers or specifically the Chief, they should be given a warning.  If their behavior continues, the guards call for help and attack the PCs.

APL 6 (EL 9)

Shalibin: Druid 8; 51; See Appendix II

Guard 1: Barbarian 4; 41; See Appendix II

Guard 2: Ranger 4 (x2); 31; See Appendix II

APL 8 (EL 11)

Shalibin: Druid 10; 63; See Appendix III

Guard 1: Barbarian 6; 59; See Appendix III

Guard 2: Ranger 6 (x2); 43; See Appendix III

Once the PCs are done talking or fighting with the Chief, they will need to go through the maze to continue their exploration.  If they have not engaged in combat, the PCs are welcome to stay the night in the village if they wish.

Depending on the choices they make in the maze, they can either take the North Path or the South Path.

If they take the North Path, go to Encounter 2.

If the PCs take the South Path, go to Encounter 6.
North Path

Encounter 2: Miner CY549’er

The PCs can take time to rest, camp or cast any traveling spells they want.  There is no time restraint and there are plenty of places for them to camp or stop.

The PCs head north out of the maze and the various animal trails and more easily traveled paths lead them toward the northeast.  Over the course of several hours, the terrain goes from swamp and marshes back to more solid ground.  Although most of the land here is hilly, it’s not as rocky as the bluff.  Water still gathers in the wrinkles and curves between the hills.  It takes a few hours to go from the end of the maze to the hills and, eventually, the old man’s camp.

Following the path out of the maze grown by the Killoren, you crest another hill and find yourself looking down into a small dell.  Nestled within is a small, rickety shack that shows signs of current habitation.  Nearby, appears to be the entrance to a natural cave that has been widened to form the opening to a very crude mine.  

Allow the PCs to get into a marching order and set up their approach.  Once the PCs decide to head down, read the following:

As you near the bottom of the hill, a grizzled old man comes tearing out of the cabin towards your party.  His head is engulfed in a wild tangle of shock white hair and his beard reaches down to his waist.  He is carrying a miner’s pick and is yelling something in a heavily accented Common, but it is hard to make out due to distance and because he is already panting as he sprints towards you.

If the party doesn’t attack him then he will start yelling the following at the largest and/or most imposing member of the party:

“Whud’didja do wit her?  Where’s ma Gerda?  Ye took her didnja?  Caint get yer own wimmens sos ya gotta steals ‘em dontcha?  Well giver back, ye hear?  Mah socks gots holes in’em and it’s getting’ on ta suppertime!”  He throws down his pickaxe, spits a disgustingly yellow gob of phlegm at <insert PC name here>’s feet and holds his fists up as if he’s going to start punching.  “It figgers!  Yew fancy cityfolk, wit yer combed hair an yer clean clothes thinking ye can jest waltz awn inna here and take a fella’s wife.  It taint right ah says!”

Give the players a chance to interject and try to calm the old man down.  If they make a reasonable attempt to calm him down and tell him what they’re doing he relaxes a bit.  If they are belligerent towards him he is not cowed.  If they attack, he will fight back, albeit poorly as he is 66 years old.  

“Well, iffin yew diddn’t  tayke her, where’d she go?  Can ye halp meh find’er?  Ah’mma getting powerful hungry.  An’ aye hates it somethin’  fierce when mah heel rubs agaynst the insides a mah boot.”

If the players mention that he could do those sorts of things for himself, or that his wife isn’t his slave or servant, or if they ask how long he has lived here he says:

“Yeh know sommin’?  Ah left tha Yeomanry some 46 years back cuzza mealy-mouthed talk lyke thayt.  They wuz gettin’ too high falloutin’ fer mah taystes, specially thayt Demonocracy stuff…folks shoulda leave Demons alone, ah says, iffin thay knows whuds good fer‘em.  Anyways, I herd dat there was alla this empty land over’n here that nobody wanted sos I packed mah Gerda an our belongins up and we moved anw in.  Foun’ me sum good stuff to trade fer tha necessities and we been livin’ tha Simple Lyfe ever since…Course, Gerda diddna take ta it lyke ah did, but she’s been copin’.”

If they are willing to help him find his wife, then the PCs may look around the grounds and inside the shack.  

Outside:  A successful Track or Search DC 20 reveals footprints leading back and forth from the shack and the mineshaft.  With a successful Search DC 5, the PCs notice empty bottles and jugs lying in the dirt around an old chair near the door to the shack.  Behind the shack is a long sled with a loop of rope attached to one end.  A Search DC 5 finds copper dust coating the sled.

Inside:  The shack is dim, the only light comes through the doorway and a glassless window on an adjacent wall.  The cabin contains a cast iron stove with bricks of dried peat stacked beside it, a threadbare pallet, and a stack of dirty pots.  A Search DC 10 finds a journal under the pallet.  This is Appendix IV:  Player’s Handout #2
Hanc does not know about Gerda’s stash of bottles in the mine.  He does know that her still is down one of the shafts.  Other than buying her the design and parts, he had nothing to do with making any alcohol.  Hanc was too busy working down in the mine.  Hanc doesn’t have any possessions to offer the party for helping him.  But if they do find his wife, he will let them know the locations of other mines in the area.

APL 6

Hanc, Human Expert 4; 24hp; See Appendix II

APL 8

Hanc, Human Expert 4; 24hp; See Appendix III

Encounter 3: Lost Treasure

After reading the wife’s diary, the PCs can ask the Old Man where the old copper mine is.  He points them to a nearby hill.  

The path up to the mine opening is marked by burned out torches and the opening to the mine shaft is supported by a rickety wooden framing.  There are no torches or lighting inside the mine shaft.  The light from the door extends about 10 feet into the shaft, but goes no further.  The PCs without darkvision will need some sort of light source.  The mine has been extensively worked, so it will take them quite some time to get through the mine to find the woman.

This is a good time to get the PCs into a marching order and make any arrangements they want to before traveling further. The opening to the mine shaft begins at 10 feet wide, but within 20 feet into the mine, shrinks to 5 feet wide.  The shaft is barely 10 feet tall.

The rock walls are cold and damp.  As you travel deeper into the mine, the walls become more and more roughly hewn.  In some places, there are multiple branches to the mine.  After trying several and finding nothing, you try a different section of the mine.  Clearly, the man and his wife have been here for a long time for them to have mined this much.

The PCs travel down several dead ends.  As they turn around in one to backtrack, give them Spot checks (DC 15) to spot the gray oozes that have moved into the middle of the mine tunnel.  The puddings are considered transparent so the PCs won’t seem them without darkvision or until a light source is close enough.

APL 6 (EL 9)

Gray Ooze (x2); 39 hp; Monster Manual, pg 202

APL 8 (EL 11)

Gray Ooze (x4) 39 hp; Monster Manual, pg 202

Once the combat is done, give the PCs a chance to heal, rest or do whatever they need to do.  They can backtrack to another branch of the mine and continue looking for the wife.  At the end of one of the tunnels, they find the wife’s body.

As you round the bend, you find what appear to be human remains stuck in some rocks.  Moving in for a closer look, you see that it’s an older woman who was reaching for something that’s just past her fingertips.  Attached to her leg is a piece of grey ooze.

The pudding attached to her has less than 10 hp and once the PCs do enough damage to it, it dies.  A Heal check (DC 15) informs the PCs that the woman died from injuries from the ooze.  It appears she was so close to her box of alcohol that she didn’t bother with the ooze.

Once the PCs get the body out, they also find a box just out of reach of the woman.  The box is trapped.

Box of Brown Mold: CR 2; mechanical; touch trigger (opening the box); automatic reset; 5-ft. cold aura (3d6, cold nonlethal); Search DC 22; Disable Device DC 16. Market Price: 3,000 gp.

Inside the box is nothing more than two bottles of moonshine.  The PCs can take the body back to the husband and, although tearful, he is glad to have her back.  He doesn’t have any possessions to offer the PCs in thanks, but he does suggest they travel northwest.  There is a swamp in that direction that he has not ventured into that could lend more adventure for the party.  He also tells the party that there are more mines far to the south.

From here, the only place for the PCs to go is northwest.  Proceed to Encounter 4.

Encounter 4: Things That Go Bump in the Night

This area of the Downlands is flatter than the area to the south. The land has alternated between marshes and rocky hills.  Here, the ground gets very hilly again, but also more swamp-like.  

If the PCs ask about landmarks, they can see in the distance a large structure cutting a line across their view of the landscape but it is very difficult to make out at so far away.  It will take them close to half a day to progress through this area and approach the swamp and bridge.

Judges Note: The Players can, if they wish, avoid the bridge altogether.  If they do, then they don’t encounter the Killoren patrol or the strange voices on the bridge.

Your progress continues through the rocky terrain for quite some time.  There is no discernable path to follow and your progress has been slowed through this area.  A few hills roll through here, but in general, you’re headed northeast and downhill.

Finally, the ground softens to almost mud. The harsh terrain of rocks and bluffs give way to wetlands and swamp.  Large stretches of muddy land are divided by stagnant pools in some places and slowly flowing streams in others.  Stringy trees try to poke up from the wet dirt toward the sun.  Tall marsh grasses thrive in the wetness.  A wind blows through and rustles the grasses and cat tails.

Through the muddy landscape of brown, you spot something on the horizon.  It looks like a structure of some sort.

Judge’s note: If the PCs want to make camp anywhere, there are plenty of places to have a camp.  Small islands of land would provide decent camp sites.  Dead branches can be used to make a campfire, though they are wet and the PCs may have trouble getting the fire to start.

When they approach the structure, read the following:

You can see now that this structure is a bridge that spans an area of swamp water.  It reaches from one rise of land to another.  The bridge itself is about 800 yards long and the walkway of it stands approximately 20 feet above the water line.  However, there is a slight discoloration of the stone about 10 feet above the water line, indicating that perhaps these waters rise at some point of the year.

When the PCs examine the bridge, they discover there are no steps that lead from the ground to the walkway of the bridge.  It looks finished as if this was the design the builders intended.  The ground about 10 feet around the bridge has been cleared of any vegetation.  There are no runes or other markings on the bridge.  

Although it is ornately decorated, it’s hard to tell when the bridge was made.  It does not detect as magic or as evil.  Knowledge (Engineering) (DC APL + 10) reveals that different parts of the bridge were built by different groups at different times.  Knowledge (Engineering) (DC APL + 15) indicates that dwarves, orcs and gnomes have all worked on the bridge.  There is no stone in these swamps to build such a structure.

The PCs hear whispered moaning:

· “We have done our best.”  In dwarven
· “It is ours.  Let us have it.”  In gnome
· “Honor to the tribe.”  In orc
· “Let me return to my home.” In gnome
· “I am watching you.” In dwarven
·  “The spirits will curse you.”   In orc
· Mixed in with the voices are the sounds of chisels and the very faint sounds of casting.
When the PCs look around, there is nothing there.  Divination spells only reveal that there are spirits in the stones and that powerful magic was used to seal them there.

While the PCs are looking over the bridge and trying to figure it out, the Killoren patrol attempts to sneak up on them.  Use the Pc’s pre-rolled spot and listen checks versus the Killoren patrol hide and move silently rolls.  The Killoren racial stats are in Appendix I.

If the PCs spot or hear the Killoren patrol, read the following:

About 60 feet away from you are 4 humanoids approaching your group.  One is female with white hair and brilliant blue eyes.  She wears a long dress-like robe made of patches of different leathers.  She holds a wooden club in her hand.  Next to her is a male dressed in leather pants that are similar to the woman’s.  He wears a breastplate over a leathery shirt.  Hanging around his neck is a prominent symbol of Obad-Hai.  His grip tightens around the scimitar he has drawn. His hair is obsidian black, as are his eyes.  

Behind the pair are two other men.  They both have dark green hair and eyes.   Their skin appears to be much darker than that of the first two.  The two men look over the group cautiously.  One holds a strung bow at his side.   A string of lizards runs down the side of one of his legs.  The other reaches for the hilts of his two swords, but does not draw them.

The man wearing the breastplate says, “Who are you and why are you here?”

If the PCs do not spot or hear the Killoren patrol, read the following:

While you’re investigating the bridge, a voice speaks in Common from behind you.  “Who are you and why are you here?”  Turning around, you see there are 4 humanoids.  One is female with white hair and brilliant blue eyes.  She wears a long dress-like robe made of patches of different leathers.  She holds a wooden club in her hand.  Next to her is a male dressed in leather pants that are similar to the woman’s.  He wears a breastplate over a leathery shirt.  Hanging around his neck is a prominent symbol of Obad-Hai.  His grip tightens around the scimitar he has drawn. His hair is obsidian black, as are his eyes.  

