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The allied forces of Geoff, Gran March, Keoland, Bissel and the Yeomanry are preparing for a final, massive assault on the giant-held city of Gorna.  In preparation, Commandant Magnus Vrianian has come to Gorna to toast its warriors, and make a few announcements.  You are invited to the banquet to honor the Allies’ heroes who march at week’s end to the battlefield that is Gorna.  The giants however, prefer a different battlefield.  A Gran March Interactive adventure for APLs 2-18

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 record-keeping 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.


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

Playing the Game






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


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 judge) 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 judge 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 bold italics. 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.

Tracking






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and judge fill out the RPGA Tracking Sheet.  The judge should complete the top of the form and list his name and RPGA number.  The players should each list their name and RPGA number.  After the form is filled out it should be given to the Event Coordinator.

Living Greyhawk





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 discussed in the Preparation section above 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.

2. 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.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.

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

4. 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 and gold a PC may gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character will receive only one-half of the experience points for the adventure.  Further, if the PC is three character levels or more lower than the APL at which this adventure is being played, that PC will receive one-half gold for the adventure as well.  This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


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

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

6. 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 move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.

Time Units and Upkeep




This is a standard one-round Regional Interactive 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. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.


A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

For the last five years, giants have occupied most of Geoff.  Most of the Gyri that survived the initial invasion were pushed to the far eastern border of Geoff to Hochoch.  The survivors managed to establish a final front that has held for five years, due in large part due to the Army of Retribution that has occupied Hochoch during these years.  In the last two years, the displaced Gyri have gone on the offensive and have made a concerted effort to dislodge the giants from Geoff.  The city of Gorna, formerly the capital of Geoff that is presently held by giants, has been attacked twice by the allied forces of Geoff, Gran March, Bissel, the Yeomanry and Keoland.  The allied forces are preparing to launch another offensive against the giants in Gorna.  The giants are aware of this pending assault, and are exploring ways to deflect the armies preparing to assault them.

Over the last few years, Geoff’s strongest ally has been Gran March, but the relationship between the two countries has been strained at times.  One year ago, the Commandant of Gran March demanded Hochoch and the surrounding area as payment for the sacrifices Gran March has made on behalf of Geoff.  He threatened to pull out of the war with the giants if the Regent of Geoff did not comply with the demand.  While the Commandant has since reaffirmed his commitment to the people of Geoff that Gran March will stand firm in driving the giants out of Geoff, there is substantial doubt about the integrity of that commitment from the Gyri, and even among some citizens of Gran March.  The giants recognize this history of questionable Gran March loyalty, and are hoping to exploit it. The giant leaders feel that, among all of the armies gathered, the Gran March armies are most likely to pull out of the attack on Gorna if faced with a crisis within their own borders.  They have surmised that Gran March has remained an ally of Geoff over these years more for self-preservation than from commitment to their neighbor.  If Geoff falls, Gran March will have giants for neighbors.  Though the giants have not made a push east of the Sheldomar River in the past few years, they know that they are about to fight a losing battle against many thousand Tyv soldiers unless they can find a way to split those forces.  They plan to enter Gran March and attack a major city, forcing Gran March to redeploy forces toward that battle or lose the city.  Gran March has had the luxury of using what remains of human-held Geoff as a battle-zone buffer between itself and the giants for most of a decade.  That is about to change.

Shiboleth is greatly weakened right now, and vulnerable to attack.  An earthquake recently rocked Shiboleth and the city is in a state of slow recovery.  It is also along the major trade route to Hochoch, so it would benefit the giants to disrupt the flow of supplies moving west.  The giants plan to invade Shiboleth magically, and provide the Gran March armies with the means to follow them. The giants have conceived a plan that will let them create a threat that Gran March cannot ignore and facilitate the immediate redeployment of the two armies in Geoff back to Gran March.  With the help of an old and fading ally, the giants will announce their intent to invade the Gran March city, and will put resources at the Commandant’s disposal that will make it easy for Gran March to move those armies quickly.

Kenningamek, a kobold sorcerer who has operated within Gran March for a few years, is loosely employed as an agent of the Sakhut.  His original task was to prevent the military road that was being cut through the Dim Forest between Hochoch and Hookhill.  He failed in that mission, and he has opted not to return to the giants, as he knows his failure would probably mean his death.  He has been lying low for a while now, maintaining minimal contact with his Sakhut masters.  He has also established other employment, and would like to quietly sever his connection to the giants, doing so as amicably as possible.  He is hoping to buy his freedom by providing the giants with detailed information on Shiboleth and certain very powerful scrolls.  Among the scrolls that he is gifting to the giants are three scrolls of Teleport Circle.  The giants will use the first of these scrolls to teleport a force of 1,500 invaders into Shiboleth, and the second for their eventual retreat.  The third is being sent to the Commandant of Gran March.

