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The leaders of Cysgod Annwn and the new mysterious leader of the Shadar Kai have decided to try and bring an end to their war and attack the real enemy: the forces of the dragon Hasforenses. However, when the new leader reveals himself, Sierra Blackblade makes a terrible choice and the leaders of both factions charge you with hunting her down and bringing justice upon her. Can you save the Last Daughter of Geoff from herself or will you be forced to sacrifice her upon the altar of war. A Geoff Regional Adventure APL 6-12 and Part Four of the Daughters of Geoff
Note: This adventure will be of particular interest to Everyone

Resources: D&D 3.5 Core Rule Books
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, 2008.


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:

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

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. 

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.

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 two-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

The Shadar Kai realize they are losing the war and so they have made a deal with the devil.  The Fey Prince, Gaunt has offered to help them in exchange for information on how to attain his own Fey crown.  So they send out feelers to the forces under Victor Brightblade and ask for a truce that will lead to an alliance.

In the mean time, Havgan, the ruler of the evil forces in Cysgod Annwn, has decided to dispatch the cursed Brightlings who keep assisting his rival, Victor and the Four Daughters from Geoff.

Adventure Summary

Encounter 1: The PCs are attacked (or witness attacks) made by Shades who are sworn to Havgan.

Encounter 2: Transported to the Plane of Shadows, the PCs witness a funeral and are asked to participate in the truce talks. Near the end, Sierra Blackblade does the unthinkable.

Encounter 3: The PCs must track Sierra and find she has gone to the Crawling Grove to await her death.  Instead the Druid insists she make amends before giving her life.

Encounter 4: The PCs go with Sierra to meet with Heike and also back in time to the first Battle of Gorna where she make amends for some of the pain she has caused.

Preparation for Play

The DM should ask the PC if he or she has played any of the previous modules.  Also, familiarize yourself with the histories of the various characters.  There are no other special preparations necessary.

Introduction

The summer is in full swing in Geoff and the people seem to be recovering better this year than the previous two. Crops are abundant, the weather is mild, and life is generally good. For those who have been to the Shadow Plane and been touched by the horrors there, the spring has brought even you a respite from the constant harassment of the Shadar Kai.


It has been so long since you were last summoned to wage war on the Shadow Plane and you have not heard news from that front in some time.  Surely something must be happening…

Encounter 1: on death’s door

Ask the PCs where they are when alone. All PCs have some alone time and when the forces of Havgan attack, be creative in drawing those places out.  Any PC with a cohort may be in the same place as the cohort, but an assassin attacks both the PC and the cohort.

If the character has not played one of the modules in the Four Daughters of Geoff series (GEO 6-05 A Gathering of Shadows, GEO6-07 Lady of Oak & Oracle, or GEO7-06 Spearbreaker) read the following:

You are walking past a shaded tree when you see a struggle for life.  A shadowed being plunges a scimitar into the back of a man dressed as a typical adventurer.  The man sees you as life leaves his eyes and his expression calls for you to avenge him.


The shadowed woman, some odd heraldry on her chest, looks at you. “Be gone. This was not your concern.”

A Knowledge Nobility & Royalty or a Knowledge Local – Sheldomar skill check, DC 30 tells the PC the woman serves a person named Havgan, an evil warlord from the Plane of Shadow.  At this point the PC can run or fight. Mark one of the poisoned scimitars as used for this assassin.

For PCs who have played a previous module, read the following:

You are alone and you feel a stiff breeze blow past. Then, out of the corner of one eye you see a figure step out of an area of shimmering air and she is wielding a long and very sharp scimitar.  This is no Shadar Kai; this is a denizen of Cysgod Annwn and the symbol of Havgan on her armor denotes where her loyalties lie.

APL 6 (EL 10)

Shade Assassin, Female Shade (6): hp 34; see Appendix I.

APL 8 (EL 12)

Shade Assassin, Female Shade (6): hp 46; see Appendix II.

APL 10 (EL 14)

Shade Assassin, Female Shade (6): hp 58; see Appendix III.

APL 12 (EL 16)

Shade Assassin, Female Shade (6): hp 72; see Appendix IV.

Wolf Animal Companion (6): hp: 17, see MM pg. 283
See Appendix IV

Tactics: Each PC has an assassin assigned to him or her. The DM should draw an area on the map for each PC. Except for Cohorts, each PC is alone. The PC is surprised but the surprise round is taken up by the assassin coming through the gate into the Prime Material Plane. One assassin is sent per PC and it is a one way mission: none of the assassins expect to survive but they hope they can kill some of the PCs before they do.  None of the PCs can help one another, everyone is on their own.  Allow PCs to run if they wish and any reasonable attempt to lose the assassin or go into a public area succeeds. In any event, after seven rounds a rescue party arrives (see below).

Treasure: The PCs can loot the fallen assassins if they wish.

APL 6: L:  625 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp)
APL 8: L:  0 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp)
APL 10: L:  0 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp), Gloves of Dex (2000gp)
APL 12: L:  0 gp, C: C: 200 gp, M: Amulet of Health (2000gp), Scimitar +2 (4150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp), Gloves of Dex (2000gp)
Development: IF a PC is killed, he or she may be raised assuming the PC can afford it (or has favors). Any PC who survives either by killing the assassin or eluding them receives another visitor.

Rescue Party

IF the PC is still fighting:

As you are trading blows with the assassin, you hear voices coming up from behind you. Arrows fly through the air and draw blood on your enemy just as your final blow strikes home.  The assassin is dead.

Continue on, skipping the above if the PC prevailed or eluded the assassin:

Four cloaked figures come up on you and lower their bows, showing you they mean you know harm.  “Honored Brightling,” one begins, “we were sent to help you.  My apologies but the warning arrived later than we thought. Are you harmed? Do you need assistance? We come from Victor Brightblade.”

A Sense Motive, DC 5 reveals the person is telling the truth.  They are from Victor, who received a warning that Havgan was sending assassins. Once the PC asks why Havgan would do such a thing or at some point in the conversation, read the following:

“Victor was going to send you word: that there had been a truce reached with the Shadar Kai. Their leaders and ours are going to meet at Lew’s Hill and discuss and end to the war. Those forces following Havgan have not been invited. Victor wished you to be there, if at all possible.”

The soldiers of Cysgod Annwn can arrange passage back to the Shadow Plane if the PC needs it and most PCs probably will. They can purchase needed gear while still in Geoff but not more than 1000gp worth; there is not enough time for shopping for more than that.

Go to Encounter 2

Encounter 2: Desperate council & a funeral

Any PC who was killed in Encounter 1 and choses to be raised by the people of Cysgod Annwn should be read the following:

Your last thought was the numbness of final death.  Suddenly your lungs are filled with air and you sit bold upright.  Around you are three people. “We are friends.” They say.  “You were killed by Havgan’s assassins but we had the means to bring you back.” All of your possessions are here but everything is shaded in blacks and whites.
It will be explained to the PC that he or she is on the Plane of Shadow and that Havgan sent an assassin to kill them.  The people of Cysgod Annwn apologize for being late to save them.  Let the PC choose to stay or leave as he or she wishes. Those who leave are out of the module.

The PCs who agree to come to the council will find themselves near Lew’s Hill and stones there.  Once all PCs are ready, read the following:

You arrive via the magics of the denizens of the Plane of Shadow and find yourself once again among the people here.  Many are glad to see you and welcome you back.  Those who have fought by your side clap you on the shoulder or even hug you.  They tell of the latest battles and the latest news and those who have fallen.
A camp has been set up at the base of Lew’s Hill. One large tent dominates the rest and even in the muted shades of the Plane of Shadow, it is well decorated and clearly a place of some importance.  Across the way, divided by the old road and some hills is another camp, this one decorated in the perverse beauty of the Shadar Kai.  You can see them walking around, outlined in a red glow.
You are brought together with other Brightlings and told Victor and Sierra will soon be with you.
Take this opportunity to let PCs introduce themselves and talk to some of the locals.  PCs can make Gather Information checks if they wish.

Gather Information Check

DC 15 – It has been decided that the real enemy are those who follow Havgan.  The Shadar Kai seem to be willing to help us defeat him.

DC 20 – There is to be a funeral soon for the one who was spying on Havgan. She died getting word that the assassins were to be sent after the PCs.

DC 25 – The new leader of the Shadar Kai is using them because they have something he wants.

DC 30 – Ffiona Ebontress is not here at the moment. She had important duties on the Prime Plane.

The Funeral

Once the PCs have met and spoken to the locals (if they wish), read the following:

You notice two people walking towards you.  One is tall and broadly built, his features a mixture of human touched lightly by those of a dragon.  This is Victor Brightblade and he is dressed more formally than you have seen him before.  Beside him walks his half-sister Sierra Blacblade her overcoat clean and closed up tightly, her dark boots shined and cleaned and her wide brimmed hat held in one hand.

“Greetings.” Victor says somberly.

“We will speak more. Right now we have a funeral to go to.”  Victor leads you over the hill past the llygedden and down to the other side.  A small pyre has been built.  Victor steps forward into the crowd on his way to the pyre, Sierra stands with you.

“I have seen too many of these.” She says bitterly. “Tegwen was brave and I hope her spirit can find some rest.”
Allow PCs to roll a Sense Motive if they wish. The DC is 20.  If they succeed they can tell that Sierra herself is the one who may need some rest.  She sounds emotionally exhausted.  If the PCs ask her about she says, “it’s just been a long day”.  

