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A secret mission presents the opportunity to bring justice to the Free Band and its leader Olowyn Aelanthyr.  Do you have the skill and fortitude to defeat one of Gran March’s most wanted outlaws?  A Gran March regional adventure for APLs 6-12 and Part 3 of the Free Band Series.  
Note: Characters that have expressed open support for the Free Band and its actions against Gran March, or that consider themselves sympathizers, should not participate in this adventure unless they are willing to accept the mission as described above.
Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

This is a LIVING GREYHAWK Adventure.  As a LIVING adventure it is expected that players bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

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

If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Four or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are two things that you can do to help even the score.

2. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard one-round Regional adventure, set in Gran March.  Characters native to Gran March pay one Time Unit per round, all others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

This module continues the series of modules that started with The Free Band and It Stalks the Night, but it is not necessary for players or judges to have participated in those modules to enjoy this one.

When the Oeridian and Suloise tribes were mingled at the founding of the Kingdom of Keoland, they were far from being the first residents of the area.  At the time, the Sylvan forest called Axewood stretched out across the northern and eastern portion of what is now modern Keoland, following the Sheldomar River to join with the Dim Forest and extend down into what is now the modern Silverwood.  At first, the Faerie Kings blessed the formation of a kingdom in the grasslands to the southwest, as it provided a buffer between the Axewood and the dark forest of Dreadwood.  The rulers of the new kingdom seemed to be fair and wise; however, men are short-lived, and the wise rulers of Keoland soon passed away.  Over the ensuing generations, the forest was cut down in a slow but steady process, and now the once-mighty forest is divided into small pieces.  Today, with men building a road through the Dim Forest and attempting to drain the Rushmoors, the elves of the Dim Forest fear that once again man will clear away more of their natural environment for farmland to help feed the ever-growing Gran March army.
One elf, Olowyn Aelanthyr, resolved to take action to prevent this from happening.  Disobeying his elders, who have made a pact with the government of Gran March, Olowyn assembled a Free Band of elves to combat the further destruction of the forest.  Olowyn recruited several elven scouts and archers to his cause. Rythillon, a powerful elven enchanter, and his apprentice also joined the Free Band.  Olowyn then appealed to the Faerie Kings for their help in saving what is left of the great forest.  To his surprise, a small band of pixies was sent to answer his plea for help; however, these pixies became uneasy about Olowyn’s intentions and subsequently left the band to return to the forest of Silver Wood.  (These events were chronicled in the CY592 module The Free Band.)

Although he has a good heart and good intentions, all of Olowyn’s plans have spun completely out of his control.  One of his own allies has been playing him for a fool, using Olowyn and his band as pawns in his own attempts to grab power in the Sheldomar Valley.  The mindbender Rythillon has dominated Olowyn and has gained direct control over the Free Band.  Using Olowyn and the other scouts and warriors, Rythillon has tried a number of malevolent tactics to drive the work crews and the army from the forest, taking immense glee in using the elves to further his wicked ends. (Some of these efforts are chronicled in the CY593 module It Stalks the Night.) 

However, all of Rythillon’s nefarious plans have been thwarted, and as the Free Band has become more and more infamous in Gran March, Rythillon has realized that he is putting himself in danger because of the extensive search for the elven “insurgents” by the government and Army of Gran March.  If any of the Free Band members are caught and magically interrogated, Rythillon’s presence could be revealed.  Because it is clear that his efforts to drive Gran March forces from the forest have failed, and because he has recently completed certain magical researches that are more important to him than continuing to toy with Olowyn and his fellows, Rythillon is ready to sacrifice the Free Band and go into hiding while he furthers his other schemes.  To rid himself of the Free Band, Rythillon has developed a plan to manipulate a group of adventurers into killing most of the members of the Free Band.  The adventurers will be heroes for destroying the Free Band, and no one will be the wiser about Rythillon’s role in things.  Rythillon’s most useful pawn, Olowyn Aelanthyr, could still serve as a useful distraction, so the mindbender has decided to eliminate the bulk of the Free Band first and then decide what to do with Olowyn later.

Adventure Summary

The Mindbender Rythillon has let intelligence that could lead to the capture of Olowyn Aelanthyr fall into the lap of a Gran March military officer. Rythillon’s goal is to manipulate this officer into sending a powerful group of heroes on a mission to engage and destroy Olowyn Aelanthyr and the Free Band.  The officer, not questioning the source or content of this information due to his own zeal to see such a wanted outlaw brought to justice, recruits the PCs for the task.  

Making use of the information will require powerful divination magic to locate the Free Band’s current campsite. To this end, the PCs enlist the aid of a gnomish Loremaster named Perdita Oogultrop.  Perdita is more than willing to help the PCs locate the Free Band, if they are willing to do her a small favor first.  Following Perdita’s guidance, the PCs engage members of the Free Band, who fanatically fight to the death; however, Olowyn is not present.  The PCs proceed to the Free Band’s campsite, following the directions they were given by Perdita.

The PCs then get the opportunity to assault Rythillon’s lair, which is located in an abandoned faerie mound (and still retains many of the confusing and deadly wards laid down by its former inhabitants).  Defeating the traps and guardians of the place, the PCs discover Rythillon’s secret study, where they find information about a planned assassination attempt against the Knight-Colonel of the 10th Battle.

However, when the PCs rush to the site of the “assassination,” they discover that Rythillon has duped them one final time.  Instead of their true quarry, the heroes come upon Olowyn, who has been released from the mindbender’s domination and is overcome with grief at his own terrible actions these past few years.  The PCs have to make the moral decision whether to allow Olowyn to end his own life or turn him over to the military for a proper trial.  Regardless of their decision, Rythillon taunts them by means of an illusionary sending, promising that a dire fate is in store for the entire Sheldomar Valley once his true plans come to fruition.

Introduction

This adventure takes place in Gran March and the Dim Forest.  At the start of the adventure, the PCs find themselves in the hamlet of Foredge on the eastern border of the Dim Forest along the newly improved military road. The weather is partly cloudy and mild throughout the adventure, with both moons waxing, but only approximately three quarters and half full. Also keep in mind that inside the Dim Forest it is, well… dim.  Not much light penetrates the canopy, so decrease lighting conditions from the sun and moons by one category.
Over the course of a few days prior to the start of the adventure, Rythillon has provided some valuable intelligence to a Gran March military officer and used his Bluff and Diplomacy skills to convince him to send a group of adventurers on a secret mission to destroy the Free Band. 

To prepare to play this adventure, collect the following relevant information from each player:

· Is the character elven or half-elven?

· Is the character an active-duty member of the military?  Is the character a veteran of the military or the work gangs?

· If active-duty, what is the character’s rank?

· Has the character participated in either or both of the adventures The Free Band and It Stalks the Night?

Hand each player a Player Handout.  The highest ranking Gran March military character or the most likely leader should receive Player Handout 1.  Player Handouts 2 through 6 should go to the remaining player characters; distribute them randomly.  If there are fewer than 6 PCs at the table, then one or more of Handouts 2 through 6 will not be distributed.  Additionally, you should give Player Handout 7 to a player with an elven or half-elven character.  If there is more than one such character at the table, have them share the handout (or make multiple copies beforehand).  When the preparation is complete, one (and only one) player should have Player Handout 1, each of the other players should have one of Player Handouts 2 through 6, and any elven or half-elven characters should also have Player Handout 7.

Any Gran March military characters have been summoned to a briefing with Captain Fallon Dolmir at the Boar’s Head Inn in the village of Foredge.  Military veterans have been reactivated and are ordered to attend the briefing as well.  Characters that served in the work gangs have been summoned because Olowyn and the Free Band have made several attempts to disrupt the progress of the work camp in the Dim Forest and this is an opportunity for such characters to strike a blow for their fellow workers by eliminating the threat once and for all.  

If none of the players are playing Gran March military characters or veterans, then Captain Dolmir has requested their presence at the Boar’s Head Inn because he has heard of their loyalty to the March or their previous encounters with his quarry, Olowyn Aelanthyr, leader of the Free Band. In the unlikely event that none of the PCs have played any of the previous events in this series and none of them have ever been to Gran March before, Captain Dolmir has simply heard of them by reputation (and secretly decided that he doesn’t want to risk valuable military personnel on a secret operation that very well could turn out to be a trap).

The adventure begins in the village of Foredge, where the PCs are waiting for Captain Dolmir.  Although they do not know it, they have journeyed to Foredge because Rythillon has manipulated the situation to make the PCs serve his ends.

Special Note: The Free Band series is one that has engendered some heated discussions among the players of the Gran March region.  While most characters are militarily oriented and thus would welcome the opportunity to capture (or kill) Olowyn and his cohorts, there are some characters who might be sympathetic to the goals and aims espoused by the Free Band, even if its means are distasteful.  There are even a few characters out there (particularly from outside of Gran March) who believe that the Free Band’s particular form of eco-terrorism is not only justified, but also right and proper. Without passing judgment, such sentiments must be quashed.  This adventure does not work unless all of the PCs are working together to achieve the goal of capturing Olowyn.  

For players who believe that their characters would not willingly participate and who would otherwise sabotage the mission, take them aside and explain that this is an opportunity to get Olowyn a fair trial, in public, rather than an ignoble execution on an unknown battlefield.  The fact is, with all of the resources of Gran March increasingly focused on him, Olowyn’s capture is only a matter of time.  If the PCs help this mission succeed, at least he will be captured alive, and the truth or falsehood of his cause and his actions can be debated in the open. Such an arrangement should be preferable to all but the most militant anti-road-building PCs, and the players of those PCs should have heeded the blurb in the first place and played different characters.

Throughout the remainder of this adventure, no accommodation has been made for characters that try to deliberately work contrary to the plot.  If such an event does occur at your table, you’ll need to adapt as best you can – and remember, Rythillon is working behind the scenes to make sure that the mission succeeds, not fails.  He’s the one who made this whole thing happen in the first place, because he wants to dispose of the Free Band in such a fashion that leaves him free to continue his other operations without the entire weight of Gran March breathing down his neck.  It is unlikely that there is anything a disruptive character (or player) could do that Rythillon can’t overcome.  He will do what he must to ensure that the PCs have the opportunity to do what he wants them to do – destroy the Free Band and Olowyn Aelanthyr.

Encounter 1:  Assembling for the Mission

Your journey to Foredge, though uneventful thanks to military patrols keeping the peace, has been dreary and miserable due to spring rains and overcast skies.  When you arrived late last night, you made your way to the town’s lone inn, the Boar’s Head, where you spent a restful evening.  This morning has found you descending to the common room for a late breakfast.  

Although the Inn is famous for serving a plentiful variety of dishes prepared from its namesake animal, rumor has it that a recent decline in the ability of local hunters to locate wild boars has led to a greatly reduced menu.  A quick survey of the menu card seems to confirm the hunters’ difficulties.  As you contemplate your order, you can see that the locals have begun moving on to whatever labors the day holds for them.  Soon, the only people left in the common room are travelers such as yourself.

Now, you await the arrival of the man who asked you to meet him here, one Captain Fallon Dolmir, commander of the A Pikeline of the 10th Battle at Fort Endurance.

If any of the PCs have played the module It Stalks the Night, they might have engraved mugs kept at the Boar’s Head. These mugs are similar in appearance to German beer steins and entitle the owner to free drinks at the inn (this applies only to common drinks; any expensive beverages, such as rare vintages of wine, will need to be paid for).  At this point, the players should give character descriptions and the PCs should have a moment to get acquainted (or re-acquainted) with one another.  

Boris, the Innkeeper, is apologetic for the lack of his normal choice of meals.  He blames the Free Band for the lack of fresh boar meat.  Most hunters are afraid to go into the woods these days, and even those brave enough to risk the Free Band’s wrath can find very little game.  There hasn’t been a successful boar hunt in over a month.  Boris is sure that the Free Band is behind this and is eager to hear any rumors that the PCs have about the Free Band.  He’ll contribute a few rumors of his own, wild fabrications along the lines of how the Free Band commands demons and devils that can possess the spirits of wild animals and turn them with terrible, infernal ferocity against hunters and even against innocent women and children. Why, it wasn’t that long ago that a young boy was nearly killed by a demon-possessed wild boar, and if it weren’t for the actions of some brave heroes (some of whom might be sitting right here!) the lad would surely have been taken and used in some kind of terrible dark-forest-demon-elf-druid-devil sacrificial ritual.

The front door opens, and in walks a man wearing chain mail, with a Gran March tabard and the rank insignia of a Captain.  He surveys the room for a moment, taking note not only of your group, but also of the other travelers who still remain scattered about the common room enjoying the last vestiges of their breakfast. The Captain walks over to the bar and has a brief, quiet word with the innkeeper. Boris nods enthusiastically as Captain Dolmir points in your direction and then indicates the rest of the room with a sweep of his arm.  Quickly, the innkeeper begins clearing other travelers out of the inn.  With a nod of acknowledgement and a terse smile, the officer steps rhythmically toward your table. He introduces himself: “I am Captain Fallon Dolmir.  May I sit?”

Once Dolmir sees that the invitation is open, he pulls up a chair and sits.  He is in his late 30s, with well-trimmed brown hair and a cleanly-shaven face.  Dolmir gives the innkeeper a moment to finish clearing the common room and then indicates that Boris himself should step outside as well. Once he is satisfied that none are in earshot, he looks sternly at the PCs and informs them of the nature of why he summoned them here.  If there are elves or half-elves at the table, Dolmir insists on having their solemn oath that they do not sympathize with the Free Band before proceeding.

[Note: the following text assumes that at least one player character present is an active-duty soldier in the Gran March military and has played Free Band and It Stalks the Night.  You might have to modify it if none of the players fit this description.]  

 “I have called you here because you have demonstrated the ability to operate for the good of the March on an independent basis.  At least some of you, from reports I have received, have enough of a background on the situation in the Dim Forest to be able to handle this most delicate situation in the manner necessary.  Before I begin your briefing, you must know that this information is classified, and confiding this knowledge to personnel not authorized to know it is restricted.  Only personnel recruited specifically for the mission at hand are authorized to know the nature of this mission.  Is that clear?”  

Captain Dolmir pauses, waiting for acknowledgement from each of you before continuing.  “The road-building operations in the Dim Forest have been slowed time and again due to the interference of the Free Band and their leader, Olowyn Aelanthyr.  The work crews have suffered frequent harassment and have been subjected to terrorist attacks.  Hunters in the forest have also been attacked on numerous occasions, and the Dim Forest is more dangerous than ever for soldiers and citizens alike.  Recently, these subversive activities have increased in both frequency and intensity.  We have obtained a contact in the Dim Forest, a gnomish seer named Perdita Oogultrop.  Your mission is to travel into the Dim Forest and make contact with her.  She has not yet agreed to aid the Army in this matter, but we have reason to believe that you will be able to convince her to assist us.”  

Dolmir retrieves an arrow from a quiver on his back and a scroll tube from beneath his cloak. Opening the scroll tube, he produces a map.  “This arrow was fired at me from the bow of an elf who fit the description of Olowyn Aelanthyr just three days ago.”  He hands [the PC designated as leader] the map and the arrow.  “This map will lead you to the home of the seer.  When you make contact with Perdita Oogultrop, present this arrow to her, and request that she try to find Olowyn with it.  If this arrow is indeed one of Olowyn’s own, her divination spells will lead you right to him.  Use any and all means necessary to bring Olowyn and his band of terrorists to Gran March to stand trial for their crimes.  And yes, I said stand trial.  The Commandant does not condone assassination.  Besides, a public trial and conviction will be good for the morale of both the men and the citizenry.”

Dolmir turns to [the PC designated as leader].  “You will be in command of this Provisional File for the duration of this operation, and make no mistake, this is a military operation and I expect you to conduct it as such.  Your rules of engagement are simple: use the minimum necessary force to bring the Free Band in alive if possible.  Do not initiate lethal combat, but do defend yourselves as necessary.  If the situation warrants lethal force, I expect you to use your discretion. We would like to have them all alive, but Olowyn is the main target.  Are there any questions about the rules of engagement?”

Captain Dolmir is quite serious about wanting the PCs to take Olowyn (and the rest of the Free Band, if possible) alive.  However, he will make it clear that he does not expect them to risk their own lives to do so any more than is necessary.  As long as Olowyn can be put on trial and given public justice for his crimes against Gran March, the military will be satisfied.  Dolmir feels that it’s important to take Olowyn alive rather than simply killing him and raising him later, because there’s no guarantee that his spirit would agree to return from the dead even if his body were recovered intact.  As far as the rest of the insurgents are concerned, Dolmir is a realist: he doesn’t expect them to surrender without a fight, and the PCs should respond in kind if they are met with lethal force.  He doesn’t want them to handicap themselves to the extent that they end up suffering casualties of their own.

“I don’t need to tell you this, but time is of the essence.  Assuming Perdita Oogultrop is able to divine Olowyn’s location from that arrow, there’s no guarantee how long he will remain in the same location.  Proceed with all haste, but maintain due caution. When you have captured Olowyn, bring him directly to Fort Endurance and notify me immediately.  You are authorized to round out your team with any civilian personnel with the skills and talents you deem fit for the mission, so long as they can be trusted to accomplish the mission without drawing too much attention to the operation.  At this time, do any of you have any other questions about your mission?”