The giant informants in Hochoch and Gran March have learned that Commandant Magnus Vrianian will be in Geoff with the Armies of Retribution and Judgment in the days right before the final assault on Gorna.  The giants will plan their invasion of Shiboleth to coincide with the delivery of a package to Commandant Vrianian.  The package will contain the third scroll of teleport circle, and a programmed illusion of the fire giant king, Brodde, informing Vrianian that an invasion of Shiboleth is underway.  Brodde will defy Vrianian to come stop him, noting that Vrianian has the force at his immediate disposal (the two armies) to keep the giants from killing everyone in Shiboleth.  Magical sending spells will arrive to Vrianian and his advisors from clerics and wizards in Shiboleth, confirming Brodde’s statements.  Brodde’s plan is to draw the Gran March armies into Shiboleth and not only inflict casualties on them, but leave them in charge of a city so devastated by invasion that they cannot freely return to Gorna.  The giants plan to leave so much destruction and so many wounded in their wake that the Commandant feels like he cannot abandon a desperately wounded Shiboleth.

What the giants do not know is that Vrianian is hosting a banquet at the time that the invasion is scheduled to launch.  Vrianian is hosting a banquet for a number of notable Gyri and Gran March nobles and heroes a few days before the assault on Gorna.  He also has a few announcements to make.  When he receives the package from King Brodde, how he responds will depend somewhat on the PCs in attendance.  

Adventure Summary

Gran March Commandant Magnus Vrianian has traveled to Geoff to be present for the final allied assault on giant-held Gorna.  He is staying with the headquarters of the Armies of Retribution and Judgment.  The interactive occurs three or four days before the scheduled final assault on Gorna by the combined armies of Gran March, Geoff, the Yeomanry and Keoland.  For reasons of his own, Commandant Vrianian is hosting a small gathering of influential NPCs and decorated PCs.  It is a small affair, hosted at the compound of the Gran March armies.  

During the late evening, the Commandant will receive a box from King Brodde, the ruler of the fire giants.  Opening the box will cause a programmed image of King Brodde to appear and reveal a scroll inside the box.  King Brodde will inform the Commandant that a force of 2000 (a slight exaggeration) giants and goblinoids has just invaded Shiboleth, and even as he speaks, Gran March citizens are paying the price for meddling in this war.  King Brodde will indicate that the scroll inside the box contains a Teleport Circle.  Knowing that the Commandant is with his armies at Gorna, King Brodde prompts him that he has a choice – bring his armies back to his own country to stop the giants from destroying Shiboleth, or concede the lives of his countrymen to the giants as an acceptable casualty of war.  

Commandant Vrianian will listen to the image of King Brodde, then will confirm to those in attendance that he is receiving sending spells from clerics and wizards in Shiboleth, verifying Brodde’s claim.  Others among Vrianian’s bodyguards will receive similar sendings.  He will confer with his advisors for just one moment, and then he will indicate that he is considering suggestions from those present as to how best respond to this situation.  He will make anyone who wishes to speak be brief, indicating that lives are at stake while they talk.  He will generally take the opposing position of most suggestions, showing where suggestions can be flawed.  This will go very quickly, or the PCs will be silenced very quickly.  In the end, he will conclude that Gran March will not pull forces out of Gorna.  They are committed to the expulsion of the giants from the Sheldomar Valley, and this is the opportunity to see this threat ended.  He will decide that he is going to Shiboleth with his guards and anyone present who wishes to repel the invaders.  It is preferable that a PC suggests this plan to Vrianian, but if no one does, he will conclude it on his own.

Once in Shiboleth, the PCs will see that the city is under a massive attack.  Commandant Vrianian will be receiving information from guards that have taken to the air and he will direct groups of PCs toward parts of the city with quick, general instructions on what enemy forces they should look to encounter.  Each group will cross Shiboleth, and in some cases, the PCs should avoid confrontation with more powerful giant forces than they can handle along the way.  It this point, the interactive will move to table-top combat-intensive play.

The battles will be quick and vicious.  Enemy forces are everywhere, traveling in small packs that are looking to cause maximum property damage and injure as many people as possible.  Although there will be text where PCs encounter specific opponents, the DM should make the players aware that their PCs can see lots of fighting at long distances from almost anywhere.  They can hear sounds of battle from all directions.  PCs will have the opportunity to engage forces that are obviously more powerful than themselves and those that are much less powerful.  In general, they will confront APL appropriate groups of giants and goblinoids, but the opportunity to stray from the APL does exist.  PCs will have the opportunity to fight giant forces, save civilian lives and minimize damage to buildings.  Each successful objective achieved will contribute to the success of the counter-attack.

