GRMI2-04
A Dirty Job
A One-Round D&D Living Greyhawk® 

Gran March Regional Battle Interactive

Round 1

by P. John Freeman and Greg Gershowitz 

Humanoids have taken over an abandoned fort.  The military has a job for you, and it may not be pleasant.  A Gran March Regional Battle Interactive for characters of 1st through 11th level.

A DIRTY JOB

  By P. John Freeman and Greg Gershowitz

DRAFT VERSION 1.3.3

This is an interactive to be run at QueensCon in Charlotte, NC for the Living Greyhawk (LG) campaign.  The convention is scheduled for July 19th - 21st, 2002.  This is tentatively slated to run during the last game slot on Saturday evening, in a 4 + hour gaming slot, and could accommodate up to 8-10 tables of up to 6 players each, if enough GM's are available.

The concept is that the PC's have been enlisted, drafted, recalled or volunteered to help the Gran March (GM) military re-take a fort which has been abandoned for several years, but which the military has now decided it can use again.  However, several humanoids have taken up residence in the fort, and are using it as a base of operations for their plans of conquest.  The interactive is to be run in a 4 + hour gaming slot, with approximately 15 minutes for the interactive portion, and the rest in 3 module slots of 1 hour, 1 hour, and 1 ½  hour each.  The characters will be given XP and non-military characters will be paid for their service.  Military characters may count the module as military time, and they may receive commendations, etc.  Military characters that display exemplary bravery/ability may receive special commendations.  There is a final, separate mission offered to the highest level PCs that occurs simultaneously with the last mission of the other PCs.


Introduction: the PC's are addressed by the military commander to receive their orders.  An overview of the mission is given (to scout and retake the fort).  GM military characters are given leadership roles, and told to form scouting parties to accomplish their first mission (5-6 characters per table).  All conversations are to be in character, and characters may be judged on their attitudes during this potion (receiving demerits if they are insubordinate).  Military characters are told the success or failure of their team will judge them, and team members are told to follow their leader's orders.  Leaders are also told they may be ranked on their leadership skills on the battlefield.  Preference in leadership roles is given to ranking military officers (if a tie in ranks, the most commendations, then favoring devoted fighter classes).

The mission happens during a full moon (better visibility for humans), with the final assault scheduled for sunrise, when it is easier to see.

General Orders: Follow orders, accomplish objectives, and do not die.

Other Stuff:
Some of the humanoid forces should have some equipment with the elector from Lortenford's insignia on it.  Any humanoids should have the Crooked Claw (ogres and orcs) and Wicked Eye (goblinoids) clan markings. 

Overview

Part I

Interactive:  The players are to wear index cards with their basic information on them.  The PCs are 'mustered' in a tent (large room) and given a few minutes to mill around, and talk to each other.  There may be some NPCs among the crowd, giving out gossip.  The PCs are then addressed by the military commander, Lt. Stonebreaker, a no-nonsense military commander who has a mission for the PCs (the Dirty Job).  Characters will be allowed to select their spells *after* hearing this initial briefing, but must do so before beginning their first mission.  Gran March military characters are made mission leaders and told to select their initial teams.  Highest ranking officers first (then most commendations, in case of a tie, then favoring pure fighter classes if still tied).  Estimated time 10-15 minutes.

Mission 1: A reconnaissance mission - the PC's are to scout out the humanoids, and determine the basic composition of their forces.  They are not, if possible, to be seen by the enemy or engage them.  However, if they DO engage the enemy, they are to try and eliminate the forces opposing them, so they cannot report back.  Will occur about 1-2 hours before sunrise in game terms. (Note: will involve hide & move silently rolls vs. listen and spot rolls from the defenders) . It clearly favors rogues, monks, rangers, and characters that are largely skill based.  Time allotted for this mission: 1 hour

Part II

Interactive: the PCs regroup, and have an opportunity for healing (healing potions will be issued).  The characters will report back to their commander their missions (again, the military characters lead the parties).  A scout (an NPC member of the pathfinders) addresses the characters, who gives them some 'rumors' - some of which are true, some of which are not. 

  Some possible rumors:

· The humanoids are working for some more powerful force [true]

· The local villagers have seen the dead walking [also true]

· There have been large shapes seen flying over the castle at night by the villagers [not true].

· The Grand Duke Owen has been kidnapped and is being held in the keep.

  The PCs report back to the mustering tent and a short talk on the success or failure of the reconnaissance mission is given.  Estimated time: 10-15 minutes.

Mission 2: An encounter with humanoids & undead - the PCs are to approach the castle from the nearest point of the woods, and will encounter a force of better-trained humanoids than the patrols.  As soon as they approach the force, undead emerge from the trees to support the force.   This mission clearly favors clerics, paladins, and those who are used to handling undead.  The encounter should be a tough one for the table, but just within their abilities. Time allotted for this mission: 1 hour.

Part III

Interactive:  The characters report for final muster.  The sun is breaking over the horizon, and the Lt. tells them it is time to storm the castle.  The outer defenses are down, but the defenders are dug in.  They are expecting an assault, and the longer the PCs wait the better ready the defenders will be.  The characters will have 10 minutes at the final muster, reflecting 10 minutes of game time to cast spells, seek healing, etc.  They will then break into their final tables for assault.  If the Army Clerics have any healing spells left, they will cast them, and several Restoration spells, based on orders from the team leaders.  If possible, a high-level table may be selected to face the leaders of the humanoids in a separate, special mission (APL 8-10).  Estimated time: 15 minutes.

Mission 3: A storming of the fort/castle to be re-taken with the humanoids defending vigorously.  The leader(s) of the humanoids present themselves, and are supported by Goblinoids.  There may be more undead backing up the leaders, depending on the APL of the party.  Also, the PCs are coming up an incline, so will be at a disadvantage.  The main battles once the hills are stormed will take place in the courtyard of the building and/or outside.  The humanoids here may are backed by some trained archers; they may also have some beasts to release.  This mission is less subtle than the first two, and favors the fighter classes, but also requires the most teamwork.  Time allotted for this mission: 1 ½  hours.

Mission Overviews:

Mission 1:

  The area is covered in woods and light brush, and there is a 10 foot wide path that the humanoids travel to patrol.  They have a small 20 ft area clearing where they have built a fire to ward off the evening chill.  The PCs are to scout the party and determine their composition and number(s), without being detected by the humanoids if possible.  If they are detected, they are to try and eliminate the humanoids as quietly and quickly as possible.  The humanoids do occasionally have patrols of their own, usually one or two men.  The woods obscure both vision and sound.  The mission ends at one hour (finish the round the PCs are in at that time).

   The main fort itself is approximately 400 yards away, but the PCs should be discouraged from attempting to approach it directly at this time.

Mission 2:

  The PCs are approaching the fort from the back side, while the Lt. and his men engage the main force in the front; therefore the force in the back is much smaller.  However, the humanoids in this back area are supported by undead.

  Initially, the PCs will find a small contingent of humanoids, but the undead will stand and attack the PCs.  The humanoids should not be enough to challenge the PCs by themselves, but the undead should.  The humanoids have build a simple barricade stretching between two thickly wooded areas, and it is there they will fight from, who are hidden in the trees.  Time allotted is 1 hour, and the mission ends at that point.

Mission 3:

This is the final assault on the fort, and comes in several parts.  The PCs are going to have to climb up the incline behind the fort while the Lt. and his men are storming the front of the fort.  The PCs will also have to move 50 feet from the last cover to the base of the cliff before they start climbing, drawing missle fire as they approach.  The incline represents a small, but the PCs can only move ½ speed while climbing, or face a greater chance of falling.  (Remember to take Armor check penalties on this skill.) The cliff face height will vary by APL, and the PCs will be attacked a few rounds after they begin their climbing.  There is only a small contingent of humanoids in the back, since they are mostly up front fighting the main force.  The humanoids will shoot bows at the PCs as they climb (they are on higher ground and the PCs are denied any Dexterity bonus or shield while climbing).  Once the PCs attain the hill, they will have to fight any remaining archers, and deal with the archers stationed up on the fort walls and some "ground troops".  After a few rounds, the remaining humanoids will unleash their animals to attack the PCs.  The archer shooting from the fortress ramparts has nearly complete cover (90% cover).  The time allotted is 1 ½  hours, but may run a little longer if no other events are planned afterwards.

Special Mission:

The highest APL table will be asked to go on a special mission to attack the main leaders of the humanoids.  They will be contained in the body of the Col.'s troops, and break out to engage them in the Fortress courtyard (where intelligence has placed them).  They do not have to run across the open area, nor climb, but they have to batter open the fortress door (which the troops will actually handle), and then face foes that have had time to prepare for them, including the cleric who leads them. 

Judges' Notes:

General Notes: Please have all spell casters show you their 'spell sheet' at the beginning of each mission.  Make certain spells are marked off when they are cast.  Also, note that visibility for characters without dark vision is 20’ (40’ for those with low-light), unless they have a light source, because it is moonlight for Missions 1 & 2.  The mission does take place during a full moon.

For mission 1, please review the rules regarding move silently and hide checks vs. opposing rolls for listen and spot checks.  In general, look over the way opposing skill rolls are made.  Also, review the rules for spotting someone through cover, and reduced vision for lack of light and dense growth (forest).  Give the players a reasonable amount of latitude, but realize that sounds of battle would probably attract attention.  Also, in general, observe the way the mission leader handles him/herself in a leadership role, and how good they are at giving orders.  If there is combat, the humanoids will fight to the best of their ability, but not flee, for they fear worse punishment if they do flee (punishment worse than death, as per mission 2).  Realize that there may not be a combat in this mission if the PCs are very careful.  This mission may split the party up: if that occurs, either have the other players leave the table or instruct them that they cannot communicate with the scout(s) until they return.  Also, judge the leadership decisions of the mission leader.  Time allotted: 1 hour (at the end of one hour, the mission is over, and success or failure must be determined at that point, not based on what the PCs planned to do, but what they actually did).

For mission 2, please review the special abilities of the various undead involved at each APL.  Note that undead cannot be critted, some undead take less damage from certain weapons, some undead require magic weapons to hit, and some undead have Spell Resistance and/or Turn Resistance.  Again, judge the leadership decisions of the military leader, and the responses of each player to the leader.  Please review the rules for shooting someone with partial cover.  There will be a combat during this mission.  Please review the spell list sheets of all PCs.  Time allotted: 1 ¼ hours. 

For mission 3: Note the mission starts at sunrise, so characters should be able to see easily.  Please review the rules for fighting from higher ground, as the PCs will be going up an incline to get to the fort.  Also, please review the rules for climbing, noting the advantage attackers have and the penalties that PCs will have while climbing (loss of Dex, no shield, slowed movement, +2 for attackers to hit, etc [Note also that 3rd level and higher Rogues still lose their dex bonus during a climb.]).   Please review the spell lists for each NPC, and be generally familiar with the spell effects.  Please play NPCs as if they actually used tactics (flanking, etc).  Also, please review any unique abilities for the NPC foes (such as multiattack, etc).  Please review the spell list sheets of all PCs.  Please review the rules for firing from behind cover.  Time allotted: 1 ½  hours.

Also, at all encounter levels, the monsters have been given ¾ maximum hit points, which does not change their CR, but does make them much tougher to deal with.  The PC's are not to be told that the foes have these boosted hit points.

Players Handout:

  All players who participate in the interactive must read this handout, because it gives general guidelines for the interactive.  Unless otherwise indicated, during the 'interactive' portions of the event, all players are to be "in-character" at all times.  Please write on a 3 x 5 note card the basic physical information someone would see if/when they look at your character and wear that in a visible place.  Such information should include, for example, your character's race, gender, dress (armor? If so, what type), visible symbols and weapons.  Please print in large characters and write legibly.

  The interactive will consist of a military-style briefing, and characters are expected to behave accordingly.  Because this is a Gran March military mission, characters (especially active military members) may have the opportunity for either commendations or demotions, depending on their conduct, and the success/failure of their missions.

Interactive Part 1

Lt. Stonebreaker makes a speech.

Mission 1: Reconnaissance

  The area is covered in woods and light brush, and there is a 10 foot wide path that the humanoids travel to patrol.  They have a small 20 ft area clearing where they have built a fire to ward off the evening chill.  The PCs are to scout the party and determine their composition and number(s), without being detected by the humanoids if possible.  If they are detected, they are to try and eliminate the humanoids as quietly and quickly as possible.  The humanoids do occasionally have patrols of their own, usually one or two men.  The woods obscure both vision and sound.  The mission ends at one hour (finish the round the PCs are in at that time).

   The main fort itself is approximately 400 yards away, but the PCs should be discouraged from attempting to approach it directly at this time.

   The PCs are reconnoitering only.  They should report the patrol composition.  Any prisoners are to be brought to the Army reps for interrogation.

The enemies all speak Goblin.  They have built a fire to ward off the evening chill, but they all have Darkvision. They are on patrol approximately ¼ mile (400 yards) from the fort just before the end of the tree line surrounding the area breaks (there is an open area with only light brush before the fort.  The Bugbears order the Gnolls, who order the hobgoblins, who order the norkers.  They are generally alert, though not expecting the PC's to be attacking so soon (the fort is expecting an attack in general).  Any characters that speak goblin will be able to understand what they are saying (Listen check DC 15 + distance modifiers) if they can get close enough to listen.  The enemies will generally discuss the following:

· how boring guard duty is;

· how much they dislike the other races they are interacting with (the norkers talk about the hobgoblins out of their ear shot, the hobgoblins talk about the Gnolls out of their earshot, etc, and everyone complains about the unruly norkers)

· that they are scared of their leader's temper

· training is really boring

· that they want to attack someone.  Waiting for the dwarves to attack is getting tedious.