Captain Dolmir will supply travel supplies, horses, and survival gear for the PCs’ operations in the Dim Forest, but he can offer no further assistance, as he is busy assisting in the defensive posture of the Dim March.  He sincerely believes that if the PCs’ mission fails, it is likely that the Free Band is gearing up for some major operation that will be worse than anything the Free Band has sent against Fort Endurance to date.  Portray him as not quite obsessed, but grimly determined to see Olowyn and the Free Band laid low.  

Rythillon has been feeding Dolmir just enough information to convince the officer that this is the March’s last and best opportunity to defeat the Free Band before it’s too late.  Dolmir’s fervent patriotism, his eagerness, and his own fears about what might happen next made him an easy target for Rythillon’s campaign of misinformation; no magical compulsions were needed or employed, and Dolmir does not detect as being under the effects of any sort of enchantment or other negative magic if the PCs check.  Sense Motive checks reveal that the officer is not hiding anything, holding anything back, or otherwise trying to bluff the PCs.

Once there are no further questions, Captain Dolmir stands, waits for the PCs to come to attention, salutes, wishes them luck, turns crisply on his heel, and departs.  The PCs should now begin assembling their gear and preparing to embark on their journey to the home of Perdita Oogultrop.  The rest of this encounter should involve role-playing the formation of their team (non-military PCs may need to be persuaded in character by military PCs that they should accept military discipline and orders for the sake of this mission), gathering the necessary equipment and transportation for the mission, and traveling to Perdita Oogultrop’s cottage.  

Characters that are not familiar with the previous events of this regional plotline might want to know all they can learn about the Free Band before they begin trying to hunt them.  Each PC has been given a number of rumors about the Free Band (on the various Handouts) that he or she can share with the rest of the party.  Assume that any rumors on handouts that you didn’t distribute can also be learned by making Gather Information checks.  If the group is not discussing who the Free Band are and what powers Olowyn might possess, you can prompt such a discussion with the group by using Boris, the innkeeper, who returns to the common room after Captain Dolmir leaves.

If the PCs decide to stay in Foredge for another day or so to gather more information about the Free Band before they set out, they find that they can learn no rumors that they have not already heard. (Military PCs should not contemplate this option, as they have been told to make haste, but the subsequent events of this adventure are not affected as long as the PCs do not tarry for an extended length of time.)

If the PCs wish to examine the arrow that they were given by Captain Dolmir, it does not radiate magic.  It does appear to be of an ancient design, however, and the arrowhead is made of cold iron.  (In reality, Rythillon chose this particular arrowhead specifically because he knew it could be used to divine the location of the faerie mound where the Free Band has been based.  Rythillon made sure that it ended up on the battlefield after the skirmish in which Dolmir was ambushed and that it was subsequently brought to Dolmir’s attention. Olowyn didn’t actually fire the arrow at all or even have it in his possession during that particular encounter, but Captain Dolmir was indeed fired upon, and he has no reason to doubt the information he has been given that this specific arrow was fired at him by Olowyn.)

Once the PCs finish their preparations and begin their journey to Perdita’s home, they find that it is quick and uneventful.  Assuming that they leave more or less immediately following their meeting with Captain Dolmir, they should arrive at her cottage in the middle of the afternoon.

After setting out from Foredge, you travel swiftly along the military road. As you turn south into the Dim Forest, your progress is slowed, but overall, the journey is much easier than might be expected. After about four hours of travel, you near your destination. 

Note that the PCs might have previously encountered Perdita in the module GRM3-05 It Stalks the Night.  In that adventure, they might have rescued her from a snare spell.  If so, they should be at least on good speaking terms with her and know the location of her home.

Development:  If the PCs accepted the mission, they will have formed an adventuring party and set out on the first leg of their journey into the Dim Forest.  Proceed to Encounter 2, in which the PCs arrive at Perdita Oogultrop’s home.

Encounter 2: The Hunt

As the PCs encounter Perdita Oogultrop, she is preparing to go out on a mushroom hunt with her acquaintance, Krrk, a half-orc Druid/Boarlord.  Perdita tends to be reclusive, but she enjoys going mushroom hunting with Krrk.  When Krrk is in his boar form, he can sniff out the rarest hidden mushrooms that Perdita could never find on her own.  For his part, Krrk feels obligated to help Perdita, as several months ago she stumbled into a snare trap he had set for hunters with the intention of preventing the excessive hunting of boars in the Dim Forest.  He feels guilty that his trap hurt Perdita and has given up on setting traps for would-be hunters.  Instead, he has set up a network of boar watchers to help look over the boars of the Dim Forest and usher them out of harm’s way.  This, of course, is why the Boar’s Head Inn has had to cut back its menu.  

As the PCs approach Perdita’s cottage, read or paraphrase the following:

Through the trees you see a small gnome-size cottage built into the side of a low, rolling hill.  A wisp of smoke escapes through the chimney, accompanied by the distinctive smell of burning cedar.  As you approach, a small female gnome dressed in a gray jacket and matching long skirt can be seen locking the cottage door.  She carries what looks to be a wicker picnic basket in the crook of her arm, and a jet-black raven rides on her shoulder.

Perdita warmly greets any heroes who rescued her in the previous module.  She remembers their names and the details of their previous encounter. Even if she does not know them personally, Perdita will be inclined to help the PCs based on her previous experience with heroes of Gran March.  She disapproves of the Free Band’s actions and has been trying to divine the Free Band’s hidden base of operations for the military.  Perdita thinks that the Free Band has meddled with powers that they cannot control (if you and/or the players are familiar with the events of GRM3-05, Perdita can discuss particulars, but try to avoid spoilers for those who have not played).  Although she abhors conflict, Perdita believes that Olowyn and the Free Band have become a dangerous menace to those who live in the forest as well as to the innocent citizens of Gran March.  She would like to see the Free Band captured peacefully, but realizes that they have become fanatical and will likely not allow themselves to be taken alive.  

Considering her leanings, it will only take a little work on the PCs’ part to convince Perdita to help them, but she will want some help in return.  Because she will be working on divining Olowyn’s location, she will give the PCs her basket and ask them to go with her to meet Krrk and forage for mushrooms in her stead. Perdita does not eat meat, and her favorite food is mushrooms.  She normally goes out once a week with Krrk to collect them and will insist that the PCs go in her place, or she will not help them.  After all, why should she go for a week without mushrooms just to help some rude people?  Perdita can be very stubborn, so if the PCs will not help, they will just have to wait until she gets back from her mushroom hunt, which won’t be until evening.

If the PCs do agree to go on the mushroom hunt, Perdita will go with them a short way down a small track that leads away from her house to where Krrk is waiting for her.  She will warn them that he is a half-orc druid, so they should not be surprised or worry when they see him.  (Some of the PCs may recognize him from a previous meeting in Foredge.)  Krrk is an unarmed half-orc with a large boar (his animal companion) sitting on the ground next to him.  Krrk has larger than average tusks and a pronounced pug nose.  Once she introduces the PCs to Krrk (who will definitely remember any PCs that he has previously interacted with), she will briefly explain the situation to Krrk and make him promise to be nice to the PCs.  In addition, she will make the PCs promise to be nice to Krrk.  Once she makes sure that everyone is going to “play nice together” she will head back to her cottage, leaving the PCs and Krrk to their mushroom-hunting mission.  

Characters might have previously encountered Krrk in the module GRM3-05 It Stalks the Night or in the Dragon*Con Battle Interactive When Sunlight Turns to Ashes.  If so, there is a very strong chance that they are not on good terms.  However, Krrk is willing to put aside the past and work with the PCs because he feels indebted to Perdita.  That won’t stop him from carping and making sarcastic comments, of course.

If any of the PCs wish to find mushrooms, they must attempt a Survival check. A Survival check result of 5 or less will locate a small patch of mushrooms (1d3), but they will be of a slightly poisonous type (Fort save DC 20 or cause vomiting for 1d4 rounds if ingested). A Survival check result of 6-14 will yield no mushrooms at all, while a Survival check result of 15 or higher indicates the discovery of 1d3 edible mushrooms (the higher the score, the more rare and desirable the mushroom). Krrk will let Mok, his boar, do most of the sniffing and foraging.  Mok will lead Krrk and the PCs on a hike through the forest, stopping every now and then to grunt an indication of the location of mushroom patches.  This leaves the PCs and Krrk a chance to speak.  

Krrk wants to know what the PCs are doing in the Dim Forest.  Krrk is gruff by nature and does not trust the residents of Gran March.  He will not attack the PCs and flees if attacked (however, he will go back and tell Perdita what happened, and she will then refuse to aid the PCs further and thus end the adventure).  If any of the PCs try to tell Krrk that he needs to join the Gran March Army, he will laugh and tell them he lives in the forest, not Gran March, and that the “human army” has no claim on him.  Throughout the course of the mushroom hunt, Krrk will provide the PCs with the following information and opinions:

· Even most of the elves have forgotten how great this forest once was, but I know.  There are older things than elves, things that do not forget.  Once the Dim was a great forest that stretched from Oytwood to Silver Wood.  Man, in his folly, has carved it up into small pieces and is now consuming even those.  

· The Faeries remember what the forest once was. While they can be killed, they do not grow old or die from age.  In their songs I hear the lament of the forest’s passing.

· Axe Wood is called Axe Wood because while it was being cut back from its former glory the sound of axes could always be heard when you were under its leaves.  Why cannot your kind live in peace with nature?  Why must you rip down, tear, destroy, and defile everything you come into contact with?

· You claim you need to build a road to fight the giants, but you never stop to ask why the Giants didn’t rule this land in ancient times.  They were afraid of the wood, afraid of its terrible wrath; but now the wood is weak because of your fires and your axes.  It cannot protect you from the Giants any longer.  

· The road might make it easier to move troops, but it also gives the Giants a direct path into the heart of Gran March. You are the authors of your own destruction.

· Countless animals and other goodly forest creatures have disappeared or died due to Gran March’s deforestation and its harsh treatment of the land.

· I fear for the boars in this part of the forest. The fools from Foredge have hunted them mercilessly, but I have a plan to put an end to that.

· I have gathered those who are friends to boars to watch over this part of the forest and protect the animals. The humans cannot kill what they cannot find.

Krrk sympathizes with the Free Band, even though he thinks that their tactics are extreme.  He disagrees with Perdita’s decision to help the PCs and plans to seek out the Free Band to warn them of the impending danger (however, he does not currently know their whereabouts).  The mushroom hunt provides him with the perfect opportunity to assess the abilities that the PCs might possess and gather information to give to the Free Band. He will not betray his intentions in any way, and if he thinks that the PCs are trying to cast spells on him or that they are about to attack him in any other way, he will flee to Perdita’s house immediately.  The PCs will have to do some swift talking at that point if they wish to retain Perdita’s assistance, as she will take a dim view of their “harassment” of Krrk after they promised to “play nice.”

When the PCs and Krrk return to Perdita’s house, it will be early evening, and she will still be working on discerning the Free Band’s location.  Perdita will invite the PCs to stay the night (although it is likely that they’ll need to sleep outside, since her cottage is only comfortably-sized for gnomes and Halflings).  Perdita stays up all night and continues working, as she feels that she is very close to determining the Free Band’s location.  Krrk takes his leave, saying that he has boars to shepherd away from the forest near Foredge.  

Development:  The PCs should have enlisted the help of Perdita in locating the Free Band.  Krrk may have learned of the PCs’ plan to destroy the Free Band and heads off to warn them.  However, before he takes his leave, Krrk tries to give the PCs his views on history and how the activities of Gran March are hurting the ecology of the Dim Forest.  Despite the time spent on the mushroom hunt, the PCs will still have to wait until morning to learn the Free Band’s location.  Proceed to Encounter 3.

Encounter 3: Found Them!

Perdita continues to work through the night.  She refuses any help offered by the PCs (even if they are Diviniation specialists) and asks to be left alone in her study while she works.  Early in the morning just as dawn breaks, Perdita screeches in delight, waking any but the most deep-sleeping PCs.

Even as you wake, Perdita bursts through the door of her study with a triumphant look on her face.  “I found them!  There are powerful spells hiding those elves, but they lapsed for a few moments just now, and I was able to discern their location.  If you want to catch the Free Band, you must hurry.  The spells of protection and concealment have been renewed, and I cannot say how long they will stay where they are, nor where they might go when they leave.”

With this, Perdita digs frantically through a drawer in one of her cabinets.  She pulls out a map and marks it with both the location of her cottage and the location of the Free Band.  

“In the past, Olowyn has been able to escape notice, but this time he has made a critical error.  The arrowhead that you brought me is no ordinary metal; it is cold iron, hated and feared by the fey creatures.  They bury such things deep within the earth whenever they have the opportunity.  This particular arrow has been hidden away for centuries and is deeply attuned to its resting place.  I have walked the web of connections and found the place from which this arrow was taken.  It is well-warded against scrying… but, for just an instant, I was able to get a glimpse of the location when the protective wards were being renewed.  The Free Band must somehow have discovered – or been given – one of the ancient faerie mounds.  That is what they are using as their base.”

If the PCs seem surprised that there are faerie mounds in the Dim Forest, and particularly if any of them scoff at the notion and mention Geoff, Perdita will remind them that the political borders that they think of exist only on maps, and that over the centuries, the elves and faeries of this region have dwelled all over the place.  There are all sorts of ancient places of power within the Dim Forest, and though most of the fey folk have migrated to the Silver Wood, many of the relics and remnants of ages past are still to be found.

Perdita can impart the following pieces of information, which she gained through her divinations, to the PCs:

· The arrowhead comes from an abandoned faerie mound.

· The location of the faerie mound (she has marked it on their map).

· The faerie mound has been recently reoccupied, but the occupiers are preparing to leave.

· Many eyes watch over and protect the faerie mound.  She is not sure what this means specifically, but she got a sense of multiple watchers.  (DM Note: this is a reference to the hydra, but Perdita doesn’t know that.)

· The faerie mound only exists partially on the Prime Material Plane. It must be circled three times at either noon or midnight before the entrance is visible.

Perdita hands the map to the PCs and bids them to hurry on their way.  If the PCs want to question her about what else she might have seen, such as numbers of troops, specific defenses, and the like, she can only say that there was a group of elves.  She was concentrating on getting a location, and the spells of protection came back up before she could see anything else.  She can say without a doubt that the owner of the arrow was present, but she plans to keep on working, as she is not entirely sure that all of the members of the Free Band are gathered in this one place.

Development:  The PCs have learned the location of the faerie mound that the Free Band has been using as a base of operations.  Perdita Oogultrop has given them a map and some basic information about how to enter the mound.  Proceed to Encounter 4 when the PCs are ready to depart.  As it is morning, they will most likely leave at once.

Encounter 4: Death to the Free Band!

The location divined by Perdita is about four hours away from her cottage.  However, the PCs will have an encounter much sooner than that.  This encounter takes place after about one hour of travel. As the PCs make their way through the forest, the Free Band is just finishing an ambush on a small group of eight untrained recruits on their way to Fort Endurance to enlist for their mandatory tour of military service. The recruits are being slaughtered, and by the time the PCs engage the Free Band, the last living recruit falls to the ground, an arrow planted squarely in his back.  The Free Band uses the following tactics, which should be adjusted based on the APL (see Map 1: The Free Band):

Elven Archers and Scouts:  The archers and scouts fire arrows from behind camouflage blinds. They use their bows to the best of their abilities, drawing swords only as a last resort.  If warned of the PCs’ presence (see below), these elves draw arrows and ready their bows for a surprise attack.  Because of Rythillon’s influence, these individuals fight to the death and show no mercy.  Note that while Olowyn is not present, one of these elves bears a passing resemblance to him; however, close inspection by a PC who has met the leader of the Free Band shows that it is clearly not Olowyn. 

Lead Archer/Scout Leader:  This individual is currently on lookout just inside the border of the forest, hidden 20 ft. up in a tree (roll a Hide check with a +5 circumstance bonus to determine the Spot DC).  If this individual spots the PCs before they launch their attack, he shoots a special red arrow so that it lands near the rest of the Free Band on the side of the Free Band’s current position closest to the PCs’ location (if the PCs are approaching from multiple sides, multiple red arrows are fired).  After the warning arrow, this individual acts as a sniper.  Because of Rythillon’s influence, this individual fights to the death.

Lythwyr:  If Lythwyr is present, he takes the place of the Lead Archer/Scout Leader and uses similar tactics.  Because of Rythillon’s influence, Lythwyr fights to the death.

Animal Companions: The eagles are spread out in the trees along the edge of the forest.  They are loyal to their masters, and if possible, they will warn their masters of the PCs’ presence. However, they have strict instructions from their masters to stay out of harm’s way, so the eagles do not fight except to defend themselves.  
Gryth:  If Lythwyr is present, Gryth is on the wing high over the Free Band and goes into a dive when he senses trouble.  He arrives at the end of the second round of combat and fights to the death to protect Lythwyr.

Krrk:  Krrk has been searching for the Free Band and is in the area when the battle between the PCs and the Free Band begins.  He comes to the aid of the Free Band and arrives at the beginning of the second full round of combat.  He starts by casting his summoning spells (using the Metamagic Rod if he possesses it).  Once these spells are exhausted, he assumes boar form and enters melee combat.  Krrk is not an official member of the Free Band, but he is under Rythillon’s influence and fights to the death.  Keep in mind that he has scouted the PCs and uses his knowledge of them to his advantage.