Behind the pair are two other men.  They both have dark green hair and eyes.  Their skin appears to be much darker than that of the first two.  The two men look over the group cautiously.  One holds a strung bow at his side.  A string of lizards runs down the side of one of his legs.  The other reaches for the hilts of his two swords, but does not draw them.

The man wearing the breastplate says, “I asked you a question.  Who are you and why are you here?”

Give the PCs a chance to explain what they are doing in this area.  The patrol is very wary of them.  In particular, the templar (the one in the breastplate) is rather aggressive.  The PCs can avoid a combat with the Killoren patrol.  With a successful Diplomacy check (DC APL +20), the patrol will talk with them, answer questions and then go on about their patrol.  

· +2 circumstance for each druid or ranger in the party.  

· +2 for each Obad-Hai follower (this does not stack if the PC is also a druid or ranger)

· +2 circumstance for explaining the Old Faith and its relationship to the Gyri. 

· -2 circumstance if the PCs are insistent on building the city on the Bluff without consideration for the Killoren 

· -2 circumstance if arcane magic is used in front of the Killoren. 

· Individual bonuses people have toward the fey count toward these people.  

· -4 for any visible cold iron on the PCs.

· If the PCs explain their earlier conversation with the Killoren chief, the combat is avoided completely.

· If the PCs had a combat in the Killoren village and mention it, combat ensues immediately.

If the PCs fail the Diplomacy check twice, move directly to combat.

If the PCs are able to make a successful Diplomacy check, these are some questions they may ask.  The templar is Winalnam, the druid is Alandriss, the archer is Fanterish, and the dual wielding ranger is Tabstolir.  They introduce themselves to the PCs.

Q:  Who are you?  Where do you come from?
A: Winalnam answers. “We are The Wild.  You may know us as Killoren of the fey.  My people are those of the Wild.  We are the true emanation of the spirit of the Land.  We observe things the way they were meant to be.”

Alandriss adds, “We are from the Land itself.  We have been called to activity by the coming of the Green Man and the call of the gods.  The Land has woken and we will serve as we have for generation upon generation – as guardians.”

Q: What do you know about this bridge?  Who built it?

A: Winalnam says, “It was built many, many generations ago using magic that is evil to the Land.  The magic holds the spirits inside.  We have contained the magic in it so it does not spread and poison the Land.  We protect the Land to be sure the evil does not go any further.”

Q: What spirits are in the bridge?

A:  Winalnam replies, “You did not hear the voices calling?  They are the voices of those who built it.  The voices of those who raped the Land of its strength and built something that does not belong.  They used magic to do their work and they have paid the price.”

Q: How do you live off the land here?

A:  Fanterish steps forward and says, “Can you not see?  We protect the Land and it provides for us.  We celebrate the turnings of the Wheel of the Seasons and we are blessed with food and shelter.  There are snakes, lizards, and fish to catch and eat.  There are many herbs and other plants that are safe to eat here.  The Land provides all that we need.”

Q:  How many of you are there?

A:  Winalnam responds, “There are enough here that we are a large village. If there are too many, the Land will not support us.”

Q:  What other resources are near here?

A:  Tabstolir says, “Again, do you not see it for yourselves?  There is mud and reeds for housing, peat for fires, animals and plants to catch for food, stone is further away, but it can protect itself usually.  That is why we were called here – to protect what cannot protect itself from the spread of evil and “civilizations”.  We have no need or want for large cities.  They destroy the Land.”

Q:  What do you know about the Seelie/Unseelie/Satyrs?

A: Winalnam frowns.  “I know that they are what they are.  I know that they play rather than protect as they should.  They are similar to us in that they should be protecting the Land.  Instead, they play games with each other and use tricks rather than remember their connection to the Land.  They serve their own purpose in the cycle of life though.  Everything has a purpose.”

Q:  What about the Green Man?

A:  Alandriss tilts her head to one side and says, “What about the Green Man?  Either he comes or he does not come.  It matters little to us.  We will still do what we must and remain to protect what most will destroy.”

Q:  We are looking for a place to possibly build a city.

A:  Winalnam replies sharply, “Look for another place.  With cities come corruption and destruction and waste.  Magics and other things that destroy will come too.  The Land provides for all who will partake.  But they must not abuse.  It is our duty to seek retribution for the Land.  With so many, the Land cannot protect itself.”

Alandriss continues, “Villages are safer for the land.  Villages stay contained and do not waste.  Perhaps if you consider bringing villages instead of a city, we would be more open to you being here.”

These people do not show the PCs their village under any circumstances.  Additionally, they know nothing of current events or normal fey activity.  Their concern is purely for protecting the land from the poisons of civilization.
APL 6 (See Appendix II)

Winalnam - Fighter/ Templar 7 (Aspect of Destroyer); 67hp

Alandriss – Druid 4 (Aspect of the Wild); 27hp

Fanterish, - ranger 4 (archer type) (Aspect of the Hunter); 31hp

Tabstolir – ranger 4 (dual wielder) (Aspect of the Hunter); 31hp

APL 8 (See Appendix III)

Winalnam - Fighter/ Templar 8 (Aspect of Destroyer)

Alandriss – Druid 5 (Aspect of the Wild)

Fanterish, - ranger 6 (archer type) (Aspect of the Hunter)

Tabstolir – ranger 6 (dual wielder) (Aspect of the Hunter)

Proceed to Encounter 5.

Encounter 5: Three Little Fisher Girls

As the PCs move about the swamp, they come across small pools that would be perfect for fishing.  They also find three Damsels in Distress, being hauled off by the three rather nasty brigands.

Judge’s Note: Brutus, Nutus, and Kutus do not negotiate. If the PC’s want to talk, that’s fine.  But the three men are slavers and killers and their conversation should reflect that.  Talk is for weaklings.

You come through a series of high fens and deep bogs near the edge of the river.  As you pass through grasses and plants the wind picks up a bit and blows pollen into your face.

Have players make a d20 roll. Add this to their Listen Modifiers (written down at the beginning of the interactive round.) The DC for the check is 12 + APL.

If someone makes the listen Check, read the following:

The wind carries the sound of voices and a possible scream, whether of joy or fear it is impossible to say. As you break clear of the fens, you can see a medium sized fishing boat, its mast has collapsed and the boat itself is beached on some sandy bar.

The voices, now much clearer, draw your attention to the right.  Two men have cornered a young girl near a large tree, both brandishing knives.  A girl backs up against the tree and swings a wooden oar wildly around in their vague direction.  

Behind this scene is another man. Over his shoulders are two other girls, dressed in a similar short tunic and skirt of the girl by the tree. They seem unconscious but more than that you cannot tell from this distance.  The man looks right at you as he drops both girls and raises his hands.

“Nutus, Kutus, forget dat girlie! Lukes like we got some bady new to play wit!” 

One of the men by the tree transforms and moves toward you.  His face becomes feral and rat like.  The other man twirls two knives in his hands and smiles as he approaches.

If no one makes a successful Listen Check, read the following:

The wind blows pollen into your noses and ears and eyes. It takes you a moment of huffing and puffing but you finally are able to clear your eyes and nose.  Moving in, you finally break clear of the fens and are surprised to see a fishing boat already here.  Its mast is collapsed and the boat has been beached on a sand bar.

From one side, you hear a scratchy voice call out, “Nutus, Kutus, forget dat girlie! Lukes like we got somebady new to play wit!”

You turn and are surprised by the scene to your right. Two ragged looking men have a girl backed up against a tree.  They seemed to have just turned and are advancing towards you.  One of them is transforming as he moves, his face becomes feral and rat like.  The other is twirling two knives in his hands and smiling as he approaches.

Behind this scene is another man. Over his shoulders are two other girls, dressed in a similar short tunic and skirt of the girl by the tree. They seem unconscious but more then that you cannot tell from this distance.  The man is looking right at you as he drops both girls and raises his hands to attack.

Terrain: See Appendix IV:  Judge’s Aid #4 for the setup. Adjust as necessary for player actions.  Some areas are dry land and spells like Entangle, Briar Web, and Brambles will be ineffective there.  However, the rest of the area is swamp and those spells will be effective in any swamp square.

Tactics:

Brutus: He begins by attacking any obvious Wizards, Sorcerers, or Clerics with Scorching Rays. He has already used one (1) 1st Level Spell slot for this day to cast sleep on Alexia and Kaeryn. Sara resisted and is currently being stalked by Kutus and Nutus.

Kutus: Kutus immediately changes into Hybrid form. If the PCs are surprised, he has already changed and can act in the Surprise round. Otherwise, his first action is to change form. From there, he stalks any rogues or archers, trying to infect them and kill them if possible. He will fight with his bare hands.

Nutus: Nutus prefers to be Human but if he cannot get a quick strike on someone who is flatfooted in the first round, he also changes to Hybrid form. Even in this form however, he continues to use his rapier.

Three Girls: Any blow Sara takes will drop her to –5 hit points.  Alexa and Kaeryn remain asleep for 6 rounds and generally are unable to move. If struck, they will also drop to –5 Hit Points. All three girls are feisty, however, and yell curses and fling harmless objects at the Were-Rats.

Combat

APL 6 (EL 9)

Brutus, Male Human / Were Rat; Rogue 1 / Sorcer 4; hp: 35; See Appendix II

Kutus, Male Human / Were Rat; Monk 4 / Rogue 2; hp: 50; See Appendix II

Nutus, Male Human / Were Rat; Rogue 6; hp: 39; See Appendix II

APL 8 (EL 11)

Brutus, Male Human / Were Rat; Rogue 1 / Sorcerer 6; hp: 45; See Appendix III

Kutus, Male Human / Were Rat; Monk 6 / Rogue 2; hp: 64; See Appendix III

Nutus, Male Human / Were Rat; Rogue 8; hp: 51; See Appendix II

Once the battle is done, a crude map of the area is found in the pocket of Brutus (Player Handout #3). It shows their small camp and other areas of suspicious activity.  Also, there is a bill of sale for three (3) female Humans (Player Handout #4).

If all 3 Girls are rescued – The PC’s are rewarded with 2 big catfish and hugs and kisses from each girl. They tell their story to the PCs.

Alexa, Kaeryn, and Sara have been fishing together on the Javan for almost ten years. Only in the past two years have their families allowed them to go out on their own.  Each day they take their low draft sail boat out and fish in the river or along its banks.  Occasionally they go to the Downlands side of the river because the catfish and crabs are better over there.

Recently, three of their friends disappeared over in the Downlands while fishing and the three girls were told to keep clear.  Worried about their missing friends, however, the three have come back to the Downlands to search for them.  Before they could get back to their boat, they were set upon by the three Were-Rats.

Brutus is clearly the smartest of the three wererats. They were making a nice living as slavers until an unfortunate fight with the wrong “helpless damsel”. Now they relish their ‘curse’ of Lycanthropy instead of being bothered by it.  The three had previously taken the other fishing girls (Dona, Mona, Rona) and sold them to a client in Greyhawk.  Brutus could not believe his luck when the three new girls fell almost right into their laps.

The girls were attacked just before the PCs showed up.

If one or more of the Girls is killed by the three were-rats – In addition to telling their story (see above), the girls are upset and ask for help bringing their dead friend back to the other side of the river. If one or more of the girls is killed by PC action then the girls tell the Knights of the Watch authorities that the PCs are murderers. Go to Conclusion B.
If all 3 girls are killed – There is no evidence of who they are but the boat is a typical Gran March river fishing boat (Knowledge (Local Sheldomar) or Profession (Sailor): DC 10). Some investigation after the module finds the grieving families.  Go to Conclusion B.

If *all* the PCs are killed– Go to Conclusion A.
South Path

Judges Notes:  Have the players make a spot check before the game and note any favored enemies, and at what bonuses, the PCs have.  Also, note any PCs that are wearing a Ring of Mind Shielding.

Encounter 6:  The Flirt

Following the path out of the Killoren’s maze takes you to the south.  The land changes over a few hours of walking.  Instead of the swamps and marshlands, the land here is made of steep hills and large rocks.  A steep path extends as a hard table of broken granite 45 feet long, very much like a long, smooth ramp.  It leads up to a vast expanse of rolling hills covered in coarse heather with chunks of grey rock peaking through.

The stretch of granite that forms the path uphill is a natural occurrence.  It’s one gigantic slab of rock.

Although this area is home to many different fauna and flora, the most notable is a male Pseudodragon by the name of Sir Taq Serell.