· that they despise humans and the humanoid races (elves in particular).

If the patrol detects or hears the PCs' coming, they will hide and set an ambush.  The Gnoll(s) and/or Bugbear(s) will remain by the fire, but the rest will hide in the forest near the fire.  They have cleared a small path back to the fort which is 6' wide, and have a path, though not cleared well (Spot DC 20, unless searcher has Darkvision, then DC 15, both searchers get a +2 bonus if person has 5 ranks or more in Wilderness Lore), through the woods approximately 40' South from the fire that they patrol regularly.  

During the combats, if the players mention that the goblins seem strange, have them make spot checks (DC = 15+APL).  If they succeed, tell them that the goblins seem to be made of stone.  Not golem or elemental-like, but very thick skinned, and that their teeth seem to be very elongated.

Patrol:











Lookouts are 10 feet up in trees, and have Hide rolls of 15+APL. Remember to add Hide skills of lookouts.

APL 2 (EL 4)

Norkers (4): CR ½ each

Hobgoblins (2): CR ½ each 

No lookouts.

Norker: CR 1/2; Size:S Type Humanoid; HD (1d8)+2; hp 8; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 19 (flatfooted 18, touch 12), Bite (Natural/Secondary) -3 0'/P (1d4 20/x2 Neither S ) or *Club +2 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +3 10'/B (1d6 20/x2 Both M ) or Javelin +3 0'/P (1d6 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +5, Listen +3, Move Silently +5, Spot +3; Alertness, Possessions:   1 Club,  3 Javelin

Hobgoblin: CR 1/2; Size:M Type Humanoid; HD (1d8)+1; hp 7; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 15 (flatfooted 14, touch 11), Javelin +1 30'/P (1d6 20/x2 Neither M ) or *Sword (Long) +0 0'/S (1d8 19-20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +1, Ref +3, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 Skills and Feats:  Listen +3, Move Silently +2, Spot +3; Alertness,Armor Proficiency (Light) (1x),Martial Weapon Proficiency,Shield Proficiency, Possessions:   6 Javelin,  1 Shield (Small/Wooden),  1 Studded Leather,  1 Sword (Long),

APL 4 (EL 6)

Norker Warrior 1 (4): CR ½ each

Hobgoblin (2): CR ½ each

Gnoll (1): CR 1 each

Lookouts:

Grimlock (2): CR 1 each

Hobgoblin: CR 1/2; Size:M Type Humanoid; HD (1d8)+1; hp 7; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 15 (flatfooted 14, touch 11), Javelin +1 30'/P (1d6 20/x2 Neither M ) or *Sword (Long) +0 0'/S (1d8 19-20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +1, Ref +3, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 Skills and Feats:  Listen +3, Move Silently +2, Spot +3; Alertness,Armor Proficiency (Light) (1x),Martial Weapon Proficiency,Shield Proficiency, Possessions:   6 Javelin,  1 Shield (Small/Wooden),  1 Studded Leather,  1 Sword (Long),

Norker Warrior1: CR 1/2; Size:S Type Humanoid; HD (1d8)+(1d8)+4; hp 16; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 12), Bite (Natural/Secondary) -2 0'/P (1d4 20/x2 Neither S ) or *Club +3 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +4 10'/B (1d6 20/x2 Both M ) or Javelin +4 30'/P (1d6 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +4, Listen +3, Move Silently +4, Spot +3; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency Possessions: 1 Club,  3 Javelin,  1 Studded Leather (Small)

Gnoll: CR 1; Size:M Type Humanoid; HD (2d8)+4; hp 18; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 17 (flatfooted 17, touch 11), *Battleaxe +4 0'/S (1d8+3 20/x3 Primary M ) or Shortbow +1 60'/P (1d6 20/x3 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +3, Will +1; Str 16, Dex 10, Con 14, Int 8, Wis 12, Cha 8 Skills and Feats:  Listen +4, Spot +4; Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Power Attack,Shield Proficiency Possessions:   1 Battleaxe,  1 Shortbow,  1 Scale Mail,  1 Shield (Large/Wooden), 1 Arrows (20)

Grimlock: CR 1; Size:M Type Monstrous Humanoid; HD (2d8)+2; hp 14; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 15 (flatfooted 14, touch 15), *Battleaxe +4 0'/S (1d8+3 20/x3 Both M ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Normal,Blindsight (40') AL: NE; Sv: Fort +1, Ref +4, Will +2; Str 15, Dex 13, Con 13, Int 10, Wis 8, Cha 6
Skills and Feats:  Climb +7, Hide +6, Listen +6, Search +5, Spot +5; Alertness,Martial Weapon Proficiency Possessions:   1 Battleaxe

Mission 1: APL 6 (EL 8)

Norker Warrior 1 (3): CR ½ each

Hobgoblin Warrior 1 (2): CR ½ each

Gnoll Warrior 1 (2): CR 1 each

Gnoll Wizard (Evoker) 2 (1): CR 3 each

Bugbear Cleric 2 (1): CR 3 each

Lookouts:

· Grimlock Warrior 1 (2): CR 1 each

· Norker Rogue 1 (1): CR 1 ½ each

(Evoker will cast spells (starting with Mage armor, then Lesser Sonic Orb).)

Gnoll Evoker 2: CR 3; Size:M Type Humanoid; HD (2d4)+(2d8)+4; hp 22; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 16, touch 11), Crossbow (Light) +2 80'/P (1d8 19-20/x2 Neither S ) or *Battleaxe (Masterwork) +5 0'/S (1d8+3 20/x3 Both M ) or ; SA: Summon Familiar; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +1, Ref +3, Will +3; Str 15, Dex 10, Con 13, Int 17, Wis 11, Cha 8 Skills and Feats:  Concentration +8, Knowledge (Arcana) +4, Listen +5, Spellcraft +5, Spot +3; Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Power Attack,Scribe Scroll,Shield Proficiency, Possessions:   1 Scroll (Shield),  1 Crossbow (Light),  1 Bolts (Crossbow/10),  1 Wand (Magic Missile/1st Level Caster),  1 Battleaxe (Masterwork),  1 Chain Shirt +1 (Mithral),  1 Necklace of Fireballs I, Spells: Wizard: [DC 13+spell level] (4/3+1 ) 0- Daze, Detect Magic, Flare, Ray of Frost, 1-Color Spray, *Lesser Sonic Orb, Mage Armor, *Magic Missile 

Gnoll Warrior 1: CR 1; Size:M Type Humanoid; HD (2d8)+(1d8)+3; hp 27; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 17 (flatfooted 17, touch 11), Shortbow (Masterwork) +3 60'/P (1d6 20/x3 Neither M ) or *Battleaxe (Masterwork) +5 0'/S (1d8+2 20/x3 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +3, Ref +3, Will +2; Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8. Skills and Feats:  Listen +3, Spot +6; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Iron Will,Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency Possessions:   1 Scale Mail,  1 Shield (Large/Wooden),  1 Shortbow (Masterwork),  1 Battleaxe (Masterwork), 

Grimlock Warrior 1: CR 1; Size:M Type Monstrous Humanoid; HD (2d8)+(1d8)+3; hp 21; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 18 (flatfooted 17, touch 15), *Battleaxe (Masterwork) +6 0'/S (1d8+3 20/x3 Both M ) or Longbow (+1 Mighty/Composite/Masterwork) +5 110'/P (1d8+1 20/x3 Neither L ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Blindsight (40') AL: NE; Sv: Fort +4, Ref +5, Will +3; Str 15, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +6, Hide +6, Listen +7, Search +6, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency   Possessions:   1 Studded Leather,  1 Cloak of Resistance +1,  1 Battleaxe (Masterwork),  1 Longbow (+1 Mighty/Composite/Masterwork),

Hobgoblin Warrior 1: CR ½; ; Size:M Type Humanoid; HD (2d8)+2; hp 14; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 16 (flatfooted 15, touch 11), Javelin +3 30'/P (1d6 20/x2 Neither M ) or *Sword (Great) +2 0'/S (2d6 19-20/x2 Both L ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +1, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 Skills and Feats:  Intimidate +5, Jump +1; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Dirty Fighting,Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency   Possessions:   1 Breastplate,  6 Javelin,  1 Sword (Great), 

Attack bonuses are wrong on sheets.  Add 1.

Norker Rogue 1: CR 1 ½; Size:S Type Humanoid; HD (1d8)+(1d6)+4; hp 16; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 12), Bite (Natural/Secondary) -3 0'/P (1d4 20/x2 Neither S ) and *Club +2 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +3 10'/B (1d6 20/x2 Both M ) or Javelin +3 30'/P (1d6 20/x2 Neither M ) or ; SA: Sneak Attack +1d6; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +5, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +10, Listen +3, Move Silently +4, Spot +4; Alertness,Armor Proficiency (Light) (1x),Exotic Weapon Proficiency,Martial Weapon Proficiency,   Possessions:   1 Bite (Natural/Secondary),  1 Club,  3 Javelin,  1 Studded Leather (Small), 

Attack bonuses are wrong on sheets.  Add 1.

Norker Warrior1: CR 1/2; Size:S Type Humanoid; HD (1d8)+(1d8)+4; hp 16; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 12), Bite (Natural/Secondary) -1 0'/P (1d4 20/x2 Neither S ) or *Club +4 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +3 10'/B (1d6 20/x2 Both M ) or Javelin +5 30'/P (1d6 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +4, Listen +3, Move Silently +4, Spot +3; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency Possessions: 1 Club,  3 Javelin,  1 Studded Leather (Small)

APL 8 (EL 10)

Norker Warrior 1 (2): CR ½ each

Gnoll Wizard (Evoker) 4 (1): CR 5 each

Bugbear Fighter 1 (2): CR 3 each

Bugbear Cleric 4 (1): CR 6 each

Lookouts:

· Norker Rogue 3 (2): CR 3 ½ each

· Grimlock Warrior 4 (2): CR 4 each

Bugbear Fighter 1: CR 3; Size:M Type Humanoid; HD (3d8)+(1d10)+4; hp 29; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 14), Javelin +4 30'/P (1d6+3 20/x2 Neither M ) or *Morningstar (Masterwork) +8 0'/BP (1d8+3 20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +4, Will +1; Str 16, Dex 12, Con 13, Int 10, Wis 10, Cha 9 Skills and Feats:  Climb +4, Hide +2, Listen +1, Move Silently +5, Spot +6; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency, Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Morningstar)  Possessions:   1 Javelin,  1 Morningstar (Masterwork),  1 Shield (Large/Wooden/Masterwork),  1 Studded Leather (Masterwork), 

Bugbear Cleric 4: CR 6; Size:M Type Humanoid; HD (3d8)+(4d8)+7; hp 49; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 25 (flatfooted 24, touch 15), Javelin +6 30'/P (1d6+4 20/x2 Neither M ) or *Morningstar +1 (Dancing) +10 0'/BP (1d8+5 20/x2 Primary M can be loosed to attack on its own) or ; SA: Spontaneous casting,Rebuke Undead 2/day; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +6, Ref +5, Will +8; Str 19, Dex 12, Con 13, Int 10, Wis 17, Cha 9 Skills and Feats:  Climb +3, Concentration +6, Hide +3, Knowledge (Religion) +3, Listen +4, Move Silently +3, Spot +4; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x), Augment Summoning, Shield Proficiency,Simple Weapon Proficiency  Possessions 1 Breastplate +2,  1 Javelin,  1 Morningstar +1 (Dancing),  1 Ring +1 (Protection),  3 Scroll (Summon Monster II/Cleric/3rd),  1 Shield +1 (Large/Wooden/Darkwood),  1 Wand (Inflict Moderate Wounds/Cleric/3rd),  2 Potion (Cure Moderate Wounds), Deity: Hruggek Domains:  Trickery(Bluff, Disguise and Hide are class skills.) Chaos(You cast chaos spells at +1 caster level.)  Spells [DC 13+Spell Level]. (5/4+1/3+1) 0: Guidance, Resistance, Read Magic, Detect Magic, Virtue,  1: Bless, Magic Weapon, Darkness, Entropic Shield, *Protection from Law, 2: Summon Monster II, Cure Moderate Wounds, Spiritual Weapon, *Shatter. (* = Chaos Domain Spell.  Note that Summon Monster may be a Chaos spell, depending on the monster summoned)

Evokers will cast spells (starting with Shield)
Gnoll Wizard (Evoker) 4: CR 5; Size:M Type Humanoid; HD (2d8)+(4d4)+6; hp 25; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 12 (flatfooted 11, touch 12), *Battleaxe +6 0'/S (1d8+3 20/x3 Primary M ) or ; SA: Summon Familiar; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +5, Will +4; Str 16, Dex 12, Con 13, Int 16, Wis 11, Cha 8 Skills and Feats Concentration +9, Knowledge (Arcana) +9, Listen +3, Spellcraft +9, Spot +5; Combat Casting,Extra Slot (1x),Martial Weapon Proficiency,Scribe Scroll,Spell Focus (Evocation),  Possessions:   1 Battleaxe,  1 Necklace of Fireballs I,  1 Wand (Magic Missile/3rd Level Caster),  Spells: Wizard: [DC 13 (*15)+Spell Level] (4/5+1/3+1) 0- Dancing Lights, Detect Magic, Flare, Ghost Sound,*Ray of Frost, 1-*Lesser Acid Orb, *Lesser Electric Orb, *Lesser Sonic Orb, Mage Armor, *Magic Missile, Shield 2-Blindness/Deafness, Bull's Strength, *Flaming Sphere, *Shatter 

Grimlock Warrior 4: CR 4; Size:M Type Monstrous Humanoid; HD (2d8)+(4d8)+6; hp 42; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 21 (flatfooted 20, touch 16), *Battleaxe +1 +11/+6 0'/S (1d8+5 20/x3 Both M ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Normal,Blindsight (40') AL: NE; Sv: Fort +5, Ref +5, Will +3; Str 16, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +8, Hide +6, Listen +7, Search +5, Spot +10; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency, Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Battleaxe)  Possessions:   1 Battleaxe +1,  1 Chain Shirt +1 (Mithral),  1 Ring +1 (Protection), 

Attack bonuses are wrong on sheets.  Add 1.