As the combat rages, PCs will spot other forces attacking the giants.  Groups of evil outsiders (yugoloths) will be seen in the far distance, through smoke and rubble, confronting groups of giants, and attacking them in unconventional ways.  It is possible that the yugoloths will directly engage the same opponents that the PCs are fighting, but the yugoloths do not appear to be trying to specifically aid the PCs or the people of Shiboleth.

At some point, the PCs will encounter a group from a Shiboleth militia group.  It can be an encounter where the PCs aid the militia, or the militia can come to the aid of the PCs.  The PCs will learn that former Commandant Petros Gwalchen is organizing the militia and remaining active duty soldiers to fight the giants and goblins.  

As each group of NPC foes falls, a count will be made by the head judge.  Once (If) the PCs have inflicted a specified level of casualties on the giants, the fire giant leaders will sound the retreat.  The PCs will be able to continue attacking the giant forces as they retreat, or they can let them run.  The giants will continue to cause damage as they retreat, so only the most depleted PCs should break off pursuit.  Continuing to attack the giants as they retreat will reduce the giant forces that are available to defend Gorna.

If the PCs are not able to drive the giants out of Shiboleth, the giants destroy property and injure innocents with impunity.  Shiboleth is effectively destroyed and Gran March will be unable to field one of it’s armies at Gorna.  Supplies and soldiers will have to be diverted to Shiboleth to aid the thousands of injured and slowly dying.  Commandant Vrianian will be forced to go back partially on his commitment to the assault on Gorna and recall one of the armies to help with the saving of lives in Shiboleth even as Gorna is besieged by the allied forces.

Preparation for Play

Groups should form APL appropriate tables and be assigned a DM prior to the LARP portion of the interactive.  When the groups enter Shiboleth, they should be able to go quickly to their tables to begin the combats with minimal delay in set-up time.  When they form up at their tables, all participants will be given name tags to wear that indicate their name, military affiliation, any favors they may have from the Commandant and what APL they will be playing for the battle.  Players should be told that their PCs are attending a banquet hosted by the Commandant of Gran March, but that it is near the front line of battle near Gorna.  However, PCs will not be permitted to enter the banquet dripping in pre-cast spells.  Indicate that no one with active spells will be allowed to attend the banquets.  Anyone who is unwilling to abide by the Commandant’s security precautions will not be allowed to attend the banquet.  The only exceptions to this are active duty officers in the Gran March army, and active duty PCs assigned to the First Battle.  And those PCs who spellcast may not put spells on other PCs at the beginning of the module.

Introduction

The PCs are all invited to a dinner party being hosted by Commandant Magnus Vrianian in the encampment of the Armies of Retribution and Judgment.  There will be additional dignitaries from both Gran March and Geoff present.  The party is a very low key affair, with minimal fanfare.  Commandant Vrianian will be introduced as he enters, as will other notable NPCs.  The Commandant will be attended by a force of personal bodyguards.  PCs may approach them, but not in force.

In general, the PCs will remain at their tables for most of this interactive, reflecting the banquet atmosphere of the interactive.  The Commandant and other NPCs will circulate, meeting all of the PCs; thanking them for coming and wishing them well if they are planning to join the assault on Gorna.  Characters will have approximately 15 minutes to interact during the LARP section of the interactive before a package is delivered to the Commandant.   During this interaction, the DM portraying the Commandant is encouraged to note a number of PCs who are known to the Commandant, and whom he would turn to for advice.  Word will circulate quickly that the Commandant was delivered a small box and that their guards are examining it further.  Commandant Vrianian will further call a few PCs who are known to him forward to examine the box as well.  Those examining the box will learn that while it is not trapped, it radiates illusionary magic that will active when it is opened.  There is also strong conjuration magic coming from something inside of the box.

Once his experts have determined that there is no immediate danger from opening the box, the Commandant will suggest that everyone step back a bit while one of his men opens the box.  Once they do so, a programmed image of King Brodde, leader of the fire giants will appear.  The head judge will indicate to the players that a large image of Brodde has appeared, and has begun to speak.  The DM portraying King Brodde will step to the center and speak.  While he is delivering his message, the Commandant’s guards will be examining the scroll inside the box to determine its nature.  Before opening the box, the Commandant will indicate that he wishes to see whatever the giant’s illusion will reveal, so no one is to dispel or interrupt it.