As the PCs approach his home, he uses his telepathic abilities to listen to the thoughts of the adventurers once the party is within the range of this ability (60 feet). He understands spoken words in the Common or Sylvan languages, and can share thoughts back and forth in the same languages.  However, he can not speak.  The only noises he can make are animal in nature:  growls, purrs, hisses, and chirps.  

Sir Taq needs the adventurers to complete a task for him.  He will flirt, flatter, and cajole them to the best of his abilities.  He flirts with the female in the party with the highest Charisma.  If there is no female in the party, he flatters the male in the party with the highest Charisma.  He is polite to all, but it’s obvious he has a favorite.

Roll a hide check for the Pseudodragon (hide +27) and see if any of the PCs spot him following the party as they travel through the area.  He is at a minimum distance of 50 to 60 feet from the party, which imposes a -5 to -6 penalty to their spot checks.  

If they do manage spot him, read the following:

You see a very small creature that is reddish-brown in color hiding in the low grass a short distance away.  You only manage to catch a glimpse out of the corner of your eye as it is flitting from one clump of grass to another.  When you turn to look at the area more closely it pops up from its hiding place.  At this distance, the creature is hard to make out due to its small size, but it seems to be taking no overt actions towards you or your companions.
If they fail to spot him, let them continue on their travels until Sir Taq has had a chance to determine the reason for the PCs to be in his territory.  

When the Pseudodragon is ready to meet the adventurers or if they have spotted him and venture closer, read the following:  

There is a tiny creature lounging on one of the large rocks that poke through the grass.  The creature is covered in fine reddish-brown scales.  Many small horns protrude from its cheeks, above its eyes, and in a row down its neck, back, and tail.  Languorously, it arches its back and stretches its wings.
Allow the PCs to react as they will, making any knowledge checks they want to determine what this creature is.  It takes a successful DC 12 Knowledge (Arcana) check to determine that he is a Pseudodragon.  Sir Taq Serell uses his telepathic ability to learn of the intentions of the party members as they are formulating any plans.  No matter how they decide to continue, and preferably before any hostile actions are taken, read the following:

You hear a smooth contralto voice in your mind saying, “Greetings, travelers!  My opportunities to meet such fine individuals as you have been extremely rare.”
Judge’s Note:  He speaks most often to the female PC at the table with the highest Charisma and unabashedly flirts with her.  If no such character exists in the party he will instead focus his attention on the highest Charisma male PC and fawn over him.

The creature (or “pseudodragon” if they have identified it) turns its head and opens one eye to peer at each individual.  To his favorite he says telepathically, “You know, I don’t think I have ever come across a more radiant beauty than yourself.  Did stars give up their heavenly lairs to sparkle in your eyes?”  

Everyone hears the voice again in their minds, “Please, allow me to welcome each of you to this rough, but beautiful, land.”  The creature (or “pseudodragon” if they have identified it) on the rock stands on its four legs with its head held high proudly.  As its head starts to bow before you, the voice continues, “I am Sir Taq Serell, an admirer of splendor, a traveler to lands raw and untamed, and son of Mika.”

Allow the PCs to introduce themselves and interact with the Pseudodragon.  He respects manners and enjoys any that wish to please him, like scratching his chin and neck.  He will even climb or fly to the shoulders of his favorite and curl around her/his neck.  He behaves much like a cat:  he purrs, arches his body into any petting or scratching, and rubs up against those he likes.  He does his best to get the adventurers to share with him some of their exploits and heroics, praising their abilities.

“Since you are so brave, talented, and able … maybe you could help me with a task.  A colleague of mine will soon be traveling to this location and I wish to impress the Lady with a gift that reflects her rare beauty.  A flower, you think?  Yes, well, all ladies adore receiving flowers, but I need something more exquisite for this Lady than a mundane plant.  And I have heard of just the thing!  

An old Gnomish companion of mine told me of the most astonishing ivy.  It is known as the Nightflower.  Not only does it have large white blooms that are softer than a nymph’s touch, but it is a strange plant.  This ivy grows only in dark places where the sun cannot touch its tender leaves.  Gnomes have been transplanting cuttings of this exceptional plant into their various caves and tunnels.  The Nightflower is an excellent way of bringing the living world into their underground locations.  I wish to present three of the blooms from this plant to the Lady.”

“Now, I only have to find where such a plant exists.  This area is dotted with caves and mines.  Some have even had the hands of Gnomes working inside them.  But with all of the possibilities and all of the miles these tunnels cover underground, I have yet to locate a single delicate Nightflower.”

“This is the task I put before you.  Further to the west of here, the ground becomes more difficult to cross.  The rocks there are sharper and more prevalent.  In that area is a mine that I have not yet searched.  I flew over the site a few days ago.  Based off of the entrance it could be valuable for you and for me.  It is not just a crude hole in the ground.”  

“If my impression is correct, Gnomes worked that mine. As with most of this area, it’s been left alone for some time and may as yet have a few rich veins tucked away inside…or not – only one way to find out, now isn’t there?  Should you come across any Nightflower plants in your wanderings through the mine and bring me back some blooms, I will repay you for your hard work.”

Q:  Why do you need us to do this for you?

A:  “Look at you covered in clothing and carrying bags full of goodies.  How can I keep the blooms hidden from the bright light of the sun?”

Q:  Won’t you come with us?

A: “But you are so strong and so courageous!  Surely, you don’t need my help.  Besides, I am ever-so tired and those dark, dank caves have been known to cause scale-rot.  No, I’ll stay here in the sun.”

Q:  Are these the same flowers that I looked for in the Dim Forest?

A:  “I do not know much of that forest.  Is it populated by Gnomes?  No?  Then I would doubt that the plants are the same.”

Q:  Would you mind if we built a city here?

A:  “A city, and one full of adventurers?  New people to meet and new sights to see!  Why would I mind?  That sounds extraordinary to me!”

Q:  Who is Mika?  Her name sounds familiar to me.

A:  “She is my mother.  She made her home in the forest on the other side of the hills filled with Gnomes.  She was attracted to the beauty of that land.  She has chosen to occasionally interact with adventurers such as you over recent years.  Perhaps you met her there.”

Q:  Who is this Lady you speak of?
A:  “Oh!  No, no, no.  I will not tell you more of Her.  It would be rude of me to speak of Her behind Her back.”

Q:  When will the Lady arrive?

A:  “When She determines that the time is right for Her, the Lady will make Her way to these lands.  No one can rush a Lady.”

Q:  Will you be my familiar?

A:  “Ho Ho!  You wish to enslave me?  What inducement could you possibly offer me to give up my freedom and become your lackey?”

Q:  Do you know anything more about the lands around here?

A:  “There are many rocks that have broken through the ground much like this one.  They serve as excellent sites to warm myself.  Hidden among the heather and grass, a wide variety of healing herbs and wild flowers can be found.  I have seen many mines in my ramblings.  I will share with you their locations if you will help me with this task.”  

Q:  Do you know of any dangers in the surrounding area?

A:  “There are always possible dangers.  Even I could be a danger.”

Encounter 7: “It’s Mine!”

Pointed in this direction by the Pseudodragon Sir Taq Serell, the PCs arrive near the Tin mine to find a crazy Gnoll dancing around the entrance. In fact he is not crazy but instead the lookout in case anyone comes by.  Inside, the others are setting up camp and exploring the small mine. When the lookout spots the PCs he switches tunes to warn his fellows.

The mine was originally built by a small Gnomish consortium who lost their home and monies in the Giant invasion. They were forced to abandon the mine and cut their losses.

Judge’s Note: Rarkblak Appeared in the Year 2 Geoff Module: Wise Man’s Son. Some PC’s who played that module may recognize him.  He will not obviously remember them but if they remind him of their meeting, he actually will remember the PCs. 

The hills have been endless. Rocky and full of holes, the going has been tough and just a bit treacherous. Ankles are sore from being twisted and hands are scuffed from being used to catch oneself from falling. 

Finally you come to a more sane area and discover that you are not entirely alone. A dog like voice keeps repeating a chorus over and over in a mish mash of different languages.  To your ears it seems almost like nonsense.

Rarkblak sings in a mishmash of Flan, Gnoll, and Giant. Anyone who can understand two of the three can understand the song.

“Da Man kicks me down

Kicks me all around

So I down

All around

So I run

Away

Far

And now I down

No more down

All around”
The singer sings the same chorus over and over, varying his voice from time to time or making strange clicking sounds.  It is not hard to figure out where the singer is and as you round a part of the hill, you see a tall canine-headed humanoid jumping and dancing around.  

Rarkblak has scent and when the PCs get within 60’, he immediately switches songs.  He casts Inspirational Boost and then Inspire Courage on his fellows. If the PCs take out Rarkblak from 60’ away or more, then the fact that he stops singing lets his companions know something is up. Even though they will not be inspired, they will not be surprised.

If the PCs approach Rarkblak peacefully:

The Humanoid backs off slowly as you approach.  He has a spear with small fetishes and totems on it that looks like it had been chopped up and then woven back together at some point. 

He hides behind a large boulder and keeps repeating in Flan: “It’s Mine! All Mine! It’s Mine! All Mine!”

He does not willingly answer any questions and attacks the moment any spell is cast at him (if possible). He fights to drain resources and drive the enemy off is possible, falling back into the hills and retreating if he can.  .  If the PCs continue to treat peacefully with Fez, he does not stop them from entering the mine.  He does not reveal anything about what might be inside the mine.  
Once the PCs either drive off or ignore Rarkblak, and decide to go into the Mine, give them time make preparations to enter the mine.

Judge’s Note:  The PCs can pause between sections of the mine to cast or recast spells, rest, camp or make other preparations.  Those with low-light vision or dark vision will not have a problem seeing in most of the mine.  However, PCs without those abilities, will need a light source or help from other party members.

Map of Mine??
You enter the mine and there is only one torch that gives off poor light. This looks like a preparation area.  This tin mine looks very much like a professional operation as opposed to one done by individual entrepreneurs. The entrance is fifteen feet wide and twenty feet long, with an exit opposite of the entrance. Traces of phosphorescent moss can be seen here and there.

Just inside the entrance is a tripwire (DC 20+APL to see with Spot or Search). If not spotted it is tripped by the first person through.  A Reflex Save (DC 10 + APL) means the falling eggs miss the PC. Failure means the PC is covered in rotten Lizard Man eggs and is Nauseated (as per Stinking Cloud) for 1 hour. The stink can be washed off with alcohol, but water simply makes it messy.

There is nothing of value here.

When the PCs continue further into the mine, read the following:

This circular room has three exits aside from the one you entered through.  Three rough-cut hallways lead downward from this center area.  Each has a rusting set of mining cart tracks leading down into the three hallways.  Nothing seems to be moving here.  And, again, there is only one torch. More of the phosphorescent moss is here as well, providing some light.

This was the central area for the Gnomish miners who originally built this mine.  Due to various reasons they never got very far and had to abandon the mine and cut their losses.

There is nothing of value here.  

When the PCs choose the first hallway to go down, read the following:

The hallway leads down fifty feet at a steep angle, allowing you to walk carefully.   If you had to run or move quickly it would be dangerous.  The sound of your footsteps echo back to you eerily.  This shaft appears to have been worked extensively.  After about fifty feet of movement you come to an abandoned mining cart and a caved in hallway..

There is nothing of value here.

The PCs will need to backtrack to the round room.  The second hallway choice reveals the following:

Unlike the other hallways, this one has torch sconces set at regular intervals although no torches are present. The shaft is not too steep and traversing its length is quite easy.  This shaft still has veins of metal running through the walls.  About half way down its hundred feet, you begin to smell a rotten and putrid smell that, as you approach, can only be death.  At the end is a pile of gnawed and decomposing bodies. 

They have been stripped of all valuables and gear.

A successful DC 15 Knowledge (Nature) check reveals that the bodies were lizard men.  A successful DC 20 Heal check or DC 20 Knowledge (Nature) check lets the PCs know that one of these was a female who may have recently laid some eggs.

There are no other valuables in this area.

Going down the final unexplored hallway reveals the following:

This is the steepest of the three hallways and you must carefully navigate down the track while holding onto the iron side rails that the original builders must have installed.  As you get close to the bottom there is another voice, this one sounds almost like it is in prayer. The language is the barking sound of the Gnoll race.  It is accompanied by the ringing of hammer on metal.

As you get near the bottom there is a small area of flat ground and then an archway carved into the rock that leads into a large chamber. In the center of the chamber is an anvil and a hot forge.  Growing on the walls is more of the phosphorescent moss and in one corner is a large ivy like plant that seems to go from floor to ceiling.  The Gnoll doesn’t seem to notice you.  In the dim light, you can tell that he is much bigger than the other Gnoll outside and that his pelt is a strange shade of blue.