Continue on:

Victor steps up to the Pyre.  Someone hands him a torch and a small group of musicians begin to play pipes and drums.  Their dirge is soulful and deeply somber.  As the music plays two men and two women bring out the fallen soldier.  She is wrapped in linen, only her head and the toes of her boots are showing.  They gently place her upon the pyre and Rhian Spearbreaker steps up laying the fallen woman’s helmet and spear on the pyre at her feet.

“Tegwen did not trust our friends from my home when they first showed up.  Over time however, their courage inspired her and she took greater and greater risks on their behalf. She died trying to save them.  She was a good soldier and she will be missed.” Victor kisses her forehead and gently lays the linen over her face.  He then steps back and lights the pyre with the torch.

It takes an hour for the spectacle to be over.  No one cries but the faces of her friends are ashen with grief.  Eventually Victor returns with Rhian and joins you and Sierra.

“Gwenllian will be back soon. Come on, you all need to know what is going on.”
Desperate Council
If the PCs have any questions Victor and the others will defer them until all have come to the tent.  Gwenllian will be waiting there as well as several nobles of Cysgod Annwn. Once all the PCs are ready, read the following:

The large tent is as impressive on the inside as it is on the out. Leather camp chairs have been placed in two large semi-circles with some distance separating the two.  In the center are ten chairs, again separated into two groups of five.
“We are meeting with some of their clan leaders. Myself, Sierra, Rhian, and two of you.  Mostly I think they are interested in what you have to say.  Gwenllian will advise us.” Victor says. Gwenllian nods at his statement.

“Once they are sure of our intentions and yours, their new leader will reveal himself and the ceremony can commence.” Rhian adds, sitting on one of the camp chairs and resting he elbows on her knees.

Sierra then chimes in. “Once we have something in place here, you can take treaty back to the leaders of the Dim and let them know we will be ready to strike Havgan as soon as they are.”
Allow PCs to ask questions. The most common will likely be: “Why us?” or some variation of that. The simple answer is that the Shadar Kai specifically asked for representatives from the Brightlings.  Victor can tell them that the war against the Shadar Kai has gone better of late but Havgan and his forces have broken any semblance of brotherhood.

Once the PCs have asked questions and had them answered, read the following:

“Alright then, choose your two spokesmen and lets us know. The ceremony begins in two hours.”
The Ceremony
Once the PCs have chosen their spokes persons and are ready, read the following:

The tent is filled, the ffolk of Cysgod Annwn on one side and the Shadar Kai on the other. Victor Brightblade sits next to his sister Sierra and to her right is Rhian Spearbreaker.  Llewddor and Gwenllian sit behind the trio but both are in easy whispering range of your spokespersons. The rest of your party sits to Gwenllian’s left.

Across from you are the Shadar Kai Clan leaders.  One is dressed in typical fashion with a dark wizard’s cloak and a spiked chain around his waste.  He is missing his left eye. Another sits next to him, his halberd wickedly rune covered and within easy reach.  To his right a woman sits wearing a spiderweb dress that reveals most of her lithe body and her skin is covered in disturbing tattoos. Finally on the end is a woman of regal bearing dressed in a simple robe that covers her from her neck to her boots.

After everyone is settled, Victor stands up.
“Greetings She Who Rules and honored Clan Leaders.  We have come to the place where blades are sheathed and blood is drawn only to make bonds.  You have questions of us and we are honored to answer.”

The woman Victor refers to stands and bows deeply to him. “The war has made both our peoples weak from loss.  The body can only stand so many wounds.  We do have questions, but not of you.” Her eyes turn to the two of you sitting with the leaders. “We wish to question them.”
PCs may use Knowledge checks to answer questions and can get assists from those PCs who are not participating directly.  However, what is important is how the PCs conduct themselves and how honest they are in their replies.

1. Why are we here? – The Shadar Kai want to know why suddenly two years ago they were ripped from one part of the Plane of Shadow and thrust here against their will.  The answer of course is that the event was a reflection of the events in Geoff at the same time.

2. Why did you join the war against us if you were not bringing us here on purpose? – This may be hard for PCs to answer and no amount of Knowledge Checks will really help them.  The Shadar Kai want to know why the PCs choose to fight with the people of Cysgod Annwn rather than the Shadar Kai themselves.

3. Why should we fight and die against Hasforenzes? – Again there is no right answer here.  The Shadar Kai are not cowards but their numbers have been thinned and they are wondering why fight for this side as opposed to the other?

4. Will your leaders abide by your words? – Most PCs cannot say for sure, though those of some organizations can give a certain amount of assurance.  Again the Shadar Kai seek to see how honest the PCs are.

Have the PC speaking make a Diplomacy check once each question is answered.  The DC is 30 to get She Who Waits to believe the PC.  Give bonuses or penalties based on the PCs role playing and how they answer the questions.

If the PCs make the roll on at least half of the questions, read the following:

“I believe you will be honorable.  He Who Guides wishes to see you now.” See Gaunt, below

If the PCs do not make the roll on at least half of the questions, read the following:

“Your words do not inspire me but we have little choice. He Who Guides wishes to see you now.” See Gaunt, below

Gaunt
Once She Who Rules summons him, read the following:

You hear a tapping as if someone is walking with a cane.  The tapping seems to come from everywhere and nowhere.  Eventually the Shadar Kai stand and part to one side.  Through the hole now made comes a creature with pale skin and rubies for eyes.  He is wearing a smile upon his face and his sylvan ears twitch in amusement.  He continues to tap his cane as he walks and he appears next to She Who Rules.


“Hello sweetlings.” He says in a seductive growl that sends shivers up your spine.  “Hello daughter.” He adds, his ruby eyes fixed on Sierra.  Her own eyes are wide as saucers and when she hears the word ‘daughter’ her knuckles go white as she tightens her grip on her sword.

Let the PCs make Sense Motive checks.

DC 15 – Sierra is fast becoming angry

DC 20 – He Who Guides seems to be loving every minute of this

DC 25 – The Shadar Kai are a little surprised that there is a relationship between He Who Guides and Sierra.

Continue reading:

“I am He Who Guides for those who do not know me and of course some of you know me well.” He motions for one of the Shadar Kai and they bring him a fancy chair upon which he quickly sits. “Now then, to business? I believe we have an agreement that must be reached?”

His eyes focus in upon Sierra. “I trust that with my daughter’s expertise in negotiations, that things will go as smoothly as they did during the negotiations over the fate of Arweth.”


In the days and years that follow, you will forever remember the moment of perfect silence broken by the sound of a sword whipping across the room, breaking the air like a ship breaks the sea.  He Who Guides eyes become saucers but he is transfixed by the spectacle, as if the fruit born of his machinations was much more bitter than he anticipated.


The sword strikes him mid chest and there is no instant of flickering life.  He Who Guides slides backward lifelessly, his body pinned to the chair by a cold iron long sword.


“Oh Pelor.” Victor whispers in the silence that follows.

Ask each PC how he or she reacts but they are allowed only one action. Once they announce their intentions, read the following:

You look at Sierra for an instant and her face is ashen.  Her lips quiver and move and you hear “What have I done?” come from her.  She shakes her head and suddenly disappears.

Sierra has used her last magical trick, a pearl the stops time and allows her to escape the camp, riding into wilderness on her mount that is magically warded against scrying, at least for a time.

Read on:

“Treachery! He Who Guides has been taken!” One of the Clan leaders yells. He points a finger at Victor who has come running up. “One of us saw your sister dragging him off bound in chains! What treachery is this?”


Victor holds out his hands. “I am sure there is some explanation.” He says, clearly hoping that there is.  Before anyone else can speak She Who Rules steps up.


“Victor, come with me. Alone.” He nods.

Before going with her, he turns to you. “Search my sister’s tent, see what you can find.”
Shadar Kai

Gather Info – Why Gaunt is helping the Shadar Kai

DC 20: The Shadar Kai, though wary of the PCs, will explain that they know of an item that He Who Guides wants very badly and in exchange he will tell them the secret of gaining the benefits of their arm bands but without the negative side effects.

Sierra’s Tent

PCs can Search Sierra’s tent. They find nothing out of the ordinary, except.

DC 30 Search – If the PCs succeed in the search check, they find a white substance in her seidr that should not be there.  A DC 25 Knowledge Nature check reveals it to be a plant drug that enhances whatever emotion the person is feeling. DC 15 Alchemy check.

Once PCs decide to tell Victor, they are ushered into the large tent. Rhian, Gwenllian, and Llewddor have joined Victor and She Who Rules.

“What have you found?” Victor asks.

Allow the PCs to reveal their findings.  If they found the poison, read the following:

She Who Rules nods. “Never the less she is responsible for her actions. There must be blood for blood. We need He Who Guides. Her blood can undo this thing.”

Victor nods almost mechanically. He turns to you. “I cannot track my sister down and kill her. You are the only ones I can trust to get to the bottom of this.”
If the PCs agree, read on:

“You have six days. No more.  If you are not back the people will demand blood.” She Who Rules says.

“Then it shall be my blood.” Rhian says, standing up now. “A Daughter for a Daughter.”

