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An old dwarf sends you a message requesting you to travel to the city of Lortenford as he has uncovered an invaluable lead into the humanoid return to the Lortmils.  A Gran March regional adventure for APLs 6-12, and Part Three of the Master of the Lortmils Series.

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

Over 90 years ago, the Hateful Wars drove the last of the humanoid tribes from the Lortmil Mountains and into the Pomarj.  Orcs, goblins, and ogres battled dwarves for the right to call the Lortmils home.  Since that time, the Lortmil Mountains have been fairly peaceful. Mining development has reached an all time high.  The mineral wealth leaving the mountains has brought much profit to the surrounding nations.  

Mafrik Longaxe is a dwarf from the town of Turamil in the Lortmils.  In the first adventure in the series, a group of adventurers rescued Mafrik from his burning home, only to find out that many villagers had been kidnapped during the excitement.  The adventurers rescued the villagers from a band of goblins, and earned Mafrik’s respect in the process. 

One of the more prolific mines in Gran March is located at the site of the ancient ruins known as Loras Ma.  Of unknown age, the ruins spread through the mountains around the mine site.  A company of dwarves and humans make their home near the mouth of the mine and work the tunnels.  A small unit of the mountaineers, which was led by Mafrik’s brother, Lieutenant Cirik Longaxe, has a base there.  This base was attacked by undead.  Cirik asked a group of adventurers to help search the mines for the cause of the trouble.  While in the mines, the adventurers came across evidence that a vampire was turning miners and humanoids into undead spawn.  Unfortunately, when the adventurers returned to the surface, they discovered that Cirik Longaxe, had been killed while also exploring the mines.  The adventurers were requested to take Cirik’s personal belongings back to Mafrik, in the village of Turamil.  When Mafrik was informed of the news, he put on a very gruff display, but was gone before the morning.  He has apparently been working to uncover the source of the humanoid problems and his brother’s death ever since.  

Lortenford, one of the larger cities in Gran March, is the capital city of Barony Dieren.  Barony Dieren produces the finest textiles in Gran March and is known for its sheep, mulberry wine, and textile dyes.  Baron Giere Dieren, Elector Teonall Bengan, and Elector Alesenor En’Tianos are the leaders in Lortenford.  Other major players in Lortenford and Barony Dieren are the human merchant houses that do business with Keoland, the County of Ulek, the Principality of Ulek, and other countries that would ship by the Sheldomar River, the elven merchant houses that deal primarily with the Duchy of Ulek; the military, the Weaver’s Guild, the farmers guild who represent the farmers who grow the raw material for the textiles (silk, cotton, flax, and wool); and the Dyer’s Guild.  One of the principal differences between Lortenford and other cities is that there is a larger number of Dieren Elves (High Elves) than anywhere else in the country.  

Adventure Summary

The adventure begins with a call for assistance arriving via messenger to the PCs from Mafrik Longaxe. 

Encounter One - Meeting with Mafrik

Arriving in Lortenford, the PCs meet with Mafrik to find him much changed. He explains that he has tracked a trail of humanoids from Lortenford and into the Lortmils. He suspects that Elector Teonall Bengan is somehow facilitating this movement, but he has no conclusive proof. 

Encounter Two - Bengan’s Mercantile and Shipping

Investigating the shipping warehouses reveals the presence of a group of goblins and discloses the method by which the humanoids have been smuggled into Gran March.  Before the PCs encounter the goblins, they will have to pass a trap designed to keep interlopers from discovering the goblins, and also to keep the goblins from leaving without permission.  

Encounter Three - Elector Bengan's Estate

Going to the estate, the PCs are welcomed in and asked about their business.  A doppelganger, Eiro Lerith, appearing as Elector Bengan, an Oeridian male, answers any questions that they might ask.  They will also meet the elector’s wife, Dervia Bengan.  Dervia Bengan and the doppelganger had been helping The Master in the Lortmils by facilitating the shipping of humanoids.  They have come to learn that The Master has rejected the cult of Vecna, and she wishes to punish him for this.  Dervia Bengan has recently become pregnant, and Elector Bengan has informed the baron that he will be the father.  Because of this, Dervia Bengan now feels safe in trying to frame her husband, which will hopefully end in his death, either at the hands of the PCs or by the hand of the Champion of Gran March.  Dervia Bengan has also been able to talk Elector Bengan into filling his file with flan from her own tribe.  They are loyal to her, and not to Elector Bengan.  

Encounter Four - Trip to the Cellar

This is the night that the goblins were supposed to be transferred from the shipping warehouse to Elector Bengan’s cellar, and then on to the Lortmils.  The goblins will have been given instructions during the day on how to transverse the tunnels to get to Elector Bengan’s cellar.  

Encounter Five - The Cellar

Before they get to Elector Bengan’s cellar, the PCs uncover a large network of tunnels. They discover much more evidence that a large number of humanoids have been here over the last three years. They then encounter the real Elector and his party down here.  Dervia Bengan will have faked her own kidnapping with the help of some of the guards, and she will be tied-up in a closet in the cellar.  

Encounter Six - The Tunnels North

The PCs do not have much time to gather supplies, as it is suggested that they hurry as best they can to catch the enemy. There is ample time to rest along the road as the journey takes several days. 

Encounter Seven - The Ghost of Past Deeds

Entering the Master’s lair, the PCs discover a scene of carnage. Evidently, some great battle has been raging here. Further travel is blocked as the area is collapsed. One of the goblins is still barely alive. If the PCs stabilize the goblins, it tells them what happened and shows them a way around the cave-in. Following the goblin’s directions leads the PCs deep under the mountain. They travel some way into the darkness, where they are spoken to by the spirit of Deren Plowson. 

Encounter Eight - The Master's Lair

Continuing on, the PCs will eventually hear sounds of battle ahead. This will allow time to prepare. Ahead they will find the Master have just finished battle with another large group. 

Conclusion

Upon their return to Lortenford, the PCs are greeted warmly.  The Elector’s wife or Elector Bengan (if he is still alive) thanks them and rewards them for their accomplishments.

Introduction

The adventure begins with a call for assistance arriving via messenger (Bodrik Redforge) to the PCs from Mafrik Longaxe, a dwarven NPC who appeared in A Deadly Beginning and in The Mines at Loras Ma. Either the PCs are already known to Mafrik or are recommended to him. They are requested to travel to the city of Lortenford as he has uncovered an invaluable lead into the humanoid return to the Lortmils and needs assistance to follow it further.

On Patchwall 7, the PCs receive one of the messages below, depending upon whether that PC has personally helped Mafrik before.  This should be plenty of time for any PC in Gran March to travel to Lortenford in time.  

A breathless young dwarf approaches you, and asks your name.  He looks like he has been running for a week, as his hair and beard are disheveled, his clothes are dirty, he is sweating profusely, and he smells like he hasn’t taken a bath for a week.  I have a message for you.  Mafrik Longaxe instructed me to give you this message.  I hope I’m not too late.  

Bodrik Redforge will then hand a sealed message to the PC.

 Player’s Handout 1A

Dear Sir or Madam:

You have helped me before, regarding a certain humanoid problem in the Lortmils.  I now need your help again regarding that same problem.  This problem requires the upmost discretion  Please meet me at noon in Lortenford at the Dead Dark El
f Inn on Patchwall 15, CY 594.  –Mafrik Longaxe

 Players Handout 1B

Dear Sir or Madam:

You have been recommended to me by an associate of mine who feels that you are a friend of Gran March and know how to be discrete.  I need your help regarding a humanoid problem in the Lortmils.  Please meet me at noon in Lortenford at the Dead Dark Elf Inn on Patchwall 15, CY 594.  –Mafrik Longaxe

Encounter One: Meeting with Mafrik

Arriving in Lortenford, the PCs find the Dead Dark Elf Inn easily enough.  It is a few blocks from the Lort River.  The Dead Dark Elf Inn is not too crowded at noon.  The proprietor, Lugald Tintagle, a male high elf, is tending bar near the back of the inn.  A performer, Eorgann Fonnach, a male half-elf bard, is setting up on the stage to the left of the entrance.  There are stairs leading up to rooms on sthe right.  

The PCs see a tired and haggard old dwarf sitting at a table near the hearth.  The dwarf, Mafrik Longaxe, waves the PCs over to meet him. 

When all the PCs arrive, let them introduce themselves to each other, and Mafrik.  After the PCs have introduced themselves, Mafrik will start talking in a hushed tone, so that other tables won’t overhear the conversation.  Read the text in parentheses, if any of the PCs helped Mafrik before.  

I’m Mafrik Longaxe.  (I remember ye, from when you helped me two years ago.)  I’ve been tracking the trail of the humanoids for the last two years.  I’ve finally been able to track them here to Lortenford, but I don’t know how they are getting to the Lortmils from here.  I have reason to believe that Elector Teonall Bengan is somehow involved with all this.  There were some orcs in the Lortmils that had his elector symbol 
in their possession.  I know that Elector Bengan receives shipments from Gradsul, and I’ve heard that the Scarlet Brotherhood operates a smuggling operation in Gradsul, so it’s possible that there’s a connection with Elector Bengan’s shipping company.  I’ve called in a few favors, so that I can go over the shipping manifests for the last two or three years at the harbormaster to get more details on his shipping operation.  But, this isn’t enough evidence to go to the Baron or a Magistrate, so I need your help investigating Elector Bengan further.  

Now, Elector Bengan has two primary places of interest here in Lortenford, his estate and his shipping company, which takes up a good bit of the docks, including a large warehouse.  Now, I suggest you check out the shipping company, tonight.  And then, if you see Elector Bengan tomorrow, you’re less likely to alert him that way.  Also, if Elector Bengan is responsible for this, then you need to be very careful to whom you reveal your errand.  

Are there any questions?

Mafrik knows a little more than he has told the PCs, but he’ll be glad to answer any questions if asked.  Here is the information that he knows:

· The Humanoid problem started about 5 years ago.

· The problem became really noticeable about 3 years ago, when a number of villagers were kidnapped by goblins from the town of Turamil (A Deadly Beginning).

· The problem was really bad about 2 years ago when a mountaineer outpost was attacked by undead and humanoids.  (Mines of Loras Ma)  Mafrik’s brother, Cirik Longaxe was killed while investigating the mines.  

· The problem was starting to get under control after several teams of adventurers went to various ruins in the Lortmils.  

· The problem looked like it was under control until recently.  In the past 6 months, several towns in the Lortmils have been attacked by goblins, orcs, ogres, and undead.  

· From reports at Loras Ma, a vampire killed many of the humanoids in the tunnels.  He was killing a goblin, when that goblin took an amulet from the vampire’s neck and threw it into a deep pit.  The vampire jumped into the pit, to retrieve the amulet, after he killed the goblin.  

· Elector Bengan’s symbol was found in the possession of many of the monsters that the teams of adventurers encountered.  

· Mafrik has been to see Baron Grunmerskin of Barony Cragmor about this problem.  Baron Grunmerskin has made Mafrik a special investigator for him concerning this matter.  Baron Grunmerskin has also issued orders, which allow Mafrik to deputize up to 6 others at any one time to help him investigate this matter.  Mafrik can deputize the PCs, but there is a jurisdictional problem, as they are not currently in Barony Cragmor.  Mafrik will explain that because of this jurisdictional problem, the PCs should still be very discreet with whom they mention this problem.  (This should help alleviate any fears from lawful PCs that they would be acting completely against the law by investigating Elector Bengan and his offices, but because of the jurisdictional issues, it should not give the PCs carte blanche to publicly accuse anyone until they have helped Mafrik finish his investigation.)

Before or after the meeting with Marfik, the PCs will be able to pick up many rumors concerning Lortenford at the Dead Dark Elf Inn.  

· Someone has threatened the life of Dervia Bengan (an elector's wife).  (False)

· There are old tunnels beneath the sewers in Lortenford.  (True)

· The Dead Dark Elf's basement contains a passageway to the underdark.  (False)

· The Scarlet Brotherhood has established a toehold in Lortenford.  (False)

· The former Commandant has visited Lortenford recently.  (True)

· The former Commandant has bought a house near the river.  (False)

· Baron Giere Dieren's son has fathered numerous half-elven children in Lortenford.  (False)

· Dervia Bengan was a bard in Hookhill.  (True)

· Elector Alesenor En’Tianos is an effeminate elf who talks with a lisp and has no children.  (False)

· The Weaver's Guild is run by elves.  (True)

· The Weaver's Guild smuggles their goods through the Duchy of Ulek to avoid paying tariffs.  (False)

· There is a section of river that is permanently dirty because it was used to wash dwarves.  (False)

Encounter Two: Bengan’s Mercantile and Shipping

After dark, the sounds of the nearby taverns filter out to the nearly deserted streets of the warehouse district.  The sounds from the taverns drown out any sound from the nearby river.  The fog is beginning to roll into the warehouse district from the river, and it tries to hide how run down this part of town is.  But the fog causes the odor of this part of town to flood your nostrils with the smells of raw sewage and rotting fish.  

The fog provides concealment (20% miss chance) outside of the warehouse and allow for Hide checks without cover. The sounds of the river provide a +5 circumstance bonus to Move Silently checks. The smells totally negate Tracking by smell outside of the warehouse.

Elector Bengan’s shipping warehouse has a front entrance, a bigger shipping entrance in the back near the docks, and a back entrance next to the shipping entrance.  All of the doors are locked.  (See DM Aids: Map #1.)

Outside Door:  2 in. thick; hardness 10; AC 5; hp 20; Break DC 25.

Outside Door Lock:  1 in. thick; hardness 15; AC 10; hp 25; Open Locks DC 20; Break DC 30.

At night, there are two guards, Gareth and Llewellyn, inside the warehouse.  They are normally in the main office playing cards, but they patrol the warehouse at the top and bottom of each hour, unless they hear suspicious sounds.  During the day, from sunrise to sunset, there are ten to twenty people working at the warehouse, in addition to the two day-shift guards (Rafe and Ghordan).  The guards on both rotations know about the goblins.  They could be intimidated into revealing the goblins (Intimidate DC 5 + APL).  Trying to bluff them or use diplomacy will be much harder (Bluff DC 15 + APL; Diplomacy 15 + APL).  If they are able, the guards will report any overnight problems to either Dervia Bengan or the doppelganger.  

If the PCs are able to pick the locks, then they may make Move Silently checks normally.  If the PCs break one of the locks, then they take a –10 to any Move Silently checks to sneak into the warehouse.  If the PCs break one of the doors, then they take a –20 to any Move Silently checks to sneak into the warehouse.  

Searching the offices and warehouse reveals that thousands of shipments have come through the docks here at Lortenford and to Elector Bengan’s warehouse.  Almost all of the shipments are either to or from the same shipping company in Gradsul
, all with similar size and style shipping arrangements.  The exception is that about once a month, there is a shipment that is only about half the size of the other shipments, and one of these shipments arrived just yesterday.  These shipments were delivered to Elector Bengan’s estate and authorized by his hand.  The shipment that arrived yesterday is entered in a cleverly forged writing, but it has not been marked as delivered, yet (Forgery DC 30).  