Rythillon Bakshar: While this combat might seem a difficult challenge for the PCs, Rythillon has spent a lot of time and effort to make it happen, and he is not about to see it have an undesired outcome.  He acts as the angel riding on the PCs’ shoulder.  By the time the PCs arrive, he will have moved so that he is about a mile away from the rest of the Free Band.  He casts greater invisibility and remains at a distance, but he aids the PCs by using his influence over the individuals that he has dominated.  Remember, by concentrating he can see through the eyes of those that he has dominated so that he knows what is happening in the combat.  This is not, technically speaking, a true form of scrying so PCs that have the ability to detect scrying will not be alerted at this point that someone is watching them through the eyes of their foes.  (All of the enemy combatants do radiate Enchantment magic if detected for, however.)

Should things go badly for the PCs, Rythillon starts influencing members of the Free Band (or Krrk) so that they make very bad decisions.  For example, he might cause a scout to drop his bow, draw his sword, and charge a PC for a melee attack or possibly attack the animals that Krrk is summoning.  Should Rythillon ever think that he is in danger, he teleports to safety.  (Use your best judgment on how to have Rythillon help the PCs, but don’t help them if they have the situation in hand.  Ideally, the mindbender prefers to stay uninvolved and simply watch the carnage.)

ALL APLs (non-combatant)

Rythillon Bakshar: male Grey Elf Wiz(Ech)11 / Mindbender 9; hp 77; see Appendix III.

APL 6 (EL 8)

Elven Archers (8): male Elf Ftr1; hp 11; see Appendix II.

Elven Lead Archer: male Elf Ftr2; hp 22; see Appendix II.
Krrk: male Half-Orc Drd5/AnmlLrd(Boar)1; hp 60; see Appendix II.
Mok (Krrk's Boar Companion): Medium animal; hp 60; see Appendix II.

APL 8 (EL 10)

Elven Scouts (8): male Elf Rng3; hp 21 each; see Appendix II.
Elven Scout Leader: male Elf Rng4; hp 27; see Appendix II.
Elven Scout Leader Animal Companion - Eagle: Small animal; hp 5; see Monster Manual 3.5, page 272.

Krrk: male Half-Orc Drd5/AnmlLrd(Boar)1; hp 60; see Appendix II.
Mok (Krrk's Boar Companion): Medium animal; hp 60; see Appendix II.

APL 10 (EL 12)

Elven Scouts (8): male Elf Rng4; hp 27 each; see Appendix II.
Elven Scout Leader: male Elf Rng5; hp 33; see Appendix II.
Elven Scout/Leader Animal Companion - Eagle (9): Small animal; hp 5; see Monster Manual 3.5, page 272.

Krrk: male Half-Orc Drd5/AnmlLrd(Boar)5; hp 106; see Appendix II.
Mok (Krrk's Dire Boar Companion): Large animal; hp 67; see Appendix II.
APL 12 (EL 14)

Elven Scouts (8):  male Elf Rng6; hp 39 each; see Appendix II.
Lythwyr (Head Scout): male Elf Rng6/DeepWoodsSniper4; hp 63; see Appendix II.
Elven Scout/Lythwyr Advanced Animal Companions - Eagle (9): small animal; hp 16; see Appendix II.

Gryth (Lythwyr's Mount) – Advanced Giant Eagle: Huge Magical Beast; hp 102;; see Appendix II.
Krrk: male Half-Orc Drd5/AnmlLrd(Boar)5; hp 106; see Appendix II.

Mok (Boar Animal Companion) - Large animal; hp 67; see Appendix II.
After the encounter, the PCs should be able to determine that Olowyn was not present.  If none of the PCs in the party have previously encountered Olowyn, they might not know for sure; however, this will be confirmed in Encounter 8.  

Development:  The PCs will have engaged and destroyed a large portion of the Free Band as well as Krrk.  This might have been accomplished with or without Rythillon’s help; however, Rythillon will have observed the whole encounter, using his abilities to make sure that everything has gone according to his plan.  The PCs still have about three more hours to travel before they reach their destination.  As Rythillon has carefully arranged these matters, it actually does not matter when the PCs arrive at the faerie mound; however, they don’t know that, and will probably want to make haste so as to avoid losing any other members of the Free Band who might still be at the base.  Whenever they continue their journey to the mound, proceed to Encounter 5.

Encounter 5: Faerie Mound

From the location of their battle with the Free Band, it takes the PCs about three hours to travel to the hill that Perdita has identified as being the faerie mound.  In ancient times, this was a haven for sprites, grigs, and other faerie folk.  However, as men invaded the ancient forest and began clearing it for farmland, the faeries abandoned this mound for the easternmost reaches of their realm (what would become modern Silver Wood).  In recent times, when the faeries came to the aid of the Free Band, they revealed the location of this mound to Olowyn (and thus Rythillon), and it became the Free Band's base of operations.

The low hill that Perdita described as being an ancient faerie mound is easy to identify.  On its crest is a ring of large white mushrooms surrounded by a circle of hawthorn trees. Foxglove and ragwort grow in abundance at the base of the mound, and despite the lack of light, a thriving cluster of holly bushes surrounds the hillside.  There is no sign of an obvious entrance or exit.  The whole mound seems somehow … unearthly, almost as if it is not entirely anchored in this world.

In order to reveal the entrance, the PCs must circle the mount three times counterclockwise (widdershins) at either noon or midnight.  Perdita explained the nature of the ritual to them, but the PCs might be suspicious that they don’t know all of the details.  A DC 20 Knowledge (nature) check can verify the accuracy of her description; druids receive a +5 bonus on this check, and rangers with a favored enemy type of Fey automatically succeed.

Once the PCs enact the ritual at the proper time, read or paraphrase the following (this text assumes it’s done at noon; if it’s midnight, adjust the mention of the sun to be the moon instead):

As you begin to circle the hill, the forest seems to change slightly with each pass that you make.  Trees do not seem to be where they once were, and the sun seems to be closer and closer to setting.  After the third circle, the sun dips just below the horizon, casting the forest into the half-light of dusk, and the mouth of a small cave that was not visible before appears in the west side of the hill.

The mound actually exists in an inter-dimensional space between planes, so it is very difficult to locate.  It is still partially on the Prime Material Plane, so Rythillon can maintain his domination of creatures on the Prime Material plane even while he is in his lair.  This also allows the use of spells like teleport to leave the mound, but teleportation magics cannot be used to enter the mound, and dimensional travel spells do not function if they are used in attempts to enter the mound.  Creatures cannot be summoned into the mound by any magic short of a wish.  (In addition to the obvious effect on summon monster and summon nature’s ally spells, this also means that magical extra-dimensional spaces, such as bags of holding or handy haversacks, and items that rely on summoning monsters, such as bags of tricks, do not function inside the mound.)

The cave mouth is the entrance to the faerie mound (See Map 2: The Faerie Mound).  The passageway beyond is a long, five-foot wide and five-foot tall hallway with no illumination.  When any source of light is present, the walls of the hall glitter with deposits of fool's gold, and carved scenes of faeries frolicking by moonlight in the forest can be seen covering every surface.  In the past, this was nothing more sinister than a grand entrance to the faerie mound; however, Rythillon has turned it into something much more dangerous.  Soon after the faeries that were originally helping the Free Band showed them this mound, Rythillon charmed a dwarf master trap maker.  The mindbender had the dwarf transform this hallway into a death trap and conceal the entrance to the faerie mound's main chamber.  Because of all the traps, the members of the Free Band never actually go down this hall, and none of these traps have been previously triggered.  They simply open the pit and make the easy climb down to the secret door (DC 20 Search check; remember that elves have a chance to detect secret doors with but a casual glance) to enter the main chamber.  The number and types of traps vary by APL.  (Note that there are two traps marked on the map – a wail of the banshee trap and an energy drain trap – that are not actually present in the dungeon.  They’re just on there to scare people who like to sneak peeks at the DM’s map.)  

APL 6 (EL 6)

Camouflaged Pit Trap: CR 4; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 40 ft. deep (4d6, fall); multiple targets (triggers when both of its two adjacent 5-ft squares are occupied by creatures of small size or larger); Search DC 25; Disable Device DC 17.

Acid Spray Trap: CR 4; mechanical; location trigger; automatic reset (anyone triggering this trap must leave this square immediately or trigger it again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the trap); Atk +20 melee (2d4+8/x2, salt acid); Search DC 21; Disable Device DC 18; Special Features (this trap sprays several streams of concentrated salt acid from openings in the carvings on one wall but delivers no splash damage as the streams are caught in openings in the carvings on the opposite wall; a DC 5 Craft (alchemy) check will reveal that the acid is salt acid, a DC 15 Craft (alchemy) check will reveal that salt acid is technically known as hydrochloric acid, which is distilled from natural sea water/salt water).

APL 8 (EL 8)

Camouflaged Pit Trap: CR 6; mechanical; location trigger; manual reset; DC 24 Reflex save avoids; 70 ft. deep (7d6, fall); multiple targets (triggers when both of its two adjacent 5-ft squares are occupied by creatures of small size or larger); Search DC 29; Disable Device DC 18.

Acid Spray Traps (2): CR 4; mechanical; location trigger; automatic reset (anyone triggering this trap must leave this square immediately or trigger it again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the trap); Atk +20 melee (2d4+8/x2, salt acid); Search DC 21; Disable Device DC 18; Special Features (this trap sprays several streams of concentrated salt acid from openings in the carvings on one wall but delivers no splash damage as the streams are caught in openings in the carvings on the opposite wall; a DC 5 Craft (alchemy) check will reveal that the acid is salt acid, a DC 15 Craft (alchemy) check will reveal that salt acid is technically known as hydrochloric acid, which is distilled from natural sea water/salt water).

APL 10 (EL 10)

Camouflaged Pit Trap: CR 6; mechanical; location trigger; manual reset; DC 24 Reflex save avoids; 70 ft. deep (7d6, fall); multiple targets (triggers when both of its two adjacent 5-ft squares are occupied by creatures of small size or larger); Search DC 29; Disable Device DC 18.

Acid Spray Traps (2): CR 4; mechanical; location trigger; automatic reset (anyone triggering this trap must leave this square immediately or trigger it again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the trap); Atk +20 melee (2d4+8/x2, salt acid); Search DC 21; Disable Device DC 18; Special Features (this trap sprays several streams of concentrated salt acid from openings in the carvings on one wall but delivers no splash damage as the streams are caught in openings in the carvings on the opposite wall; a DC 5 Craft (alchemy) check will reveal that the acid is salt acid, a DC 15 Craft (alchemy) check will reveal that salt acid is technically know as hydrochloric acid, which is distilled from natural sea water/salt water).

Prismatic Spray Trap: CR 8; magical device; visual trigger (True Seeing, any square labeled with an 'M'); automatic reset (anyone triggering these traps must leave this square immediately or trigger them again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the traps); spell effect (Prismatic Spray, 13th level wizard, DC 20 [Reflex, Fortitude or Will] save depending on effect); Search DC 32; Disable Device DC 32.

APL 12 (EL 12)

Camouflaged Pit Trap: CR 6; mechanical; location trigger; manual reset; DC 24 Reflex save avoids; 70 ft. deep (7d6, fall); multiple targets (triggers when both of its two adjacent 5-ft squares are occupied by creatures of small size or larger); Search DC 29; Disable Device DC 18.

Acid Spray Traps (2): CR 4; mechanical; location trigger; automatic reset (anyone triggering this trap must leave this square immediately or trigger it again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the trap); Atk +20 melee (2d4+8/x2, salt acid); Search DC 21; Disable Device DC 18; Special Features (this trap sprays several streams of concentrated salt acid from openings in the carvings on one wall but delivers no splash damage as the streams are caught in openings in the carvings on the opposite wall; a DC 5 Craft (alchemy) check will reveal that the acid is salt acid, a DC 15 Craft (alchemy) check will reveal that salt acid is technically known as hydrochloric acid, which is distilled from natural sea water/salt water).

Prismatic Spray Trap: CR 8; magical device; visual trigger (true seeing, any square labeled with an 'M'); automatic reset (anyone triggering these traps must leave this square immediately or trigger them again; anyone ending their move in this square may take a free 5 ft. step to leave it after triggering the traps); spell effect (prismatic spray, 13th level wizard, DC 20 [Reflex, Fortitude or Will] save depending on effect); Search DC 32; Disable Device DC 32.

Crushing Room: CR 10; location trigger; automatic reset; walls move together (16d6, crush); multiple targets (all targets in the 10-ft.-by-10-ft. room at bottom of the Pit Trap); never miss (up to 10 ft. high); onset delay (2 rounds); Search DC 22; Disable Device DC 20; Special Features (fake iron door that cannot be opened; easily climbed walls, DC 5 or DC 15 if climber cannot see in dark and has no light source).

The hallways end in the carved likeness of an expressionless, open-mouthed pixie's face that covers the back wall.  The “door” is actually the three-foot round open portal made by the pixie's mouth.  The 15-foot square room beyond the mouth contains an iron door on the opposite wall (it is actually a false door).  The walls of the room are covered with carven likenesses of faerie faces bearing all manner of expressions (from bliss to heartrending grief).

Keep in mind that while only a successful Disable Device check can fully disarm a trap, there is more than one way to defeat these traps.  Some alternate methods include: 1) jumping or flying over traps with location triggers; 2) building a makeshift screen to block the jets of acid; 3) studying a trap that requires an attack roll (while it is being triggered) gives a +4 dodge bonus against its attack if it is triggered again within the next minute; 4) a dispel magic (targeted) will suppress magical device traps for 2d4 rounds (DC 20 Spellcraft check to determine the duration of the trap suppression).  

The PCs might be stumped by their inability to find the secret door, so there are several clues that should tip them off that they should be looking for a secret entrance.  First, a DC 10 Knowledge (architecture) or Knowledge (engineering) will indicate that the walls of the pit trap are specifically designed for easy climbing.  Alternatively, a DC 10 Knowledge (dungeoneering) check indicate that the walls of dungeon pits are usually smooth by design.  Second, a DC 10 Disable Device check of any trap that has already been disabled indicate that these traps do not have a shut-off or bypass mechanism that would allow easy passage down the hallway.  Third, a DC 10 Survival check (using the Track feat) reveal that while no dust has accumulated in the hall leading up to the point of the pit trap (the Free Band has cleaned it away so that there are no tell-tale footprints), there is a fine coat of dust all down the hallway beyond the acid spray trap.  To notice this, a PC must make a Survival check inside the hallway and past the pit trap.  Survival checks to track attempted at the front of the cave will reveal nothing, as the cave floor is hard stone and the Free Band is attempting to hide their tracks.  If the Scent special ability is being used to aid in tracking, a faint odor of elf can be followed up to the point of the pit square farthest from the entrance, and then the trail ends (tracking will not reveal the presence of the pit or the secret door).  Try not to volunteer these clues unless the PCs are absolutely stumped; rather, allow them the opportunity to ask if they can make various checks.  If the players are completely stumped and return to Perdita for help, she can use detect secret doors to locate the secret door inside the pit to the main part of the faerie mound. She does not engage in combat on the PCs’ behalf, nor will she risk setting off any of the traps herself.

Development:  The PCs will have discovered a number of traps and located a secret entrance into the lower chambers of the faerie mound.  Once they pass through the secret door, proceed to Encounter 6.

Encounter 6: Fey Cavern

Once the PCs locate the secret door in the pit wall, they find a rough-hewn, 5-ft. wide and 5-ft. tall passageway that slopes steeply downward at a 45-degree angle.  The walls, floor, and ceiling of the passageway offer enough handholds and footholds so that there is no chance of most characters losing their footing.  All PCs must make Climb checks (DC 5) to keep their footing, but due to the high number of hand- and foot-holds, there is no reason why PCs cannot take 10 on this check, which should allow all but the most heavily-encumbered party members to climb down without even needing to roll.  Any character that does lose his or her footing slides down 5 ft. and takes 1d3 points of nonlethal damage.  

The passageway is unlit, but if a light source is present, its walls will glitter with deposits of fool’s gold.  This passage leads into the main cavern of the faerie mound.  When the PCs reach the end of the passageway, read the following:

The end of the steep, sloping passageway opens up into a large natural cavern, with mineral deposits sparkling and glittering against patches of green fluorescent moss.  The room is in its natural state, with stalactites reaching down from the ceiling and stalagmites growing up from the floor.  Columns have formed where the largest of these rock formations have grown together.  From the southeastern corner, the musical sound of water dripping from stalactites into pools on the cavern floor can be heard. Through the rock formations on your right, an iron door can be seen in the southwestern corner of the room.

This room has ceilings that reach up to 80 ft. at their highest point.  The elves of the Free Band normally encamp on the outside of the hill so there are no signs of an encampment in the room. However, a DC 15 Spot check will reveal that many of the smaller and even some of the larger stalagmites are broken.  The reason for the broken stalagmites becomes clear as soon as the PCs enter the cavern.  