This is Bluepelt, leader of this band of Gnoll bandits. One way or another he has been warned by Rarkblak and has pre-cast Bull’s Strength and Protection from Good on himself. He is a cleric of Yeenoghu and a formidable fighter as well. 

Tactics:

Gnolls: The two archers use Rapid Shot and take as much cover as possible from any enemies on the ground. The two spiked chain fighters disarm and trip any PCs.  Obvious spell casters are the primary targets of the Gnoll Archers who do their best to concentrate fire.

Bluepelt: Bluepelt likes to take stock of the situation on the first round or even two if possible though he will move in and power attack any disarmed fighters or hapless Clerics. In general he leaves Arcane casters to the Archers unless there is no other target.

If he is the only one left, he rages and fights to the death.  However, if all of his Gnolls surrender, Bluepelt also surrenders and trades information (as well as healing) to the party for safe passage.

Rarkblak: If Rarkblak is not killed by the party prior to the battle he continues to inspire courage as long as possible. If he hears that his fellows have been defeated, Rarkblak retreats, running through the swamp and getting away to safety.
APL 6 (EL 9)

Bluepelt, Male Gnoll-Flind; Ranger 2 / Cleric 5; 66hp; See Appendix II

Rarkblak, Male Gnoll; Ranger 4 / Bard 2; 59hp; See Appendix II

Zototh, Male Gnoll; Ranger 4; 45hp; See Appendix II

Eskorth, Male Gnoll; Ranger 4; 45hp; See Appendix II

Therk, Male Gnoll; Ranger 1 / Fighter 2; 40hp; See Appendix II

Horok, Male Gnoll; Ranger 1 / Fighter 2; 40hp; See Appendix II

APL 8 (EL 11)

Bluepelt, Male Gnoll-Flind; Ranger 2 / Cleric 7; 80hp; See Appendix III

Rarkblak, Male Gnoll; Ranger 4 / Bard 2; 59hp; See Appendix III

Zototh, Male Gnoll; Ranger 6; 59hp; See Appendix III

Eskorth, Male Gnoll; Ranger 6; 59hp; See Appendix III

Therk, Male Gnoll; Ranger 1 / Fighter 4; 58hp; See Appendix III

Horok, Male Gnoll; Ranger 1 / Fighter 4; 58hp; See Appendix III

If the Gnolls are defeated – If he is alive, Bluepelt offers up information on Gareth in exchange for his life. 

Bluepelt had seen enough of his people die for the Sakhut and was tired of being pushed around by the Giants and the Hobgoblins. So he deserted their army and became a bandit, making his way across Geoff towards Gran March. Eventually he ran afoul of another bandit, Gareth of Geoff. Gareth offered him a deal: go to the Downlands and raid any Gyri settlers who come down there.

Bluepelt and his band happened upon the Tin mine and thought that this would make a good hide out, especially if they could find some gnome or goblin slaves to work the mine for them.

One of the Gnolls, Rarkblak, is a Bard and he has been using his Ghost Sound spells to keep people out of the general area, though the Gnolls avoid the Bluff and the Killoren as much as possible.

Bluepelt also gladly hands over all gear except his dagger, so he has something to defend himself with. He has other stashes of weapons and gear that he can re-equip with. He will not go back to Gareth now and instead promises to travel to the Pomarj.

The information on Gareth is slightly out of date but can be confirmed as being true at one time, so Bluepelt is not lying to get free. If he is dead the others gladly give the same information if they are freed. If the PCs do not free them or all the Gnolls are killed, then they do not get the information.

The PCs can easily cut the budding flowers from the Nightflower to be delivered back to Ser Taq. 

If the PC’s are defeated – Bluepelt stabilizes any dying PCs and take some of their money and food before moving on.  He realizes he has been compromised in this location. He leaves behind a note scrawled in terrible common, saying that Gareth’s Army has been merciful this day and that they should not forget it.

Since they are alone the PCs can easily cut the budding flowers from the Nightflower to be delivered back to Ser Taq.

When the PCs return the cuttings to Taq, he thanks them and points out the locations of some of the other mines in the area, including a mine far to the north that is worked by a strange bearded man that spends much of his time yelling at his wife.  He also mentions the site of a dilapidated stedding that has a well.

Encounter 8:  Wounds Left Open

The PCs come across Stedding that long past its days of glory and hides a sad past.  With their ears and hearts open, they can do a service for both an honorable Gyric family and a brave Knight of the Dispatch, fallen in defense of her friends.

Judge’s Note: The Hellion Oak speaks only Flan and Sylvan, but it can also be contacted via the Speak with Plants spell or ability. If no one can talk to it, the Oak will do its best point the PCs in the right direction.

A Spirit on the Hill

You make your way in the direction of the well mentioned to you by Ser Taq. In the sky above, the sun shines down quite brightly and you have to squint your eyes whenever you look skyward. There is no life around here except the parts of the swamp that reach out into these low hills. You wonder how it could be possible to dig a well in these surroundings, let alone one that could provide fresh water.

Passing a hill you see the unmistakable form of a blonde haired woman. Her hair is long and braided and her pleasant smile beams at you. She seems to be dressed as some sort of Knight. She waves to you and then passes down below the ridgeline. 

A DC 10 Knowledge (Local:  Sheldomar) reveals that she is a Knight of the Dispatch.  If the PCs follow her, then read the following.

You crest the ridgeline moments later but find no trace of the woman. Thinking about her, you realize that it seemed as if the sun had been shinning through her instead of around. In any case there is no sign someone was here.

If anyone casts Detect Undead, they get a faint resonance but whatever was here is gone.  Searching for the spirit will elicit no evidence at all. 

An Oak Stands Alone

Coming over another hill you at last find yourself on some flat country. The soil is no good for growing foods but the grasses could support herds.  After walking for a mile or so you notice that the wind has turned chilly and the once bright sky is now overcast. It does not threaten rain nor does it promise more sunlight.  

Ahead of you is an old and withered Stedding.  Its once proud wooden palisade is now riddled with many holes. Through these holes you can see the house, itself badly weathered, and the well, which looks to be in good shape. The most outstanding feature however, is an oak tree easily two frost giants high standing to one side of the house. Its branches are bare of leaves and the tree itself looks nearly petrified. No acorns lay around its base and it is long past the time where the tree could renew itself.

A DC 15 Knowledge (Nature) tells the PC that the tree is or should be completely dead. A DC 10 Knowledge (Local:  Sheldomar) tells the PC this is a Family Tree like is seen in Gyruff and other Flan lands.

As you get near the Stedding, the wind picks up and you hear a soft moaning that you could swear is words of some sort.

DC 10+APL Listen check to hear someone speaking in Flan.  If the listener understands Flan, the voice said:

“I must summon my strength”

The Tree repeats itself, but speaks in Sylvan the second time.

This is the Tree.  As the PCs investigate, the Hellion Oak will try and speak to them.  Anyone who makes a second DC 10+APL Listen Check will realize that the moaning is coming from the tree itself. Anyone who understands Flan or sylvan will understand the tree.

Hellion Oak

The following are some Questions, Answers, and phrases the Hellion Oak will use to communicate with the PCs.

Judge’s Note: The Oak speaks slowly with a deep voice if you wish to role play this scene for the PCs.

“Bora Da, I am the wilted flower of a proud family and as their last surviving witness beg you to help me.”

Q:  How can we help? / What can we do to help?
A:  A friend and ally who helped us in a time of need has been killed but is not at rest.  She needs to be made to understand that she did not fail us.

Q:  Who is this person? Is she dead?

A:  Her name is Colleen merch Taenna, a Knight of the Dispatch who was a distant cousin of this family. She fell in battle against our last enemies though she managed to kill them all.

Q:  How can we lay her to rest, what should we do?

A:  Take the book that rests inside of the house and read the last passage to her. Then she will know that all happened, as it should have, as it was planned. Then bring her body here for a proper funeral. I will provide all the wood you need.

Q:  Who are you?

A:  I am the Family Tree of the Hellions.  I bore twenty generations of them upon my branches. Now I am ready to enter the Cycle but cannot until Colleen merch Taenna is at rest.

Q: Why have I never heard of these Hellions?

A: They kept a very low profile. They served Geoff, though some served Keoland and others Bissel as well. Two were warlords but chose success over fame and their names were lost to history. They were a proud family who had no need or want of fame.

Q:  What happened here?

A:  Mikal ap Jakal fought his last battle here, taking his enemies into oblivion with him instead of allowing them to burn away the history of his family. Those cowardly beasts who survived ambushed Colleen merch Taenna when she arrived the next day but she lead them to their doom… and hers.

The Old House

Once a PC or PCs go inside of the house, read the following.

The inside of this house is dusty and full of cobwebs and small bugs. Doors have fallen off hinges and the second story looks ready to collapse at any moment. To one side, a suit of black scale armor sits upon a mannequin. It has not dulled with the ebb of time. Beside it sits an equally black bastard sword, made of the same material. 

Behind these hangs a tapestry.  It shows a red haired man in the black armor and a black and green kilt wielding the sword in one hand and a dragon headed crossbow in the other. Behind him are two dozen faces, like ghosts watching the man.  He is in the process of beheading someone who has a crown upon his head but is otherwise unrecognizable.

Ask the PCs to make a Spot Check, DC 10+APL. Those who succeed see a bloody hand print on the Tapestry.

Near a window is a small table and on the table is a book. Dust has collected on it but the book seems from here to be in good shape.  As you look closer, the title of the book says simply: ‘Our History’.

This is the history of the Hellion family and their successes as well as failures. In the back is a bent page to denote the last entry.  

In the early days of the Gyric Tribes, a small but powerful family proudly served as leaders and followers of the various rulers in this area and Geoff itself. They were known as the Hellion Clan and were famed warriors throughout Geoff. On rare occasions the Clan even provided an Arglyth or Brehr but their names were lost to history as were the Cantrevi they helped rule. 

Twenty years ago, the last son of the Hellions died in battle defending the family home. They had settled here in the Downlands after leaving Geoff under bitter circumstances. Although Mikal had invited his cousin, Dispatch Colleen to visit, he also planned a confrontation with his enemies.  He tried to time it so that she would not arrive on the day the battle and would be spared from becoming involved.

Sadly, Mikal and his enemies perished in an eldritch blast that scoured the area of all life but left the Stedding, the Family Oak, and the Well intact.  

Give the PCs Appendix III:  Player’s Handout #3.

If the PCs take anything without promising to help the Oak, he curses them. Otherwise, if they choose to help, he asks them to swear not to harm anything until Colleen is laid to rest, after which they may loot anything they wish.

If they agree, read on.

Death of a Knight

The Hellion Oak tells you where Colleen’s body lies in the swamp. He warns you that it is treacherous as she lured her remaining enemies there to be killed. It takes an hour to reach the area.  The swamp does indeed look very treacherous in this area.  As you approach the area two apparitions appear. They look like men but each is twisted.  A wave of evil sweeps over you.

“You cannot save her!” One yells.

“She betrayed us! To our deaths!” The other says.  A small and feminine laugh can then be heard and a third apparition appears.  It is the same woman that you saw earlier in the day.  The two apparitions disappear, screaming in anguish.  The woman approaches you.

“My apologies, they are constantly badgering people.”

This is Colleen merch Taenna,. She is quite obviously dressed in the livery of a Knight of the Dispatch. She is friendly but can answer very little about the surrounding area, other then she would not mind people moving in.

Q:  Who are you? Are you Colleen merch Taenna?

A:  I am Colleen merch Taenna, Persistent Lynx, Knight of the Dispatch and friend of the peoples in these lands. My failure in life has kept me here but I am not bitter for it is a punishment well deserved.

Q:  Why should you be punished?

A:  I failed my cousin, Mikal of the Hellions. I did not come to his aid in time and he was swept away in some great conflagration.

Q:  What can you tell us about the Hellions?

A:  I was a distant cousin really but they kept tabs with all of their off shoots. They were great warriors and leaders of armies. Many were mercenaries.

Q:  Can we do anything for you?

A:  You can let the Knights of the Dispatch know that I died and where.  My last report is in my satchel if you can get it from my body.

Once the PCs begin to explain to Colleen that she did not fail, she will listen.  She does not believe them however, until someone reads the passage out of the book to her.  At this, she begins to cry and for a moment responds to no one.  Finally, she nods and she begins to smile.

“I have damned myself here. I should have known Mikal would not let himself be destroyed or taken on their terms.” The apparition shakes her head and then looks at you.

“I can offer you no boon except my thanks… well and whatever coin is on my body I give to you along with my cloak. My body is indeed nearby but the land is treacherous. Be careful and be wary of my former enemies who are trapped here with me.”

