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Lachion Stonehouse, prince and heir to the sylvan throne of Derelion, has returned to reclaim the forest home of the wood elven people from the depredations of the shadow dragon.  Yet seven of the eight tribes of sylvan elves already have a Kánotaurë, a ‘Forest Commander’, in the person of the former Gyric noble Darlon Lea.  The war for the Dim Forest is reaching a turning point, as the shadows gather; but will the return of the prince herald a new hope for the elves, or harbinger a new conflict?  A Geoff regional adventure for APLs 2-6 and Part One of the Cycle of Corellon’s Tears.

Note: This adventure will be of particular interest to elves, Warband of the Seven Tribes members, Servants of the Sylvan Throne members, and characters who live in and around the Dim Forest.

RPGA Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

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

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 dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. 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. 

3. Sum the results of step 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.

Throughout this adventure, APLs categorize the level of challenge the PCs 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 can 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 receives only one-half of the experience points and gold for the adventure. 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. 


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

 SHAPE  \* MERGEFORMAT 




Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

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


Adventurer’s Standard Upkeep costs 12 gp per Time Unit.  Rich Upkeep costs 50 gp per Time Unit.  Luxury Upkeep costs 100 gp 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 adventure.


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

Once upon a time, Derelion was the elven capital of the Dim Forest area west of the Realstream; a large elven tree-town, (as close to a city as wood elves get), founded many hundreds of years ago by the sylvan elves, and most importantly, built around the mystical Heart of the Dim Forest.  Because of the importance of the city, the elven Lord of Derelion was the de facto High Lord of the entire Dim Forest.  The High Lord united the wood elven tribes, and organized defenses and trade from his capital to the other elven settlements.  His leadership allowed all of the elves to live in relative peace despite some of the strange and hostile residents of the Dim Forest.


Shortly after the passing of the first High Lord, the blood of his heirs (through his daughter) became commingled with that of an efreeti from the elemental plane of fire named Radwan the Gracious.  The offspring of this union were elven fire genasi, and because of their fire-born ancestry, they could not live in the tree houses of the wood elves. Instead, the princes of the wood elves had to live in buildings made of stone, and the family became known as Stonehouse.


Compared with the normally chaotic nature of the wood elves, the Stonehouse family was more lawfully inclined due to their noble efreet ancestry.  They looked and acted differently from their wood elf kin (even taking efreet names). Their rule was somewhat more structured than the nature of wood elves would normally tolerate, yet they were always fair, and always fulfilled their role as protectors of the sylvan people.  As long as their line was the best qualified for the responsibilities of leadership, the olve tribes of the Dim Forest had no problem pledging their allegiance to the elven fire genasi nobles.  Hence, the Stonehouse noble line of succession remained unbroken until the year the giants came to Geoff.


When the giants invaded the Dim Forest, the wood elves prepared to defend their capital.  During their preparations however, the magics of a well-intentioned wizard went awry and opened a rift to the Plane of Shadow.  A rift from which the ancient shadow dragon Hasforenses emerged, wreaking havoc amongst elf and giant alike.  Alexander Stonehouse, high prince of Derelion and a powerful elven druid, was there when the Shadow Rift opened and fought the Shadow Dragon as his people scattered.  He was eventually slain after he and his companions entered the Shadow Rift to stem the tide of shadow creatures coming through.  


Through powerful magics, Alexander’s remains returned to the Stonehouse family tomb (which is located on the Elemental Plane of Fire).  Years later, a group of adventurers under the guidance of a portentous dream from Ehlonestra, retrieved and used Alexander’s now divinely transformed remains to open a gate to the plane of The Beastlands, Ehlonestra’s home plane.  This allowed them to bring the light-bearing illusern into the Dim, lighting portions of the forest, and driving back the creatures of shadow (GEO 4-05 Vision of a Lighted Path). 


Lachion Stonehouse, brother to the late High Prince Alexander, was the sylvan elf ambassador to the Griffon Chair before the giants invaded.  Upon learning of the doom that had befallen Derelion, he stayed with the Court of the Grand Duke as it went into exile.  For fourteen years, an eye-blink to an elf, he has been member and a guest of the Grand Duke’s court, working with the Griffon Guard, and all the while gathering his resources for the day when he would return to the Dim Forest and reclaim Derelion.  That day has come.

Those that are joining Lachion in his endeavor include the former Aspect of Strength of the Midnight Ravens.  The Aspect was the Captain of the Arvakhar (tr. royal guardsmen) of Derelion and was one of the few in Derelion to make it out alive, though only just.  He took the defeat by the Shadow Dragon personally, and has been independently gathering his resources and allies for the day when he would seek vengeance on the draconic scourge of the Dim Forest.


In the absence of a wood elven noble to lead the surviving tribes of the Dim in time of war, the human ranger lord Darlon Lea was accepted as the Kánotaurë (tr. forest commander) by seven of the eight wood elven tribes in CY 592 (four years ago) because of his experience fighting the giants and his acceptance of the ways of the wood elves (including having taken a wood elf wife many years before).  Since their unification, the Warband of the Seven Tribes has rid the Dim Forest of any giant occupiers, though the uphill battle has been against the seemingly endless horde of shadow creatures that threaten to overwhelm the remaining elven settlements.  The illusern have bought the elves some time, but even their protective light is on the verge of being blotted out by the pressing darkness. 


For her part, Hasforenses is content to slowly expand her lair until it includes all of the Dim Forest.  The proximity to the Shadow Rift has turned the Heart of the Dim Forest into a Dark Heart of the Wood, a polluted vestige of its former self, and the rift itself is constantly disgorging Fades and other creatures from the Plane of Shadow into the forest.  Her minions grow by the day, and of late include cultist followers of Falazure, the evil shadow dragon god of undeath and decay.  Hasforenses is sending all of them to press the attack against the remaining elven settlements and exterminate the illusern so that she can finally claim the Dim as her own domain.


Just before this adventure, both Darlon Lea and Lachion Stonehouse have sent agents to find adventurers to aid in their respective efforts against the Shadow Dragon.  The PCs happen to ‘get found’ by Darlon’s neice, Kinkaid Treerunner.

Adventure Summary

Introduction:  The PCs see a notice posted in the town they are in from Kinkaid/Darlon Lea asking for their help in a campaign to repel the Fades and shadows.  The shadow forces are overwhelming even the illuserns, and threaten to cross the Taura Ridge and sack the villages to the east.  The PCs answer the clarion and report to a tavern where Kincaid meets them.  From there, they travel via river boat up the Javan River and then the Realstream on their way to the elven village of Fuinorna, where the Kánotaurë is holding a war council to deal with the problem. 


Encounter One: The PCs disembark at the Chill Stream and follow Kincaid’s directions. While in the Dim, en route to Fuinorna, they run across a sacked campsite, and some bodies.  One of the bodies stirs, and groans, and then bursts into flames.  The spider-like Fades that attacked the party ambush the PCs.  After dealing with the Fades, they find that the live member is Lachion’s scout/recruiter named Suleimon.  The PCs also witness one of the unfortunate traits of the fire-born Servants when they save Suleimon, and that is that they can catch woods on fire.


Encounter Two:  The PCs speak with the scout, and learn that he was bringing adventurers to Prince Lachion Stonehouse.  He tells them that he was supposed to meet his liege Prince Lachion at Fuinorna for a war council.  The PCs have an opportunity to interact with Suleimon and learn about the Servants of the Sylvan Throne.  He needs their aid to get to Fuinorna.

Encounter Three:  The PCs arrive at Fuinorna, with Suleimon in tow, and relay what has transpired to Darlon Lea and his allies.  Once Suleimon’s affiliation is known he is shown to the Gwathuri tribe encampment just north of the village.  Darlon is worried by the news that Fades have crossed the Taura Ridge, and tells the PCs that he will meet with them after the war council in the morning.  The PCs are shown to their lodgings for the night, and have an opportunity to gather information as they take supper at Eben’s place, or wander around the elven village.  The PCs may also wander to the Gwathuri encampment.


Encounter Four:  The war council is held in the early morning.  Darlon is interrupted in mid-speech by Prince Lachion Stonehouse and his faction, and sparks fly as they argue over who is to lead the elven tribes to victory, and the war council breaks up with nothing resolved. The PCs get a glimpse of the differences between the factions as they wander about the town, listening to arguments and debates between the sylvan elves, some for Daron Lea and some for Prince Lachion Stonehouse.  Both the Warband of the Seven Tribes and the Servants of the Sylvan Throne have the same objective, but very different means of reaching their ends.  .  The PCs are the lynchpin in the upcoming confrontations and their actions direct the course of the outcomes for better or for worse.


Encounter Five:  The PCs are approached by both factions throughout the remainder of the day.  Each has an important mission that they would like the PCs to accomplish.   The PCs have a chance to interact with both Lachion and Darlon, and are given the details of a mission by each.  The PCs must pick which mission to accomplish before the day is over.  


Encounter Six:  This encounter is the journey through the Dim Forest to one of the two missions they were offered.  It is divided into two sections, of which the PCs will do one. 


In section 6A, the party travels to Tir-en-Mortum on a mission for Lachion Stonehouse.  On the way, they are attacked by Fade animals.  This encounter leads to Encounter 7.  


In section 6B, the PCs travel to Amon Din on a mission for Darlon Lea.  On the way, they are attacked by agitated animals.  This encounter leads to Encounter 8.


Encounter Seven: The PCs make it to Tir-en-Mortum, burial ground of the sylvan elves.  They have been tasked with preparing the way for Lachion’s troops.  Lachion’s allies will be arriving from the Plane of Fire via the portal in the Stonehouse family crypt.  They are to take packages (bags of holding) that contain the weapons of the arriving host, because the coming troops, as is custom, cannot bring weapons into the Stonehouse crypt. 


As a result of the PCs actions (not accomplishing Encounter 8), the Doom of Falazure kills the Radiant Shepherd, and any possible the information about Hasforenses is never gleaned.  (see Encounter Eight).  


Encounter Eight:  The PCs are tasked with checking out reports of possible cultists of Falazure stalking the area around Amon Din.  This area also happens to be where the Radiant Shepherd is patrolling, and Darlon fears he may be a target.  If the PCs can capture a cultist, Darlon plans on interrogating him to learn more of the Shadow Dragon and it’s minions.  This is a rare opportunity, as most of the Shadow Dragon’s minions cannot be interrogated.  


As a result of the PCs actions (not accomplishing Encounter Five), Lachion’s scout is killed and the troops take many casualties as they enter the Dim Forest through the portal without weapons or a safe ‘landing zone’. (see Encounter Seven).

Preparation for Play

Collect the names and races of all the PCs at the table, and any Meta-Organizations they may belong to in the Geoff region.  Also, ask if any of the PCs owes a Favor to any important organization or NPC.  Take special note of any that owe a favor to, or are members of, the Midnight Ravens.


If any of the PCs are members of the Warband of the Seven Tribes meta-org, or the Servants of the Sylvan Throne meta-org, take note of that now. Those PCs do not have to role Knowledge checks to recognize the NPC members of their organizations (as listed in the Appendix).


Judges running this module should be familiar with notes below, as they affect encounters within the Dim Forest setting.

The Dim ForesT Environment

· Because the heavy forest canopy blocks out nearly all sunlight, the Dim Forest in the daytime is considered an area of 'shadowy illumination'.  A character can see dimly, and creatures within his area have concealment relative to that character (20% miss chance).  Characters with darkvision do not suffer this concealment miss chance.  A creature in an area of shadowy illumination can make a Hide check to conceal itself (see Player’s Handbook page 76).   At night, the forest is completely and utterly dark.
· The rift to the Plane of Shadow has corrupted the Heart of the Dim, and turned it into a Dark Heart.  This change has affected the way some magic works under the boughs of the Dim Forest:  Light spells cast within the Dim Forest in areas influenced by the Plane of Shadow (currently the area west of Taura Ridge and north of the Olvewater) are diminished such that the radius/distance of their illumination is halved (i.e. 20 feet becomes 10 feet).  The radius/distance of darkness spells within this same area is doubled (i.e. 20 feet becomes 40 feet).

· Teleportation spells cast in, or ending in, an area influenced by the Plane of Shadow (via the Dark Heart of the Dim) automatically fall into the ‘false destination’ category (see the teleport spell description).  The forest has been altered such that places once familiar are no longer as they used to be.  Any ‘mishap’ result means the characters have teleported to a corresponding location on the Plane of Shadow.  .   If this happens, contact the Geoff Triad at ma_triad@yahoo.com.

· The Dim Forest is considered a dense forest, and it’s trees and undulating landscape block vision to an extent in all directions.  The maximum distance at which a Spot check for detecting others in the Dim Forest can succeed is 100 ft.

· The ever-present Fuinoira trees of the Dim Forest are massive and most take up four squares (10 ft. diameter). They have AC 2, Hardness of 5, and 2400 hp.  It takes a DC 15 Climb check to climb a tree.  The lowest branches of the trees begin at 40 ft., and creatures up on platforms or branches are considered to have cover and concealment when fighting creatures on the ground.

· Because the trees block out sunlight, there is very little in the way of undergrowth.  No concealment is granted from undergrowth, nor does it incur any extra movement cost.  However, the terrain is ever undulating and the gnarly surface roots of the trees hinder movement such that running and charging is impossible.

· Away from settlements, the Dim Forest quickly grows eerily quiet.  All Listen checks are made at a +2 bonus because of the utter lack of background noise.

· The creatures known as illusern are extraplanar fireflies about a foot long.  They continually glow with light equivalent to a continual flame spell (20 foot radius).  When agitated, or commanded by their herder, they can increase their illumination to that of a daylight spell (60 foot radius) at will.  These effects are spell-like abilities.

· A Fade is a creature with the ‘shadow creature’ template.  If a PC in the Dim Forest is killed by a shadow dragon’s breath weapon or a Fade using a negative energy or level-draining effect, that character cannot be raised.  Contact the Geoff Triad for more information: ma_triad@yahoo.com.

Introduction

The PCs begin the adventure in one of the Gyric towns along the lower Javan River (Aberglain, Pelyth Cove, Caer Glys). Wherever the PCs are,.  Wherever the PCs are, they will see a notice announcing a general clarion (see Player Handout #1).


 “A call to arms to all the brave souls that would see the once fair realm of the wood elves purged of the shadow that menaces it.  To all who would answer this clarion, a council will be formed upon the elven village of Fuinorna on the second Freeday of Blossoms (Blossoms is the elven name for the month of Planting).  Those who would muster to aid the cause should gather at the Gentleman’s Ease in Pelyth Cove, no later than the first Freeday of Blossoms.  Make your intentions known to the barkeep”.


The PCs may know something about the Dim Forest.  A successful Gather Information, Knowledge: Local (Sheldomar), or a Bardic Knowledge check reveals the following:


DC 8:  While the sylvan elves have long called the Dim Forest home, the forest is being overrun by Fades.  The Fades are controlled or led by an ancient shadow dragon.


DC 10:  Fades are horrible creatures that have spread from the Dark Heart of the Wood that used to be the elven city of Derelion.  No one goes near that cursed place.  The elves now live in small villages in the eastern and southern parts of the Dim Forest.


DC 12:  The Fades have the ability to fade in the light and blend with shadows.  Weapons must be blessed or enchanted to strike them.


DC 15:  The Fades first appeared through a rift to another plane.  The rift appeared when Derelion fell to the giants.  The fades attacked both the giants and the elves.


Note:  Wood elf PCs from the Dim Forest, Warband of the Seven Tribes Members, and Servants of the Sylvan Throne automatically know the above information up to DC 12.


Kincaid Treerunner, niece to Darlon Lea, is at Pelyth Cove. She has traveled as far as Aberglain and Caer Glys to post notices, and is now waiting at the Gentleman’s Ease in Pelyth Cove to see who shows up.  She plans on meeting with the PCs and giving them instructions on how to reach Fuinorna.  The path to the village is fairly easy, due to the fact that the game trail has been marked from the Realstream all the way to Fuinorna.


‘The Gentleman’s Ease’ is a simple affair built of timber and stone sitting bankside of the River Y’Avon (tr. Javan River). The sign in front of the ‘Ease’ shows a traveler enjoying a pipe and a brew in front of a welcoming hearth fire. Inside, the scene is not much different.  The modestly sized common room where you enjoy your drink is furnished with plain yet well-crafted tables and chairs, occupied by patrons of all descriptions. A woodstove, which doesn’t quite resemble the fireplace on the sign outside, squats in the middle of the floor


You’ve made your intentions known to the barkeep name of Gareth, as the notice said, and he told you to wait here, at this table.

Judge’s Note:  This would be a good time for character introductions if the party members do not already know one another.

  You’ve been here for nearly two hours, seen a dozen riverboat crews and their passengers, as well as a fair number of Gyric rangers, come and go, and yet you wait.  Just as you are about to approach the barkeep again, you notice him talking to an impish looking sylvan elf woman.  He nods, and she looks, in your direction.


She smiles when she sees you and the others at your table, and she begins to weave her way over to you, the mop of brown hair atop her head bouncing all the way.


“Hello,” she says, brushing away a ringlet of her hair from her face, “I’m Kincaid.  My uncle sent me to fetch any that answered this.” (she holds up the notice)  “So I guess that’d be you? Is this all of you then?” she asks, her smiling green eyes darting to each of you in turn.


“Any questions ‘fore we leave?” 



PCs who are members of the Warband of the Seven Tribes recognize Kincaid immediately.  They will likely follow her lead, but some common questions and their answers can be found below for PCs who are less familiar with the situation:



If the PCs ask where they’re headed:


“Upstream.” (And if that doesn’t suffice) “We’re going to the village of Fuinorna, just like it said on the notice you all answered.  We’ve got another stop at Preston, and then it’s up the river and into the Dim.”


If the PCs inquire as to payment:


“You can ask my uncle for specifics, but I know we can arrange something.  Elven goods can bring a pretty gold lion on the open market, and the craft-wares of the Dim Forest tribes are second to none.” 

If the PCs inquire about the dangers of the Dim Forest:


“Well, the Fades aren’t known to venture east of the Taura Ridge, so there shouldn’t be any of them on the way to Fuinorna.”


If the PCs inquire about who’s holding the war council:


“My uncle.  He’s the Kánotaurë of the sylvan elves.” (If none of the PCs speaks elven, she will tell them that the title means “Forest Commander” in elven).


If they inquire about the Servants of the Sylvan Throne:


“Oh, you mean the Gwathuri tribe?  Don’t know if they’ll be there or not.  They’re the only one don’t think my uncle’s good enough to be the Kánotaurë, so my guess is they won’t show.”


If she’s asked, Kincaid will tell the characters that a group consisting of her and a handful of kinsmen left from the Dim Forest weeks ago.  They were tasked with traveling all over Gyruff to find adventurers to aid in their cause, and she was charged with the Javan River route.  She won’t know if the others were successful until she gets back to Fuinorna.


For those PCs unfamiliar with the recent history of the Dim Forest, Kincaid can serve as a ‘Cliff-Notes’ historian and can relate most of the information regarding the appearance of the Shadow Dragon, and the fight against her ‘shadow’ minions over the years (see the Adventure Background section).  She’s even got a few harrowing tales herself, as she’s barely escaped with her life on a couple of occasions.


Unbeknownst to Kincaid, Lachion Stonehouse sent agents of his own to hire experienced mercenaries and adventurers to aid his cause (and to help to make a strong showing at the war council).  His servant Suleimon, having successfully hired adventurers with hard coin, is only a half-day ahead of the PCs. He is to rendezvous with Lachion and his entourage at Fuinorna just in time to make an appearance at the War Council of the Seven Tribes.  They won’t make it, as the PCs will find out in Encounter 1.


When the PCs are ready to embark:


“’Kay then, I guess you outta come with me.  Boat’ll be leaving shortly.”


She leads you to the dock just outside the front door of the tavern, where a river barge is berthed.  One of the crew prepares to gather the rope as you all step onto the vessel, rocking it gently.  


If the PCs have mounts or animal companions, they will be accommodated as long as the animals behave.  The PCs are warned before the board that they will be held responsible if their animal causes any harm.  Between the crew, the crew’s cargo, the passengers, and any animals they might bring, the riverboat is fairly packed.


A tattooed man of Flan descent greets Kincaid, and she counts out coins that will pay for your passage into his hand.  He introduces himself to you as Captain Rathic, and shows you a cabin common area in the foredeck, before making his way aft, and into his own cabin.  Suddenly, without any visible cause, the water on the stern side of the boat begins to churn and the boat begins to move against the current of the mighty Javan.


If asked, the captain will simply say the boat is “magically impelled.”  He seems to take delight in saying that.


The riverboat is called the Vad Ysbryd (Flan; tr. Seelie Spirit).  The captain is respectable, and known amongst river-farers.  His crew keeps to themselves as they work the vessel, but are friendly enough if approached by the PCs.


The riverbanks on either side of the mile-wide river grow dark with trees, and soon you reach the docks of the wooded village of Preston.


“Well, this is my stop.” Kincaid announces, “I need to wait to here in case there are any stragglers.  Won’t be but a few hours behind you.  Anyways, you know how to get to Fuinorna right?” she smiles.


If the PCs hesitate for even a moment, Kincaid begins to pull out a sheepskin map from her satchel.  See DM Aid:  Map #2.


“Cap’n Rathic here will take you as far as the Chill Water.  There’s a game trail that leads from there all the way to Fuinorna, ‘bout a day’s journey.  I’ve marked it with this rune (points to rune on map) case you can’t find it.  Anyway, once you get within a mile of the village, you’ll likely run into some of our watch patrols.  They’re keeping an eye out for your types.  Oh and when they ask, tell them Kincaid sent you, and give’m this.” She adds, pulling out a small wooden tribal token  (Elenar tribe).


“Shouldn’t be too terribly exciting getting there.  Fades don’t cross to this side of the Taura Ridge, but be careful on the trail nevertheless…the badgers around there are awfully mean this time of season.” With a smile, the young elf gives the vessel a good push with her foot, and waves goodbye to you as the riverboat pulls away from the docks.

 
Your course takes you up the Y’Avon and  onto the smaller, yet formidable Anniben Dwr (on-oh-ben door), or Realstream.  Passing by miles of farmland, you can make out some of the Watcher keeps in what was once the Gyric cantrev of Arweth. The change in ownership is even more evident as you pass the city of Hochoch, and catch sight of the argent owl of the Knights of the Watch, fluttering atop the battlements of the squat Caer Dwr Gwyldy, or Castle Waterwatch as it’s now more commonly called.