Investigating the rest of the shipping warehouse reveals the presence of a hidden underground chamber (Search or Spot DC: 15) which discloses the method by which humanoids have been smuggled into Gran March.  (See DM Aids: Map #2.)  The trapdoor leads to a small hallway (30-ft.-by-10-ft.) with an unlocked door at the end.  There is a ladder that leads from the trapdoor to the hallway.  Inside the hallway is a wide-mouth pit trap that leads to the tunnels.  There are also ladder rungs in the wall that lead from the hallway to the tunnels in the pit trap (The last 10-ft. of the pit do not have the ladder rungs).  The pit trap is also how the humanoids get to the tunnel to get to Elector Bengan’s Cellar; PCs can also use the ladders to cross the pit trap while the trapdoor is open.  

APL 6 (EL 7)

Wide-Mouth Pit Trap: CR 7; mechanical; location trigger; automatic reset – 15 minutes; hidden lock (DC 30 to find, DC 25 to unlock); Reflex save (DC 21) avoids; 60 ft. deep (6d6, fall); multiple targets (all targets within a 10-ft.-10-ft. area); Search (DC 30); Disable Device (DC 25). 

APL 8 (EL 9)

Wide-Mouth Pit Trap: CR 9; mechanical; location trigger; automatic reset – 15 minutes; hidden lock (DC 32 to find, DC 27 to unlock); Reflex save (DC 23) avoids; 100 ft. deep (10d6, fall); multiple targets (all targets within a 10-ft.-10-ft. area); Search (DC 32); Disable Device (DC 27). 

APL 10 (EL 11)

Wide-Mouth Pit Trap: CR 11; mechanical; location trigger; automatic reset – 15 minutes; hidden lock (DC 34 to find, DC 29 to unlock); Reflex save (DC 25) avoids; 140 ft. deep (14d6, fall); multiple targets (all targets within a 10-ft.-10-ft. area); Search (DC 34); Disable Device (DC 29). 

APL 12 (EL 13)

Wide-Mouth Pit Trap: CR 13; mechanical; location trigger; automatic reset – 15 minutes; hidden lock (DC 36 to find, DC 29 to unlock); Reflex save (DC 29) avoids; 160 ft. deep (16d6, fall); multiple targets (all targets within a 10-ft.-10-ft. area); Search (DC 36); Disable Device (DC 29). 

For the PCs to use the tunnels to get to Elector Bengan’s Cellar would be almost impossible without knowing what to look for (Track DC 45).  Beyond the door is a room (25-ft.-by-25-ft.) that contains a group of 25 goblins.  While the goblins are surprised to see the PCs, the goblin leader, Bular, will tell the PCs that they wish to defect to Gran March.  

Bular attempts to converse peacefully with the PCs in somewhat stilted Common:  

Please, no attack us.  We want to live in peace in Gran March.  Angula tell us how goblins can earn honest living in Gran March.  We join army, so we can make peace.  Angula tell us that Gran March be land of opportunity and equality for both the tall and the short.  We also tell you what we know of how we get here, and when we go.  

They reveal that they are from the Pomarj and have traveled by ship to get here to join the forces in the Lortmils. They have changed their minds though and want to join the March.  They will tell the PCs all that they know about their shipping arrangements, but they do not know much.  Just that they were taken from the Pomarj by ship, transferred to a smaller ship, and then taken in small groups in boxes to the warehouse.  Unfortunately, every time they were moved, they were either blindfolded or put inside of boxes.  They did overhear some guards talking about how they were supposed to be delivered to “the manor” through the tunnels tomorrow night.  Bular has guessed that they will either be told during the next day how to get to the manor or that they will be escorted there.  

Bular: male goblin Adp3; hp 17; see Appendix.

Elite Goblins (4): male goblin War2; hp 17; see Appendix..

Goblins (20): male and female goblins; hp 5; see Monster Manual.
All APL’s (EL 1)

Flan Warriors (2): male human (Flan) War1; hp 10; see Appendix.

If the PCs are insistent about investigating the tunnels, let them wander around in the tunnels.  Depending upon how long they take, they can miss the roleplaying encounters with the elector. And appear just in time for Encounter Five – The Cellar.  You can paraphrase the boxed text just before Encounter Five, but using the fact that they are lost.  

Encounter Three: Elector's Estate

Going to the estate, the PCs are welcomed in and asked about their business. A doppelganger, Eiro Lerith, appearing as an Oeridian male, Elector Bengan, answers any questions that they might ask.  They will also meet the elector’s wife.  Dervia Bengan and the doppelganger had been helping The Master in the Lortmils by facilitating the shipping of humanoids.  They have come to learn that The Master has rejected the cult of Vecna, and she wishes to punish him for this.  Dervia Bengan has recently become pregnant, and Elector Bengan has informed his brother, Eiriq Bengan, and the baron, Baron Giere Dieren, that he will be a father, a fact of which he is very proud. Dervia Bengan is also happy, because now she feels safe in trying to frame her husband, which will hopefully end in his death, either at the hands of the PCs or by the hand of the Champion of Gran March.  The doppelganger, Eiro Lerith, is now helping Dervia Bengan to frame her husband.  Dervia Bengan has also been able to talk Elector Bengan into filling his file with Flan from her own tribe.  They are loyal to her, and not Elector Bengan.  The real elector has some business at this time, but he will be back in time for dinner.  
Elector Bengan’s estate is in a well kept section of town less than one-quarter mile from Baron Giere Dieren’s estate.  The streets are cobblestone, and look as if they have been recently cleaned.  It is a plush estate, but not overly extravagant.  The estate is walled with smooth lorridge limestone, and it has a guarded gate.  There is a carriage house near the gates.  There is a main manor constructed of fine lortmil granite.  Elector Bengan conducts business and entertains on the main floor, while his living quarters are on the second floor.  There is a modest wooden guest house that has a suite of rooms.  There are also some barracks for his file on the opposite side of the manor.  You are escorted from the gatehouse to the manor by one of the guards.  An oeridian male, immaculately dressed, will take you from the front door to a waiting room just outside Elector Bengan’s office.  He will enter the office, and after less than a minute, show you into the office, and introduce you to Elector Teonall Bengan and his wife Dervia Bengan.  

The doppelganger, Eiro Lerith, only gives the PCs a few minutes at this time, as Elector Bengan is a busy man. He invites the PCs to stay at his estate while they investigate further.  

The doppelganger will be glad to talk with the PCs for a few minutes.  He is fully cognizant of how Elector Bengan feels concerning current events.  

· If one of the PCs has determined that Dervia is pregnant, then the doppelganger will inform the PCs that they are both very happy about the upcoming event, and that he has already informed both his brother and the Baron.

· His business is doing well.  Shipments between Lortenford and Keoland are at an all time high, and he has been getting his fair share of the profits.  His brother is travelling to Orlane to negotiate a contract with the Housemann family.  (He denies any illegal affairs at his shipping company. He promises to investigate further.  )

· If the PCs directly accuse the elector of smuggling humanoids to the Lortmils, the doppelganger portraying the elector will use his Bluff skill to feign ignorance, and he will promise the PCs that he will investigate the matter as it must be one of his employees that is performing this deed without his knowledge.  If the real elector is accused he will also profess ignorance and promise to investigate the matter, but he will be telling the truth.  

· How does he feel about the election?  While he is not willing to disclose his vote at this time, this is how he feels about some of the topics concerning the election.  He is concerned about the Old Faith religions being given recognition, as he worships Heironeous, but he is hopeful that it will only be given recognition in Arweth.  He is not otherwise upset at the annexation of Arweth.  He has heard some concerns from some of his shipping partners in Gradsul about the annexation, but until they threaten to stop doing business with Gran March, he is not overly concerned.  He is not a Knight of the Watch, so he is not beholden to that group.  He still thinks that Vrianian is doing a fine job, but he is most curious about Housemann views.  Some of the shipments he receives are destined for Farvale, so he has some trade ties to Housemann.  

Doppelganger Eiro Lerith: male doppelganger Monstrous Humanoid4 Rog4 Ftr1; hp 72; see Appendix.

Elector’s Wife Dervia Bengan: female human (Flan) Brd6; hp 32; see Appendix.

Encounter Four: Trip to the Cellar

If the PC’s stay at Elector Bengan’s manor, they are invited to a satisfying, but modest dinner of trout almondine, steamed vegetables, almond mousse, wine, and amaretto (better than standard upkeep, but not overly extravagant) in Elector Bengan’s dining room with Elector Bengan and his wife.  Dervia Bengan will have made a suggestion to Elector Bengan that he did meet with the PC’s earlier in the day, and she will brief him on the topics of their discussion.  His manor is designed so that his office, the kitchen, dining room, and other rooms for entertainment are on the bottom floor, while Elector Bengans living quarters are on the second floor.  The guest quarters are on the estate outside the manor.  The manor has a cellar for storage purposes.  Only the first floor entertaining rooms are available to the PCs during their stay.  There is nothing incriminating in the estate except for the tunnels in the cellar.  Elector Bengan has guards (Flan War1) stationed to keep nosy PCs from going places that they aren’t supposed to be.  Elector Bengan has no children, but his wife has just become pregnant, but she is not showing.  

If the PCs somehow manage to find the tunnels in the cellar, then go to Encounter Five: The Cellar.  

After dinner Elector Bengan and Dervia Bengan will converse with the PCs for some time.  He is so happy about the news about his wife’s pregnancy, that he may accidentally tell the PCs about the good news.  After a while, Elector Bengan and Dervia Bengan will excuse themselves to go to bed, and they have a guard show the PCs to the guest’s quarters, which are on the estate, but not in the manor.  The PCs will be escorted to the gatehouse, if they have other business with which to attend.  After the PCs have left, and Elector Bengan has fallen asleep, Dervia Bengan will slip downstairs, where she will have some of Elector Bengan’s guards knock her unconscious, tie her up, and put her in a closet.  

If the PCs go back to the warehouse, they will find that the goblins have not been moved, yet.  Bular will tell the PCs that they have been told what to look for in the tunnels in order to get to “the manor”.  They have also been told how to operate the pit trap so that it can be used to get to the tunnels.  They tell the PCs that they will be willing to stay in the tunnels until the PCs can send help for them, but that they would like something from one of the PCs (preferably a Gran March Officer, NCO, or soldier) that they can use to show any one coming to help them that they are peaceful.  

The tunnels are 10-ft. tall, but they are only 5-ft. wide in most places.  There are intersections about every 100-yds., but they are all well marked, and the PCs can easily find the path to “the manor”.  There is no light in the tunnel, so the PCs will have to bring their own light source.  

The tunnels are dark and narrow, and every shadow seems to be grasping at you.  While the smell isn’t as bad as if you were traveling in the sewers, the tunnels still have the stale smell of mold and mildew.  Occasionally the smell does get much worse, as you find the dropping of previous groups of humanoids.  There are enough intersections that it would be hard to find your way, if all of the intersections weren’t marked, and now that you know what to look for, it is easy enough to find the path.  After about an hour in the tunnels, you come to an alcove that forms a staircase going up.  

Encounter Five: The Cellar

Before they get to Elector Bengan’s cellar, the PCs uncover a large network of tunnels. They discover much more evidence that a large number of humanoids have been here over the last three years.  The main room of the cellar is quite large (40 ft x 40 ft) with several doors.  There are stairs that lead down from the first floor of the manor.  There are stairs leading down from outside.  There are a few smaller rooms off to one side (the elector’s wife is in one of these smaller closets).  And there is a hidden trap door (Spot/Search DC 18) that leads to the network of tunnels.  

If the PCs are really off-track, have the Elector mention that he has heard a rumor that his wife’s life has been threatened, and that he would like for them to help guard the grounds.  At some point, they can find that the lock to the stairs leading down to the cellar from outside has been broken, and that there are tracks leading both down and up the stairs.  

They then encounter the real Elector and his party down here. He has been lead down here by forces inimical to him so that he may encounter the PCs and be killed, or otherwise be quietly disposed of.  He is unaware of the actual goings-on under the estate.  He has been lead to believe that spies are at work and using his home as a cover [true]. He has been lead to believe that the Scarlet Brotherhood is involved [also true, - they provide the initial shipping out of the Pomarj, up to Gradsul. Elector Bengan’s own company takes over from there.] What he sees down below the cellar only reinforces the beliefs.  The PCs are conveniently available to appear as the culprits.  He is just incorrect as to who the real enemy is. 

Diplomacy can be attempted. Elector Bengan’s comrades prevent this by provoking Elector Bengan into attacking the PCs.  This is somewhat easy, because Elector Bengan is very upset that his wife was not in bed when he was awakened, and he thinks that she is missing.  Elector Bengan’s comrades are from the same Flan tribe as the elector’s wife (Clan Otter).  

Assuming Elector Bengan is killed, the PCs can travel farther to the north by following the tunnel that leads them to the Master’s domain. If Elector Bengan is not killed (subdued or some other such), he speaks to the PCs and comes to accept their statements. 

Further investigation of his comrades reveals that they are in fact in the employ of someone else and had instructions to lead Elector Bengan here. The followers cannot be resurrected and are unreachable through speak with dead.  

If Elector Bengan is alive or dead, the Elector’s wife, Dervia Bengan, is discovered bound and gagged in a side room.  Dervia Bengan inquires as to the condition of her husband, if he is not with the PCs when they find her.  She reveals that her captors stashed her there and continued farther down into the tunnels.  If Elector Bengan is dead, she portrays her husband as a villain for the PCs by saying that he led the party that cruelly bound her there and that Elector Bengan was an evil man and that the PCs did the right thing. She says that the rest of the party that abducted her said they were headed into the Lortmils to meet with some “Master” person.  If he is not dead, then she does not portray him as the villain.  

If Elector Bengan is alive, then she says the following: 

Oh Teonall, thank goodness you’re still alive.  I came downstairs, because I heard some noise.  I had found some tunnels, and I heard the guards speaking with someone, telling them to follow the tunnels until they found their master.  It sounded like it would be a long trip.  Then some of the guards knocked me unconscious.  When I awoke, I was bound and gagged.  (Turning to the PCs) If you hurry, you might be able to catch them before they get to their master.  

If Elector Bengan is not alive then she will say the following:  

Thank goodness, Teonall’s dead.  I came downstairs, because I heard some noise.  I had found some tunnels, and I heard him speaking with someone, telling them to follow the tunnels until they found their master.  It sounded like it would be a long trip.  Then he had some of the guards knock me unconscious.  When I awoke, I was bound and gagged.  If you hurry, you might be able to catch them before they get to their master.  

Either Elector Bengan or Dervia Bengan charges the PCs with pursuing the enemy and eliminating this threat if possible. They will gather additional forces and follow at best speed.

ElectorTeonall Bengan: male human (Oeridian) Ari4; hp 27; see Appendix.

APL 6 (EL 8)

Dondan ap Cogin: male human (Flan) Bbn4; hp 45; see Appendix.

Finin ap Anlugier: male human (Flan) Rng4; hp 31; see Appendix.

Wolf (animal companion): medium animal; hp 13; see Monster Manual.

Muirsin ap Dolen: male human (Flan) Rog4; hp 22; see Appendix.

Gallen ap Kean: male human (Flan) Sor4; hp 21; see Appendix.

Snake (familiar): tiny magical beast; hp 10; see Monster Manual.

APL 8 (EL 10)

Dondan ap Cogin: male human (Flan) Bbn6; hp 65; see Appendix.

Finin ap Anlugier: male human (Flan) Rng6; hp 45; see Appendix.

Wolf (animal companion): medium animal; hp 22; see Monster Manual.