A little over a year ago, Rythillon found a hatchling pyrohydra in the Rushmoors.  He brought the beast back to the faerie mound and has been raising it as a guard for the main cavern.  Since that time, the hydra has far outgrown the point where it can leave the mound through the tunnels. In the past, Rythillon kept the beast on the edge of hunger so that it would be an alert guard, always on the lookout for food.  However, it has now grown to the point that no matter how much Rythillon feeds it, it is still ravenously hungry. Fortunately, Rythillon found an ioun stone (clear spindle) that is capable of sustaining a creature without food or water.  The hydra still likes to eat, though, and Rythillon prefers to keep it happy so that it will continue to serve him as a loyal guardian. Recently, Rythillon has taken to feeding the hydra prisoners from the Free Band's ambushes.  The hydra will not attack Rythillon; it knows the being that brings it food, but Rythillon does not have magical control over it.  

Because it has not been fed in a while, the hydra will charge forward to attack the moment it senses the PCs (because of its Scent ability, the hydra can sense the presence of invisible creatures in a 30-ft. radius).  If the PCs stay in the tunnel out of its reach, the hydra will use its charm person ability to try to lure one of the PCs out into the open.  The hydra can attack PCs that hide in the tunnel, but only one head at a time may fit into the tunnel and only to a distance equal to the hydra’s reach.

If any of the PCs investigate the iron door in the southwestern corner of the room, they see that the door, its frame, and the rock wall around it are scribed with runes and sigils, many of which glow with a light of their own (see Encounter 7 for details on the door).  Examining this door during combat is probably not a good idea, as the hydra takes especial pains to attack anyone who attempts to mess with the door (Rythillon has trained it as a guardian, after all).

Having lived nearly its entire life in a place filled with the latent essence of Faerie magic, the hydra has become Fey-touched, which makes it immune to mind-affecting effects and gives it a limited ability to affect creatures with a charm person spell-like ability. Furthermore, its form shifts between that of a pyrohydra and that of a cryohydra.  The first time the PCs see the hydra, it is in its pyrohydra form.  Read or paraphrase the following:

You see a great reptile with a veritable forest of heads on long, slender necks.  It is brilliant red with a double row of large, bright blue feathers running from the top of each of its heads all the way down its back to the tips of its multiple-ended tail. Tendrils of smoke rise from each of its many nostrils.  A number of small gemstones of various shapes, sizes, and colors whiz around its heads, resembling a swarm of tiny, multichromatic insects.

After 1d3+1 rounds of combat, the creature’s form changes from that of a pyrohydra to that of a cryohydra.  When this occurs, read or paraphrase the following:

The gigantic beast shudders and shakes, as if it were a dog that had just climbed out of a lake. Its blue-hued feathers fly in all directions, vanishing with puffs of faerie dust as they touch the walls and floor.  The creature’s scales ripple iridescently, and their tint shifts, from red to blue.  Meanwhile, new feathers sprout from its hide, these tinted red.  The temperature in the chamber drops precipitously, and you realize that instead of coils of smoke rising from the creature’s maws, there are now crystals of ice.

The creature continues to shift its form back and forth every 1d3+1 rounds of combat.  Apart from its energy resistance, its breath weapon, and its appearance, the hydra’s combat statistics do not change at all when it transforms.  (It does not get healed by its form changes.)  The hydra fights to the death.

Hydras are somewhat unusual creatures and have a lot of special rules associated with them.  This one is particularly unusual due to its fey nature. Some of the relevant rules are summarized below for your reference.

Fey-Touched Hydra: Information for All APLs

1) Do not randomly determine if the hydra uses its breath attack in a round.  Instead, every round, one-fourth of the hydra’s existing heads breathe (round up).  For example, with a 10-headed hydra, three of the heads breathe every round.  This is true regardless of which form (pyro or cryo) the hydra is currently in.

2) If one of the heads manages to snatch a PC, that head uses its breath weapon on the following round, but then does not breathe again for another 4 rounds.  The hydra continues to hold Small creatures until they either escape or die.  Small creatures automatically take bite damage in addition to being held, but not the round when the head uses its fire breath.  The hydra flings Medium-size and larger PCs if it still holds them on the round after it uses its breath.  See Snatch, Monster Manual v3.5 page 304, for complete rules.

3) While the hydra can use all of its heads for attacks of opportunity (and may make a total number of attacks of opportunity per round equal to the number of its heads), it can only use one head to attack per opportunity. In other words, it does not make multiple bite attacks as a single attack of opportunity.  Note that on its own turn, a hydra can attack with all of its heads as a single action, even if it moves or charges.

4) The hydra must be killed in one of two very specific manners (see Monster Manual v3.5 page 155).  Because hydras are magical beasts, a Knowledge (arcana) check (DC 15) will reveal how a hydra can be killed.  It will not reveal specifics (such as how many hit points per round are healed), but it will reveal the basics of how heads can be severed, how heads can be prevented from growing back, and that the body is difficult to kill due to its extremely rapid healing.

5) When a PC attacks the hydra, he or she must declare if it is a head or the body that is being targeted.  When a hydra's head is targeted with a non-sundering attack, it essentially takes no damage, as the heads heal too quickly for an attack to have a lasting effect (this includes attacks to subdue).  

6) When an opposed attack roll is made to sunder one of the hydra's heads, the hydra's attack roll modifier is equal to its grapple modifier.  In addition, against a successful sunder attempt, the hydra's head is treated as having a hardness of 0.  

7) If the PCs do not have a sufficient source of fire (which only works when the hydra is in cryo-form), cold (which only works when the hydra is in pyro-form), or acid (which works in either form) to stop the hydra from regrowing heads, they can retreat to collect the acid from the acid spray trap in the hall of traps above.  Allow any reasonable attempt to collect the acid to succeed, but the acid must be collected into some sort of container, such as empty oil flasks, wine bottles, holy water flasks, etc. (if all else fails, in her alchemist’s lab, Perdita has enough containers for 30 doses of acid).  Once the acid is collected, a successful ranged touch attack with it will deal 1d6 points of damage per flask.

8) Any character with at least one rank of Knowledge (nature) will know that this hydra is extremely different from other creatures of its type. A Knowledge (nature) check (DC 15) will reveal specifically that the hydra is fey-touched and the basic nature (including the special qualities) of fey-touched creatures.

9) Hydras have a number of other special rules associated with them, and it is highly recommended that the DM thoroughly review the entry in the Monster Manual v3.5, pages 155-157.

APL 6 (EL 8)

Six-Headed Fey-Touched Hydra:  Huge Magical Fey Beast; hp 63 (heads, hp 10 each); see Appendix II; see Monster Manual v3.5 pages 155-157.

APL 8 (EL 10)

Eight-Headed Fey-Touched Hydra: Huge Magical Fey Beast; hp 84 (heads, hp 10 each); see Appendix II; see Monster Manual v3.5 pages 155-157.

APL 10 (EL 12)

Ten-Headed Fey-Touched Hydra: Huge Magical Fey Beast; hp 115 (heads, hp 10 each); see Appendix II; see Monster Manual v3.5 pages 155-157.

APL 12 (EL 14)

Twelve-Headed Fey-Touched Hydra: Huge Magical Fey Beast; hp 136 (heads, hp 10 each); see Appendix II; see Monster Manual v3.5 pages 155-157.

Treasure: The hydra has been gifted by a variety of ioun stones by its master over the years.  Just to keep all of the heads happy, Rythillon has also provided some dull grey ioun stones (painted in bright colors so that they look real).  In this fashion, there is one stone for each head of the hydra.  The PCs may, of course, claim all of these upon defeating the beast.

APL 6: ioun stone, clear spindle (4,000 gp); 5 ioun stones, dull grey (0 gp each).

APL 8: ioun stone, clear spindle (4,000 gp); ioun stone, dusty rose prism (5,000 gp); 6 ioun stones, dull grey (0 gp each).

APL 10: ioun stone, clear spindle (4,000 gp); ioun stone, dusty rose prism (5,000 gp); ioun stone, pink rhomboid (8,000 gp); 7 ioun stones, dull grey (0 gp each). 

APL 12: ioun stone, clear spindle (4,000 gp); ioun stone, dusty rose prism (5,000 gp); ioun stone, pink rhomboid (8,000 gp); ioun stone, pale blue rhomboid (8,000 gp); 8 ioun stones, dull grey (0 gp each).

Development:  Once the PCs have defeated the faerie mound’s hydra guardian, they are free to investigate the iron-bound door, which leads into Rythillon’s study, where he has prepared one final bit of misdirection for them.  Proceed to Encounter 7.

Encounter 7: We’ve Been Duped!

Unbeknownst to the PCs, Rythillon has already abandoned this particular lair.  His only goal in bringing them here is to have them believe that they have completely routed the Free Band and destroyed its base of operations.  That way, the military will relax, and he will be free to pursue his own schemes while Olowyn takes the fall for everything.  To that end, Rythillon has arranged one final deception.  He has sent Olowyn alone into the forest toward the military work camps.  Knight-Colonel Vendarrin of the 10th Battle is scheduled to review the camps (and visit with his old friend, retired Knight-Colonel Vargo Blitnik, who commands the road-building operation).  Rythillon has given Olowyn instructions to try and assassinate the Knight-Colonel, thus throwing the 10th Battle into disarray.  

The mindbender doesn’t actually care if Olowyn succeeds on this fool’s errand; in fact, even if he does manage to complete the task, it is likely that the hapless elf will be killed or captured in the attempt.  To help ensure that this comes to pass, Rythillon has left information in his study concerning Olowyn’s final assignment.  The PCs must find and follow this information if they want to intercept Olowyn before he reaches the work camps and the Knight-Colonel.

The door connecting the cavern to the mindbender’s lair is scribed with various runes and sigils, many of which glow with a light of their own. A bit of investigation will reveal that these are all either illusionary or nothing more than mundane glyphs with continual flame spells cast upon them. Rythillon used this to keep away any members of the Free Band who might have gotten curious during the times they were laying low in the faerie mound.

The door itself is made of solid iron, lined with a very thin sheet of lead (Hardness 10, hp 60, break DC 28) and locked with a sturdy lock (Open Locks DC 25).  With the hydra defeated, however, the PCs can take 20 on the Open Locks check, or they can simply bash the door down, so this should not present an impassable obstacle.  As the door opens, have every character in the cave area roll a Will save (DC 0).  This has no in-game effect, but it should scare the players a little bit.

Beyond the door, Rythillon’s sanctum is divided into three chambers (refer to Map 2 for details).  The PCs initially find themselves in the library.  Each of these three areas is detailed below.

Library

The walls of this room are lined with shelves carved out of the living rock.  The fine handiwork is obviously dwarven and appears to be relatively new when compared to the ancient cavern just outside.  

Currently, all the shelves are empty (however, dust tracks from where rows of books once stood, Search check DC 5).  Likewise, small signs of wear on the stone floor can be seen where tables and desks once stood, (Search check DC 10).  The first player to approach within 5 ft. of the door that leads to Rythillon’s chambers will trigger a magic mouth spell cast into the stonework above the door.  The magic mouth will say the following and then become inactive.

“Rythillon, the way is prepared.  We hope the work ending your entanglements proceeds as planned.  We await your arrival and that of your new servants.”

Other than the door to the south and the door to the west, there is nothing else of interest in this room.

Rythillon’s Chamber

This spacious room was once Rythillon’s private chamber.  It is guarded by a locked, iron door (Hardness 10, Hit points 60, Break DC 28, Open Lock DC 30).  Once the PCs enter the room, it is clear that it has been completely emptied.  As with the library, dust and wear on the stone floor indicate where furniture once stood, but there is nothing left here in the way of furnishings or supplies.

Rythillon has deliberately “forgotten” to close a secret compartment that is built into one of the walls of this room.  Normally, the cunning craftsmanship makes this tiny niche nearly impossible to locate without magical means, but as Rythillon has left it ever-so-slightly cracked, it can be found with a Search check (DC 20).  Inside the compartment, the PCs find signs that there were once a number of books and papers stored here, but now all that remains is a single scrap of paper, which looks as though it might have fallen out of or been torn from a journal of some sort.  The only legible entry is as follows:

“At last the Free Band will achieve its destiny and strike a blow against the leadership of the vile Gran March.  The Knight-Colonel of the 10th Battle will be visiting the work camps in the Dim Forest.  Olowyn will be there to strike the telling blow.  As for the rest of the Free Band, they will create a diversion by attacking military recruits and other personnel deeper within the Dim.  This will draw enough of a response to ensure that the Knight-Colonel is but lightly guarded, and Olowyn only needs one arrow to complete his task.  Olowyn has told me of a hiding place that he has located…”

The entry goes on to describe a specific location in the Dim Forest, not far from the work camps.  The PCs could find it easily by following the description.

If it looks as though the PCs are going to leave the faerie mound without discovering the secret compartment, have it fall open or otherwise reveal itself.  Rythillon doesn’t want the PCs to miss their final appointment, after all.

Gathin’s Chamber

As with Rythillon’s chamber, this room is protected by a locked iron door (Hardness 10, Hit points 60, Break DC 28, Open Lock DC 30).  While this room is considerably smaller than Rythillon’s room, it does not appear to be empty.  The walls are covered with fine tapestries and a beautifully woven carpet covers the entire floor.  Rythillon would never have allowed Gathin to have such luxuries (despite the fact that his own room was finely appointed).  So Gathin decorated his room with permanent images.  If any of the PCs attempt to remove the tapestries or carpet, they will find that they cannot take them no matter how hard they try (Will DC 26 to disbelieve these illusions if interacted with).  In reality, this room holds nothing of interest.

Development: Hopefully, the PCs discovered the secret compartment in Rythillon’s chamber and immediately head to the location specified.  They are no doubt expecting a knock-down drag-out fight with Olowyn himself, but Rythillon has left them one final surprise.  Proceed to Encounter 8.

Encounter 8: The Confrontation

So far, Rythillon has accomplished almost all of his goals.  The Free Band has been destroyed, their lair has been looted, and now all that remains is for Olowyn to take the blame for everything.  Rythillon has ordered his thrall to a specific location within the Dim Forest and set up the PCs to discover him there.  For his own sadistic amusement, Rythillon decided to release Olowyn from his domination just to see how things would turn out.  No matter what happens, the mindbender figures it should be an entertaining show.  Either the PCs will kill Olowyn outright, or they will take him prisoner and the government of Gran March will subsequently execute him for the actions of the Free Band.

Upon arriving at the hiding place described by the journal entry, the PCs find a small campsite that shows signs of recent use by a small number of individuals.  PCs with the Track feat that succeed on a Survival check (DC 15) can tell that the inhabitants appear to have scattered in various directions.  Only one set of tracks goes in the direction of the work camp, however.  (If the PCs are unable to track, then they can still determine which direction the work camp is from this campsite and should think to head in that direction in the absence of any better options.)

When Rythillon released his control over Olowyn, Olowyn realized the true nature of his actions and had to come to grips with the memories of the vile spree of murder and mayhem on which he has led the Free Band.  Filled with remorse and grief, he disbanded the few remaining members of the Free Band, cast aside his possessions, and began wandering aimlessly toward Fort Endurance, where he intends to turn himself over to the Gran March military. The other members of the group have scattered in all directions, hoping to lose themselves in the forest.  Most of them are equally as horrified as Olowyn, though none have suffered the level of mental torture that he has.  Rythillon and Gathin have been laughing in Olowyn’s mind for the last several hours, taunting him with an endless litany of the crimes he has committed and the horrible deeds he has done.

As the PCs make haste, following the tracks that lead towards the work camp or at least heading in that general direction, give them a Spot check (DC 15) to notice Olowyn.  Read or paraphrase the following to all those who succeed:

Ahead of you in the woods, kneeling, is an elf, eyes downcast, head bowed in shame and grief.  He seems to be sobbing uncontrollably. You can just catch the glint of a dagger in one of his hands.

PCs that have met Olowyn will recognize this tattered and disheveled creature as being their quarry.  At this point, you might want to call for initiative checks, since different PCs might have very different ideas about what to do with Olowyn. Any attack against the elf (whose AC is effectively 5 since he’s not resisting) kills him; Olowyn’s despair is so great that his spirit will flee his body with even the slightest provocation.  Any character that asks what Olowyn appears to be doing should be told that it looks as though the elf is about to slit his own throat.

The PCs must act quickly if they are to prevent the elf from taking his own life.  Assume that he acts on an initiative count of zero.  He takes a full-round action and uses the coup de grace action on himself, dying instantly, if no one intervenes.  Any reasonable attempt to disarm him or pin him down succeeds automatically.  Game statistics are not provided for him because anything that could hurt him, he will eagerly embrace; he resists nothing and only wants to die.

Olowyn’s remorse is so great that he feels that his life should be forfeit in payment for the deaths that he has caused.  If the PCs do not act to kill him or stand by to allow him to take his own life, he will beg them to do so:

Olowyn lies sobbing in a fetal position on the forest floor.  He cries out passionately, “Kill me here and now!  End my life, for I do not deserve to live for what I have done!”

This should spark some debate among the player characters about whether to end Olowyn’s misery here and now and execute him as is his desire or to bring Olowyn alive to Fort Endurance to stand trial for his crimes.   