At this point, one of the crew mentions a Gyric tradition that has sprung up in the last few years, since the days when the Gran March controlled of the city.  The Gyric riverboat crews plying the Realstream have taken to mooning the battlements, and colorfully call it  ‘introducing the Mistress and the Handmaiden’ (a reference to the moons of Oerth, Luna and Celene).  They do it when the captain is below decks.


Feel free to have fun with this little roleplaying aside.  If the PCs seems to the uptight sort (ie mostly Watchers, paladins and such) the crew won’t do it.  If most of the PCs seem affable, especially if they’re Gyric patriots, then the half-dozen hands on deck encourage them to ‘let the Mistress and the Handmaiden say hello’, and proceed to drop their britches to moon the Watchers as soon as they pass by the battlements and the flag.


Once they’re done, a crewmember quips that the Watchers just recently installed a giant spyglass atop the battlements, and jokes about providing some heavenly bodies for the Watchers to gaze upon.  The spyglass is just a rumor, but might make some PCs a bit nervous.


Once the fun is done, proceed with the boxed text.


A couple of days later, and nearly a week after having embarked, the river enters the Dim Forest.  On the banks to either side of you, the massive fuinoira trees reach for the early morning sky, but despite the sun, your eyes have trouble seeing more than a few yards into the treeline.  You’re assured though that this part of the forest is, at least for now, relatively safe.


Soon, you reach the mouth of a tributary that joins the Realstream from the northwest, and the captain begins to steer the boat towards the western riverbank.   


Encounter 1: Getting There is half the battle

The day before this encounter, the party led by Lachion’s servant, Suleimon, was dropped off nearby by their own riverboat (the efflux of the Chill Water has become a common drop-point for boats plying the Realstream in the Dim).  Five miles in the direction of Fuinorna, the party camped for the night along the Chill Water.  Just before mid-morning, Fades attacked the party.  The PCs will stumble upon the fresh battle site about 2 hours into their hike.


“It’s on foot from here on out.” Captain Rathic says as his crew guides the flat-bottom to the shore near the efflux of the stream, “It’s a full day’s trek to Fuinorna, and if you don’t dally, you should be able to make it to Fuinorna by this evening.  Happy walkin’.”


Any PC with an Intelligence score of at least 10, knows that the war council is taking place tomorrow morning, given how long the river trip took. 


Leaving the boat behind, you step onto the gravely bank and are soon trudging into the forest of eternal twilight (as the sylvan elves call it).  You walk into the dark woods, keeping the Chill Water on your right.  The tight forest canopy blocks out most of the sunlight, preventing the growth of any substantial underbrush, and casting long shadows on the undulating ground.  


Judge’s Note:  When they enter the Dim Forest, the party will be in an area of “shadowy illumination”.  Make sure they are aware of this, and make note of any light sources they might be using.  PCs with darkvision are not affected by the shadowy illumination, and are also unaffected by the ‘shadow blend’ ability of shadow creatures.  This would also be a good point to get the marching order of the party.


If the characters are attentive, they may spot the tracks of the other party once they’re in the forest.  If the characters check for tracks once they’re off the riverboat, a PC with the Track feat can make a Survival check (DC 16) to notice that a party of about eight humanoids passed this direction less than a day ago.  The party can follow the tracks, but this hinders their movement significantly.  


Any PC who has any ranks in Survival knows that whoever it is was is likely just following the game trail, perhaps also going to Fuinorna.  The game trail is marked with a chalk symbol on a tree every 100 feet just as Kincaid said.

the sacked campsite

The battle at the campsite ended few minutes before the PCs arrive on the scene.  The Fade party that attacked Suleimon’s group was lead by a group of aranea Fades.  Many of the shadow creatures were killed in the attack, but depending on the APL, one or more of the shadow araneas survived the fight.


Suleimon’s party has been killed to a man, yet Suleimon himself lives, though just barely.  Due to poison, his strength has been reduced to 3, and he is entangled in the web of a shadow aranea.  The araneas intend to bring him back to the shadow dragon Hasforenses, as they recognize that he is special.  They are in the process of planning this and looting the bodies of the dead, when the PCs (possibly) interrupt their plans.


Unless the party is being extremely cautious, they will likely be heard by the aranea(s) as they approach.  Make multiple Listen checks for the aranea(s) to hear the party, and remember the +2 to Listen checks inside the Dim Forest.  Assuming the characters are moving normally, the Listen check DC is 10 for every 100 feet of distance between the PCs and the campsite (start the checks at 250 feet, DC 25). The aranea(s) automatically hears the party at 90 feet.  If the party is purposely moving slower than normal, using the Move Silently skill, or doing something else significant, they might be able to avoid the surprise round, but it is unlikely, due to the total concealment of the Fades.  Once the aranea(s) hears the PCs, it will cast a preparatory spell (see the Tactics subsection below).


The best chance for the PCs to know something is afoot, is hearing when the aranea(s) casts.  Hearing this off in the distance will be more disconcerting than anything, and won’t negate the surprise round in and of itself.   It’s a DC 10 Listen check for every 100’ to hear the noise from the casting.  The DC must be beat by 10 to know that a spell was cast.


You are barely five miles into your trek, when you spy a campsite ahead.  People lie all around, and you might have mistaken them for sleeping travelers were it not for their scattered weapons, the arrows in some of them, and the nets tossed on others.


Lying at the base of a tree, one of the figures stirs and moans softly.  He is pinned to the ground under what appears to be a net.  As you try to get a better look at him from your vantage point, he suddenly bursts into flames.  The flash of fire burns the net away, but it also catches the tree on fire, as the figure begins to feebly drag itself away along the smoldering leaves. 

See DM’s Aid: Map #3 for the map of the campsite.


The PCs can do what they like but the surprise round occurs as soon as the PCs are within range of the Fade aranea and their spells or webs.


The Fade aranea(s) is using the massive trees for improved cover (see Tactics below).  If a character with darkvision manages to spot the Fade aranea(s), then that PC is not affected by the surprise round, though they may become the first target.  

APL 2 (EL 5)

Ungwe, Fade Aranea: hp 22; see Appendix 1.
APL 4 (EL 7)

Ungwe and Liante, Fade Aranea (2): hp 22; see Appendix 2.
APL 6 (EL 9)

Ungwe and Liante, Fade Aranea Sorc1 (2): hp 31 each; see Appendix 3.

Tencale, Fade Aranea Ftr2: hp 50; see Appendix 3.
Tactics:   


All APLs:  Aranea know how to use their environment (trees) to their advantage, and are continuously using their shadow blend ability.  When on the ground, after hearing the party approaching, a Fade aranea hides behind and peers around one of the massive trees, therefore gaining improved cover, which adds +10 to their Hide check. 


If pressed and/or injured enough, a Fade aranea uses its superior speed to quickly climb a tree to stay out of melee reach and/or gain cover and concealment in its branches from ground-bound opponents.  If someone tries to climb after it, it webs them to the tree, and/or attack the character on the tree (as the PC cannot have weapons in hand while climbing).  It also tries to quickly disable, or avoid, any PC who can negate their shadow blend ability via darkvision (or a daylight spell). 


APL 2:  Ungwe and Liante already have mage armor up from the previous battle. If the aranea Ungwe, who is near Suleimon, hears the party approaching, it casts mirror image, conceals/hides itself as described above, and waits for the party to approach.  


Once it can see the party, it forfeits the surprise round to cast sleep on them (full round action) if it can catch at least two characters in the spell’s area of effect.  It favors casting the spell on fighter types, and knows it does not affect elves.  


If the party is made up of mostly elves, the shadow aranea uses its surpise round by waiting until the party is close.  It sneaks up using its shadow blend ability, and uses color spray on the party.

  
It then tries to web as many of the PCs as it can, starting with obvious spellcasters (it has four web uses left today).  It uses it’s bite and poison on anyone stuck in a web, or if it is forced into melee.  It avoids melee with large fighter types that can see it (via darkvision), especially half-orcs and dwarves.


APL 4:  Same as APL 2, but Ungwe and Liante complement each other in battle.  They have message up, and can communicate in that manner.  One webs (each has four web uses left) first, while the other casts spells early in the combat.  They are smart, and use will-save spells versus fighter types, and webs/poison against spellcasters.  If one is killed, and the remaining one is injured and overpowered, it flees (judge’s discretion).


APL 6:  Same as APL 2 and 4.


Tencele is the melee fighter of the group, and is the only shadow aranea currently in hybrid form. When the party is first detected, he casts shield (which is included in his stat-block).  He then conceals himself in the shadows, and attacks in the surprise round after Ungwe and Liante have cast their spells/shot webs.  He previously imbibed an elixir of hiding and an elixir of sneaking, giving him +13 to both Hide and Move Silently (included in his stat-block) for the duration of the encounter.  


He knows his poison is potent, and tries to disable PCs with it in melee.  He does not change into monstrous spider form, because he is fond of his mithral shirt, and the armor it provides, hence his stat block in the appendix are for his hybrid form.

Developments:  PCs may choose to put out the fire, but it is not imperative at this point.  The fire is small, and slow to spread, so PCs can deal with the Fades and still have plenty of time to put it out.  The Fades do not like fire, and so do not bother anyone who attempts to put it out.  The fire takes four rounds to put out, assuming the PCs douse it with water, or smother it.


If the PCs do not tend to the fire in two minutes or so, it might spread and start a forest fire.  This is highly unlikely, but if this happens, see Dungeon Master’s Guide pg. 87.  If the PCs use spells like create water, it will shorten the time it takes to put it by half.


Suleimon continues to crawl away in his weakened state.  He is currently at 25 hp, and very weak (Str 3).  He listens to the PCs once he realizes they are not Fades.  If the PCs attack him, he is too feeble to defend himself physically, but can still use scorching rays (which he has avoided previously due to the woods).  If by some chance they kill him, see his entry in Appendix 4.  Encounter 2 will not take place if he’s dead.


The bodies at the campsite are the remains of the adventuring party hired by Suleimon (the bodies of the Fades evaporated into inky mist).  The dead adventurers have the following gear:  masterwork longsword (x3), masterwork longbow (x2), masterwork morningstar, masterwork mace, masterwork sling and 40 bullets, leafweave leather armor +1, thistledown padded armor +1, boots of elvenkind, cloak of elvenkind, elemental gem-fire, scroll of lesser restoration (x2), oil of magic weapon (x4), potion of cure light wounds (x5), potion of cure moderate wounds (x2).  The rest of their equipment is mundane armor and gear.  Suleimon’s magical falchion is also on the ground.


Important Note:  The PCs, especially the lower APLs, may find some of the gear from the dead party very useful, if not essential, in the last encounters.  It is a very good idea to keep track of who has what.


Once the combat is over, go immediately to Encounter 2.

Encounter 2: The Fiery bird-like man

The figure on the ground, that had previously been completely on fire, rolls to its side to face you.  Although it looks mostly human, it has very sharp, aquiline features, and an otherworldly golden-hued skin that seems to radiate an inner heat.  Feathers of red and gold line the backs of its arms, and run up to thicker feathers that grow in place of its hair in a mohawk fashion.


It wears a chain shirt, and an empty falchion scabbard strapped across it’s back.  The chest of his armor bears a symbol of a tree surrounded by a stylized spiral of flame, over a decorated semi-circle.  It’s eyes glow as it looks at you, exhausted.


A successful Knowledge: Nobility check (DC 15) reveals the coat-of-arms on the armor to be that of the house Gondibar, also known as the Stonehouse family, aka the royal house of Derelion.   Success will also reveal that Lachion Stonehouse, served as the sylvan elf Ambassador to the Griffon Chair, and stayed with the Gyric Court-in-exile after the fall of Derelion (and Geoff) 14 years ago.


A successful Knowledge: Nature check (DC 17) reveals that the creature is a phoelarch (fee-lark) - creatures thought to be descended from the legendary phoenix.  


If the PCs question Suleimon, he is forthcoming with his answers.  Unless the PCs cast a lesser restoration (or similar magic) on him, he won’t be going anywhere anytime soon. Below are some possible questions the PCs might ask, followed by Suleimon’s answers:

Q: “What happened here?”

A: “We were attacked by Fades.  One of those spider-beasts poisoned me, made me too weak to fight back.  I thought I would die soon, but when they left my side, I took the chance to escape.  Flame was my only option, else I would never have imperiled the forest.”

Q: “Who/what are you?”

A:  “My name is Suleimon (sule-ay-mon) and I am a Servant of the Sylvan Throne.”


Q: “What’s the Sylvan Throne?”
A: “The Lordship of Derelion; and thus, the whole of the Dim Forest.  It belongs to house Gondibar, and I am here to help Lachion Stonehouse reclaim it from the shadow drake and her minions.” 

Q: “Why are you here?”

A: “I accompanied Prince Lachion to this place many weeks ago, and was sent to recruit mercenaries, as well as the faithful, to aid us in ridding the forest of this shadow plague.”

Q:  “Where do you come from?”
    

A: “I am from the mountains to the west, but now I live in Memleket, a home of the Stonehouse family on the Plane of Fire.” 

Q: “Who is Prince Lachion Stonehouse?”

A: “Lachion Stonehouse is the brother to Prince Alexander, fallen High Lord of Derelion.”  

Q: “Where is Prince Lachion?”

A: “We were to rendezvous at Fuinorna.  There is a war council to be held there on the morrow, and I was tasked with gathering our forces, and meet him there.” (he doesn’t know where Lachion is currently).

Q: “How many and whom does Prince Lachion count in his forces?”

A: “The whole of the Gwathuri tribe, nearly two-thousand strong, and mercenaries, as well as …others.” (he won’t elaborate on the ‘others’ just yet).


Suleimon is anxious to go to Fuinorna and asks the PCs who they are and what their business is in the Dim Forest.  If they tell him, he asks to accompany them to Fuinorna.  Even if they don’t, he requests their company escort him to Fuinorna. If the PCs want to make camp, he reminds them that the council is early the next morning.  He strongly prefers to continue traveling, so as to be there before sunset.


If the party keeps a good pace, they arrive in Fuinorna just before nightfall.

Go to Encounter 3.

Encounter 3: The sylvan village of fuinorna

The rest of the trek though the dark woods is uneventful, though you are thankful that you are arriving before nightfall.  


If the PCs make Spot checks (DC 20 + APL), they notice they are being watched by figures in the boughs of the trees a short distance away.  These are the watch patrols Kincaid spoke of, and they have already sent word of the visitors.


After a whole day of brisk-paced marching, the lights of the village of Fuinorna come into view through the trees.  The village is built on two levels.  What Gyri there are live in wooden houses on the forest floor, while the elves live on flets and homes overhead.  Stairways of living wood curl and wind up the mighty tree trunks, linking the smaller Gyric part with the larger wood elven settlement.  Warm light spills out of the ground buildings, contrasting with the cool magical flames that light the worn pathways outside.

Welcoming committee

If the PCs want to take Suleimon to his meeting place, all he knows is that he is to meet Prince Lachion just to the north of Fuinorna.  Even if the PCs decide to take him straight there, they still run into the elven patrol from Fuinorna as detailed below.


It is very likely that Suleimon, or one of the PCs is still injured from the fight with the fades.  If so, the elves inquire about it.


As you near the village, a leather armored sylvan elf, appears from behind a tree ahead of you.


“Mae govanen.” (tr. welcome) says the wood elf, looking all of you over quickly, “What is your business here?”  


The elf is waiting to see if the PCs give him a tribal token like the one Kincaid gave the party.  If the PCs explain about the fade attack on their way here, and mention Suleimon’s presence, the wood elf scout replies:


“This is grave news.  You must report this to the Kánotaurë immediately.” With a signal from the elf, two more wood elves emerge from the woods.”


“The band of Gwathuri made camp just north of the village a day ago.” He says, looking to Suleimon, and then motioning to his two fellows,   “They will take you there.  The rest of you, come with me.”

 
If the PCs DO NOT mention Suleimon, he speaks up and asks where he can find the Gwathuri tribe, to which he receives the reply above.


If any of the PCs want to accompany Suleimon, he assures them that he is fine.  He  thanks them for their aid, and assures them he will see them at the war council in the morning.


 The elven warrior leads you further into the rustic village with urgency to his step.  He is about to take you up some stairs that wind up one of the central trees, when a couple of figures round the corner on their way down.


A lean, bearded Flan man talks to a high elf female with honey blonde hair.  He is dressed like a woodsman, and she wears the clerical vestments of Ehlenestra.


A successful Knowledge: Local (Sheldomar) or a Bardic Knowledge check (DC 10) immediately reveals that the man is Darlon Lea and the female high elf is Lorindoriel, the High Priestess of Ehlenestra.  Any elf from the Dim Forest, member of the Warband of the Seven Tribes, or anyone who has met them before, knows this information automatically.


“Kánotaurë.” The elven warrior says, looking to the bearded human, “These travelers just arrived with Kincaid’s token.  They were attacked by Fades on the Chill Water trail.”


This news stops Darlon, and his brow furrows. Looking to you he simply says, “Go on.”


Darlon listens to the tale of the PCs.  If they do not mention details, he asks for specifics such as: “Where on the trail?” and “How many?” and “What types?”  Once they are through, read the following:


Darlon’s look has been troubled throughout your story.  When you are finished, he looks to you, “Thank you for your report.  This is bad news indeed.  Fades have never been known to cross the Taura Ridge.  I always thought they must have scouts and such, but they’ve never been this brazen.” He pauses, thinking for a moment about something… 


“Lodgings have been arranged for you…for those who answered the summons. I don’t know how many you will be sharing it with, but it’s warm and dry.  Hinor will take you.” He says, nodding to the wood elf sentry, “We will talk more after the war council.”


With that, he continues walking with the elven woman, and speaking in quiet tones as they round a bend.


If asked by any elves ask about overhead accommodations, Hinor tells them that every single elven family of the Elenar tribe (her tribe) here in Fuinorna is hosting a half-dozen warriors from the one of the other six tribes (of the Warband of Seven Tribes).  Each chieftain brought a couple hundred warriors to the council.  

Hinor tells the PCs they are welcome to sleep outdoors (on the stairs or branches of the trees) if they prefer that to the bunks.


The scout leads you through the village, and finally stops at a wood building near the base of a tree.  The firelight sneaking out from under the door tells you someone’s already here, and you can’t help but hope there are some hearthside bunks left.


“Feel free to grab some supper at Eben’s.” the elven sentry says, “It’s the large timber building we passed in the middle of the village.  First thing in the morning, we will be gathering at the Meeting Glade.  That’s where the council will be held. Rest well.” And with those words, your guide is off, walking to a nearby set of stairs and taking them two at a time as they wind around the huge tree.
About town

At this point, the PCs are free to move about town. Most of the town, especially the Gyri, are indoors at this point (eating a late supper or already in bed).   The elves are still up for the most part, but many are indoors entertaining their guests, or outdoors quietly chatting.  Elven (and other) PCs that want to climb up to the flets of the elven part of the town are free to do so, and gather information from the elves that are still out and about.


The temple of Elhenestra is described, as it is the main church in Fuinorna, but it is late and only a few acolytes are around.  It is listed below in case players ask about it.  The shrine is open anytime for quiet contemplation, as are small shrines to the other elven gods all around the village.

The Lodge

If they enter their lodging, they find a mixed group of Flan adventuers in the common room, gathered in front of the hearth fire and sharing stories, rations and some seidr.  They’re friendly enough, and if asked, they tell the PCs they were escorted here, from Pregmere, by one of the Elenar tribal warriors upon answering the notice.  If the PCs choose to stay here and gather information, they may do so.  There are still a dozen bunks for the party to choose from (two of them hearthside).  

Eben’s Place


If the PCs want some supper or a drink:

Eben’s place is a dark and smoky taproom.  The floor is packed dirt and the whole building is made of sturdy timbers.  Straw has been tossed on the floor to soak up spilled drinks.


There is no bar.  Instead, tables and chairs are spaced about the room.  Across the floor, man with a limp delivers drinks in wooden mugs. The patrons are mostly Gyri woodsmen, some of who look up when you enter, before going back to their drinking and eating.


If there are any Knights of the Watch, or Gran March military members amongst the party, they are eyed suspiciously as they walk through the village by the folk that are still out and about.  If they enter Eben’s, the entire taproom quiets immediately, as Gyri woodsmen glower at the offending individual for a few heartbeats.  However, they soon go back to their supping and their drinking.  


A Knight of the Watch character with the party automatically turns the attitudes of the Gyri patrons to Unfriendly.  They refuse to talk to any of the PCs with the Knight until their reaction is improved to at least Indifferent, which requires a Diplomacy check (DC 15).


If the party wishes to gather information at either their lodgings, or at Eben’s place, they can make a Gather Information check with the following results:


DC 5:  The chieftains and captains of the Warband of the Seven Tribes are gathering tomorrow for the war council.  Many of them, along with their warriors, are here in the village, or have set camp around the village.


DC 8:  A number of newcomers, a half-orc amongst them, are with the Gwathuri tribe at their campsite.  It’s said that Lachion Stonehouse, a Prince of Derelion, will be at the moot tomorrow.


DC 10:  The Dark Heart of the Dim has been so twisted that anyone killed by a Fade becomes a Fade and turns on its former friends.


DC 12:  It’s said the ancient shadow dragon at Derelion uses Fades like ffolk use guard dogs or hunting dogs.  Their numbers keep growing every day, and they’re pushing further south more than ever before.  


DC 15:  Some human cultists of an evil dragon god of death, named Falazure or something like, have been making their way into the Dim Forest from parts unknown, and allying with Ol’ Shady.  They tried to kill Lorindoriel a couple years back.


DC 20:  Heard tell Ol’ Shady’s real name is Hasforenses or some such. They say the Shadow Rift lies smack in the middle of her lair and that an army of Fades and shadow beasts lies on the other side.    


Judge’s Note:  The PCs can also gain the information presented in the Introduction section of the module at this point.


If the PCs ask the appropriate questions, and if they have a reasonable chance of learning something, feel free to set DCs for Gather Information, Knowledge: History, Knowledge Local: (Sheldomar) or Bardic Knowledge checks to gain information presented in the Background section of this module.  


If they want to know about Falazure, a Knowledge: Religion check (DC 15) will reveal that Falazure is an evil dragon god of death and decay, and Knowledge: Planes (DC 15) will reveal that Falazure is said to live on the Plane of Shadow.


Of course, inquisitive characters may have already gathered some of this information from Kincaid or Suleimon.

The Temple of Ehlenestra

In case the PCs want to visit the temple.