Muirsin ap Dolen: male human (Flan) Rog6; hp 32; see Appendix.

Gallen ap Kean: male human (Flan) Sor6; hp 31; see Appendix. 

Snake (familiar): tiny magical beast; hp 15; see Monster Manual.
APL 10 (EL 12)

Dondan ap Cogin: male human (Flan) Bbn8; hp 85; see Appendix.

Finin ap Anlugier: male human (Flan) Rng8; hp 59; see Appendix.

Wolf (animal companion): medium animal; hp 22; see Monster Manual.

Muirsin ap Dolen: male human (Flan) Rog8; hp 42; see Appendix.

Gallen ap Kean: male human (Flan) Sor8; hp 41; see Appendix. 

Snake (familiar): tiny magical beast; hp 20; see Monster Manual.
APL 12 (EL 14)

Dondan ap Cogin: male human (Flan) Bbn10; hp 105; see Appendix.

Finin ap Anlugier: male human (Flan) Rng10; hp 73; see Appendix.

Wolf (animal companion): medium animal; hp 22; see Monster Manual.

Muirsin ap Dolen: male human (Flan) Rog10; hp 52; see Appendix.

Gallen ap Kean: male human (Flan) Sor10; hp 51; see Appendix. 

Snake (familiar): tiny magical beast; hp 25; see Monster Manual.
The barbarian and ranger engage PCs in combat.  The rogue flanks or otherwise uses his sneak attack ability.  The sorcerer stays in the back and cast spells.  The sorcerer has cast false life (if he has it at some time earlier in the day).  The sorcerer also buffs his companions.  Elector Bengan charges into battle, as he is incensed that his wife is missing, and his comrades have convinced him that the PCs are responsible.  The sorcerer casts area effect spells that avoid his comrades, if possible.  The sorcerer knows that the rogue should be able to make most Reflex saves, and, if necessary, includes him in the area of effect of spells that require Reflex saves.  The sorcerer does not care if Elector Bengan takes damage from an area of effect spell, as they are hoping that he will die and leave the elector’s wife in charge.

Encounter Six: The Tunnels North

The PCs do not have much time to gather supplies, as it is suggested that they hurry as best they can to catch the enemy. There is ample time to rest along the road, as the journey takes several days. Following the tunnel, the PCs soon emerge onto the surface. Just inside the mouth of the tunnel are detailed directions in Orc, Goblin, Giant, Draconic, and Common to the next underground entrance and where the various resting places are. Tracking the party they pursue is too slow unless the party has some special means. Following the directions gets them to the same place. 

The trip, through the tunnels and overland, goes uneventfully.  There are occasional tracks of large groups of humanoids, but if it weren’t for the signs that Dervia Bengan overheard that they were following, you would probably have lost the trail.  Eventually you get to an entrance to tunnels that leads deep into the Lortmils.  Maybe this will lead you to their master.  

After traveling the 70 miles from Lortenford, they arrive at the entrance to the Master’s lair.  (See DMG, pages 162-164 for the amount of time it takes.)  The PCs do not overtake the party in front of them as there is no party.  The elector’s wife lied.  

Encounter Seven: The Ghost of Past Deeds

Entering the Master’s lair, the PCs discover a scene of carnage. Evidently, some great battle has been raging here. Further travel is blocked as the area is collapsed. 

After following the tunnels deep into the Lortmils for almost half a day, the tunnel opens up into a huge room that smells of recent battle.  The smell of blood and dust is strong upon the air.  Nothing seems to be stirring, but in the distance ahead, a groan can be heard.  You can barely see a small still form that you think the sound came from.  

One of the goblins, Dardak, is still barely alive. If the PCs stabilize the Dardak, he tells the PCs what happened and shows them around the cave-in.  He speaks Common and goblin. Following the his directions leads the PCs deep under the mountain.

Thank you for saving me.  There was a great battle between the humanoids and the undead.  We killed many, but The Master escaped.  There is a hidden tunnel to the side of the cave-in.  It will join up with the main tunnel ahead.  You must defeat The Master.  Nobody in the Lortmils will be safe as long as he is alive.  

They travel some way into the darkness. Entering a room, they discover a red glow coming from a pile of rocks near one wall. When they approach the glow, the spirit of Deren Plowson speaks to them (if they brought the goblin along he speaks through the goblin, but the face of the goblin changes visage to that of Deren).  PCs who went into the Mines of Loras Ma should recognize Deren.  Their encounter might have been peaceful or not. If it was not peaceful (the GM will ask), then they cannot wield the spear that is lying behind the rock pile, The Spear of Deren Plowson. (A point tally is kept for each character, a plus for each time the PCs helped out the goblins, a minus for each time they hindered. Although there are only two opportunities in this module and one in Loras Ma, the PCs are allowed to present anecdotal evidence of other incidents. Ties are rolled off) The warrior type with the highest point tally, descending towards wizards if no warriors available, will be asked to take up the spear. Those that do not have a positive point tally cannot see or touch the spear.  They are informed that the spear is a powerful weapon that can be used to destroy the Master.  Assuming they take the weapon, Deren thanks them and blesses their struggle (bless spell).  

If at least one PC has a positive point tally, then Deren will address those that do, thusly:

The Spear of Deren Plowson will help you with your quest.  There is one ahead who has committed great atrocities against the worshippers of my god, Maglubiyet.  He has brought them into his trust, only to give them a fate worse than death.  There are those among you who have helped some peaceful worshippers of Maglubiyet.  Take the spear and use it to defeat this enemy of mine.  Take this spear with my blessings.  

If they refuse or have no one with a score greater than zero, Deren wishes them good luck and disappears, and the spear will be gone as well.

The Spear of Deren Plowson was here to help you with your quest.  There is one ahead who has committed great atrocities against the worshippers of my god, Maglubiyet.  He has brought them into his trust, only to give them a fate worse than death.  But there are none here worthy of the spear.  I wish you luck against this enemy, but I have nothing that I can offer to help you.  

Spear of Deren Plowson


The Spear of Deren Plowson, is both a literal spear and a philosophical concept. It stands for freedom and advancement of humanoids everywhere.  When the histories said that the Spear led the humanoids in battle to victory, they meant it in both contexts. In a way it also applies to the wielder of the spear as they are a friend to goblins and have done much to help humanoids.  This +2 defending longspear of defending becomes a +4 defending longspear whenever its wielder attacks someone who has done great harm to goblins in the past.  If the wielder has been hit with a negative energy attack from the target, the spear becomes a +5 flaming burst defending longspear against that foe.  In addition to this, the spear overcomes all forms of damage reduction. This weapon does not radiate evil, but does radiate law and magic. 


Strong Transmutation; CL: 15th; Prerequisites: Craft Magic Arms and Armor and flame blade, flame strike, or fireball and shield or shield of faith; Market Price: 18,300 gp; Weight: 9 lbs.

Note:  This item will disappear after The Master is defeated or when the PCs leave The Master’s Lair and is thus not part of the Item Access section for this scenario. 
Encounter Eight: The Master's Lair

Continuing on, the PCs eventually hear sounds of battle ahead. This allows time to prepare. Ahead they find the Master (and any forces by tier) have just finished battle with another large group. 

After following the tunnels deeper into the Lortmils, the lasts sounds of a battle ring out.  The odor of both the fresh and older bodies hit you before you can see the room.  The bodies of many of his victims litter the floor.  In the middle of this large approximately 30’ radius room is an altar with a single hand sticking out of the altar.  In this hand is a large crystal ball, approximately 1-ft. in diameter.  Behind the altar, standing over his last victim on the floor, is an ancient looking vampire.  

“I’ve been expecting a fresh shipment of victims, but they are normally orcs and goblins.  I’ll have to thank my associates for sending more palatable victims.  Now, who wants to be first?  “

This battle occurs in a room that is roughly 30-ft. in radius with an altar in the center.  (See DM Aids: Map #4.)  Even though his most loyal apprentice (Mjieffis) has recently deserted him, some of his magic still remains in the room.  Mjieffis had cast an unhallow with the spell invisibility purge as the secondary spell.  The Master’s familiar will be hiding in the room just before the PCs get to The Master, and the familiar will let The Master know that the PCs are on their way.  

The Master will start with area of effect spells to weaken the entire party.  Then he will concentrate on Clerics, then Wizards and Sorcerers, then Druids, then Fighter types.  His children of the night will have been summoned for the last battle, but some of them will remain for this battle.  (See The Master’s description in the appendix for more information on tactics.  )

APL 6 (EL 9)

The Master: male vampire Wiz7; hp 51; see Appendix.

Rat (familiar): tiny magical beast; hp 25; see Monster Manual.

Children of the Night – Wolves (6): medium animal; hp 13; see Monster Manual.

APL 8 (EL 11)

The Master: male vampire Wiz9; hp 64; see Appendix.

Quasit (familiar): tiny outsider (chaotic, extraplanar, evil); hp 32; see Monster Manual.

Children of the Night – Wolves (8): medium animal; hp 13; see Monster Manual.

APL 10 (EL 13)

The Master: male vampire Wiz11; hp 77; see Appendix.

Quasit (familiar): tiny outsider (chaotic, extraplanar, evil); hp 38; see Monster Manual.

Children of the Night – Wolves (10): medium animal; hp 13; see Monster Manual.

APL 12 (EL 15)

The Master: male vampire Wiz13; hp 90; see Appendix.

Quasit (familiar): tiny outsider (chaotic, extraplanar, evil); hp 45; see Monster Manual.

Children of the Night – Wolves (12): medium animal; hp 13; see Monster Manual.

The final battle with the Master commences.  Upon his death, the Master does not retreat to a coffin, as do other vampires, but he enters a familiar amulet and regenerates from there. If the PCs kill The Master, then the PCs will see the following:  

As The Master dies, he turns into a purple smoke, while his amulet drops to the ground.  The purple smoke starts to swirl around the amulet, and quickly drains into it.  

Smashing the amulet slays the Master.  The spear vanishes when the amulet is destroyed. The wielder(s) will be marked by it though.  Searching further, should the PCs desire, reveals that apparently all of the forces from all sides here are dead.  It is over.  

If the players defeat The Master, they will be able to find Player Handout #2 behind the altar.  The scroll is in a scoll case with the seal broken.  The seal appears to be a holy symbol of Vecna (Knowledge Religion: DC 15).  
Conclusion

Upon their return to Lortenford, the PCs are greeted warmly.  Dervia Bengan or Elector Bengan (if he is still alive) thanks them and rewards them for their accomplishments.  If the PCs have found evidence implicating the doppelganger, Eiro Lerith, and Dervia Bengan, then Elector Bengan will be able to thank the PCs; otherwise, he will be in jail, and Dervia Bengan will give them a reward.  

If the PCs look for Mafrik, they will not be able to find him at this time (or any time after their initial meeting).  

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 Two

Surviving or defeating the trap.  


APL 6 – 210 xp.


APL 8 – 270 xp.


APL 10 – 330 xp.


APL 12 – 390 xp.

Encounter Five

Defeat the attack in the cellars (Does not matter if elector survives or not.)


APL 6 – 240 xp.


APL 8 – 300 xp.


APL 10 – 360 xp.


APL 12 – 420 xp.

Encounter Eight

Defeat the Master


APL 6 – 270 xp.


APL 8 – 330 xp.


APL 10 – 390 xp.


APL 12 – 450 xp.

Discretionary Roleplaying Award

Judge may allocate up to the following for good role-playing



APL 6 – 180 xp.


APL 8 – 225 xp.


APL 10 – 270 xp.


APL 12 – 315 xp.

Total Possible Experience


APL 6 – 900 xp.


APL 8 – 1125 xp.


APL 10 – 1350 xp.


APL 12 – 1575 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 Five:


APL 6: L: 275.84 gp; C: 3.33 gp; M: +1 greataxe (193.33 gp); +1 longsword (192.92 gp); +1 rapier (193.33 gp); +1 mithral buckler (167.92 gp); ioun stone (dull grey) (2.08 gp).


APL 8: L: 186.24 gp; C: 3.33 gp; M: +1 greataxe (193.33 gp); +1 breastplate (112.5 gp); +1 cloak of resistance (83.33 gp); +1 longsword (192.92 gp); +1 sword, short (192.5 gp); +1 rapier (193.33 gp);+1 mithral buckler (167.92 gp); mithral chain shirt (91.67 gp); +1 mithral buckler (167.92 gp); +2 cloak of charisma (333.33 gp); ioun stone (dull grey) (2.08 gp);.


APL 10: L: 181.75 gp; C: 3.33 gp; M: +1 greataxe (193.33 gp); +1 breastplate (112.5 gp); +1 cloak of resistance (83.33 gp); gauntlets of ogre power (333.33 gp); +1 longsword (192.92 gp); +1 sword, short (192.5 gp); mithral breastplate (350 gp); +1 rapier (193.33 gp); +2 mithral chain shirt (425.00 gp); +1 mithral buckler (167.92 gp); +1 mithral buckler (167.92 gp); +2 cloak of charisma (333.33 gp); brooch of shielding (125.00 gp); ioun stone (dull grey) (2.08 gp); +1 ring of protection (166.67 gp).


APL 12: L: 181.75 gp; C: 3.33 gp; M: +1 adamantine greataxe (418.33 gp); +1 breastplate (112.5 gp); +1 cloak of resistance (83.33 gp); gauntlets of ogre power (333.33 gp); +1 longsword (192.92 gp); +1 sword, short (192.5 gp); +2 mithral breastplate (683.33 gp); 5 adamantine arrows (5.00 gp); +1 rapier (193.33 gp); +2 mithral chain shirt (425.00 gp); +1 mithral buckler (167.92 gp); +2 gloves of dexterity (333.33 gp); +2 mithral buckler (417.92 gp); +2 cloak of charisma (333.33 gp); brooch of shielding (125.00 gp); ioun stone (dull grey) (2.08 gp); +1 ring of protection (166.67 gp); scroll (haste) (31.25 gp).

Encounter Eight:


APL 6: L: 50 gp; C: 166.67 gp; M: +2 headband of intellect (333.33 gp); +2 cloak of charisma (333.33 gp); potion of fly (62.5 gp); wand of magic missiles (5th level) (312.5 gp).


APL 8: L: 50 gp; C: 166.67 gp; M: +4 headband of intellect (1333.33 gp); +2 cloak of charisma (333.33 gp); potion of fly (62.5 gp); wand of magic missiles (5th level) (312.5 gp); rod of metamagic, maximize, lesser (1166.67 gp).


APL 10: L: 50 gp; C: 166.67 gp; M: +4 headband of intellect (1333.33 gp); +4 cloak of charisma (1333.33 gp); potion of fly (62.5 gp); wand of magic missiles (5th level) (312.5 gp); rod of metamagic, maximize, lesser (1166.67 gp).


APL 12: L: 50 gp; C: 166.67 gp; M: +4 headband of intellect (1333.33 gp); +4 cloak of charisma (1333.33 gp); potion of fly (62.5 gp); wand of magic missiles (5th level) (312.5 gp); rod of metamagic, maximize, lesser (1166.67 gp); boots of speed (1000 gp).

Total Possible Treasure (Maximum Reward Allowed)


APL 6: L: 325.84 gp; C: 170 gp; M: 1791.24 gp) – Total: 2287.08 gp (800 gp).