Note that it is legal for members of Gran March military that are on military missions to dispense field justice to individuals who are recognized as criminals or combatants.  However, even field justice is only permitted when necessary for the completion of a mission or when a mission does not allow the time for said criminals and combatants to be turned over for a proper trial.  At this point, with Olowyn helpless and babbling, for a military PC to execute him in cold blood would be an act of grave dishonor.  Such an act should be reported to the proper authorities (i.e. the Triad) by any other military PC at the table, or else that PC too is stained with the same dishonor just as if he or she had committed the same act.  Of course, if all the PCs together agree on a particular cover story to explain Olowyn’s death, then so be it; no one in the government will know differently… for the moment, at least.

Regardless of what the PCs decide to do with Olowyn, they receive one final visitation from their good friend, Rythillon.  Note that there is no save against Rythillon’s ability to communicate telepathically. PCs that are immune to charms and compulsions (such as holy liberators) are not immune to hearing the mindbender’s voice in their heads.  Read or paraphrase the following:

As you stand over the [crying and sobbing / dead] form of Olowyn Aelanthyr, a soothing voice inside your head tells you to be at peace, for you have done well.  A wizard in forest green and dark purple robes floats down from above the treeline on a carpet.  He bears an adamantine staff in his left hand.  His face is hidden by a long hood.  

At this point, Rythillon and his cohort are actually several hundred feet away (and up) from the PCs’ location.  However, Rythillon has used a combination of the mislead and project image spells to give himself a few moments of pleasant conversation with his stooges (i.e. the PCs).

“I am so pleased that you got the opportunity to visit my humble abode.  I do hope that my pet did not cause you too much trouble.  I thank you for dealing with the Free Band for me.  They had outlived their utility.  I see that you have located your quarry.  He is useless to me now.  I had thought to enslave the lot of you in his stead, but you are equally useless and not worth my efforts.”

If the PCs try to detect magic, they can certainly tell that there is an illusion present.  If there appears to be any danger that Rythillon’s true location will be discovered or that he and his cohort will be threatened in any way (which would require the PCs to be flying, able to see invisible creatures, and able to succeed on a DC 28 Will save to get past the mislead spell), Rythillon will just use a wish to transport himself and his cohort to another location.  The image is able to continue talking for three rounds after Rythillon ceases concentrating on it, enabling him to twist the knife just a little bit more.

The wizard continues, “Sadly, your laws do not protect those who have acted as pawns, and dear Olowyn here will be executed as though he had done the deeds of his own accord.  Hah!  Controlling and destroying the likes of you chattel is so easy!  Now, if you will excuse me, I have other matters to attend to.  My time with the Free Band was not entirely wasted; I have recently made a rather significant discovery.  Soon enough, your petty Gran March will be wiped clean off the map, along with any other fools that think they can stand in my way.  Keep that in mind as you go about your pathetic little lives – nothing that you do matters; in the end, all will bow before me.”

With that, the wizard disappears, as though he was never there at all.

If any PC attempts to attack Rhythillon during his monologue, they will find that their attack goes right through the image they see, and a successful Will save (DC 28) lets the PC realize that this is nothing more than an illusionary double.  Rythillon will make an extra-snide remark to any such character, mocking the PCs to the extreme.  

For any character that was dominated by Rythillon in the module The Free Band, he has one final parting word.  These characters (and only these characters) hear a very familiar whisper in their minds:

“Don’t think that I am through with you, either, thrall.  I have your soul in my grip; you are but a marionette, made to dance at my whim.  You cannot even begin to conceive of the suffering that I can inflict on you.  There may come a time in the future when I have a use for you.  Please me, and perhaps I might suffer you to live, and even reward you as a loyal pet; anger me, and I will snuff you out like a candle.”

All APLs (non-combatant)

Rythillon Bakshar (Wiz(Enc)11/MindBender9) -  Casts spells as a 17th-level Wizard

At this point, the PCs must make their final decision as to what to do with Olowyn.  They may want to talk to some of the NPCs before deciding what to do.  They can learn the following:

Perdita – Perdita points out that the heroes should not allow Olowyn to die by his own hand.  He is redeemable and should be given the opportunity to atone for all he has done.  It will not matter to her if it is pointed out that as the leader of the Free Band, Olowyn’s punishment would surely be execution anyway; to her, it is now clear that Rhythillon, by his own admission, was certainly controlling the Free Band. She will be as persuasive as possible, even pointing out that she is almost certain that allowing Olowyn’s suicide would be illegal by the laws of Gran March.  Keep in mind that when Perdita aided the PCs in finding the Free Band, she was under the impression that it was for a military mission and that Olowyn would be captured and taken to trial, not murdered or allowed to kill himself.  Perdita believes that in a fair trial, Olowyn will be acquitted of all but the most minor charges.  However, Perdita will insist that the PCs accompany Olowyn to Fort Endurance so that nothing happens to him as he tries to turn himself in.  She knows that there are many in Gran March, particularly among the military, who would just as soon take matters into their own hands.

Olowyn – Olowyn is in such a state of remorse that he truly believes that he deserves immediate death.  Otherwise, his life is too long to live with the guilt of his actions.  He will admit to perpetrating ghastly deeds, and it will be no conciliation to him if the characters tell him that he was under magical control.  He started the Free Band, he allowed things to get out of control, he took on the mantle of leadership ignoring the wishes of the Council of Elders, and he believes that leaders must take responsibility.  He wanted to resist the tyranny of Gran March military, and his actions resulted in a new tyranny of fear and death.  Olowyn feels that he has become a monster and is now seeking justice for himself.

If PCs convince him that justice will come to him if he accompanies them to Fort Endurance, Olowyn can be convinced with a successful DC 10 Diplomacy check to stand down from his desire to end his own life and leave it up to the Gran March court system.

If for some reason the PCs decide to release Olowyn, he will simply wander off into the woods in the direction of Fort Endurance, where he will be picked up by a military patrol (the Knight-Colonel of the 10th Battle really is visiting the work gangs today).  Assuming that sooner or later the PCs end up going to Fort Endurance, proceed to the Conclusion.
Development:  The PCs will have confronted Rythillon, just as he taunts them and makes his escape, leaving behind a distraught Olowyn Aelanthyr.  The party should have either brought Olowyn to Fort Endurance to stand trial for his crimes, or at least brought his body as proof of the completion of their mission.

Conclusion

Let Him Die: If Olowyn died, either by his own hand or at the hands of the PCs, then when they report their accomplishments at Fort Endurance, there will be a great amount of uproar about the defeat of the Free Band and the killing of Olowyn.  Gault Stalmir, the Warden of the Dim Forest, will want Olowyn’s body so that he can be raised for questioning and to stand trial for crimes against Gran March.  If Olowyn took his own life, the Dim Warden will exclaim, “Let Gran March law determine whether he should die for his crimes, not Olowyn.”  The PCs will be questioned thoroughly and released; however, the PCs will be asked to make themselves available at the time of Olowyn’s trial to verify the information that they have given.  This debriefing will take most of the day, but when they are done, wherever the PCs go in Fort Endurance, soldiers will pat them on the back and congratulate them on their accomplishments.  

Let Him Live: If the PCs have brought Olowyn into Fort Endurance alive, then when they report their accomplishments, there will be a great amount of uproar about the defeat of the Free Band and the capture of Olowyn.  Gault Stalmir, the Warden of the Dim Forest, will want Olowyn to stand trial for crimes against Gran March.  The PCs will be questioned thoroughly and released; however, the PCs will be asked to make themselves available at the time of Olowyn’s trial to verify the information that they have given.  If any PC is particularly concerned about Olowyn’s fate, the Warden will personally tell them:

“Any concerned parties with relevant information will be given the opportunity to speak at his trial.”

However, he is not willing to offer anything more, as it is his conviction that the justice system of Gran March must be allowed to function normally, even for extraordinary prisoners and extenuating circumstances.  The debriefing of the PCs will take most of the day, but when they are done, wherever the PCs go in Fort Endurance, soldiers will pat them on the back and congratulate them on their accomplishments.  

For successfully completing their mission (and bringing Olowyn back alive) the PCs are each awarded the Trelynian Medal for Meritorious Service.  Details of this award are provided on the Adventure Record.  Regardless of whether they receive the award or not, the PCs will forevermore be known in Foredge and at Fort Endurance as the heroes who brought down the Free Band.

As for Olowyn himself, his fate remains to be decided by the justice system of Gran March.  His public trial (and whatever ensues) is sure to be one of the most talked-about events in years.  With the destruction of the Free Band, the military personnel and civilians can breathe a bit easier, although the Dim Forest still is (and always will remain) an extremely dangerous place.

The End

Experience Point Summary

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

Encounter 4

Defeat the Free Band


APL 6 – 240 xp.


APL 8 – 300 xp.


APL 10 – 360 xp.


APL 12 – 420 xp.

Encounter 5

Survive the trapped entrance and locate the secret door that leads to the hydra’s lair.


APL 6 – 180 xp.


APL 8 – 240 xp.


APL 10 – 300 xp.


APL 12 – 360 xp.

Encounter 6

Defeat the Hydra


APL 6 – 240 xp.


APL 8 – 300 xp.


APL 10 – 360 xp.


APL 12 – 420 xp.

Discretionary Roleplaying Award

Judge may allocate up to the following for good role-playing, particularly in Encounters 1, 2, and 8.


APL 6 – 180 xp.


APL 8 – 225 xp.


APL 10 – 270 xp.


APL 12 – 315 xp.

Total Possible Experience


APL 6 – 840 xp.


APL 8 – 1,065 xp.


APL 10 – 1,290 xp.


APL 12 – 1,515 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.

The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.

Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter 4:


APL 6: L: 517 gp; C: 0 gp; M: Amulet of Natural Armor +2 (4,000 gp).


APL 8: L: 517 gp; C: 0 gp; M: 6,500 gp -- Amulet of Natural Armor +2 (4,000 gp); Cloak of Elvenkind +5 (1,250 gp); Eyes of the Eagle +5 (1,250 gp).


APL 10: L: 517 gp; C: 0 gp; M: 11,653 gp --Amulet of Natural Armor +2 (4,000 gp); Cloak of Elvenkind +5 (1,250 gp); Eyes of the Eagle +5 (1,250 gp); Mithral Shirt +2 (2,550 gp); Darkwood Buckler +1 (603 gp); Gloves of Dexterity +2 (2,000 gp).


APL 12: L: 517 gp; C: 0 gp; M: 17,153 gp --Amulet of Natural Armor +2 (4,000 gp); Cloak of Elvenkind +5 (1,250 gp); Eyes of the Eagle +5 (1,250 gp); Mithral Shirt +2 (2,550 gp); Darkwood Buckler +1 (603 gp); Gloves of Dexterity +2 (2,000 gp); Rod of Summoning Augmentation (5,500 gp).

Encounter 6:


APL 6: L: 0 gp; C: 0 gp; M: ioun stone, clear spindle (2,000 gp); 5 ioun stones, dull grey (0 gp each). Total: 2,000 gp.


APL 8: L: 0 gp; C: 0 gp; M: ioun stone, clear spindle (2,000 gp); ioun stone, dusty rose prism (2,500 gp); 6 ioun stones, dull grey (0 gp each).  Total: 4,500 gp.


APL 10: L: 0 gp; C: 0 gp; M: ioun stone, clear spindle (2,000 gp); ioun stone, dusty rose prism (2,500 gp); ioun stone, pink rhomboid (4,000 gp); 7 ioun stones, dull grey (0 gp each).  Total: 8,500 gp.


APL 12: L: 0 gp; C: 0 gp; M: ioun stone, clear spindle (2,000 gp); ioun stone, dusty rose prism (2,500 gp); ioun stone, pink rhomboid (4,000 gp); ioun stone, pale blue rhomboid (4,000 gp); 8 ioun stones, dull grey (0 gp each).  Total: 12,500 gp.

Total Possible Treasure (Maximum Reward Allowed)


APL 6: L: 517 gp; C: 0 gp; M: 6,000 gp – Total: 6,517 gp (4,800 gp).


APL 8: L: 517 gp; C: 0 gp; M: 11,000 gp – Total: 11,517 gp (7,500 gp).


APL 10: L: 517 gp; C: 0 gp; M: 20,153 gp – Total: 20,670 gp (12,600 gp).


APL 12: L: 517 gp; C: 0 gp; M: 29,653 gp – Total: 30,170 gp (18,000 gp).

Special

Rod of Summoning Augmentation


The wielder can cast up to three spells per day of 6th level or lower that are augmented exactly as if the character possessed the Augment Summoning feat.  


Strong (no school); CL: 17th; Prerequisites: Craft Rod, Augment Summoning feat; Market Price: 11,000 gp; Weight: 5 lbs.

The Trelynian Medal for Meritorious Service

The Trelynian Medal for Meritorious Service is named after Commandant Trelyn, founder of the Pathfinders, and can only be awarded at the discretion of the Warden of the Dim Forest or the Commandant of the March.  This medal is awarded when individuals display the utmost competence in one or more of the directives laid out by Commandant Trelyn at the founding of the Pathfinders.

"Lead a quick, safe retreat. Find a way to infiltrate a camp. Hide the passage of troops. Survive in the wilderness. Choose the most direct route. Find a way out of anywhere, anyplace, anytime. Track an enemy. Find a lost person. All these and more are required of the Gran March Army." - Commandant Trelyn, CY 439.


The PC has been awarded this medal for participating in the location of the Free Band and their hidden lair as well as the capture of the Free Band's captain, Olowyn Aelanthyr.  When this medal is openly worn, the PC gains a +5 circumstance bonus to Diplomacy checks when dealing with NPCs at Fort Endurance and Foredge as well as active duty and retired Gran March Army Scouts and Pathfinders.

Items for the Adventure Record

Item Access

APL 6:

· Amulet of Natural Armor +2 (Frequency: Adventure; Dungeon Master’s Guide)
· Ioun stone, clear spindle (Frequency; Adventure; Dungeon Master’s Guide.)
APL 8 (all items from APL 6 plus):

· Cloak of Elvenkind (Frequency: Adventure, Dungeon Master’s Guide)
· Eyes of the Eagle (Frequency: Adventure; Dungeon Master’s Guide)
· Ioun stone, dusty rose prism (Frequency: Adventure; Dungeon Master’s Guide)
APL 10 (all items from APL 6 and 8 plus):

· Mithral Shirt +2 (Frequency, Adventure)
· Darkwood Buckler +1 (Frequency, Adventure)
· Gloves of Dexterity +2 (Frequency, Adventure)
· Ioun stone, pink rhomboid (Frequency: Adventure; Dungeon Master’s Guide)
APL 12 (all items from APL 6, 8, and 10 plus):

· Rod of Summoning Augmentation (Frequency, Adventure)
· Ioun stone, pale blue rhomboid (Frequency: Adventure; Dungeon Master’s Guide)
Player Handout 1

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially, they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March, and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.
Rumors

· The Free Band has burned down farmhouses on the outskirts of the hamlet of Foredge.

· The Free Band is summoning demons and unleashing them on patrols and caravans in the forest.

· The Free Band leader, Olowyn Aelanthyr, is a powerful ranger.

· The Free Band has been capturing hunters that go into the forest.
The Mission

This is information is classified, and confiding this knowledge to personnel not authorized to know is restricted.  Only personnel recruited specifically for the mission at hand are authorized to know the nature of this mission.  

The road-building operations in the Dim Forest have been slowed again due to further interference of the Free Band and their leader, Olowyn Aelanthyr.  The work crews have suffered more frequent harassment and terrorist attacks.  Hunters in the forest have also been attacked on numerous occasions, and the Dim Forest is less safe than ever.  

However, recent events have left us with an unexpected opportunity to put an end to this menace.  You are to travel to Foredge and meet with Captain Fallon Dolmir.  Captain Dolmir will have additional instructions for you.  You are authorized to round out your team with any civilian personnel who have the skills and talents that you deem necessary for a mission to capture Olowyn Aelanthyr, so long as they can be trusted to accomplish the mission without drawing too much attention to the operation.  Olowyn has spies throughout the Dim.  Make sure you recruit trustworthy aid before you reveal your mission.

Player Handout 2

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the Council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially, they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.

Rumors

· Several army patrols have gone missing in the past year.  It is believed that the Free Band is involved.

· The Free Band has ambushed large military supply caravans.  

· The Free Band leader, Olowyn Aelanthyr, is a powerful cleric of Obad-Hai.
· The Army is considering clearing an additional 400 yards of forest to the north of the new road and all the Forest to the south to prevent further Free Band ambushes.  
Player Handout 3

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the Council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.

Rumors

· The Free Band has burned down farmhouses on the outskirts of the hamlet of Foredge.  

· It is not safe to travel the new road in small groups, as the Free Band frequently sets up ambushes for travelers.  

· The Free Band's hideout is a cave hidden deep in the forest. 

· The Free Band leader, Olowyn Aelanthyr, is a powerful sorcerer.  
· Olowyn and the Free Band are allusive as ghosts.  They strike at will and disappear into the forest.  
Player Handout 4

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the Council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially, they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March, and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.

Rumors

· Several army patrols have gone missing in the past year.  It is believed that the Free Band is involved.  

· It is not safe to travel the new road in small groups, as the Free Band frequently sets up ambushes for travelers.  

· The Free Band's hideout is a cave hidden deep in the forest. 

· The Free Band leader, Olowyn Aelanthyr, is a powerful fallen paladin of Ehlonna.  
· Olowyn and the Free Band are allusive as ghosts.  They strike at will and disappear into the forest.    
Player Handout 5

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the Council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially, they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March, and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.