King Brodde will deliver a short, taunting speech in the general direction of Commandant Vrianian.  The image cannot interact, so it does not actually make eye contact with anyone.  It also does not stop talking or repeat itself, so any PC who speaks over it will gain the ire of Commandant Vrianian.  

“Commandant Vrianian, welcome to the lands of Asorn.  I regret that you have rejected our earlier offers.  Your lands too now shall fall before the storm of the Sakhut.  While you have marshaled your armies to invade our homes of Het Kilde and Asorn, we have returned the favor.  The forces that should be at home protecting Gran March citizens are instead here, fighting for those low-born Gyri who despise you as much as they despise us.  Those Gran March citizens at home now need these armies of yours, Vrianian.  Many minutes ago, 2,000 giants and goblinoids magically entered your home city of Shiboleth.  By now, your 17th battle should be destroyed and your city set to the torch.  Armies that should be home defending their families are here instead, fighting for ungrateful Gyri.  But take heart – my warriors and I grow easily bored at killing those who cannot fight back.  Inside this case is a scroll that will allow your armies to defend their families after all.  Use the scroll, open the portal, and bring me a fight.   I promise you that it will take everything your two armies have to stop my warriors.  Luckily for you, you have two armies at your immediate call.  We were going to war anyway, Vrianian, I merely moved it to your home instead of mine.  Or you could stay put, and accept the deaths of those in Shiboleth as a reasonable sacrifice.   I await you Vrianian - in your own yard this time.”

The Commandant will listen to the image, showing no emotion.  He will confer with his advisors for a moment, and then will turn to the collected PCs for suggestions.  He will begin with a PC who is known to him and will take a few suggestions.  He will call upon the first PC, and in short, emotionless tones, will say, “Advise me.”  He will keep the suggestions period very brief, as people in Shiboleth are dying and he has no time for PCs who love the sound of their own voice.  

In conclusion, he will announce his decision to leave the armies in place and lead the heroes who are present, and will come with him, into Shiboleth.  Hopefully one or more PCs will make this suggestion.

Vrianian will address the PCs:

“My advisors tell me that this scroll is not trapped, and is exactly as it appears to be.  We will go fight Brodde, but it will be a much different fight than he is prepared for.  Those who would go with me, form up into groups.  When the circle is cast, come through as a group, ready to fight.  I hope to have some idea of where to send you as you come through.  Gran March veterans are now reactivated, and will receive orders in Shiboleth, as will active duty soldiers.”

With that, one of Commandant Vrianian’s guards will read the scroll, and five of his guards will go through.  In the following round, the Commandant will go through with five more guards.  After that, PC groups will enter the circle and be deployed by the Commandant as they come through.  Each group will have four rounds to prepare for their entry into the teleport circle.  This will give them four rounds to cast spells or activate items if they wish, retrieve animal companions from outside the banquet or whatever other preparation they wish to take.  PCs who retrieve animals from outside the banquet hall are assumed to spend the entire time doing that, and cannot cast or receive more than one spell before entering the teleport circle.  They can take their time once they pass through the circle if they wish, but they should have a sense of urgency that overrides the methodical allocation of spell casting among the party.  The DM portraying the Commandant will circulate among the tables, giving assignments to each group and offering aid to some.  This will be very quick, with no time for discussion, reflecting that each group receives about six seconds of the Commandant’s attention before another group needs him. 

Encounter One: Arrival

As the DM portraying Vrianian approaches the table, the DM should read the following:

As you step through the teleport circle, you feel the temperature drop.  Storm clouds above you boom in fury and a cold wind cuts across your flesh.  You are standing in a courtyard and you can hear the sounds of chaos coming from the other side of the walls around you.  The Commandant calls you over and regarding you appraisingly:

The DM portraying the Commandant will provide the following:

 “Hurry to the (see Assigned Sections by APL Below).  It is less than ½ mile from here.  There have been (see Creatures Spotted by APL below) spotted in that area – find them, stop them.  You might have to go through dangerous areas to get there.  Do not pick a fight that you cannot win.  Avoid it if it is too strong for you, you do me no good by getting killed.  And don’t waste too much time running down weaker opponents, I’m sending out groups as fast as I get them.  I’ll be in touch, now go!”  

If the table is APL 2 or APL 4, he will also provide the PCs with a single wand of cure light wounds.  As the Commandant moves to another table, the DM should resume:

The Commandant turns to the next group of volunteers coming through the portal.  As you move off, you see flying figures in the air above you fighting what appear to be the very clouds above.  The storm clouds appear to be fighting back

The remainder of the battle interactive will be a running battle to locate and defeat the giant and goblinoids invaders and save numerous injured people.  As groups come through the teleport circle, Commandant Vrianian will assign each group a sector of Shiboleth to make their way toward based upon their experience level.  