APL 8: L: 236.24 gp; C: 170 gp; M: 4940.16 gp) – Total: 5346.4 gp (1250 gp).


APL 10: L: 231.75 gp; C: 170 gp; M: 7247.49 gp) – Total: 7649.24 gp (2100 gp).


APL 12: L: 231.75 gp; C: 170 gp; M: 9425.4 gp) – Total: 9827.15 gp (3000 gp).

Special

Favor of the Bengan Elector


For eliminating the threat of The Master, the Bengan Elector is in your debt.  This favor can be redeemed for one Influence Point with the Church of Heironeous.  Other uses may be made available in the future.  Contact the Gran March Triad for details.  
Mark of the Spear of Deren Plowson


The mark that the wielder receives is a large blood red spear running the length of their primary arm and out over the back of the hand. The mark will confer a +3 circumstance bonus with goblinoids and orcs. However it will give a -2 circumstance bonus when dealing with dwarves, if spotted.  


Strong Transmutation; CL: 18th; Prerequisites: N/A; Market Price: N/A gp; Weight: N/A lbs.
Scrying Crystal Ball


While the normal arcance focus for the scrying spell is a mirror at least 2 feet by 4 feet, this 1-ft. diameter crystal will function as the arcane focus for wizards, sorcerers, and bards.  The crystal does not function as a crystal ball, but only as an arcane focus.  


Faint Transmutation; CL: 7th; Prerequisites: N/A; Market Price: 2000 gp; Weight: 30 lbs.
The Master’s Amulet


While the amulet is whole, it protects the master’s life force.  He may use it to regenerate, instead of using a coffin.  Hardness 10; AC 10; hp 50.  


Strong Abjuration; CL: 13th; Prerequisites: N/A; Market Price: N/A gp; Weight: 1 lbs. 

The Master’s Spellbook – Low level (levels 0 – 2)

Level 0: acid splash, arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, repair minor damage, resistance, touch of fatigue.

Level 1: chill touch, expeditious retreat, mage armor, magic missile, ray of enfeeblement, shield, shocking grasp, true strike.

Level 2: Melf’s acid arrow, darkness, ghoul touch, invisibility, see invisibility, spectral hand. 


Market Price: 300 gp; Weight: 3 lbs. 

The Master’s Spellbook – All APLs (levels 3 – 4)

Level 3: blink, dispel magic, fireball, haste, heroism, nondetection, slow.

Level 4: animate dead, Evard’s black tentacles, contagion, dimension door, fear, fire shield, globe of invulnerability (lesser), scrying, wall of ice.


Market Price: 510 gp; Weight: 3 lbs. 

The Master’s Spellbook – APL 8 (level 5)

Level 5: cone of cold, feeblemind, magic jar, summon monster V, symbol of pain. 


Market Price: 250 gp; Weight: 3 lbs. 

The Master’s Spellbook – APL 10 (level 6)

Level 6: circle of death, create undead, Tenser's transformation, disintegrate.


Market Price: 240 gp; Weight: 3 lbs. 

The Master’s Spellbook – APL 12 (level 7)

Level 7: control undead, Mordenkainen's sword, waves of exhaustion.


Market Price: 210 gp; Weight: 3 lbs. 

Items for the Adventure Record

Item Access

APL 6:

· +1 mithral buckler (Adventure, DMG)
· ioun stone (dull grey) (Adventure, DMG)
· wand of magic missiles (5th level) (Adventure, DMG)
· Scrying Crystal Ball (Adventure)
· Mark of the Spear of Deren Plowson (Adventure)
· The Master’s Spellbook – Low level (levels 0 – 2) (Adventure)
· The Master’s Spellbook – All APLs (levels 3 – 4) (Adventure)
APL 8 (all items from APL 6 plus):

· mithral chain shirt (Adventure, DMG)
· +4 headband of intellect (Adventure, DMG)
· rod of metamagic, maximize, lesser (Adventure, DMG)
· The Master’s Spellbook – APL 8 (levels 5) (Adventure)
APL 10 (all items from APL 6, 8 plus):

· mithral breastplate (Adventure, DMG)
· +2 mithral chain shirt (Adventure, DMG)
· brooch of shielding (Adventure, DMG)
· +4 cloak of charisma (Adventure, DMG)
· The Master’s Spellbook – APL 10 (levels 6) (Adventure)
APL 12 (all items from APL 6, 8, 10 plus):

· +2 rapier (Adventure, DMG)
· +1 adamantine greataxe (Adventure, DMG)
· +2 mithral breastplate (Adventure, DMG)
· adamantine arrows (Adventure, DMG)
· +2 mithral buckler (Adventure, DMG)
· scroll (haste) (Adventure, DMG)
· boots of speed (Adventure, DMG)
· The Master’s Spellbook – APL 12 (levels 7) (Adventure)
Appendix One – NPCs

Main NPCs

Elector Teonall Bengan: male human (Oeridian) Ari4; CR 1; medium humanoid; HD 4d8+4; hp 27; Init +1; Spd 20 ft; AC 19, touch 11, flat-footed 18; Base Atk +3; Grp +4; Atk +5 melee (1d8+2/19-20, +1 longsword) or +5 ranged (1d8/19-20, darkwood light crossbow); AL LN; SV Fort +2, Ref +2, Will +7; Str 12, Dex 12, Con 12, Int 15, Wis 12, Cha 14. 


Skills and Feats:  Appraise +9, Diplomacy +13, Gather Information +10, Knowledge (geography) +3, Knowledge (history) +7, Knowledge (local – Sheldomar Valley) +7, Knowledge (nobility and royalty) +7, Knowledge (politics) +7, Knowledge (religion) +3, Profession (soldier) +2, Ride +5, Sense Motive +6;Iron Will, Mounted Combat, Trustworthy. 


Possessions:  +1 longsword, +1 chainmail, darkwood light crossbow, 20 crossbow bolts, masterwork heavy steel shield.  


Description:  Teonall Bengan comes from a family that has controlled the electorship and a profitable shipping business for some time.  He served as a lieutenant 
 in the Gran March cavalry.  While Elector Bengan is fairly bright, he is hopelessly in love with his wife, and does not realize that she is using him to further her goals.
Dervia Bengan: female human (Flan) Bard6; CR 6; medium humanoid; HD 6d6+6; hp 32; Init +2; Spd 30 ft; AC 17, touch 12, flat-footed 15; Base Atk +4; Grp +5; Atk +5 melee (1d6+1/18-20, +1 rapier); SA Bardic knowledge (+8), bardic music 6/day, countersong, fascinate, inspire competence, inspire courage +1, suggestion; AL NE; SV Fort +3, Ref +7, Will +5; Str 10, Dex 14, Con 12, Int 14, Wis 10, Cha 18. 


Skills and Feats:  Appraise +5, Balance +6, Bluff +12, Concentration +6, Decipher Script +7, Diplomacy +14, Disguise +9, Escape Artist +2, Gather Information +14, Hide +6, Intimidate +7, Jump +1, Knowledge (arcana) +7, Knowledge (history) +3, Knowledge (local – Sheldomar Valley) +7, Knowledge (nobility and royalty) +3, Listen +3, Move Silently +6, Perform (sing) +16, Sleight of Hand +8, Spellcraft +9, Tumble +8;Combat Expertise, Dodge, Spell Penetration, Weapon Finesse. 


Possessions: mithral buckler, +1 rapier, masterwork chain shirt, circlet of persuasion, cloak of charisma +2.  


Bard Spells Known:  ( 3 / 4 / 3; Base DC = 14 + Spell Level): 0 - dancing lights, detect magic, ghost sound, mage hand, prestidigitation, read magic; 1st - charm person, comprehend languages, grease, undetectable alignment; 2nd - alter self, detect thoughts, glitterdust. 


Bardic Music: Once per day per bard level, a bard can use his song or poetics to produce magical effects on those around him (usually including himself, if desired). While these abilities fall under the category of bardic music and the descriptions discuss singing or playing instruments, they can all be activated by reciting poetry, chanting, singing lyrical songs, singing melodies, whistling, playing an instrument, or playing an instrument in combination with some spoken performance. Each ability requires both a minimum bard level and a minimum number of ranks in the Perform skill to qualify; if a bard does not have the required number of ranks in at least one Perform skill, he does not gain the bardic music ability until he acquires the needed ranks.

Starting a bardic music effect is a standard action. Some bardic music abilities require concentration, which means the bard must take a standard action each round to maintain the ability. Even while using bardic music that doesn’t require concentration, a bard cannot cast spells, activate magic items by spell completion (such as scrolls), or activate magic items by magic word (such as wands). Just as for casting a spell with a verbal component, a deaf bard has a 20% chance to fail when attempting to use bardic music. If he fails, the attempt still counts against his daily limit.


Countersong (Su): A bard with 3 or more ranks in a Perform skill can use his music or poetics to counter magical effects that depend on sound (but not spells that simply have verbal components). Each round of the countersong, he makes a Perform check. Any creature within 30 feet of the bard (including the bard himself ) that is affected by a sonic or language-dependent magical attack may use the bard’s Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check result proves to be higher. If a creature within range of the countersong is already under the effect of a noninstantaneous sonic or language-dependent magical attack, it gains another saving throw against the effect each round it hears the countersong, but it must use the bard’s Perform check result for the save. Countersong has no effect against effects that don’t allow saves. The bard may keep up the countersong for 10 rounds.


Fascinate (Sp): A bard with 3 or more ranks in a Perform skill can use his music or poetics to cause one or more creatures to become fascinated with him. Each creature to be fascinated must be within 90 feet, able to see and hear the bard, and able to pay attention to him. The bard must also be able to see the creature. The distraction of a nearby combat or other dangers prevents the ability from working. For every three levels a bard attains beyond 1st, he can target one additional creature with a single use of this ability.

To use the ability, a bard makes a Perform check. His check result is the DC for each affected creature’s Will save against the effect. If a creature’s saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours. If its saving throw fails, the creature sits quietly and listens to the song, taking no other actions, for as long as the bard continues to play and concentrate (up to a maximum of 1 round per bard level). While fascinated, a target takes a –4 penalty on skill checks made as reactions, such as Listen and Spot checks. Any potential threat requires the bard to make another Perform check and allows the creature a new saving throw against a DC equal to the new Perform check result.

Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a ranged weapon at the target, automatically breaks the effect. Fascinate is an enchantment (compulsion), mind-affecting ability.


Inspire Courage (Su): A bard with 3 or more ranks in a Perform skill can use song or poetics to inspire courage in his allies (including himself), bolstering them against fear and improving their combat abilities. To be affected, an ally must be able to hear the bard sing. The effect lasts for as long as the ally hears the bard sing and for 5 rounds thereafter. An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 morale bonus on attack and weapon damage rolls. At 8th level, and every six bard levels thereafter, this bonus increases by 1 (+2 at 8th, +3 at 14th, and +4 at 20th). Inspire courage is a mind-affecting ability.


Inspire Competence (Su): A bard of 3rd level or higher with 6 or more ranks in a Perform skill can use his music or poetics to help an ally succeed at a task. The ally must be within 30 feet and able to see and hear the bard. The bard must also be able to see the ally.

The ally gets a +2 competence bonus on skill checks with a particular skill as long as he or she continues to hear the bard’s music. Certain uses of this ability are infeasible. The effect lasts as long as the bard concentrates, up to a maximum of 2 minutes. A bard can’t inspire competence in himself. Inspire competence is a mind-affecting ability.


Suggestion (Sp): A bard of 6th level or higher with 9 or more ranks in a Perform skill can make a suggestion (as the spell) to a creature that he has already fascinated (see above). Using this ability does not break the bard’s concentration on the fascinate effect, nor does it allow a second saving throw against the fascinate effect.

Making a suggestion doesn’t count against a bard’s daily limit on bardic music performances. A Will saving throw (DC 10 + 1/2 bard’s level + bard’s Cha modifier) negates the effect. This ability affects only a single creature (but see mass suggestion, below). Suggestion is an enchantment (compulsion), mind-affecting, language dependent ability.


Description:  Dervia Bengan (formerly Dervia merch Nisunna) is a very cunning woman.   When Elector Bengan started courting her, she realized that she could use her position to further her goals.  She usually casts undetectable alignment every morning to prevent any entanglements from those using detect evil.  If for some reason, she has not done this, then she will only detect as faint evil.  Dervia actually controls Elector Bengan’s file, as it is filled with her people, as she controls all of the flan people mentioned in this module, because they are from the same clan as she (The Otter Clan).  The elector’s wife is also a member of The Corporation (Rogue Faction) and a Performer’s Troupe Guildsman in the Bardic Guild.  Dervia is also pregnant with Elector Bengan’s first child, 
and Elector Bengan knows and has filled out paperwork that acknowledges the child as his.  Under Gran March law, this makes the child his heir, and the elector’s wife, the child’s regent if something were to happen to him.  Only Elector Bengan, the elector’s brother, Dervia Bengan, and the baron knew about the pregnancy.  
Doppelganger Eiro Lerith, male Doppelganger; Rog4/Ftr1; CR 8; medium Monstrous Humanoid (shapechanger); HD 4d8+4d6+1d10+27; hp 72; Init +8; Spd 30 ft; AC 24, touch 14, flat-footed 24; Base Atk +8/+3; Grp +11; Atk +12 melee (1d8+4/19-20, +1 longsword) or +11 melee (1d6+3, *slam) or +13 ranged (1d8/19-20, light crossbow); Full Atk +12/+7 melee (1d8+4/19-20, +1 longsword) or +11 melee (1d6+3, *slam) or +13/+8 ranged (1d8/19-20, light crossbow); SA detect thoughts; SQ change shape, evasion, sneak attack +2d6, trap sense +1, trapfinding, uncanny dodge (Dex bonus to AC); AL: NE; SV Fort +7, Ref +12, Will +6; Str 16, Dex 18, Con 16, Int 16, Wis 12, Cha 18.


Skills and Feats:  Appraise +8, Bluff +19, Decipher Script +8, Diplomacy +13, Disguise +21, Forgery +10, Gather Information +9, Intimidate +11, Listen +6, Ride +9, Sense Motive +6, Sleight of Hand +11, Spot +6, Tumble +7;Combat Reflexes, Dodge, Improved Initiative, Mobility, Power Attack. 


Possessions:  masterwork chain shirt, +1 longsword, cloak of charisma +2, dust of tracelessness, gloves of dexterity +2, potion of gaseous form, potion of haste, masterwork heavy steel shield, light crossbow.

Detect Thoughts (Su): A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.


Change Shape (Su): A doppelganger can assume the shape of any Small or Medium humanoid. In humanoid form, the doppelganger loses its natural attacks. A doppelganger can remain in its humanoid form until it chooses to assume a new one. A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed. A true seeing spell or ability reveals its natural form.


Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The rogue’s attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual –4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies—undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.


Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Description:  The doppelganger appears to be the elector, Teonall Bengan most of the time. It can be assumed that the doppelganger has had the opportunity to detect thoughts on Elector Bengan several times, so the doppelganger has an additional +4 on Bluff and Disguise checks to appear to be Elector Bengan.  In addition, the doppelganger will be using his shapechange ability to duplicate Elector Bengan, which is an additional +10 on Disguise checks.  The doppelganger is also a member of the Corporation.  