Rumors

· The Free Band is in league with the followers of Vecna.  

· The Free Band has ambushed large military supply caravans.  

· The Free Band leader, Olowyn Aelanthyr, is a powerful druid.  
· The Army is considering clearing an additional 400 yards of forest to the north of the new road and all the Forest to the south to prevent further Free Band ambushes.  
 Player Handout 6

The following information is for your character only; do not show this handout to the other players.  Some of this information your character has as general knowledge and some of the information is personal knowledge that you can share with others at your own discretion.

Local history

Over the past two years, Gran March has been improving a road that runs through the Dim Forest.  The new road is being built to aid in troop movements so that reinforcements can quickly be sent to combat the Army of Giants that has overrun Geoff.  Because it is meant for armies to travel on, the road is quite large (10 yards wide of cobblestone for wagons and other heavy equipment with 100 yards cleared of forest to either side).  While the Council of Elvish Elders approved this project, many elves are not happy about it.  One group of elves calling themselves the Free Band has taken it upon themselves to stop the road construction.  Initially they used small acts of civil disobedience to convey their displeasure.  However, over time their actions have become more and more violent.  They are known for having captured members of the work gangs as well as ambushing caravans and other military patrols.  They are now wanted for acts of treason against the March, and their leader, Olowyn Aelanthyr, has become one of the most wanted individuals in Gran March.

Rumors

· The Free Band is in league with the followers of Vecna.  

· The Free Band is summoning demons and unleashing them on patrols and caravans in the forest.

· The Free Band leader, Olowyn Aelanthyr, is a powerful wizard.  

· The Free Band has been capturing hunters that go into the forest.  
 Player Handout 7

Background for elven and half-elven player characters only

When the King of Keoland formed Gran March, the portion of the Dim Forest east of the Realstream River was part of the grant. The Dim was not pacified at that time (and still is unpacified to this day), so Gran March government did little to nothing to extend its authority there. Bands of elves lived there long before the Suel and Oridean migrations following the Rain of Colorless Fire (which brought the large influx of humans that forged the Keoish Empire). The elves of the Dim are organized into clans, each choosing their own leadership (usually by right of birth). The various clan leaders appoint representatives to meet in the Council of Elders to decide matters of interest to all the clans. Decisions made by the Council of Elders are binding on all. However, the elves are so few and spread so far apart that they are not considered a nation unto themselves.

Although Gran March has a claim to the lands of the Dim Forest, the government recognizes that where authority cannot be projected, it does not exist. The elves of the Dim Forest are hardy, but few in number. The current elven population in Gran March is approximately 9000, including some recent refugees from Geoff, and most live in the Dim Forest. The elves of the Dim recognize that should the armies of Gran March be brought against them, they would be destroyed. The leaders of Gran March recognize that if they went to war against the elves of the Dim, the cost would be too great to bear. Both sides recognize that there are benefits to be gained from trade and mutual defense and that there are common enemies against which both can use an ally. Therefore, the government made treaties with the Council of Elders that allow the elves to be treated as a sovereign nation even though they theoretically live within Gran March borders. Dim Forest elves are allowed to serve in Gran March military, but are not required to do so, unlike the elves that live around Lortenford. Agreements of mutual defense are binding on both sides and have been honored.  Both sides have also agreed to free passage through their territories.  Criminals of either territory are to be turned over to their own government for adjudication and punishment according to their own law.

After the fall of Geoff, a new treaty was enacted to cede the area of the road to Gran March. While Gran March already owned the land as far as they were concerned, they knew that without the cooperation of the elves, the road would not be completed.  The elves recognized that the threat of the giants extended to them as well and so agreed to allow a 100-foot wide swath to be permanently deforested for the road.  After great debate, the size of the road was allowed to be widened to 630 feet in an effort to prevent ambushes from the tree line.  This was not an easy decision to reach. Some think that when the war is over, the road will be abandoned, but the others know this to be wishful thinking. They have seen that once a Gran March military road is built, it is maintained indefinitely. So long as Gran March stands, the road will be there. Despite the disagreements, the decision of the Council of Elders was to support the road. In the end, they felt it better to lose a portion of their lands as opposed to losing all of them, as the elven refugees from the west had done.

Appendix II:  Encounters

Encounter 3: Death to the Free Band
APL 6 (EL 8)

Elven Archers (8): male, Elf Ftr1; CR 1; Medium humanoid (elf); HD 1d10+1; hp 11 each; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13; Base Atk +1; Grp +3; Atk +3 melee (1d8+2/19-20, longsword) or +4 ranged (1d8/x3, longbow); Full Atk +3 melee (1d8+2/19-20, longsword) or +2/+2 ranged (1d8/x3, longbow); SQ Immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +3, Ref +3, Will +0; Str 14, Dex 16, Con 12, Int 10, Wis 10, Cha 10.


Skills & Feats: Climb +5, Jump +5, Listen +2, Spot +2; Point Blank Shot, Rapid Shot.


Possessions: Longsword, Studded leather armor, Longbow.

Elven Lead Archer: male, Elf Ftr2; CR 2; Medium humanoid (elf); HD 2d10+2; hp 22; Init +3; Spd 30 ft.; AC 18, touch 13, flat-footed 13; Base Atk +2; Grp +4; Atk +4 melee (1d8+2/19-20, longsword) or +5 ranged (1d8/x3, longbow); Full Atk +4 melee (1d8+2/19-20, longsword) or longbow +3/+3 ranged (1d8/x3); SQ Immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +3, Ref +3, Will +0; Str 14, Dex 16, Con 12, Int 10, Wis 10, Cha 10.


Skills & Feats: Climb +6, Hide +3, Jump +6, Listen +2, Spot +2; Point Blank Shot, Precise Shot, Rapid Shot.


Possessions: Longsword, Studded leather armor, Longbow, Amulet of Natural Armor +2.
Krrk: male, Half-Orc Drd5/AnmlLrd(Boar)1; CR 6; Medium humanoid (half-orc); HD 5d8+20 plus 1d8+7; hp 60; Init +0; Spd 20 ft. (30 ft.); AC 16, touch 11, flat-footed 15; Base Atk +3; Grp +5; Atk +5 (1d3+2 nonlethal, fist); Full Atk +5 melee (1d3+2 nonlethal, fist); SQ Animal bond, animal companion, animal sense, darkvision (60 ft.), nature sense, orc blood, resist nature’s lure, spells, trackless step, wild shape (1/day), woodland stride; AL LN; SV Fort +10, Ref +3, Will +6; Str 15, Dex 10, Con 18, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +8, Handle Animal +10, [Hide +10], Knowledge Nature +7, Spell Craft +6, Survival +10; Animal Defiance, Animal Control, Toughness.


Possessions: common clothes.


Druid spells prepared (5/4/3/1, DC = 12 + spell level):  0—detect magic, guidance, know direction, resistance, virtue; 1st—entangle, longstrider, summon nature’s ally I x2]; 2nd—barkskin, resist energy (fire), summon nature’s ally II; 3rd—protection from energy (electricity)].  Spells with a line through them have been precast.


BoarLord spells prepared (1, DC = 12 + spell level):  1st—camouflage.


Animal Bond:  Beginning at 1st level, the animal lord develops a bond with animals of his selected group.  Animal bond also allows the animal lord to have one or more animal companions chosen from his selected group.  


Animal Sense:  An animal lord can sense any animal of his selected group within a radius of miles equal to his animal lord level squared.
Krrk’s Boar Form (wild shape):  Medium animal; HD 5d8+20 plus 5d8+7; hp 60; Init +0; Spd 40 ft. (50 ft.); AC 19, touch 11, flat-footed 18; Base Atk +3; Grp +5; Atk +5 melee (1d8+3, gore); Full Atk +5 melee (1d8+3, gore); Space/Reach 5 ft./5 ft.; SQ Animal bond, animal companion, animal sense, low-light vision, nature sense, orc blood, resist nature’s lure, spells, trackless step, wild shape (1/day), woodland stride; AL N; SV Fort +9, Ref +3, Will +6; Str 15, Dex 10, Con 17, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +8, Handle Animal +10, [Hide +10], Knowledge Nature +7, Spell Craft +6, Survival +10; Animal Defiance, Animal Control, Toughness.

Mok (Krrk's Boar Companion): Medium animal; HD 5d8+18; hp 60; Init +0; Spd 40 ft.; AC 19, touch 11, flat-footed 18; Base Atk +3; Grp +6; Atk +6 melee (1d8+4, gore); Full Atk +6 melee (1d8+4, gore); Space/Reach 5 ft./5 ft.; SQ Evasion, Link, Low-light vision, Scent; AL N; SV Fort +7, Ref +4, Will +2; Str 16, Dex 11, Con 17, Int 2, Wis 13, Cha 4.


Skills & Feats: Listen +9, Spot +7; Alertness, Toughness.

APL 8 (EL 10)
Elven Scouts (8): male, Elf Rng3; CR 3; Medium humanoid (elf); HD 3d8+3; hp 21 each; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13; Base Atk +3; Grp +4; Atk +4 melee (1d8+1/19-20, longsword) or +6 ranged (1d8/x3, longbow); Full Atk +4 melee (1d8+2/19-20, longsword) or +4/+4 ranged (1d8/x3, longbow); SQ Favored enemy humans (+2), combat style archery, immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +4, Ref +6, Will +3; Str 12, Dex 16, Con 12, Int 10, Wis 14, Cha 10.


Skills & Feats: Handle Animal +6, Hide +9, Knowledge (nature) +6, Listen +4, Move Silently +9, Spot +10, Survival +8; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track.


Possessions: longsword, studded leather armor, longbow.
Elven Scout Leader: male, Elf Rng4; CR 4; Medium humanoid (elf); HD 4d8+4; hp 27; Init +3; Spd 30 ft.; AC 18,  touch 13, flat-footed 15; Base Atk +4; Grp +5; Atk +5 melee (1d8+1/19-20, longsword) or +7 ranged (1d8/x3, longbow); Full Atk +5 melee (1d8+1/19-20, longsword) or +5/+5 ranged (1d8/x3, longbow); SQ Animal companion, combat style archery, favored enemy humans (+2), immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +5, Ref +7, Will +3; Str 12, Dex 16, Con 12, Int 10, Wis 14, Cha 10.


Skills & Feats: Handle Animal +7, Hide +15, Knowledge (nature) +7, Listen +4, Move Silently +10, Spot +11, Survival +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track.


Possessions: longsword, studded leather armor, longbow, Cloak of Elvenkind, Eyes of the Eagle, Amulet of Natural Armor +2.


Spells available (1, DC = 12 + spell level):  1st—[entangle].
Krrk: male, Half-Orc Drd5/AnmlLrd(Boar)1; CR 6; Medium humanoid (half-orc); HD 5d8+20 plus 1d8+7; hp 60; Init +0; Spd 20 ft. (30 ft.); AC 16, touch 11, flat-footed 15; Base Atk +3; Grp +5; Atk +5 (1d3+2 nonlethal, fist); Full Atk +5 melee (1d3+2 nonlethal, fist); SQ Animal bond, animal companion, animal sense, darkvision (60 ft.), nature sense, orc blood, resist nature’s lure, spells, trackless step, wild shape (1/day), woodland stride; AL LN; SV Fort +10, Ref +3, Will +6; Str 15, Dex 10, Con 18, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +8, Handle Animal +10, [Hide +10], Knowledge Nature +7, Spell Craft +6, Survival +10; Animal Defiance, Animal Control, Toughness.


Possessions: common clothes.


Druid spells prepared (5/4/3/1, DC = 12 + spell level):  0—detect magic, guidance, know direction, resistance, virtue; 1st—entangle, longstrider, summon nature’s ally I x2]; 2nd—barkskin, resist energy (fire), summon nature’s ally II; 3rd—protection from energy (electricity)].  Spells with a line through them have been precast.


BoarLord spells prepared (1, DC = 12 + spell level):  1st—camouflage.


Animal Bond:  Beginning at 1st level, the animal lord develops a bond with animals of his selected group.  Animal bond also allows the animal lord to have one or more animal companions chosen from his selected group.  


Animal Sense:  An animal lord can sense any animal of his selected group within a radius of miles equal to his animal lord level squared.
Krrk’s Boar Form (wild shape):  Medium animal; HD 5d8+20 plus 5d8+7; hp 60; Init +0; Spd 40 ft. (50 ft.); AC 19, touch 11, flat-footed 18; Base Atk +3; Grp +5; Atk +5 melee (1d8+3, gore); Full Atk +5 melee (1d8+3, gore); Space/Reach 5 ft./5 ft.; SQ Animal bond, animal companion, animal sense, low-light vision, nature sense, orc blood, resist nature’s lure, spells, trackless step, wild shape (1/day), woodland stride; AL N; SV Fort +9, Ref +3, Will +6; Str 15, Dex 10, Con 17, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +8, Handle Animal +10, [Hide +10], Knowledge Nature +7, Spell Craft +6, Survival +10; Animal Defiance, Animal Control, Toughness.

Mok (Krrk's Boar Companion): Medium animal; HD 5d8+18; hp 60; Init +0; Spd 40 ft.; AC 19, touch 11, flat-footed 18; Base Atk +3; Grp +6; Atk +6 melee (1d8+4, gore); Full Atk +6 melee (1d8+4, gore); Space/Reach 5 ft./5 ft.; SQ Evasion, Link, Low-light vision, Scent; AL N; SV Fort +7, Ref +4, Will +2; Str 16, Dex 11, Con 17, Int 2, Wis 13, Cha 4.


Skills & Feats: Listen +9, Spot +7; Alertness, Toughness.

APL 10 (EL 12)

Elven Scouts (8): male, Elf Rng4; CR 4; Medium humanoid (elf); HD 4d8+4; hp 27 each; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13; Base Atk +4; Grp +5; Atk +5 melee (1d8+1/19-20, longsword) or +7 ranged (1d8/x3, longbow); Full Atk +5 melee (1d8+1/19-20, longsword) or +5/+5 ranged (1d8/x3, longbow); SQ Animal companion, combat style archery, favored enemy humans (+2), immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +5, Ref +7, Will +3; Str 12, Dex 16, Con 12, Int 10, Wis 14, Cha 10.


Skills & Feats: Handle Animal +7, Hide +10, Knowledge (nature) +7, Listen +4, Move Silently +10, Spot +11, Survival +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track.


Possessions: longsword, studded leather armor, longbow.


Spells available (1, DC = 12 + spell level):  1st—[entangle].
Elven Scout Leader: male, Elf Rng5; CR 5; Medium humanoid (elf); HD 5d8+5; hp 33; Init +3; Spd 30 ft.; AC 24,  touch 14, flat-footed 20; Base Atk +5; Grp +6; Atk +6 melee (1d8+1/19-20, longsword) or +9 ranged (1d8/x3, longbow); Full Atk +6 melee (1d8+1/19-20, longsword) or +7/+7 ranged (1d8/x3, longbow); SQ Animal companion, combat style archery, favored enemy humans (+4), favored enemy dwarves (+2), immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +5, Ref +7, Will +3; Str 12, Dex 16(18), Con 12, Int 10, Wis 14, Cha 10.


Skills & Feats: Handle Animal +8, Hide +17, Knowledge (nature) +8, Listen +4, Move Silently +12, Spot +15, Survival +10; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track.


Possessions: longsword, studded leather armor, longbow, Cloak of Elvenkind, Eyes of the Eagle, Darkwood Buckler +1, Gloves of dexterity +2, Mithral Shirt +2, Amulet of Natural Armor +2.


Spells available (1, DC = 12 + spell level):  1st—[entangle].
Krrk: male, Half-Orc Drd5/AnmlLrd(Boar)5; CR 10; Medium humanoid (half-orc); HD 5d8+25 plus 5d8+28; hp 106; Init +0; Spd 20 ft. (30 ft.); AC 16, touch11, flat-footed 15; Base Atk +6; Grp +9; Atk +9 (1d3+3, fist); Full Atk +9 melee (1d3+3, fist); SQ Animal bond, animal companion, animal farspeech, animal sense, animal speech, darkvision (60 ft.), first totem, lesser wild shape, nature sense, orc blood, resist nature’s lure, second totem, share lesser form, spells, summon animal (1/day), trackless step, wild shape (1/day), woodland stride; AL LN; SV Fort +13, Ref +5, Will +7; Str 16, Dex 10, Con 20, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +10, Handle Animal +12, [Hide +10], Knowledge Nature +9, Spell Craft +6, Survival +12; Animal Defiance, Animal Control, Improved Unarmed Strike, Toughness, Scent.


Possessions: common clothes.


Druid spells prepared (5/4/3/1, DC = 12 + spell level):  0—detect magic, guidance, know direction, resistance, virtue; 1st—entangle, longstrider, summon nature’s ally I x2; 2nd—barkskin, resist energy (fire), summon nature’s ally II; 3rd—protection from energy (electricity).  Spells with a line through them have been precast.


BoarLord spells prepared (2/2, DC = 12 + spell level):  1st—camouflage, cure light wounds; 2nd—adrenaline surge, nature’s favor (on Mok).


Animal Bond:  Beginning at 1st level, the animal lord develops a bond with animals of his selected group.  Animal bond also allows the animal lord to have one or more animal companions chosen from his selected group.  