Perched in the boughs of the central trees, the temple to Ehlenestra is series of flets built on different levels and overlapping each other.  Sweeping stairs connect the levels, and tall slender arches support a sharply sloping roof.


The interior of the temple is open and airy.  Statues of elven maidens hold bowls in which silver flames flicker and dance.  Birds cluster in the eaves over your head.  Unicorns are worked throughout the decorations.


At the heart of the temple is a statue of the goddess herself.  She is depicted as a golden-haired princess, clad in light green.  The statue is balanced on a promontory that juts out from an upper flet and seems to soar over the lower flet of the temple.


There are only a few minor elven clerics about at this hour.  Lorindoriel, the high priestess, is out with Darlon (or already meditating if it’s much later in the night), and will not be available until tomorrow.

Judge’s Note:  If the PCs would like to have the items from Encounter 1 identified while in town, or at the Gwathuri encampment, a Level C Favor can be expended to get this done the next morning.  This can also be negotiated later if the PCs think to do it.

Leaving the Village

If any of the PCs attempt to leave and seek out the Gwathuri tribe to the north, they have to make a Successful (DC APL + 15) Hide and Move Silently check to go unnoticed by the Warband watch patrols around the village.  The numbers of Warband warriors around Fuinorna is bolstered due to the meeting tomorrow, and many have made camp around the village.


If spotted, they are asked their business.  If they are truthful, they are allowed go on to the Gwathuri tribe camp, which is a one or two minute walk north.  Once there, they have to deal with the Gwathuri watch patrol (i.e. Servants of the Sylvan Throne).  If the PCs attempt to Gather Information from the Servants of the Sylvan Throne, they need to make a successful Diplomacy check (APL + 10) to learn that Lachion is arriving in the morning, just before the moot.  If any of the PCs is a Servant of the Sylvan Throne, or a member of the Gwathuri (Shadowdancers) tribe, they are asked to show their mark.  If they do so, information is shared freely and the PCs are allowed to proceed into the encampment.  If the characters wish to spend the night, they are expected to be self-sufficient and provide their own provisions (i.e. provide a tent, food, etc.). 


If the PCs insist on staying the night in the Gwathuri encampment, modify the beginning of Encounter 4 text accordingly, but have them go to the war council with everyone else.  They are not allowed to linger at the encampment (they might miss the meeting), nor can they find Suleimon, Lachion, or any of his cohorts at this time. 


Judge’s Note:  Kincaid arrives at the village three hours after the PCs.  She immediately goes to her uncle to tell him about the campsite/battleground she found on the way here. Darlon in turn fills her in on what happened to the PCs.  Kincaid, also mentions the patch of burned leaves she noticed.  She is anxious to hear the tale from the party in the morning. 


Go to Encounter 4. 

Encounter 4: The war council

Judge’s Note: This encounter has many NPCs and a lot of roleplaying opportunities.  To avoid confusion, don’t inundate the players with NPC names save for those they will actually be dealing with.  If they actively seek out other NPCs, or ask about certain NPCs that aren’t detailed in the Appendix, improvise as best you can.


You awaken to the sound of voices - lots of them - moving about the village and the surrounding woods.  The relative quiet of last night is gone and has been replaced with a constant background of movement and chatter, as hundreds of sylvan elves, as well as others, make their way about the village.  


The morning light, from the no doubt glorious sunrise you can’t see, filters weakly though the leafy canopy. Still, there are a few places where there the sun’s rays are not hindered by the leaves, and the Meeting Glade is one of those places. It is a rare area where there is a break in the trees, and the rays of sunlight make for a peculiar and wondrous sight as they stream through the opening at a steep angle.  


The glade isn’t large enough for the gathered host, so most of the crowd is in the woods, while the chieftains, and their captains, as well as the elder priests and arcanists gather in the middle of the glade, upon a slight rise, easily seen by all.


 A grizzled Flan man stands in the middle of it all. He wears a fine elven chain shirt, which contrasts with the grim look he wears on his lean and bearded face.  A longspear in his hand is held upright, onto which are tied seven tribal tokens.  The tokens of leadership mark him as the Kánotaurë, the Forest Commander, of the Dim.


Unless they purposefully left early, or waited until later to go to the Meeting Glade, the PCs arrive about midway through the seating, and can get about halfway between the glade and the edge of the woods if they so choose.  Kincaid eventually spots them, and joins them.  She explains that it’s customary for those inside the Meeting Glade to sit on the ground while the speaker speaks.


She makes it a point to catch up with them, and listen to their story about last night.  When it comes up, she asks them about the burned patch of leaves at the battlesite.


At this point, any PC that inquires can make a Knowledge: Local (Sheldomar) or a Bardic Knowledge check to identify the other people-of-note on the hillock, with the following results.

Note: To keep from confusing players with multiple NPC names, do not give this information unless players specifically ask about the gathered people.

DC 10:  

· Lorindoriel, high elf, High Priestess of Ehlenestra.

· Cuthalion Strongbow, half-elf, former First Ward of the Olwythi, friend to Darlon Lea. 

· Lily Gellsblood, half-orc, former Olwyth under Darlon Lea, 

· Aralyn Caelinor; wood elf, Captain-at-arms under the Kánotaurë.
DC 15: 

· All seven of the tribal chieftains of the Warband of the Seven Tribes (See DM Aid: Elven Tribes of the Dim Forest)

· Skylyone Oakflame, grey elf, Sage of the Weeping Woods.


Observant PCs (those who state they are looking) will note that to the north part of the glade, there is a large faction of wood elves from the Gwathuri tribe present.  However, Suleimon, nor Lachion, nor the tribal chieftain is amongst them.  


Darlon Lea looks out into the crowd (north), his brow is furrowed in concentration, as if searching for someone.  Finally he glances skyward… gauging something… before bringing a bual (tr. bison) horn to his lips and blowing.  The low tone carries across the glade, and everyone is seated and quiet in moments.  


 “I have called this war council to address the danger that continues to grow in the Heart of our forest.  For years we have kept a watchful eye, and defended our homes against the pressing darkness.  But yet, the shadow grows.  Even the blessings of Ehlenestra, the illuserns, are no longer enough.  They have bought us much time, and no doubt saved many lives, but the Shepherds cannot be everywhere at once, and they cannot stave off the shadows forever.”


“Defending ourselves is no longer an option.  In the last season alone, we have lost a village, and many of our kinfolk, to the west.  There has not been word from Endéryn of late, and it is now reported that Fades have raided across the Taura Ridge.”


There is a low murmur at this last announcement.


 “The time has come for us to stem the tide.  To dam the river at its source.  We must strike at the Shadow Dragon’s lair.”


“If we do not, then our only alternative is…”


“THERE IS NO OTHER ALTERNATIVE,” interrupts a strong voice from the direction of the Gwathuri faction. 


Heads turn, and a few warriors rise at the interruption whose source is a very tall and slender elf emerging from the woods.  He wears russet-colored vestments, and carries a ruby-topped staff.  But his most notable feature is the fire-colored hair upon his head that moves like flame as he walks.  His breast bears the coat-of-arms of the Stonehouse family.


Just ahead of him, walk three others:  a steely-gazed, silver-haired elf dressed in black; a tattooed, bald, and muscular half-orc; and a wood elf retainer of the Gwathuri tribe.


Behind him, Suleimon walks accompanied by a sylvan elf wearing an antlered headdress, and carrying the token-spear identifying him as a chieftain.


PCs may guess, correctly, that the flame-haired figure is Prince Lachion Stonehouse.  A successful Knowledge: Nobility check, (DC 10) will confirm this. A successful Knowledge: The Planes (DC 5) will reveal that Prince Lachion is an elven fire genasi.  Those that make a successful Knowledge: Local (Sheldomar) check (DC 15+APL) can recognize the persons-of-note figures walking with Lachion Stonehouse:

· The steely-gazed elf in black is the one known as the Aspect of Strength, an outlaw and rumored thieves guild leader (Note:  Wood elf PCs who grew up in Derelion recognize him as the Captain of the Arvakhar, the Royal Guardsmen of Derelion).

· The half-orc is Glarnog Mystblood, former adventurer/mercenary.

· The chieftain is Dolgaren, of the Gwathuri (Shadowdancers) tribe.  The only tribe that did not pledge to follow the Kánotaurë.


Members of the Midnight Ravens, who have been members since at least CY595, recognize the steely-eyed elf as the former Aspect of Strength.



“You have fought well Darlon of the Lea, and you have my gratitude for your efforts, but I am returned…and I bring many allies.  It is time for you to step aside, so that I may lead my people to victory against the Shadow. For even as the light of the illusern falters, I bring an even brighter hope.”


Lachion finishes just as he and his men arrive upon the rise and stand a couple of paces from the Kánotaurë and his allies.  The two men stare at each other in silence for a few heartbeats before Darlon calmly replies.


“Seems to me you’ve forgotten how ‘your people’ do things. You see, the chieftains of seven tribes chose to give me the responsibility of Kánotaurë because they felt I was their best choice to lead them in time of war.  It was given to me because I earned it.  That’s how your people do things. If you wanted to be Kánotaurë, ‘prince’, you should have earned it by returning to your people when they needed you.”


“Like the Brenin did?” Lachion asks curtly, and half-turns to face the gathered throng, “Sometimes, one must sacrifice the battle to win the war.  The Brenin of Gyruff knew that, as well as I, and like him, I have returned with my people’s only hope…”


“You’ve been gone for fourteen years!  You have no idea…” Darlon begins.


“A blink of an eye in the life of an elf!” Lachion shoots back impatiently, “I am the heir to the Sylvan Throne, and I intend to earn that title as my brother did.  He gave his life for…”


“AS DID I,” Darlon retorts, stepping closer to the fiery elf, “And I’d do it again. These people ARE my people. I have family here, and I’ll be damned if I’m going to trust their welfare to some absent, arrogant well-born with no battle experience.  Not while I’m still standing.”


The tattooed half-orc next to Lachion guffaws, “Still standing, huh?  That can be fixed.”


At his remark, the tension explodes and the chieftains and Darlon’s allies leap to their feet.  In an instant the verbal exchange turns into a yelling match from all quarters.  Hundreds of elven warriors are suddenly on their feet, pressing forward, and your view of the two parties is quickly blocked by the ensuing chaos.


Unless it was determined otherwise beforehand, the PCs are about 70 feet away from the top of the rise (where Lachion and Darlon are). If the PCs state that they are moving towards the top of the rise, emphasize the fact that there are at least a hundred warriors, pressed together, between them and the hill.  It’s nearly impossible to move in that direction.


Have the PCs make a Listen check (DC 12) and a Spot check (DC 18) to realize that a melee has NOT broken out.  Shouting, and arguments, and threats are continuing, but no one appears to be drawing weapons.  Elves don’t usually risk their lives over disagreements.


If Kincaid is with them, she suggests they get out of the Meeting Glade as soon as possible.  She tells them there’s nothing that can be done at this point, and that it’s probably best to wait until things ‘blow over’.


If the party is sitting with the members of the Gwathuri tribe, and avoided Kincaid (because the Gwathuri were mostly under the cover of the woods), the scenario doesn’t change much.  Add a Wisdom check (DC 7) for the party to realize that there is no point in staying here.


In any case, the gathered throng calms after a few minutes.  Lachion and his men leave for their encampment to the north, and Darlon and his allies go back to the village.


The PCs may try to follow one of the factions.  If they do, they will not be allowed to speak with Darlon or Lachion just yet, but their interest will be noted.  


In the minutes after the war council break-up, read the following:


After the confrontation at the war council moot, both factions have left the glade, leaving smaller groups of elves around the area engaged in debate about the turn of events, some in lively conversation, others in more somber tones.  From what you can tell, it appears that Lorindoriel and some of the other clerics have gone off to arbitrate the dispute in private with the leaders.  For the time being, you seem to be left to your own devices.

If Kincaid is with the PCs, which is likely unless they actively avoided her, add the following:


Kincaid looks in the direction of her uncle’s departure, and then to you, concern evident in her big green eyes:


“I’m going to go see if I can see what I can hear, errr, do to help.  He told me last night he wanted to speak with you after the war council, but right now, well, probably not the best time…” she trails off.  “But he did mention he was thankful for what you did yesterday, and he also mentioned a mission...but I don’t know anything more than that.  I’ll see what I can find out.  Feel free to, well, wander or whatever…I’ll find you later.”


With that, she jogs off in the direction of the center of the village.

  The PCs are free to wander where they will for now, and listen to the debates amongst the elves that spring up within earshot.

What do the elves think?

In the immediate aftermath of the war council, there are large and small groups of elves that are holding free-form councils and debates amongst one another.  Some groups are of a particular tribe, while many others are made up of a mixed bag.  Wood elves are sociable like that.  If the PCs are at all inquisitive, and they usually are, they can learn something about how the elves perceive the situation.  


The return of Prince Lachion has stirred some lively debate, and has a real chance of dividing the seven tribes.  The following bits of information are divided into Arguments for Lachion, and Arguments for Darlon.  These are opinions the PCs encounter as they interact with the elves in the aftermath of the war council.  Feel free to present them in conversations the PCs might have with NPCs, or simply as snippets of conversation overheard as the PCs wander about.  Take as much or as little time as is reasonable with this freeform role-playing encounter.


If they wish to seek out specific NPCs to discuss the issue, they will be able to find most anyone on the NPC list, except for Darlon and Lachion themselves.  Be sure to be familiar with the general point of view of the NPCs, and use the opinions/comments below as a guide.


 It is important that the players get the gist of all this information, as these interactions offer insight into the values of the elves, as well as the diversity of viewpoints within sylvan elf society.  They might also give the PCs some questions to mull over.  

Arguments for Darlon Lea


“Darlon’s been with us for almost twenty seasons, fighting to save our forest from the shadow dragon.  Where has Lachion been?”


“Darlon’s wife is Merial of the Elenar, and his offspring are of our blood.  He has given up his lands and status amongst his kind to be here for us, to lead the sylvan elf people to battle.  He has sacrificed everything, including his own life, for the sake of our people.”


“ I would say one who chooses a people of his own free will is more worthy than one who is merely born into the tribe by chance.  He does not fight because he has no alternative; he fights because he chooses to risk his life for the forest, for his family, and for our people.”


“Darlon saw the unicorn.  He is favored by Ehlenestra; guardian of these woods.  His palm bears the mark!” (True: In Darlon’s palm, there is a golden mark, shaped like an eight-pointed star. The center of the palm is indented as if something pointed was pressed against it for a long time.)


“The Kánotaurë is a human.  He will soon be dead.  There is no threat to Lachion’s claim as High Lord of the Dim Forest.”


“We have always chosen our leaders based on merit, it has ever been our way.  Darlon’s race does not change this fact.  The Stonehouse family was the most suited to lead the forest and protect the Heart of the Wood, but this is no longer the case.”  

Arguments for Lachion Stonehouse


“By Darlon’s own words, ‘A good army can have only one general.’  Now that Lachion has returned, he must resume his rightful position as the commander of the wood’s warriors.  It is his right.”


“Darlon is old and dying.  He does not have the strength to lead us any longer.  We followed him, for lack of another choice, yet for every step we have gained, the have lost two.  He has had his chance, and now it is time for another.”


“Darlon has done little in the past twenty seasons to retake our home from the Dragon and her brood.  In fact, we have lost ground since he has been the Kánotaurë!  Lachion must be given a chance to prove his worth as our leader. He must be named Kánotaurë.”

(Retort from a nearby Darlon supporter: “Not as much ground as would have been lost had he not been with us.”)


“Lachion has returned and bears our only chance of defeating the Shadow Dragon.  There is no other amongst us as powerful in the Art as he, and he brings warriors to bolster our numbers.  We would be fools to not embrace him as the Kánotaurë.”


“It is true, Lachion has been gone for nearly twenty seasons, yet in that time, he has gathered the power and warriors necessary to retake the forest from the Shadows.  He brings a new hope to our plight.  Without question, we must support him.”


“How can a human be the Kánotaurë?  It is unnatural.  It is like having a halfling as Brenin of the Gyri.  The rightful High Lord of the Dim Forest is returned, and we must all gather behind his staff if we are to stand a chance against the Shadow.” (This is likely said by a Gwathuri warrior, as this has been their stance all along).

“Darlon can never be the High Lord of the Dim Forest, and so it is foolish to deny Lachion his position as Kánotaurë.  He must be allowed to lead; to prove his worthiness.”


If PCs seek out named NPCs, and ask them the appropriate questions, they might be able to gain information that was missed on failed Knowledge checks.

If the PCs suggest that the elves name Lachion as the High Lord and Darlon as Kánotaurë, Darlon points out that the situation is very different.  Lachion is stubborn and wants command of all aspects.  He is bringing his own army and as his allies, it is unlikely they will follow anyone but him.


Go to Encounter 5.

Encounter 5: “Picking Sides”

Towards late morning, after the war council debacle, Lorindoriel and some of the other more neutral NPC leaders are trying to arrange private councils with either Prince Lachion or Darlon Lea.  


Meanwhile, representatives from both camps are out advocating ‘their side’, and the PCs are approached by NPCs from both camps that try to gain their support, and their service.  


Conversely, the PCs may choose to approach one side or another and freely offer their services/allegiance.  If this is the case, modify the test to fit the location either in the village, or at the Gwathuri camp. The text assumes the PCs are out and about the village.


If any of the PCs are members of the Midnight Ravens (having joined before CY 595), or owe a Favor to the Midnight Ravens, the runner mentions the PC by name and says the Hothron (tr. Captain) would speak with them.

Recruiting for Lachion Stonehouse 


You are left to yourselves for now and are contemplating the situation when a sylvan elf runner of the Gwathuri tribe approaches you.

“Are you the ones who saved Suleimon?” he asks simply.


Assuming the PCs affirm this, he continues.

“Prince Lachion wishes to speak with you. I will take you to him.”


If the PCs ask why, he doesn’t know.  He was simply told to find them and ask them to come to Lachion.  Observant PCs recognize him as the Gwathuri retainer who was amongst Lachion’s cohorts when he arrived at the war council. 


You are taken to a stone cabin in the middle of the Gwathuri encampment. (If the PCs were at the Gwathuri encampment previously, the cabin was not here before.  It is recently cast Leomund’s Secure Shelter).  The elven runner leads you through the door, and takes a step aside.  Ahead of you, Prince Lachion Stonehouse looks over a map with Suleimon.  Upon noticing your presence, they both rise to greet you.


Lachion steps forward, “Thank you for coming. Please, make yourselves comfortable,” he says, waiting for you to either sit or remain standing as you like.  “I have asked you here for a couple of reasons, prompted by Suleimon’s account of his journey here.  He tells me he is only here due to your bravery, so I wanted to personally thank those responsible for his safe return. You have my gratitude.”


“In truth, when Suleimon related your prowess in dealing with the Fades, I thought you might be the answer to a very important task I need accomplished. I do not require an immediate answer, though I should tell you now that this task involves crossing the Taura Ridge, and traveling well into Fade territory.  Would you be willing to do this?”


If the PCs answer yes, or imply that they would be willing, he continues:


“Good,” he says, walking over to the map, “Here is Tir-en-Mortum.  It is home to the burial grounds of the sylvan elves.  It is here that the Stonehouse family tomb is located.  It is no ordinary tomb, however, for within is also a portal to the Plane of Fire.  It is there that the allies I spoke of gather in anticipation of the time to cross into this plane.”


“That time draws nigh, and four nights hence, the host will be gathered on the other side of the portal.  However, the tomb entrance can only be opened from the outside.  What I would need from you would be to act as gatekeepers. To open the tomb door so that they are able to pass through when the time comes.”


“Furthermore, I will need you to act as sword-bearers.  You see, custom prohibits weapons from being brought into a tomb.  Indeed, the Stonehouse tomb is trapped and warded to ensure this tradition remains inviolate.  So, I will need you to bring the weapons to my warriors.”


Unless the PCs have already sworn their service to him, he continues:


“I realize this is a lot to ask, and you may of course take your time to think about your answer.  However, before you go, do you have any questions?”


Below are some common questions the PCs might ask Lachion.  If the PCs ask a question not addressed below, extrapolate as best you can.  He will only answer the last two questions (regarding the tomb itself) once the PCs have all agreed to the mission.

Q: “Why aren’t you sending your own men?”

A: “I had planned on sending Suleimon and an escort, but given the events of the war council, I need his counsel here.  If you accept this task, you will have company…of a sort.  You will have a guide, and the Captain of my guard as well as the half-orc warrior to go ahead of your party.  They will provide a distraction and hopefully draw the full attention of any Fades in the area.  You will guard the weapons, while the Hothron and Glarnog will in turn guard you from a distance.”

Q:  “Will we be paid for doing this?”

A:  “If that is your requirement, you will be compensated generously for your services.”

Q: “How will we carry weapons for all your warriors?”

A: 
“I have been able to acquire magical bags of holding.  These will allow you to carry many dozens of weapons each.”
  

Q: “May we use the weapons in the bags?”

A: “Only if it is absolutely necessary.”

Q:  “Will your allies pose a danger to the forest.”

A:  “They know the consequences of their fire-based powers, and know to use them with caution.  If there is an accident, you will be provided means with which to handle it.”


If the PCs ask any more information about the tomb itself, Lachion politely tells them that the mission details will be addressed when and if they accept. 


Unless the PCs immediately pledge their service, Lachion asks them to give him an answer by the end of the day (8 hours).  If they choose not to go, he sends his men the next morning without them.  Suleimon and some Gwathuri warriors go instead of the PCs.


Judge’s Note:  The Hothron is not there when the PCs meet with Lachion, but he is watching.  If any PC is a Midnight Raven, he is just outside Lachion’s cabin after their meeting with him and strongly encourages that PC to do Lachion’s task.  He mentions the PC by name.  If the PC tries to meet with the Hothron in private, he may do so very briefly.  The PC is told in no uncertain terms that the former Aspect of Strength would take it as a personal kindness if that PC were to do Lachion’s task.  He says nothing more on the matter.


Judge’s Note:  If necessary, be sure to remind the PCs that they have a pending meeting with Darlon Lea regarding a mission.  

Recruiting for the kánotaurë
Just before the war council, Darlon Lea received word that wood elf scouts around Amon Din had found the remains of a campsite left by unknown persons.  This news has troubled Darlon, but with the new developments at the war council, he doesn’t have the time to investigate the urgent matter himself.  A small party traveling quickly would be more suited to investigate the goings on, and he has sent for the PCs to recruit them for the task.