Flan Warrior, male human (Flan) War1; CR 1/2; medium humanoid; HD 1d8+2; hp 10; Init +2; Spd 20 ft; AC 17, touch 12, flat-footed 15; Base Atk +1; Grp +3; Atk: +3 melee (1d8+2 19-20/x2 longsword) or +3 ranged (1d8 19-20/x2 crossbow, light); Vision: Normal AL: CE; Sv: Fort +4, Ref +2, Will +0; Str 15, Dex 14, Con 14, Int 12, Wis 10, Cha 10.


Skills and Feats:  Climb +1, Intimidate +2, Jump +-1, Ride +6, Swim +-4; Dodge, Power Attack.  


Possessions: longsword, light crossbow, 20 crossbow bolts, light steel shield, scale mail.  


Description:  Dervia has convinced Teonall to fill his file with people from her tribe, the Otter Clan.  She has told him that this will help elevate them out of their squalid conditions.  This also helps her to actually control them.  If the module calls for a generic Flan Warrior, then these are the statistics that you will use.  They are part of Elector Bengan’s file, and they wear some insignia 
that indicates so.  The names of some of the warriors are:  Colin ap Dongin, Molann ap Guin, Elin ap Riley, Indeirin ap Dindban, Darbron ap Mugin, Folmon ap Gothnan, Cosmar ap Sear, Ceathuigen ap Brimin, Dundre ap Cerdeenin, Ruan ap Fenan, Bestrach ap Aid, Moloi ap Conden, and Terbhakh ap Certhan.

Encounter Two: Bengan’s Mercantile and Shipping

All APLs

Balar, male goblin Adp3; CR 2; small humanoid; HD 3d6+3; hp 17; Init +1; Spd 30 ft; AC 12, touch 12, flat-footed 11; Base Atk +1; Grp +2; Atk +1 melee (1d8+2/x3, darkwood longspear); SA Summon familiar; Vision: Darkvision 60ft; AL N; SV Fort +2, Ref +2, Will +7; Str 12, Dex 12, Con 12, Int 12, Wis 14, Cha 10.


Skills and Feats:  Concentration +4, Handle Animal +1, Heal +4, Hide +5, Knowledge (local – Sheldomar Valley) +2, Knowledge (religion) +6, Move Silently +5, Ride +5, Spellcraft +6, Survival +3; Iron Will.


Possessions: Wooden holy symbol, darkwood longspear.


Adept Spells Known:  ( 3 / 3; DC 11 + spell level) 0 - create water, cure minor wounds, detect magic, ghost sound, guidance, light, mending, purify food and drink, read magic, touch of fatigue; 1st - bless, burning hands, cause fear, command, comprehend languages, cure light wounds, detect chaos, detect evil, detect good, detect law, endure elements, obscuring mist, protection from chaos, protection from evil, protection from good, protection from law, sleep.


Summon Familiar: At 2nd level, an adept can call a familiar, just as a sorcerer or wizard can.
Elite Goblins, Male Goblin War2; CR 2; small humanoid; HD 2d8+4; hp 17; Init +2; Spd 20 ft; AC 19, touch 13, flat-footed 17; Base Atk +2; Grp +1; Atk: +4 melee (1d6+3/19-20, short sword); SQ , Darkvision 60 ft; AL N; SV Fort +5, Ref +2, Will -1; Str 16, Dex 14, Con 14, Int 10, Wis 8, Cha 10.


Skills and Feats: Climb +-2, Handle Animal +1, Intimidate +5, Ride +8, Swim +-8; Dodge. 


Possessions: Wooden heavy shield, scale mail, short sword.

Encounter Five: The Cellar

APL 6

Dondan ap Cogin, male human (Flan) Bbn4; CR 4; medium humanoid; HD 4d12+12; hp 45; Init +1; Spd 30 ft; AC 16, touch 11, flat-footed 16; Base Atk +4; Grp +7; Atk +8 melee (1d12+5/x3, +1 greataxe) or +7 melee (1d4+3/19-20, dagger) or +5 ranged (1d4+3/19-20, dagger) or +6 rranged (1d8+3/x3, masterwork composite longbow (+3)); SA Bonuses when enraged (Str +4, Con +4, Willpower +2, AC -2, HP 8), illiteracy, rage 2 times/day (8 rounds), trap sense +1, uncanny dodge (Dex bonus to AC); AL NE; SV Fort +7, Ref +2, Will +0; Str 17, Dex 12, Con 16, Int 10, Wis 8, Cha 10.


Skills and Feats:  Climb +2, Handle Animal +7, Intimidate +2, Jump +2, Listen +8, Ride +6, Spot +1, Survival +6, Swim -1; Alertness, Power Attack, Weapon Focus (greataxe).


Possessions: 20 arrows, +1 greataxe, masterwork breastplate, dagger, masterwork composite longbow (+3).

Fast Movement (Ex): A barbarian’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor and not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried or armor worn.

Illiteracy: Barbarians are the only characters who do not automatically know how to read and write. A barbarian may spend 2 skill points to gain the ability to read and write all languages he is able to speak.

A barbarian who gains a level in any other class automatically gains literacy. Any other character who gains a barbarian level does not lose the literacy he or she already had.

Rage (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. He can use any feat he has except Combat Expertise, item creation feats, and metamagic feats. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (–2 penalty to Strength, –2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no longer applies; see below).

A barbarian can fly into a rage only once per encounter. At 1st level he can use his rage ability once per day. At 4th level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times per day at 20th level). Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action.
Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Finin ap Anlugier, male human (Flan) Rng4; CR 4; medium humanoid; HD 4d8+8; hp 31; Init +5; Spd 30 ft; AC 15, touch 11, flat-footed 14; Base Atk +4; Grp +6; Atk +8 (1d8+3/19-20, +1 longsword) or +7 melee (1d6+2/19-20, masterwork short sword) or +7 (1d4+2/19-20, masterwork dagger) or +6 ranged (1d4+2/19-20, masterwork dagger) or +6 ranged (1d8+2/x3 masterwork composite longbow (+2)); Full Atk +6 melee (1d8+3/19-20, +1 longsword) and +4 melee (1d6+1/19-20, masterwork short sword) or +8 melee (1d8+3/19-20, +1 longsword) or +7 melee (1d6+2/19-20, masterwork short sword) or +7 melee (1d4+2/19-20, masterwork dagger) or +6 ranged (1d4+2/19-20, masterwork dagger) or +6 ranged (1d8+2/x3 masterwork composite longbow (+2)); SA Animal companion, wild empathy; AL NE; SV Fort +6, Ref +5, Will +2; Str 15, Dex 12, Con 14, Int 14, Wis 12, Cha 10.


Skills and Feats:  Concentration +4, Handle Animal +5, Heal +6, Hide +1, Knowledge (dungeoneering) +7, Knowledge (geography) +7, Knowledge (nature) +11, Listen +8, Move Silently +1, Ride +8, Search +7, Spot +8, Survival +8, Use Rope +2; Improved Initiative, Quick Draw, Ranger Two Weapon Combat (Two Weapon Fighting), Weapon Focus (longsword).


Possessions: +1 longsword, masterwork short sword, masterwork chain shirt, masterwork dagger, masterwork composite longbow (+2), 20 arrows.


Spells:  Ranger: (1; Save DC 11 + spell level) 1st -
 endure elements.

Favored Enemy (Ex): At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy from those given on the table. In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by 2. 

If the ranger chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. If a specific creature falls into more than one category of favored enemy, the ranger's bonuses do not stack; he simply uses whichever bonus is higher.

Track: A ranger gains Track as a bonus feat.

Wild Empathy (Ex): A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a -4 penalty on the check.

Combat Style (Ex): At 2nd level, a ranger must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the character's class features but does not restrict his selection of feats or special abilities in any way.

If the ranger selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Endurance: A ranger gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the ranger's list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.

This ability functions like the druid ability of the same name, except that the ranger's effective druid level is one-half his ranger level. A ranger may select from the alternative lists of animal companions just as a druid can, though again his effective druid level is half his ranger level. Like a druid, a ranger cannot select an alternative animal if the choice would reduce his effective druid level below 1st.

Muirsin ap Dolen, male human (Flan) Rog4; CR 4; medium humanoid; HD 4d6+4; hp 22; Init +7, ; Spd 30 ft; AC 18, touch 13, flat-footed 18; Base Atk +3; Grp +7; Atk: +6 melee (1d6+2/18-20/x2 +1 rapier) or +6 ranged (1d8 19-20, masterwork light crossbow); SA Evasion, sneak attack +2d6, trap sense +1, trapfinding, uncanny dodge (Dex bonus to AC); AL NE; SV Fort +2, Ref +7, Will +1; Str 12, Dex 17, Con 12, Int 14, Wis 10, Cha 10.


Skills and Feats:  Appraise +3, Balance +4, Bluff +7, Decipher Script +3, Diplomacy +7, Disable Device +1, Disguise +2, Escape Artist +4, Gather Information +5, Hide +9, Intimidate +2, Jump +2, Knowledge (local – Sheldomar Valley) +7, Listen +7, Move Silently +9, Open Lock +2, Search +7, Sense Motive +3, Sleight of Hand +9, Spot +7, Tumble +9, Use Rope +8; Dodge, Improved Initiative, Weapon Finesse.


Possessions: +1 rapier, masterwork buckler, masterwork chain shirt, masterwork light crossbow, 20 crossbow bolts.

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The rogue's attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap's DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.
Gallen ap Kean, male human (Flan) Sor4; CR 4; medium humanoid; HD 4d4+8; hp 21; Init +5; Spd 30 ft; AC 13, touch 11, flat-footed 12; Base Atk +2; Grp +2; Atk: +2 melee (1d8/x3 longspear) or +3 ranged (1d8/19-20, light crossbow); SA Summon familiar; AL NE; SV Fort +3, Ref +2, Will +4; Str 10, Dex 12, Con 14, Int 12, Wis 10, Cha 17.


Skills and Feats:  Bluff +10, Concentration +9, Diplomacy +5, Disguise +5, Intimidate +5, Knowledge (Arcana) +8, Spellcraft +10; Improved Initiative, Spell Focus (Evocation), Spell Penetration.


Possessions: +1 mithral buckler, ioun stone (dull gray), longspear, light crossbow, 20 crossbow bolts.  


Spells: Sorcerer: (6/7/4; Save DC 13 + spell level) 0 - dancing lights, detect magic, ghost sound, mage hand, ray of frost, read magic; 1st -burning hands, mage armor, magic missile; 2nd -scorching ray.

Familiar: A sorcerer can obtain a familiar (see below). Doing so takes 24 hours and uses up magical materials that cost 100 gp. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

The sorcerer chooses the kind of familiar he gets. As the sorcerer advances in level, his familiar also increases in power.

If the familiar dies or is dismissed by the sorcerer, the sorcerer must attempt a DC 15 Fortitude saving throw. Failure means he loses 200 experience points per sorcerer level; success reduces the loss to one-half that amount. However, a sorcerer's experience point total can never go below 0 as the result of a familiar's demise or dismissal. A slain or dismissed familiar cannot be replaced for a year and day. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs.

A character with more than one class that grants a familiar may have only one familiar at a time.

APL 8
Dondan ap Cogin, male human (Flan) Bbn6; CR 6; medium humanoid; HD 6d12+18; hp 65; Init +5; Spd 30 ft; AC 17, touch 11, flat-footed 17; Base Atk +6/+1; Grp +9; Atk +10 melee (1d12+5/x3 +1 greataxe or +9 melee (1d4+3/19-20, dagger) or +7 ranged (1d4+3/19-20, dagger) or +8 ranged (1d8+3/x3 masterwork composite longbow (+3)); Full Atk +10/+5 melee (1d12+5/x3 +1 greataxe or +9/+4 melee (1d4+3/19-20, dagger) or +7/+2 ranged (1d4+3/19-20, dagger) or +8/+3 ranged (1d8+3/x3 masterwork composite longbow (+3)); SA Bonuses when enraged (Str +4, Con +4, Will save +2, AC -2, hp +12), illiteracy, improved uncanny dodge (can't be flanked except by a rogue of 10 level), rage 2 times/day (8 rounds), trap sense +2; AL NE; SV Fort +9, Ref +4, Will +2; Str 17, Dex 12, Con 16, Int 10, Wis 8, Cha 10.


Skills and Feats:  Climb +2, Handle Animal +9, Intimidate +2, Jump +2, Listen +10, Ride +9, Spot +1, Survival +8; Alertness, Improved Initiative, Power Attack, Weapon Focus (greataxe). 
   
Possessions: 20 arrows, cloak of resistance +1, +1 breastplate, dagger, +1 greataxe, masterwork composite longbow (+3).

Fast Movement (Ex): A barbarian’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor and not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried or armor worn.

Illiteracy: Barbarians are the only characters who do not automatically know how to read and write. A barbarian may spend 2 skill points to gain the ability to read and write all languages he is able to speak.

A barbarian who gains a level in any other class automatically gains literacy. Any other character who gains a barbarian level does not lose the literacy he or she already had.

Rage (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. He can use any feat he has except Combat Expertise, item creation feats, and metamagic feats. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (–2 penalty to Strength, –2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no longer applies; see below).

A barbarian can fly into a rage only once per encounter. At 1st level he can use his rage ability once per day. At 4th level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times per day at 20th level). Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action.
Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Improved Uncanny Dodge (Ex): At 5th level and higher, a barbarian can no longer be flanked. This defense denies a rogue the ability to sneak attack the barbarian by flanking him, unless the attacker has at least four more rogue levels than the target has barbarian levels. If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum level a rogue must be to flank the character.

Finin ap Anlugier, male human (Flan) Rng6; CR 6; medium humanoid; HD 6d8+12; hp 45; Init +5; Spd 30 ft; AC 15, touch 11, flat-footed 14; Base Atk +6/+1; Grp +8; Atk +10 melee (1d8+3/17-20, +1 longsword) or +10 melee (1d6+3/19-20, +1 short sword) or +9 melee (1d4+3/19-20, masterwork dagger) or +8 ranged (1d4+2/19-20, masterwork dagger) or +8 ranged (1d8+2/x3 masterwork composite longbow (+3)); Full Atk +8/+3 melee (1d8+4/17-20, +1 longsword) and +7 melee (1d6+2/19-20, +1 short sword) or +10/+5 melee (1d8+4/17-20, +1 longsword) or +10/+5 melee (1d6+3/19-20, +1 short sword) or +9/+4 melee (1d4+3/19-20, masterwork dagger) or +8/+3 ranged (1d4+3/19-20, masterwork dagger) or +8/+3 ranged (1d8+2/x3, masterwork composite longbow (+2)); SA Animal companion, wild empathy; AL NE; Sv Fort +7, Ref +6, Will +3; Str 15, Dex 12, Con 14, Int 14, Wis 12, Cha 10.


Skills and Feats:  Concentration +4, Handle Animal +5, Heal +6, Hide +9, Knowledge (dungeoneering) +7, Knowledge (geography) +7, Knowledge (nature) +9, Listen +10, Move Silently +7, Ride +8, Search +7, Spot +10, Survival +10, Use Rope +2; Improved Initiative, Quick Draw, Ranger Two Weapon Combat (Two Weapon Fighting), Weapon Focus (longsword, short sword).


Possessions: +1 longsword, +1 short sword, masterwork chain Shirt, masterwork dagger, masterwork composite longbow (+2), 20 arrows.