See DM’s Handout X: The Swamp Grave

· Areas marked with an S are safe ground

· Areas marked with a Q are quicksand

· Areas marked with an AV will trigger the Assassin Vine

· Areas marked with a EG will trigger an enemy ghost

Safe Ground: The PC may walk here with little or no trouble.

Quicksand: Anyone stepping here must make a DC 15 Reflex save or fall in.  See rules for Quicksand in the DMG.

Assassin Vine: An Assassin Vine lives in this area but it has been affected by constant exposure to the spirits. It will only attack if someone steps on its square.

See Assassin Vine: MM, page 20. HP: 30
Enemy Ghost: Anyone stepping here is badgered by one of the dead enemy spirits. A turning attempt simply makes it disappear. It verbally assaults the PC but can do no damage.

A Survival check (DC 8) will only tell if the ground is safe or quicksand. It does not reveal any strange or odd occurrences nor does it reveal the Assassin Vine.

Once the PCs have the body, Colleen disappears. She will only reappear if they throw the body away or do weird things with it.

Her cloak is still in good shape and her coin purse holds some gold and silver pieces that are twenty years out of date.

Returning to the Stedding

You return with the body of Colleen merch Taenna and the Hellion Oak welcomes you back.

“Honorable people. You have written a last and honorable chapter in the book of this family. I thank you.” The Oak groans and drops many of its branches on the ground.  Soon, half of the branches lie before you.

“Make her funeral pyre from these.  She is worthy of them.”

Once the pyre is made, read the following.

The winds whirl around you and a streak of lightning strikes the pyre, alighting it.  The wood burns quickly and within moments the remains of Colleen merch Taenna are burning and she is returned to the cycle. 

A second strong wind blows through and the fire jumps from the pyre to the Oak, setting it alight. A low groan escapes the Oak as a whirlwind of fire surrounds the pyre and the tree. The wind is strong now and you are barely able to stand as the branches are torn from the Oak and its trunk cracks in several places.  Darkness covers the sky though from clouds or smoke you are unsure.  In moments the dramatic show is over and the wind dies away.  Sunlight once again reigns over this area and what once was troubling now seems at peace.

The Hellion Oak is gone, only a single branchless trunk barely the size of an Ogre remains. All traces of the funeral pyre are gone except for some black ash. All else is as it was.

If the PCs have lived through their trek through this section of the Downlands, go to Conclusion B.
If the entire party is dead, go to Conclusion A.

Conclusion

Conclusion A:  The PCs do not complete their mission.

The PCs have all died.

In his wanderings an old man with a heavy white beard finds your bodies.  With great effort, your bodies are loaded onto his cart along with the rest of his life, and the body of his wife.  Your belongings are gone, having been stolen by slavers.  Without much fanfare, your bodies are dumped off the cart and onto the sand.  The old man and his mule that pulls the car plod along the beach, heading north.  

Eventually, the barge arrives and the crew loads you onto it.  They’re quite thankful it was you on that exploration and not them.  Something must have gone horribly wrong.  The long trip up river is made harder for them by the stench of rotting flesh.

The PCs are dead and all their belongings are gone.  Although they can be brought back once their bodies arrive in Preston, they have none of the equipment they took with them to the Downlands.

Conclusion B:  The PCs complete their mission.

The PCs have explored all of at least one path leading from the Killoren’s maze.

You make camp to await the return of the barge that will take you back.  After exploring the Downlands, it holds new interest for you.  New sights, sounds and experience have been made here.  Perhaps even some new friends have been found.

A decision is to be made.  The Regent waits to hear your report on this area.  This Bluff may be a city when you next visit.

The barge arrives and the crew helps you embark.  Going up river is much more difficult.  Long poles are used by each of the crew members to push the barge very slowly against the current.  It’s slow, hard going, but the trip will give you time to compile a report. 
APL 6

Assassin Vines; 33hp; See Monster Manual pg. 20

APL 8

Assassin Vines; 33hp; See Monster Manual pg. 20
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.

[Generally, to award XP for a combat encounter the judge should award 30xp per EL defeated in the encounter.  So at APL2 the party defeats a monster at EL4 and gets 120xp, while at APL 4 the monster is EL6 awarding the party 180xp.  The XP that can be awarded in an adventure is subject to certain maximum amounts.  Authors should refer to the Living Greyhawk Writer’s Guidelines for the most recent version of these rules including separate rules regarding the maximum amount of XP that can be awarded for story awards and for discretionary roleplaying.]

Encounter One
Experience objective


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Encounter Two

Experience objective


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Story Award

Objective(s) met


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Discretionary roleplaying award


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Total possible experience


APL X: AA xp.


APL Y: BB xp.


APL Z: CC 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 One:

APL A: L: xx gp, C: yy gp, M: item name (value gp each per single item).

APL B: L: 0 gp, C: 10 gp, M: scroll of haste (31 gp each), +1 rapier (193 gp each).

Encounter Two:  

APL A: L: xx gp, C: yy gp, M: item name (value gp each per single item).

APL B: L: 0 gp, C: 10 gp, M: scroll of haste (31 gp each), +1 rapier (193 gp each).

Total Possible Treasure (Maximum Reward Allowed)

APL A: L: xx gp, C: yy gp, M: zz gp – Total: aa gp (bb gp).

APL B: L: xx gp, C: yy gp, M: zz gp – Total: aa gp (bb gp).

Items for the Adventure Record

Appendix I

Killoren Racial Traits

Killoren resemble half-elves, and males and females alike average abtou a 5-1/2 feet in height.  The mature very quickly, being full grown by the age of 10, and live very long lives, hardly changing at all in appearance for their first century. Killoren have green or tan skin the texture of soft, young leaf, and their limbs are unusually long and slender when compared with those of the humanoid races.  An individual killoren’s hair and eye color depends on which aspect of nature the killoren is currently manifesting.

· Fey: Killoren are of the fey type and are therefore not affected by spells such as charm person and hold person.  Unlike other fey, killoren gain Hit Dice only by aquiring levels in a character class.

· A killoren’s base land speed is 30 feet.

· Low-light Vision: Killoren can see twice as far as a humanoid in starlight, moonlight, torchlight and similar conditions of poor illumination.  They retain the ability to distinguish color and detail under these conditions.

· Immunity to magic sleep effects and a +2 racial bonus on saves against enchantment  spells or effects.

· Racial Skills:  Killoren have a +2 racial bonus on Handle Animal and Survival checks.

· Cold Iron Anathema (Su):  Killoren have a difficult time wielding weapons made of cold iron.  Killoren take a -2 penalty on any attack roll they make with a cold iron weapon or a weapon made only partially out of cold iron, such as a cold iron spear or a bow firing cold iron arrows.

· Manifest Nature’s Might (Su):  Killoren are forever bound to the raw forces of nature itself, manifesting this bond even in their physical form.  A killoren can only manifest one aspect of nature’s might at a time.  Each morning as the sun rises, a killoren spends 10 minutes in quiet meditation, filling her spirit with the aspect of nature that is most needed for her current tasks.  Once a killoren chooses an aspect, she manifests that aspect until the next morning, when she chooses again which aspect to manifest.  Many killoren favor one aspect over the others and rarely choose to manifest one of the other two aspects.

Aspect of the Ancient:  While manifesting the aspect of the ancient, a killoren embodies the deep and ancient secrets of nature itself.  With this bond to nature’s secret lore, a killoren gains a racial bonus on Knowledge (nature) checks equal to her Hit Dice and gains an additional +2 bonus on saving throws against enchantment effects.  This bonus stacks with the killoren’s normal racial bonus on saving throws against enchantment effects.  While a killoren manifests the aspect of the ancient, her hair turns white and her eyes turn to the color of a blue summer sky.

Aspect of the Destroyer:  Many races revere nature for its power to destroy, but none more so than a killoren manifesting the aspect of the destroyer.  One per hour (up to a maximum number of times per day equal to the character’s charisma bonus, minimum 1), a killoren manifesting the aspect of the destroyer can make a special smite attack that deals extra damage to the foes of nature.  When making this smite attack, a killoren adds her Chrisma bonus to her attack roll and deals an extra 1 point of damage per Hit Die.  This smite attack works only against aberrations, constructs, humanoids, oozes, outsiders, and undead.  If a killoren accidentally smites a creature that is not one of the creature types listed above, the smite has no effect, but the ability is still used up for that hour and counts against the total uses per day.  While a killoren manifests the aspect of the destroyer, her hair and eyes turn a deep, lusterless black;  many find the gaze to be unnerving.

Aspect of the Hunter:  The hunt affects nearly every aspect of nature and claims a place of great prominence and importance in the cycle of life.  A killoren manifesting the aspect of the hunt is bound to nature’s ancient tradition of the hunt, and her senses sharpen to an amazing degree.  While manifesting the aspect of the hunt, a killoren gains a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks, and a +2 racial bonus on initiative checks.  While a killoren manifests the aspect of the hunter, her hair and eyes turn a deep forest green, and her skin tone becomes a deeper brown than when manifesting one of the other aspects.

· Automatic Languages:  Common, Sylvan.  Bonus Languages: Aquan, Auran, Elven, Gnome, Ignan, Terran

· Favored Class: Druid

Appendix II

Wererat  Racial Traits

Combat
A lycanthrope in its humanoid (or giant) form uses whatever tactics and weapons are favored by others of its kind, though it tends to be slightly more aggressive. A lycanthrope possesses the senses of its animal form, including scent and low-light vision, and it has a deep empathy for (and ability to communicate with) animals of its animal form. An afflicted lycanthrope damaged in combat may be overwhelmed by rage, causing it to change to its animal form involuntarily.

A lycanthrope in animal form fights like the animal it resembles, although its bite carries the disease of lycanthropy. It is preternaturally cunning and strong, and possesses damage reduction that is overcome only by silvered weapons.

Finally, a natural lycanthrope (or an afflicted lycanthrope that has become aware of its affliction) can assume a hybrid form that is a mix of its humanoid and animal forms. A hybrid has hands and can use weapons, but it can also attack with its teeth and claws. A hybrid can spread lycanthropy with its bite, and it has the same damage reduction that its animal form possesses.

Alternate Form (Su): A wererat can assume a bipedal hybrid form or the form of a dire rat.

Curse of Lycanthropy (Su): Any humanoid or giant hit by a wererat's bite attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy.

Disease (Ex): Filth fever; bite, Fortitude DC 12, incubation period 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based.

Rat Empathy (Ex): Communicate with rats and dire rats, and +4 racial bonus on Charisma-based checks against rats and dire rats.

Skills: A wererat in rat or hybrid form uses its Dexterity modifier for Climb or Swim checks. It has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened.

Wererats have a +8 racial bonus on Swim checks from their dire rat form.

Feats: Wererats gain Weapon Finesse as a bonus feat.