“And mine.” A voice says, coming from outside.  Ffiona Ebontress steps into the tent. She nods to her companions and smiles at you though clearly she is distressed. “You have never let us down. You will not fail us now.”
If the PCs did not find the poison, read the following:

She Who Rules nods. “She is responsible for her actions. There must be blood for blood. We need He Who Guides and her blood can undo this thing.”

Victor nods almost mechanically. He turns to you. “I cannot track my sister down and kill her. You are the only ones I can trust to get to the bottom of this.”
If the PCs agree, read on:

“You have five days. No more.  If you are not back the people will demand blood.” She Who Rules says.

“Then it shall be my blood.” Rhian says, standing up now. “A Daughter for a Daughter.”

“And mine.” A voice says, coming from outside.  Ffiona Ebontress steps into the tent. She nods to her companions and smiles at you though clearly she is distressed. “You have never let us down. You will not fail us now.”
Allow the PCs to prepare and then goto Encounter 3.

Encounter 3: a race through dark places

The PCs must attempt to track down Sierra Blackblade bring a harsh justice upon her.

Keep track of the number of days it takes the PCs. Mark this on the Critical Events Summary at the end of the Module.  

Once all PCs are ready, read the following:

You set out from Lew’s Hill for a place you know not where. Sierra could have gone anywhere.  With few clues and no apparent trail, you must complete an impossible task.
Have any PC with the Track feat make a Survival Check. If no one in the party has the Track, then automatically add one day to the count.  

DC 25+ PCs arrive in Gherddarr the next day (+1 Day)

DC 15-24 PCs arrive in Gherddarr in two days (+2 Day)

DC 14 – PCs arrive in Gherddarr in three days (+3 day)

Make sure you keep count of how man days pass as it literally could mean life or death for Rhian, Ffiona, and Llewddor.

Arrival in Gherddarr

Once the PCs pick up Sierra’s trail, read the following:

As you suspected she could not hide her trail forever.  You managed to pick up hoof prints and signs of a camp and followed the trail from there.  You arrive in a village around what you think is noon time and a man stops you as are about to enter.

“Hold on. Lots of strange folk about. Whats your name and whats your business?”
Allow the PCs to announce themselves and their business. If they do not tell Hark about their mission, he passes them into town with a warning that he will keep an eye on them.  If they do tell about their mission, read the following:

“Mayhap I know the one your looking for. She was here, pretty woman and she said she was a bit lost.”
Hack knows very little although that little is important. He told Sierra that the Crawling Grove was nearby and he is pretty sure she headed in that direction.  He will not relay this information however, without good cause.

Hack needs to be convinced to help the PCs.  The DC to get the truth from him is 30.  PCs get a +5 Bonus if they mention it is for the good of Cysgod Annwn and a -5 if they threaten or demean him in any way.

If the PCs make the check, read the following:

“Well I liked the lass, but you seem concerned for her.  I told her the Grove was nearby, crawling around out in the foothills like it was looking for something.  She went there I am pretty sure.” He helps you get your mounts watered and sends you on your way.
Add 0 Days to the count.

If the PCs fail the diplomacy check, read the following:

“Well she was here one day and gone the next, that’s all I know.” Even if you question him more, Hack adds nothing to his story.  He eventually lets you pass into town.”
If the PCs did not tell Hack about their mission OR failed the diplomacy check, have them make some Gather Information rolls.

DC 20 or more – The PCs find someone who saw her leave towards the north, add 1 day to the count.

DC 19 or less – The PCs meet a farmer who gave her some food and said she is heading north, add 2 days to the count.

Once the PCs get on Sierra’s trail, read the following:

You head into the hills and in short order find what you were seeking: a large grove of trees undulating towards you.  Out front of the grove, a huge tree-like creature seems to be standing guard, waving its limbs.  The creature appears intent on thrashing you.
APL 6 (EL 9)

Shadow Treant, Male Treant (1): hp 66; see Appendix I.

APL 8 (EL 11)

Shadow Treant, Male Treant (1): hp 180; see Appendix II.

APL 10 (EL 13)

Shadow Treant, Male Treant (1): hp 260; see Appendix III.

APL 12 (EL 15)

Shadow Treant, Male Treant (1): hp 368; see Appendix IV.
After the PCs defeat the Treant, read the following:

The grove stops and a vision of an old Man dressed in gray robes.  He holds a staff in his hand and seems to be looking through you.

“My apologies, I did not realize it was you.  Come through, the trees will not hinder you further.”
The PCs travel into the Grove and see Sierra kneeling before the Druid.  Read the following:

“At last your judges come.” He says to her.

Sierra nods. “I knew they would. I do not fear to die at their hands.”

Let the PCs react to this and talk to Sierra. The Druid defers all questions to her.  Sierra is prepared to die and will allow the PCs to do such a thing.  Once they have spoken, read the following:

The Druid of the Grove holds up his hand. “Gaunt was a meddler even in my day, so long ago. I too burned with hatred and revenge for him, but my wisdom grew with age.  I knew by the time I left Geoff that he was part of the Land, part of the Green Man.  Even a Druid King cannot deny that.”

Allow PCs to make a Knowledge Local Sheldomar, Knowledge History, or Bardic Knowledge DC 30. There was only one Druid King, Llewellyn. If the PCs ask him he acknowledges who he is.  A Knowledge Local-Sheldomar or Bardic Knowledge DC 25 gives them the information on Gaunt.

“I was once like Owen and Gwenllian, with ideas and ambitions that sometimes grew beyond wisdom. I learned and so did they.  I came here upon my death to be the Druid of the Grove, protecting both worlds as I could. Soon I will go and Gwenllian will replace me.”


The Druid waves his hand and a cocoon of leaves opens up, revealing the dead Gaunt.  Sierra blanches and nearly falls over before regaining her composure.


“You must do more than die.  You must atone Sierra Blackblade. You must find the moments that make you whole and the destiny you once passed by.  Your spirit knows and it burdens you.”


The Druid looks to you. “Will you see the last Daughter to her destiny? It will fulfill the needs of the Shadar Kai.”
IF PCs say no, go to Conclusion C.

Otherwise, read on:

“Very well. Sierra, through yonder Oak lies the shadows your past has cast upon your future. Through there is where you will make amends. First you must give another peace and then you will find peace yourself.”


Sierra stands and nods.  Without a word she walks to the tree and steps in.

Go to Encounter 4.



Encounter 4: where no shadows lie
The PCs are now back in Geoff, near the mountain Monastery where they may have first come to the Plane of Shadow two years ago.  

4A - Once they are ready, read the following:

Time loses meaning quickly after stepping into the tree. A rough path meets you, twisting downwards into the darkness, which is illuminated by small stones along the ground. You have the distinct feeling that your descent is leading you to the roots of the tree itself, and the cold dampness of the underworld chills the air, causing frost to form on the armor of some of your companions. Your breath lays heavy as you continue downwards, until a faint light seems to draw closer. 

Have each PC make a Will Save, DC 20. Those who fail fall unconscious from transitioning. It lasts a few minutes and then they can continue.  However, for the remainder of encounter 4A, they suffer a –2 penalty to all skill and attack rolls.

The dampness disappears, but the cold wind blows quietly as you see the light grow into a small crevice ahead of you. 

Have PCs make a Spot check. The DC is 20 to find the right trail. For each failed attempt (as a group), they PCs spend an extra hour in the cold, requiring a DC 15 Fort save or suffer the effects of cold (See DMG).

The crevice is craggy and worn with age and time, and as you pull yourself up, you feel the cold air of the mountains, the peaks covered in fine snowy white. The air is sharp, and in the distance, you can make out a building of sorts, built of rock and wood, a large temple or shrine.

Have the PCs now make a Survival Check, DC 25. Again for each failed check the group must make a Fort Save, DC 17 or suffer the effects of extreme cold.

You look about and feel a sense of familiarity, the way the mountains, valleys, and peaks align against the hills and mounds. The great Barrier Peak stands, supporting the sky and horizon, marked by the dark rock and crags of ancient violence.


The swirling morning sky shows heavy clouds, and flurries of snow fall down, to be caught by rough winds. The building stands ahead, and the sounds of gongs and bells are heard…not an alert, but an announcement of time. You’ve arrived before breakfast.


The large doors offer thick defense and protection from the wilderness. The monks of Flarhanagan greet you as Sierra remains quiet, shifting to the middle of the group, uncertain of how to proceed. Her silence is only broken by the arrival of the head Abbott, whose face shows serenity often unseen by those in Geoff.


“Greetings and welcome to the monastery. Come….let us get you into the warmth, and refreshed from your journey”

PCs may make a Sense Motive here. DC 10 tells them the Abbott is genuine and friendly.

If the PCs agree and follow, he will lead them to the main dining hall. 

Tapestries and inlaid wood carvings of Fhlarnagan line the walls, as you see people of all races gathering into the dining hall. The welcoming hearth dispels the chill, and Sierra, quiet since your arrival, finally nods.


“What brings you to our monastery?” The head abbot begins, nodding and greeting other monks as you walk past

If the PCs tell him, read the following

“I see” the monk begins, taking the first real look at the group in question, “A direction lost is only made worse through stumbling in denial. Come….I’ll take you to our guest.”


Sierra moves like a wraith behind the monk, her eyes never wavering upwards. Light from the hearth and candles dance across the walls as you move, until another sort of double doors meet you. The head abbot looks at you again, and nods.