Norker Rogue 3: CR 3 ½, CR 3; Size:S Type Humanoid; HD (1d8)+(3d6)+8; hp 26; Init +4 (+4 Dex, +0 Misc); Spd Walk 20'; AC 26 (flatfooted 26, touch 15), *Club +1 +5 0'/B (1d6+1 20/x2 Both M ) or *Club +1 (Thrown) +9 10'/B (1d6+1 20/x2 Both M ) or Javelin +8 30'/P (1d6 20/x2 Neither M ) or Bite (Natural/Secondary) -1 0'/P (1d4 20/x2 Neither S ) or ; SA: Sneak Attack +2d6,Evasion,Uncanny Dodge (Dex bonus to AC); Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +3, Ref +9, Will +0; Str 10, Dex 18, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Bluff +7, Diplomacy +1, Hide +16, Intimidate +1, Listen +1, Move Silently +13, Spot +1; Alertness,Armor Proficiency (Light) (1x),Dirty Fighting, Exotic Weapon Proficiency,Martial Weapon Proficiency,   Possessions:   1 Club +1,  1 Javelin,  1 Studded Leather +1 (Small),  1 Bite (Natural/Secondary)

Attack bonuses are wrong on sheets.  Add 1.

Norker Warrior1: CR 1/2; Size:S Type Humanoid; HD (1d8)+(1d8)+4; hp 16; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 12), Bite (Natural/Secondary) -1 0'/P (1d4 20/x2 Neither S ) or *Club +4 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +3 10'/B (1d6 20/x2 Both M ) or Javelin +5 30'/P (1d6 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +4, Listen +3, Move Silently +4, Spot +3; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency Possessions: 1 Club,  3 Javelin,  1 Studded Leather (Small)

APL 10 (EL 14)

Norker Fighter 5 (4):  CR 5 ½ each

Gnoll Wizard (Evoker) 7 (1):  CR 8 each

Bugbear Fighter 6 (2): CR 8 each

Bugbear Cleric 6 (1): CR 8 each

Lookouts:

· Norker Rogue 5 (2):  CR 5 ½ each

· Grimlock Fighter 6 (2): CR 7 each

Need to updated stat blocks here.
Bugbear Fighter 6: CR 8, HP 93 (3d8+3+6d10+6), Init +1, AC: 28 (+1 dex, +3 natural, +10 +2 Full Plate, +1 Ring, +3 +1 Lg. Shield), Move 20 ft.  Battleaxe +14/+9 melee (1d8+7).  Saves: Fort +8, Ref +8, Will +8.  Skills: Climb +4, Hide +9(+19), Listen +4, Search +5, Spot +9.  Feats: Alertness, Power Attack, Sunder, Improved Sunder, Weapon Focus(Battleaxe), Weapon Specialization (Battleaxe), Iron Will. SQ: Blindsight 40' AL: NE  Equipment: +2 Full Plate, +1 ROP, +1 Lg Darkwood Shield (Fortification (Light)), +1 Cloak of Resistance

Bugbear Cleric 6: CR 9, HP 76 (3d8+3+6d8+6), +5 Initiative (+1 dex, +4 imp init), AC 24 (+1 Dex, +3 Natural, +7 +1 breastplate, +3 +1 Fortification (Light) Lg. Shield), Move 30 ft.  Carries 6 javelins +4 to hit ranged (1d6+3 damage), Morningstar +10 melee (1d8+4 damage).  Saves: Fort +6, Ref +5, Will +8.  Skills: Spot +4, Listen +6, Concentration +10, Knowledge (Religion) +3, Climb +2, Hide +2, Move Silent +3.  Feats: Alertness, Augmented Summoning, Imp Init.  Spells DC 15+Spell Level. (5/5+1/4+1/3+1) 0: Guidance, Resistance, Read Magic, Detect Magic, Virtue,  1: Bless, Magic Weapon, Darkness, Entropic Shield,  Shield of Faith, *Protection from Law, 2: Summon Monster II, Cure Moderate Wounds, Spiritual Weapon, Invisibility, *Shatter, 3: Summon Monster III, Flame of Faith, Blessed Aim, *Magic Circle Against Law Equipment: Scroll (Flame of Faith) x 3, 5xPotion Cure Moderate Wounds, +1 breastplate, +1 Fortification (Light) Lg. Darkwood Shield, Periapt of Wisdom +2

Gnoll Wizard (Evoker) 8: CR 9,HP ?? (2d8+2+9d4+9), AC 15 (+1 Natural, +1 Dex, +2 Bracers, +1 ring ), Move 30 ft. (wearing light armor), not 20 ft. as listed in MM.  Carries Battleaxe, +9 melee (1d8 +4).  Saves: Fort +5, Ref +8, Will +8.  Skills: Concentration +16, Knowledge (Arcana) +18, Listen +3, Spot +3, Move Silent +1, Hide +1, Scry +13.  Feats: Spell Focus (Evocaton, Transmutation), Empower Spell, Combat Casting, Extra Slot. AL: CE  Spells: (4+1/6+1/4+1/4+1/2+1) DC 13+Spell Level  0: Ray of Frost, Daze, Detect Magic, *Flare Detect Magic, *Ray of Frost,  1: ^Burning Hands, *Lesser Acid Orb, *Lesser Electric Orb, *Lesser Sonic Orb, Mage Armor, *Magic Missile, Shield  2: ^Blindness/Deafness, ^Bull's Strength, *Flaming Sphere, Invisibilty, *Shatter, 3: ^Greater Magic Weapon, *Ice Burst, ^Keen Edge, *Lightning Bolt, 4: *Acid Orb, *Fire Shield, *Ice Storm (* = Evocation Spell, DC +2, ^ = Transmutation, DC +2).  Equipment: Wand of Magic Missiles @ 7rd level (4 missiles) 10 charges, Necklace of Fireballs (Type VII), Battleaxe +1, Ring (Counterspells), Ring of Protection +1, Bracers of Armor +1, Cloak of Resistance +2

Grimlock Fighter 6: CR 7, HP 84 (2d8+2+6d10+6), Init +1, AC: 29 (+1 dex, +4 natural, +10 +2 Full Plate, +1 Ring, +3 +1 Lg. Shield), Move 20 ft.  Battleaxe +14/+9 melee (1d8+7).  Saves: Fort +8, Ref +8, Will +8.  Skills: Climb +4, Hide +9(+19), Listen +4, Search +5, Spot +9.  Feats: Alertness, Power Attack, Sunder, Improved Sunder, Weapon Focus(Battleaxe), Weapon Specialization (Battleaxe), Iron Will. SQ: Blindsight 40' AL: NE  Equipment: +2 Full Plate, +1 ROP, +1 Lg Darkwood Shield (Fortification (Light)), +1 Cloak of Resistance

Norker Fighter 5: CR 5 ½, HP 70 (1d8+2+5d10+10), AC: 28 (+1 size, +1 dex, +7 natural, +8 MW full plate, +1 Sm. Shield), Move 15ft.  Long Sword +11 (1d8+6), bite +2 melee (1d4+4); or javelin +7 ranged (1d6+3).  Saves: Fort +6, Ref +4, Will 0. Skills: Hide-14, Listen +3, Move Silent -1, Spot +3.  Feats: Alertness, Monkey Grip, Weapon Focus (Longsword), Weapon Specialization (Longsword), Power Attack. AL: CE.  Eqiupment: +1 Longsword

Norker Rogue 5: CR 5 ½, HP 50 (1d8+2+5d6+10), Init +8 (+4 dex, +4 imp init) AC: 26 (+1 size, +4 dex, +7 natural,+5 +1 mithral shirt), Move 20ft.  Dagger +10 (1d4+1), bite +0 melee (1d4); javelin +8 ranged (1d6).  Init: +4 Saves: Fort +3, Ref +10, Will +0. Skills: Hide +14, Listen +1, Move Silent +18, Spot +1.  Feats: Imp Init, Weapon Finesse (Dagger),Weapon Focus (Dagger),. AL: CE, Equipment: +1 dagger, +1 mithral shirt

Mission 1 Checklist

Mission Success:

___  The PCs were totally defeated

___  The PCs retreated before time was up, but did not defeat the Patrol

___  The PCs retreated before time was up, and did defeat the Patrol

___  The PCs retreated when time was up, but did not defeat the Patrol

___  The PCs retreated when time was up, and did defeat the Patrol

___  Enter the number of prisoners taken

     List the prisoners taken ____________________________

 


       ____________________________

___  Enter the patrol composition that the party is reporting

      ____________________________________________

      ____________________________________________

Goblin Madness:

___  The PCs noticed that the goblins were strange, but didn’t make the spot check

___  The PCs noticed that the goblins were strange, and did make the spot check

___  The PCs didn’t notice that the goblins were strange

Other notes, heroic deeds, incredible blunders, etc:

Interactive Part 2

Some healing potions, etc should be available here.  

APL 2: 1 CLW each

APL 4: 1 CLW each or 1 CMW for Active Military Personnel

APL 6: 1 CMW each or 1 CSW for Active Military Personnel rank Sgt & Above

APL 8: 2 CMW each or 2 CSW for Active Military Personnel rank Cpl & Above

APL 10: 1 CSW each or 1 CCW for Active Military Personnel rank Lt & Above

Mix & Mingle.

Lt. Stonebreaker makes another speech.

Mission 2: Moving in & Eliminating Initial Resistance

This mission involves the PCs covering the last open 100 yards before reaching the base of the cliff that leads up to the fort.  The PCs are expected to eliminate any foes they find to prevent them from warning & reinforcing the forces at the fort.  The Col. plans for the final assault to come only minutes after this wave of attacks, so the PCs should feel a little more rushed.  It is known from their scouts that the Goblinoids have set up crude defensive postures in the clearings beyond the fort.  There are woods, which the PCs scouted in Mission 1, then an open area, where any invaders are visible from the fort, then the base of the cliff leading up to the fort (Mission 3).  

   The defenders have a nasty surprise for the PCs; they are aided by undead that will rise up/step out of the woods (thick for incorporeal, edge of thick/thin for corporeal [they are 10 feet up in trees]) after 2 rounds (entering combat on their own initiatives on round 3) or when engaged directly. The groups of undead are split evenly between the left and right sides of the field. The PCs begin this round at the edge of the woods, about 50 feet from the barricade.  It is mostly open field between the PCs and the defenders.










Group "A" monsters have taken cover (75% cover, +7 AC +3 reflex save) behind a hastily constructed defense, made mostly of loose wood and brush.

Group "B" monsters are hidden (50% concealment, 20% miss chance) in the trees on each side of the defense, approximately 5 feet in front of the defense.  Pairs will be split.  For example, at APL 2, there will be one Medium and one Large Skeleton on each side.  Please note that the Desecrate spells are cast to overlap the area from just behind the barricade to the front edge of the map.  Desecrate give a –3 profane penalty to Charisma checks made to turn undead.  It also gives the undead in it’s area of effect a +1 profane bonus to hit, damage, and saving throws.  [Not included in the stat blocks.]

Under no circumstances will the monsters give chase.  Once the PCs have retreated from the map, the mission is over for them.