The main map of Shiboleth is sectioned into areas that correspond roughly to APLs.  The more powerful giant foes are operating in the better constructed areas of the city, focusing on trying to damage large buildings.  The poorer sections of town have smaller buildings made of more wood than stone, so smaller giants and goblinoids are well suited to attack those areas.  The wealthier areas not only have better constructed buildings, they are also better defended, and so the giants are sending stronger forces into those areas. 

Assigned Sections by APL

APLs 2 – 6: Southwest corner, near the recent collapse

APLs 8 – 12: Northwest corner, in the residential district

APls 14 – 16: East, at the base of Baron’s Hill, in the residential area

APL 18 Southeast, near the barracks of the 17th
Creatures Spotted by APL
APL 2: Ogres and hobgoblins
APL 4: Heavily armored ogres leading goblins
APL 6: Hill giants leading lots of ogres
APL 8:  Fire giants leading ogres
APL 10: Some fomorians and scattered hill giants
APL 12: Fire giants leading all manner of trolls
APL 14: Trolls of all sorts and a huge fomorian
APL 16: A Huge, dark figure and what appear to be mountain trolls
APL 18: A huge, dark winged figure and at least one fomorian
There is no defined structure to the order or location of combats.  DMs have a lot of flexibility in how they want to present the encounters, including the order of foes, what part of the city they occur in, and what NPCs or buildings are nearby.   NPC opponents are detailed in the appendices, in APL order.  For each wave of opponents, descriptive text has been included following the stat blocks.  This will hopefully make it easier to organize the combats by placing all pertinent information in one location.  There are six groups of opponents at each APL, and DMs should use them in any order, and re-use groups if the PCs defeat more than six groups of opponents.  There are elemental storms above Shiboleth, causing freezing rains and lightning flashes, but this will not cause adverse combat conditions for the PCs.  It is mostly atmosphere, and allows the DM to describe what PCs see at a distance when lightning flashes.  NPCs will be fighting the elemental storms, so that should not be a concern for the PCs, and it takes the NPCs out of the PCs’ way.

NPC Objectives:

The giants and goblinoids that are invading Shiboleth are among the most fanatical followers the Sakhut can afford to risk.  Most of them expect to die in this assault, but most of them also volunteered for the mission.  They are courageous, disciplined and organized.  Their specific mission objective is to draw the Gran March armies away from Gorna and force them to expend resources on repelling this assault, and then expend more resources on saving lives.  They do not expect to be able to seize or hold Shiboleth, and while they would like to kill as many Tyv as they can, they realize that they can tie up Gran March forces more effectively by simply injuring as many as possible.  Dead bodies and burned buildings can be dealt with quickly and take little effort.  Two thousand seriously injured citizens and a hundred children trapped and bleeding underneath partially collapsed buildings across a city will consume huge amounts of healing magic and manpower for weeks.  All the while, no supplies are coming though that location to the armies at Gorna.

NPC Tactics:

The giants and goblinoids are trying to seriously injure any Tyv in sight, and do as much property damage as possible.  They want to kill those on-site who can provide aid, and they want to cripple all transport vessels and animals.  They will use the following tactics:

Injure Tyv badly. Try not to kill cleanly.   If you can’t be precise with an injury, take the kill.

Destroy as many buildings as possible without resorting to fire.  Collapsing buildings with people inside is ideal.

Kill or maim horses and destroy wagons or ships.

Kill all healers and soldiers.  

Ignore enemies you have to chase if you can damage property or Tyv close by.

Giants topple buildings, and goblins inflict injuries.

Stay mobile and disrupt any organizing force.

If things go badly and retreat is an option, break off and move to the retreat point. (In game terms – if the PCs kill the obvious leader of a group and the battle is lost, the lower powered opponents will withdraw if possible.  If the leader is badly hurt and can escape with at least ½ his remaining force, he will withdraw.  This qualifies as a defeated group.)