“All are welcome here…we live peacefully, and our ways must be respected. Here, there are no enemies, only those who seek their paths. Will you not respect our ways and leave your weapons here? I know that many are reluctant, but no harm shall come to any of you…and you take only what you bring with you into the sanctum….your thoughts…your heart…and your faith”.

PCs can sense motive, and find the old Monk Abbot is being truthful. The DC again is 10. The PCs can debate if they leave their weapons or not, no attempt to stop them from doing so will be made. If PCs take a weapon or attempt to smuggle one in, have them make spot checks and sleight of hand checks…although, no one will attempt to stop them. The abbot will not lie, but will not reveal what is in the chamber under any circumstances.

Sierra, without a weapon since all of this has begun, nods without speaking, taking a step forward hesitantly while for the moment, leaning against the wall, her strength failing her. The Abbot moves to help her, but she refuses.


“Fine…I’m fine…” she begins, struggling forward into the foyer. 


The abbot looks at you, and nods solemnly, stepping aside to allow you to enter, should you wish. The abbot stands near the small alcove to the right of the door, waiting quietly.


“Remember…what you take in your heart is as important as what mail you wear” the abbot adds. 

If the PCs do not decide to enter, read this:

You feel the abbot’s eyes on you, as the hallway quickly becomes silent. The abbot doesn’t fidget; his eyes are fixed on you, examining you, before he brings out a small silver bell, and rings it twice.


A moment later, a young initiate arrives, bowing quickly to the head abbot.

“As we are going to be here for a while, would you care for some refreshment”

Ask PCs who have not gone inside to leave the table for a few moments. The Abbot will make small talk, trying to find out who they are, what brings them here, and generally things about them. The abbot will remain polite, steering conversation away from the door and the sanctum.

If the PCs enter:

The sanctum’s walls rise to meet a vaulted and arched ceiling, a beautiful example of craftsmanship and skill. The sounds of steady breathing can be heard from some distance, as a large figure seems to move in the shadows. Braziers begin to light as you find yourself standing in front of the one figure you did not expect here…Heike…


Heike will stand stock still while the PCs determine their actions. She’ll not make any offensive actions whatsoever. 


With a resigned look upon her face, Heike takes a seat on the worked stone floor, and simply sits. There is a sense of finality to her actions, as if she’s ready for whatever comes, accepting it. Clearly, this is not the same Heike whose haughtiness and name struck a combination of terror and anger at times in the past….

Allow PCs to make a Knowledge Local-Sheldomar check, DC 25 to know who Heike is. See DM Aid 1 for details about Heike. 

“Well…I expected no less…come at last to either gloat or finish me off Regent?” Heike looks expectantly, taking a deep breath which ebbs into a sigh.


“No…” Sierra final speaks, “I didn’t come here for that…”


“Really?” Heike adds, a twinge of cynicism in her voice, “I imagined you’d come sooner…I expected you to take refuge from me as well…”


“Refuge” Sierra adds, considering the word for a moment, “if we are all so lucky to have such” 


“Come…state your business and leave me to mine…I am tired and worn, and have no time for your gloating…”


Pausing in the resigned way she’s carrying herself, Heike looks at you all, “And tell me….who are your companions regent? Which of their families have I murdered or cause ill to….Come now….at least you can give me is an act of civility with your names…”


Heike pauses, looking at you as if waiting for something.

Allow the PCs to introduce themselves if Heike does not know them.

“I do not know why I came “ Sierra began, “I have thrown down one enemy to be struck down by the other….I see now myself in you Heike…and I wonder if in my haste, I see…myself.”


Heike pauses, looking with uncertainty at Sierra,


Sierra continues, “I see that we both have known what it is to be nobility and landless…to be strong and broken…and to be proud and humbled. I was wrong Heike….I see now I had not call to do such a crime to you…for I know that sadness which dwells on your heart…I’ve seen it in my people…a crime I would not have wished upon my enemy, and yet, in my own action, I did so.”


Sierra pulls away,


“I ask you for the one thing I cannot grant myself, and that is forgiveness for my decision…for now I see I should have pursued the course I promised I would follow…that of peace…and allowed revenge to cloud my mind…I ask you to forgive me Heike, for I have wronged you, and no matter your crime to me and my people, I was not right to make you bear it as well”

PCs may make a Sense Motive check on Sierra. A DC 15 tells them she is being truthful and also near collapse.

Heike looks on for a moment in complete silence, before turning away from Sierra, looking back at you.


“Why have you brought her here? What is the true reason for this mockery?”

If the PCs Lie or withhold information:

“You tell me little, and expect me to trust this is not a trick? Is this some sort of final mockery?”

If the PCs tell her the full story, read this.

Sierra leans against (choose one of the PCs) and looks forward, the pale azure of her eyes never falters.  For a long time, Heike sits in silence….unmoving…the only real noise is your breathing and the distant sounds of gongs and bells passing the time.


“Hate” Heike begins, “has destroyed our people. It is a time to end such things” 

Heike looks away from Sierra, and then to you.

“Why should I forgive her? Why should I care anymore? Tell me….is there not equal parts of hate and anger in your hearts for what I have done? Tell me….convince me….why now am I being asked this…what is the truth?”

Heike has lost most of her family due to recent events.  The PCs must make a DC 30 Diplomacy Check to convince her to forgive Sierra. DMs are encouraged to give up to +5 for good role playing and use of character knowledge.

If PCs are convincing/Make their checks.

For a long moment, Heike does not answer, until finally, she nods quietly;


“We both have things to be forgiven for. I cannot say that I understand our fates, but they are entwined, and if we are to escape the cycle we have brought upon ourselves…then we must start now. I forgive you Sierra Blackblade, and know this: I shall repay my debt to you and the people of Gyruff. The storm is coming, and when it breaks, I shall come to your aid as well.”


Sierra nods and bows her head, a little of her lost strength seems to flow back into her, and she turns to you.


“Our task is finished here….we should depart”


As you emerge from the Sanctum, the head abbot greets you and returns your weapons if you left them. Nothing is disturbed, and as the Head Abbot smiles, the chill wind you felt upon your arrival again cuts the warmth. The abbot, unfazed by the cold, nods and turns, now seemingly unable to see you as a pale light fills the area you are in. A moment passes as the world swirls around you.

Have each PC make a Will Save, DC 20. Those who fail fall unconscious from transitioning. It lasts a few minutes and then they can continue.  

When things stop, the Druid of the Grove stands before you, 

“One task completed….one path has been walked….rest….prepare…for the other paths are not as gentle”

4B – Once the PCs have rested, read the following:

Again, you find yourselves descending into the darkness, the cold and foreboding chill seemingly creeps into your bones. There is a moment where the biting sensation of the cold is all that can be felt, and you find yourself struggling at some points to continue to move forward. Sierra, now more pale and colorless than ever seems to simply pull herself along, having to rely on your help to move forward.
As you push forward, again the dim light begins to glow ahead, the crevice this time seems larger, more angular. The smell of horses, blood, and mud assails you. You move into the light, and find yourself on a street....buildings aflame around you, the sounds of battle deafening.
PCs may make Knowledge Local – Sheldomar or Knowledge History or Bardic Knowledge checks, DC 20 to know they are at the First Battle of Gorna.

The buildings seem... different but there is no mistake the streets are that of mighty Gorna, home of the Radiant Throne...but it is on fire...many buildings lie ruined by large boulders....and the sounds of battle ring out with the bellowing of beasts, men, and.....giants.


Ahead, you see a group of longbowmen taking position, moving citizens and the helpless forward, away from an onslaught of giants and demihumans. The commander's voice, barely audible over the din gives the command, and arrows fly, to be answered by boulders which takes the commander from his position, ending his life in a gruesome collision between stone and the wood of a nearby building.


With the commander killed, the men hold positions, but begin breaking. Leaderless, the giants descend, with the innocent being fed to the slaughter...unless someone stops them...

APL 6 (EL 7)

Hill Giant (1): hp 117 each; see Monster Manual, page 123.

APL 8 (EL 9)

Frost Giant (1): hp 143 each; see Monster Manual, page 122.

APL 10 (EL 11)

Cloud Giant (1): hp 120 each; see Monster Manual, page 120.

APL 12 (EL 13)

Storm Giant (1): hp 212 each; see Monster Manual, page 125.

Tactics: This is a warm up battle for an even harder fight later on.  The DM is encouraged to add Goblins, Orcs, or Ogres from the Monster Manual if this battle or the next one needs to be more challenging.

Development: Assuming PCs survive, read the following:

After the battle, you stand over the slain, taking a moment to catch your breath. The wounded and helpless watch you, the cause seems lost. Walls of Force have seemingly cut off escape for those stragglers, and you find yourself facing the real prospect your final battle is here.

"One perishes...one is reborn" a voice as calm and as clear as any that has ever been heard echoes from the space you arrived from. Standing before you is an old man, garbed in green, leaning heavily upon a staff. "The price is to be paid, blood for blood, the renewal's cost must be made"

PCs may make a Knowledge Nature or Religion DC 30 to know this is a manifestation of the Green Man.  This is just a Manifestation of the modern, awakened Green Man, because at the time the Green Man was asleep.

"Father Forest" Sierra adds, now a colorless wraith, "We....have travelled....far...to here...."