Not more than a half hour after you’ve spoken with Lachion, Kincaid finds you in the village,


“Uncle finally kicked everyone out of his house. It’s amazing how many people you can fit in there…but anyway, it’s quiet for the time being and he wants to speak to you before everyone comes back to bend his ear some more.  C’mon.”

Assuming the PCs follow her:


Kincaid leads you up to a modest building in the branches of a huge tree in the middle of Fuinorna.  The house is simple with most of the adornment consisting of finely carved furniture and bearskin rugs.  A buckskin map of the Dim Forest is pinned to the wall.  Standing to greet you is the bearded man you saw conducting the war council, the Kánotaurë of the wood elves, Darlon Lea.


“First, thank you for answering the call.”  He says, pausing for a moment before continuing,  “Your tale last night about Fades crossing the Taura Ridge is a very troubling development and it puts a new urgency to the information I’ve recently gathered.  You see, the wood elves of Amon Din (pointing at map) here have just recently sent word of peculiar stirrings near their village.  One of their watch found the remains of a campsite nearby, but no sign of who made it.  Whoever it was tried to cover their presence, and almost succeeded.  Still, the elves haven’t found hide nor hair of whoever’s stalking about.”


“If it was Fades, I would not be so concerned.  The Radiant Shepherd and his flock of illusern are currently patrolling that area, and the Fades hate the light of the illusern.  It makes them almost powerless.” 

“However, I don’t think it was.  Fades don’t make camp.  I fear that whoever is in the area is there because of the Radiant Shepherd.”


“The Shadow Dragon has some human cultists that serve it and its foul dragon god.  They tried to kill Lorindoriel nearly two years ago, and if they’re back…”


“Well, that’s why I’ll need your hands.  If it is some of the shadow dragon’s human servants, then they need to be stopped.   Further, if we can capture them, we might be able to learn some weakness we can use against her.  Fades don’t interrogate so well, and most don’t seem to serve the dragon directly, but these cultists… If we can get some information out of one of her servants, it’ll be the first step in striking at the Shadow Dragon in her lair.”


“What do you say?” Darlon asks, looking at you all intently.


If the PCs tell Darlon about Lachion’s offer he is a bit hesitant, and asks them what he wants of them.  If they tell him where Lachion wants them to go, he tells them that Tir-en-Mortum is an extremely dangerous place.  He informs them that a shadow dragon, one of Hasforenses’ brood, lairs nearby.  He tells them it is where he lost his own life a couple of years ago.


Below are some common questions the PCs might ask Darlon Lea.  If the PCs ask a question not addressed below, extrapolate as best you can.

Q:  “Why don’t you send some of the wood elves gathered here today to go see after the Shepherd?”

A: “Given what happened at the war council, I need to stay here and discuss matters with the tribal chieftains and Lachion…while Lorindoriel makes sure we don’t kill one another.” He says half in jest.


 “My resources are stretched thin, and we still have Endéryn and the southern front to see to. Believe me, if I could do this myself, I would.”

Q:  “Why don’t you step down as Kánotaurë?”

A:  “That is not an option.  To do so would weaken the position, and demoralize the elves that have followed me this far.  I have an obligation to the sylvan people, and until the majority of the chieftains say otherwise, I still have responsibilities to see to.”

Q: “Why don’t you work with Lachion?”

A:  “A successful army can only have one general, and he’s not the type to share power with anyone even if that was an option.  In any case, that’s not something to be decided here and now.  I’m sure it will come up in the talks Lorindoriel has set up over the next few days.”
Q: “Can you tell us about the attack on Lorindoriel?”

A:  “Her attackers were cultists of Falazure as I said.  They ambushed her in the Dim, killed her elven escort, and animated their corpses during the battle.  We think they intended to sacrifice her to their vile god, but by Ehlenestra’s blessing, she was saved by adventurers such as you.”

Q:  “Will we be paid for doing this?”

A:  “Well, if that’s your motivation, then yes.  The Seven Tribes don’t have much in the way of gold, but we can offer you trade goods.  Elven wares that can fetch a hefty coin on the open market.”


If the PCs say that they need some time to think about it, he tells them that he needs an answer by the end of the day (8 hours).  It is a matter of great concern and urgency to Darlon, and as the Kánotaurë, it is his responsibility to see to it.  If they cannot or will not go, he will have to find another party to undertake the task.


The PCs have a touch choice ahead of them.  They must come to a consensus as to which mission they will take.  Because of the timing and locations, the PCs cannot do both tasks.  Let them debate among themselves, but it should be limited to no more than 20 minutes.  Use your discretion.  

The party cannot split at this point.  If a party member refuses to go on the chosen mission, he or she may leave the module, and earns the gold and experience up to this point.



Judge’s Note:  The choice presented might strain the loyalties of one or more PCs.  If the majority of the party insists on going one way and one (or two) PCs are against it, but don’t want to split the party, the disagreeing PC(s) may seek out the NPC leader whose task was not chosen.  Once there, they can explain that they disagree with the choice made by their group, but for safety’s sake, they cannot take on a task alone.  If this happens the respective leader assures them he understands.  However, he does ask that the PC(s) report to him on whatever happens during the other mission.


Go to Encounter 6
Encounter 6: a long walk through dark woods


The PCs have chosen to embark on a mission for either Lachion Stonehouse OR Darlon Lea.  Each mission is in a different part of the Dim Forest, and they must travel many dozens of miles through the dark woods to get to either Tir en Mortum or Amon Din.   


This encounter happens while they are camping one night along the way.  It is divided into two parts, 6A and 6B, because the encounter will vary depending on the party’s route.  


Important Note:  Tir-en-Mortum is over 40 miles north and west from Fuinorna, and Amon Din is approximately 60 miles northeast of Fuinorna.  However, because of the hilly terrain (Taura Ridge) on the way to Tir en Mortum, it will take about 2 ½ days to reach either location, assuming the party moves at a speed of 30 ft.  If the party’s speed is 20 ft., the trip will take 3 ¾ days.  Double moving is considered a ‘hustle’ during overland movement.  See Player’s Handbook pg. 162 for details on overland movement and hustling.  Travel time is important as events happen at certain times as described in both encounter 6A and 6B.    



Encounter 6A happens on the way to Tir-en-Mortum (mission for Lachion Stonehouse).


Encounter 6B happens on the way to Amon Din (mission for Darlon Lea).


PCs will go on one OR the other.  Not both.

Encounter 6A: The trek to tir-en-mortum

If the PCs choose to work for Lachion Stonehouse, Prince of Derelion, they will go on the following mission. There is no map for this encounter.  Feel free to use or rearrange the Encounter 1 map.


 When the PCs come before Prince Lachion, read the following:


Having accepted Prince Lachion’s task, he finalizes the details he had discussed with you earlier.   


“The tombs of the sylvan elves at Tir-en-Mortum are invisible save when the moonlight shines upon them.  You will know the Stonehouse family tomb by the coat-of-arms traced on its surface, a tree surrounded by a flame inside a decorated semi-circle (points to his chest).  When the door is revealed by the moonlight, speak the name, “Gondibar”, and the tomb will open.” (Gondibar means Stonehouse in elven).


“You should have no need to enter the tomb proper, though if you do, be warned that there are magical traps set to slay any living being who brings a weapon into the tomb.”


If there are any half-orcs in the party he will add: “Unfortunately, the traps are also triggered by those of orcish blood.”


“As I stated previously, my allies will be gathered on the other side of the portal in the tomb four nights hence, around the time Luna is at her apex.  The night sky should be clear, and the moons full, so you will have no trouble finding the door.”


“These bags hold all of the weapons for the host”, he says, pointing to six bags on the floor of the cabin.  He then reaches into his desk drawer and pulls out two decanters, “And these are a precaution for quenching any fires.  I do not foresee that they should be needed, but it is best to be safe.”


“Suleimon here will take you to the Hothron and summon your guide.  You can coordinate your departure with them.  Good luck to you.” 


The bags are six Bags of Holding and the decanters are Decanters of Endless Water.   He shows them how to use the decanters.  Keep track of what PC has what.



If the PCs ask for a map of Tir-en-Mortum, Lachion can draw them a rough representation of the layout of the village (based on Player’s Handout #2).  He does not know that the footbridge across the stream is down, as he has not been there in many years.


If the PCs have any further questions, refer to the text in Encounter 5, or extrapolate as best you can.


When the PCs interact with the Captain before they leave, they find that he is a deadly serious individual of few words.  He coordinates with them, but doesn’t say much else.  He and Glarnog leave a half-day before the party.


Note: Travel time matters in this encounter because Lachion’s forces are due to arrive the night of the 4th day (measured from the morning after the war council).  This shouldn’t be a problem, but if for some reason the PCs delay, or the party moves slower that 20 ft., they will have to hustle to get there.  


The PCs can time their departure so that they will arrive at Tir-en-Mortum on the 4th night, and therefore won’t have to camp in the Dim Forest more nights than is necessary. In any case, they have to wait half a day before they leave, so that Lachion’s men can get ahead of them.  


Important Note: If the PCs wish to use any of the weapons in the bags, they may do so at their discretion, though Lachion prefers that they do not unless they feel it absolutely necessary to complete their mission. 


The PCs may decide to search the bags for superior weapons (masterwork or magical).  Searching for at least 1 minute will give each PC a one-time 50% chance of finding a magical weapon they are proficient with, though not necessarily their favored weapon (judge’s discretion).  They have the same chance of finding a masterwork weapon if they fail to find a magical weapon.  The bonus on any magical weapons found is +1.  All of the weapons the PCs find are simple or martial weapons sized for a medium creature.

At APL 2 – All the weapons the PCs find are magical.


If they simply grab for a weapon from any given bag (a move action that provokes an attack of opportunity), there is only a 10% chance of grabbing a magical weapon they are proficient in.  All piercing and slashing weapons inside the bags are sheathed or wrapped.  


When and if the PCs draw magical weapons from the bags, ONE of the weapons has a 10% chance of being a flaming weapon. If multiple magical weapons are drawn, you may roll percentile dice for each magical weapon drawn, to a limit of one flaming weapon per party. 



When they are ready to leave, read the following:


You prepare to leave for what is certain to be a long and dark trek to Tir-en-Mortum.  The captain of Lachion’s guard and the half-orc Glarnog set off a half-day ahead of you to ‘clear the path’ and give you a fighting chance at accomplishing your task.  


Gathering your gear, you set off with Celin, your Gwathuri guide, and pick up the Chill Water after a few miles, following it north and west into the hills that mark the Taura Ridge. The going is slow but steady through the dark and hilly terrain of the Ridge, and in the dead silence of the woods, your footfalls seem painfully louder than usual.  Shadows seem to flit at the edge of your sight, and you half expect one of them to swallow your whole party at any moment. Celin, though, has thus far kept you on track, and out of harm’s way.  


After a hard day’s travel, the dim light is turning to inky blackness, and you soon find a spot to camp for the night.  


If the PCs set watch, determine who’s taking what shift.  If they do not think to take watch, Celin the scout suggests it.  Being an elf, the scout only needs to rest during one of the watches. He prefers to ‘sleep’ on the first watch.  The party is attacked during the watch that the guide is meditating (asleep).

APL 2 (EL 2)

Advanced Shadow Wolf: hp 20; see Appendix 1.

APL 4 (EL 4)

Advanced Shadow Wolf (2): hp 20; see Appendix 2.

APL 6 (EL 6)

Advanced Shadow Brown Bear: hp 85; see Appendix 3.


NPC Note:  Celin the guide is a 1st level ranger (archer).  His Survival skill (+10) is his specialty.  When combat ensues, Celin may fight using the 1st level NPC ranger stats found on pg. 122 of the Dungeon Master’s Guide.  Celin delays and goes after the last combatant in the initiative order.  His presence does not affect the encounter EL.


Developments:  Though they still have a long way to travel to Tir-en-Mortum, the PCs are not attacked again until Encounter 7.  However, on the second day of their travel, they enter the part of the Dim Forest that is affected by the Dark Heart of the Dim (as per the Dim Forest Environment description at the beginning of this module).  


Light spells cast while on this side of the ridge are diminished such that the radius/distance of their illumination is halved (i.e. 20 feet becomes 10 feet).  The radius/distance of darkness spells within this same area is doubled (i.e. 20 feet becomes 40 feet).


Go to Encounter 7.

Encounter 6B:  the Journey to Amon Din

If the PCs choose to work for the Kánotaurë, Darlon Lea, they go on the following mission.  There is no map for this encounter.  Feel free to use or rearrange the Encounter 1 map.


When the PCs accept Darlon’s mission, he arranges for them to leave for Amon Din in the morning with a guide.  If the PCs think to seek out and ask Lorindoriel about her experiences with the cultists, she shares her tale about being ambushed, and how the majority of her elven escort was killed and animated, and used against her.  She also warns the PCs that the clerics of Falazure, the dragon god of evil and undeath, are dangerously fanatical and deadly.  She’ll recommend they take some holy water from the temple of Ehlenestra (sold ‘at cost’ for 25 gp per flask as per Player’s Handbook pg. 128) before they leave, just in case.


If the PCs have any further questions, refer to the text in Encounter 5, or extrapolate as best you can from the information provided in the NPC descriptions and the adventure background.


Note: Travel time matters in this encounter because the Brilliant Shepherd will be attacked sometime before the 4th day (measured from the morning after the war council).  This shouldn’t be a problem, but if for some reason the PCs delay, or the party moves slower than 20 ft., they will have to hustle to get there.  


Having prepared for your journey into the dark woods, you leave the sylvan village of Fuinorna early the next morning with the Nóleri scout.  You cross the Chill Water after a few miles, and follow game trails, and Hinor’s lead, to the northeast.


The going is brisk and steady through rolling forest terrain.  After a hard day’s travel, the dim light is turning to inky black, and you soon find a place to camp for the night.


If the PCs set watch, determine who’s taking what shift.  If they do not think to take watch, Hinor the scout will suggest it.  Being an elf, the scout only needs to rest during one of the watches.  Sometime during the watch that the scout is asleep, the party will be attacked.


The dark around you is eerily quiet when you begin to hear the sounds of something crashing through the woods at a fast pace. 

Tthe PC on watch has one round to react before the following:


Suddenly, a frantic and angry bear bursts out of the woods headed right for you.


The animals at APL 2-4 were scared by Fades that have crossed Taura Ridge, and barrel right into the PC’s encampment.  At APL 6, the dire bear is suffering from an attack of the level draining breath weapon of a shadow dragon (one of the children of Hasforenses).  The dire bear has run quite a distance, and the dragon is nowhere nearby.

APL 2 (EL 2)

Black Bear: hp 19; Monster Manual, page 269.

APL 4 (EL 4)


Brown Bear:  hp 51; see Monster Manual pg. 269.

APL 6 (EL 6)

Dire Bear (level drained): hp 80; see Appendix 3.


Tactics:  The animal attacking the party comes out of the woods to the east.  The animal is agitated, and attacks the first thing it sees.  


The bear is considered hostile.  If a character with the Wild Empathy ability tries to calm the animal, they must make a Wild Empathy check (DC 20) before the animal attacks to keep it from attacking (the PC must beat its initiative).  If it has already attacked someone, the DC rises to 25.  If any PC has already injured the bear, it continues attacking until killed.


NPC Note:  Hinor the elf scout is a 1st level ranger (archer).  His Survival skill (+10) is his specialty.  When combat ensues, Hinor may fight using the 1st level NPC ranger stats found on pg. 122 of the Dungeon Master’s Guide.  Hinor delays and goes after the last combatant in the initiative order.  His presence does not affect the encounter EL.


Developments:  If the PCs try to determine why the animals were so upset and aggressive.  A successful Handle Animal check or Knowledge: Nature check (DC 8) reveals that something must have frightened or agitated the animals for them to behave this way.  


At APL 6, a successful Heal check (DC 15) reveals that the dire bear was pallid and unwell-looking, but not physically sick, and a successful Knowledge: Nature check (DC 22) reveals that the dire bear seemed weaker than others of its kind.   


If the PCs want to track where the animals came from, Hinor strongly advises against it.  The tracks lead in the direction of Taura Ridge (west) and there is work to be done to the north. 


They are not attacked again during their trip until the next encounter.   If need be, the PCs can re-provision at the sylvan village of Dolenbar, as it is on the way to Amon Din, but any more than a simple stop-over will cost them travel time.


Go to Encounter 8.

Encounter 7: quiet dead at tir-en-mortum

The PCs arrive in Tir-en-Mortum from the south as shown in DM Aid Map #4.  The Hothron and Glarnog have already arrived.  They know one of the Shadow Dragon’s brood lives in the area, and they are keeping a lookout for it from a vantage point just outside the village plaza.  They are not seen by the PCs.  Unbeknownst to them or the PCs, trouble lurks nearer to the Stonehouse tomb.

Judge’s Note:  The PCs should arrive on the 4th night since the war council, as instructed.  Celin the guide does not bring them there any earlier, as it is not safe to camp in or near the ruined village.


The village is fairly free of the giant fuinora trees, and the moonlight is unhindered here.  Because it is night, it is still considered an area of shadowy illumination.  Also, don’t forget that any light spells cast in this area are half as effective as described the Dim Forest Environment section at the beginning of the module.  


After a few days of travel, you finally arrive at the elven burial grounds.  Tir-en-Mortum is in not built in the trees like Fuinorna.  Instead, the elves built the village on the side of an entrance of a steep valley.  The homes are perched on promontories overlooking the vale.  Galleries and arcades connect the buildings.  


At one time, the graceful walkways must have been pleasant.  Now, all that is left is ruins.  The hollow emptiness of the place is palatable. The fine woodwork is rapidly falling into disrepair.  Several of the buildings have collapsed or have fallen down the steep hillside.


You emerge on the edge of a small plaza that overlooks a spectacular view of the valley. Porticos bound the plaza, which is dotted with pillars draped with vines.  An empty marble fountain sits at the center of it all.  On the far side, a fast moving stream turns into a waterfall that tumbles down the rocky hill into the valley below. A stairway climbs out from the opposite bank to a rocky overlook on the lip of the falls


Through a break in the clouds, the moonlight shines down on the valley and the silver light washes across the rocky slopes on the other side of the tumbling river.  The stones respond and faintly glowing blue tracery appears on the rock.  Here and there, throughout the valley, the tracery grows stronger as the moon shines brightly on them, revealing the doors to the tombs of elves.


Your guide, Celin, has nocked an arrow in his bow, and walks cautiously along the plaza to a footpath leading towards the stream.  He stops, and looking past him, you can see why.  The wood and rope footbridge that once led to the other side of the river has fallen. The broken ends dangle into the dark and swift water below.   



Before the PCs can reach the tombs on the other side of the river, they must first figure a way to cross the rapid waters. Without the bridge, the edge of the footpath ends in a 20-foot drop to the river below (Note: PCs do not take damage from falling into the water from here).  The chasm across the river is 40 feet wide.


A rope bridge might be their best means, but will take some imagination to pull off.  A character with a grappling hook can successfully throw it onto the rocky overlook with a Use Rope check (DC 12).  A PC can jump onto the overlook with a successful Jump check (DC 15 – with a 20 foot running start).  If the PCs have no rope, Celin the guide has 50’ of silk rope. 


Note: Celin will not cross.  Instead, he aids the PCs as best he can, but he stays on the plaza side and hides in the closest tree until the PCs are done with their task.


 Let the PCs be creative in figuring out how to traverse the stream, and if their plan seems reasonable, they should be able to get across safely with some rope, some teamwork and a little strategy (or by figuring out they can take the long but easy way around).  Perhaps remind them that there is an army waiting on the other side that may need to cross the river as well. This is not really an issue, but may cause the PCs to worry a little.  

Falling into the River


The river itself flows at an angle (about 30 degrees) before tumbling past the rocky overlook.  It is considered rough water and is flowing downstream at 90 feet per round.  Anyone falling in will be swept away and over the waterfall unless they are somehow secured, or can grab onto the rocky overlook, which requires a Swim check (DC 20). 


 Anyone making it to the rocky overlook from the river must make a Balance Check (DC 22 – severely slippery sloped 2-6 inch wide protrusions) or a Climb check (DC 30 – slippery rough surface) to move at all.  


The waterfall beneath the rocky overlook is nearly vertical with the water flowing down a very steep angle (about 75 degrees) of slippery rock. PCs falling down the waterfall take damage (1d6 x APL) from tumbling head over heels down the rocky slope.  A successful Tumble check (DC 15) can reduce the damage from the fall.


PCs who have feather fall or can fly avoid the damage from the fall.  The water is moving too quickly for spider climb to function.


PCs who reach the bottom of the waterfall plunge into a deep pool.  There, the PCs must make swim checks.  The pool is considered rough water (DC 15) because of the disturbance from the waterfall.  PCs with heavy gear or armor have armor check penalties to their swim checks.  PCs who fail their swim checks may hold their breath as per the rules on p. 84 of the Player’s Handbook.  Because of the rough waters, PCs cannot walk along the bottom.


The easiest way across the river is to climb down into the valley, where the stream is much easier to cross, and climb up the valley hillside with a successful Climb check (DC 10).  Climbing down and up the valley hillsides can be done easily, but this way takes well over a half-hour to reach the tombs.


Once Across the River

Once the PCs are across the river and near the tombs, read the following:


Just as the last of you step onto the ground across from the downed footbridge, your attention is suddenly drawn to the building facing the plaza directly across from you.  What you had thought was a large patch of shadowy hillside a second ago has suddenly shifted, and in the moonlight you can just make out an enormous, pitch-black serpentine form slowly unfurling it’s massive wings.  The thing draws a slow deep breath as it shifts what you think is its head in your direction.  A chill runs down your spine and the goose bumps washing over your body make your hairs stands on end.


Suddenly, the dreadful thing lets out a roar of pain, and shifts its massive bulk quickly away from you, turning to some unseen attackers behind it.  You cannot see its assailants, but between the dragon’s screeches, you recognize the cold, commanding voice of the silver-haired captain that simply yells out, “Go!”


The shadow dragon does not attack the PCs, as long as it is occupied with the Captain and Glarnog, which is the rest of this encounter.  However, the fight in the background (which is unsettlingly quiet save for the occasional screech and the sound of blades upon flesh) should invoke a sense of urgency in the PCs, and add to the scary atmosphere.



The tombs of the elves are carved into the hillside of the valley in a series of tiers.   The PCs can easily find the tomb with the symbol of a stylized flame wrapped around a tree over a decorated semi-circle, as it is on the first tier across the river.  