Significant Conditions inside Shiboleth
While moving through Shiboleth, the DM should know the following information in case PCs make an effort to learn what has happened to specific people or places:

1. There is fighting all around the PCs, usually at medium to long range.  While the appendices describe particular encounters, the PCs would be able to see fighting in the distance almost anywhere in Shiboleth.  There are injured and dead on most every street.  PCs will need to be informed of this before they begin casting area of effect spells.
2. It is dark because storm elementals and tempests are looming over the city, blocking the moon and stars.  There is very little rain, but there is a cold wind and lightning and thunder indicate the hostility of the elementals above.  
3. Most of the temples have been attacked in one form or another.  Most have taken some damage and a few have taken heavy losses.  
4. Most people have retreated to their homes or whatever building was close by when they first saw the giants.  There is an expectation that the 3rd and 17th battles will quickly take to the streets to deal with this, and few people are willing to enter the streets until an organized force shows up that they can join.  Many of the people do not know that the 3rd battle has recently been sent to Hochoch, and no one knows that the giants decimated the 17th at the beginning of the invasion.  Others are simply trying to stay put to protect themselves and their families.  A few have gone into the streets, organizing with their neighbors.  Most of those are now dead or dying in the streets, although they have inflicted losses on the invaders.  
5. The wealthier, more fortified homes have taken some damage, but mostly the giants tossed a few boulders at the homes so the guards and people inside would pull back to defend against the surprise attack rather than take immediately to the streets to fight the giants.  There will be a period where the shock will wear off, but as the PCs arrive, most are still reeling from the shock of the invasion.
6. One of the first assaults was made against the barracks of the 17th battle.  Numerous giants, trolls and ogres attacked the 17th battle, focusing fire on the officers.  PCs visiting the barracks can see bloody uniforms of a knight colonel and two captains nailed to the barracks door.  There are at least 200 dead soldiers here, many of them still in their bunks.  The death giants came to this location first, and many of the soldiers simply did not have the life force to resist the giant’s soul stealing ability.
Encounter Two: Running Battle

While running to their assigned sector of Shiboleth, PCs will encounter various enemy forces.  The DM can decide whether to use an enemy group well below the PCs’ APL or well above it. 

As you leave the walled courtyard where the Commandant is coordinating the assault, you enter a city under siege.  You hear screaming and fighting all around, though the only people you see on this street are other adventurers who are running to different sections of the city.  As you move just a block away from the courtyard, the scene shifts.  The screaming and fighting now takes form as you see bodies in the streets and see shadows of conflict down the street.   There are lots of injured people on the streets, and many are pulling themselves toward buildings and as lightning lights up the streets, you can see most are leaving bloody trails in their wake.  There are frightened people helping pull the injured into buildings, looking desperately up and down the streets as they drag their groaning burdens.  Lots of the buildings around you have had big holes smashed into them, and more than a dozen buildings on this street are partially collapsed.  From inside more than one partially collapsed building, you can her moans of pain.  Among the dozens of injured in the streets, you see many dead soldiers, and many dead goblinoids.  

The PCs can stop to attend to the wounded if they wish.  Do not bog them down too much with too many wounded this early.  Let them begin helping, then encourage them to move on to prevent more injuries, not just cure after the fact.  If the PCs think to ask, they see no sign that buildings are being burned.  

As you press on toward your assigned section of the war zone that Shiboleth has become, you begin to emerge from an alley and see a group of invaders that do not appear to have noticed you yet.

This group of invaders might be too strong for the PCs, or it might be an easy victory.  The DM should choose one group of opponents that is either well below the APL or well above it.

If the opponents are below the PCs’ APL:

The DM should simply present the opposing force at face value.  DMs should use a force that is substantially below the PCs APL (4 or more) just so the fight goes quickly.  Let the PCs spot the opponents from medium range, and indicate that fighting can be heard from all around.  Give the PCs the option of moving to confront the less powerful opponents, or continuing on to their assigned sector.  There is no penalty for fighting less powerful foes.  It merely consumes time, and PCs might determine that there are other groups well suited to confront less powerful opponents.  But saving a few folks from a lower powered opponent is still saving lives, and it contributes to the overall success rating of the interactive.  The DM should not choose a group that contains a named leader for this encounter.  The first group in each APL appendix is labeled Group A and contains a named leader.   Defeating one of these NPCs should represent a significant accomplishment, and defeating such an NPC if the PCs are 5 levels higher is not a significant accomplishment. 

If the opponents are above the PCs’ APL:

If the DM is using a force that is higher than the PCs’ APL, he should be explicit about the tremendous power the giants and goblinoids display in comparison to the PCs.  Even though the giants might be injuring innocents, it should be obvious to the PCs that this is a fight they should not pick.  Let the PCs spot the opponents from a long range, and indicate that fighting can be heard from all around.  Modify the descriptive encounter text in the appendix as needed to make the encounter occur at further than close range.   The PCs’ focus in this type of encounter should be to remain unseen, then rush to aid any victims left by the more powerful force.  They should also report the more powerful force to the Commandant when he telepathically checks in with them.  If the PCs choose to fight the more powerful opponents, the DM should run it like a normal combat, giving the PCs a chance to retreat if they realize their error.  