Her voice dies away, with the Green Man standing before you all.


"Here the price for renewal was paid. Not in the blood of the duke...but by the blood of its heroes. Here was to be the beginning...and yet...the price was not paid......" the Green man adds, "Have you come at last to cleanse yourself of your crime, Sierra Blackblade? For as a Daughter of Gyruff, your crimes carry the long shadows across the land."


"My crimes...." Sierra begins, "Began long ago...."


"Yes...." the Green Man adds, "You evaded death here....and lived....lived in twilight....lived for the people, but not of the people...death circled for you to bring you and the others here.....a terrible price for the only chance at a future...."


The Green man looks at you all, a feeling of heaviness accompanying it. It is as if he looks into your eyes and sees your trials and travels.


"Some of you were born in this fire" the Green Man begins, "Like the forest after the fire, struggling in the scorched and burned Earth for survival. Yours is the fate of the future....not the past....but would you give your lives if it ment saving the land....and more importantly....the true value of the land....the people?"

Allow the PCs to discuss this among themselves.
If asked about the Brenin's sacrifice, The Green Man will answer.

"Owen the Brenin had his own sacrifice to make, for the land and for the people.  More than one man’s blood is often required. These here had to pave the way to the future with their lives, to give hope until Owen found his way. That all did not was part of Gaunt’s plan."

Otherwise continue:

"The one known as Gaunt has sought to usurp the powers of the Land to his will.... long has he sought a throne of his own.  And you daughter” The Green Man adds, "were his pawn"

Sierra looks at you carefully, and nods,

"I have been a pawn since before my birth. Some would say my birth only led me to this point. I have lost the two men I've ever really loved, I've lost the love of my son, the future for my daughter, and the hope of my people. I've allowed Gaunt to defeat me even in death...." Sierra adds, "But no longer...tell me Father Forest, what must I do?"

"It is simple..." the Green Man adds, "Die.”

With that, the Green Man moves forward, leaning on his cane and extending a hand towards the heavy gates in the far distance, where the last stand of the heroes of Gyruff is being made, Against the Giants.  Heroes show grim determination on their face, and with a finger, the Green Man points to the flanks, where a young woman is struck down by an Ettin. The Ettin quickly falls, as an elven man moves quickly to her side. 

(Knowledge nobility – who threw her on the horse?)

With great effort, the man pulls a small horse figurine out, which quickly enlarges into a regular horse. Lashing the unconscious woman to the horse, the elven lord smacks it, sending it out ahead of the gates, while turning to greet a wave of giants and kin.

"Now is the time daughter... your death...embrace it... and know that the cycle will be restored..."

Pointing his finger and Sierra, a flash of light engulfs her. After a second, Sierra Blackblade stands again on her own, her color returned, clad in the armor of a Paladin of Heironius. She turns and seems free of the weight and weakness, and nods to you.

"All things must end... I know what I must do... I ask only you follow me a short while yet... there are many left to save..."

Sierra takes a deep breath, "I am coming Ansalon..." she says quietly, "I am coming..."

A wall of enemies quickly wash over the defenses, striking again towards the weak and helpless. With perceptible effort, the Green Man turns towards the alley you emerged from, a light opening a bit wider.
"Not all who fell must do so" the Green Man adds, motioning not just at you, but the wave of refugees who are being cut down by the giants. "The door shall remain until the last drop of Sierra's blood is spilled... do what you will"

At this point PCs can choose to fight on or escape.

APL 6 (EL 9)

Hill Giant (2): hp 117 each; see Monster Manual, page 123.

APL 8 (EL 11)

Frost Giant (2): hp 143 each; see Monster Manual, page 122.

APL 10 (EL 13)

Cloud Giant (2): hp 190 each; see Monster Manual, page 120.

APL 12 (EL 16)

Frost Giant, Cleric 8 (2): hp 276; See Appendix IV

Tactics: The Giants have the Power of the Monolith behind them.  Once every three rounds pick a random PC and hit that PC with either a 5d6 Lightning Bolt (DC 22 Reflex Save for half) or a Ray of Enfeeblement (+5 Ranged Touch Attack per the Spell).  The Giants fight until killed.

Development: Assuming the PCs survive, read the following:
As many as that are killed, more rise to take their place. The enemy is relentless, and in the center of a swarm, the ebony haired Sierra Blackblade fights like a warrior possessed. Arrows riddle her body as she fights, falling to her knees only to rise again. Sierra continued to push forward, only to be swept back in a wave of the enemy, while ogres and Goblins descend upon her. The image of numerous spears falling is the last sight you have, before the wall of enemies closes. The portal begins to dim, growing slightly smaller. 

Make it clear that pushing forward is death.  Give the PCs a glorious death but they will not survive if they stay.

The last sound heard before the portal closes is the sound of the Green Man's voice calling out.


"It is done". The portal closes, and the trek upwards towards the light of the tree's entrance is warmer than you remember. The sounds of the wounded and helpless follow, as the procession exits into the light.
The Druid of the Grove stands expectantly, watching you as you exit.


"It is done" he adds, mimicking the Green Man's words. "The price has been paid... the final price of the land...the crime has been absolved.


"Yes... it has" a familiar voice echoes, as the form of Gaunt stands nearby, sneering, "As I thought it would be... soft-hearted that one... not like the rest of her family..."


"Speak carefully Gaunt" The Druid begins, "Your business here?" 


"The Spear..." Gaunt adds wistfully, "By hook or by crook, it is mine..."


"The Spear..." the Druid adds, looking at  you for a moment, "Oh yes... the spear... I do not think you wish it"

"Give it to me..." Gaunt demands, "The price in blood has been paid, the land satisfied... and I want what's coming to me"


"I cannot" the Druid explains, turning to the heroes, "It must be given by those who have paid the price..."


"Give me the spear" Gaunt snarls, looking at you, "it is mine...deny it...argue about it...but understand...even the mighty Druid will accept it as the truth"

The PCs may now debate giving Gaunt the Spear. Make it clear that he will leave everyone high and dry if the PCs refuse and the Druid really believes that the PCs should give Gaunt the spear.

IF the PCs give Gaunt the spear, go to Conclusion A

IF the PCs do not give Gaunt the spear, go to Conclusion B

Conclusion

This section contains the wrap-up of the adventure. Include any rewards given to the characters (especially AR effects), final explanations, and other conditions that the game master might need.  The first paragraph of the conclusion is not indented; all subsequent paragraphs are.  If there are multiple conclusion paths possible, you can list them in subsections, as follows:

Conclusion A: Gaunt has his spear

"At last...." Gaunt boasts, "My rule has begun"

"Except for the fact that the spear cannot be wielded by the Unseelie... or those shadow touched....or those who pay for it in the blood of their children" the Druid adds, "Foolish Gaunt....did you never realize that there was such a thing as consequence?"

Gaunt looks for a moment following the conversation, before his eyes grow wide. He attempts to toss the spear aside, but find he cannot. The Spear grows white-hot, with Gaunt screaming as he cannot let go. The Spear crackles and a flash of light washes over Gaunt.

"Only those whose motives are pure can wield *That* spear" the Druid begins, "And yours are far from noble...you lack the heart to understand this... but do not worry... that will be remedied."

Suddenly a different being is before you. Where there was a malignant sneer upon Gaunt’s face, now there is dignity and compassion.

“He… I underestimated the concepts of compassion and sacrifice. It seems so funny now, how I was caught in my own trap.” The voice is now smooth and a genuine smile comes upon his lips. He picks up Sierra’s wide brimmed hat.

“Well five thousand years married to an Unseelie Queen should be proper penance.” He puts the hat on is head and gives it a brief flick. “This fits pretty well, thank you daughter.” The new Seelie King turns to you. “We should be off, I have a gift for the Shadar Kai.”

When all is said and done, the Druid turns back to you;

"The storm is here. The final battle is upon us...and the fate of all peoples rest in the hands of those like you. You have done a great service...and for that....you have earned the chance of life....which is more than many possess. I pray you use it...but know that you do not go into the battle alone"

Producing a small green acorn from the folds of his robes, the Druid continues, "The land calls for many sacrifices, and many prices had to be paid, for the future. Prior to the final battle, plant this, for if any deserve to renew the land, it is those who have fought for its freedom"

As you return to the encampment, Victor Brightblade emerges from a nearby tent for word on his sister. 

"Sierra?" Victor asks, looking at you and the daughters. The silence being the only answer he receives. Nodding quietly, Victor takes a deep breath, looking at you all. "The corruption has vanished...and what's more...we have.....allies....arriving for our assault. Victor turns and leads the heroes back into the command tent, where Morgan Hazeleye stands over a map, joined by several familiar faces and an unexpected form of Heike. The preparations for war lay upon the table, with a muster list of wolfpacks and several other units, strange to be sharing the same battlefield. The moment pauses, as Victor turns to each of you, motioning you to join the planning.

"It is time" Victor says, "We end this"

PCs receive all favors on the AR.

Conclusion B: No Spear for the Wicked

Gaunt stomps his feet.  “Well then, no promises kept. I shall be off. Goodbye Sweetlings, until we meet again.” With that he disappears.