Mission 2: APL 2 (EL 5)

Group "A": 

· Hobgoblins (2): CR ½ each

· Orc (1): CR ½ each

Group "B":

· Skeletons, Large (2): CR 1 each

· Skeletons (2): CR ½ each

Hobgoblin: CR ½; Size:M Type Humanoid; HD (1d8)+1; hp 7; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 15 (flatfooted 14, touch 11), Javelin +1 30'/P (1d6 20/x2 Neither M ) or *Sword (Long) +0 0'/S (1d8 19-20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +1, Ref +3, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 Skills and Feats:  Listen +3, Move Silently +2, Spot +3; Alertness,Armor Proficiency (Light) (1x),Martial Weapon Proficiency,Shield Proficiency, Possessions:   6 Javelin,  1 Shield (Small/Wooden),  1 Studded Leather,  1 Sword (Long), 

Orc: CR 1/2; Size:M Type Humanoid; HD (1d8); hp 6; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 14 (flatfooted 14, touch 10), *Greataxe +2 0'/S (1d12+3 20/x3 Both L ) or Javelin +0 30'/P (1d6+2 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +0, Ref +2, Will -1; Str 15, Dex 11, Con 10, Int 9, Wis 8, Cha 8 Skills and Feats:  Listen +1, Spot +2; Alertness,Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency, Possessions:   1 Scale Mail,  1 Greataxe,  6 Javelin, 

Skeleton (Large): CR 1; Size:L Type Undead|UNDEAD; HD (2d12); hp 18; Init +5 (+1 Dex, +4 Misc); Spd Walk 40'; AC 13 (flatfooted 12, touch 13), Claw (Natural/Primary) +2/+2 0'/S (1d6+3 20/x2 Neither H ) or ; SA: Skeletal Immunities,Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: TN; Sv: Fort +0, Ref +1, Will +3; Str 14, Dex 12, Con --, Int --, Wis 10, Cha 1 Skills and Feats:  ; Improved Initiative Possessions:   1 Claw (Natural/Primary), 

Skeletons, Medium: CR 1/3; Size:M Type Undead; HD (1d12); hp 9; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 13 (flatfooted 12, touch 13), Claw (Natural/Primary) +0/+0 0'/PS (1d4 20/x2 Neither L ) or ; SA: Skeletal Immunities,Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: TN; Sv: Fort +0, Ref +1, Will +2; Str 10, Dex 12, Con --, Int --, Wis 10, Cha 1 Skills and Feats:  ; Improved Initiative  Possessions:   1 Claw (Natural/Primary), 

Mission 2: APL 4 (EL 7)

Group "A":

· Gnoll Warrior 1 (3): CR 1 each (shortbows)

· Gnoll Cleric 1 (1): CR 2 each (3xdesecrate precast from wand)

Group "B":

· Ghoul (2): CR 1 each

· Advanced Medium Zombie (4): CR ½ each (3 HD)

Attacks are wrong on sheet.
Ghoul: CR 1; Size:M Type Undead; HD (2d12); hp 16; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 14 (flatfooted 12, touch 14), Bite (Natural/Primary) +3 0'/BPS (1d6+1 20/x2 Neither M ) or Claw (Natural/Secondary) +0/+0 0'/PS (1d3 20/x2 Neither M ) or ; SA: +2 Turn Resistance, Paralysis(Ex), Create Spawn(Su), Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +0, Ref +2, Will +5; Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 16 Skills and Feats:  Climb +6, Hide +7, Jump +6, Listen +7, Move Silently +7, Search +6, Spot +7, Escape Artist +7, Intuit Direction +3; Multiattack, Weapon Finesse (Bite) Possessions:   1 Bite (Natural/Primary),  1 Claw (Natural/Secondary), 

Gnoll: CR 1; Size:M Type Humanoid; HD (2d8)+(1d8)+3; hp 21; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 17 (flatfooted 17, touch 11), Shortbow (Masterwork) +3 60'/P (1d6 20/x3 Both M ) or *Battleaxe (Masterwork) +5 0'/S (1d8+2 20/x3 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +3, Ref +3, Will +2; Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8 Skills and Feats:  Listen +3, Spot +6; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Iron Will,Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency Possessions:   1 Scale Mail,  1 Shield (Large/Wooden),  1 Shortbow (Masterwork),  1 Battleaxe (Masterwork), 

Gnoll Cleric 1: CR 2; Size:M Type Humanoid; HD (2d8)+(1d8)+6; hp 24; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 17 (flatfooted 17, touch 11), Shortbow +1 60'/P (1d6 20/x3 Neither M ) or *Battleaxe (Masterwork) +5 0'/S (1d8+3 20/x3 Primary M ) or ; SA: Spontaneous casting,Rebuke Undead 3/day; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +3, Will +4; Str 16, Dex 10, Con 14, Int 10, Wis 15, Cha 10  Skills and Feats:  Concentration +6, Knowledge (Religion) +2, Listen +5, Spellcraft +2, Spot +7; Combat Casting, Power Attack, Possessions:   1 Shortbow,  1 Shield (Large/Wooden),  1 Arrows (20),  1 Battleaxe (Masterwork),  1 Scale Mail (Masterwork), 1 Wand (Cure Light Wounds/Cleric/1st: 10 charges),  1 Wand (Inflict Light Wounds/Cleric/1st: 10 charges), Deity: Erythnul Domains:  Chaos(You cast chaos spells at +1 caster level.) Evil(You cast evil spells at +1 caster level.)  Spells: [DC 12+spell level] Cleric: (3/2+1) 0-Cure Minor Wounds, Detect Magic, Inflict Minor Wounds, 1- Bless, Cure Light Wounds,*Protection From Good

Advanced Medium Zombie (3 HD), M Medium Zombie Undead3  CR 1/2; Size:M Type Undead; HD (3d12)+3; hp 30; Init -1 (-1 Dex, +0 Misc); Spd Walk 30'; AC 11 (flatfooted 11, touch 11), Slam (Natural/Primary) +2 0'/B (1d6+1 20/x2 Neither L ) or ; SA: Partial Actions Only(Ex),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: TN; Sv: Fort +1, Ref +0, Will +3; Str 13, Dex 8, Con --, Int --, Wis 10, Cha 1 Skills and Feats:  ; Toughness (1x)  Possessions:   1 Slam (Natural/Primary), 

Mission 2: APL 6 (EL 9)

Group "A":

· Bugbear Fighter 1 (2): CR 3 each

· Bugbear Rogue 1 (1): CR 3 each

· Bugbear Cleric 2 (1): CR 4 each (3xdesecrate precast from wand)

Group "B":

· Allip Sorcerer 1 (2): CR 4 each

· Advanced Ghast (2): CR 3 each (5 HD)

Allips will have pre-cast “Ghost Sound” to distract from their Babble ability.  The Bugbears have all made their save previously.  Really, the Allips’ Babble ability is useless, as they cannot make suggestions themselves, but it will affect Spot and Listen checks  

Bugbear Cleric 2: CR 4; Size:M Type Humanoid; HD (2d8)+(3d8)+10; hp 40; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 21 (flatfooted 20, touch 14), Javelin +4 30'/P (1d6+3 20/x2 Neither M ) or *Morningstar (Masterwork) +8 0'/BP (1d8+3 20/x2 Primary M ); SA: Spontaneous casting,Rebuke Undead 3/day; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +6, Ref +4, Will +7; Str 16, Dex 12, Con 14, Int 10, Wis 16, Cha 10 Skills and Feats:  Climb +1, Concentration +7, Hide +-1, Listen +6, Move Silently +2, Spellcraft +5, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Morningstar)  Possessions:   1 Breastplate (Masterwork),  6 Javelin,  1 Shield (Large/Wooden/Masterwork),  1 Morningstar (Masterwork), 1 Wand (Desecrate/Cleric/3rd),  1 Wand (Cure Light Wounds),  1 Scroll (Magic Weapon/Cleric/1st), Deity: Hruggek Domains:  Trickery(Bluff, Disguise and Hide are class skills.) War(Free Martial Weapon Proficiency and Weapon Focus with the deity's favored weapon.) Spells: Cleric: [DC 13+spell level] (4 /3+1 ) 0: Resistance, Guidance, Virtue, Detect Magic 1:Bless,*Magic Weapon, Summon Monster I, Cure Light Wounds (*=Domain Spell)

Bugbear Fighter 1: CR 3; Size:M Type Humanoid; HD (1d10)+(3d8)+8; hp 33; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 14), Javelin +4 30'/P (1d6+3 20/x2 Neither M ) or *Morningstar (Masterwork) +8 0'/BP (1d8+3 20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +5, Ref +4, Will +1; Str 17, Dex 12, Con 14, Int 10, Wis 10, Cha 10 Skills and Feats:  Climb +4, Hide +2, Listen +3, Move Silently +5, Spot +5; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency, Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Morningstar) Possessions:   6 Javelin,  1 Morningstar (Masterwork),  1 Shield (Large/Wooden/Masterwork),  1 Studded Leather (Masterwork), 

Bugbear Rogue 1:  CR 3; Size:M Type Humanoid; HD (3d8)+(1d6)+4; hp 26; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 20 (flatfooted 17, touch 16), Javelin +5 30'/P (1d6+2 20/x2 Neither M ) or *Morningstar (Masterwork) +5 0'/BP (1d8+2 20/x2 Primary M ) or ; SA: Sneak Attack +1d6; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +8, Will +1; Str 15, Dex 16, Con 13, Int 10, Wis 10, Cha 14 Skills and Feats:  Balance +4, Climb +3, Hide +7, Jump +3, Listen +3, Move Silently +7, Spot +4, Tumble +9; Alertness,Armor Proficiency (Light) (1x),Exotic Weapon Proficiency,Martial Weapon Proficiency,Shield Proficiency,  Possessions:   1 Javelin,  1 Morningstar (Masterwork),  1 Shield (Small/Wooden),  1 Studded Leather (Masterwork)

Attack numbers wrong on sheet should be +3

Allip Sorcerer 1: CR 4; Size:M Type Undead; HD (4d12)+(1d4); hp 39; Init +5 (+1 Dex, +4 Misc); Spd Fly 30'; AC 15 (flatfooted 14, touch 15), Touch (Natural/Primary) +3 0'/B (0 20/x2 Neither L ) or ; SA: Summon Familiar, Babble(Su), Wisdom Drain(Su), Madness(Su), Turn Resistance 2, Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: NE; Sv: Fort +3, Ref +2, Will +6; Str --, Dex 12, Con --, Int 11, Wis 11, Cha 18 Skills and Feats:  Hide +9, Knowledge (Arcana) +1, Listen +8, Search +7, Speak Language +1, Spellcraft +1, Spot +8, Tumble +2, Intimidate +11, Intuit Direction +4; Great Fortitude, Improved Initiative,Simple Weapon Proficiency Possessions:   1 Touch (Natural/Primary), Spells: Sorcerer: [DC 14 + Spell Level](5 /4 ) 0-Daze, Ghost Sound, Ray of Frost, Read Magic 1-Shield, True Strike 

Secondary attack to hit is incorrect.  Should be +1/+1 for claws.
Advanced Ghast (5 HD):  CR 3; Size:M Type Undead|UNDEAD|UNDEAD; HD (5d12); hp 45; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 17, touch 16), Bite (Natural/Primary) +4 0'/BPS (1d8+1 20/x2 Neither M ) or Claw (Natural/Secondary) -2/-2 0'/PS (1d4 20/x2 Neither M ) or ; SA: +2 Turn Resistance, Stench(Ex), Paralysis(Ex), Create Spawn(Su),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage. (2); Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +1, Ref +3, Will +6; Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 16 Skills and Feats:  Climb +6, Escape Artist +8, Hide +9, Jump +9, Listen +7, Move Silently +8, Search +6, Spot +8, Intuit Direction +3; Armor Proficiency (Light),Multiattack,Weapon Finesse (Bite) Possessions:   1 Studded Leather (Masterwork),  1 Bite (Natural/Primary),  2 Claw (Natural/Secondary), 

Mission 2: APL 8 (EL 11)

Group "A":

· Bugbear Ranger 3 (2): CR 5 each

· Grimlock Warrior 4 (2): CR 4 each

· Bugbear Cleric 3 (1): CR 6 each (3xdesecrate precast)

Group "B":

· Mummy Sorcerer 1 (1): CR 4 each (7 HD)

· Advanced Wight (1): CR 3 each (5 HD)

· Ghost Bugbear Warrior 1 (2): CR 4 each

The Bugbears and Grimlocks have all made their save vs the Mummy previously, but not vs the Ghost’s Frightful Moan power.  The Mummy will spend the first two rounds of combat casting Mage Armor and Shield.  Allow for an opposed Listen check at 10 + Move Silent check.