Important Note:  The PCs may trigger an attack before they can say the word ‘Gondibar’.  Keep track of their locations on the map, and see the Tomb Raiders section below.


When the PCs say the word Gondibar, read the following:


The rock face with the glowing blue tracery splits open and with the rumbling of stone on stone pulls apart to reveal a perfectly rippling curtain of red and yellow sparks about 10 feet down a worked stone hall.


The curtain is not hot to the touch and does not harm the PCs.  However, it is a portal to the Plane of Fire.  The portal leads to the tomb of the Stonehouses.  A successful Knowledge: Arcana check (DC 20) reveals that the curtain is a planar portal.  A successful Knowledge: The Planes check (DC 15) reveals that the portal leads to the Plane of Elemental Fire.  A successful Bardic Knowledge roll (DC 25) reveals the same information.


The trap Lachion spoke of is located 20 feet beyond the curtain, on one of the support archways of the worked stone hallway. The hallway leads on to a circular room (the tomb).  If for some reason a PC passes this far with a weapon (or is a half-orc), they will encounter a slay living trap.  

All APLs:



Slay Living Trap: CR 6; magic device; proximity trigger (alarm covering the corridor); automatic reset; spell effect (slay living, 9th-level cleric, Fort save DC 17 for partial); Search (DC 30); Disable Device (DC 30).


Note:  This trap is NOT part of the encounter, and is not calculated into the EL.  It is included only for those PCs who fail to follow the instructions they were given.

The tomb raiders


A few nights ago, a cleric of Falazure (and some of his fellow cultists) sought and was given permission by the shadow dragon who lairs in the area to study and ransack the elven tombs.  He is currently on the second tier of the burial cliff, and has been here for many nights.  


He abandoned the first tier of tombs (next to the Stonehouse tomb entrance) when his companions fell to the shadow asps in those tombs (the shadow dragon failed to mention the creatures).  He has avoided that area since then.  


He is not aware that the poison of the shadow asps has turned his former companions into shadows, bound to the tombs they were ransacking.  He is likely alerted to the PCs presence by the commotion caused by the fight(s).  See the Tactics subsection for more information.


Note:  The undead shadows are located in the elven tombs on either side of the Stonehouse tomb.  They are just inside the doors, and as creatures with the incorporeal subtype, they can detect the presence of other beings on the other side of the wall (ie anyone in an adjacent square).  When they detect someone, they emerge though the stone doors to attack.  This triggers a surprise round.  


If none of the PCs draws near enough to the tomb doors for the shadows to detect them, the shadows instead emerge when they hear the PCs open the Stonehouse tomb door.  This triggers a surprise round.  See the Tactics sub-section below.

APL 2 (EL 5)

Doom of Falazure, Male Human Clr 2: hp 13; see Appendix 1.

Shadow:  Medium Undead (Incoporeal); hp 19; see Monster Manual pg. 221.

Shadow Asp:  Tiny Magical Beast; hp 7; see Appendix 1.

APL 4 (EL 7)

Doom of Falazure, Male Human Clr 4: hp 27; see Appendix 2.

Shadow (2):  Medium Undead (Incoporeal); hp 19; see Monster Manual pg. 221.

Shadow Asp (2):  Tiny Magical Beast; hp 7; see Appendix 2.

APL 6 (EL 9)

Doom of Falazure, Male Human Clr 6: hp 41; see Appendix 3.

Shadow (4):  Medium Undead (Incoporeal); hp 19; see Monster Manual pg. 221.

Shadow Asp (4):  Tiny Magical Beast; hp 7; see Appendix 3.


Tactics:  If the PCs step into a square adjacent to the elven tomb entrances flanking the Stonehouse tomb door (any square adjacent to where the shadows are located on the DM Aid: Map #4) the shadows immediately emerge and attack the closest PC. 


This is a surprise round, unless the PCs had some way of detecting the shadows beforehand (which is unlikely as they are behind stone doors). The shadows take a 5 foot step outside, towards a target and attack with their strength draining touch. They continue to attack until destroyed or turned, but do not cross the stream.


The shadow asps emerge from the tombs in incorporeal form, right behind the shadows.  They slither into a PC’s square and take corporeal form as a free action, attacking with their bite.  They cannot attack while incorporeal, and use this ability mainly as a defense (they do not provoke attacks of opportunity when moving into an occupied square incorporeally as they have cover from moving mostly inside the ground).


When the cleric of Falazure hears the dragon’s screech and the ensuing commotion, he quaffs a potion of invisibility and investigates, emerging from the tomb he’s in, and looking down at the fight.  He is one tier above the PCs, which puts him 15 feet above them.  He casts defensive spells on himself like shield of faith, and entropic shield.  His casting is probably heard by the PCs, but he continues to cast defensive spells on himself as long as he is invisible.


Note: If a PC cleric succeeds at turning the skeleton(s), the Doom of Falazure attempts to dispel the turning as per the rules on pg.159 of the Player’s Handbook.  He receives a +2 on his turning check due to having 5 ranks in Knowledge: Religion.


His remaining tactics vary by APL.  

APL 2:  He climbs down to the first tier, while invisible, and attacks any other cleric or spellcaster with his scimitar (which makes him visible).  PCs may be able to detect him with a successful Spot check (DC 21), though they cannot pinpoint his location in this manner.  Once he has attacked, he casts cause fear on the most dangerous fighter, and follows it up with either spells like doom or melee attacks.

Judge’s Note:  After the first round, if the PCs haven’t made some provisions for magical attacks against the shadow and shadow asps, or have not remembered the weapons in the bags of holding, remind them of the weapons.

APL 4:  After casting his defensive spells, he then quaffs his potion of fly, and then casts spiritual weapon, targeting any other cleric, spellcaster, or archer that threatens him.  After a few rounds of this, he engages in melee combat once he has depleted his offensive spells.

APL 6:  Same as APL 4, plus he retrieves his scroll of unholy blight and attempts to cast it at the party.  The Doom must make a caster level check (DC 8) to cast this spell from the scroll.  If he fails, he must make a Wisdom check DC 5 to avoid a mishap (see pg.138 of the Dungeon Master’s Guide for the consequences if he fails the check).  He then flies down and engages in melee combat once he has depleted his offensive spells.  

Judge’s Note:  The Doom of Falazure is affected by the shadowy illumination just as the PCs are.   He does not bring his candle (which he was using inside the tomb), instead hoping to see by the light the PCs bring.  Failing this, he fights in the moonlight and suffer the 20% miss chance in melee like any other human.

Developments:


If the PCs manage to open the tomb door, read the following.  


If they did NOT open the tomb door and were defeated, go to Conclusion B.

Lachion’s Allies


No matter when the PCs open the door to the Stonehouse tomb, it will take the host of allies on the other side of the portal some time to make it through.  As soon as the combat with the shadows and the Doom is over (and assuming the PCs have opened the door) read the following:


As you recover from your fight, a small figure steps though the curtain of sparks in the tomb hallway.  It is garbed in leather armor, and its face resembles a devil with little horns and reddish-bronze skin.  It cocks its head at you, and looks over your shoulders as the dragon screeches in pain across the river.


He quickly ducks back into the portal and within a second he emerges again striding towards you, his eyes on the bags given to you by Lachion.  As he does so, the curtain parts again, and again as figures of all types make their way through the gate.


In their numbers, you see creatures like the devilish looking scout, but you also see some phoelarchs (like Suleimon), as well as fire genasi and larger, fiery humanoids you do not recognize. Some of the troops, obviously spellcasters, do not wait for their weapons but instead fly across the river towards the shadow dragon, lighting the area with daylight, and peppering the dragon with spells.  Before any more can cross, the large shadow drake, obviously sensing defeat, takes to the night sky with a screech, and flies off to the northwest.  


One of the fire genasi, an elven-looking woman who introduces herself as Amirah, wears a mithral shirt emblazoned with the Stonehouse coat-of-arms.  She orders the bags dumped on the ground in six piles, and six of the troops take up the task of giving out the weapons to the warriors as they form up in practiced lines. You get the sense they’ve practiced this drill before. 


If the PCs are injured, they are also tended to immediately.  Any strength damage is healed for them, however there is nothing that can be done about dead PCs who have risen as shadows.  


The silver-haired elf, the captain of the guard, emerges from the woods wearied and surprisingly only slightly injured.  His half-orc companion looks palid and much worse off, but they are quickly tended to.



Soon, the warriors are all across.  Hundreds of them, of all types and sizes, fill the plaza of Tir-en-Mortum.  The fiery energy some of them give off bathes the ruined village in an orange glow.  The Captain assumes command of the host, and in no time, you are marching back the way you came, to Fuinorna, and eventually, you hope, to victory over the shadow.


 If the shadows, or the shadow asps, killed any PCs there is nothing that can be done for them.  The warriors will engage and kill any PC that rises as a shadow.


If the PCs triumphed over their foes, go to Conclusion A


If the PCs were defeated by their foes, go to Conclusion B

Encounter 8: the radiant shepherd


The camp found by the wood elven patrol around Amon Din was indeed made by a Doom of Falazure.  This cleric of the evil dragon good of death and decay is a fanatical servant of the Shadow Dragon, and has come to this area for the sole purpose of assassinating the Radiant Shepherd and the illusern of his flock.  With them out of the way, the Shadow Dragon and her shadowy minions can finally exploit the weakened northern flank and attack the villages in this area of the Dim.  He has avoided the elven patrols through multiple forms of magic, including dust of tracelessness, potions of invisibility, and obfuscating spells.  


He has bided his time, planned, and gathered much information on the paladin of Pelor once known as Allyn, now known only as the Radiant Shepherd.  He has chosen his route and method of attack to best take advantage of the Shepherd’s weaknesses.  The cleric is aware that the Nóleri chieftain and his warrior escort left Amon Din a few days ago, which means less elven patrols in this area.  He is also aware that the Radiant Shepherd just dismissed his paladin mount for the day about an hour ago.  He has chosen his timing and planned his attack meticulously.  He does not expect the PCs, but their appearance doesn’t dissuade him in the least.  They are just another obstacle to overcome.


If the PCs take longer than 4 days to get to Amon Din, the attack will already have happened, and the Radiant Shepherd is dead.  However, this is highly unlikely.  This encounter assumes that the PCs reach the Radiant Shepherd before the 4th day.  They arrive on the scene just after the Doom, but moments before he unleashes his attack.


Hinor, your Nóleri guide, has resumed his brisk pace after your encounter with the animal(s).  You have traveled almost three days now, and from what the elven scout tells you, you should be at the elven village of Amon Din very soon.


If the PCs are observant and make a successful Spot check (DC APL + 15) as they travel, they come across a wide ring of silver powder sprinkled on the ground.  A successful Spellcraft check (DC 17) reveals that the ring is a component of the consecrate spell…as well as a component of the desecrate spell.  


Any PC who is capable of Tracking may do so.  The following DC assumes they have light (or darkvision) to see by.  A successful Survival check (DC 14) reveals two or more large sized tracks.  The tracks are peculiar, as they appear to have been left by bony feet.  At APL 6, the Survival check is DC 13, and reveals two sets of huge sized tracks. 


A successful Survival check (DC 15) reveals medium-sized humanoid tracks in the circle.  


At APLs 2-4, the sets of tracks do not enter or leave the circle.  They simply appear to vanish (as the cleric and his skeletons took to the air).  


At APL 6, the huge sized tracks travel north, towards Amon Din. At this APL, the PCs may follow the tracks if they wish.


A minute or two after they discover (or completely miss) the peculiar ring, they see the following:


Off in the distance, you can see that the forest is getting brighter in the direction you are headed.  A little further and you can make out dozens upon dozens motes of light gently flitting about.  The area where they are most concentrated is as bright as an overcast day, and they hover around and near an armored man sitting on a stone.


The PCs first see the Radiant Shepherd from 100 feet away.  He is enjoying a light lunch sitting on a stone and surrounded by his flock of illusern when the PCs spot him.  The Doom of Falazure and his skeletons are closer, and are about to attack the Shepherd.  If the PCs begin to make noise, call out to warn the Radiant Shepherd in any way, combat is triggered.

See DM Aid:  Map #5 for this encounter.


If any of the PCs approach the Radiant Shepherd, combat is triggered when they step into the clearing.  The beginning combat descriptions vary depending on the APL.  When combat is triggered, read the appropriate boxed text below.


APL 2:  Suddenly, the Radiant Shepherd looks up with a start and draws his sword.  You soon see the cause of his alarm, as a nearly 10 foot tall skeleton flies silently towards him from behind a tree.  Tufts of matted black hair cling to its skull and a pair of ivory horns sprouts from the tangled mess.  Its filthy claws reach out to towards the Radiant Shepherd…and then you see another one fly in from the opposite side of the clearing, and look in your direction.  


APL 4:  Suddenly, the Radiant Shepherd looks up with a start and draws his sword.  You soon see the cause of his alarm, as a pair of nearly 10-foot tall skeletons fly silently towards him from behind some trees.  Tufts of matted black hair cling to their skulls and a set of ivory horns sprouts from each tangled mess.   Their filthy claws reach out to towards the Radiant Shepherd…and then you see another skeletal pair fly in from the opposite side of the clearing, and look in your direction.  


APL 6:  If the party followed the tracks, they notice that the tracks split, one set going to the left, the other to the right.  They notice this just before they notice the Radiant Shepherd.


Suddenly, you hear the sundering of wood ahead and to your left, but your attention is drawn to the right, as you spot movement.  Then you see it, a huge skeleton, nearly twenty feet tall, as it lopes into the clearing from behind some trees.  It holds a giant tree branch in its bony hands, and is eerily quiet as it moves.  The Radiant Shepherd looks up with a start and draws his sword.  


The cause of the noise to your left quickly becomes evident as another huge skeleton lopes into the clearing.  He holds a freshly severed tree branch and pauses to look in your direction.


Important Note:  The EL of this encounter has been reduced by one because the Radiant Shepherd is fighting with the PCs, making it so that the PCs only need fight half the opponents.  HALF of the skeletons in this encounter have orders to attack the Shepherd and always attack him to the exclusion of all others.  The skeleton(s) engaged with the Radiant Shepherd DOES NOT ATTACK the PCs even if attacked by the PCs.  The remaining skeleton(s) attacks only the PCs.


If the PCs try to engage the skeleton(s) fighting the Radiant Shepherd, he will wave them off (free action) and urgently point to the one(s) trying to attack them.  If the silence has been dispelled, he will forcefully tell them that he will handle the one(s) on him, and that they should concentrate on the one attacking them.  


It is vitally important that it be as clear as possible that the PCs should concentrate on the skeleton (or the two skeletons at APL 4) attacking them.

APL 2 (EL 5)

Doom of Falazure, Male Human Clr 4: hp 27; see Appendix 1.

Ogre Mage Skeleton (2; 1 vs PCs): Large Undead; hp 45; see Appendix 1.


APL 4 (EL 7)

Doom of Falazure, Male Human Clr 6: hp 41; see Appendix 2.

Ogre Mage Skeleton (4; 2 vs PCs): Large Undead; hp 45; see Appendix 2.


APL 6 (EL 9)

Doom of Falazure, Male Human Clr 8: hp 53; see Appendix 3.

Forest Giant Skeleton (2; 1 vs PCs): Huge Undead; hp 119; see Appendix 3.

Tactics:  


All APLs:  The Doom of Falazure has collected bones comprising giant skeletons and stowed them in his bag of holding for his journey here.  Some time ago, he cast desecrate in the woods, poured out the bones, and animated the skeletons.  The desecrate spell allowed him to create double the number of undead he would normally be able to create.  


The undead do not have their weapons, and only use their claws in the battle, except at APL 6, where the forest giant skeletons use a large tree branch as a club.  At APL 2 and 4, the ogre mage skeletons can fly, but they only hover a few feet off the ground (staying within melee range of the PCs).


The Doom of Falazure has just quaffed a potion of invisibility.  He is levitating in the tree branches to the left of the clearing, where he can see the shepherd, cast spells, and command his undead if necessary (See the Dim Forest Environment section of this module for the effects of being in the tree branches).


He has previously ordered the skeletons to attack the Radiant Shepherd.  Once he is aware of any PC, however, he orders the other half of his undead (i.e. the skeleton(s) coming from his side of the clearing) to attack the party.  


The PCs may be able to hear the cleric command the skeleton to attack them (he is roughly 80 feet away from them), but they cannot see him immediately and can only tell the command came from somewhere in the trees to the left of the glade.


He has cast silence on one skeleton that attacks the Radiant Shepherd. By doing this, he hopes to prevent the Shepherd from calling for help or casting a spell.  By doing this he has also inadvertently prevented the Shepherd from using his bardic abilities.


Once combat begins, he casts defensive spells on himself while invisible, before taking the offensive.


Note: If a PC cleric succeeds at turning the skeleton(s), the Doom of Falazure attempts to dispel the turning as per the rules on pg.159 of the Player’s Handbook.  He receives a +2 on his turning check due to having 5 ranks in Knowledge (Religion).


NPC Note:  Hinor the elf scout is a 1st level ranger (archer).  His Survival skill (+10) is his specialty.  When combat ensues, Hinor may fight using the 1st level NPC ranger stats found on pg. 122 of the Dungeon Master’s Guide.  Hinor initially delays and goes after the last combatant in the initiative order.  


During the melee, Hinor aids the part as best he can by either shooting the skeletons or aiding fallen party members. 


APL 2:  The Doom of Falazure at this APL has 9 turn attempts for the day due to his Extra Turning feat.  He can use his Divine Metamagic feat to Quicken one spell by using up his turning attempts (5 turning attempts used per spell).   Once he’s ready to take the offensive, he casts spiritual weapon (which makes him visible), and Quicken a casting of doom on the most potent looking melee fighter.  


He then gets closer to the ground, and casts cause fear if there is a PC in range.  Once the Radiant Shepherd has been beaten down somewhat, he tries to make his way over to the Radiant Shepherd to use his Death Touch granted power (Death Domain).  If the PCs get in his way, he engages them in melee.

APL 4:  The Doom of Falazure at this APL has 13 turn attempts for the day due to his Extra Turning feats. He can increase this to 15 attempts for a few rounds by casting lesser visage of the deity.  He can use his Divine Metamagic feat to Quicken two spells (three spells if he has cast lesser visage of the deity) by using up his turning attempts (5 turning attempts used per spell).  While invisible, he casts non-offensive spells like shield of faith, entropic shield, and resist energy: cold) as well as a wind wall between the PCs and the Radiant Shepherd.  He then begins using offensive spells.


Once he has an opportunity, he tries to make his way near the Radiant Shepherd and cast energy vortex (cold).  Since he is protected against 10 points of cold damage, he casts it for double damage (though he won’t do this if taking the damage would kill him).  The skeletons are unaffected by cold damage.  If the PCs get in his way, he casts it near them, or engages them in melee.

APL 6:  Same as APL 4.  However, when he begins casting offensive spells, he starts with unholy blight before coming to the ground to cast energy vortex or engage in melee.

Developments:


During the combat, the illusern fly around in an agitated swarm, but stay near their shepherd.  Because they are agitated, all of them are glowing with their daylight ability.  The battlefield is quite well lit.



The Radiant Shepherd fights with his magical longsword, and uses the flat of his blade against the skeletons to get full damage.  At the judge’s discretion, the Radiant Shepherd will try to turn the skeleton.  He turns as a 5th level cleric, and can do so 6 times per day.  He also gets a +2 bonus to his check due to his Knowledge: Religion skill.  However, it is unlikely that he would do so given the size of the undead, and the fact that he is almost immediately engaged in melee.  


If the PCs are having a tough time, the Radiant Shepherd takes a risk and moves (taking the attack of opportunity) to cast shield other on any PC who’s standing toe to toe with the skeleton(s).


To simplify things, assume that if the PCs defeat their foe(s), the Radiant Shepherd defeats his as well.  If the PCs are defeated, the Radiant Shepherd is also defeated.


If the PCs triumphed over their foes, go to Conclusion C

If the PCs were defeated by their foes, go to Conclusion D
Conclusion

Conclusion a – succeeded in your mission for Prince lachion


You return to the Gwathuri encampment after three days of marching through the Dim Forest.  A force of Fades attacked the column of warriors once during the journey, but was quickly put down by the warriors from the Elemental Plane of Fire. The fight caused a few small fires however, but luckily you had the magical decanters Lachion gave you.


You would have thought that a large force like yours would have been beset many times in the days-long trek, but the Fades don’t seem too fond of fire, and after seeing some of these warriors in battle, you can’t blame them.


Upon your return, are cheered by the Gwathuri tribal warriors.  Lachion greets his kin, and thanks you for your efforts.  His talks here, however, have unfortunately led nowhere.  With this new hand, however, the tribal chieftains might finally see the merit of bestowing Prince Lachion his rightful place.


For now though, the Prince has had enough of mediation.  Within a day, the Servants of the Sylvan Throne leave Fuinorna for a new base from which to plan the reconquest of Derelion.


The PCs have earned the Favor of Prince Lachion Stonehouse as well as the Boon of the Sylvan Throne.


Before you leave, you get word that the Nóleri warband that the Kánotaurë sent in your stead was killed to a man.  The scout reporting this said there has been no word of the Radiant Shepherd, but a few illusern were found wandering the area around Amon Din alone.



Due to the PCs choosing the course they did, the Radiant Shepherd is missing.  Those illusern who were not killed, were scattered and are not much of a deterrent to the Fades who might cross the Taura Ridge to the north.

Conclusion b – failed to finish lachion’s mission


The shadows of Tir-en-Mortum were simply too strong, and your party was overwhelmed.  The door to the Stonehouse tomb was eventually opened by Lachion’s Captain, but the effort cost the life of the half-orc warrior Glarnog, as well as the lives of many of Prince Lachion’s host.  They did much more poorly as the shadow dragon and the undead decimated many of them before they could even retrieve their weapons.


The PCs do not gain any of the Favors on the AR, and likely lose access to the items from the last encounter.


Due to the PCs choosing the course they did, the Radiant Shepherd is missing.  Those illusern who were not killed, were scattered and are not much of a deterrent to the Fades who might cross the Taura Ridge to the north.

Conclusion C – succeeded in saving the radiant shepherd


In the aftermath of the fight, a patrol of Noleri warriors arrives on the scene, and tends to the injured as best they can.  The Radiant Shepherd, for all his injuries, heals those who aided him as best he can and thanks you for your efforts.  


In gratitude, he gives you pieces of wood from Elysium and the Beastlands, and tells you that they make for potent holy symbols, true holy symbols, for worshippers of the Sun Father or Ehlonna.  He bids you tell Darlon of the events, and the warband of Nóleri elves offers to  accompany  you back to Fuinorna.