Appendix III

APL 6 Stat Blocks

Encounter 1

Killoren Rangers (2): Medium Fey; CR 4; HD 4d8+8; hp 31; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +4/+5; Attk: +6 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +6 Ranged (1d8+1; 20/x3 Composite Longbow) or +5 Melee (1d6+1; 19-20/x2 Scimitar) or +5 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2), Combat Style: Archery; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +6, Ref +6, Will +2; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +5, Hide +7, Listen +7, Knowledge (Geography) +7, Move Silently +7, Ride+4, Spot +7, Survival +9; Rapid Shot, Point Blank Shot, Precise Shot


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (1) DC (11)

Memorized: 

1 – Entangle
Killoren Barbarian: Medium Fey; CR 4; HD 4d12+8; hp 41; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +4/+6; Attk: +7 Melee (1d12+3; 20/x3 Great Axe) Full Atk +7 Melee (1d12+3; 20/x3 Great Axe) or +6 Melee (1d6+2; 18-20/x2 Scimitar) or +6 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (2/Day); SQ: Lowlight Vision, Uncanny Dodge, Trap Sense (+1); AL NN; SV Fort +6, Ref +2, Will +2; Str 15(+2), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


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


Equipment: Masterwork Great Axe, Scimitar, Dagger, Chain Shirt

Salbidin, Killoren Druid: Medium Fey; CR 8; HD 8d8+8; hp 51; Init +1; Spd 20 ft/x4; AC 17 (+1 Dexterity, +4 armor, +2 Shield), touch 11, flat-footed 14; Base Atk/Grapple +6/+7; Attk: +7 Melee (1d6+1; 18-20/x2 Scimitar) Full Atk +7/+2 Melee (1d6+1; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Shape (3/Day - Large), Wild Empathy, Trackless Step, Lowlight Vision; AL NN; SV Fort +7, Ref +3, Will +11; Str 12(+1), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 17(+3), Cha 12(+1);


Skills & Feats: Concentration +10, Handle Animal +11, Knowledge Nature +8, Heal +5, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


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

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

Memorized: 

0 – Cure Minor (x3), Light, Resistance

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

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

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

Encounter 2

Old Miner, Human Expert: Medium Humanoid; CR 4; HD 4d6+6; hp 24; Init +2; Spd 30 ft/x4; AC 11 (+1 Dexterity), touch 11, flat-footed 10; Base Atk/Grapple +3/+3; Attk: +3 Melee (1d8; 19-20/x2 Longsword) Full Atk +3 Melee (1d8; 19-20/x2 Longsword) or +3 Melee (1d4; 20/x4 Pick, Light); Space/Reach: 5’/5’; SA: None; SQ: None; AL NG; SV Fort +2, Ref +2, Will +5; Str 10(0), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Craft Metal +9, Knowledge Engineering +9, Knowledge Dungeoneering +8, Knowledge Geography +8, Profession Miner +9, Search +8, Survival +8; Skill Focus: Craft Metal, Skill Focus: Profession – Miner, Skill Focus –Knowledge Engineering


Equipment: Miner’s Toolkit, Longsword, Pick, Light

Encounter 4

Fanterish, Killoren Ranger: Medium Fey; CR 4; HD 4d8+8; hp 31; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +4/+5; Attk: +6 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +6 Ranged (1d8+1; 20/x3 Composite Longbow) or +5 Melee (1d6+1; 19-20/x2 Scimitar) or +5 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2), Combat Style: Archery; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +6, Ref +6, Will +2; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +5, Hide +7, Listen +7, Knowledge (Geography) +7, Move Silently +7, Ride+4, Spot +7, Survival +9; Rapid Shot, Point Blank Shot, Precise Shot


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (1) DC (11)

Memorized: 

1 – Entangle

Tabstolir, Killoren Ranger: Medium Fey; CR 4; HD 4d8+8; hp 31; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +4/+5; Attk: +6 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +6 Ranged (1d8+1; 20/x3 Composite Longbow) or +5 Melee (1d6+1; 19-20/x2 Scimitar) or +5 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2), Combat Style: Dual Wield; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +6, Ref +6, Will +2; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +5, Hide +7, Listen +7, Knowledge (Geography) +7, Move Silently +7, Ride+4, Spot +7, Survival +9; Two Weapon Fighting, Two Weapon Defense, Point Blank Shot; 


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (1) DC (11)

Memorized: 

1 – Entangle

Alandriss, Killoren Druid: Medium Fey; CR 4; HD 4d8+4; hp 27; Init +1; Spd 20 ft/x4; AC 17 (+1 Dexterity, +4 armor, +2 Shield), touch 11, flat-footed 14; Base Atk/Grapple +3/+4; Attk: +4 Melee (1d6+1; 18-20/x2 Scimitar) Full Atk +4 Melee (1d6+1; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Empathy, Trackless Step, Lowlight Vision; AL NN; SV Fort +5, Ref +2, Will +7; Str 12(+1), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 16(+3), Cha 12(+1);


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


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

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

Memorized: 

0 – Cure Minor (x3), Light, Resistance

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

2 – Barkskin, Heat Metal, Flaming Sphere

Winalnam, Killoren Templar: Medium Fey; CR 7; HD 7d10+21; hp 67; Init +1; Spd 30 ft/x4; AC 17 (+1 Dexterity, +6 armor), touch 11, flat-footed 16; Base Atk/Grapple +7/+9; Attk: +10 Melee (1d6+5; 20/x2 Quarterstaff) Full Atk +10/+5 Melee (1d6+5; 20/x2 Quarterstaff) or +9/+4 Melee (1d6+2; 18-20/x2 Scimitar) or +9/+4 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Mettle, Smite (1/Day); SQ: Lowlight Vision; AL NN; SV Fort +9, Ref +2, Will +5; Str 15(+2), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Climb +8, Concentration +8, Knowledge: Religion +6, Handle Animal +6, Ride +5, Swim +6; True Believer (CD), Weapon Focus: Quarterstaff, Power Attack, Weapon Specialization: Quarterstaff, Improved Toughness, Skill Focus: Knowledge Religion


Equipment: Quarterstaff +1, Scimitar, Dagger, Chain Mail +1
Spells: Per Day (2) DC (11)

Memorized: 

1 – Divine Sacrifice (x2)

Encounter 5

Brutus, Male Human: Medium Humanoid-Lycanthrope; CR 6; HD 4d4+1d6+1d8+12; hp 35; Init +2; Spd 30 ft/x4; AC 18 (+2 Dexterity, +2 natural, +4 Spell), touch 12, flat-footed 16; Base Atk/Grapple +2/+2; Atk: +5 (1d6+1, 16-20/x2 +1 Keen Rapier); Full Atk +5 (1d6+1, 16-20/x2 +1 Keen Rapier); +2 (Secondary) (1d4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells, Sneak Attack 1d6; SQ: Alternate Form, Lowlight Vision, Rat Empathy, Scent; AL LE; SV Fort +3, Ref +5, Will +7; Str 10(0), Dex 14(+2), Con 14(+2), Int 10(0), Wis 12(+1), Cha 16(+3);


Skills & Feats: Bluff +10, Climb +8, Concentration +9, Diplomacy +7, Hide +6, Intimidate +7, Knowledge: Arcana +5, Listen +5, Move Silently +6, Spot +5, Search +4; Weapon Finesse, Spell Focus: Evocation, Iron Will, Dodge

Equipment: +1 Keen Rapier, Dagger, Spell Components, Bag of Holding Type I, Potion of Cure Light Wounds

Spells: Per Day (6/7(6)/4) DC (13/14/15) *(Add +1 to Evocation Save DC’s)

Spells Known (6/3/1): 0 - Acid Splash, Detect Magic, Read Magic, Light, Ray of Frost; 1st – Mage Armor, Sleep, Magic Missile; 2nd Scorching Ray

Note: Has Pre-Cast Mage Armor one (1) time. 

Kutus, Male Human: Medium Humanoid-Lycanthrope; CR 7; HD 4d8+2d6+1d8+14; hp 50; Init +2; Spd 40 ft/x4; AC 14 (+2 Dexterity, +2 natural), touch 12, flat-footed 16; Base Atk/Grapple +3/+5; Atk: +7 (1d6+2, 20/x2 Nunchaku); Full Atk +5/+5 (1d6+2, 20/x2 Nunchaku) or +4/+4 (1d8+2, 20/x2 Unarmed); Space/Reach: 5’/5’; SA: Flurry of Blows, Ki Strike (Magic), Sneak Attack 1d6; SQ: Fast Movement, Improved Evasion, Still Mind, Slow Fall 20ft, Alternate Form, Lowlight Vision, Rat Empathy, Scent; AL LE; SV Fort +6, Ref +9, Will +8; Str 14(+2), Dex 15(+2), Con 14(+2), Int 10(0), Wis 14(+2), Cha 10(0);


Skills & Feats: Balance +6, Bluff +4, Climb +6, Concentration +6, Disable Device +4, Hide +7, Intimidate +4, Listen +6, Move Silently +6, Open Locks +6, Sense Motive +6, Spot +6, Search +4, Tumble +10; Weapon Finesse, Dodge, Weapon Focus: Nunchaku, Iron Will, Combat Reflexes, Acetic Rogue (CA), Improved Unarmed Strike, Stunning Fist

Equipment: Masterwork Nunchaku, Nunchaku, Potion of Cure Light Wounds

Nutus, Male Human: Medium Humanoid-Lycanthrope; CR 6; HD 6d6+1d8+14; hp 39; Init +2; Spd 30 ft/x4; AC 18 (+2 Dexterity, +2 natural, +4 Armor), touch 12, flat-footed 16; Base Atk/Grapple +4/+6; Atk: +7 Melee (1d6+2, 18-20/x2 Rapier); Full Atk +7 Melee (1d6+2, 18-20/x2 Rapier); +6 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Sneak Attack 3d6; SQ: Alternate Form, Lowlight Vision, Rat Empathy, Scent, Uncanny Dodge, Evasion, Trap Sense (+2); AL LE; SV Fort +4, Ref +7, Will +3; Str 14(+2), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Balance +9, Bluff +7, Climb +9, Disable Device +8, Hide +9, Intimidate +7, Listen +8, Move Silently +9, Open Locks +9, Sense Motive +8, Spot +8, Search +9, Tumble +11; Weapon Finesse, Dodge, Skill Focus: Tumble, Weapon Focus: Rapier, Combat Reflexes

Equipment: Masterwork Rapier, Chain Shirt, Dagger, 50’ Rope, Potion of Cure Light Wounds

Encounter 7

Therk, Gnoll Tripper: Medium Humanoid; CR 5; HD 3d8+2d10+10; hp 40; Init +1; Spd 30 ft/x4; AC 16 (+1 Dexterity, +4 armor, +1 natural), touch 11, flat-footed 15; Base Atk/Grapple +4/+7; Atk +8 Melee (2d4+4; 20/x2, Spiked Chain); Full Atk +8 Melee (2d4+4; 20/x2, Spiked Chain); or +7 Melee (1d6+3; 19-20/x2 Short Sword); +7 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +8, Ref +4, Will +1; Str 17(+3), Dex 12(+1), Con 14(+2), Int 13(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Hide +5, Move Silently +4, Listen +8, Spot +8, Survival +8; Combat Expertise, Exotic Weapon Proficiency – Spiked Chain, Combat Reflexes, Improved Trip

Equipment: Masterwork Spiked Chain, Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Horok, Gnoll Disarmer: Medium Humanoid; CR 5; HD 3d8+2d10+10; hp 40; Init +1; Spd 30 ft/x4; AC 16 (+1 Dexterity, +4 armor, +1 natural), touch 11, flat-footed 15; Base Atk/Grapple +4/+7; Atk +8 Melee (2d4+4; 20/x2, Spiked Chain); Full Atk +8 Melee (2d4+4; 20/x2, Spiked Chain); or +7 Melee (1d6+3; 19-20/x2 Short Sword); +7 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +8, Ref +4, Will +1; Str 17(+3), Dex 12(+1), Con 14(+2), Int 13(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Hide +5, Move Silently +4, Listen +8, Spot +8, Survival +8; Combat Expertise, Exotic Weapon Proficiency – Spiked Chain, Combat Reflexes, Improved Disarm

Equipment: Masterwork Spiked Chain, Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Zototh, Gnoll Brigand: Medium Humanoid; CR 5; HD 6d8+12; hp 45; Init +1; Spd 30 ft/x4; AC 18 (+3 Dexterity, +4 armor, +1 natural), touch 13, flat-footed 15; Base Atk/Grapple +5/+7; Atk +9 (1d8+2; 20/x3, Longbow); Full Atk +9 (1d8+2; 20/x3, Longbow); or +7 Melee  (1d6+2; 19-20/x2 Short Sword); +7 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; SQ: Endurance, Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +6, Ref +7, Will +2; Str 14(+2), Dex 16(+3), Con 14(+2), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +5, Hide +6, Move Silently +7, Listen +7, Spot +7, Survival +7; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Eskorth, Gnoll Brigand: Medium Humanoid; CR 5; HD 6d8+12; hp 45; Init +1; Spd 30 ft/x4; AC 18 (+3 Dexterity, +4 armor, +1 natural), touch 13, flat-footed 15; Base Atk/Grapple +5/+7; Atk +9 (1d8+2; 20/x3, Longbow); Full Atk +9 (1d8+2; 20/x3, Longbow); or +7 Melee  (1d6+2; 19-20/x2 Short Sword); +7 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; SQ: Endurance, Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +6, Ref +7, Will +2; Str 14(+2), Dex 16(+3), Con 14(+2), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +5, Hide +6, Move Silently +7, Listen +7, Spot +7, Survival +7; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Rarkblak, Gnoll Lieutenant: Medium Humanoid; CR 6; HD 6d8+2d6+16; hp 59; Init +1; Spd 30 ft/x4; AC 17 (+2 Dexterity, +4 armor, +1 natural), touch 12, flat-footed 15; Base Atk/Grapple +5/+7; Atk +8 (1d8+2; 20/x3, Longbow); Full Atk +8 (1d8+2; 20/x3, Longbow); or +7 Melee  (1d6+2; 19-20/x2 Short Sword); +7 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; Spells; SQ: Endurance, Track, Wild Empathy, Darkvision 60’, Bardic Music; AL CE; SV Fort +6, Ref +10, Will +5; Str 14(+2), Dex 14(+2), Con 14(+2), Int 12(+1), Wis 10(0), Cha 13(+1);