The DM can pick any other group of opponents from any APL to be the Running Battle encounter.  

The DM should not, under any circumstances, force the PCs into a fight above APL.  If the DM wants to encourage a table to fight opponents that are from an APL below the PCs, that is acceptable, but not the reverse.  The DM should present it in such a way that avoiding the overpowered APL is easy to do.  The above APL option is meant to provide a sense of tense danger, not hopeless defeat.  

Encounter Three: Assigned Sector

Once the PCs arrive in their assigned sector, combats should begin.  Enemy groups will notice them, and may either initiate combat, or continue their activities until the PCs initiate the combat.  The Appendices are sorted by APL, and the DM should use the six groups of opponents in the appropriate APL section to confront the PCs.  DMs are encouraged to set a rapid real-time pace in combats, but should allow PCs to determine the game-time pace of the conflict.  If PCs have short duration spells and they wish to actively pursue combat, they can do so.  If they need to hide for a time and recuperate, allow them to do so without penalty.  While it is vital that the invaders be repelled quickly, recognizing when a rest is necessary to complete the overall objective is just as valuable.  

PCs should be encouraged to travel within their sector, searching for enemy groups to confront.  Because the giants and goblinoids are actively trying to cause damage to people and property, there will be no real ambushes by the NPCs.  PCs will generally be able to hear and spot the giants first.  However, if the PCs have an especially easy time of a combat, the DM should feel free to have another group respond to the sounds of battle and arrive just as the PCs are dispatching one group.  Once a table has defeated all six groups at their APL, the DM should re-use the groups that he likes best if the players still have time in the round.  The DM should alter the descriptive text of the repeat encounters.  Success in this BI will be partially determined by the sheer number of groups repelled by the PCs, so the DM should give them a chance to defeat as many giants and goblinoids as they can. For the PCs to achieve a complete success at repelling the invaders, each table must defeat six groups of APL appropriate opponents.  This will be a difficult task, made more difficult if players go slowly about running their combats.

Each group of opponents has treasure of some sort that the PCs can claim.  The DM should be quick about what items can be picked from fallen opponents.  Among some of the opponents will be curing wands or other useful items.  Assume them to have a distinctive feature that gives a hint as to their function (per the DMG) if the PCs did not see these items in action.  Remember that many of these items will be large or huge sized.

If any of the PCs are flying high above the street, they will gain the attention of some of the air and storm elementals flying above the city.  Any PC who flies above the buildings to try to avoid all danger from the giants and goblinoids will be brought to ground by an air elemental, or violently attacked by a storm.  The air elementals have been ordered by the Storm King to keep Tyv out of the skies, so they will attempt to grapple any PC flying more than 20 feet in the air and move them next to the biggest giant they can find.  For all APLs, assume that the air elementals will initiate a whirlwind attack, and attempt to carry the flying PC to the hardest hitting NPC in a combat.  If the PC can be transported through many attack of opportunity zones, the elementals will do so.  If PCs are resistant to the air elementals, storm elementals will begin to barrage the PC.  If the elementals see that the giant or goblinoids are successfully dealing with the flying PCs through missile weapons or spells, they will not get involved.  Their task is to bring down flying Tyv who are trying to evade all danger. Elementals are detailed in Appendix 12.  If the DM feels that flying PCs are sufficiently challenged by the giants on the ground, they can go unused.
The DM should set a number of markers or miniatures on the battle maps to represent the dead and injured people on the streets.  PCs should see that some area of effect spells might include injured innocents who are still alive.  The giants have intentionally littered the streets with injured people to impede any counter-attack efforts by large forces and spellcasters.

Encounter Four: Injured and Trapped

As the PCs roam the streets looking for enemies to confront, they will come across dozens of dead and injured people on the streets.  They will also find many dead goblinoids and an occasional dead giant.  They will also hear people trapped beneath buildings.  DMs should allow PCs to consider freeing trapped victims, but help them see that it could take a long time, and that some of the structure is so unstable that trying to free the people might cause further collapse.  If the PCs are miserable that they cannot save anyone from a building, the DM should feel free to use any mechanic that is appropriate to allow PCs to free a couple of trapped people.  If the PCs try to free a second group, the DM should have the PCs spot a group of opponents down the street beginning to collapse another building while they are working on this one.  The DM could also have a group of opponents come upon the PCs and take exception to their rescue efforts.   Freeing trapped people is laudable, but the PCs’ main focus needs to be on defeating invaders, however difficult that dilemma may be.  The time needed to dig one group out of a building would be better spent preventing the giants from dropping two other buildings on other people.  The giants can collapse buildings and kill innocents much faster than the PCs can generally move buildings without killing those trapped underneath.  It should be a terrible burden on some PCs to have to leave trapped and wounded people behind so they can prevent the situation from repeating itself.  The DM should not belittle the angst some PCs feel, it is perfectly appropriate to role-play the difficult emotions of leaving a trapped victim behind.  The DM should simply demonstrate that freeing trapped and wounded people means letting others die by having the scene repeat itself two blocks away where the PCs can see it.   Having to leaving helpless victims behind will hopefully give PCs motivation to take the invasion personally.