If the PCs did NOT capture the Doom of Falazure, read the following:


Upon your return to Fuinorna, you are greeted by the Kánotaurë, and your news is welcomed with a mixture of relief and resolve.  He thanks you for what you’ve done, and the patrons at Eben’s place buy you free drinks for the rest of your stay in Fuinorna.

If the PCs captured the Doom of Falazure, read the following:


The would-be assassin cleric is stripped, bound, gagged and taken with you back to Fuinorna.  Upon your arrival, Darlon’s first concern is with the Radiant Shepherd, but when you tell him the good news, he is relieved.  He is glad to finally have one of these so called Dooms of Falazure in his hands and is hopeful about what information might be gathered from him.


He hands the prisoner to his Captain, Aralyn, and the grim sylvan elf leads the man away.  You almost feel a twang of sympathy for the fanatic cleric…almost.

The PCs have gained the Favor of Darlon Lea, as well as the Boon of the Warband.


A short while after your arrival you get word that the Gwathuri encampment is packing.  After days of fruitless mediation, Prince Lachion has decided to leave.  Word reaches you that the party sent by Lachion in your stead failed in their mission.  Suleimon was killed, and the Prince’s allies severely depleted by the shadow dragon at Tir-en-Mortum.


Due to the PCs choosing the course they did, the party sent by Lachion failed. The tomb door was opened by the Hothron, but many of the allies were decimated by the shadow dragon and the undead shadows before they could even reach their weapons.

Conclusion d – Failed to save the radiant shepherd


The assassin of Falazure and his minions were too strong, and the Radiant Shepherd was defeated as you yourselves were.  The Shepherd’s body was taken by the assassin and his undead giant minions.  Those illusern who were not killed, were scattered, and are no longer a deterrent to the Fades who might cross the Taura Ridge to the north.

The PCs do not gain any of the Favors on the AR, and likely lose access to the items from the last encounter.

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.

Note:  PCs should get gold and xp only from Encounter 6A OR Encounter 6B, not both.  Likewise, they should get gold and xp from Encounter 7 OR Encounter 8, not both.

Encounter 1

Objective: Defeat creatures at Sacked Campsite.


APL 2: 150 xp.


APL 4: 210 xp.


APL 6: 270 xp.

Encounter 6

Objective: Defeat or pacify animals in the woods


APL 2: 60 xp.


APL 4: 120 xp.


APL 6: 180 xp.

Encounter 7

Objective: Defeat shadows at Stonehouse tomb


APL 2: 150 xp.


APL 4: 210 xp.


APL 6: 270 xp.

Encounter 8

Objective: Defeat shadows animated undead and cleric at Amon Din


APL 2: 150 xp.


APL 4: 210 xp.


APL 6: 270 xp.

Story Award

Complete a task for Lachion Stonehouse or Darlon Lea.


APL 2: 90 xp.


APL 4: 135 xp.


APL 6: 180 xp.

Total possible experience


APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 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 adventure, 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.

Note:  PCs should get gold and xp only from Encounter 6A OR Encounter 6B, not both.  Likewise, they should get gold and xp from Encounter 7 OR Encounter 8, not both.

Encounter 1:

APL 2: L: 0 gp, C: 0 gp, M: ring of protection +1 (1000 gp).

APL 4: L: 0 gp, C: 0 gp, M: ring of protection +1 x2 (2,000 gp), wand of magic missiles (1st) x2 (750 gp), wand of charm person x2 (750 gp),  potion of cure moderate wounds x 2 (300).

APL 6: L: 0 gp, C: 0 gp, M: ring of protection +1 x2 (2000 gp), wand of magic missiles (1st) x2 (750 gp), wand of charm person x2 (750 gp), potion of cure moderate wounds x 2 (300), mithril chain shirt +1 (1,113 gp), elixir of hiding (125 gp), elixir of sneaking (125 gp), amulet of health +2 (2,000 gp)

Encounter 7:

APL 2: L: 990 gp, C: 0 gp, M: potion of invisibility ( 150 gp)

APL 4: L: 990 gp, C: 0 gp, M: potion of fly (375 gp), potion of invisibility (150 gp), dust of tracelessness (125 gp), oil of iron silence (150 gp),  scroll of lesser 
restoration (75 gp), scroll of animate dead (313 gp)

APL 6: L: 340 gp, C: 0 gp, M: spiked half plate +1 (825 gp), periapt of wisdom +2 (1,000 gp), potion of cure moderate wounds (150 gp), oil of iron silence (150 gp), scroll of unholy blight (364 gp)

Encounter 8:

APL 2: L: 1015 gp, C: 0 gp, M: bag of holding (Type I) (1250 gp), dust of tracelessness (125 gp), potion of levitate (150 gp), potion of invisibility (150 gp), scroll of animate dead (313 gp)

APL 4: L: 365 gp, C: 0 gp, M: bag of holding (Type I) (1,250 gp), dust of tracelessness (125 gp), potion of levitate (150 gp), potion of invisibility (150 gp), scroll of unholy blight (364 gp), periapt of wisdom +2 (1,000 gp)

APL 6: L: 365 gp, C: 0 gp, M:  bag of holding (Type II) (2,500 gp), dust of tracelessness (125 gp), boots of levitate (4,750 gp), potion of invisibility (150 gp), scroll of unholy blight (364 gp), periapt of wisdom +2 (1,000 gp)

Total Possible Treasure (Maximum Reward Allowed)

If the PCs assist Darlon Lea:

APL 2: L: 1015 gp, C: 0 gp, M: 5975 gp – Total: 6,990 gp (450 gp).

APL 4: L: 365gp, C: 0 gp, M: 22,878  gp – Total: 23,243 gp (650 gp).

APL 6: L: 365 gp, C: 0 gp, M: 31,503 gp – Total: 31,868 gp (900 gp).

If the PCs assist Lachion Stonehouse:

APL 2: L: 990 gp, C: 0 gp, M: 2300 gp – Total: 3,290 gp (450 gp).

APL 4: L: 990 gp, C: 0 gp, M: 10,575 gp – Total: 11,565 gp (650 gp).

APL 6: L: 340 gp, C: 0 gp, M: 19,303 gp – Total: 19,643 gp (900 gp).

Items for the Adventure Record

Favor of Darlon Lea:  You have earned the favor of the Kánotaurë of the Dim Forest.  You may save this favor or trade it for ONE of the following:  Woodwalk armor upgrade (Adventure:  Races of the Wild), +2 weapon upgrade (Adventure: Dungeon Master’s Guide).  Favor Level B.  Mark this favor as USED when it is spent.

Favor of Lachion Stonehouse:  You have earned the favor of the Prince of Derelion, and heir to the Sylvan Throne.  You may save this favor or trade it for ONE of the following: +2 upgrade for Vest of Resistance or Ring of Protection, Planar Familiar Feat (Adventure: Planar Handbook).  Favor Level B.  Mark this favor as USED when it is spent.

Boon of the Warband:  You have performed a great service and saved the Radiant Shepherd and his flock of illusern.  In appreciation the Warband offers you ONE of the following upgrades: Bane (Magical Beast) weapon upgade (Adventure: Dungeon Master’s Guide), Ghost Touch weapon upgrade (Adventure:  Dungeon Master’s Guide), Ghost Touch armor upgrade (Adventure: Dungeon Master’s Guide), Shadow armor upgrade (Adventure: Dungeon Master’s Guide), Silent Moves armor upgrade (Adventure: Dungeon Master’s Guide).

In lieu of an upgrade, those who are not eligible to join the Warband because of their race may join the Warband if they agree to spend 2 additional TUs (upon joining) living and fighting with the seven tribes.  Mark this boon as USED when it is spent.

Boon of the Sylvan Throne:  You have bolstered the numbers of the Servants of the Sylvan Throne by ensuring the arrival of their allies and fellow Servants from the Elemental Plane of Fire.  In appreciation, they offer you ONE of the following upgrades: Bane (Dragon) weapon upgade (Adventure: Dungeon Master’s Guide), Ghost Touch weapon upgrade (Adventure:  Dungeon Master’s Guide), Ghost Touch armor upgrade (Adventure: Dungeon Master’s Guide), Cold Resistance armor upgrade (Adventure: Dungeon Master’s Guide).

In lieu of the upgrade, those who are not eligible to join the Servants of the Sylvan Throne because of their race may join the Servants if they agree to spend 2 additional TUs (upon joining) living and fighting with the Servants of the Sylvan Throne. Mark this boon as USED when it is spent.

Item Access

APL 2:

· Dust of Tracelessness  (Adventure, Dungeon Master’s Guide)

· Elixir of Hiding  (Adventure, Dungeon Master’s Guide)

· Elixir of Sneaking  (Adventure, Dungeon Master’s Guide) 

· Oil of Iron Silence (Adventure, Complete Adventurer)

· True Holy Symbol of Ehlonna (Adventure, Planar handbook)

· True Holy Symbol of Pelor (Adventure, Planar Handbook)

APL 4 (all of APL 2 plus the following):

· Bag of Holding, Type I (Adventure, Dungeon Master’s Guide)

· Decanter of Endless Water (Adventure, Dungeon Master’s Guide)

· Boots of Levitation (Adventure, Dungeon Master’s Guide)

· Boots of Elvenkind (Adventure, Dungeon Master’s Guide)

· Cloak of Elvenkind (Adventure, Dungeon Master’s Guide)

· Thistledown Padded Armor +1 (Adventure:  Races of the Wild)

APL 6 (all of APLs 2, 4 plus the following):

· Bag of Holding, Type I (Adventure, Dungeon Master’s Guide)

· Elemental Gem – Fire (Adventure, Dungeon Master’s Guide)

· Leafweave Leather Armor +1 (Adventure:  Races of the Wild)

· Spiked Half Plate armor +1 (Adventure: Dungeon Master’s Guide)

Servants of the Sylvan Throne Metaorganizations (access to members of appropriate metaorganizations):

· Masterwork Elven Courtblade (Regional: Races of the Wild)

· Masterwork Elven Thinblade (Regional: Races of the Wild)

· Masterwork Elven Lightblade (Regional: Races of the Wild)


· Elven Chain (Regional:  Dungeon Master’s Guide)

· Mithral Shirt (Regional:  Dungeon Master’s Guide)

· Vest of Resistance +1(Regional:  Complete Arcane)

· Fireproof Clothing (Regional: Planar Handbook)

· Fireproof Spellbook (Regional: Planar Handbook)

Warband of the Seven Tribes Metaorganizations (access to members of appropriate metaorganizations):

· Quiver of Ehlonna (Regional:  Dungeon Master’s Guide)

· Masterwork Elven Thinblade (Regional:  Races of the Wild)

· Leafweave Armor (Regional: Races of the Wild)

· Elvencraft Bow (Regional: Races of the Wild)

· Serpentstongue Arrows (Regional: Races of the Wild)

· Swiftwing Arrows (Regional:  Races of the Wild)

· Boots of Elvenkind (Regional: Races of the Wild)

· Cloak of Elvenkind (Regional: Races of the Wild)

· Thistledown suit (Regional:  Races of the Wild)

Appendix 1 – APL 2

Encounter 1





Ungwe: Shadow Aranea; Medium Magical Beast (Extraplanar); CR 5; HD 3d10+6; hp 22; Init +6; Spd 75 ft., climb 35 ft.; AC 18, touch 12, flat-footed 11 (+2 Dex, +1 Natural, +1 Ring of Protection, +4 mage armor); Base Atk/Grp: +3/+3; Atk +5 melee (1d6 plus Poison, Bite) or +5 ranged (Web); Full Atk +5 melee (1d6 plus Poison, Bite) or +5 ranged (Web); SA Poison, spells, web; SQ Change shape, darkvision 60 ft., low-light vision, resistance to cold 8, shadow blend; AL NE; SV Fort +5, Ref +5, Will +4; Str 11, Dex 15, Con 14, Int 14, Wis 13, Cha 14.  


Skills & Feats: Climb +14, Concentration +8, Escape Artist +5, Jump +13, Listen +6, Spot +6; Improved Initiative, Iron Will, Weapon Finesse.


Poison (Ex): Injury, Fortitude DC 13, initial damage 1d6 Str, secondary damage 2d6 Str.  The save DC is Constitution-based.


Web (Ex):  In spider or hybrid form (see below), an aranea can throw a web up to six times per day.  This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective on targets of up to Large size.  The web anchors itself in place, allowing no movement.


An entangled creature can escape with a DC 13 Escape Artist check or burst the web with a DC 17 Strength check.  The check DCs are Constitution–based, and the Strength check DC includes a +4 racial bonus.  The web has 6 hit points, hardness 0, and takes double damage from fire.


Change Shape (Su):  An aranea’s natural form is that of a Medium monstrous spider.  It can assume two other forms.  The first is a unique Small or Medium humanoid; and aranea in it’s humanoid form always assumes the same appearance and traits, much like a lycanthrope would.  In humanoid form, an aranea cannot use its bite attack, webs, or poison.


The second form is a Medium-sized spider-humanoid hybrid.  In hybrid form, an aranea looks like a Medium humanoid at first glance, but a DC 18 Spot check reveals the creature’s fangs and spinnerets.  The aranea retains its bite attack, webs, and poison in this form, and can also wield weapons or wear armor.  When in hybrid form, an aranea’s speed is 30 feet.   


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.  


Mirror Image (Sp):  1/day.  Caster level 5th.


Spells:  An aranea casts spells as a 3rd-level sorcerer.  It prefers illusions and enchantments and avoids fire spells.



Languages: Common and Sylvan.



Sorcerer Spells Known/Prepared (4/4), save DC = 12 + spell level): 0 – daze, detect magic, ghost sound, message, resistance; 1st – mage armor, color spray, sleep.  


Possessions: Ring of Protection +1.  


Description:  You catch glimpses of a creature that appears to be black monstrous spider intelligent black orbs for eyes, a humpbacked body a little bigger than a human torso, and eight long hairy legs.  Two human-like arms with bony hands gesture below its mandibles. 

Encounter 6A





Advanced Shadow Wolf: Medium Magical Beast (Extraplanar); CR 2; HD 3d8+6; hp 20; Init +2; Spd 75 ft.; AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural); Base Atk/Grp: +2/+3; Atk +4 melee (1d6+1, Bite); Full Atk +4 melee (1d6+1, Bite); SA Trip; SQ Darkvision 60 ft., low-light vision, scent, resistance to cold 8, shadow blend; AL NE; SV Fort +9, Ref +7, Will +3; Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6.  


Skills & Feats: Hide +2, Listen +3, Move Silently +9, Spot +3, Survival +1*; Track, Weapon Focus (bite).


Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the wolf.


Skills: Wolves have a +4 racial bonus on Survival checks when tracking by scent.


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.


Description: A black wolf with black eyes.

Encounter 7





Doom of Falazure, Male Human Clr2: Medium Humanoid; CR 2; HD 2d8+2; hp 13; Init +3; Spd 20 ft.; AC 16, touch 9, flat-footed 17 (-1 Dex, +7 half plate); Base Atk/Grp: +1/+3; Atk +4 melee (1d6+2/18-20, Scimitar); Full Atk +4 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +4, Ref -1, Will +6; Str 14, Dex 8, Con 12, Int 10, Wis 16, Cha 14.


Skills & Feats: Concentration +6, Heal +4, Knowledge (arcana) +1, Knowledge (religion) +5, Knowledge (the planes) +1, Spellcraft +2; Extra Turning, Improved Initiative.


Languages: Common, Draconic.


Cleric Spell Prepared (4/3+1), save DC = 13 + spell level): 0 – create water, cure minor wounds, detect magic, resistance; 1st – cause fear, doom, entropic shield, shield of faith.

*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate, holy symbol (tied to belt), spare holy symbol, masterwork scimitar, potion of invisibility.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Shadow Asp: Tiny Magical Beast; CR 1; HD 1d10+2; hp 7; Init +5; Spd 30 ft., climb 10 ft.; AC 19, touch 17, flat-footed 14 (+2 size, +5 Dex, +2 natural); Base Atk/Grp: +1/+9; Atk +8 melee (1d3-2 plus Poison, Bite); Full Atk +8 melee (1d3-2 plus Poison, Bite); SA Create spawn, poison; SQ Darkvision 60ft., incorporeal form, low-light vision; AL N; SV Fort +4, Ref +7, Will +1; Str 7, Dex 21, Con 15, Int 4, Wis 12, Cha 10. 

 
Skills & Feats: Climb +6, Hide +16, Listen +7, Move Silently +6, Spot +7; Weapon Finesse.


Create Spawn (Su): A creature slain by a shadow asp’s poison rises as a shadow in 1d2 days.  Such a shadow is considered uncontrolled, but it is bound to the area, usually a tomb or crypt, as a guardian, unable to stay more than 100 feet from the spot where it was first spawned.


Poison (Ex):  A shadow asp delivers its poison (Fort DC 12 negates) with each successful bite attack.  Initial and secondary damage are the same (1d6 Str).


Incorporeal Form (Su):  A shadow asp can become incorporeal for up to 1 hour per day.  It can activate this ability at will (a free action), and the time of use need not be continuous.  While incorporeal, a shadow asp’s Armor Class is 17 (+2 size, +5 Dex).  The shadow asp cannot deal damage to corporal opponents.  The creature has a 50% chance to ignore any damage from a corporeal source, except for force attacks, or attacks made with ghost touch weapons.  Its attacks ignore natural armor, armor, and shields, but deflection bonuses and force effects work normally against them.  A shadow asp always moves silently while incorporeal and cannot be heard with listen checks if it doesn’t wish to be.


Description: This four foot long viper has a black, nearly translucent body that makes it nearly invisible in it’s gloomy surroundings. 

Encounter 8





Doom of Falazure, Male Human Clr4: Medium Humanoid; CR 4; HD 4d8+4; hp 27; Init -1; Spd 20 ft.; AC 16, touch 9, flat-footed 17 (-1 Dex, +7 half plate); Base Atk/Grp: +3/+5; Atk +6 melee (1d6+2/18-20, Scimitar); Full Atk +6 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +5, Ref +0, Will +7; Str 14, Dex 8, Con 12, Int 10, Wis 17, Cha 14.


Skills & Feats: Concentration +8, Heal +4, Knowledge (arcana) +1, Knowledge (religion) +5, Knowledge (the planes) +3, Spellcraft +4; Extra Turning, Divine Metamagic, Quicken Spell.


Languages: Common, Draconic.


Cleric Spell Prepared (5/4+1/3+1), save DC = 13 + spell level): 0 – create water, cure minor wounds, detect magic, resistance; 1st – cause fear, doom, entropic shield, shield of faith; 2nd – cure moderate wounds, desecrate, silence, spiritual weapon (scimitar).

*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate, masterwork scimitar, holy symbol (tied to belt), spare holy symbol, bag of holding (Type I), dust of tracelessness, potion of levitate, potion of invisibility, scroll of animate dead.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Ogre Mage Skeleton: Large Undead; CR 2; HD 5d12; hp 45; Init +6; Spd 40 ft., fly 40 ft.; AC 13, touch 11, flat-footed 12 (-1 size, +1 Dex, +3 natural); Base Atk/Grp: +2/+9; Atk +7 melee (1d6+7, Claw); Full Atk +7 melee (1d6+7, 2 Claws); SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +1, Ref +2, Will +4; Str 21, Dex 12, Con -, Int -, Wis 10, Cha 1.



Feats: Improved Initiative


Immunity to Cold (Ex):  Skeletons are not affected by cold.


Damage Reduction 5/bludgeoning:  Skeletons lack flesh or internal organs


Description:  A large skeleton of a giant nearly 10 feet tall, a pair of ivory horns sprouts from the skull from which matted black hair clings.  It wields a greatsword and flies towards you.


Important Note:  Only one of the ogre mage skeletons fights the PCs.  The other fights only the Radiant Shepherd.

Appendix 2 – APL 4

Encounter 1





Ungwe and Liante: Shadow Aranea; Medium Magical Beast (Extraplanar); CR 5; HD 3d10+6; hp 22; Init +6; Spd 75 ft., climb 35 ft.; AC 18, touch 12, flat-footed 11 (+2 Dex, +1 Natural, +1 Ring of Protection, +4 mage armor); Base Atk/Grp: +3/+3; Atk +5 melee (1d6 plus Poison, Bite) or +5 ranged (Web); Full Atk +5 melee (1d6 plus Poison, Bite) or +5 ranged (Web); SA Poison, spells, web; SQ Change shape, darkvision 60 ft., low-light vision, resistance to cold 8, shadow blend; AL NE; SV Fort +5, Ref +5, Will +4; Str 11, Dex 15, Con 14, Int 14, Wis 13, Cha 14.  


Skills & Feats: Climb +14, Concentration +8, Escape Artist +5, Jump +13, Listen +6, Spot +6; Improved Initiative, Iron Will, Weapon Finesse.


Poison (Ex): Injury, Fortitude DC 13, initial damage 1d6 Str, secondary damage 2d6 Str.  The save DC is Constitution-based.


Web (Ex):  In spider or hybrid form (see below), an aranea can throw a web up to six times per day.  This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective on targets of up to Large size.  The web anchors itself in place, allowing no movement.


An entangled creature can escape with a DC 13 Escape Artist check or burst the web with a DC 17 Strength check.  The check DCs are Constitution–based, and the Strength check DC includes a +4 racial bonus.  The web has 6 hit points, hardness 0, and takes double damage from fire.


Change Shape (Su):  An aranea’s natural form is that of a Medium monstrous spider.  It can assume two other forms.  The first is a unique Small or Medium humanoid; and aranea in it’s humanoid form always assumes the same appearance and traits, much like a lycanthrope would.  In humanoid form, and aranea cannot use its bite attack, webs, or poison.


The second form is a Medium-sized spider-humanoid hybrid.  In hybrid form, an aranea looks like a Medium humanoid at first glance, but a DC 18 Spot check reveals the creature’s fangs and spinnerets.  The aranea retains its bite attack, webs, and poison in this form, and can also wield weapons or wear armor.  When in hybrid form, an aranea’s speed is 30 feet.   


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.  


Mirror Image (Sp):  1/day.  Caster level 5th.


Spells:  An aranea casts spells as a 3rd-level sorcerer.  It prefers illusions and enchantments and avoids fire spells.


Languages: Common and Sylvan.


Sorcerer Spells Known/Prepared (4/4), save DC = 12 + spell level): 0 – daze, detect magic, ghost sound, message, resistance; 1st – mage armor, color spray, sleep.  