Bugbear Cleric 3: CR 5; Size:M Type Humanoid; HD (3d8)+(3d8)+6; hp 42; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 22 (flatfooted 21, touch 14), Javelin +5 30'/P (1d6+2 20/x2 Neither M ) or *Morningstar +1 +8 0'/BP (1d8+4 20/x2 Both M ) or ; SA: Spontaneous casting,Rebuke Undead 3/day; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +5, Ref +5, Will +7; Str 15, Dex 12, Con 13, Int 10, Wis 16, Cha 10 Skills and Feats:  Climb +2, Concentration +7, Hide +1, Knowledge (Religion) +1, Listen +6, Move Silently +4, Spellcraft +5, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Combat Casting,Reach Spell,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Morningstar) Possessions:   1 Chain Shirt +1,  6 Javelin,  1 Shield +1 (Large/Wooden),  1 Wand (Cure Light Wounds),  1 Wand (Desecrate/Cleric/3rd),  1 Wand (Cure Light Wounds/Cleric/1st), 1 Wand (Inflict Light Wounds/Cleric/1st),  1 Morningstar +1, Deity: Hruggek Domains:  Trickery(Bluff, Disguise and Hide are class skills.) War(Free Martial Weapon Proficiency and Weapon Focus with the deity's favored weapon.)  Spells: Cleric: (4 /3+1 /2+1 ) (DC 13+spell level), 0: Resistance, Guidance, Virtue, Detect Magic 1:Bless,*Magic Weapon, Summon Monster I, Cure Light Wounds 2: *Invisibility, Sound Burst, Bull’s Strength. (*=Domain Spell)

Bugbear Ranger 3: CR 5; Size:M Type Humanoid; HD (3d8)+(3d10)+12; hp 51; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 22 (flatfooted 19, touch 16) [[Note: AC goes down by 2 if morningstar or bow are being used two-handed], Longbow (+4 Mighty/Composite/Darkwood) +9 110'/P (1d8+4 20/x3 Neither L ) or Morningstar (Masterwork) +10 0'/BP (1d8+6 20/x2 Both M ) or ; SA: Favored Enemy(Human); Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +6, Ref +7, Will +5; Str 19, Dex 16, Con 15, Int 10, Wis 17, Cha 9 Skills and Feats:  Climb +6, Hide +12, Listen +4, Move Silently +16, Spot +4; Ambidexterity,Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency,Track,Two-Weapon Fighting  Possessions:   1 Arrows (50/Darkwood/Silvered),  1 Buckler +1,  1 Longbow (+4 Mighty/Composite/Darkwood),  1 Morningstar (Masterwork),  1 Studded Leather +1, 

Hit Points are wrong on printouts

Ghost Bugbear Warrior 1: CR 4; Size:M Type UNDEAD; HD (3d12)+(1d12); hp 36; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 14 (flatfooted 13, touch 14), *Morningstar +1 (Ghost Touch) +7 0'/BP (1d8+5 20/x2 Both M deals normal damage vs. incorporeal creatures regardless of bonus) or Corrupting Touch +6 melee (1d3, 1d3+3 vs ethereal); SA: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage. Manifestation, Corrupting Touch, Corrupting Gaze, Frightful Moan, Rejuvenation, Turn Resistance 4; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +3, Ref +4, Will +1; Str 16, Dex 12, Con --, Int 10, Wis 10, Cha 13 Skills and Feats:  Climb +5, Hide +3, Listen +5, Move Silently +6, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency  Possessions:   1 Morningstar +1 (Ghost Touch), 

Grimlock Warrior 4: CR 4; Size:M Type Monstrous Humanoid; HD (2d8)+(4d8)+6; hp 42; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 20 (flatfooted 19, touch 15), *Battleaxe +1 +11/+6 0'/S (1d8+4 20/x3 Neither M ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Normal,Blindsight (40') AL: NE; Sv: Fort +5, Ref +5, Will +3; Str 16, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +8, Hide +6(+16), Listen +7, Search +5, Spot +10; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Battleaxe)   Possessions:   1 Battleaxe +1,  1 Chain Shirt +1 (Mithral), 

Mummy Sorcerer 1:CR 4; Size:M Type Undead; HD (6d12)+(1d4)+3; hp 60; Init -1 (-1 Dex, +0 Misc); Spd Walk 20'; AC 17 (flatfooted 17, touch 17), Slam (Natural/Primary) +6 0'/B (1d6+4 20/x2 Neither L ) or ; SA: Summon Familiar,Despair(Su)[(Will save DC 15) once per person per day as soon as seen] ,Mummy Rot(Su),Resistant to Blows(Ex),Fire Vulnerability(Ex),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +2, Ref +1, Will +9; Str 17, Dex 8, Con --, Int 6, Wis 14, Cha 18 Skills and Feats: Concentration +1, Hide +8, Knowledge (Arcana) +-1, Listen +9, Move Silently +8, Spellcraft +3, Spot +9; Alertness,Power Attack,Simple Weapon Proficiency,Toughness (1x) Possessions:   1 Scroll (Mage Armor),  1 Scroll (Shield),  1 Slam (Natural/Primary), Spells: Sorcerer: (DC 14 + spell level)  (5 /4 ) 0-Mending, Ray of Frost, Read Magic, Resistance 1-Chill Touch, Magic Missile 

Wight (Advanced 5 HD): CR 3; Size:M Type Undead; HD (5d12); hp 45; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 15), Slam (Natural/Primary) +3 0'/B (1d4+1 20/x2 Neither L ) or ; SA: Energy Drain(Su),Create Spawn(Su),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +1, Ref +2, Will +5; Str 12, Dex 12, Con --, Int 11, Wis 13, Cha 15 Skills and Feats:  Climb +8, Listen +9, Search +7, Tumble +4, Hide +8, Move Silently +16, Spot +8; Armor Proficiency (Light),Blind-Fight    Possessions:   1 Slam (Natural/Primary),  1 Studded Leather +1, 

Mission 2: APL 10 (EL 14)

Group "A":

· Bugbear Ranger 4 (4): CR 6 each

· Grimlock Fighter 5 (4): CR 6 each

· Bugbear Cleric 4 (2): CR 7 each (3x desecrate precast)

Group "B":

· Bodak (1): CR 8 each

· Mohrg (1): CR 8 each

Bodak:  CR 8; Size:M Type Undead; HD (9d12); hp 81; Init +6 (+2 Dex, +4 Misc); Spd Walk 20'; AC 23 (flatfooted 21, touch 17), Slam (Natural/Primary) +8 0'/B (1d8+4 20/x2 Neither L ) or ; SA: Death Gaze(Su) [Fort save DC 14 or die], Sunlight Vulnerability(Ex),Flashbacks(Ex),Fire/Acid Resistance 20(Ex),Electrical Immunity(Ex),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +3, Ref +5, Will +7; Str 17, Dex 15, Con --, Int 6, Wis 12, Cha 12 Skills and Feats:  Listen +11, Move Silently +14, Spot +13; Dodge,Improved Initiative,Weapon Focus (Slam) Possessions:   1 Belt of Giant Strength +4,  1 Boots of Speed,  1 Brooch of Shielding,  1 Chain Shirt +2 (Mithral),  1 Ring +2 (Protection),  1 Slam (Natural/Primary), 

Bugbear Cleric 4: CR 6; Size:M Type Humanoid; HD (3d8)+(4d8)+7; hp 49; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 25 (flatfooted 24, touch 15), Javelin +6 30'/P (1d6+4 20/x2 Neither M ) or *Morningstar +1 (Dancing) +10 0'/BP (1d8+5 20/x2 Neither M can be loosed to attack on its own) or ; SA: Spontaneous casting,Rebuke Undead 2/day; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +6, Ref +5, Will +8; Str 19, Dex 12, Con 13, Int 10, Wis 17, Cha 9 Skills and Feats:  Climb +3, Concentration +6, Hide +3, Knowledge (Religion) +3, Listen +4, Move Silently +3, Spot +4; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Augment Summoning,Shield Proficiency,Simple Weapon Proficiency     Possessions:   1 Breastplate +2,  6 Javelin,  1 Morningstar +1 (Dancing),  1 Ring +1 (Protection),  1 Scroll (Summon Nature's Ally IV),  1 Shield +1 (Large/Wooden/Darkwood),  1 Wand (Inflict Moderate Wounds/Cleric/3rd),  Deity: Hruggek Domains:  Trickery(Bluff, Disguise and Hide are class skills.) Chaos(You cast chaos spells at +1 caster level.)   Spells: Cleric: (DC 13+Spell Level) (5 /4+1 /3+1 ) 0- Guidance, Resistance, Read Magic, Detect Magic, Virtue,  1- Bless, Magic Weapon, Darkness, Entropic Shield, *Protection from Law, 2: Summon Monster II, Cure Moderate Wounds, Spiritual Weapon, *Shatter (*=Domain spell)

Bugbear Ranger 4: CR 6; Size:M Type Humanoid; HD (3d8)+(4d10)+7; hp 53; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 20 (flatfooted 17, touch 16), *Battleaxe +1 +9/+4 0'/S (1d8+5 20/x3 Primary M ) or Longbow +1 (+4 Mighty/Composite/Darkwood) +10/+5 110'/P (1d8+5 20/x3 Neither L ) or *Sword +1 (Short) +9 0'/P (1d6+3 19-20/x2 Off-hand S ) or ; SA: Favored Enemy(Human [or Elf]); Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +6, Ref +7, Will +4; Str 19, Dex 17, Con 13, Int 10, Wis 15, Cha 11 Skills and Feats:  Climb +6, Hide +11, Listen +5, Move Silently +8, Spot +8, Wilderness Lore +12; Alertness,Ambidexterity,Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency,Track,Two-Weapon Fighting  Possessions:   1 Battleaxe +1,  1 Leather +2,  1 Longbow +1 (+4 Mighty/Composite/Darkwood),  1 Sword +1 (Short), 
     Spells: Ranger: (Spell DC 12+Spell Level) 0/1 1-Alarm, Animal Friendship, Animal Trick, Bloodhound, Camouflage, Dawn, Delay Poison, Detect Animals or Plants, Detect Snares and Pits, Entangle, Exacting Shot, Hawkeye, Magic Fang, Pass without Trace, Read Magic, Resist Elements, Speak with Animals, Summon Nature's Ally I 

Bite number is wrong on sheets

Animal Companion: Advanced Wolverine: CR 2; Size:L Type Animal; HD (4d8)+16; hp 40; Init +2 (+2 Dex, +0 Misc); Spd Walk 20', Burrow 5', Climb 5'; AC 17 (flatfooted 15, touch 14), Bite (Natural/Secondary) -1 0'/BPS (1d6+1 20/x2 Neither M ) or Claw (Natural/Primary) +2/+2 0'/PS (1d4+2 20/x2 Neither M ) or ; SA: Scent(Ex),Rage(Ex); Vision: Low-light,Normal AL: TN; Sv: Fort +8, Ref +6, Will +2; Str 14, Dex 15, Con 19, Int 1, Wis 12, Cha 10 Skills and Feats:  Climb +12, Listen +6, Spot +6; Possessions:   1 Barding (Hide),  1 Bite (Natural/Secondary),  1 Claw (Natural/Primary), 

Hide check is missing racial +10 on sheets

Grimlock Fighter 5: CR 6; Size:M Type Monstrous Humanoid; HD (2d8)+(5d10)+7; hp 54; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 29 (flatfooted 28, touch 16), *Battleaxe +1 +13/+8 0'/S (1d8+7 20/x3 Neither M ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Normal, Blindsight (40') AL: NE; Sv: Fort +7, Ref +7, Will +7; Str 18, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +4, Hide +8(+18), Listen +4, Search +5, Spot +8; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Iron Will,Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency, Sunder,Weapon Focus (Battleaxe),Weapon Specialization (Battleaxe)  Possessions:   1 Battleaxe +1,  1 Cloak of Resistance +2,  1 Full Plate +2,  1 Ring +1 (Protection),  1 Shield +1 (Large/Wooden/Fortification (Light)/Darkwood), 

Mohrg: CR 8; Size:M Type Undead; HD (14d12); hp 126; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 15), Slam (Natural/Primary) +13/+13 0'/S (1d6+6 20/x2 Neither M ) or Tongue Touch (Natural/Secondary) +8 0'/B (0 20/x2 Neither M ) or ; SA: Improved Grab(Ex), Paralyzing Touch(Su) [(DC 17 Fort)], Create Spawn(Su),Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +7, Ref +8, Will +12; Str 23, Dex 13, Con --, Int 11, Wis 10, Cha 10
Skills and Feats:  Climb +12, Hide +15, Listen +12, Move Silently +25, Spot +12, Swim +7; Alertness,Dodge,Improved Initiative,Mobility 
     Possessions:   1 Boots of Elvenkind,  1 Cloak of Resistance +3,  1 Gauntlets of Ogre Power,  1 Ring (Counterspells [Magic Missile]),  1 Slam (Natural/Primary),  1 Studded Leather +1 (Fire Resistance),  1 Tongue Touch (Natural/Secondary), 

Mission 2 Checklist

Mission Success:

___  The PCs were totally defeated

___  The PCs retreated before time was up, but did not defeat the enemies

___  The PCs retreated before time was up, and did defeat the enemies

___  The PCs retreated when time was up, but did not defeat the enemies

___  The PCs retreated when time was up, and did defeat the enemies

___  Enter the number of prisoners taken

___  Enter the number of undead not destroyed, but merely turned

    Which undead, if any were left   ________________________________

Other notes, heroic deeds, incredible blunders, etc:

Interactive Part 3

APL 2: 2 CLW per table

APL 4: 2 Remove Paralysis per table

APL 6: 2 Restoration per table

APL 8: 2 Restoration, 2 Lesser Restoration per table

Mix & Mingle.

Lt. Stonebreaker makes ANOTHER speech.

Mission 3: Storming the Fortress

This mission involves the PCs attempting to scale the back of the cliffs, while the main forces attack the front gate.  The idea is that the resistance in the back, if any, will be much less, and the PCs can come around and help the army hit the enemy from both sides.  The resistance *is* much less in the back, but the PCs will have to climb a long embankment (variable length based on APL) before they reach the summit, while enduring the missile fire of some defenders.  Once they reach the summit, they will have to eliminate any remaining defenders, some of whom will be supported by wild animals and archers.

After eliminating the foes in Mission 2, the PCs will have only a few moments to regroup and get healing.  The Lt. says its time to storm the fort!  He and his men (and the highest APL table) will attack the front gate, and take the brunt of the defenders, but the PCs will approach from the back.  However, the sides of the fort are all hills, and must be climbed.  The point where the PCs approach is (APL2 = 20, APL 4= 30, APL6= 40, APL8=50) feet after they break out of the light brush, and then the hill is (APL 2= 30, APL4=40, APL6=50, APL8=60) feet of climbing (rising at a 60° angle).  The hill used to be much more difficult to climb, but the Goblinoids have allowed it to become slightly overgrown, so it's easier now.  The DC of the climb varies with the APL (APL 2 = DC 11, APL 4 = DC 12, APL 6 = DC 13, APL 8 = DC 14).  The PCs' cue to advance is the sound of battle at the front.  The PCs will have 3 rounds before the Archers reach their point, at which time they will begin firing at the PCs, supported by a trained archer on the fort parapet.  When the PCs crest the hill, they will have to engage the Archers, who will draw their melee weapons. 