When all is said and done, the Druid turns back to you;

"The storm is here. The final battle is upon us...and the fate of all peoples rest in the hands of those like you. You have done a great service...and for that....you have earned the chance of life....which is more than many possess. I pray you use it...but know that you do not go into the battle alone"

Producing a small green acorn from the folds of his robes, the Druid continues, "The land calls for many sacrifices, and many prices had to be paid, for the future. Prior to the final battle, plant this, for if any deserve to renew the land, it is those who have fought for its freedom"

As you return to the encampment, Victor Brightblade emerges from a nearby tent for word on his sister. 

"Sierra?" Victor asks, looking at you and the daughters. The silence being the only answer he receives. Nodding quietly, Victor takes a deep breath, looking at you all. "The corruption has vanished...and what's more...we have.....allies....arriving for our assault. Victor turns and leads the heroes back into the command tent, where Morgan Hazeleye stands over a map, joined by several familiar faces and an unexpected form of Heike. The preparations for war lay upon the table, with a muster list of wolfpacks and several other units, strange to be sharing the same battlefield. The moment pauses, as Victor turns to each of you, motioning you to join the planning.

“The Shadar Kai have left.  One day we will deal with them too I suppose. For now, we have a dragon to kill.”

PCs receive the Favor of Victor Brightblade, Embraced by the Plane of Shadow, and Gratitude of the Geoff Triad.

Conclusion C: Justice Done

As you return to the encampment, Victor Brightblade emerges from a nearby tent for word on his sister. 

"Sierra?" Victor asks, looking at you and the daughters. The silence being the only answer he receives. Nodding quietly, Victor takes a deep breath, looking at you all. "The corruption has vanished...and what's more...we have.....allies....arriving for our assault. Victor turns and leads the heroes back into the command tent, where Morgan Hazeleye stands over a map, joined by several familiar faces and an unexpected form of Heike. The preparations for war lay upon the table, with a muster list of wolfpacks and several other units, strange to be sharing the same battlefield. The moment pauses, as Victor turns to each of you, motioning you to join the planning.

“Her sacrifice has saved the alliance with the Shadar Kai.” He can say no more and is very near tears. “Come, let us finish this.”

PCs receive the Favor of Victor Brightblade, Favor of She Who Rules,  Embraced by the Plane of Shadow, and Gratitude of the Geoff Triad.

The End

Experience Point Summary

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

Encounter 1

Defeat the Assassins.


APL 6: 300 xp.


APL 8: 360 xp.


APL 10: 420 xp.


APL 12: 480 xp.

Encounter 3

Defeat the Treant.


APL 6: 270 xp.


APL 8: 330 xp.


APL 10: 390 xp.


APL 12: 450 xp.

Encounter 4b

Defeat the Giants.


APL 6: 480 xp.


APL 8: 600 xp.


APL 10: 720 xp.


APL 12: 840 xp.

Story Award

Sierra dies at Gorna and the Druid of the Grove allows the PCs to choose whether Gaunt gets the spear or not


APL 6: 700 xp.


APL 8: 900 xp


APL 8: 1100 xp


APL 12: 1300 xp

Discretionary Roleplaying Award


APL 6: 50 xp.


APL 8: 60 xp


APL 8: 70 xp


APL 12: 80 xp

Total possible experience


APL 6: 1800 xp.


APL 8: 2250 xp.


APL 10: 2700 xp.


APL 12: 3150 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.

Encounter 1:

APL 6: L:  625 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp)
APL 8: L:  0 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp)
APL 10: L:  0 gp, C: 200 gp, M: Amulet of Health (2000gp), Scimitar +1 (1150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp), Gloves of Dex (2000gp)
APL 12: L:  0 gp, C: C: 200 gp, M: Amulet of Health (2000gp), Scimitar +2 (4150gp), Potion of Cure Moderate Wounds (150gp), Mithril Chain Shirt +2 (2625gp), Ring of Protection +1(500gp), Gloves of Dex (2000gp)
Total Possible Treasure (Maximum Reward Allowed)

APL 6: L: 625 gp, C: 200 gp, M: 3300 gp – Total: 4125 gp (1800 gp).

APL 8: L: 0 gp, C: 200 gp, M: 6425 gp – Total: 6625 gp (2,600gp).

APL 10: L: 0 gp, C: 200 gp, M: 8425 gp – Total: 8625 gp (4,600 gp).

APL 12: L: 0 gp, C: 200 gp, M: 11425 gp – Total: 11625 gp (6,600 gp).

Items for the Adventure Record

Favor of She Who Rules: For bringing the war between the Shadar Kai and the people of Cysgod Annwn to an end, the Shadar Kai leader She Who Rules will personally bless you with the spirit of her people.  Once during the module of your choice you will be imbued with the power of the Shadar Kai.  For five rounds the PC will have the ability to do 1d6 Sneak Attack Damage (for those who can already sneak attack this is an additional 1d6), have +10 to their Hide and Move Silently skills, and have DR 1/Cold Iron. 

Legendary Brightling: The PC has helped shape the course of the future of three peoples and must live with the consequences. You are now a Legendary Brightling. You have +10 fame bonus to Diplomacy, Bluff, and Intimidate Checks with denizens of the Plane of Shadow.  As a consequence all Disguise Checks vs. denizens of the Plane of Shadow suffer a –10 penalty. 

Favor of Victor Brightblade: For saving the alliance and the people of Cysgod Annwn, Victor Brightblade favors the PC with the following:

-The PC may upgrade any weapon to a Dragon Bane or Evil Outsider Bane for 50% of normal upgrade cost

-A Blessing of Dawn: The PC is granted a +4 circumstance bonus to the next death affect that strikes the PC.  If the effect would not normally allow a save, then the PC make may attempt a Will Save, DC 25 to avoid the death effect. 

Mark this Favor as USED when spent. Favor Level C.

Taken by the Plane of Shadow: For those PCs that have participated in all four Daughters of Geoff modules, you are now inexorably a part of the Plane of Shadow. This character gains the Dark template (Tome of Magic). 

Gratitude of the Geoff Triad: For participating in the last Geoff scenario at its premiere, you gain a single boon usable only ONCE at GEO8-IN3 “The Heart of Darkness”. The boon manifests as a 1 time Geoff Triad re-roll of a d20 roll OR a Geoff Triad Action Point, where the Triad member rolls 1d6 and the roll is added to a single D20 result. 
Appendix 1 – APL 6

Encounter 1




Shade Assassin
CR 5

Female Shade Ranger 2 / Rogue 3

NE Medium Humanoid (extraplanar)

Init +3; Senses Listen +9, Spot +9
Aura 

Languages Common 

AC 17, touch 13, flat-footed 14


(+0 size, +3 Dex, +0 class, +4 armor, +0 shield, +0 deflection, +0 insight, +0 natural)

Miss Chance: Shadow Blend 

hp 34 (3d6+2d8+10 HD); 

Fort +6 (+6 against poison), Ref +9, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness None
Speed 30 ft. in mithril chain shirt (6 squares), base movement 30 ft.;

Melee Scimitar +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3/18-20x2) or dual wield scimitar +6 (1d6+3/18-20x2)

Ranged Long Bow +7 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +6
Atk Options Poison (see below), Sneak Attack 2d6

Special Actions 

Combat Gear Scimitar +1, Mithril Chain Shirt

Abilities Str 14, Dex 16, Con 14(12), Int 13, Wis 12, Cha 12 
SQ Shadow Blend, Evasion, Trap Sense
Feats Weapon Focus: Scimitar, Combat Expertise

Skills  Hide +11, Listen +9, Move Silently +11, Spot +9, Tumble +10total ranks: class XX H
Possessions Amulet of Health +2, Potion of Cure Moderate Wounds 

Spellbook 

Shadow Blend

Poison – Each Scimitar has a Con Poison, DC 15, 1d3 Con/1d3 Con. It is good for one use per Scimitar
Skills 

Description 

Encounter 3




Shadow Treant
CR 9

NE Huge plant (extraplanar)

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +8, Spot +8

Languages Common, Sylvan 

AC 20, touch 7, flat-footed 20


(-2 size, -1 Dex, +0 class, +0 armor, +0 shield, +0 deflection, +0 insight, +13 natural)

Miss Chance shadow blend

hp 66 (7 HD); DR 10/slashing

Immune plant traits
Resist cold 12, evasion; 

Fort +10, Ref +1, Will +7

Race F+5, R+2, W+2; Class F+0, R+0, W+0; Abilities Con +5, Dex -1, Wis +3; other bonuses F+0, R+0, W+2;

Weakness vulnerable to fire
Speed 45 ft. (9 squares), base movement 45 ft.

Melee 2 slams +12[-2 size, +5 BAB, +9 Str, +0 weapon, +0 feat] (2d6+9/x2) 

Space 15 ft.; Reach 15 ft.

Base Atk +5; Grp +22

Atk Options Animate trees, double damage against objects, trample 2d6+13

Special Actions 

Combat Gear 

Abilities Str 29, Dex 8, Con 21, Int 12, Wis 16, Cha 12 

SQ 
Feats Improved Sunder, Iron Will, Power Attack 

Skills total ranks: class 10 Diplomacy +3[+0 size, +2 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Hide -9[-8 size, +0 ranks, -1 ability, +0 synergy, +0 speed, -0 armor], Intimidate +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Knowledge (nature) +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Listen +8[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Sense Motive +8[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Spot +8[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Survival +8 (+10 above ground)[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Double Damage against Objects (Ex) A treant or animated tree that makes a full attack against an object or structure deals double damage.

