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Cross out any game effects this character does not gain.

& Commendation

This is given to any active duty or reactivated veteran PC who
successfully aided in breaking the covey of hags. A regional certificate
will be issued for this commendation (please request the regional
certificate file from the current Gran March Triad POC if you are running
this scenario.

@& Boar’s Head Stein

These steins are ornate clay mugs with pewter caps given to the PC in
appreciation for aiding the owner of the Boar's Head Inn. The stein is
engraved with the PC’s name and is kept at the Inn in Foredge.
Whenever the PC visits the Inn, he or she is given the stein to use and
benefits from free room and board at the Inn.

\ Heartstone
All night hags carry this periapt, which instantly cures any disease

\ Coward Cleaver

Coward Cleaver is an ancient looking greataxe that appears coated in
rust and dry blood. No amount of cleaning can change this weapon’s
appearance. Coward Cleaver is a +1 greataxe that carries the special
abilities of throwingand returning, but each time it is used in melee
against a foe and the attack roll is a natural 1, it damages the wielder
instead of its intended target. This curse even functions when Coward
Cleaver is hurled, but in that case the damage to the hurleris doubled. If
Coward Cleaver is wielded by a being with orc blood (at least half-orc) its
enhancement bonus increases by +2 (for a total bonus of +3) and its range
increment increases by 10 ft. (for a total of 20 ft.). However, at the
beginning of each round any wielder with orc blood must make a DC 15
Will save to avoid a compulsion to hurl Coward Cleaver at any combatant
(friend or foe) that is fleeing the field of battle. If no combatants are
fleeing the wielder need not make a saving throw. If multiple combatants
are fleeing only one saving throw need be made and in the event that the
saving throw is failed the wielder may freely choose between the fleeing
combatants for his target.
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APL 4

max 675 Xp; 600 gp

APL 6

max 900 xp; 800 gp

APL8

max 1,125 Xp; 1,250 gp

APL10

max 1,350 Xp; 2,100 gp

APL 12

contracted by the holder. In addition, a heartstone provides a +2 et o . max 1,575 Xp; 3,000
resistance bonus on all saving throws. A night hag that loses this charm Casterl}él-ve[ 1o ,tlll’regf-qujsz‘es. C;aft‘ Mpgic Ar‘ms ar.ldbA.rm(ﬁ:’ ’ Ki &P
can no longer use etherealnessuntil it can manufacture another (which creator must have orc blood; Market Price: 18320, gpsalfeightrzoibs:
takes one month). Other creatures, including those of good alignments, Bae of Mushrooms
can also benefit from the heartstone’s powers, but the periapt shatters - I"i rdita gives the PC a small bag that weighs less than a pound and
after tcér;;lsrez and[d(zi.CS};‘lO; bzz‘;y;g’:?f’i{;ﬁiir s Ttem, creator must b contains thirty special dried mushrooms. These mushrooms will never
| asterfeves 3 ; Frerequisires:Lralt Wondrous ltem, Creator mustbe i) 1nd one mushroom has enough nourishment for an entire day (note,
a night hag; Market Price: 1,800 gp. Weight. . these mushrooms are not magical)
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