The archer is firing from a parapet (30 ft above the summit), which provides 90% cover.  He cannot fire down onto the rampart, and will have to climb down to engage the PCs in melee.  He will do this two rounds after the entire party has made it to the parapet.  He will drop a 20’ rope and climb down.  He will jump the rest of the way, and attempt to make a DC 15 jump check to reduce the damage to nothing.  Failing that make a DC 15 tumble check (if appropriate) to reduce the damage to nothing.

Ground fighters arrive on the rampart 3 rounds after the PCs reach the summit.  Pairs will be split from the left and right.  Each ground fighter should have an evenly split number of Worgs, when possible.
Mission 3: APL 2 (EL 5)

Archers:

· Norkers (Archer) (2) : CR ½ 

· Parapet: Hobgoblin Fighter 1 (Archer) (1): CR 1 ½ 

Ground fighters:

· Hobgoblins (2): CR ½ 

· Worg (1): CR 2

Hobgoblin: CR 1/2; Size:M Type Humanoid; HD (1d8)+1; hp 7; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 15 (flatfooted 14, touch 11), Javelin +1 30'/P (1d6 20/x2 Neither M ) or *Sword (Long) +0 0'/S (1d8 19-20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +1, Ref +3, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 Skills and Feats:  Listen +3, Move Silently +2, Spot +3; Alertness,Armor Proficiency (Light) (1x),Martial Weapon Proficiency,Shield Proficiency, Possessions:   6 Javelin,  1 Shield (Small/Wooden),  1 Studded Leather,  1 Sword (Long),

Hobgoblin Fighter 1 (Archer): CR 1; Size:M Type Humanoid; HD (1d8)+(1d10)+4; hp 17; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 15 (flatfooted 14, touch 11), Javelin +2 30'/P (1d6+3 20/x2 Neither M ) or Longbow +2 100'/P (1d8 20/x3 Neither L ) or *Sword (Long) +4 0'/S (1d8+3 19-20/x2 Primary M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +4, Ref +3, Will +0; Str 16, Dex 13, Con 14, Int 10, Wis 10, Cha 10 Skills and Feats:  Hide +3, Listen +3, Move Silently +3, Spot +5; Alertness, Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x), Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency Possessions:   6 Javelin,  1 Longbow,  1 Shield (Small/Wooden),  1 Studded Leather,  1 Sword (Long),  1 Arrows (20), 

Norker (Archer): CR 1/2; Size:S Type Humanoid; HD (1d8)+2; hp 8; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 19 (flatfooted 18, touch 12), *Club +1 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +2 10'/B (1d6 20/x2 Both M ) or Javelin +2 30'/P (1d6 20/x2 Neither M ) or Bite (Natural/Secondary) -4 0'/P (1d4 20/x2 Neither S ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +5, Listen +3, Move Silently +5, Spot +3; Alertness,  Possessions:   1 Club,  6 Javelin,  1 Bite (Natural/Secondary), 

Worg: CR 2; Size:M Type Magical Beast; HD (4d10)+8; hp 39; Init +2 (+2 Dex, +0 Misc); Spd Walk 50'; AC 14 (flatfooted 12, touch 14), Bite (Natural/Primary) +7 0'/BPS (1d6+4 20/x2 Neither L ) or ; SA: Scent(Ex),Trip(Ex),+4 Wilderness Lore when tracking by Scent; Vision: Normal,Darkvision (60') AL: NE; Sv: Fort +6, Ref +6, Will +3; Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10 Skills and Feats:  Hide +7, Listen +9, Move Silently +7, Sense Motive +4, Spot +10; Alertness  Possessions:   1 Bite (Natural/Primary), 

Mission 3: APL 4 (EL 7)

Archers:

· Norkers (Archer) (2): CR 1/2

· Parapet: Hobgoblin Fighter 3 (Archer) (1): CR 3 ½ 

Ground Fighters:

· Bugbears (2): CR 2

· Worg (2): CR 2

Norker (Archer): CR 1/2; Size:S Type Humanoid; HD (1d8)+2; hp 8; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 19 (flatfooted 18, touch 12), *Club +1 0'/B (1d6 20/x2 Both M ) or *Club (Thrown) +2 10'/B (1d6 20/x2 Both M ) or Javelin +2 30'/P (1d6 20/x2 Neither M ) or Bite (Natural/Secondary) -4 0'/P (1d4 20/x2 Neither S ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +3, Will -1; Str 10, Dex 13, Con 14, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +5, Listen +3, Move Silently +5, Spot +3; Alertness,  Possessions:   1 Club,  6 Javelin,  1 Bite (Natural/Secondary), 

Bugbear : CR 2; Size:M Type Humanoid; HD (3d8)+3; hp 21; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 14 (flatfooted 13, touch 14), Javelin +3 30'/P (1d6+2 20/x2 Neither M ) or Morningstar +4 0'/BP (1d8+2 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +2, Ref +4, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9 Skills and Feats:  Climb +4, Hide +3, Listen +3, Move Silently +6, Spot +3; Alertness,Armor Proficiency (Light) (1x),Shield Proficiency,   Possessions:   1 Javelin,  1 Leather,  1 Morningstar,  1 Shield (Small/Wooden), 

Hobgoblin Fighter 3 (Archer): CR 3½; Size:M Type Humanoid; HD (1d8)+(3d10)+4; hp 31; Init +4 (+4 Dex, +0 Misc); Spd Walk 20'; AC 19 (flatfooted 16, touch 14), Javelin +7 30'/P (1d6+1 20/x2 Neither M ) or *Longbow (+1 Mighty/Composite/Masterwork) +8 110'/P (1d8+1 20/x3 Neither L ) *Longbow (+1 Mighty/Composite/Masterwork) +6/+6 110'/P (1d8+1 20/x3 Neither L ) or Sword (Long/Masterwork) +5 0'/S (1d8+1 19-20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +5, Ref +8, Will +3; Str 12, Dex 19, Con 13, Int 10, Wis 12, Cha 9 Skills and Feats:  Hide +2, Listen +3, Move Silently +5, Spot +9; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Precise Shot, Rapid Shot,Shield Proficiency,Simple Weapon Proficiency Possessions:   1 Arrows (50),  1 Cloak of Resistance +1,  1 Javelin,  1 Longbow (+1 Mighty/Composite/Masterwork),  1 Ring +1 (Protection),  1 Scale Mail +1,  5 Sleep Arrow +1,  1 Sword (Long/Masterwork), 

Worg: CR 2; Size:M Type Magical Beast; HD (4d10)+8; hp 39; Init +2 (+2 Dex, +0 Misc); Spd Walk 50'; AC 14 (flatfooted 12, touch 14), Bite (Natural/Primary) +7 0'/BPS (1d6+4 20/x2 Neither L ) or ; SA: Scent(Ex),Trip(Ex),+4 Wilderness Lore when tracking by Scent; Vision: Normal,Darkvision (60') AL: NE; Sv: Fort +6, Ref +6, Will +3; Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10 Skills and Feats:  Hide +7, Listen +9, Move Silently +7, Sense Motive +4, Spot +10; Alertness  Possessions:   1 Bite (Natural/Primary), 

Mission 3: APL 6 (EL 9)

Archers:

· Norker Fighter 3 (Archer) (2): CR 3 1/2

· Parapet: Hobgoblin Fighter 4 (Archer) (1): CR 4 ½ 

· Parapet: Grimlock Warrior 1 (Archer) (1): CR 1

Ground Fighters:

· Bugbear Warrior 1 (2): CR 2

· Advanced Worg (4): CR 2 (5 HD)

Bugbear Warrior 1: CR 2; Size:M Type Humanoid; HD (3d8)+(1d8)+4; hp 28; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 20 (flatfooted 19, touch 14), *Javelin +4 30'/P (1d6+3 20/x2 Neither M ) or *Morningstar +1 +7 0'/BP (1d8+4 20/x2 Neither M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +4, Will +1; Str 16, Dex 12, Con 13, Int 10, Wis 10, Cha 9 Skills and Feats:  Climb +2, Hide +1, Intimidate +1, Listen +4, Move Silently +3, Spot +4; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency, Shield Proficiency,Simple Weapon Proficiency Possessions:   1 Breastplate (Masterwork),  2 Javelin,  1 Morningstar +1,  1 Shield (Small/Wooden/Masterwork), 

Norker Fighter 3 (Archer): CR 3; Size:S Type Humanoid; HD (1d8)+(3d10)+8; hp 35; Init +3 (+3 Dex, +0 Misc); Spd Walk 15'; AC 26 (flatfooted 23, touch 14), Bite (Natural/Secondary) +0 0'/P (1d4 20/x2 Neither S ) or Javelin +7 30'/P (1d6+1 20/x2 Neither M ) or Sword (Short/Masterwork) +7 0'/P (1d6+1 19-20/x2 Both S ) or *Shortbow (+2 Mighty/Composite/Masterwork) +9 70'/P (1d6+1 20/x3 Both M ) or Javelin (Lightning) +7 30'/P (1d6+1 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +5, Ref +6, Will +2; Str 13, Dex 16, Con 15, Int 10, Wis 12, Cha 10 Skills and Feats:  Hide +4, Listen +9, Move Silently +4, Spot +7; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency, Weapon Focus (Shortbow (Composite), Sword (Short))  Possessions:   3 Javelin,  1 Bite (Natural/Secondary),  1 Sword (Short/Masterwork),  1 Shortbow (+2 Mighty/Composite/Masterwork),  1 Scale Mail +1,  1 Arrows (20), 1 Javelin (Lightning) 

Grimlock Warrior 1 (Archer): CR 1; Size:M Type Monstrous Humanoid; HD (2d8)+(1d8)+3; hp 21; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 18 (flatfooted 17, touch 15), *Battleaxe (Masterwork) +6 0'/S (1d8+3 20/x3 Both M ) or Longbow (+1 Mighty/Composite/Masterwork) +5 110'/P (1d8+1 20/x3 Neither L ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Blindsight (40') AL: NE; Sv: Fort +4, Ref +5, Will +3; Str 15, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +6, Hide +6, Listen +7, Search +6, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency  Possessions:   1 Studded Leather,  1 Cloak of Resistance +1,  1 Battleaxe (Masterwork),  1 Longbow (+1 Mighty/Composite/Masterwork),

Hobgoblin Fighter 4 (Archer): CR 4; Size:M Type Humanoid; HD (1d8)+(4d10)+5; hp 39; Init +4 (+4 Dex, +0 Misc); Spd Walk 20'; AC 19 (flatfooted 16, touch 14), Javelin +8 30'/P (1d6+2 20/x2 Neither M ) or *Longbow +1 (+2 Mighty/Composite) +10 110'/P (1d8+3 20/x3 Neither L ) or Sword (Long/Masterwork) +7 0'/S (1d8+3 19-20/x2 Both M ) or ; SA: ; Vision: Normal,Darkvision (60') AL: LE; Sv: Fort +6, Ref +8, Will +3; Str 14, Dex 19, Con 13, Int 10, Wis 12, Cha 9 Skills and Feats:  Hide +2, Listen +3, Move Silently +5, Spot +9; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Precise Shot,Rapid Shot,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Longbow (Composite))  Possessions:   1 Arrows (50),  1 Cloak of Resistance +1,  1 Javelin,  1 Longbow +1 (+2 Mighty/Composite),  1 Ring +1 (Protection),  1 Scale Mail +1,  5 Sleep Arrow +1,  1 Sword (Long/Masterwork), 

Worg (Advanced 5 HD): CR 2; Size:M Type Magical Beast; HD (5d10)+10; hp 45; Init +2 (+2 Dex, +0 Misc); Spd Walk 50'; AC 14 (flatfooted 12, touch 14), Bite (Natural/Primary) +8 0'/BPS (1d6+4 20/x2 Neither L ) or ; SA: Scent(Ex),Trip(Ex),+4 Wilderness Lore when tracking by Scent; Vision: Normal, Darkvision (60') AL: NE; Sv: Fort +8, Ref +8, Will +5; Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10 Skills and Feats:  Hide +10, Listen +9, Move Silently +8, Spot +10, Wilderness Lore +3; Alertness  Possessions:   1 Bite (Natural/Primary),  1 Collar of Resistance +2, 

Mission 3: APL 8 (EL 11)

Archers:

· Norker Fighter 5 (Ground Archer) (2): CR 5 1/2

· Parapet: Bugbear Fighter 4/DW Sniper 2 (Archer) (1): CR 7

· Parapet: Grimlock Warrior 1 (Archer) (1): CR 1

Ground Fighters:

· Ettin (2): CR 5

· Advanced Worg (4): CR 2 (5 HD)

Ettin: CR 5; Size:L Type Giant; HD (10d8)+20; hp 80; Init +3 (-1 Dex, +4 Misc); Spd Walk 30'; AC 18 (flatfooted 18, touch 15), Javelin (Large) +5/+0 30'/P (1d8+6 20/x2 Primary L ) or *Greatclub +12/+7 0'/B (1d10+6 20/x2 Neither L ) or ; SA: Superior Two-Weapon Fighting(Ex),Speak pidgin Orc/Goblin/Giant(Ex); Vision: Normal,Darkvision (90') AL: CE; Sv: Fort +9, Ref +2, Will +3; Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11 Skills and Feats:  Handle Animal +3, Listen +12, Search +0, Spot +12; Alertness,Armor Proficiency (Light),Armor Proficiency (Medium),Improved Initiative,Martial Weapon Proficiency,Power Attack,Simple Weapon Proficiency  Possessions:   1 Hide (Large),  2 Javelin (Large),  2 Greatclub, 