Spells:  Ranger: (2; Save DC 11 + spell level) 1st - endure elements, jump.

Favored Enemy (Ex): At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy from those given on the table. In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by 2. 

If the ranger chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. If a specific creature falls into more than one category of favored enemy, the ranger's bonuses do not stack; he simply uses whichever bonus is higher.

Track: A ranger gains Track as a bonus feat.

Wild Empathy (Ex): A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a -4 penalty on the check.

Combat Style (Ex): At 2nd level, a ranger must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the character's class features but does not restrict his selection of feats or special abilities in any way.

If the ranger selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Endurance: A ranger gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the ranger's list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.

This ability functions like the druid ability of the same name, except that the ranger's effective druid level is one-half his ranger level. A ranger may select from the alternative lists of animal companions just as a druid can, though again his effective druid level is half his ranger level. Like a druid, a ranger cannot select an alternative animal if the choice would reduce his effective druid level below 1st.

Improved Combat Style (Ex): At 6th level, a ranger's aptitude in his chosen combat style (archery or two-weapon combat) improves. If he selected archery at 2nd level, he is treated as having the Manyshot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Muirsin ap Dolen, male human (Flan) Rog6; CR 6; medium humanoid; HD 6d6+6; hp 32; Init +7; Spd 30 ft; AC 19, touch 13, flat-footed 19; Base Atk +4; Grp +5; Atk +8 melee (1d6+2/18-20, +1 rapier) or +8 ranged (1d8/19-20, masterwork light crossbow); SA Evasion, sneak attack +3d6, trap sense +2, trapfinding, uncanny dodge (Dex bonus to AC); AL NE; SV Fort +3, Ref +8, Will +2; Str 12, Dex 17, Con 12, Int 14, Wis 10, Cha 10.


Skills and Feats:  Appraise +3, Balance +5, Bluff +9, Decipher Script +5, Diplomacy +9, Disable Device +3, Disguise +2, Escape Artist +5, Gather Information +7, Hide +12, Intimidate +2, Jump +3, Knowledge (local – Sheldomar Valley) +7, Listen +9, Move Silently +12, Open Lock +4, Search +7, Sense Motive +5, Sleight of Hand +10, Spot +9, Tumble +12, Use Rope +8; Dodge, Improved Initiative, Mobility, Weapon Finesse. 


Possessions: +1 rapier, +1 mithral buckler, mithral chain shirt, masterwork light crossbow, 20 crossbow bolts.

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The rogue's attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap's DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.

Gallen ap Kean, male human (Flan) Sor6; CR 6; medium humanoid; HD 6d4+12; hp 31; Init +5; Spd 30 ft; AC 13, touch 11, flat-footed 12; Base Atk +3; Grp +3; Atk +3 melee (1d8/x3 longspear) or +4 ranged (1d8/19-20 light crossbow); SA Summon familiar; AL NE; SV Fort +4, Ref +3, Will +5; Str 10, Dex 12, Con 14, Int 12, Wis 10, Cha 19.


Skills and Feats:  Bluff +13, Concentration +11, Diplomacy +6, Disguise +6, Intimidate +6, Knowledge (arcana) +10, Spellcraft +12; Greater Spell Penetration, Improved Initiative, Spell Focus (Evocation), Spell Penetration.


Possessions: +1 mithral buckler, cloak of charisma +1, ioun stone (dull gray), longspear, light crossbow, 20 crossbow bolts.  


Spells:  Sorcerer: (6\7\6\4; Save DC 14 + spell level) 0: dancing lights, detect magic, ghost sound, mage hand, prestidigitation, ray of frost, read magic 1st: burning hands, mage armor, magic missile, ray of enfeeblement 2nd: false life, scorching ray 3rd: fireball

Familiar: A sorcerer can obtain a familiar (see below). Doing so takes 24 hours and uses up magical materials that cost 100 gp. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

The sorcerer chooses the kind of familiar he gets. As the sorcerer advances in level, his familiar also increases in power.

If the familiar dies or is dismissed by the sorcerer, the sorcerer must attempt a DC 15 Fortitude saving throw. Failure means he loses 200 experience points per sorcerer level; success reduces the loss to one-half that amount. However, a sorcerer's experience point total can never go below 0 as the result of a familiar's demise or dismissal. A slain or dismissed familiar cannot be replaced for a year and day. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs.

A character with more than one class that grants a familiar may have only one familiar at a time.

APL 10

Dondan ap Cogin, male human (Flan) Bbn8; CR 8; medium humanoid; HD (8d12)+24; hp 85; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 17, touch 11, flat-footed; Base Atk +8/+3; Grp +13; Atk: +14 melee (1d12+8 20/x3 +1 greataxe) or +13 melee (1d4+5 19-20/x2 dagger) or +9 ranged (1d4+5 19-20/x2 dagger) or +10 ranged (1d8+4 20/x3 masterwork composite longbow (+4)); Full Atk: +14/+9 melee (1d12+8 20/x3 +1 greataxe) or +13/+8 melee (1d4+5 19-20/x2 dagger) or +9/+4 ranged (1d4+5 19-20/x2 dagger) or +10/+5 ranged (1d8+4 20/x3 masterwork composite longbow (+4)); SA: Bonuses when enraged (STR +4, CON +4, Willpower +2, AC -2, HP 16), Illiteracy, Improved Uncanny Dodge (can't be flanked except by a rogue of 12 level), Rage (Ex) 3 times/day (8 rounds), Trap Sense (Ex) +2; Vision: Normal AL: NE; Sv: Fort +10, Ref +4, Will +2; Str 20, Dex 12, Con 16, Int 10, Wis 8, Cha 10


Skills and Feats: Climb +4, Handle Animal +11, Intimidate +2, Jump +4, Listen +12, Ride +11, Spot +1, Survival +10, Swim +4; Alertness, Improved Initiative, Power Attack, Weapon Focus (greataxe) 


Possessions: arrows (20), 1 gauntlets of ogre power, 1 +1 breastplate, 1 +1 cloak of resistance, 1 dagger, 1 +1 greataxe, 1 masterwork composite longbow (+4)

Fast Movement (Ex): A barbarian’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor and not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried or armor worn.

Illiteracy: Barbarians are the only characters who do not automatically know how to read and write. A barbarian may spend 2 skill points to gain the ability to read and write all languages he is able to speak.

A barbarian who gains a level in any other class automatically gains literacy. Any other character who gains a barbarian level does not lose the literacy he or she already had.

Rage (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. He can use any feat he has except Combat Expertise, item creation feats, and metamagic feats. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (–2 penalty to Strength, –2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no longer applies; see below).

A barbarian can fly into a rage only once per encounter. At 1st level he can use his rage ability once per day. At 4th level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times per day at 20th level). Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action.
Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Improved Uncanny Dodge (Ex): At 5th level and higher, a barbarian can no longer be flanked. This defense denies a rogue the ability to sneak attack the barbarian by flanking him, unless the attacker has at least four more rogue levels than the target has barbarian levels. If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum level a rogue must be to flank the character.

Damage Reduction (Ex): At 7th level, a barbarian gains Damage Reduction. Subtract 1 from the damage the barbarian takes each time he is dealt damage from a weapon or a natural attack. At 10th level, and every three barbarian levels thereafter (13th, 16th, and 19th level), this damage reduction rises by 1 point. Damage reduction can reduce damage to 0 but not below 0.

Finin ap Anlugier, male human (Flan) Rng8; CR 8; medium humanoid; HD (8d8)+16; hp 59; Init +5 (+1 Dex, +4 Misc); Spd Walk 20'; AC 16, touch 11, flat-footed 15 (Base 10 + Armor 5 + Shield 0 + Dex 1 + Size 0 + Nat 0 + Misc 0); Base Atk +8/+3; Grp +11; Atk: +13 melee (1d8+4 17-20/x2 +1 longsword) or +13 melee (1d6+4 19-20/x2 +1 sword, short) or +12 melee (1d4+3 19-20/x2 masterwork dagger) or +10 ranged (1d4+3 19-20/x2 masterwork dagger) or +10 ranged (1d8+3 20/x3 masterwork composite longbow (+3)); Full Atk: +11/+6 melee (1d8+4 17-20/x2 +1 longsword) and +9 melee (1d6+2 19-20/x2 +1 sword, short) or +13/+8 melee (1d8+4 17-20/x2 +1 longsword) or +13/+8 melee (1d6+4 19-20/x2 +1 sword, short) or +12/+7 melee (1d4+3 19-20/x2 masterwork dagger) or +10/+5 ranged (1d4+3 19-20/x2 masterwork dagger) or +10/+5 ranged (1d8+3 20/x3 masterwork composite longbow (+3)); SA: Animal Companion (Ex), Swift Tracker (Ex), Wild Empathy (Ex), Woodland Stride (Ex); Vision: Normal AL: NE; Sv: Fort +8, Ref +7, Will +3; Str 16, Dex 12, Con 14, Int 14, Wis 12, Cha 10


Skills and Feats:  Concentration +7, Handle Animal +5, Heal +6, Hide +11, Knowledge (dungeoneering) +7, Knowledge (geography) +7, Knowledge (nature) +9, Listen +12, Move Silently +11, Ride +8, Search +10, Spot +12, Survival +12, Use Rope +2; Improved Initiative, Quick Draw, Ranger Two Weapon Combat (Two Weapon Fighting), Weapon Focus (longsword, sword (short)) 


Possessions: 1 +1 longsword, 1 +1 sword, short, 1 mithral breastplate, 1 masterwork dagger, 1 masterwork composite longbow (+3), 20 arrows


Spells:  Ranger: (0\2; Save DC 11 + spell level)  1: endure elements, jump 

Favored Enemy (Ex): At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy from those given on the table. In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by 2. 

If the ranger chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. If a specific creature falls into more than one category of favored enemy, the ranger's bonuses do not stack; he simply uses whichever bonus is higher.

Track: A ranger gains Track as a bonus feat.

Wild Empathy (Ex): A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a -4 penalty on the check.

Combat Style (Ex): At 2nd level, a ranger must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the character's class features but does not restrict his selection of feats or special abilities in any way.

If the ranger selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Endurance: A ranger gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the ranger's list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.

This ability functions like the druid ability of the same name, except that the ranger's effective druid level is one-half his ranger level. A ranger may select from the alternative lists of animal companions just as a druid can, though again his effective druid level is half his ranger level. Like a druid, a ranger cannot select an alternative animal if the choice would reduce his effective druid level below 1st.

Improved Combat Style (Ex): At 6th level, a ranger's aptitude in his chosen combat style (archery or two-weapon combat) improves. If he selected archery at 2nd level, he is treated as having the Manyshot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Woodland Stride (Ex): Starting at 7th level, a ranger may move through any sort of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at his normal speed and without taking damage or suffering any other impairment.

However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede motion still affect him.

Swift Tracker (Ex): Beginning at 8th level, a ranger can move at his normal speed while following tracks without taking the normal -5 penalty. He takes only a -10 penalty (instead of the normal -20) when moving at up to twice normal speed while tracking.

Muirsin ap Dolen, male human (Flan) Rog8; CR 8; medium humanoid; HD (8d6)+8; hp 42; Init +8 (+4 Dex, +4 Misc); Spd Walk 30'; AC 22, touch 14, flat-footed 22 (Base 10 + Armor 7 + Shield 1 + Dex 4 + Size 0 + Nat 0 + Misc 0); Base Atk +6/+1; Grp +7; Atk: +10 melee (1d6+2 18-20/x2 +1 rapier) or +10 ranged (1d8 19-20/x2 masterwork crossbow, light); Full Atk: +10/+5 melee (1d6+2 18-20/x2 +1 rapier) or +10/+5 ranged (1d8 19-20/x2 masterwork crossbow, light); SA: Evasion (Ex), Improved Uncanny Dodge (can't be flanked except by a rogue of 12 level), Sneak Attack +4d6, Trap Sense (Ex) +2, Trapfinding; Vision: Normal AL: NE; Sv: Fort +3, Ref +10, Will +2; Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 10


Skills and Feats:  Appraise +7, Balance +6, Bluff +9, Decipher Script +7, Diplomacy +9, Disable Device +5, Disguise +2, Escape Artist +8, Gather Information +7, Hide +15, Intimidate +2, Jump +3, Knowledge (local - Sheldomar Valley) +7, Listen +11, Move Silently +15, Open Lock +7, Search +7, Sense Motive +5, Sleight of Hand +11, Spot +11, Tumble +15, Use Rope +9; Dodge, Improved Initiative, Mobility, Weapon Finesse

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The rogue's attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap's DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked.

This defense denies another rogue the ability to sneak attack the character by flanking her, unless the attacker has at least four more rogue levels than the target does.

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum rogue level required to flank the character.

Gallen ap Kean, male human (Flan) Sor8; CR 8; medium humanoid; HD (8d4)+16; hp 41; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 14, touch 12, flat-footed 13 (Base 10 + Armor 1 + Shield 1 + Dex 1 + Size 0 + Nat 0 + Misc 1); Base Atk +4; Grp +4; Atk: +4 melee (1d8 20/x3 longspear) or +5 ranged (1d8 19-20/x2 crossbow, light); SA: Summon Familiar; Vision: Normal AL: NE; Sv: Fort +4, Ref +3, Will +6; Str 10, Dex 12, Con 14, Int 12, Wis 10, Cha 20


Skills and Feats:  Bluff +16, Concentration +13, Diplomacy +7, Disguise +7, Intimidate +7, Knowledge (Arcana) +12, Spellcraft +14; Greater Spell Penetration, Improved Initiative, Spell Focus (Evocation), Spell Penetration 


Possessions: 1 +1 mithral buckler, 1 Brooch of Shielding, 1 +2 Cloak of Charisma, 1 ioun stone (dull grey), 1 +1 Ring of Protection, 1 longspear, 1 crossbow, light, 20 Bolts, crossbow


Spells:  Sorcerer: (6\8\7\6\4; Save DC 15 + spell level) 0: dancing lights, detect magic, flare, ghost sound, mage hand, prestidigitation, ray of frost, read magic 1st: burning hands, mage armor, magic missile, ray of enfeeblement, shield 2nd: bull's strength, false life, scorching ray 3rd: displacement, fireball 4th: fire shield
Familiar: A sorcerer can obtain a familiar (see below). Doing so takes 24 hours and uses up magical materials that cost 100 gp. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

The sorcerer chooses the kind of familiar he gets. As the sorcerer advances in level, his familiar also increases in power.

If the familiar dies or is dismissed by the sorcerer, the sorcerer must attempt a DC 15 Fortitude saving throw. Failure means he loses 200 experience points per sorcerer level; success reduces the loss to one-half that amount. However, a sorcerer's experience point total can never go below 0 as the result of a familiar's demise or dismissal. A slain or dismissed familiar cannot be replaced for a year and day. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs.

A character with more than one class that grants a familiar may have only one familiar at a time.