Animal Farspeech (Sp):  An animal lord can sense any animal of his selected group within a radius of miles equal to his animal lord level squared.


Animal Sense (Su):  An animal lord can use his Animal Speech ability to communicate telepathically with any animal of his selected group that he can sense.


Animal Speech (Ex):  An animal lord can converse at will with any animal of his selected group.


First Totem: The boarlord gains a +2 inherent bonus to constitution.


Lesser Wild Shape (Sp):  An animal lord can use wild shape to take the form of any kind of natural animal in his selected group as often as desired.


Second Totem:  The boarlord gains Scent as a bonus feat.


Share Lesser Form (Sp):  An animal lord can share whichever animal form he is currently using with a number of willing individuals equal to his animal lord level.  The duration is equal to 1 hour per animal lord level.


Summon Animal:  An animal lord can summon 1d3 animals of his selected group 1/day.  This spell functions like a summon nature's ally spell with a duration equal to 1 round per animal lord level.
Krrk’s Boar Form (wild shape):  Medium animal; HD 5d8+25 plus 5d8+28; hp 106; Init +0; Spd 40 ft. (50 ft.); AC 19, touch 11, flat-footed 18; Base Atk/Grapple +6/+8; Atk +8 melee (1d8+3, gore); Full Atk +8 melee (1d8+3, gore); Face/Reach 5 ft. / 5 ft.; SQ Animal bond, Animal companion, Animal sense, Darkvision (60 ft.), Nature sense, Orc blood, Resist natures lure, Spells, Trackless step, Wild shape (1/day), Woodland stride; AL N; SV Fort +12, Ref +5, Will +7; Str 15, Dex 10, Con 19, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +10, Handle Animal +12, [Hide +10], Knowledge Nature +9, Spell Craft +6, Survival +12; Animal Defiance, Animal Control, Improved Unarmed Strike, Toughness, Scent.

Mok (Krrk's Dire Boar Companion): Large animal; HD 9d8+27; hp 67; Init +0; Spd 40 ft.; AC 18, touch 10, flat-footed 17; Base Atk +6[+8]; Grp +19[+21]; Atk +14[+16] melee (1d8+13[+15], gore); Full Atk +14[+16] melee (1d8+13[+15], gore); Face/Reach 10 ft./5 ft.; SQ Evasion, ferocity, link, low-light vision, scent; AL N; SV Fort +9, Ref +6, Will +9; Str 28, Dex 11, Con 17, Int 2, Wis 13, Cha 8.


Skills & Feats: Listen +10, Spot +10; Alertness, Endurance, Iron Will, Scent.

APL 12 (EL 14)

Elven Scouts (8): male, Elf Rng6; CR 6; Medium humanoid (elf); HD 6d8+6; hp 39 each; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13; Base Atk +6; Grp +7; Atk +7 melee (1d8+1/19-20, longsword) or +10 ranged (1d8/x3, longbow); Full Atk +7/+2 melee (1d8+1/19-20, longsword) or +8/+8/+3 ranged (1d8/x3, longbow); SQ Animal companion, combat style archery, favored enemy dwarves (+2), favored enemy humans (+4), immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +5, Ref +7, Will +3; Str 12, Dex 16, Con 12, Int 10, Wis 14, Cha 10.


Skills & Feats: Handle Animal +9, Hide +12, Knowledge (nature) +9, Listen +4, Move Silently +12, Spot +13, Survival +9; Endurance, Many Shot, Point Blank Shot, Precise Shot, Rapid Shot, Track Weapon Focus (Longbow).


Possessions: longsword, studded leather armor, longbow.


Spells available (1, DC = 12 + spell level):  1st—[entangle, resist energy (fire)].
Lythwyr (Lead Scout): male, Elf Rng6/DeepWoodsSniper4; CR 10; Medium humanoid (elf); HD 6d8+6 plus 4d8+4; hp 63; Init +9; Spd 30 ft.; AC 25, touch 15, flat-footed 20; Base Atk +10; Grp +12; Atk +12 melee (1d8+2/19-20, longsword) or +18 (+14/+14) ranged (1d8+1/19-20x4, longbow); Full Atk +12/+7 melee (1d8+2/19-20, longsword) or +18/+13 (+16/+16/+11) ranged (1d8+1/19-20x4, longbow); SA; Concealment reduction, keen arrows, magic weapon, poison, projectile improved critical, range increment bonus, safe poison use, take aim; SQ Animal companion, combat style archery, favored enemy humans (+4), favored enemy dwarves (+2), improved combat style (archery), immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects; AL CG; SV Fort +7, Ref +14, Will +4; Str 14, Dex 20(22), Con 12, Int 10, Wis 12, Cha 10.


Skills & Feats: Balance +8, Climb +5, Handle Animal +6, Hide +24, jump +5, Knowledge (nature) +9, Listen +5, Move Silently +19, Ride +8 Spot +19, Survival +10; Endurance, Improved Initiative, Point Blank Shot, Many Shot, Precise Shot, Rapid Shot, Track, Weapon Focus (composite longbow).


Possessions: longsword, longbow, Cloak of Elvenkind, Eyes of the Eagle, Gloves of Dexterity +2, Amulet of Natural Armor +2, +2 Mithral Shirt, +1 Darkwood Buckler.


Spells available (2, DC = 11 + spell level):  1st—[entangle x2].

Concealment Reduction (Ex): Lythwyr’s miss chance against opponents with concealment is reduced by 10%.


Keen Arrows (Ex):  All projectiles Lythwyr fires behave as if they were keen weapons in addition to any other properties they might possess.  This effect does not stack with any other keen effect.


Magic Weapon (Sp): Lythwyr can produce an effect identical to that of a magic weapon spell cast by a cleric of his deepwood sniper level.  This ability is usable once per day on projectile weapons only.


Poison: All of Lythwyr’s arrows are coated with carrion crawler brain juice that Gathin has brewed using his Alchemy skill.  Fort save DC 13 or be paralyzed.


Projectile Improved Critical (Ex): The critical damage multiplier of all Lythwyr’s projectile weapons increases by +1.


Range Increment Bonus (Ex): With each level of Deep Wood Sniper Lythwyr's range increment with projectile weapons increases by 10 ft. (currently +40 ft.), added after all multipliers.


Safe Poison Use (Ex): Lythwyr can use poison without any chance of poisoning himself (see Perils of Using Poison in Chapter 3 of the Dungeon Master’s Guide).


Take Aim (Ex): Lythwyr can gain a +2 bonus on his attack rolls against a stationary target by aiming carefully.  Taking aim is a full-round action, and if the target moves more than 5 feet during that period the bonus is lost.  No additional benefit exists for spending more than 1 round aiming.
Advanced Animal Companions (9) - Eagle: small animal; HD 3d8+3; hp 16; Init +0; Spd 10 ft., fly 80 ft. (average); AC 16, touch 14, flat-footed 14; Base Atk +2; Grp –2; Atk +7 melee (1d4, talon); Full Atk +7/+7 melee (1d4, talons) and bite +0 (1d4); Space/Reach 5 ft./5 ft.; SQ Evasion, Link, Low-light vision, Scent; AL N; SV Fort +7, Ref +4, Will +2; Str 11, Dex 16, Con 12, Int 2, Wis 14, Cha 6.


Skills & Feats: Listen +4, Spot +16; Weapon Focus (talons), Weapon Finesse (talons).
Gryth (Lythwyr's Mount) – Advanced Giant Eagle: Huge Magical Beast; CR 6; HD 12d10+36; hp 102; Init +4; Spd 10 ft., fly 80 ft. (average); AC 17, touch 11, flat-footed 14; Base Atk +12; Grp +28; Atk +20 melee (2d6+8, talon); Full Atk +20/+20 melee (2d6+8, talons) and +15 melee (2d6+4, bite); Space/Reach 15 ft./10 ft.; SQ Evasion, low-light vision; AL N; SV Fort +11, Ref +11, Will +6; Str 26, Dex 17, Con 16, Int 10, Wis 14, Cha 10.


Skills & Feats: Knowledge (nature) +6, Listen +9, Sense Motive +7, Spot +18, Survival +6; Alertness, Flyby Attack, Hover, Improved Natural Attack (talons) Snatch.
Krrk: male, Half-Orc Drd5/AnmlLrd(Boar)5; CR 10; Medium humanoid (half-orc); HD 5d8+25 plus 5d8+28; hp 106; Init +0; Spd 20 ft. (30 ft.); AC 16, touch 11, flat-footed 15; Base Atk +6; Grp +9; Atk +9 (1d3+3, fist); Full Atk +9 melee (1d3+3, fist); SQ Animal bond, animal companion, animal farspeech, animal sense, animal speech, darkvision (60 ft.), first totem, lesser wild shape, nature sense, orc blood, resist nature’s lure, second totem, share lesser form, spells, summon animal (1/day), trackless step, wild shape (1/day), woodland stride; AL LN; SV Fort +13, Ref +5, Will +7; Str 16, Dex 10, Con 20, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +10, Handle Animal +12, [Hide +10], Knowledge Nature +9, Spell Craft +6, Survival +12; Animal Defiance, Animal Control, Improved Unarmed Strike, Toughness, Scent.


Possessions: Rod of Summoning Augmentation, common clothes.


Druid spells prepared (5/4/3/1, DC = 12 + spell level):  0—detect magic, guidance, know kirection, resistance, virtue; 1st—entangle, longstrider, summon nature’s ally I x2; 2nd—barkskin, resist energy (fire), summon nature’s ally II; 3rd—protection from energy (electricity).  Spells with a line through them have been precast.


Boar Lord spells prepared (2/2, DC = 12 + spell level):  1st—camouflage, cure light wounds; 2nd—adrenaline surge, nature’s favor (on Mok).


Animal Bond:  Beginning at 1st level, the animal lord develops a bond with animals of his selected group.  Animal bond also allows the animal lord to have one or more animal companions chosen from his selected group.  


Animal Farspeech (Sp):  An animal lord can sense any animal of his selected group within a radius of miles equal to his animal lord level squared.


Animal Sense (Su):  An animal lord can use his Animal Speech ability to communicate telepathically with any animal of his selected group that he can sense.


Animal Speech (Ex):  An animal lord can converse at will with any animal of his selected group.


First Totem: The boarlord gains a +2 inherent bonus to constitution.


Rod of Summoning Augmentation: The wielder can cast up to three spells per day of 6th level or lower that are augmented as though using the Augment Summoning Feat.


Lesser Wild Shape (Sp):  An animal lord can use wild shape to take the form of any kind of natural animal in his selected group as often as desired.


Second Totem:  The boar lord gains Scent as a bonus feat.


Share Lesser Form (Sp):  An animal lord can share whichever animal form he is currently using with a number of willing individuals equal to his animal lord level.  The duration is equal to 1 hour per animal lord level.


Summon Animal:  An animal lord can summon 1d3 animals of his selected group 1/day.  This spell functions like a summon nature's ally spell with a duration equal to 1 round per animal lord level.
Krrk’s Boar Form (wild shape):  Medium animal; HD 5d8+25 plus 5d8+28; hp 106; Init +0; Spd 40 ft. (50 ft.); AC 19, touch 11, flat-footed 18; Base Atk +6; Grp +8; Atk +8 melee (1d8+3, gore); Full Atk +8 melee (1d8+3, gore); Space/Reach 5 ft./5 ft.; SQ Animal bond, animal companion, animal sense, darkvision (60 ft.), nature sense, orc blood, resist nature’s lure, spells, trackless step, wild shape (1/day), woodland stride; AL N; SV Fort +12, Ref +5, Will +7; Str 15, Dex 10, Con 19, Int 10, Wis 14, Cha 8.


Skills & Feats: Concentration +10, Handle Animal +12, [Hide +10], Knowledge Nature +9, Spell Craft +6, Survival +12; Animal Defiance, Animal Control, Improved Unarmed Strike, Toughness, Scent.

Mok (Krrk's Dire Boar Companion): Large animal; HD 9d8+27; hp 67; Init +0; Spd 40 ft.; AC 18, touch 10, flat-footed 17; Base Atk +6[+8]; Grp +19[+21]; Atk +14[+16] melee (1d8+13[+15], gore); Full Atk +14[+16] melee (1d8+13[+15], gore); Face/Reach 10 ft./5 ft.; SQ Evasion, ferocity, link, low-light vision, scent; AL N; SV Fort +9, Ref +6, Will +9; Str 28, Dex 11, Con 17, Int 2, Wis 13, Cha 8.


Skills & Feats: Listen +10, Spot +10; Alertness, Endurance, Iron Will, Scent.

Encounter 6: Fey Cavern
APL 6 (EL 8)



Six-Headed Fey-Touched Hydra: 

Huge Magical Fey Beast; HD 6d10+30; hp 63 (heads, hp 10 each); Init +1; Spd 20 ft., swim 20 ft.; AC 16, touch 9, flat-footed 15; Base Atk +6; Grp +17; Atk +8 melee (1d10+3, 6 bites); Full Atk +8 melee (1d10+3, 6 bites); Face/Reach 15 ft. / 10 ft.; SA Charm person, energy breath; SQ Darkvision 60 ft., energy vulnerability, fast healing 16, immunity to energy, immunity to mind-affecting effects, low-light vision, scent; AL N; SV Fort +10, Ref +6, Will +2; Str 17, Dex 12, Con 20, Int 2, Wis 10, Cha 9.


Skills & Feats: Hide +3, Listen +6, Move Silently +3, Spot +7, Swim +11; Ability Focus (breath weapon), Combat Reflexes, Snatch, Weapon Focus (bite).


Possessions: ioun stone, clear spindle; 5 ioun stones, dull grey (painted various colors)


Charm Person: Once per day, the fey-touched can use charm person as the spell (caster level 6, Will save DC 11).


Fast Healing: Each round, the hydra heals 16 points of damage (apply healing to body first then to partially sundered heads).


Energy Breath: Each head breathes a 10 ft. wide and 20 ft. long jet of energy every 1d4 rounds.  In pyrohydra form, each jet deals 3d6 points of fire damage; in cryohydra form, each jet deals 3d6 points of cold damage (Reflex save DC 20 for half damage in either form).

Energy Vulnerability: In its pyrohydra form, the creature takes half again (+50%) as much damage from cold-based attacks. In its cryohydra form, the creature takes half again (+50%) as much damage from fire-based attacks. The extra damage is regardless of whether or not a saving throw is allowed or the save is a success or a failure.


Immunity to Energy:  In its pyrohydra form, the creature is immune to fire.  In its cryohydra form, the creature is immune to cold.


Immunity to Mind-Affecting Effects: A fey-touched is immune to all spells and effects with the mind-affecting descriptor.


Special: see Monster Manual v3.5 pages 155-157.

APL 8 (EL 10)

Eight-Headed Fey-Touched Hydra: 

Huge Magical Fey Beast; HD 8d10+40; hp 84 (heads, hp 10 each); Init +1; Spd 20 ft., swim 20 ft.; AC 19, touch 10, flat-footed 18; Base Atk +8; Grp +20; Atk +11 melee (1d10+4, 8 bites); Full Atk +11 melee (1d10+4, 8 bites); Face/Reach 15 ft./10 ft.; SA Charm person, energy breath; SQ darkvision 60 ft., energy vulnerability, fast healing 18, immunity to energy, immunity to mind-affecting effects, low-light vision, scent; AL N; SV Fort +11, Ref +7, Will +2; Str 19, Dex 12, Con 20, Int 2, Wis 10, Cha 9.


Skills & Feats: Hide +3, Listen +7, Move Silently +3, Spot +8, Swim +12; Ability Focus (breath weapon), Combat Reflexes, Snatch, Weapon Focus (bite).


Possessions: ioun stone, clear spindle; ioun stone, dusty rose prism; 6 ioun stones, dull grey (painted various colors)


Charm Person: Once per day, the fey-touched can use charm person as the spell (caster level 8, Will save DC 11).


Fast Healing: Each round, the hydra heals 18 points of damage (apply healing to body first then to partially sundered heads).


Energy Breath: Each head breathes a 10 ft. wide and 20 ft. long jet of energy every 1d4 rounds.  In pyrohydra form, each jet deals 3d6 points of fire damage; in cryohydra form, each jet deals 3d6 points of cold damage (Reflex save DC 21 for half damage in either form).

Energy Vulnerability: In its pyrohydra form, the creature takes half again (+50%) as much damage from cold-based attacks. In its cryohydra form, the creature takes half again (+50%) as much damage from fire-based attacks. The extra damage is regardless of whether or not a saving throw is allowed or the save is a success or a failure.


Immunity to Energy:  In its pyrohydra form, the creature is immune to fire.  In its cryohydra form, the creature is immune to cold.


Immunity to Mind-Affecting Effects: A fey-touched is immune to all spells and effects with the mind-affecting descriptor.


Special: see Monster Manual v3.5 pages 155-157.