Bugbear Fighter 4/DW Sniper 2 (Archer): CR 8; Size:M Type Humanoid; HD (4d10)+(3d8)+(2d8)+9; hp 67; Init +5 (+5 Dex, +0 Misc); Spd Walk 20'; AC 25 (flatfooted 24, touch 15), Battleaxe (Masterwork) +11/+6 0'/S (1d8+2 20/x3 Primary M ) or *Longbow +1 (+4 Mighty/Composite/Shock/Darkwood) +15/+10 165'/P (1d8+5 20/x3 Neither L +1d6 electric damage) or ; SA: Keen Arrows,Range Increment +20ft,Concealment Reduction 10pct,Magic Weapon,Projectile Improved Critical +1; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +8, Ref +14, Will +4; Str 15, Dex 20, Con 13, Int 10, Wis 10, Cha 9 Skills and Feats:  Climb +-1, Hide +6, Jump +-2, Listen +3, Move Silently +8, Spot +4, Tumble +1; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Far Shot,Martial Weapon Proficiency,Point Blank Shot,Rapid Shot,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Longbow (Composite)),Weapon Specialization (Longbow (Composite)) Possessions:   1 Battleaxe (Masterwork),  1 Cloak of Resistance +2,  1 Full Plate +2,  1 Ring +1 (Protection),  1 Shield +1 (Large/Wooden/Fortification (Light)/Darkwood),  1 Longbow +1 (+4 Mighty/Composite/Shock/Darkwood),  1 Arrows +1 (20/Darkwood),  1 Arrows (50), 

Grimlock Warrior 1 (Archer): CR 1; Size:M Type Monstrous Humanoid; HD (2d8)+(1d8)+3; hp 21; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 18 (flatfooted 17, touch 15), *Battleaxe (Masterwork) +6 0'/S (1d8+3 20/x3 Both M ) or Longbow (+1 Mighty/Composite/Masterwork) +5 110'/P (1d8+1 20/x3 Neither L ) or ; SA: Blindsight(Ex),Gaze Immunities(Ex),+10 Hide in mountains or underground; Vision: Blindsight (40') AL: NE; Sv: Fort +4, Ref +5, Will +3; Str 15, Dex 13, Con 13, Int 10, Wis 8, Cha 6 Skills and Feats:  Climb +6, Hide +6, Listen +7, Search +6, Spot +6; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Shield Proficiency,Simple Weapon Proficiency  Possessions:   1 Studded Leather,  1 Cloak of Resistance +1,  1 Battleaxe (Masterwork),  1 Longbow (+1 Mighty/Composite/Masterwork),

Norker Fighter 5 (Ground Archer):  CR 5; Size:S Type Humanoid; HD (1d8)+(5d10)+12; hp 53; Init +3 (+3 Dex, +0 Misc); Spd Walk 15'; AC 29 (flatfooted 27, touch 14), Bite (Natural/Secondary) +3 0'/P (1d4+1 20/x2 Neither S ) or Javelin +9 30'/P (1d6+2 20/x2 Neither M ) or Javelin (Lightning) +9 30'/P (1d6+2 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or *Shortbow +1 (+2 Mighty/Composite) +10 70'/P (1d6+3 20/x3 Neither M ) or Sword +1 (Short) +10 0'/P (1d6+5 19-20/x2 Primary S ) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +7, Ref +7, Will +4; Str 15, Dex 16, Con 14, Int 9, Wis 10, Cha 8 Skills and Feats:  Intimidate +1, Listen +2, Spot +3; Alertness, Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x), Dirty Fighting,Iron Will,Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Sword (Short)),Weapon Specialization (Sword (Short))  Possessions:   1 Bite (Natural/Secondary),  1 Arrows (20),  1 Arrows +1 (20),  1 Buckler +1,  1 Chainmail +1 (Small),  1 Cloak of Resistance +1,  1 Javelin,  2 Javelin (Lightning),  1 Ring +1 (Protection),  1 Shortbow +1 (+2 Mighty/Composite),  1 Sword +1 (Short), 

Worg (Advanced 5 HD): CR 2; Size:M Type Magical Beast; HD (5d10)+10; hp 45; Init +2 (+2 Dex, +0 Misc); Spd Walk 50'; AC 14 (flatfooted 12, touch 14), Bite (Natural/Primary) +8 0'/BPS (1d6+4 20/x2 Neither L ) or ; SA: Scent(Ex),Trip(Ex),+4 Wilderness Lore when tracking by Scent; Vision: Normal, Darkvision (60') AL: NE; Sv: Fort +8, Ref +8, Will +5; Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10 Skills and Feats:  Hide +10, Listen +9, Move Silently +8, Spot +10, Wilderness Lore +3; Alertness  Possessions:   1 Bite (Natural/Primary),  1 Collar of Resistance +2, 

Mission 3 Special

Room is 75’ x 75’ total
Balcony (10’ wide)








Shield Guardian





Stairs




Stairs







     Surm
   Swordwraith





Monk

      Altar


Monk





Norker






Norker












   Necrophidii










   Open Doors





Dwarves




Dwarves

Mission 3: APL 8 (EL 12) [Special]

· Surm the Evil, Half-Fiend Human Cleric 7 Kyuss [Death, Evil]

· Shield Guardian (1): CR 8

· Ettin Monk 1 (2): CR 6

· Advanced Necrophidius (3): CR 3 (5 HD)

· Norker Fighter 3 (2): CR 3 ½ each

· Swordwraith (Norker Fighter 3) (base creature 3 hd) (1): CR 5 each

This table will be making the assault on the main bad guy.  The dwarven forces will batter down the door (taking 3 rounds, during which time Surm will be casting spells).  The dwarves will move off to the side corridors to deal with enemies there, while the PCs will make the assault into the central area.

Descrate has been precast several times from a want to overlap in here, and there is an altar to Kyuss.

Round 1 spell: Brambles (on one of the Monk’s Nunchakus)

Round 2 spell: Entropic Shield (on self)

Round 3 spell: Shield of Faith (on Shield Guardian)

Tactics:  Surm will unload with all of his spells on the party while the Shield Guardian defends him.  The Monks, Nerophidii and Swordwraith will engage the party in melee while the Norker archers fire from their stations.

If the battle is going badly for Surm, he will attempt to escape by triggering a Rune of Teleport that he was given by a powerful ally.  Sadly for him, it doesn’t work.  He will scream that he has been betrayed.

Advanced Necrophidius (5 HD): CR 2; Size:M Type Construct; HD (5d10); hp 50; Init +3 (+3 Dex, +0 Misc); Spd Walk 30', Climb 10'; AC 18 (flatfooted 15, touch 13), Bite (Natural/Primary) +4 0'/P (1d6+1 20/x2 Neither L ) or ; SA: Dance of Death,Paralysis,Sneak Attack +2d6,Construct,Immune to Mind-influencing effects, poison, disease, and similar effects.,Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: TN; Sv: Fort +1, Ref +4, Will +1; Str 13, Dex 16, Con --, Int --, Wis 11, Cha 11 Skills and Feats:  Climb +9, Hide +11, Move Silently +11;  Possessions:   1 Bite (Natural/Primary), 

Ettin Monk 1: CR 6; Size:L Type Giant; HD (10d8)+(1d8)+22; hp 88; Init +5 (+1 Dex, +4 Misc); Spd Walk 40'; AC 19 (flatfooted 18, touch 19), Unarmed Strike +13/+8 0'/B (1d8+7 20/x2 Neither T ) or Flurry of Blows +11/+11/+6 0'/B (1d8+7 20/x2 Neither T ) or Nunchaku +1 (Large) +14/+9 0'/B (2d6+8 20/x2 Primary L ) or ; SA: Stunning Attack 1/day,Stunning Attack DC (12),Evasion,Flurry of Blows,Superior Two-Weapon Fighting(Ex),Speak pidgin Orc/Goblin/Giant(Ex); Vision: Normal,Darkvision (90') AL: LE; Sv: Fort +11, Ref +6, Will +7; Str 24, Dex 12, Con 15, Int 9, Wis 14, Cha 11 Skills and Feats:  Listen +14, Search +1, Spot +20, Tumble +3; Alertness,Exotic Weapon Proficiency,Improved Initiative,Improved Unarmed Strike,Martial Weapon Proficiency,Power Attack,Stunning Fist,  Possessions:   1 Outfit (Monk's),  1 Unarmed Strike,  1 Flurry of Blows,  1 Ki Straps,  1 Nunchaku +1 (Large), 

Norker Fighter 3 (Special Mission Archer): CR 3; Size:S Type Humanoid; HD (1d8)+(3d10)+8; hp 35; Init +3 (+3 Dex, +0 Misc); Spd Walk 15'; AC 26 (flatfooted 23, touch 14), Bite (Natural/Secondary) +0 0'/P (1d4 20/x2 Neither S ) or Javelin +7 30'/P (1d6+1 20/x2 Neither M ) or Sword (Short/Masterwork) +7 0'/P (1d6+1 19-20/x2 Both S ) or *Shortbow (+2 Mighty/Composite/Masterwork) +9 70'/P (1d6+1 20/x3 Both M ) or Javelin (Lightning) +7 30'/P (1d6+1 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or ; SA: ; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +6, Ref +7, Will +3; Str 13, Dex 16, Con 15, Int 10, Wis 12, Cha 10 Skills and Feats:  Hide +4, Listen +9, Move Silently +4, Spot +7; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Martial Weapon Proficiency,Point Blank Shot,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Shortbow (Composite), Sword (Short))  Possessions:   1 Bite (Natural/Secondary),  3 Javelin,  1 Sword (Short/Masterwork),  1 Shortbow (+2 Mighty/Composite/Masterwork),  1 Scale Mail +1,  1 Arrows (20),  1 Javelin (Lightning),  1 Brooch of Shielding,  1 Vest of Resistance +1,  1 Bracers of Armor +1,  1 Arrows +1 (20/Darkwood),  1 Potion (Fire Breath), 

Shield Guardian: CR 8; Size:L Type Construct; HD (15d10); hp 150; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 24 (flatfooted 24, touch 24), Slam (Natural/Primary) +16/+16/+16 0'/B (1d8+9 20/x2 Neither H ) or ; SA: Fast Healing 5, Spell Storing(Sp),Shield Other(Sp),Guard(Ex),Find Master(Su), Immune to Mind-influencing effects, poison, disease, and similar effects.,Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal, Darkvision (60') AL: TN; Sv: Fort +5, Ref +5, Will +5; Str 22, Dex 10, Con --, Int --, Wis 10, Cha 1 Skills and Feats:  ; Possessions:   1 Slam (Natural/Primary), 

Swordwraith Norker Fighter 3: CR 5; Size:S Type UNDEAD; HD (4d12); hp 36; Init +2 (+2 Dex, +0 Misc); Spd Walk 15'; AC 30 (flatfooted 29, touch 13), Bite (Natural/Secondary) +2 0'/P (1d4+1 20/x2 Neither S ) or Javelin +6 30'/P (1d6+3 20/x2 Neither M ) or Javelin (Lightning) +6 30'/P (1d6+3 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or *Sword +1 (Short) +9 0'/P (1d6+4 19-20/x2 Primary S ) or ; SA: DR 10/+2, Strength Damage,Turn Resistance +2,Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +4, Ref +6, Will +4; Str 16, Dex 14, Con --, Int 9, Wis 10, Cha 8 Skills and Feats:  Hide +5, Intimidate +1, Listen +2, Move Silently +5, Spot +2; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Combat Reflexes,Iron Will,Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Sword (Short)) Possessions:   1 Bite (Natural/Secondary),  1 Cloak of Resistance +1,  1 Full Plate (Masterwork/Small),  1 Javelin,  2 Javelin (Lightning),  1 Ring +1 (Protection),  1 Shield +1 (Small/Steel),  1 Sword +1 (Short),  1 Brooch of Shielding, 

Surm (Half-Fiend Cleric 7): CR 9; Size:M Type Humanoid|OUTSIDER; HD (7d8)+14; hp 56; Init +3 (+3 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 26, touch 14), *Morningstar +1 (Frost) +7 0'/BP (1d8+2 20/x2 Primary M +1d6 cold damage) or ; SA: Spontaneous casting,Rebuke Undead 5/day,Immune to poison, Acid Resistance 20, Cold Resistance 20, Electrical Resistance 20, Fire Resistance 20, Darkness 3/day,Desecrate 1/day,Unholy Blight 1/day,Poison 3/day; Vision: Normal,Darkvision (60') AL: NE; Sv: Fort +10, Ref +8, Will +13; Str 12, Dex 17, Con 15, Int 16, Wis 21, Cha 14 Skills and Feats:  Concentration +12, Heal +10, Knowledge (Arcana) +4, Knowledge (Religion) +8, Knowledge (Undead) +5, Scry +8, Spellcraft +13; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Combat Casting, Empower Turning,Reach Spell,Sanctum Spell,Shield Proficiency,Simple Weapon Proficiency,Spell Focus (Necromancy)  Possessions:   0 Vestments (Cleric's),  1 Cloak of Resistance +3,  1 Eyes of Dark Aura,  1 Gloves of Dexterity +2,  1 Greater Holy Symbol,  1 Necklace of Prayer Beads (Smiting),  1 Ioun Stone (Incandescent Blue),  1 Full Plate +2,  1 Ring +2 (Protection),  1 Spined Shield +1 (Large/Steel),  1 Morningstar +1 (Frost),  1 Wand (Cure Moderate Wounds),  1 Wand (Inflict Serious Wounds/Reach Spell/Cleric/9th),  Deity: Kyuss Domains:  Death(You may use a death touch once per day. It is a spell-like ability that is a death effect. You must succeed at a melee touch attack against a living creature. Roll 1d6 per your cleric level, if the total is greater than the creature's current hit points, it dies.) Evil(You cast evil spells at +1 caster level.) 