Possessions: Ring of Protection +1, wand of magic missile (1st), wand of charm person, potion of cure moderate wounds (2).


Description:  You catch glimpses of a creature that appears to be black monstrous spider multiple intelligent black orbs for eyes, a humpbacked body a little bigger than a human torso, and eight long hairy legs.  Two human-like arms with bony hands gesture below its mandibles.



Note:  At APL 4, Ungwe and Liante use the same stat block except for the following exceptions:


-Liante does not have the Mirror Image (Sp) ability granted by the Shadow Creature template.  Instead, she has the SQ Damage Reduction 5/magic.


-Liante does not know the spell color spray.  Instead, she knows ray of enfeeblement.

Encounter 6A





Advanced Shadow Wolf (2): Medium Magical Beast (Extraplanar); CR 2; HD 3d8+6; hp 20; Init +2; Spd 75 ft.; AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural); Base Atk/Grp: +2/+3; Atk +4 melee (1d6+1, Bite); Full Atk +4 melee (1d6+1, Bite); SA Trip; SQ Darkvision 60 ft., low-light vision, scent, resistance to cold 8, shadow blend; AL NE; SV Fort +9, Ref +7, Will +3; Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6.  


Skills & Feats: Hide +2, Listen +3, Move Silently +9, Spot +3, Survival +1*; Track, Weapon Focus (bite).


Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the wolf.


Skills: Wolves have a +4 racial bonus on Survival checks when tracking by scent.


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.


Description: A black wolf with black eyes.

Encounter 7





Doom of Falazure, Male Human Clr4: Medium Humanoid; CR 4; HD 4d8+4; hp 27; Init -1; Spd 20 ft.; AC 16, touch 9, flat-footed 17 (-1 Dex, +7 half plate); Base Atk/Grp: +3/+5; Atk +6 melee (1d6+2/18-20, Scimitar); Full Atk +6 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +5, Ref +0, Will +7; Str 14, Dex 8, Con 12, Int 10, Wis 17, Cha 14.


Skills & Feats: Concentration +8, Heal +4, Knowledge (arcana) +1, Knowledge (religion) +5, Knowledge (the planes) +3, Spellcraft +4; Extra Turning, Divine Metamagic, Quicken Spell.


Languages: Common, Draconic.


Cleric Spell Prepared (5/4+1/3+1), save DC = 13 + spell level): 0 – create water, cure minor wounds, detect magic, resistance; 1st – cause fear*, doom, entropic shield, shield of faith; 2nd – desecrate*, find traps, spiritual weapon (scimitar).

*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate, masterwork scimitar, holy symbol (tied to belt), spare holy symbol, potion of fly, dust of tracelessness, potion of invisibility, oil of iron silence, scroll of lesser restoration, scroll of animate dead.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Shadow (2):  Medium Undead (Incoporeal); CR 3; hp 19; see Monster Manual pg. 221.
Shadow Asp (2): Tiny Magical Beast; CR 1; HD 1d10+2; hp 7; Init +5; Spd 30 ft., climb 10 ft.; AC 19, touch 17, flat-footed 14 (+2 size, +5 Dex, +2 natural); Base Atk/Grp: +1/+9; Atk +8 melee (1d3-2 plus Poison, Bite); Full Atk +8 melee (1d3-2 plus Poison, Bite); SA Create spawn, poison; SQ Darkvision 60ft., incorporeal form, low-light vision; AL N; SV Fort +4, Ref +7, Will +1; Str 7, Dex 21, Con 15, Int 4, Wis 12, Cha 10.  


Skills & Feats: Climb +6, Hide +16, Listen +7, Move Silently +6, Spot +7; Weapon Finesse.


Create Spawn (Su): A creature slain by a shadow asp’s poison rises as a shadow in 1d2 days.  Such a shadow is considered uncontrolled, but it is bound to the area, usually a tomb or crypt, as a guardian, unable to stay more than 100 feet from the spot where it was first spawned.


Poison (Ex):  A shadow asp delivers its poison (Fort DC 12 negates) with each successful bite attack.  Initial and secondary damage are the same (1d6 Str).


Incorporeal Form (Su):  A shadow asp can bcome incorporeal for up to 1 hour per day.  It can activate this ability at will (a free action), and the time of use need not be continuous.  While incorporeal, a shadow asp’s Armor Class is 17 (+2 size, +5 Dex).  The shadow asp cannot deal damage to corporal opponents.  The creature has a 50% chance to ignore any damage from a corporeal source, except for force attacks, or attacks made with ghost touch weapons.  Its attacks ignore natural armor, armor, and shields, but deflection bonuses and force effects work normally against them.  A shadow asp always moves silently while incorporeal and cannot be heard with listen checks if it doesn’t wish to be.


Description: This four foot long viper has a black, nearly translucent body that makes it nearly invisible in it’s gloomy surroundings. 

Encounter 8





Doom of Falazure, Male Human Clr6: Medium Humanoid; CR 6; HD 6d8+6; hp 41; Init -1; Spd 20 ft.; AC 17, touch 9, flat-footed 17 (-1 Dex, +8 half plate); Base Atk/Grp: +4/+6; Atk +7 melee (1d6+2/18-20, Scimitar); Full Atk +7 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +6, Ref +1, Will +9; Str 14, Dex 8, Con 12, Int 10, Wis 19, Cha 14.


Skills & Feats: Concentration +10, Heal +5, Knowledge (arcana) +2, Knowledge (religion) +5, Knowledge (the planes) +3, Spellcraft +5; Divine MetamagicCD, Extra Turning, Extra Turning, Quicken Spell.  CD 


Languages: Common, Draconic.


Cleric Spell Prepared (5/4+1/4+1/3+1, save DC = 14 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – cause fear*, divine favor, entropic shield, protection from good, shield of faith; 2nd – desecrate*, resist energy, silence, spiritual weapon (scimitar), wave of grief SpC 3rd – animate dead*, energy vortexSpC, lesser visage of the deitySpC wind wall;  


*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate +1, holy symbol (tied to belt), spare holy symbol, masterwork scimitar, bag of holding (Type I), boots of levitation, periapt of wisdom +2, potion of invisibility, scroll of unholy blight.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Ogre Mage Skeleton (2): Large Undead; CR 2; HD 5d12; hp 45; Init +6; Spd 40 ft., fly 40 ft.; AC 13, touch 11, flat-footed 12 (-1 size, +1 Dex, +3 natural); Base Atk/Grp: +2/+9; Atk +7 melee (1d6+7, Claw); Full Atk +7 melee (1d6+7, 2 Claws); SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +1, Ref +2, Will +4; Str 21, Dex 12, Con -, Int -, Wis 10, Cha 1.



Feats: Improved Initiative


Immunity to Cold (Ex):  Skeletons are not affected by cold.


Damage Reduction 5/bludgeoning:  Skeletons lack flesh or internal organs


Description:  A large skeleton of a giant nearly 10 feet tall, a pair of ivory horns sprouts from a skull from which matted black hair clings.  It wields a tree trunk as a club and flies towards you.


Important Note:  Only two of the Ogre Mage skeletons fight the PCs.  The other two fight only the Radiant Shepherd.

Appendix 3 – APL 6

Encounter 1





Ungwe, Shadow Aranea Src1: Medium Magical Beast (Extraplanar); CR 6; HD 3d10+1d4+12; hp 31; Init +8; Spd 75 ft., climb 35 ft.; AC 20, touch 14, flat-footed 16 (+4 Dex, +1 Natural, +1 Ring of Protection, +4 mage armor); Base Atk/Grp: +3/+2; Atk +7 melee (1d6 plus Poison, Bite) or +7 ranged (Web); Full Atk +7 melee (1d6 plus Poison, Bite) or +7 ranged (Web); SA Poison, spells, web; SQ Change shape, darkvision 60 ft., low-light vision, resistance to cold 9, shadow blend; AL NE; SV Fort +6, Ref +7, Will +7; Str 8, Dex 18, Con 16, Int 14, Wis 15, Cha 20.  


Skills & Feats: Bluff +6, Climb +13, Concentration +10, Escape Artist +5, Jump +12, Knowledge (Arcana) +3, Listen +7, Spellcraft +3, Spot +7; Improved Initiative, Iron Will, Weapon Finesse.


Poison (Ex): Injury, Fortitude DC 13, initial damage 1d6 Str, secondary damage 2d6 Str.  The save DC is Constitution-based.


Web (Ex):  In spider or hybrid form (see below), an aranea can throw a web up to six times per day.  This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective on targets of up to Large size.  The web anchors itself in place, allowing no movement.


An entangled creature can escape with a DC 14 Escape Artist check or burst the web with a DC 18 Strength check.  The check DCs are Constitution–based, and the Strength check DC includes a +4 racial bonus.  The web has 6 hit points, hardness 0, and takes double damage from fire.


Change Shape (Su):  An aranea’s natural form is that of a Medium monstrous spider.  It can assume two other forms.  The first is a unique Small or Medium humanoid; and aranea in it’s humanoid form always assumes the same appearance and traits, much like a lycanthrope would.  In humanoid form, and aranea cannot use its bite attack, webs, or poison.


The second form is a Medium-sized spider-humanoid hybrid.  In hybrid form, an aranea looks like a Medium humanoid at first glance, but a DC 18 Spot check reveals the creature’s fangs and spinnerets.  The aranea retains its bite attack, webs, and poison in this form, and can also wield weapons or wear armor.  When in hybrid form, an aranea’s speed is 30 feet.   


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.  


Mirror Image (Sp):  1/day.  Caster level 5th.


Spells:  An aranea casts spells as a 3rd-level sorcerer.  It prefers illusions and enchantments and avoids fire spells.


Languages: Common and Sylvan.


Sorcerer Spells Known/Prepared (4/6/3), save DC = 15 + spell level): 0 – daze, detect magic, ghost sound, message, ray of frost, resistance; 1st – mage armor, color spray, sleep; 2nd – touch of idiocy.


Possessions: Ring of Protection +1, wand of charm person, wand of magic missle (1st), potion of cure moderate wounds.

Description:  You catch glimpses of a creature that appears to be black monstrous spider with multiple intelligent black orbs for eyes, a humpbacked body a little bigger than a human torso, and eight long hairy legs.  Two human-like arms with bony hands gesture below its mandibles.





Liante, Shadow Aranea Sorc1: Medium Magical Beast (Extraplanar); CR 6; HD 3d10+1d4+12; hp 31; Init +8; Spd 75 ft., climb 35 ft.; AC 20, touch 14, flat-footed 16 (+4 Dex, +1 Natural, +1 Ring of Protection, +4 mage armor); Base Atk/Grp: +3/+2; Atk +7 melee (1d6 plus Poison, Bite) or +7 ranged (Web); Full Atk +7 melee (1d6 plus Poison, Bite) or +7 ranged (Web); SA Poison, spells, web; SQ Change shape, darkvision 60 ft., low-light vision, resistance to cold 9, shadow blend; AL NE; SV Fort +6, Ref +7, Will +7; Str 8, Dex 18, Con 16, Int 14, Wis 15, Cha 20.


Skills & Feats: Bluff +6, Climb +13, Concentration +10, Escape Artist +5, Jump +12, Knowledge (Arcana) +3, Listen +7, Spellcraft +3, Spot +7; Improved Initiative, Iron Will, Weapon Finesse.


Poison (Ex): Injury, Fortitude DC 13, initial damage 1d6 Str, secondary damage 2d6 Str.  The save DC is Constitution-based.


Web (Ex):  In spider or hybrid form (see below), an aranea can throw a web up to six times per day.  This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective on targets of up to Large size.  The web anchors itself in place, allowing no movement.


An entangled creature can escape with a DC 14 Escape Artist check or burst the web with a DC 18 Strength check.  The check DCs are Constitution–based, and the Strength check DC includes a +4 racial bonus.  The web has 6 hit points, hardness 0, and takes double damage from fire.


Change Shape (Su):  An aranea’s natural form is that of a Medium monstrous spider.  It can assume two other forms.  The first is a unique Small or Medium humanoid; and aranea in it’s humanoid form always assumes the same appearance and traits, much like a lycanthrope would.  In humanoid form, and aranea cannot use its bite attack, webs, or poison.


The second form is a Medium-sized spider-humanoid hybrid.  In hybrid form, an aranea looks like a Medium humanoid at first glance, but a DC 18 Spot check reveals the creature’s fangs and spinnerets.  The aranea retains its bite attack, webs, and poison in this form, and can also wield weapons or wear armor.  When in hybrid form, an aranea’s speed is 30 feet.   


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.  


Mirror Image (Sp):  1/day.  Caster level 5th.


Spells:  An aranea casts spells as a 3rd-level sorcerer.  It prefers illusions and enchantments and avoids fire spells.


Languages: Common and Sylvan.


Sorcerer Spells Known/Prepared (4/6/3), save DC = 15 + spell level): 0 – daze, detect magic, ghost sound, message, ray of frost, resistance; 1st – mage armor, ray of enfeeblement, sleep; 2nd – touch of idiocy.


Possessions: Ring of Protection +1, wand of charm person, wand of magic missle (1st), potion of cure moderate wounds.

Description:  You catch glimpses of a creature that appears to be black monstrous spider with multiple intelligent black orbs for eyes, a humpbacked body a little bigger than a human torso, and eight long hairy legs.  Two human-like arms with bony hands gesture below its mandibles.

Tencele, Shadow Aranea Ftr2: (Hybrid form); Medium Magical Beast (Extraplanar); CR 6; HD 3d10+2d10+16; hp 55; Init +5; Spd 45 ft.; AC 23, touch 12, flat-footed 11 (+3 Dex, +1 Natural, +5 Mithral chain shirt, +4 shield); Base Atk/Grp: +5/+5; Atk +9 melee (1d6+4 plus Poison, Bite) or +8 ranged (Web); Full Atk +9 melee (1d6+4 plus Poison, Bite) or +8 ranged (Web); SA Poison, spells, web; SQ Change shape, darkvision 60 ft., low-light vision, resistance to cold 10, shadow blend; AL NE; SV Fort +9, Ref +6, Will +5; Str 14, Dex 17, Con 20, Int 14, Wis 15, Cha 12.  


Skills & Feats: Climb +17, Concentration +10, Escape Artist +6, Hide +13, Jump +16, Listen +7, Move Silently +13, Spot +7, Survival +4; Improved Initiative, Iron Will, Weapon Finesse, Weapon Focus (bite), Weapon Specialization.


Poison (Ex): Injury, Fortitude DC 16, initial damage 1d6 Str, secondary damage 2d6 Str.  The save DC is Constitution-based.


Web (Ex):  In spider or hybrid form (see below), an aranea can throw a web up to six times per day.  This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective on targets of up to Large size.  The web anchors itself in place, allowing no movement.


An entangled creature can escape with a DC 16 Escape Artist check or burst the web with a DC 20 Strength check.  The check DCs are Constitution–based, and the Strength check DC includes a +4 racial bonus.  The web has 6 hit points, hardness 0, and takes double damage from fire.


Change Shape (Su):  An aranea’s natural form is that of a Medium monstrous spider.  It can assume two other forms.  The first is a unique Small or Medium humanoid; and aranea in it’s humanoid form always assumes the same appearance and traits, much like a lycanthrope would.  In humanoid form, and aranea cannot use its bite attack, webs, or poison.


The second form is a Medium-sized spider-humanoid hybrid.  In hybrid form, an aranea looks like a Medium humanoid at first glance, but a DC 18 Spot check reveals the creature’s fangs and spinnerets.  The aranea retains its bite attack, webs, and poison in this form, and can also wield weapons or wear armor.  When in hybrid form, an aranea’s speed is 30 feet.   


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.  


Mirror Image (Sp):  1/day.  Caster level 5th.


Spells:  An aranea casts spells as a 3rd-level sorceror.  It prefers illusions and enchantments and avoids fire spells.


Languages: Common, Sylvan and Elven.


Sorcerer Spells Known/Prepared (4/4), save DC = 11 + spell level): 0 – daze, detect magic, ghost sound, message, resistance; 1st – shield, color spray, sleep.  


Possessions: Mithral chain shirt +1, Elixir of Hiding, Elixir of Sneaking, Amulet of Health +2 (just looted). 


Description:  You catch glimpses of a sylvan elf, with large grey eyes, and skin that is more livid that most.  He wears a chain shirt and leather breeches and belt, though his sword scabbard is empty.  Once he is close to you however, you notice his mouth opens impossibly wide, revealing fangs and mandibles.

Encounter 6A





Advanced Shadow Brown Bear: Large Magical Beast (Extraplanar); CR 6; HD 9d8+45; hp 85; Init +1; Spd 60 ft.; AC 15, touch 11, flat-footed 12 (-1 size, +1 Dex, +5 natural); Base Atk/Grp: +6/+18; Atk +13 melee (2d6+8, Claw); Full Atk +13 melee (2d6+8, 2 Claws), +8 melee (2d6+4, Bite); SA Improved grab; SQ Darkvision 60 ft., low-light vision, scent, resistance to cold 15, shadow blend; AL NE; SV Fort +11, Ref +7, Will +4; Str 27, Dex 13, Con 20, Int 2, Wis 12, Cha 6.  


Skills & Feats: Listen +4, Move Silently +10, Spot +7; Endurance, Run, Track, Improved Natural Attack.


Improved Grab (Ex):  To use this ablity, a brown bear must hit with a claw attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.


Shadow Blend (Su):  In any conditions other than full daylight, a shadow creature can disappear into the shadows giving it total concealment.  Artificial illumination, even a light spell or continual flame spell, does not negate this ability, but a daylight spell will.


Mirror Image (Sp):  1/day.  Caster level 5th.


Description: A very large bear with matte black fur and beady black eyes.

Encounter 6b





Dire Bear: Large Animal; CR 6; HD 9d8+39; hp 80; Init +1; Spd 40 ft.; AC 17, touch 10, flat-footed 16 (-1 size, +1 Dex, +7 natural); Base Atk/Grp: +6/+20; Atk +16 melee (2d4+10, Claw); Full Atk +16 melee (2d4+10, 2 Claws), +8 melee (2d8+5, Bite); SA Improved grab; SQ Low-light vision, scent; AL N; SV Fort +10, Ref +7, Will +7; Str 30, Dex 13, Con 19, Int 2, Wis 12, Cha 10.


Skills & Feats: Listen +10, Spot +10, Swim +10; Alertness, Endurance, Run, Track, Weapon Focus (claw).


Improved Grab (Ex):  To use this ablity, a brown bear must hit with a claw attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.


Description: A hulking bear with a bony brow ridge, claws like sickles and a wild look in its piercing eyes.

Encounter 7





Doom of Falazure, Male Human Clr6: Medium Humanoid; CR 6; HD 6d8+6; hp 41; Init -1; Spd 20 ft.; AC 17, touch 9, flat-footed 17 (-1 Dex, +8 half plate); Base Atk/Grp: +4/+6; Atk +7 melee (1d6+2/18-20, Scimitar); Full Atk +7 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +6, Ref +1, Will +9; Str 14, Dex 8, Con 12, Int 10, Wis 19, Cha 14.


Skills & Feats: Concentration +10, Heal +5, Knowledge (arcana) +2, Knowledge (religion) +5, Knowledge (the planes) +3, Spellcraft +5; Extra Turning, Extra Turning, Divine MetamagicCD, Quicken Spell.  


Languages: Common, Draconic.


Cleric Spell Prepared (5/4+1/4+1/3+1, save DC = 14 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – cause fear*, divine favor, entropic shield, protection from good, shield of faith; 2nd – augury, desecrate*, find traps, spiritual weapon (scimitar), undetectable alignment; 3rd – animate dead*, dispel magic, dispel magic, lesser visage of the deitySpC.  


*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate +1, masterwork scimitar, holy symbol (tied to belt), spare holy symbol, periapt of wisdom +2, potion of cure moderate wounds, oil of iron silenceSpC, scroll of unholy blight.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Shadow Asp (4): Tiny Magical Beast; CR 1; HD 1d10+2; hp 7; Init +5; Spd 30 ft., climb 10 ft.; AC 19, touch 17, flat-footed 14 (+2 size, +5 Dex, +2 natural); Base Atk/Grp: +1/+9; Atk +8 melee (1d3-2 plus Poison, Bite); Full Atk +8 melee (1d3-2 plus Poison, Bite); SA Create spawn, poison; SQ Darkvision 60ft., incorporeal form, low-light vision; AL N; SV Fort +4, Ref +7, Will +1; Str 7, Dex 21, Con 15, Int 4, Wis 12, Cha 10.  
Skills & Feats: Climb +6, Hide +16, Listen +7, Move Silently +6, Spot +7; Weapon Finesse.


Create Spawn (Su): A creature slain by a shadow asp’s poison rises as a shadow in 1d2 days.  Such a shadow is considered uncontrolled, but it is bound to the area, usually a tomb or crypt, as a guardian, unable to stay more than 100 feet from the spot where it was first spawned.


Poison (Ex):  A shadow asp delivers its poison (Fort DC 12 negates) with each successful bite attack.  Initial and secondary damage are the same (1d6 Str).


Incorporeal Form (Su):  A shadow asp can bcome incorporeal for up to 1 hour per day.  It can activate this ability at will (a free action), and the time of use need not be continuous.  While incorporeal, a shadow asp’s Armor Class is 17 (+2 size, +5 Dex).  The shadow asp cannot deal damage to corporal opponents.  The creature has a 50% chance to ignore any damage from a corporeal source, except for force attacks, or attacks made with ghost touch weapons.  Its attacks ignore natural armor, armor, and shields, but deflection bonuses and force effects work normally against them.  A shadow asp always moves silently while incorporeal and cannot be heard with listen checks if it doesn’t wish to be.


Description: This four foot long viper has a black, nearly translucent body that makes it nearly invisible in it’s gloomy surroundings. 

Encounter 8





Doom of Falazure, Male Human Clr8: Medium Humanoid; CR 8; HD 8d8+8; hp 53; Init -1; Spd 20 ft.; AC 17, touch 9, flat-footed 17 (-1 Dex, +8 half plate); Base Atk/Grp: +6/+8; Atk +9 melee (1d6+2/18-20, Scimitar); Full Atk +9/+4 melee (1d6+2/18-20, Scimitar); SQ clerical abilites; AL NE; SV Fort +7, Ref +1, Will +11; Str 14, Dex 8, Con 12, Int 10, Wis 20, Cha 14.