Animate Trees (Sp) A treant can animate trees within 180 feet at will, controlling up to two trees at a time. It takes 1 full round for a normal tree to uproot itself. Thereafter it moves at a speed of 10 feet and fights as a treant in all respects. Animated trees lose their ability to move if the treant that animated them is incapacitated or moves out of range. The ability is otherwise similar to liveoak (caster level 12th). Animated trees have the same vulnerability to fire that a treant has.

Trample (Ex): Reflex DC 22 half. The save DC is Strength-based.
Skills Treants have a +16 racial bonus on Hide checks made in forested areas. Shadow creatures gain a +6 racial bonus on Move Silently checks.

Description 

MM, Lords of Madness
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Encounter 1




Shade Assassin
CR 7

Female Shade Ranger 2 / Rogue 3 / Assassin 2

NE Medium Humanoid (extraplanar)

Init +3; Senses Listen +11, Spot +11
Aura 

Languages Common 

AC 20, touch 14, flat-footed 17


(+0 size, +3 Dex, +0 class, +6 armor, +0 shield, +1 deflection, +0 insight, +0 natural)

Miss Chance: Shadow Blend 

hp 46 (5d6+2d8+14 HD); 

Fort +6 (+7 against poison), Ref +12, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness None
Speed 30 ft. in mithril chain shirt (6 squares), base movement 30 ft.;

Melee Scimitar +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3/18-20x2) or dual wield scimitar +7 (1d6+3/18-20x2)

Ranged Long Bow +8 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options Poison (see below), Sneak Attack 3d6

Special Actions Death Attack

Combat Gear Scimitar +1, Mithril Chain Shirt+2

Assassin Spells – 1st Level: True Strike

Abilities Str 14, Dex 16, Con 14(12), Int 12, Wis 12, Cha 12 
SQ Shadow Blend, Evasion, Trap Sense, Safe Poison Use, Uncanny Dodge
Feats Weapon Focus: Scimitar, Combat Expertise, Improved Feint 

Skills   Bluff+11, Disguise +4, Hide +13, Listen +11, Move Silently +13, Spot +11, Tumble +12total ranks: class XX H
Possessions Amulet of Health +2, Potion of Cure Moderate Wounds, Ring of Protection +1 

Spellbook 

Shadow Blend

Poison – Each Scimitar has a Con Poison, DC 15, 1d3 Con/1d3 Con. It is good for one use per Scimitar
Skills 

Description
Encounter 3




Advanced Shadow Treant
CR 11

NE Huge plant (extraplanar)

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +19, Spot +19

Languages Common, Sylvan 

AC 20, touch 7, flat-footed 20


(-2 size, -1 Dex, +0 class, +0 armor, +0 shield, +0 deflection, +0 insight, +13 natural)

Miss Chance shadow blend

hp 180 (15 HD); DR 10/slashing

Immune plant traits
Resist cold 15, evasion, fast healing 2; 

Fort +17, Ref +6, Will +12

Race F+9, R+5, W+5; Class F+0, R+0, W+0; Abilities Con +6, Dex -1, Wis +3; other bonuses F+2, R+2, W+4;

Weakness vulnerable to fire
Speed 45 ft. (9 squares), base movement 45 ft.

Melee 2 slams +20[-2 size, +11 BAB, +10 Str, +0 weapon, +1 feat] (2d6+10/19-20x2) 

Space 15 ft.; Reach 15 ft.

Base Atk +11; Grp +29

Atk Options Animate trees, double damage against objects, trample 2d6+15

Special Actions 

Combat Gear 

Abilities Str 30, Dex 8, Con 22, Int 12, Wis 16, Cha 12 

SQ 
Feats Improved Critical (slam), Improved Sunder, Improved Toughness, Iron Will, Power Attack, Weapon Focus (slam) 

Skills total ranks: class 18 Diplomacy +3[+0 size, +2 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Hide -7[-8 size, +2 ranks, -1 ability, +0 synergy, +0 speed, -0 armor], Intimidate +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Knowledge (nature) +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Listen +19[+0 size, +16 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Sense Motive +8[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Spot +19[+0 size, +16 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Survival +8 (+10 above ground)[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor],

Possessions combat gear plus 

Double Damage against Objects (Ex) A treant or animated tree that makes a full attack against an object or structure deals double damage.

Animate Trees (Sp) A treant can animate trees within 180 feet at will, controlling up to two trees at a time. It takes 1 full round for a normal tree to uproot itself. Thereafter it moves at a speed of 10 feet and fights as a treant in all respects. Animated trees lose their ability to move if the treant that animated them is incapacitated or moves out of range. The ability is otherwise similar to liveoak (caster level 12th). Animated trees have the same vulnerability to fire that a treant has.

Trample (Ex): Reflex DC 27 half. The save DC is Strength-based.

Skills Treants have a +16 racial bonus on Hide checks made in forested areas. Shadow creatures gain a +6 racial bonus on Move Silently checks.

Description 

MM, Lords of Madness
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Encounter 1




Shade Assassin
CR 9

Female Shade Ranger 2 / Rogue 3 / Assassin 4

NE Medium Humanoid (extraplanar)

Init +9; Senses Listen +13, Spot +13
Aura 

Languages Common 

AC 22, touch 16, flat-footed 17


(+0 size, +5 Dex, +0 class, +6 armor, +0 shield, +1 deflection, +0 insight, +0 natural)

Miss Chance: Shadow Blend 

hp 58 (7d6+2d8+18 HD); 

Fort +7 (+9 against poison), Ref +15, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness None
Speed 30 ft. in mithril chain shirt (6 squares), base movement 30 ft.;

Melee Scimitar +11[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3/18-20x2) or dual wield scimitar +9 (1d6+3/18-20x2)

Ranged Long Bow +12 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +9

Atk Options Poison (see below), Sneak Attack 4d6

Special Actions Death Attack

Combat Gear Scimitar +1, Mithril Chain Shirt+2

Assassin Spells – 2nd Level: Invisibility

Spells – 1st Level: True Strikex2, Feather Fall

Abilities Str 14, Dex 18(16), Con 14(12), Int 13, Wis 12, Cha 12 
SQ Shadow Blend, Evasion, Trap Sense, Safe Poison Use, Uncanny Dodge
Feats Weapon Focus: Scimitar, Combat Expertise, Improved Feint, Improved Initiative

Skills   Bluff+13, Disguise +4, Hide +17, Listen +13, Move Silently +17, Spot +13, Tumble +16total ranks: class XX H
Possessions Amulet of Health +2, Potion of Cure Moderate Wounds, Ring of Protection +1, Gloves of Dex +2  

Spellbook 

Shadow Blend

Poison – Each Scimitar has a Con Poison, DC 15, 1d3 Con/1d3 Con. It is good for one use per Scimitar
Skills 

Description
Encounter 3




Advanced Shadow Treant
CR 13

NE Gargantuan plant (extraplanar)

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +24, Spot +24

Languages Common, Sylvan 

AC 22, touch 5, flat-footed 22


(-4 size, -1 Dex, +0 class, +0 armor, +0 shield, +0 deflection, +0 insight, +17 natural)

Miss Chance shadow blend

hp 260 (19 HD); DR 10/slashing

Immune plant traits
Resist cold 15, evasion, fast healing 2; 

Fort +21, Ref +7, Will +13

Race F+11, R+6, W+6; Class F+0, R+0, W+0; Abilities Con +8, Dex -1, Wis +3; other bonuses F+2, R+2, W+4;

Weakness vulnerable to fire
Speed 45 ft. (9 squares), base movement 45 ft.

Melee 2 slams +25[-4 size, +14 BAB, +14 Str, +0 weapon, +1 feat] (4d6+14/19-20x2) 

Space 20 ft.; Reach 20 ft.

Base Atk +14; Grp +40

Atk Options Animate trees, double damage against objects, trample 3d6+21

Special Actions 

Combat Gear 

Spell-Like Abilities (CL 5th):


1st—mirror image 1/day

(Already cast

Abilities Str 38, Dex 8, Con 27, Int 12, Wis 16, Cha 12 

SQ 
Feats Improved Critical (slam), Improved Natural Attack, Improved Sunder, Improved Toughness, Iron Will, Power Attack, Weapon Focus (slam) 

Skills total ranks: class 22 Diplomacy +3[+0 size, +2 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Hide -9[-12 size, +4 ranks, -1 ability, +0 synergy, +0 speed, -0 armor], Intimidate +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Knowledge (nature) +6[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, -0 armor], Listen +24[+0 size, +21 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Sense Motive +8[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Spot +24[+0 size, +21 ranks, +3 ability, +0 synergy, +0 speed, -0 armor], Survival +8 (+10 above ground)[+0 size, +5 ranks, +3 ability, +0 synergy, +0 speed, -0 armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Double Damage against Objects (Ex) A treant or animated tree that makes a full attack against an object or structure deals double damage.

Animate Trees (Sp) A treant can animate trees within 180 feet at will, controlling up to two trees at a time. It takes 1 full round for a normal tree to uproot itself. Thereafter it moves at a speed of 10 feet and fights as a treant in all respects. Animated trees lose their ability to move if the treant that animated them is incapacitated or moves out of range. The ability is otherwise similar to liveoak (caster level 12th). Animated trees have the same vulnerability to fire that a treant has.