APL 12

Dondan ap Cogin, male human (Flan) Bbn10; CR 10; medium humanoid; HD (10d12)+30; hp 105; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 17, touch 11, flat-footed 17 (Base 10 + Armor 6 + Shield 0 + Dex 1 + Size 0 + Nat 0 + Misc 0); Base Atk +10/+5; Grp +15; Atk +17 melee (1d12+8 20/x3 +1 adamantine greataxe Weapon=ignore 20 hardness;) or +15 melee (1d4+5 19-20/x2 dagger) or +11 ranged (1d4+5 19-20/x2 dagger) or +12 ranged (1d8+4 20/x3 masterwork composite longbow (+4)); Full Atk +17/+12 melee (1d12+8 20/x3 +1 adamantine greataxe Weapon=ignore 20 hardness;) or +15/+10 melee (1d4+5 19-20/x2 dagger) or +11/+6 ranged (1d4+5 19-20/x2 dagger) or +12/+7 ranged (1d8+4 20/x3 masterwork composite longbow (+4)); SA: Bonuses when enraged (STR +4, CON +4, Willpower +2, AC -2, HP 20), Illiteracy, Improved Uncanny Dodge (can't be flanked except by a rogue of 14 level), Rage (Ex) 3 times/day (8 rounds), Trap Sense (Ex) +3; Vision: Normal AL: NE; Sv: Fort +11, Ref +5, Will +3; Str 20, Dex 12, Con 16, Int 10, Wis 8, Cha 10


Skills and Feats:  Climb +4, Handle Animal +13, Intimidate +2, Jump +4, Listen +14, Ride +13, Spot +1, Survival +12, Swim +6; Alertness, Improved Critical (greataxe), Improved Initiative, Power Attack, Weapon Focus (greataxe) 


Possessions: 1 arrows (20), 1 +1 adamantine greataxe, 1 +1 breastplate, 1 +1 cloak of resistance, 1 dagger, 1 gauntlets of ogre power, 1 masterwork composite longbow (+4)

Fast Movement (Ex): A barbarian’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor and not carrying a heavy load. Apply this bonus before modifying the barbarian’s speed because of any load carried or armor worn.

Illiteracy: Barbarians are the only characters who do not automatically know how to read and write. A barbarian may spend 2 skill points to gain the ability to read and write all languages he is able to speak.

A barbarian who gains a level in any other class automatically gains literacy. Any other character who gains a barbarian level does not lose the literacy he or she already had.

Rage (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells or activate magic items that require a command word, a spell trigger (such as a wand), or spell completion (such as a scroll) to function. He can use any feat he has except Combat Expertise, item creation feats, and metamagic feats. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (–2 penalty to Strength, –2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no longer applies; see below).

A barbarian can fly into a rage only once per encounter. At 1st level he can use his rage ability once per day. At 4th level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times per day at 20th level). Entering a rage takes no time itself, but a barbarian can do it only during his action, not in response to someone else’s action.
Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Improved Uncanny Dodge (Ex): At 5th level and higher, a barbarian can no longer be flanked. This defense denies a rogue the ability to sneak attack the barbarian by flanking him, unless the attacker has at least four more rogue levels than the target has barbarian levels. If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum level a rogue must be to flank the character.

Damage Reduction (Ex): At 7th level, a barbarian gains Damage Reduction. Subtract 1 from the damage the barbarian takes each time he is dealt damage from a weapon or a natural attack. At 10th level, and every three barbarian levels thereafter (13th, 16th, and 19th level), this damage reduction rises by 1 point. Damage reduction can reduce damage to 0 but not below 0.

Finin ap Anlugier, male human (Flan) Rng10; CR 10; medium humanoid; HD (10d8)+20; hp 73; Init +5 (+1 Dex, +4 Misc); Spd Walk 20'; AC 18, touch 11, flat-footed 17 (Base 10 + Armor 7 + Shield 0 + Dex 1 + Size 0 + Nat 0 + Misc 0); Base Atk +10/+5; Grp +13; Atk: +15 melee (1d8+4 17-20/x2 +1 longsword) or +15 melee (1d6+4 19-20/x2 +1 sword, short) or +14 melee (1d4+3 19-20/x2 masterwork dagger) or +12 ranged (1d4+3 19-20/x2 masterwork dagger) or +12 ranged (1d8+3 20/x3 masterwork composite longbow (+3)); Full Atk: +13/+8 melee (1d8+4 17-20/x2 +1 longsword) and +11 melee (1d6+2 19-20/x2 +1 sword, short) or +15/+10 melee (1d8+4 17-20/x2 +1 longsword) or +15/+10 melee (1d6+4 19-20/x2 +1 sword, short) or +14/+9 melee (1d4+3 19-20/x2 masterwork dagger) or +12/+7 ranged (1d4+3 19-20/x2 masterwork dagger) or +12/+7 ranged (1d8+3 20/x3 masterwork composite longbow (+3)); SA: Animal Companion (Ex), Swift Tracker (Ex), Wild Empathy (Ex), Woodland Stride (Ex); Vision: Normal AL: NE; Sv: Fort +9, Ref +8, Will +4; Str 16, Dex 12, Con 14, Int 14, Wis 12, Cha 10


Skills and Feats: Climb +3, Concentration +7, Handle Animal +5, Heal +6, Hide +13, Jump +3, Knowledge (Dungeoneering) +7, Knowledge (Geography) +7, Knowledge (Nature) +9, Listen +14, Move Silently +13, Ride +8, Search +15, Spot +14, Survival +14, Swim +2, Use Rope +2; Improved Critical (longsword), Improved Initiative, Quick Draw, Ranger Two Weapon Combat (Two Weapon Fighting), Weapon Focus (longsword, sword (short)) 


Possessions: 1 +1 longsword, 1 +1 sword, short, 1 +2 mithral breastplate, 1 masterwork dagger, 1 masterwork composite longbow (+3), 5 adamantine arrows, 20 arrows


Spells:  Ranger: (0\2\1; Save DC 11 + spell level) 1st: endure elements, jump  2nd: barkskin, 

Favored Enemy (Ex): At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy from those given on the table. In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by 2. 

If the ranger chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table. If a specific creature falls into more than one category of favored enemy, the ranger's bonuses do not stack; he simply uses whichever bonus is higher.

Track: A ranger gains Track as a bonus feat.

Wild Empathy (Ex): A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a -4 penalty on the check.

Combat Style (Ex): At 2nd level, a ranger must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the character's class features but does not restrict his selection of feats or special abilities in any way.

If the ranger selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Endurance: A ranger gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a ranger gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the ranger's list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the ranger on his adventures as appropriate for its kind.

This ability functions like the druid ability of the same name, except that the ranger's effective druid level is one-half his ranger level. A ranger may select from the alternative lists of animal companions just as a druid can, though again his effective druid level is half his ranger level. Like a druid, a ranger cannot select an alternative animal if the choice would reduce his effective druid level below 1st.

Improved Combat Style (Ex): At 6th level, a ranger's aptitude in his chosen combat style (archery or two-weapon combat) improves. If he selected archery at 2nd level, he is treated as having the Manyshot feat, even if he does not have the normal prerequisites for that feat.

If the ranger selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the ranger's chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Woodland Stride (Ex): Starting at 7th level, a ranger may move through any sort of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at his normal speed and without taking damage or suffering any other impairment.

However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede motion still affect him.

Swift Tracker (Ex): Beginning at 8th level, a ranger can move at his normal speed while following tracks without taking the normal -5 penalty. He takes only a -10 penalty (instead of the normal -20) when moving at up to twice normal speed while tracking.

Evasion (Ex): At 9th level, a ranger can avoid even magical and unusual attacks with great agility. If he makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, he instead takes no damage. Evasion can be used only if the ranger is wearing light armor or no armor. A helpless ranger does not gain the benefit of evasion.

Muirsin ap Dolen, male human (Flan) Rog10; CR 10; medium humanoid; HD (10d6)+10; hp 52; Init +9 (+5 Dex, +4 Misc); Spd Walk 30'; AC 23, touch 15, flat-footed 23 (Base 10 + Armor 7 + Shield 1 + Dex 5 + Size 0 + Nat 0 + Misc 0); Base Atk +7/+2; Grp +8; Atk: +13 melee (1d6+2 18-20/x2 +1 rapier) or +13 ranged (1d8 19-20/x2 masterwork crossbow, light); Full Atk: +13/+8 melee (1d6+2 18-20/x2 +1 rapier) or +13/+8 ranged (1d8 19-20/x2 masterwork crossbow, light); SA: Evasion (Ex), Improved Uncanny Dodge (can't be flanked except by a rogue of 14 level), Opportunist (Ex) 1/round a rogue Atk of Op vs opponent hit by another character, Sneak Attack +5d6, Trap Sense (Ex) +3, Trapfinding; Vision: Normal AL: NE; Sv: Fort +4, Ref +12, Will +3; Str 12, Dex 20, Con 12, Int 14, Wis 10, Cha 10


Skills and Feats:  Appraise +7, Balance +7, Bluff +13, Decipher Script +7, Diplomacy +9, Disable Device +5, Disguise +2, Escape Artist +12, Gather Information +7, Hide +18, Intimidate +2, Jump +3, Knowledge (local - Sheldomar Valley) +7, Listen +13, Move Silently +18, Open Lock +8, Search +7, Sense Motive +5, Sleight of Hand +12, Spot +13, Tumble +18, Use Magic Device +5, Use Rope +10; Dodge, Improved Initiative, Mobility, Spring Attack, Weapon Finesse 


Possessions: 1 +1 rapier, 1 +1 mithral buckler, 1 +2 mithral chain shirt, 1 +2 gloves of dexterity, 1 masterwork crossbow, light, 20 Bolts, crossbow

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.

The rogue's attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.

Ranged attacks can count as sneak attacks only if the target is within 30 feet.

With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual -4 penalty.

A rogue can sneak attack only living creatures with discernible anatomies-undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak attacks. The rogue must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A rogue cannot sneak attack while striking a creature with concealment or striking the limbs of a creature whose vitals are beyond reach.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap's DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked.

This defense denies another rogue the ability to sneak attack the character by flanking her, unless the attacker has at least four more rogue levels than the target does.

If a character already has uncanny dodge (see above) from a second class, the character automatically gains improved uncanny dodge instead, and the levels from the classes that grant uncanny dodge stack to determine the minimum rogue level required to flank the character.

Opportunist (Ex): Once per round, the rogue can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the rogue's attack of opportunity for that round. Even a rogue with the Combat Reflexes feat can't use the opportunist ability more than once per round.

Gallen ap Kean, male human (Flan) Sor10; CR 10; medium humanoid; HD (10d4)+20; hp 51; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 15, touch 12, flat-footed 14 (Base 10 + Armor 0 + Shield 3 + Dex 1 + Size 0 + Nat 0 + Misc 1); Base Atk +5; Grp +5; Atk: +5 melee (1d8 20/x3 longspear) or +6 ranged (1d8 19-20/x2 crossbow, light); SA: Summon Familiar; Vision: Normal AL: NE; Sv: Fort +5, Ref +4, Will +7; Str 10, Dex 12, Con 14, Int 12, Wis 10, Cha 20


Skills and Feats:  Bluff +18, Concentration +15, Diplomacy +7, Disguise +7, Intimidate +7, Knowledge (Arcana) +14, Spellcraft +16; Greater Spell Focus (Evocation), Greater Spell Penetration, Improved Initiative, Spell Focus (Evocation), Spell Penetration 


Possessions: 1 +2 mithral buckler, 1 Brooch of Shielding, 1 +2 Cloak of Charisma, 1 ioun stone (dull grey), 1 +1 Ring of Protection, 1 scroll (haste), 1 longspear, 1 crossbow, light, 20 Bolts, crossbow


Spells:  Sorcerer: (6\8\7\7\6\4; Save DC 14 + spell level) 0: acid splash, dancing lights, detect magic, flare, ghost sound, mage hand, prestidigitation, ray of frost, read magic 1st: burning hands, mage armor, magic missile, ray of enfeeblement, shield 2nd: bear's endurance, bull's strength, false life, scorching ray 3rd: dispel magic, displacement, fireball 4th: black tentacles, fire shield 5th: wall of force
Familiar: A sorcerer can obtain a familiar (see below). Doing so takes 24 hours and uses up magical materials that cost 100 gp. A familiar is a magical beast that resembles a small animal and is unusually tough and intelligent. The creature serves as a companion and servant.

The sorcerer chooses the kind of familiar he gets. As the sorcerer advances in level, his familiar also increases in power.

If the familiar dies or is dismissed by the sorcerer, the sorcerer must attempt a DC 15 Fortitude saving throw. Failure means he loses 200 experience points per sorcerer level; success reduces the loss to one-half that amount. However, a sorcerer's experience point total can never go below 0 as the result of a familiar's demise or dismissal. A slain or dismissed familiar cannot be replaced for a year and day. A slain familiar can be raised from the dead just as a character can be, and it does not lose a level or a Constitution point when this happy event occurs.

A character with more than one class that grants a familiar may have only one familiar at a time.

Encounter Eight: The Master’s Lair

APL 6

The Master: male vampire Wiz7; CR 9; Size: medium undead (augumented humanoid); HD 7d12; hp 51; Init +8; Spd Walk 30'; AC 20, touch 14, flatfooted 16; Base Atk +3; Grp +6; Atk +6 melee (1d6+3, *slam) or +7 ranged (1d8/19-20, light crossbow); SA: blood drain, children of the night, create spawn, dominate (Will DC 19), energy drain, summon familiar; SQ: Alternate form, DR 10/silver and magic, fast healing 5, gaseous form, resistance cold/electricity 10, spider climb, turn resistance +4; Darkvision 60 ft; AL: CE; Sv: Fort --, Ref +6, Will +8; Str 16, Dex 18, Con *, Int 22, Wis 16, Cha 20


Skills and Feats: Bluff +12, Concentration +12, Craft (alchemy) +8, Decipher Script +9, Diplomacy +6, Gather Information +7, Hide +12, Knowledge (arcana) +13, Knowledge (history) +7, Knowledge (local) +7, Knowledge (nature) +7, Knowledge (religion) +14, Knowledge (the planes) +7, Listen +13, Move Silently +12, Search +15, Sense Motive +11, Speak Language (common, ancient suloise, dwarven, elven, flan, old oeridian), Spellcraft +18, Spot +13; Alertness, Combat Reflexes, Craft Wand, Craft Wondrous Item, Dodge, Extend Spell, Improved Initiative, lightning Reflexes, Spell Focus (Evocation, Necromancy) 


Possessions: +2 headband of intellect, +2 cloak of charisma, wand of magic missiles (5th level), potion of fly, light crossbow, 20 crossbow bolts, Amulet of the Master.  


Wizard Spells Prepared: (4/6/5/3/2; Save DC 16 + spell level) 0 –detect magic, light (2), resistance; 1st –magic missile, true strike (2), ray of enfeeblement (2), shield; 2nd –darkness, expeditious retreat (extended), ghoul touch, mage armor (extended), Melf’s acid arrow; 3rd –heroism, false life (extended), fireball; 4th –Evard’s black tentacles, minor globe of invulnerability; 

Special Attacks: A vampire retains all the special attacks of the base creature and gains those described below. Saves have a DC of 10 + 1/2 vampire’s HD + vampire’s Cha modifier unless noted otherwise.

Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.

Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Special Qualities: A vampire retains all the special qualities of the base creature and gains those described below.

Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.

Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.

Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.

Turn Resistance (Ex): A vampire has +4 turn resistance. 