Skills & Feats: Climb +6, Hide +7, Move Silently +7, Knowledge: Local +5, Listen +8, Perform +11, Spot +8, Survival +8; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds, Masterwork Drum

Spells: Per Day (3/1) DC (11/12)

Spells Known (5/2): 0 – Dancing Lights, Detect Magic, Read Magic, Light, Ghost sound; 1st – Sleep, Inspirational Boost (CADV)
Bluepelt, Gnoll-Flind, Leader: Medium Humanoid; CR 6; HD 9d8+18; hp 66; Init +1; Spd 30 ft/x4; AC 20 (+1 Dexterity, +5 armor, +2 Shield, +2 natural), touch 11, flat-footed 15; Base Atk/Grapple +6/+9; Atk +11 Melee (2d4+3; 19-20/x2, Flindbar+1); Full Atk +11/+6 Melee (2d4+3; 19-20/x2, Flindbar+1); or +9 Melee (1d8+3; 20/x2, Heavy Mace); Space/Reach: 5’/5’; SA: Combat Style: Dual Weild, Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +9, Ref +5, Will +6; Str 16(+3), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 14(+2), Cha 12(+1);


Skills & Feats: Climb +7, Concentration +6, Heal +12, Hide +5, Knowledge Religion +4, Move Silently +5, Listen +6, Spot +6, Survival +6; Weapon Focus: Flindbar, Sacred Healing (CD), Corrupt Spell (CD), True Believer (CD)
Equipment: Flindbar +1, Chain Shirt +1, Large Wooden Shield, Backpack, Potion of Cure Light Wounds (x2)

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

Domains: (Erythnul) Chaos / War

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Bless, Entropic Shield*, Protection from Good*, Summon Monster I; Domain: Protection From Law

2 – Bull Strength, Bear’s Endurance, Hold Person; Domain: Spiritual Weapon

3 – Sound Burst (Corrupted) Domain: Magic Vestment

* Denotes Pre-Cast Spell

APL 8 Stat Blocks

Encounter 1

Killoren Rangers (2): Medium Fey; CR 6; HD 6d8+12; hp 43; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +6/+7; Attk: +8 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +8/+3 Ranged (1d8+1; 20/x3 Composite Longbow) or +7 Melee (1d6+1; 19-20/x2 Scimitar) or +7 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+4), Outsiders (+2), Combat Style: Archery; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +7, Ref +7, Will +3; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +6, Hide +9, Listen +9, Knowledge (Geography) +8, Move Silently +8, Ride+5, Spot +9, Survival +11; Rapid Shot, Point Blank Shot, Precise Shot, Far Shot, Multi-Attack


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (2) DC (11)

Memorized: 

1 – Entangle, Arrow Mind (CADV)
Killoren Barbarian: Medium Fey; CR 6; HD 6d12+12; hp 59; Init +1; Spd 40 ft/x4; AC 15 (+1 Dexterity, +4 armor), touch 11, flat-footed 14; Base Atk/Grapple +6/+8; Attk: +9 Melee (1d12+3; 20/x3 Great Axe) Full Atk +9/+4 Melee (1d12+3; 20/x3 Great Axe) or +8/+3 Melee (1d6+2; 18-20/x2 Scimitar) or +8/+3 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Rage (2/Day); SQ: Lowlight Vision, Improved Uncanny Dodge, Trap Sense (+2); AL NN; SV Fort +7, Ref +3, Will +3; Str 15(+2), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Climb +12, Intimidate +9, Jump +13, Listen +11, Survival +11; Power Attack, Cleave, Great Cleave


Equipment: Masterwork Great Axe, Scimitar, Dagger, Chain Shirt

Salbidin, Killoren Druid: Medium Fey; CR 10; HD 10d8+10; hp 63; Init +1; Spd 20 ft/x4; AC 19 (+1 Dexterity, +5 armor, +3 Shield), touch 11, flat-footed 18; Base Atk/Grapple +7/+8; Attk: +8 Melee (1d6+1; 18-20/x2 Scimitar) Full Atk +8/+3 Melee (1d6+1; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Shape (4/Day - Large), Wild Empathy, Trackless Step, Venom Immunity, Lowlight Vision; AL NN; SV Fort +8, Ref +3, Will +12; Str 12(+1), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 17(+3), Cha 12(+1);


Skills & Feats: Concentration +10, Handle Animal +11, Knowledge Nature +8, Heal +5, Spellcraft +4; Spell Penetration, Iron Will, Spell Focus: Conjuration


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

Spells: Per Day (6/5/5/4/3/2) DC (13/14/15/16/17/18) *(Add +1 to Conjuration Save DC’s)

Memorized: 

0 – Cure Minor (x3), Light, Resistance

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

2 – Barkskin, Chill Metal, Heat Metal, Flaming Sphere (x2)

3 – Sleet Storm, Meld Into Stone, Call Lightning, Cure Moderate Wounds
4 – Flame Strike, Ice Storm, Rusting Grasp

5 – Insect Plague, Baleful Polymorph

Encounter 2

Old Miner, Human Expert: Medium Humanoid; CR 4; HD 4d6+6; hp 24; Init +2; Spd 30 ft/x4; AC 11 (+1 Dexterity), touch 11, flat-footed 10; Base Atk/Grapple +3/+3; Attk: +3 Melee (1d8; 19-20/x2 Longsword) Full Atk +3 Melee (1d8; 19-20/x2 Longsword) or +3 Melee (1d4; 20/x4 Pick, Light); Space/Reach: 5’/5’; SA: None; SQ: None; AL NG; SV Fort +2, Ref +2, Will +5; Str 10(0), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Craft Metal +9, Knowledge Engineering +9, Knowledge Dungeoneering +8, Knowledge Geography +8, Profession Miner +9, Search +8, Survival +8; Skill Focus: Craft Metal, Skill Focus: Profession – Miner, Skill Focus –Knowledge Engineering


Equipment: Miner’s Toolkit, Longsword, Pick, Light

Encounter 4

Fanterish, Killoren Ranger: Medium Fey; CR 6; HD 6d8+12; hp 43; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +6/+7; Attk: +8 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +8/+3 Ranged (1d8+1; 20/x3 Composite Longbow) or +7 Melee (1d6+1; 19-20/x2 Scimitar) or +7 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+4), Outsiders (+2), Combat Style: Archery; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +7, Ref +7, Will +3; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +6, Hide +9, Listen +9, Knowledge (Geography) +8, Move Silently +8, Ride+5, Spot +9, Survival +11; Rapid Shot, Point Blank Shot, Precise Shot, Far Shot, Multi-Attack


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (2) DC (11)

Memorized: 

1 – Entangle, Arrow Mind (CADV)
Tabstolir, Killoren Ranger: Medium Fey; CR 6; HD 6d8+12; hp 43; Init +2; Spd 30 ft/x4; AC 16 (+2 Dexterity, +4 armor), touch 12, flat-footed 14; Base Atk/Grapple +6/+7; Attk: +8 Ranged (1d8+1; 20/x3 Composite Longbow) Full Atk +8/+3 Ranged (1d8+1; 20/x3 Composite Longbow) or +7 Melee (1d6+1; 19-20/x2 Scimitar) or +7 Melee (1d4+1; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+4), Outsiders (+2), Combat Style: Dual Wield; SQ: Track, Wild Empathy, Lowlight Vision, Endurance; AL NN; SV Fort +7, Ref +7, Will +3; Str 12(+1), Dex 15(+2), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Handle Animal +6, Hide +9, Listen +9, Knowledge (Geography) +8, Move Silently +8, Ride+5, Spot +9, Survival +11; Two Weapon Fighting, Two Weapon Defense, Point Blank Shot; Improved Two Weapon Fighting, Dual Strike (CADV)


Equipment: Master Composite Longbow +1, 60 Arrows, Scimitar, Dagger, Chain Shirt

Spells: Per Day (1) DC (11)

Memorized: 

1 – Entangle

Alandriss, Killoren Druid: Medium Fey; CR 5; HD 5d8+5; hp 33; Init +1; Spd 20 ft/x4; AC 17 (+1 Dexterity, +4 armor, +2 Shield), touch 11, flat-footed 14; Base Atk/Grapple +3/+4; Attk: +4 Melee (1d6+1; 18-20/x2 Scimitar) Full Atk +4 Melee (1d6+1; 18-20/x2 Scimitar); Space/Reach: 5’/5’; SA: Spells; SQ: Spontaneous Casting (Summon), Nature’s Lure, Wild Empathy, Trackless Step, Lowlight Vision, Wildshape (1/Day); AL NN; SV Fort +5, Ref +2, Will +7; Str 12(+1), Dex 12(+1), Con 12(+1), Int 12(+1), Wis 16(+3), Cha 12(+1);


Skills & Feats: Concentration +9, Handle Animal +10, Knowledge Nature +8, Heal +10, Spellcraft +8; Spell Penetration, Spell Focus: Conjuration


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

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

Memorized: 

0 – Cure Minor (x3), Light, Resistance

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

2 – Barkskin, Heat Metal, Flaming Sphere

3 – Call Lightning

Winalnam, Killoren Templar: Medium Fey; CR 8; HD 8d10+24; hp 76; Init +1; Spd 30 ft/x4; AC 17 (+1 Dexterity, +6 armor), touch 11, flat-footed 16; Base Atk/Grapple +8/+10; Attk: +11 Melee (1d6+5; 20/x2 Quarterstaff) Full Atk +11/+6 Melee (1d6+5; 20/x2 Quarterstaff) or +10/+5 Melee (1d6+2; 18-20/x2 Scimitar) or +10/+5 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Mettle, Smite (1/Day) Damage Reduction 1/-; SQ: Lowlight Vision; AL NN; SV Fort +9, Ref +2, Will +5; Str 15(+2), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 12(+1);


Skills & Feats: Climb +8, Concentration +8, Knowledge: Religion +7, Handle Animal +7, Ride +6, Swim +6; True Believer (CD), Weapon Focus: Quarterstaff, Power Attack, Weapon Specialization: Quarterstaff, Improved Toughness, Skill Focus: Knowledge Religion


Equipment: Quarterstaff +1, Scimitar, Dagger, Chain Mail +1
Spells: Per Day (2) DC (11)

Memorized: 

1 – Divine Sacrifice (x2)

Encounter 5

Brutus, Male Human: Medium Humanoid-Lycanthrope; CR 8; HD 6d4+1d6+1d8+16; hp 45; Init +2; Spd 30 ft/x4; AC 18 (+2 Dexterity, +2 natural, +4 Spell), touch 12, flat-footed 16; Base Atk/Grapple +2/+2; Atk: +5 (1d6+1, 16-20/x2 +1 Keen Rapier); Full Atk +5 (1d6+1, 16-20/x2 +1 Keen Rapier); +2 (Secondary) (1d4; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Spells, Sneak Attack 1d6; SQ: Alternate Form, Lowlight Vision, Rat Empathy, Scent; AL LE; SV Fort +3, Ref +5, Will +8; Str 10(0), Dex 14(+2), Con 14(+2), Int 10(0), Wis 12(+1), Cha 16(+3);


Skills & Feats: Bluff +10, Climb +8, Concentration +10, Diplomacy +7, Hide +6, Intimidate +7, Knowledge: Arcana +8, Listen +5, Move Silently +6, Spot +5, Search +4; Weapon Finesse, Spell Focus: Evocation, Iron Will, Dodge

Equipment: +1 Keen Rapier, Dagger, Spell Components, Bag of Holding Type I, Potion of Cure Light Wounds

Spells: Per Day (6/7(6)/6/4) DC (13/14/15/16) *(Add +1 to Evocation Save DC’s)

Spells Known (7/4/2/1): 0 - Acid Splash, Detect Magic, Read Magic, Light, Ray of Frost, Touch of Fatigue, Daze; 1st – Mage Armor, Sleep, Magic Missile, Summon Monster I; 2nd Scorching Ray, Mirror Image; 3rd - Fireball

Note: Has Pre-Cast Mage Armor one (1) time. 