Trample (Ex): Reflex DC 33 half. The save DC is Strength-based.

Skills Treants have a +16 racial bonus on Hide checks made in forested areas. Shadow creatures gain a +6 racial bonus on Move Silently checks.

Description 

MM, Lords of Madness
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Encounter 1





Shade Assassin
CR 11

Female Shade Ranger 4 / Rogue 3 / Assassin 4

NE Medium Humanoid (extraplanar)

Init +9; Senses Listen +15, Spot +15
Aura 

Languages Common 

AC 22, touch 16, flat-footed 17


(+0 size, +5 Dex, +0 class, +6 armor, +0 shield, +1 deflection, +0 insight, +0 natural)

Miss Chance: Shadow Blend 

hp 72 (7d6+4d8+22 HD); 

Fort +8 (+10 against poison), Ref +16, Will +4

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness None
Speed 30 ft. in mithril chain shirt (6 squares), base movement 30 ft.;

Melee Scimitar +14[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+4/18-20x2) or dual wield scimitar +12 (1d6+4/18-20x2)

Ranged Long Bow +14 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Atk Options Poison (see below), Sneak Attack 4d6

Special Actions Death Attack

Combat Gear Scimitar +2, Mithril Chain Shirt+2

Ranger Spells – 1st Level: Protection from Energy

Assassin Spells – 3rd Level: Invisibilityx2

Spells – 2nd Level: Invisibilityx2

Spells – 1st Level: True Strikex2, Feather Fall

Abilities Str 14, Dex 18(16), Con 14(12), Int 13, Wis 12, Cha 12 
SQ Shadow Blend, Evasion, Trap Sense, Safe Poison Use, Uncanny Dodge, Wolf Animal Companion
Feats Weapon Focus: Scimitar, Combat Expertise, Improved Feint, Improved Initiative

Skills   Bluff+13, Disguise +4, Hide +19, Listen +15, Move Silently +19, Spot +15, Tumble +17total ranks: class XX H
Possessions Amulet of Health +2, Potion of Cure Moderate Wounds, Ring of Protection +1, Gloves of Dex +2  

Spellbook 

Shadow Blend

Poison – Each Scimitar has a Con Poison, DC 17, 1d6 Con/1d6 Con. It is good for one use per Scimitar
Skills 

Description
Encounter 3




Advanced Shadow Treant
CR 15

Treant druid 4

NE Gargantuan plant (extraplanar)

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +24, Spot +24

Languages Common, Druidic, Sylvan 

AC 26, touch 6, flat-footed 26


(-4 size, +0 Dex, +0 class, +0 armor, +0 shield, +0 deflection, +0 insight, +17 natural (+3 barkskin))

Miss Chance shadow blend

hp 368 (23 HD); DR 10/slashing, DR 5/magic

Immune plant traits
Resist cold 15, evasion, fast healing 2; 

Fort +27, Ref +7, Will +13

Race F+11, R+6, W+6; Class F+4, R+1, W+4; Abilities Con +10, Dex +0, Wis +5; other bonuses F+2, R+2, W+4;

Weakness vulnerable to fire
Speed 45 ft. (9 squares), base movement 45 ft.

Melee 2 slams +28[-4 size, +17 BAB, +14 Str, +0 weapon, +1 feat] (4d6+14/19-20x2) 

Space 20 ft.; Reach 20 ft.

Base Atk +17; Grp +43

Atk Options Animate trees, double damage against objects, trample 3d6+21

Special Actions 

Combat Gear 

Druid Spells Prepared (CL 8th):


2nd—barkskin, bear’s endurance, resist energy


1st—cure light wounds x2, faerie fire x2, longstrider


0—create water, cure minor wounds, know direction, read magic, resistance

Spell-Like Abilities (CL 5th):


1st—mirror image 1/day

(Already cast

Abilities Str 38, Dex 10, Con 31, Int 14, Wis 20, Cha 10 

SQ 
Feats Improved Critical (slam), Improved Natural Attack, Improved Sunder, Improved Toughness, Iron Will, Power Attack, Practiced Spellcaster, Weapon Focus (slam) 

Skills total ranks: class 26 Concentration +35[+0 size, +25 ranks, +10 ability, +0 synergy, +0 speed, -0 armor], Diplomacy +2[+0 size, +2 ranks, +0 ability, +0 synergy, +0 speed, -0 armor], Hide -8[-12 size, +4 ranks, +0 ability, +0 synergy, +0 speed, -0 armor], Intimidate +5[+0 size, +5 ranks, +0 ability, +0 synergy, +0 speed, -0 armor], Knowledge (nature) +10[+0 size, +8 ranks, +2 ability, +0 synergy, +0 speed, -0 armor], Listen +26[+0 size, +21 ranks, +5 ability, +0 synergy, +0 speed, -0 armor], Sense Motive +10[+0 size, +5 ranks, +5 ability, +0 synergy, +0 speed, -0 armor], Spot +26[+0 size, +21 ranks, +5 ability, +0 synergy, +0 speed, -0 armor], Spellcraft +12[+0 size, +10 ranks, +2 ability, +0 synergy, +0 speed, -0 armor], Survival +10 (+12 above ground)[+0 size, +5 ranks, +5 ability, +0 synergy, +0 speed, -0 armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Double Damage against Objects (Ex) A treant or animated tree that makes a full attack against an object or structure deals double damage.

Animate Trees (Sp) A treant can animate trees within 180 feet at will, controlling up to two trees at a time. It takes 1 full round for a normal tree to uproot itself. Thereafter it moves at a speed of 10 feet and fights as a treant in all respects. Animated trees lose their ability to move if the treant that animated them is incapacitated or moves out of range. The ability is otherwise similar to liveoak (caster level 12th). Animated trees have the same vulnerability to fire that a treant has.

Trample (Ex): Reflex DC 35 half. The save DC is Strength-based.
Skills Treants have a +16 racial bonus on Hide checks made in forested areas. Shadow creatures gain a +6 racial bonus on Move Silently checks.

Description 

MM, Lords of Madness
Encounter 4




Settur and Grimnir
CR 14

Male fire giant cleric 8

LE Large giant (fire)

Init +0; Senses Listen +4, Spot +4

Aura strong evil

Languages Common, Giant, Infernal 

AC 30, touch 13, flat-footed 30


(-1 size, +0 Dex, +0 class, +9 armor, +0 shield, +4 deflection (shield of faith), +0 insight, +8 natural)

hp 276 (23 HD); 

Immune fire, paralysis (freedom of movement)
Resist ; 

Fort +24, Ref +8, Will +16

Race F+11, R+6, W+6; Class F+6, R+2, W+6; Abilities Con +7, Dex +0, Wis +4; other bonuses

Weakness cold vulnerability
Speed 30 ft. in +1 full plate armor (6 squares), base movement 40 ft.

Melee +1 greatsword +27/+22/+17/+12 (+36/+31/+26/+21 with divine power)[-1 size, +17 BAB, +10 Str, +1 weapon, +0 feat] (3d6+16 (20 with divine power)/19-20x2) or 2 slams +26 (+35 with divine power)[-1 size, +17 BAB, +10 Str, +0 weapon, +0 feat] (1d4+10 (13 with divine power)/x2)

Ranged rock +17 (+22 with divine power)[-1 size, +23 BAB, +0 Dex, +0 weapon, +0 feat] (damage)

Space 10 ft.; Reach 10 ft.

Base Atk +17 (+23 with divine power); Grp +28 (+37 with divine power)

Atk Options 

Special Actions 

Combat Gear potion of remove blindness

Cleric Spells Prepared (CL 12th):


4th—divine power, freedom of movement, poison (DC 18), wall of fireD

3rd—bestow curse, blindness/deafness, dispel magic, invisibility purge, magic vestmentD

2nd—bull’s strengthD, death knell, hold person (DC 16), lesser restoration, shatter

1st—bless, burning handsD, command (DC 15), divine favor, shield of faith x2

0—cure minor wounds x5, light

D: Domain spell. Deity: Surtr. Domains: Fire, Strength 

Abilities Str 30 (36 with divine power), Dex 11, Con 24, Int 10, Wis 18, Cha 12

SQ 
Feats Cleave, Eschew Materials, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack, Practiced Spellcaster

Skills total ranks: class 26 Concentration +32[+0 size, +25 ranks, +7 ability, +0 synergy, +0 speed, -0 armor], Knowledge (religion) +15[+0 size, +15 ranks, +0 ability, +0 synergy, +0 speed, -0 armor], Spellcraft +10[+0 size, +10 ranks, +0 ability, +0 synergy, +0 speed, -0 armor], 

Possessions combat gear plus 

Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks.
Skills 

Description 

MM, PHB

Note: Both giants have precast spells, which raises their CR by 1.  However, they have used a lot of their resources and spells, which reduces their CR by 1.

DM Aid: Character backgrounds

Critical Event Summary: GEO8-03 Where all shadows lie

For use only at Ottercon2008.

1. 
Do the PCs convince Heike to forgive Sierra? 

Yes

No:

2.
Do the PCs let Sierra die at the Legacy of Valor?








Yes

No

3.  Do the PCs give Gaunt the spear?   Yes

No

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image2.png]
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