APL 10 (EL 12)


Ten-Headed Fey-Touched Hydra: 

Huge Magical Fey Beast; HD 10d10+60; hp 115 (heads, hp 10 each); Init +1; Spd 20 ft., swim 20 ft.; AC 21, touch 10, flat-footed 20; Base Atk +10; Grp +23; Atk +14 melee (1d10+5, 10 bites); Full Atk +14 melee (1d10+5, 10 bites); Space/Reach 15 ft./10 ft.; SA Charm person, energy breath; SQ darkvision 60 ft., energy vulnerability, fast healing 20, immunity to energy, immunity to mind-affecting effects, low-light vision, scent; AL N; SV Fort +12, Ref +8, Will +3; Str 21, Dex 12, Con 20 (22), Int 2, Wis 10, Cha 9.


Skills & Feats: Hide +3, Listen +8, Move Silently +3, Spot +9, Swim +13; Ability Focus (breath weapon), Combat Reflexes, Improved Natural Attack (breath weapon), Snatch, Weapon Focus (bite).


Possessions: ioun stone, clear spindle; ioun stone, dusty rose prism; ioun stone, pink rhomboid; 7 ioun stones, dull grey (painted various colors)


Charm Person: Once per day, the fey-touched can use charm person as the spell (caster level 10, Will save DC 11).


Fast Healing: Each round, the hydra heals 20 points of damage (apply healing to body first then to partially sundered heads).


Energy Breath: Each head breathes a 10 ft. wide and 20 ft. long jet of energy every 1d4 rounds.  In pyrohydra form, each jet deals 4d6 points of fire damage; in cryohydra form, each jet deals 4d6 points of cold damage (Reflex save DC 22 for half damage in either form).

Energy Vulnerability: In its pyrohydra form, the creature takes half again (+50%) as much damage from cold-based attacks. In its cryohydra form, the creature takes half again (+50%) as much damage from fire-based attacks. The extra damage is regardless of whether or not a saving throw is allowed or the save is a success or a failure.


Immunity to Energy:  In its pyrohydra form, the creature is immune to fire.  In its cryohydra form, the creature is immune to cold.


Immunity to Mind-Affecting Effects: A fey-touched is immune to all spells and effects with the mind-affecting descriptor.


Special: see Monster Manual v3.5 pages 155-157.

APL 12 (EL 14)

Twelve-Headed Fey-Touched Hydra: Huge Magical Fey Beast; HD 12d10+70; hp 136 (heads, hp 10 each); Init +1; Spd 20 ft., swim 20 ft.; AC 22, touch 9, flat-footed 21; Base Atk +12; Grp +27; Atk +18 melee (2d8+7, 12 bites); Full Atk +18 melee (2d8+7, 12 bites); Space/Reach 15 ft./10 ft.; SA Charm person, energy breath; SQ darkvision 60 ft., energy vulnerability, fast healing 22, immunity to energy, immunity to mind-affecting effects, low-light vision, scent; AL N; SV Fort +13, Ref +9, Will +4; Str 23 (25), Dex 12, Con 20 (22), Int 2, Wis 10, Cha 9.


Skills & Feats: Hide +3, Listen +9, Move Silently +3, Spot +10, Swim +14; Ability Focus (breath weapon), Combat Reflexes, Improved Natural Attack (breath weapon), Improved Natural Attack (bite), Snatch, Weapon Focus (bite).


Possessions: ioun stone, clear spindle; ioun stone, dusty rose prism; ioun stone, pink rhomboid; ioun stone, pale blue rhomboid; 8 ioun stones, dull grey (painted various colors)


Charm Person: Once per day, the fey-touched can use charm person as the spell (caster level 12, Will save DC 11).


Fast Healing: Each round, the hydra heals 22 points of damage (apply healing to body first then to partially sundered heads).


Energy Breath: Each head breathes a 10 ft. wide and 20 ft. long jet of energy every 1d4 rounds.  In pyrohydra form, each jet deals 4d6 points of fire damage; in cryohydra form, each jet deals 4d6 points of cold damage (Reflex save DC 23 for half damage in either form).

Energy Vulnerability: In its pyrohydra form, the creature takes half again (+50%) as much damage from cold-based attacks. In its cryohydra form, the creature takes half again (+50%) as much damage from fire-based attacks. The extra damage is regardless of whether or not a saving throw is allowed or the save is a success or a failure.


Immunity to Energy:  In its pyrohydra form, the creature is immune to fire.  In its cryohydra form, the creature is immune to cold.


Immunity to Mind-Affecting Effects: A fey-touched is immune to all spells and effects with the mind-affecting descriptor.


Special: see Monster Manual v3.5 pages 155-157.

Appendix III:  NPCs

Rythillon Bakshar: male, Grey Elf Wiz(Ech)11/MindBender 9; CR 19; Medium humanoid (grey elf); HD 11d4+11 plus 9d4+9; hp 77; Init +2; Spd 30ft.; AC 16, touch 12, flat-footed 14; Base Atk +9; Grp +9; Atk +9 melee (1d8+2/19-20, longsword) or +11 ranged (1d8/x3, longbow); Full Atk +9/+4 melee (1d8+2/19-20, longsword) or +11/+6 ranged (1d8/x3, longbow); SA Beguile, dominate, friends forever, mass beguile, mindread, spells, suggestion; SQ Immune to magic sleep spells and effects, low-light vision, telepathy, skill boosts, +2 on saves vs. enchantment spells and effects, enchantment school specialty, evocation & necromancy schools opposition; AL NE; SV Fort +7(+15), Ref +8(+16), Will +13(+21); Str 10, Dex 14, Con 12, Int 25(30), Wis 10, Cha 12.


Skills & Feats: Bluff +29, Concentration +23, Diplomacy +29, Hide +7, Intimidate +23, Knowledge (geography) +12, Knowledge (history) +12, Knowledge (nobility & royalty) +12, Knowledge (the planes) +12, Knowledge (arcana) +12, Knowledge (nature) +12, Listen +2, Move Silently +7, Search +9, Speak Language (Abyssal, Ancient Suloise, Celestial, Common, Draconic, Dwarven, Elven, Giant, Gnoll, Gnome, Goblin, Halfling, Infernal, Orc, Sylvan, Terran, Undercommon), Sense Motive +28, Spellcraft +31, Spot +7; Empower Spell, Extend Spell, Greater Spell Focus (enchantment), Greater Spell Penetration, Heighten Spell, Leadership, Martial Weapon Proficiency (longsword, longbow), Maximize Spell, Scribe Scroll, Spell Focus (enchantment), Spell Penetration.


Possessions: robes, spell books, carpet of flying (5x5), boots of elvenkind, brooch of shielding, cloak of elvenkind, eyes of the eagle, glove of storing, headband of intellect +5, Glyssyl (staff).


Spells prepared (5/8/7/7/7/7/7/5/4/3, DC = 20 + spell level + 2 if Enchantment):  0—daze x2, detect magic, mage hand, prestidigitation; 1st—charm person x2, disguise self, feather fall, sleep x2, true strike, ventriloquism; 2nd—resist energy (acid), resist energy (cold), resist energy (sonic), see invisibility, shield (extended), touch of idiocy x2; 3rd—dispel magic x2, hold person x3, protection from energy (fire), protection from energy (electricity); 4th—charm monster, confusion, displacement (extended), emotion, rainbow pattern x2, stone skin; 5th—dominate person x4, mind fog, symbol of sleep, teleport; 6th—true seeing, dispel magic greater, globe of invulnerability, mass suggestion x3, Mordenkainen’s private sanctum (extended)]; 7th—arcane sight greater, spell turning, hold person (mass) x2, repulsion (extended); 8th—charm monster (mass) x2, protection from spells, suggestion (mass) x3; 9th—hold monster (mass) x2, wish. Spells with a line through them have been pre-cast.  Note that Rythillon’s caster level is that of a 17th level wizard.  


Beguile (Su): The mindbender can beguile any single living creature of size Large or smaller.  Once per day as a supernatural, mind-affecting ability, he can choose a target within 100 feet, which must succeed at a Will save (DC 18) to resist the effect.  The creature gains a +5 modifier on its saving throw if the mindbender or his allies are currently attacking it.  Beguiling a creature is a standard action that does not draw an attack of opportunity.  If successful, the creature regards the mindbender as its trusted friend and ally, as though under the effect of a charm person spell (see page 183 of the Player’s Handbook).  It is not necessary to know the creature’s language – the ability is exercised telepathically.


Dominate (Su): The mindbender can dominate any single living creature of size Large or smaller once a day.  He chooses a target within 100 feet, which must succeed at a Will save (DC 19) to resist.  This ability takes a standard action and does not draw an attack of opportunity.  The effect lasts for 3 days.  It is otherwise identical to the dominate person spell (see page 197 of the Player’s Handbook).

Friends Forever (Su): A creature the mindbender has beguiled (see above) becomes his permanent friend, unless the mindbender does something obviously harmful to the creature or orders it to take an action that is suicidal or utterly against its nature (which breaks the friendship).  This is a supernatural, mind-affecting ability.  A mindbender can have only two such friends at one time.  The effect is temporarily suppressed if the target is warded by protection from evil.  It is permanently broken by a successful dispel magic against caster level 14.  Rythillon has used this power on his cohort Gathin.


Mass Beguile (Su): This ability is usable once per day and effects up to 40 Hit Dice of creatures.  It is otherwise identical to the Beguile ability described above. 


Mindread (Su): Twice per day as a supernatural, mind-affecting ability, the mindbender can choose a target within 100 feet, which must succeed at a Will save (DC 17) to resist the effect.  Reading the mind of a creature requires concentration but draws no attack of opportunity.  Creatures of animal intelligence (Int 1 or 2) have simple, instinctual thoughts.  The ability can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it.  The effect lasts for up to 10 minutes, or when the mindbender ceases concentration.


Skill Boost (Ex): The mindbender has a +18 competence modifier on any of the following skills: Bluff, Diplomacy, Intimidate, and Sense Motive.  The mindbender can apply the entire bonus to one skill or split it among several, as he desires.  This bonus has already been applied and is included in Rythillon’s stat block.


Suggestion (Su): Also called “pushing”, this is a supernatural, mind-affecting ability that suggests a course of activity (limited to a sentence or two).  A target within 100 feet must succeed at a Will save (DC 17) to resist the suggestion.  The effect lasts until the target accomplishes what it was asked to do or after 6 hours, whichever occurs first.  It is otherwise identical to the suggestion spell (see page 257 of the Player’s Handbook).


Telepathy (Su): The mindbender has the ability to communicate telepathically with any creature within 100 feet that has a language.

Glyssyl:  Adamantine Staff; AL LE; Int 23, Wis 10, Cha 10; Speech, Telepathy; 120 ft. darkvision and hearing; Ego 22


History: This featureless adamantine staff holds the soul of an evil wizard named Glyssyl.  Glyssyl bound his life force to this staff in an effort to achieve immortality.  Rythillon has aided Glyssyl by keeping the staff charged.  In return Glyssyl has acted as a faithful servant to Rythillon.  Glyssyl’s greatest fear is that he will fall into the hands of the servants of good and be destroyed, ending his existence.  Glyssyl has the following spells:

· Edvard’s black tentacles (1 charge)

· Telekinesis (1 charge)

· Bigby’s grasping hand (2 charges)

· Sequester (2 charges)

· Teleportation, greater (2 charges)


Special: Glyssyl can absorb spells cast by its wielder to replenish its charges (1 charge per spell level).  However, Glyssyl cannot absorb spells originating from any other source other than its wielder.  Glyssyl currently holds 50 charges

Gathin (Rythillon’s Cohort): male, Elf Wiz(Ilu)13; CR 13; Medium humanoid (elf); HD 13d4+13; hp 52; Init +6; Spd 30ft.; AC 16, touch 12, flat-footed 14; Atk +6 melee (1d8/19-20, longsword) or +8 ranged (1d8/x3, longbow); Full Atk +6/+1 melee (1d8/19-20, longsword), +8/+3 ranged (1d8/x3, longbow); SA Spells; SQ Immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects, illusion school specialty, enchantment & evocation school opposition; AL N; SV Fort +5 Ref +6 Will +8; Str 10, Dex 14, Con 12, Int 21 (26), Wis 10, Cha 10.


Skills & Feats: Alchemy +21, Concentration +14, Decipher Script +21, Hide +12, Knowledge (geography) +9, Knowledge (history) +9, Knowledge (nobility & royalty) +9, Knowledge (the planes) +9, Knowledge (arcana) +21, Knowledge (nature) +21, Listen +2, Move Silently +12, Search +9, Speak Language (Ancient Suloise, Common, Draconic, Elven, Sylvan), Spellcraft +21, Spot +7; Craft Wondrous Item, Extend Spell, Greater Spell Focus (illusion), Heighten Spell, Improved Initiative, Martial Weapon Proficiency (longsword, longbow), Scribe Scroll, Silent Spell, Spell Focus (illusion).


Possessions: boots of elvenkind, brooch of shielding, cloak of elvenkind, eyes of the eagle, gloves of arrow snaring, headband of intellect +5, scroll of Tenser’s floating disk.


Spells prepared (5/7/7/7/6/5/4/3, DC = 18 + spell level + 2 if Illusion):  0—dancing lights, detect magic, ghost sound, mage hand, prestidigitation; 1st—mage armor, shield, sleep x3; 2nd—alter self, glitterdust x2, invisibility, mirror image, protection from arrows, see invisibility; 3rd—dispel magic x2, displacement, invisibility sphere, major image x2, slow; 4th—hallucinatory terrain, improved invisibility, phantasmal killer x2, rainbow pattern x2; 5th—mirage arcane x2, Rary’s telepathic bond, shadow evocation, teleport]; 6th—[programmed image x3, veil; 7th—shadow conjuration (greater) x2, project image. Spells with a line through them have been precast.

Perdita Oogultrop: female, Gnome Wiz(Div)7/Loremaster7; CR 14; Small humanoid (gnome); HD 7d4+7 plus 7d4+7; hp 57; Init +0; Spd 20ft.; AC 12, touch 12, flat-footed 12; Base Atk +8; Grp +4; Atk +10 melee (1d3+2/19-20, +2 dagger) or +28 ranged (1d8/19-20, heavy crossbow of true strike); Full Atk +10/+5 melee (1d8+2/19-20, +2 dagger) or +28 ranged (1d8/19-20, heavy crossbow of true strike); SA spells; SQ applicable knowledge (skill focus), bonus language, dodge trick, instant mastery (decipher script), weapon trick (+1 to hit), lore, low-light vision, divination school specialty, necromancy & transmutation school opposition, +2 save vs. illusions, gnome cantrips; AL NG; SV Fort +5 Ref +4 Will +12; Str 6, Dex 10, Con 12, Int 20, Wis 14, Cha 10.


Skills & Feats: Appraise +8, Craft Alchemy +15, Concentration +10, Decipher Script +9, Knowledge (Arcana) +22, Knowledge (Dungeoneering) +22, Knowledge (Geography) +15, Knowledge (History) +15, Knowledge (Nature) +22, Knowledge (local) +15, Knowledge (the Planes) +18, Knowledge (Religion) +8, Listen +6, Speak Language (Abyssal, Celestial, Common, Elven, Gnome, Infernal, Sylvan), Spell Craft +17, Spot +4; Enlarge Spell, Extend Spell, Scribe Scroll, Skill Focus (Knowledge arcana), Skill Focus (Knowledge dungeoneering), Skill Focus (Knowledge nature), Skill Focus (Knowledge the planes), Widen Spell.


Possessions: common clothes, alchemist’s lab, spell book, +2 dagger (small), Heavy Crossbow of True Strike (small), +1 adamantine bolt of wizard slaying, bag of holding, ring of protection from evil.


Wizard spells prepared (5/7/6/6/6/5/4/3, DC = 15 + spell level):  0—dancing lights, detect magic x2, detect poison, read magic; 1st—comprehend languages, detect secret doors x2, detect undead, identify, shield, sleep; 2nd—detect thoughts, locate object, see invisibility, resist energy (acid), web x2; 3rd—clairaudience/clairvoyance, continual flame, dispel magic, magic circle against evil x2, protection from energy (fire); 4th—arcane eye, improved invisibility, locate creature, remove curse, scrying, wall of ice; 5th—contact other plane, dismissal, false vision, prying eyes, teleport; 6th—analyze dweomer, legend lore, true seeing x2; 7th—greater scrying, plane shift x2, vision.  

Gnome Cantrips: dancing lights, ghost sound, prestidigitation.

Mylo: tiny animal/familiar(raven); HD 14; hp 28; Init +2; Spd 10 ft, fly 40 ft (average); AC 19, touch 14, flat-footed 17; Atk +10 melee (1d2–5, claws) or +10 ranged (0, excrement); Full Atk +10 melee (1d2-5, claws) or +10 ranged (0, excrement); Face/Reach 2½ ft. by 2½ ft./0 ft.; SQ alertness, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind, speaks common, spell resistance 19, scry on familiar; AL N; SV Fort +4, Ref +6, Will +12; Str 1, Dex 15, Con 10, Int 12, Wis 14, Cha 6.


Skills and Feats: Craft (alchemy) +9, Concentration +9, Knowledge (arcana) +15, Knowledge (dungeoneering) +15, Knowledge (geography) +11, Knowledge (history) +11, Knowledge (nature) +15, Knowledge (local – Sheldomar Valley) +11, Knowledge (the planes) +11, Listen +6, Speak Language (Common, Raven), Spell Craft +11, Spot +6; Weapon Finesse (claws).
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DM’s Aid 2 – Map 2
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