Description:  The Master has pre-cast some spells.  These spells are the ones that are struck-through.  In addition, there is a casting of unhallow with invisibility purge in the room where The Master is found (Also, unhallow also carries a protection from good with it.  ).  If the master has warning that the PCs are coming, then he will also cast some of his other protective spells (heroism, shield, minor globe of invulnerability).  The Master will start out with his highest level area of effect spell to affect as many of the PCs as possible.  He will then follow-up with spells aimed at the most dangerous party members (normally clerics and wizards).  If pressed into melee combat, he will attempt to dominate one of the first PCs to engage him in combat.  He has already summoned his children of the night. 

APL 8

The Master: male vampire Wiz9; CR 11; Size: medium undead (augumented humanoid); HD 9d12; hp 64; Init +8; Spd Walk 30'; AC 20, touch 14, flatfooted 16; Base Atk +4; Grp +7; Atk +7 melee (1d6+3, *slam) or +8 ranged (1d8/19-20, light crossbow); SA: blood drain, children of the night, create spawn, dominate (Will DC 20), energy drain, summon familiar; SQ: Alternate form, DR 10/silver and magic, fast healing 5, gaseous form, resistance cold/electricity 10, spider climb, turn resistance +4; Darkvision 60 ft; AL: CE; Sv: Fort --, Ref +7, Will +9; Str 16, Dex 18, Con *, Int 25, Wis 16, Cha 20


Skills and Feats: Bluff +13, Concentration +13, Craft (alchemy) +11, Decipher Script +12, Diplomacy +6, Gather Information +7, Hide +12, Knowledge (arcana) +16, Knowledge (history) +9, Knowledge (local) +9, Knowledge (nature) +9, Knowledge (religion) +17, Knowledge (the planes) +9, Listen +13, Move Silently +12, Search +16, Sense Motive +11, Speak Language (common, ancient suloise, dwarven, elven, flan, old oeridian), Spellcraft +21, Spot +13; Alertness, Combat Reflexes, Improved Familiar, Craft Wand, Craft Wondrous Item, Dodge, Extend Spell, Improved Initiative, lightning Reflexes, Spell Focus (Evocation, Necromancy) 


Possessions: +4 headband of intellect, +2 cloak of charisma, potion of fly, light crossbow, 20 crossbow bolts, wand of magic missiles (5th level), rod of metamagic, maximize, lesser, Amulet of the Master.  


Wizard Spells Prepared: ( 4 / 6 / 6 / 5 / 3/ 2; Save DC 17 + spell level) 0 –detect magic, light (2), resistance; 1st –magic missile, true strike (2), ray of enfeeblement (2), shield; 2nd –darkness, expeditious retreat (extended), ghoul touch, mage armor (extended), Melf’s acid arrow, see invisibility; 3rd –blink, heroism, false life (extended), fireball, haste; 4th –Evard’s black tentacles, dimension door, minor globe of invulnerability; 5th –cone of cold, feeblemind; 
Special Attacks: A vampire retains all the special attacks of the base creature and gains those described below. Saves have a DC of 10 + 1/2 vampire’s HD + vampire’s Cha modifier unless noted otherwise.

Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.

Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Special Qualities: A vampire retains all the special qualities of the base creature and gains those described below.

Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.

Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.

Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.

Turn Resistance (Ex): A vampire has +4 turn resistance. 


Description:  The Master has pre-cast some spells.  These spells are the ones that are struck-through.  In addition, there is a casting of unhallow with invisibility purge in the room where The Master is found (Also, unhallow also carries a protection from good with it.  ).  If the master has warning that the PCs are coming, then he will also cast some of his other protective spells (heroism, shield, blink, minor globe of invulnerability).  The Master will start out with his highest level area of effect spell to affect as many of the PCs as possible.  He will then follow-up with spells aimed at the most dangerous party members (normally clerics and wizards).  He will also use the lesser rod of metamagic, maximize with either the fireball or ray of enfeeblement, depending upon the circumstances.  If pressed into melee combat, he will attempt to dominate one of the first PCs to engage him in combat.  He has already summoned his children of the night.  
APL 10

The Master: male vampire Wiz11; CR 13; Size: medium undead (augumented humanoid); HD 11d12; hp 77; Init +8; Spd Walk 30'; AC 20, touch 14, flatfooted 16; Base Atk +5; Grp +8; Atk +8 melee (1d6+3, *slam) or +9 ranged (1d8/19-20, light crossbow); SA: blood drain, children of the night, create spawn, dominate (Will DC 21), energy drain, summon familiar; SQ: Alternate form, DR 10/silver and magic, fast healing 5, gaseous form, resistance cold/electricity 10, spider climb, turn resistance +4; Darkvision 60 ft; AL: CE; Sv: Fort --, Ref +7, Will +10; Str 16, Dex 18, Con *, Int 25, Wis 16, Cha 22


Skills and Feats: Bluff +14, Concentration +15, Craft (alchemy) +14, Decipher Script +15, Diplomacy +7, Gather Information +8, Hide +12, Knowledge (arcana) +16, Knowledge (history) +11, Knowledge (local) +11, Knowledge (nature) +9, Knowledge (religion) +21, Knowledge (the planes) +9, Listen +13, Move Silently +12, Search +16, Sense Motive +11, Speak Language (common, ancient suloise, dwarven, elven, flan, old oeridian), Spellcraft +23, Spot +13; Alertness, Combat Reflexes, Improved Familiar, Craft Wand, Craft Wondrous Item, Dodge, Empower Spell, Extend Spell, Improved Initiative, lightning Reflexes, Spell Focus (Evocation, Necromancy) 


Possessions: headband of intellect +4, cloak of charisma +4, potion of fly, light crossbow, 20 crossbow bolts, wand of magic missiles (5th level), rod of metamagic, maximize, lesser, Amulet of the Master.  


Wizard Spells Prepared: (4/6/6/6/4/3/2; Save DC 17 + spell level) 0 –detect magic, light (2), resistance; 1st –magic missile, true strike (2), ray of enfeeblement (2), shield; 2nd –darkness, expeditious retreat (extended), ghoul touch, mage armor (extended), Melf’s acid arrow, see invisibility; 3rd –blink, heroism, false life (extended), fireball, haste, slow; 4th –Evard’s black tentacles, dimension door, minor globe of invulnerability, nondetection (extended); 5th –cone of cold, feeblemind, summon monster V; 6th –Tenser’s transformation, wall of ice (empowered); 

Special Attacks: A vampire retains all the special attacks of the base creature and gains those described below. Saves have a DC of 10 + 1/2 vampire’s HD + vampire’s Cha modifier unless noted otherwise.

Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.

Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Special Qualities: A vampire retains all the special qualities of the base creature and gains those described below.

Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.

Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.

Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.

Turn Resistance (Ex): A vampire has +4 turn resistance. 


Description:  The Master has pre-cast some spells.  These spells are the ones that are struck-through.  In addition, there is a casting of unhallow with invisibility purge in the room where The Master is found (Also, unhallow also carries a protection from good with it.  ).  If the master has warning that the PCs are coming, then he will also cast some of his other protective spells (heroism, shield, blink, minor globe of invulnerability).  The Master will start out with his highest level area of effect spell (Evard’s black tentacles) to affect as many of the PCs as possible.  He will then follow-up with spells (feeblemind or slow) aimed at the most dangerous party members (normally clerics and wizards).  He will also use the lesser rod of metamagic, maximize with either the fireball or ray of enfeeblement, depending upon the circumstances.  If pressed into melee combat, he will attempt to dominate one of the first PCs to engage him in combat.  He has already summoned his children of the night.  
APL 12

The Master: male vampire Wiz13; CR 15; Size: medium undead (augumented humanoid); HD 13d12; hp 90; Init +8; Spd Walk 30'; AC 20, touch 14, flatfooted 16; Base Atk +6/+1; Grp +9; Atk +9 melee (1d6+3, *slam) or +10 ranged (1d8/19-20, light crossbow); Full Atk +9/+4 melee (1d6+3, *slam) or +10/+5 ranged (1d8/19-20, light crossbow); SA: blood drain, children of the night, create spawn, dominate (Will DC 22), energy drain, summon familiar; SQ: Alternate form, DR 10/silver and magic, fast healing 5, gaseous form, resistance cold/electricity 10, spider climb, turn resistance +4; Darkvision 60 ft; AL: CE; Sv: Fort --, Ref +8, Will +11; Str 16, Dex 18, Con *, Int 26, Wis 16, Cha 22


Skills and Feats: Bluff +14, Concentration +17, Craft (alchemy) +16, Decipher Script +17, Diplomacy +7, Gather Information +8, Hide +12, Knowledge (arcana) +18, Knowledge (history) +13, Knowledge (local) +13, Knowledge (nature) +11, Knowledge (religion) +23, Knowledge (the planes) +11, Listen +13, Move Silently +12, Search +16, Sense Motive +11, Speak Language (common, ancient suloise, dwarven, elven, flan, old oeridian), Spellcraft +25, Spot +13; Alertness, Combat Reflexes, Improved Familiar, Craft Wand, Craft Wondrous Item, Dodge, Empower Spell, Extend Spell, Improved Initiative, lightning Reflexes, Spell Focus (Evocation, Necromancy), Greater Spell Focus (Evocation) 


Possessions: headband of intellect +4, cloak of charisma +4, potion of fly, light crossbow, 20 crossbow bolts, wand of magic missiles (5th level), boots of speed, rod of metamagic, maximize, lesser, Amulet of the Master.  


Wizard Spells Prepared: (4/6/6/6/6/4/3/2; Save DC 18 + spell level) 0 –detect magic, light (2), resistance; 1st –magic missile, true strike (2), ray of enfeeblement (2), shield; 2nd –darkness, expeditious retreat (extended), ghoul touch, mage armor (extended), Melf’s acid arrow, see invisibility; 3rd –blink, heroism, false life (extended), fireball, haste, slow; 4th –Evard’s black tentacles, dimension door, fire shield, Melf’s acid arrow (empowered), minor globe of invulnerability, nondetection (extended); 5th –cone of cold, feeblemind, fireball (empowered), summon monster V; 6th –circle of death, Tenser’s transformation, wall of ice (empowered); 7th –Mordenkainen’s sword, waves of exhaustion.
Special Attacks: A vampire retains all the special attacks of the base creature and gains those described below. Saves have a DC of 10 + 1/2 vampire’s HD + vampire’s Cha modifier unless noted otherwise.

Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.

Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Special Qualities: A vampire retains all the special qualities of the base creature and gains those described below.

Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.

Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.

Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.

Turn Resistance (Ex): A vampire has +4 turn resistance. 


Description:  The Master has pre-cast some spells.  These spells are the ones that are struck-through.  In addition, there is a casting of unhallow with invisibility purge in the room where The Master is found (Also, unhallow also carries a protection from good with it.  ).  If the master has warning that the PCs are coming, then he will also cast some of his other protective spells (heroism, shield, blink, fire shield, minor globe of invulnerability).  The Master will start out with his highest level area of effect spell (waves of exhaustion) to affect as many of the PCs as possible.  He will then follow-up with spells (feeblemind or slow) aimed at the most dangerous party members (normally clerics and wizards).  He will also use the lesser rod of metamagic, maximize with either the fireball or ray of enfeeblement, depending upon the circumstances.  If pressed into melee combat, he will attempt to dominate one of the first PCs to engage him in combat.  He has already summoned his children of the night.  
DM Aids: Map #1 – Encounter Two – Bengan’s Mercantile and Shipping
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DM Aids: Map #2 – Encounter Two – Bengan’s Mercantile and Shipping
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DM Aids: Map #3 – Encounter Five – The Cellar
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DM Aids: Map #4 – Encounter Eight – The Master’s Lair
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Player Handout #1A

Dear Sir or Madam:

You have helped me before, regarding a certain humanoid problem in the Lortmils.  I now need your help again regarding that same problem.  This problem requires the upmost discretion  Please meet me at noon in Lortenford at the Dead Dark Elf Inn on Patchwall 15, CY 594.  –Mafrik Longaxe

Player Handout #1B

Dear Sir or Madam:

You have been recommended to me by an associate of mine who feels that you are a friend of Gran March and know how to be discrete.  I need your help regarding a humanoid problem in the Lortmils.  Please meet me at noon in Lortenford at the Dead Dark Elf Inn on Patchwall 15, CY 594.  –Mafrik Longaxe

Player Handout #2

Dearest Master

I regret to inform you that, since you no longer serve The Whispered One, I can no longer serve you in good conscience.  Some of your former servants are upset at the way you treated Angula, so it was easy to convince them that I could lead them to a better way.  Of course, as you see before you, that better way is to see to your destruction.  Do not bother to look for me, I have found others of like mind who believe that The Whispered One will bring about a new era of dominance over the Sheldomar Valley.  

Sincerely

Mjieffis

Player Handout #3 - Rumors

Someone has threatened the life of Dervia Bengan (an elector's wife).  

There are old tunnels beneath the sewers in Lortenford.

The Dead Dark Elf's basement contains a passageway to the underdark.

The Scarlet Brotherhood has established a toehold in Lortenford.

The former Commandant has visited Lortenford recently.

The former Commandant has bought a house near the river.  

Baron Giere Dieren's son has fathered numerous half-elven children in Lortenford.

Dervia Bengan was a bard in Hookhill.

Elector Alesenor En’Tianos is an effeminate elf who talks with a lisp and has no children.

The Weaver's Guild is run by elves.  

The Weaver's Guild smuggles their goods through the Duchy of Ulek to avoid paying tariffs.

There is a section of river that is permanently dirty because it was used to wash dwarves.

Critical Event Summaries

Do the PCs help the goblins that are below the Shipping Warehouse?  How?  

Do the PCs learn that there is a doppelganger impersonating the elector?  If so, does the doppelganger escape?  Do the PCs give any evidence or testimony about the doppelganger to the authorities?  

Do the PCs learn of Dervia’s role in moving humanoids to the Lortmils?  If so, does she escape?  Do the PCs give any evidence or testimony about her involvement to the authorities?  

Do the PCs learn of Dervia’s pregnancy?  

Do the PCs help the goblin, Dardak?

Did any PCs help the ghost, Deren, in the past (Mines of Loras Ma)?  

Which PCs, if any, actually use the Spear of Derren Plowson against either The Master or his amulet?  (These PCs should receive the Mark of the Spear of Derren Plowson.  )  

Do the PCs report their encounter with The Master to the authorities?  

Who do the PCs report as aiding The Master to the authorities (Elector Bengan, Dervia Bengan, and/or the doppelganger, Eiro Lerith)?  

Do the PCs report the letter from Mjieffis to the authorities?  
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�Changed the name of the inn as the playtesters noted (correctly IMO) that the Dieren Elves would rather see drow dead than drunk.


�Does each Elector have a distinctive symbol?


�PAGE \# "'Page: '#'�'"  ��Feel free to include the specific name of any companies in Gradsul that may be affiliated with the Scarlet Brotherhood.  


�Would that be lieutenant?


�In v3.5, all stat blocks must have full paragraph explanation of special abilities, just like the MM entry.


�Smooth out this paragraph.  It is choppy.  Technically, Dervia is the elector's wife, not the electress.  The only paperwork that can possibly be involved would be that which would verify that he claims the child as his.  By law, if the child is legitimaate, he is the heir to the elector's position and all that goes with it, and thus his mother has control until he comes of age.


�Leave nothing up to assumption.  Tell the DM what he is supposed to relay to his players.  Either all Flan warriors in this scenario are part of Bengan’s file, or they’re not.


�This guy can only prepare one spell at this level.  Gonna have to pick one. 
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