Kutus, Male Human: Medium Humanoid-Lycanthrope; CR 9; HD 6d8+2d6+1d8+18; hp 64; Init +2; Spd 40 ft/x4; AC 18 (+3 Dexterity, +2 natural, +2 Wisdom, +1 Monk), touch 12, flat-footed 16; Base Atk/Grapple +4/+6; Atk: +8 (1d6+2, 20/x2 Nunchaku); Full Atk +7/+7 (1d6+2, 20/x2 Nunchaku) or +4/+4 (1d8+2, 20/x2 Unarmed); Space/Reach: 5’/5’; SA: Flurry of Blows, Ki Strike (Magic), Sneak Attack 1d6; SQ: Fast Movement, Improved Evasion, Still Mind, Slow Fall 30ft, Alternate Form, Lowlight Vision, Rat Empathy, Scent, Purity of Body; AL LE; SV Fort +6, Ref +9, Will +8; Str 14(+2), Dex 16(+3), Con 14(+2), Int 10(0), Wis 14(+2), Cha 10(0);


Skills & Feats: Balance +8, Bluff +4, Climb +8, Concentration +6, Disable Device +4, Hide +7, Intimidate +4, Listen +6, Move Silently +8, Open Locks +6, Sense Motive +8, Spot +6, Search +4, Tumble +10; Weapon Finesse, Dodge, Weapon Focus: Nunchaku, Iron Will, Combat Reflexes, Acetic Rogue (CA), Improved Unarmed Strike, Stunning Fist, Improved Trip

Equipment: Masterwork Nunchaku, Nunchaku, Potion of Cure Light Wounds

Nutus, Male Human: Medium Humanoid-Lycanthrope; CR 8; HD 8d6+1d8+18; hp 51; Init +2; Spd 30 ft/x4; AC 18 (+2 Dexterity, +2 natural, +4 Armor), touch 12, flat-footed 16; Base Atk/Grapple +6/+7; Atk: +9 Melee (1d6+2, 18-20/x2 Rapier); Full Atk +9/+4 Melee (1d6+2, 18-20/x2 Rapier); +8/+3 Melee (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Sneak Attack 3d6; SQ: Alternate Form, Lowlight Vision, Rat Empathy, Scent, Improved Uncanny Dodge, Evasion, Trap Sense (+2); AL LE; SV Fort +4, Ref +8, Will +3; Str 14(+2), Dex 16(+3), Con 14(+2), Int 12(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Balance +9, Bluff +9, Climb +9, Disable Device +8, Hide +11, Intimidate +7, Listen +8, Move Silently +11, Open Locks +9, Sense Motive +8, Spot +8, Search +9, Tumble +13; Weapon Finesse, Dodge, Skill Focus: Tumble, Weapon Focus: Rapier, Combat Reflexes

Equipment: Masterwork Rapier, Chain Shirt, Dagger, 50’ Rope, Potion of Cure Light Wounds

Encounter 7

Therk, Gnoll Tripper: Medium Humanoid; CR 7; HD 3d8+4d10+14; hp 58; Init +1; Spd 30 ft/x4; AC 16 (+1 Dexterity, +4 armor, +1 natural), touch 11, flat-footed 15; Base Atk/Grapple +6/+9; Atk +10 Melee (2d4+4; 20/x2, Spiked Chain); Full Atk +10/+5 Melee (2d4+4; 20/x2, Spiked Chain); or +10/+5 Melee (1d6+3; 19-20/x2 Short Sword); +10/+5 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +8, Ref +4, Will +1; Str 17(+3), Dex 12(+1), Con 14(+2), Int 13(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +8, Hide +7, Move Silently +7, Listen +8, Spot +8, Survival +8; Combat Expertise, Exotic Weapon Proficiency – Spiked Chain, Combat Reflexes, Improved Trip, Improved Disarm

Equipment: Masterwork Spiked Chain, Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Horok, Gnoll Disarmer: Medium Humanoid; CR 7; HD 3d8+4d10+14; hp 58; Init +1; Spd 30 ft/x4; AC 16 (+1 Dexterity, +4 armor, +1 natural), touch 11, flat-footed 15; Base Atk/Grapple +6/+9; Atk +10 Melee (2d4+4; 20/x2, Spiked Chain); Full Atk +10/+5 Melee (2d4+4; 20/x2, Spiked Chain); or +10/+5 Melee (1d6+3; 19-20/x2 Short Sword); +10/+5 Melee (1d4+3; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +8, Ref +4, Will +1; Str 17(+3), Dex 12(+1), Con 14(+2), Int 13(+1), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +8, Hide +7, Move Silently +7, Listen +8, Spot +8, Survival +8; Combat Expertise, Exotic Weapon Proficiency – Spiked Chain, Combat Reflexes, Improved Disarm, Improved Trip

Equipment: Masterwork Spiked Chain, Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Zototh, Gnoll Brigand: Medium Humanoid; CR 5; HD 8d8+16; hp 59; Init +1; Spd 30 ft/x4; AC 18 (+3 Dexterity, +4 armor, +1 natural), touch 13, flat-footed 15; Base Atk/Grapple +7/+9; Atk +11 (1d8+2; 20/x3, Longbow); Full Atk +11/+6 (1d8+2; 20/x3, Longbow); or +9/+4 Melee  (1d6+2; 19-20/x2 Short Sword); +9/+4 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; SQ: Endurance, Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +7, Ref +8, Will +3; Str 14(+2), Dex 16(+3), Con 14(+2), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Hide +8, Move Silently +8, Listen +8, Spot +8, Survival +9; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow, Multi-Attack, Far Shot

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Eskorth, Gnoll Brigand: Medium Humanoid; CR 5; HD 8d8+16; hp 59; Init +1; Spd 30 ft/x4; AC 18 (+3 Dexterity, +4 armor, +1 natural), touch 13, flat-footed 15; Base Atk/Grapple +7/+9; Atk +11 (1d8+2; 20/x3, Longbow); Full Atk +11/+6 (1d8+2; 20/x3, Longbow); or +9/+4 Melee  (1d6+2; 19-20/x2 Short Sword); +9/+4 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; SQ: Endurance, Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +7, Ref +8, Will +3; Str 14(+2), Dex 16(+3), Con 14(+2), Int 10(0), Wis 12(+1), Cha 10(0);


Skills & Feats: Climb +7, Hide +8, Move Silently +8, Listen +8, Spot +8, Survival +9; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow, Multi-Attack, Far Shot

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds

Rarkblak, Gnoll Lieutenant: Medium Humanoid; CR 6; HD 6d8+2d6+16; hp 59; Init +1; Spd 30 ft/x4; AC 17 (+2 Dexterity, +4 armor, +1 natural), touch 12, flat-footed 15; Base Atk/Grapple +5/+7; Atk +8 (1d8+2; 20/x3, Longbow); Full Atk +8 (1d8+2; 20/x3, Longbow); or +7 Melee  (1d6+2; 19-20/x2 Short Sword); +7 (1d4+2; 19-20/x2 Dagger); Space/Reach: 5’/5’; SA: Favored Enemy: Human (+2); Combat Style: Archery; Spells; SQ: Endurance, Track, Wild Empathy, Darkvision 60’, Bardic Music; AL CE; SV Fort +6, Ref +10, Will +5; Str 14(+2), Dex 14(+2), Con 14(+2), Int 12(+1), Wis 10(0), Cha 13(+1);


Skills & Feats: Climb +6, Hide +7, Move Silently +7, Knowledge: Local +5, Listen +8, Perform +11, Spot +8, Survival +8; Precise Shot, Rapid Shot, Point Blank Shot, Weapon Focus: Composite Longbow

Equipment: Masterwork Composite Longbow (+2), Masterwork Chain Shirt, Short Sword, Dagger, 25’ Rope, Potion of Cure Light Wounds, Masterwork Drum

Spells: Per Day (3/1) DC (11/12)

Spells Known (5/2): 0 – Dancing Lights, Detect Magic, Read Magic, Light, Ghost sound; 1st – Sleep, Inspirational Boost (CADV)
Bluepelt, Gnoll-Flind, Leader: Medium Humanoid; CR 8; HD 11d8+22; hp 80; Init +1; Spd 30 ft/x4; AC 20 (+1 Dexterity, +5 armor, +2 Shield, +2 natural), touch 11, flat-footed 15; Base Atk/Grapple +8/+11; Atk +13 Melee (2d4+3; 19-20/x2, Flindbar+1); Full Atk +13/+8 Melee (2d4+3; 19-20/x2, Flindbar+1); or +11/+6 Melee (1d8+3; 20/x2, Heavy Mace); Space/Reach: 5’/5’; SA: Combat Style: Dual Weild, Favored Enemy: Human (+2); SQ: Track, Wild Empathy, Darkvision 60’; AL CE; SV Fort +10, Ref +6, Will +7; Str 16(+3), Dex 12(+1), Con 14(+2), Int 12(+1), Wis 14(+2), Cha 12(+1);


Skills & Feats: Climb +7, Concentration +8, Heal +14, Hide +5, Knowledge Religion +6, Move Silently +5, Listen +6, Spot +6, Survival +6; Weapon Focus: Flindbar, Sacred Healing (CD), Corrupt Spell (CD), True Believer (CD), Extra Turning

Equipment: Flindbar +1, Chain Shirt +1, Large Wooden Shield, Backpack, Potion of Cure Light Wounds (x2)

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

Domains: (Erythnul) Chaos / War

Memorized: 

0 – Cure Minor (x3), Light, Resistance

1 – Bane, Bless, Entropic Shield*, Protection from Good*, Summon Monster I; Domain: Protection From Law

2 – Bull Strength, Bear’s Endurance, Hold Person, Sound Burst; Domain: Spiritual Weapon

3 – Sound Burst (Corrupted), Prayer; Domain: Magic Vestment

4 – Divine Power Domain: Chaos Hammer

* Denotes Pre-Cast Spell

Appendix IV: Judge’s Aid #1

Map of the Downlands
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Appendix IV: Judge’s Aid #2

Front View of the Bluff
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Judge Aid #3

Map of Killoren Maze

West Side
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Appendix IV: Judge’s Aid #4

Encounter 5 Combat Map

10-15 foot high grasses
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10-15 foot high grasses
White Squares are Dry Land

Black Squares are Swamp (Rough Terrain)

X = Where Players Enter

B = Brutus

N = Nutus

K= Krutus

G = Girl
Appendix IV: Judge’s Aid #5

Recovery of Colleen
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Appendix IV: Player Handout #1
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Appendix IV:  Player’s Handout #2

Excerpts from Gerda’s Diary

18th day of Planting, CY 549

Hanc sez we gots ta move.  He sed it wuz getin too civilizd back home an such      We traveld fer weeks an weeks fore he sed we’d got ta where he sed we was goin     We fownd this cabin

7th day of Flocktime, CY 549

Da wood from da waggin is all used up     We had ta brake it up fer fire wood ta cook and ta fix up da cabin      I dunno whut weer gunna do fer fyers come winter

End of Flocktime, CY 549

Hanc fownd a peet bawg neer here     We cut up a hole bunch an dryd it owt     We figger it shud make fer as good a fire as ya can get round deese parts

Winter CY 566

Hanc came back from nites landing frum sellin his oar      He sez dat he dunna want to keep byin me wyne an likker no more     He sez dat he gots a better way a dooin it     He traydeded wit sum nommes fer sum planz te make a likker maker      

Urly Spring, CY 566

Makin likker in this likker maker is hard    Da furst batch tayst like da jooce my gramma drunk     It giv ya da trots sumpin wikkid     Da necks batch gunna be reddy inna week

Layt Fall, CY 584

Hav ceen meny fokes passin thru    Sez ther is giants killin peeple in Jef    I hoap they stops em soon      Fokes will be wantin ta go home

Summer, CY 588

Hurd da nites an da nommes beat off da giants      Hanc an I ben happee an drinkin      We no da giants will be gon soon

Winter, CY 591

Da likker maker brok     Hanc went an got parts fer it on his last trip ta town fer stuffs      I shurs glad I had plentee a bottels allreddy wit likker in em

Summer, CY 594

Hanc got med at me      He sez I shuld cook his dinner befor  I drinks so mech I canna get out a da char        He pored my likker out on da ground an brok my bottels    I hid meny bottels a likker bek in da shaft sos he wont brake em to

Appendix IV:  Player’s Handout #3

Map from Wererats
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Appendix IV:  Player’s Handout #4

Bill of Sale
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Appendix IV:  Player’s Handout #5

Last Entry from Hellion Family Tome

Today it will come.  I go to war with them.  I know I face a dangerous foe and will most certainly die.  Colleen has not yet arrived and I pray she does not for another few days.  My death is sealed is this matter.  I have done all I can to spare her from this battle.

For generations, the family has done its duty and upheld its honor.  I can do no more and no less.  I will carry the staff with me to the battle and break it if I must.  It will be a quick end to what has gone on for too long.  The bloodshed must end.  It will end with me. – Mikal Hellion

Player Handout #X
[Player handouts go in this section. Use page breaks between each. If you don’t have any handouts, remove this section by cutting from the title to the end of the section. Remove this paragraph.]
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