Skills & Feats: Concentration +12, Heal +8, Knowledge (arcana) +3, Knowledge (religion) +5, Knowledge (the planes) +3, Spellcraft +6; Divine MetamagicCD, Extra Turning, Extra Turning, Quicken Spell.  


Languages: Common, Draconic.


Cleric Spell Prepared (6/6+1/4+1/4+1/3+1, save DC = 15 + spell level): 0 – create water, cure minor wounds (2), detect magic, resistance, virtue; 1st – bless, cause fear, divine favor, doom, entropic shield, protection from good, shield of faith; 2nd – desecrate*, resist energy, silence, spiritual weapon (scimitar) wave of griefSpC; 3rd – animate dead*, dispel magic, energy vortexSpC, lesser visage of the deity, wind wall; 4th – cure critical wounds, freedom of movement, unholy blight*, unholy blight.  


*Domain spell. Domains: Death, Evil.


Possessions: Spiked half plate +1, masterwork scimitar, boots of levitation, periapt of wisdom +2, scroll of unholy blight, elixir of hiding, elixir of sneaking, potion of invisibility, bag of holding (Type II), holy symbol (tied to belt), spare holy symbol.


Description: A fanatical cultist in dark armor with a holy symbol resembling a dragon skull.
Forest Giant Skeleton: Huge Undead; CR 6; HD 13d12; hp 119; Init +6; Spd 40 ft.; AC 13, touch 10, flat-footed 11 (-2 size, +2 Dex, +3 natural); Base Atk/Grp: +6/+25; Atk +17 melee (1d8+16, Claw) or +17 melee (2d6+16, Club); Full Atk +17 melee (1d8+16, 2 Claws), or +17/+12 melee (2d6+16, Club); SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +4, Ref +6, Will +8; Str 33, Dex 14, Con -, Int -, Wis 10, Cha 1.



Feats: Improved Initiative


Immunity to Cold (Ex):  Skeletons are not affected by cold.


Damage Reduction 5/bludgeoning:  Skeletons lack flesh or internal organs


Description:  A huge skeleton of a giant nearly 18 feet tall, with matted pale green hair clinging to it’s skull and claws the size of sickles.


Important Note:  Only ONE of the forest giant skeletons fights the PCs.  The other fights only the Radiant Shepherd. 

Appendix 4 – All APLs

Encounter 1





Suleimon, Male Phoelarch: Medium Monstrous Humanoid (Fire); CR 6; HD 7d8+14; hp 52; Init +3; Spd 30 ft.; AC 20, touch 13, flat-footed 15 (+3 Dex, +2 natural, +5 mithral shirt); Base Atk/Grp: +7/+9; Atk +10 melee (2d4+4/18-20 plus 1d6 fire, Falchion +1); Full Atk +10/+5 melee (2d4+4/18-20 plus 1d6 fire, Falchion +1); SA Death throes, heat, spell-like abilities; SQ Darkvision 6o ft., healing fire, immunity to fire, immunities, rise from the ashes, spell resistance 18, vulnerability to cold; AL NG; SV Fort +6, Ref +8, Will +6; Str 14, Dex 17, Con 15, Int 10, Wis 12, Cha 17.  Monster Manual 3, page 121.


Skills & Feats: Concentration +8, Listen +8, Spot +8, Survival +6; Alertness, Empower Spell-like ability (scorching ray), Great Fortitude, Improved Toughness, Quick Draw. 


Death Throes (Su): When slain, a phoelarch explodes in a blinding burst of fire that deals 10d6 points of fire damage to anything within 20 feet (Reflex DC 15 half).  The save DC is Constitution-based.


Heat (Ex): A phoelarch generates so much heat that merely touching it deals 1d6 points of fire damage to the toucher.  The phoelarch’s metallic weapon also conducts this heat.  A phoelarch can suppress or resume this ability as a free action.


Healing Fire (Su):  Any fire attack that would normally deal damage instead heals a phoelarch.  Any fire effect targeted on a phoelarch heals 1 point of damage for every 3 points of damage it would otherwise deal.  If the amount of healing would cause the phoelarch to exceed its full normal hit points, it gains any excess as temporary hit points.  


Immunities (Ex):  A phoelarch is immune to disease and poison.


Rise From the Ashes (Su):  When a phoelarch is slain (reduced to –10 hit points or below), it’s body is immolated, leaving nothing but ash and a chrysalis form in the shape of a small black egg roughly 6 inches across.  The egg remains dormant for 24 hours, after which it hatches, releasing a fully-grown phoera (see MM3 pg. 122).


Spell-like Abilities: At will – light, scorching ray (DC15); 3/day – produce flame; 1/day – fire shield (warm shield only).  Caster level 10th.


Languages: Ignan, Sylvan, Elven, Common.


Possessions: Chain shirt +1, Falchion +1, potion of cure moderate wounds.


Description: Although he looks mostly human, he has the angled features of an elf, and an otherworldly golden-hued skin that seems to radiate an inner heat and warmth.  Feathers of red and gold line the backs of his arms, and run up to thicker feathers that grow in place of his hair in a mohawk fashion.  He is tall, about 6 ½ feet, and wears studded leather armor with the Stonehouse family crest emblazoned over the heart.

Encounter 8





The Radiant Shepherd, Male Brd1/Pal8/Hos1: Medium Humanoid; CR 10; HD 1d6+8d10+1d8+10; hp 70; Init +1; Spd 20 ft.; AC 24, touch 11, flat-footed 23 (+9 armor, +1 Dex, +4 Shield); Base Atk/Grp: +9/+11; Atk +12 melee (1d8+3, longsword (+1) Bane (Evil Outsiders)) or +13 melee (1d8+3, silver lance (+1)) or +10 ranged (1d8+2, composite longbow); Full Atk +12/+7 melee (1d8+3/19-20, longsword (+1) Bane (Evil Outsiders)) or +13/+8 (1d8+3, silver lance (+1)) or +10/+5 ranged (1d8+2, composite longbow); SA Fighter feats, smite evil 3/day, turn undead; SQ Aura of courage, aura of good, detect evil, divine grace, divine health, lay on hand (27 hit points), remove disease 1/week, special mount; AL LG; SV Fort +15, Ref +11, Will +12; Str 14, Dex 12, Con 12, Int 10, Wis 14, Cha 17.  


Skills & Feats: Balance -5, Bluff +6, Climb -4, Concentration +1, Diplomacy +21, Disguise +6, Escape Artist -5, Gather Information +6, Handle Animal +11, Heal +2, Intimidate +6, Jump -10, Knowledge (Nobility) +5, Knowledge (Religion) +6, Knowledge (The Planes) +1, Listen +2, Move Silently -5, Perform (Sing) +10, Ride +16, Sense Motive +7, Spot +2, Survival +2, Swim -10, Tumble -5, Use Magic Device +3, Use Rope +1; Leadership, Mounted Combat, Ride-By Attack, Spirited Charge, Power Attack, Weapon Focus (Lance).  


Bardic Music (1/day): fascinate, inspire courage +1.


Languages: Flan, Common.


Bard Spells Known (2, save DC = 13 + spell level): 0 – know direction, message.

Paladin Spells Prepared (2/1, save DC = 13 + spell level): 1st – bless, detect undead; 2nd –shield other.


Possessions: Full plate +1, longsword +1 bane (evil outsiders), silver lance +1, composite longbow (+2), healer’s kit, silver holy symbol (around neck), spare holy symbol, whittling-blocks of wood from both Elysium and The Beastlands.


Description: A Flan man in full plate armor, with a worn tabard embroidered with the face of the Sun Father. 

DM Aid: Map #1 – GEoff Overview

[image: image2.jpg]



DM Aid: Map #2 – Dim Forest Overview
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DM Aid: Map #3 – Sacked Campsite
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DM Aid: Map #4 – Tir-en-mortum 
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DM Aid: Map #5 – the radiant shepherd
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DM Aid:  Elven Tribes of the Dim Forest

Tribes of the Dim Forest

The following is a list, grouped by affiliation (Warband or Servants), of the eight wood elf tribes of the Dim Forest (west of the Realstream).  The tribes are listed by their elven name, translated into the common tongue, and followed by the tribal chieftain.  Each tribe counts anywhere from one to three thousand wood elves, and claims a part of the Dim Forest as their territory.

Warband of the Seven Tribes

Elenar (tr. Starborne) Chieftain: Helegui Starborne

Nóleri (tr. Evenrise) Chieftain: Díorn Evenrise

Telperi (tr. Silvercrown) Chieftain: Golan Silvercrown

Felyar (tr. Blackhollow) Chieftain: Meigar Blackhollow

Renár (tr. Skyfire) Chieftain: Herlain Skyfire

Cúbalar (tr. Strongbow) Chieftain: Thurin Strongbow

Caelaner (tr. Winterarrow) Cheiftain: Caladel Winterarrow

Servants of the Sylvan Throne

Gwathuri (tr. Shadowdancers) Chieftain: Dolgaren Shadowdancer

Settlements of the Dim Forest:

Below is a list of the major wood elven settlements found west of the Realstream.  They are listed by their elven names, and common tongue translation, followed by the elven name of the tribe that claims it as home.  Over the past decade and a half, the fades and minions of the Shadow Dragon have overrun a number of large settlements, spreading out from Derelion like a ripple of death-bearing blackness.  These uninhabitable villages are now home to shadow creatures, and are listed below as ‘ruins’.  Due to the turbulent history of the past years, many of the intact villages have taken in both Gyri and elven refugees, and a few multi-racial villages (like Linhir) have sprung up.  Half-elf children under fifteen years old are very common.

Aelinthôn – “lake of the pine”  (ruins):  Telperi tribe
Amon Dîn – “silent hill”:  Nóleri tribe

Daerluinĕ – “blue shadow” (ruins) :  Caelaner tribe
Derelion – “offspring of the trees” (ruins): Capital of the Dim Forest wood elves, and home to the Heart of the Dim Forest (now the Dark Heart of the Dim).  It was not home to any one tribe, but all tribes.

Dolenbar – “hidden dwelling”:   Felyar tribe

Dûrlas – “dark leaf”:  Cúbalar tribe
Endéryn – “middle oak” 

Fuinorna – “trees of deep shadows”:  Elenar tribe
Gwathsir – “river of shadows” (ruins):  Gwathuri tribe

Linhir – “pool of lords”  

Mithrond – “the grey great hall” (ruins) 

Siriondil –  “great river rock”:  Renár tribe
Tir-en-Mortum – “watcher of the dark valley” (ruins): Wood elf burial grounds

DM Aid: NPC Descriptions

warband of the seven tribes

Darlon Lea


Darlon Lea has filled many roles during his life. He was arglwyth of Ffwythlon Dol, he was First Ward of the Olwythi gan Gyruff, and now he is the Kánotaurë (tr. Forest Commander) of the Dim Forest elves. Before the invasion, Darlon was a barrel-chested man who was an easy-going and affable. The intervening years has been hard on Darlon, and he is much leaner and grimmer. He has short brown hair and brown eyes.  He broods often and rarely laughs.  


Life has been grim since Gyruff was invaded, and it has left his mark upon Darlon.  However, his sense of responsibility is what keeps him going.  He was once a noble of Geoff, but when forced to choose, he gave up his lands and title to pledge his life and leadership skills to the sylvan elves of the Dim Forest.  He has been the war leader of the seven tribes for four years, and in that time, he has rid the Dim of giant invaders, and defended the elven towns from the shadows that threaten to overwhelm them.  He has even died for the cause.  He dreams of a day when the forest will be as it was, and he can settle down and enjoy his remaining years with his sylvan elf wife of twenty years and their four children. 

Kincaid Treerunner


Kinkaid is the sylvan elf niece of Darlon Lea.  Her mother is the sister of Merial Starborne, Darlon’s wife.  The young wood elf is playful, rather mischievous and at times quite feisty.  She is also very cocky and takes foolish risks.  Her green eyes are extremely expressive, and her long brown hair hangs in ringlets that always seem to get in her face.


Kincaid got her name from her uncanny ability to run along the branches of trees as most folk run along the earth.  She also has a penchant for sneaking, and it was these abilities that have made her one of the most valued scouts in the Warband of the Seven Tribes.  She loves her uncle Darlon as much as she loves the woods she calls home, and will do most anything for the Kánotaurë.  She, along with Darlon’s captains, the half-orc Lily Gellsblood and the sylvan elf Aralyn Caelinor, can be found near Darlon at any given moment.

Servants of the sylvan throne

Lachion Stonehouse


Prince Lachion Stonehouse is an elven fire genasi.  The blood of a genie from the Elemental Plane of Fire has run through though his sylvan elf family for at least two generations.  Physically, he is an anomaly amongst the normally short and stout wood elves.  He stands nearly 6 ½ feet tall and is painfully thin, although very healthy. He has a very warm complexion and his hair looks to be made of fire.  His irises are bright red.  He usually wears a bright crimson, high-collared cloak trimmed in gold and carries a decorative cane made of bronzewood bound with gold and capped with a giant ruby. He is very quick-witted, with a sharp tongue and a fierce temper.  He is also much more staunch and traditional than most sylvan elves, which likely equally due to his ancestry as well as his life experiences.


Brother to the late High Prince Alexander, Lachion was the sylvan elf ambassador to the Griffon Chair before the giants invaded the Grand Duchy of Geoff.  Upon learning of the doom that had befallen Derelion, he stayed with the Court of the Grand Duke as it went into exile.  For fourteen years he has been a member and a guest of the Grand Duke’s court, working with the Griffon Guard, and all the while gathering his resources for the day when he would return to the Dim Forest and reclaim Derelion, as well as his rightful place upon the Sylvan Throne.  He truly believes that some sacrifices must be made in order to win the war, and is fully prepared to do what it takes.  He has no illusions that the Dim will be as it once was.

Suleimon


Although he looks mostly human, the phoelarch (fee-lark) known as Suleimon has extremely aquiline and angled features, and an otherworldly golden-hued skin that seems to radiate an inner heat and warmth.  Feathers of red and gold line the backs of his arms, and run up to thicker feathers that grow in place of his hair in a mohawk fashion.  He is tall, standing nearly 6 ½ feet, and wears a mithral shirt with the Stonehouse family crest emblazoned over the heart.


Suleimon occasionally lived in the Dim Forest near the Barrier Peaks before the invasion.  He had been familiar with the Stonehouse family for years, having been dawn to them by the commonality of their fire-born ancestry.  He values freedom above all else, and after the Shadow Dragon overwhelmed Derelion and killed many of his friends, he pledged to fight the shadow and right the wrong that had been done to the sylvan elves.  For fourteen years he has lived and served as majordomo at Memleket, the Stonehouse home-away-from-home on the Elemental Plane of Fire, helping to gather allies and for the day when Prince Lachion could retake Derelion.

The Hothron 


The Hothron, or ‘the Captain’, is Prince Lachion’s captain-at-arms, his agent, and his bodyguard.  He is a lithe yet powerful sylvan elf with hair of silver and piercing steely eyes.  He wears little in the way of armor, is usually dressed in black, and carries an exquisite elven thinblade with the mark of the Royal Guardsmen of Derelion upon it.  He is ever alert, watching and calculating. His mere presence is enough to unnerve most enemies, and some allies.  He is a being of few words.  Before the invasion, he had a name, but all those who knew him by that name died at Derelion.  Now he has only a title, though it is just one of two he has held recently.  Some still know him as the Aspect of Strength, but that title is spoken only behind certain closed doors.


When the Shadow Rift was opened, loosing the Shadow Dragon upon Derelion, the captain fought to save his people and his liege.  He would have followed the High Prince into the rift, had he not been ordered by Alexander to fight on in Derelion.  When the capital was finally and inevitably swallowed by shadow, he was one of the few to make it out alive, though only just.  He took the defeat by the Shadow Dragon personally, and has been independently gathering his resources and allies, such as the formidable half-orc warrior Glarnog, for the day when he would seek vengeance on the draconic scourge of the Dim Forest.   

neutral parties

Lorindoriel


Lorindoriel is a high elf, as evidenced by her long honey blonde hair which contrasts with the dark brown of the wood elves, and makes her stand out in a crowd.  Her beautiful countenance is matched only by her gracious spirit and calming demeanor.  She has been the high priestess of Ehlenestra in the Dim Forest since the fall of Derelion, and has headed the temple in Fuinorna for as long as anyone can recall.  Though she lives amongst the Elenar tribe, she belongs to no tribe.  This coupled with her wise insights is why she is often sought as a mediator.  


Despite her neutrality, or perhaps because of it, she has acted as counselor and advisor to Darlon Lea (as well as Adwyn of the Shining Beacons) for the past few years.  She recognizes the delicate situation that has taken shape with the return of Prince Lachion, and does her best to find an equitable solution for everyone involved, as she believes the future of the Dim Forest hinges on the actions of the two leaders.

The Radiant Shepherd

The Radiant Shepherd was once a Gyric paladin of Pelor named Allyn.  He still wears his armor, his tabard of the Sunfather and still holds to his religious tenets.  He is self-sacrificing to a fault, and this has led him to what many would consider a lonely life in the dark forest.


Years ago the paladin visited both The Beastlands and Elysium (home planes to Ehlonna and Pelor) on a quest.  There, through divinely ordained circumstances, he came to find his place as The Radiant Shepard, caretaker of the illusern.  The illusern were a gift from Ehlonna to the beleaguered sylvan elves of the Dim Forest.  They are magical foot-long fireflies from The Beastlands, which shed daylight.  His mission in life is to shepherd the light-bringing illusern around the Dim Forest, and hold the shadow creatures at bay.  He shares this task with the Bountiful Shepherd, who patrols the southern end of the Dim Forest.  Together they form a front of light that the shadows dare not cross.  

Dm Aid: New Rules

New Feats

Divine Metamagic (Complete Divine)

You can channel energy into some of your divine spells to make them more powerful.


Prerequisite: Ability to turn or rebuke undead, 


Benefit: When you take this feat, choose a metamagic feat that you have.  This feat applies only to that metamagic feat.  As a free action, you can take the energy from turning or rebuking undead and use it to apply a metamagic feat to divine spells that you know.  You must spend one turn or rebut attempt, plus an additional attempt for each level increase in the metamagic feat you’re using.  For example, Jozan the cleric could sacrifice three turn attempts to empower a holy smite he’s casting.  Because you’re using positive or negative energy to augment your spells, the spell slot for the spell doesn’t change.


Special:  This feat may be taken multiple times.  Each time you take this feat choose a different metamagic feat to which to apply it.

New Items

Oil of Iron Silence


This oil acts as per the spell Iron Silence.


Faint abjuration; CL 3rd; Craft Wondrous Item, iron silence; Price 300 gp Weight 1 lb.

New Spells

Energy Vortex  (Spell Compendium)

Evocation [see text]

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: 20 ft.

Target: All creatures within a 20-ft.-radius urst centered on you.

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes 


Energy wells up inside you and explodes outward in a furious burst.


When you cast your energy vortex, you choose one of four energy types: acid, cold, electricity or fire.  A blast of that energy type bursts in all directions from you, dealing 1d8 points of damage +1 point per caster level (maximum +20) to nearby creatures other than you.  If ou are willing to take the damage yourself, you deal twice as much damage.  You don’t get a Reflex save, but spell resistance applies, as do any resistances and immunities you have to the energy type.


The descriptor of this spell is the same as the energy type you choose when you cast it.

Iron Silence (Spell Compendium)

Transmutation

Level: Ass2, Brd 2 Clr 2

Components: V, S, DF

Casting Time: 1 standard action

Range: Touch

Target: One suit of armor touched/3 levels

Duration: 1 hour/level

Saving Throw: Will negates (harmless, object)

Spell Resistance: Yes (harmless, object)


As you imitate a clanking noise you brush your hand over the armor you wish to silence.  The armor glows softly orange for a moment before the glow fades.  A closer look reveals what looks like orange grease in the joints of the armor..


While this spell is in effect, the armor check penalty from the affected suit or suits of armor does not apply on Hide and Move Silenty checks.  Only wearers proficient in the armor’s use get this benefit when wearing the affected armor.  The armor check penalty still applies to other skill checks as normal.

Visage of the Deity, Lesser (Spell Compendium)

Transmutation [Evil or Good]

Level: Blackguard 4, Cleric 3, Mysticism 3, Paladin 4

Components: V, S, DF

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 round/level


As you end your prayer, you can feel the hand of your deity upon you.  Your appearance reflects her divine power, and her touch grants you resistance from some of the damage of this world.


You gain a +4 enhancement bonus to Charisma.  You also gain resistance to acid 10, cold 10, electricity 10 if you are good or resistance to cold 10 and fire 10 if you are evil.

Wave of Grief (Spell Compendium)

Enchantment [Evil, Mind-Affectin]

Level: Bard 2, Blackguard 2,Cleric 2

Components: V, S,M

Casting Time: 1 standard action

Range: 30 ft.

Area: Cone-shaped burst

Duration: 1 round/level

Saving Throw: Will negates 

Spell Resistance: Yes 


Emitting a mournful wail, you send out a pulse of magic imbued with sorrow and sadness.


All within the cone when the spell is cast take a -3 penalty on attack rolls, saving throws, ability checks, and skill checks.


Material Component:  Three tears

Player Handout #1 – Call For Help

A call to arms to all the brave souls that would see the once fair realm of the wood elves purged of the shadow that menaces it.  To all who would answer this clarion, a council will be formed upon the elven village of Fuinorna on the second Freeday of Blossoms.  Those who would muster to aid the cause should gather at the Gentleman’s Ease in Pelyth Cove, no later than the first Freeday of Blossoms.  Make your intentions known to the barkeep.

(Blossoms is the elven name for the month of Planting)
Player Handout #2 – Tir-en-Mortum
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Critical Event Summary: GEO6-03 A dark realm divided

For use during RaptorCon 2006.

1. 
Did the PCs accept Darlon Lea’s mission? 

Yes

No


Did they succeed?




Yes

No


2.
Did the PCs accept Prince Lachion’s mission?

Yes

No


Did they succeed?





Yes

No



3.
Was the Radiant Shepherd defeated?


Yes

No






4.
Was Suleimon killed?




Yes

No


If so, how?





 

5.
Was a Doom of Falazure captured?


Yes

No


If so, to whom was he handed over?

6.
Did a player/PC refuse to go on a mission due to conflict of loyalties

Yes
No


If so, please name player/PC here:

7.
Did anyone try to communicate with The Hothron about the Midnight Ravens?

Yes
No


If so, please name player/PC here:

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):
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Mundane Animals Effect on APL�
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