Spells: Cleric: [DC 15 + spell level] (6 /5 /4 /3 /2 ) 

A bunch of numbers are wrong on the sheet
Harrier (Summoned): CR 3; Size:L Type Magical Beast; HD (4d10); hp 28; Init +5 (+5 Dex, +0 Misc); Spd Walk 20', Fly 50'; AC 19 (flatfooted 9, touch 14), Energy (Natural/Primary) +9 0'/ (1d8 20/x2 Neither L ) or ; SA: ; Vision: Normal AL: TN; Sv: Fort +4, Ref +9, Will +3; Str --, Dex 20, Con --, Int 2, Wis 14, Cha 6 Skills and Feats:  Listen +7, Spot +7; Weapon Finesse (Energy)  Possessions:   1 Energy (Natural/Primary), 

Fix one or two things on sheet.
Fiendish Dire Ape (Summoned): CR 4; Size:L Type Animal; HD (5d8)+10; hp 40; Init +2 (+2 Dex, +0 Misc); Spd Walk 30', Climb 15'; AC 15 (flatfooted 13, touch 15), Bite (Natural/Secondary) +3 0'/BPS (1d8 20/x2 Neither L ) or Claw (Natural/Primary) +8/+8 0'/PS (1d6+6 20/x2 Neither L ) or ; SA: Scent(Ex),Rend(Ex),Smite Good 1/day,Cold, Fire Resistance 10; Vision: Low-light,Normal,Darkvision (60') AL: LE; Sv: Fort +6, Ref +6, Will +2; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7 Skills and Feats:  Climb +14, Move Silently +9, Spot +9;  Possessions:   1 Bite (Natural/Secondary),  1 Claw (Natural/Primary), 

Mission 3: APL 10 (EL 14) [Special]

APL 10 (EL 14)

· Surm the Evil, Half-Fiend/Half-Human Cleric 9 Kyuss [Death, Evil] (CR 11)

· Shield Guardian (1): CR 8

· Ettin Monk 4 (2): CR 9

· Advanced Necrophidius (3): CR 3 (5 HD)

· Norker Fighter 5/Rogue 1 (2): CR 6 ½ each
· Swordwraith (Norker Fighter 7) (base creature 7 hd) (1): CR 7 each

This table will be making the assault on the main bad guy.  The dwarven forces will batter down the door (taking 3 rounds, during which time Surm will be casting spells).  The dwarves will move off to the side corridors to deal with enemies there, while the PCs will make the assault into the central area.

Tactics:  Surm will unload with all of his spells on the party while the Shield Guardian defends him.  The Monks, Nerophidii and Swordwraith will engage the party in melee while the Norker archers fire from their stations.

If the battle is going badly for Surm, he will attempt to escape by triggering a Rune of Teleport that he was given by a powerful ally.  Sadly for him, it doesn’t work.  He will scream that he has been betrayed.

Advanced Necrophidius (5 HD): CR 2; Size:M Type Construct; HD (5d10); hp 50; Init +3 (+3 Dex, +0 Misc); Spd Walk 30', Climb 10'; AC 18 (flatfooted 15, touch 13), Bite (Natural/Primary) +4 0'/P (1d6+1 20/x2 Neither L ) or ; SA: Dance of Death,Paralysis,Sneak Attack +2d6,Construct,Immune to Mind-influencing effects, poison, disease, and similar effects.,Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: TN; Sv: Fort +1, Ref +4, Will +1; Str 13, Dex 16, Con --, Int --, Wis 11, Cha 11 Skills and Feats:  Climb +9, Hide +11, Move Silently +11;  Possessions:   1 Bite (Natural/Primary), 

Attacks for Nunchaku are wrong on sheet.  Should be +17/+12.  Stunning DC 20 (ki straps)

Ettin Monk 4: CR 9; Size:L Type Giant; HD (10d8)+(4d8)+28; hp 112; Init +5 (+1 Dex, +4 Misc); Spd Walk 50'; AC 20 (flatfooted 19, touch 20), Unarmed Strike +16/+11 0'/B (1d10+7 20/x2 Neither T ) or Flurry of Blows +14/+14/+9 0'/B (1d10+7 20/x2 Neither T ) or *Siangham +1 (Large) +17/+12 0'/P (2d6+8 20/x2 Primary L ) or *Nunchaku +1 (Large) +17/+12 0'/B (2d6+4 20/x2 Off-hand L ) or ; SA: Stunning Attack 4/day,Stunning Attack DC (20),Evasion,Flurry of Blows,Superior Two-Weapon Fighting(Ex),Speak pidgin Orc/Goblin/Giant(Ex),Still Mind,Slow Fall (20 ft.); Vision: Normal, Darkvision (90') AL: LE; Sv: Fort +13, Ref +8, Will +10; Str 24, Dex 12, Con 15, Int 9, Wis 16, Cha 11 Skills and Feats:  Balance +3, Jump +9, Listen +13, Search +1, Spot +21, Tumble +14; Alertness,Deflect Arrows,Exotic Weapon Proficiency,Improved Initiative,Improved Unarmed Strike,Martial Weapon Proficiency,Power Attack,Stunning Fist, Possessions:   1 Outfit (Monk's),  1 Unarmed Strike,  1 Flurry of Blows,  1 Ki Straps,  1 Siangham +1 (Large),  1 Nunchaku +1 (Large), 

Norker Fighter 5/Rogue 1 (Archer): CR 6; Size:S Type Humanoid; HD (1d8)+(5d10)+(1d6)+14; hp 59; Init +3 (+3 Dex, +0 Misc); Spd Walk 15'; AC 29 (flatfooted 27, touch 14), Bite (Natural/Secondary) +3 0'/P (1d4+1 20/x2 Neither S ) or Javelin +9 30'/P (1d6+2 20/x2 Neither M ) or Javelin (Lightning) +9 30'/P (1d6+2 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or *Shortbow +1 (+2 Mighty/Composite) +11 70'/P (1d6+5 20/x3 Neither M ) or Sword +1 (Short) +9 0'/P (1d6+3 19-20/x2 Neither S ) or ; SA: Sneak Attack +1d6; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +7, Ref +9, Will +2; Str 15, Dex 16, Con 14, Int 9, Wis 10, Cha 8 Skills and Feats:  Intimidate +1, Listen +2, Move Silently +5, Spot +5, Tumble +2; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Exotic Weapon Proficiency,Martial Weapon Proficiency,Point Blank Shot,Precise Shot,Rapid Shot,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Shortbow (Composite)),Weapon Specialization (Shortbow (Composite))  Possessions:   1 Bite (Natural/Secondary),  1 Arrows (20),  1 Arrows +1 (20),  1 Buckler +1,  1 Chainmail +1 (Small),  1 Cloak of Resistance +1,  1 Javelin,  2 Javelin (Lightning),  1 Ring +1 (Protection),  1 Shortbow +1 (+2 Mighty/Composite),  1 Sword +1 (Short),  1 Slaying Arrow +1, 

Swordwraith Norker Fighter 7:CR 9; Size:S Type Humanoid|UNDEAD|UNDEAD; HD (1d8)+(7d10); hp 70; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 13), Bite (Natural/Secondary) +7 0'/P (1d4+2 20/x2 Neither S ) or Javelin +9/+4 30'/P (1d6+4 20/x2 Neither M ) or *Sword +1 (Long/Keen) +12/+7 0'/S (1d8+7 17-20/x2 Primary M threat range doubled) or Javelin (Lightning) +9/+4 30'/P (1d6+4 20/x2 Neither M Becomes a 5d6 Lightning Bolt when thrown) or ; SA: Strength Damage,Turn Resistance +2,DR 10/+2,Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +5, Ref +5, Will +3; Str 19, Dex 13, Con --, Int 9, Wis 9, Cha 8 Skills and Feats:  Hide +9, Intimidate +3, Listen +1, Move Silently +9, Spot +1; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Combat Reflexes,Iron Will,Martial Weapon Proficiency,Monkey Grip (Sword (Long)),Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Sword (Long)),Weapon Specialization (Sword (Long)) Possessions:   1 Bite (Natural/Secondary),  1 Full Plate +2,  1 Javelin,  1 Sword +1 (Long/Keen),  1 Shield +1 (Small/Steel/Blinding/Mithral),  1 Ring +1 (Protection),  1 Gauntlets of Ogre Power,  2 Javelin (Lightning), 

Swordwraith Minotaur Fighter 1:  CR 7; Size:L Type Monstrous Humanoid (UNDEAD); HD (6d8)+(1d10); hp 58; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 27, touch 17), Gore (Natural/Secondary) +7 0'/B (1d8+3 20/x2 Neither L ) or *Greataxe +1 (Dancing/Huge) +14/+9 0'/S (2d8+10 20/x3 Both H can be loosed to attack on its own) or ; SA: Natural Cunning(Ex), Scent(Ex), Charge(Ex),Strength Damage,Turn Resistance +2,Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.; Vision: Normal,Darkvision (60') AL: CE; Sv: Fort +8, Ref +7, Will +9; Str 22, Dex 10, Con --, Int 7, Wis 10, Cha 8 Skills and Feats:  Intimidate +5, Jump +6, Listen +16, Search +6, Spot +16; Alertness,Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Great Fortitude,Iron Will,Martial Weapon Proficiency,Power Attack,Shield Proficiency,Simple Weapon Proficiency,Weapon Focus (Greataxe) Possessions:   1 Gore (Natural/Secondary),  1 Greataxe +1 (Dancing/Huge),  1 Full Plate +2 (Large),  1 Gauntlets of Ogre Power,  1 Ring (Force Shield),  1 Ring +1 (Protection),  1 Cloak of Resistance +2, 

Surm (Half-Fiend Cleric 9):  CR 11; Size:M Type Humanoid|OUTSIDER; HD (9d8)+18; hp 72; Init +3 (+3 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 26, touch 14), *Morningstar +2 (Icy Burst) +9/+4 0'/BP (1d8+3 20/x2 Primary M +1d6 cold damage, on a critical hit deals extra cold damage (+1d10)) or ; SA: Spontaneous casting,Rebuke Undead 5/day,Immune to poison, Acid Resistance 20, Cold Resistance 20, Electrical Resistance 20, Fire Resistance 20, Darkness 3/day,Desecrate 1/day,Unholy Blight 1/day,Poison 3/day,Contagion 1/day; Vision: Normal,Darkvision (60') AL: NE; Sv: Fort +11, Ref +9, Will +15; Str 12, Dex 17, Con 15, Int 16, Wis 22, Cha 14 Skills and Feats:  Concentration +14, Heal +11, Knowledge (Arcana) +4, Knowledge (Religion) +9, Knowledge (Undead) +8, Scry +8, Spellcraft +15; Armor Proficiency (Heavy) (1x),Armor Proficiency (Light) (1x),Armor Proficiency (Medium) (1x),Combat Casting,Empower Turning,Reach Spell,Sanctum Spell,Shield Proficiency,Silent Spell,Simple Weapon Proficiency,Spell Focus (Necromancy)  Possessions:   0 Vestments (Cleric's),  1 Cloak of Resistance +3,  1 Eyes of Dark Aura,  1 Gloves of Dexterity +2,  1 Greater Holy Symbol,  1 Necklace of Prayer Beads (Smiting),  1 Ioun Stone (Incandescent Blue),  1 Full Plate +2,  1 Ring +2 (Protection),  1 Spined Shield +1 (Large/Steel),  1 Wand (Cure Moderate Wounds),  1 Wand (Inflict Serious Wounds/Reach Spell/Cleric/9th),  1 Necklace of Prayer Beads (Karma),  1 Morningstar +2 (Icy Burst),  Deity: Kyuss Domains:  Death(You may use a death touch once per day. It is a spell-like ability that is a death effect. You must succeed at a melee touch attack against a living creature. Roll 1d6 per your cleric level, if the total is greater than the creature's current hit points, it dies.) Evil(You cast evil spells at +1 caster level.) 

Spells: Cleric: [DC 16 + spell level] (6 /6+1 /6+1 /4+1 /3+1 /2+1 )

Mission 3 Checklist

Mission Success:

___  The PCs were totally defeated

___  The PCs retreated before time was up, but did not defeat the enemies

___  The PCs retreated before time was up, and did defeat the enemies

___  The PCs retreated when time was up, but did not defeat the enemies

___  The PCs retreated when time was up, and did defeat the enemies

___  Enter the number of prisoners taken

Other notes, heroic deeds, incredible blunders, etc:

Interactive Part 4

Triumph or Failure?

Lt. Stonebreaker makes a final speech.

Commendations?  Signs of Trilesemain?  Promotion?  Chief?  McCloud?
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