Encounter Five: Odd Allies?

At some point during the combats, the head judge will indicate that a third force has entered the field of battle.  At that point, groups of yugoloths have begun to roam the streets of Shiboleth.  These outsiders will be seen from a distance, and will not directly interact with the PCs.  They will appear to be fighting against the giants and goblins, but in sometimes less than optimal ways.  Most of these sightings should occur while the PCs are embroiled in their own fight with giants and goblins so they cannot run off after the yugoloths.  The lighting at distances should be faint, and the DM should make the combat slightly backlit, or use lightning flashes to give a moment’s clarity to otherwise shadowy movement.  The DM can choose whichever text below seems most appropriate to his table’s experience, but should not use more than one or two during the entire BI:

As you press your opponents, you hear a scream come from an alley two blocks down the street from where you are standing.  The shriek is guttural, filed with terror, and getting closer.  A goblin screams from the alley, running blindly out onto the street you are on.  A massive, bat-winged form bursts from the alley right behind the form, driving a long spear through the goblin, and lifting it up.  The goblin bleats in agony as the form continues flying across the road, its lance now weighted down with an impaled, crying goblin.  It looks your way as it disappears down another alley, nodding its head slightly.  Whether it nodded to you or the invaders you are fighting is not certain.

This is a nycaloth flying cavalryman who chased a goblin through an alley, lanced it, and continued flying by into another alley across the main street.  PCs with Knowledge: Planes will likely recognize the outsider.  If the PCs follow it, have them run head-long into another group of giant and goblin invaders, de-railing any search for the yugoloth.

As your battle with the (insert appropriate giant) rages, you see another group of goblinoids moving your direction from far down the street.  Above the raging noise around you, you barely hear some sort of challenge, come from behind the goblins that are far away.  Among the shadows, you see a group of mounted lancers bear down upon the goblin reinforcements, driving many of them into the dirt.  The goblins break ranks and try to fight, but a second group of loping cavalrymen plow into them.  The horses seem to be clumsily running around, and the riders appear to be a bit large for their mounts.  Amid the chaos of your own combat, you can see that one of the fleeing goblins is scaling a building wall to escape.  One of the horses scrambles up the side of a building, passing the goblin, and then turning to face it from above.  The goblin begins screaming in terror.  The horse and its rider, now clinging to a wall, are silhouetted by a distant fire. The mount looks more canine than equine and a grotesquely long tongue lashes out to grapple the goblin and pull it up the wall in front of the rider.  The dark rider reaches out with four misshapen arms and holds the screaming goblin up to look at it.  He releases it and the obscene tongue pulls the goblin into the mount’s jaws, and amid crunching sounds, the screaming stops.  Moments later, the cavalrymen all bound off, leaving dead goblins behind.

This is a force of mezzoloths riding advanced canoloths.  They are not interested in interacting with the PCs.

Use this encounter if the PCs are in trouble and the DM is feeling generous:

As you fight the (insert giant here), a ray of scorching fire flies past you to strike your opponent in the chest, followed by a second and a third.  Looking to the source of the spell, you see a dark figure on a rooftop down the street (no more than 70 feet away), wearing a dark robe, with an elongated head and swirling, colorful eyes.  (DM note – assume all three rays to hit and roll 12d6 to determine damage.  The rays can target multiple targets if the DM prefers.)  Lightning flashes and you see the reflection of jagged lightning in the swirling eyes of the dark figure.  In the moment of intense darkness following the lightning, the dark figure is gone.

This is an ultraloth.  He has cast a quickened scorching ray and has teleported away.  He is not interested in helping the PCs; he is testing the resistance of the giants and goblins. 

As you battle against the (insert giant type here), another combat catches your eye.  Many blocks away, in the shadows of darkness, you see a group of men in a military formation with long spears moving against a larger group of ogres or small giants.  Though it is difficult to see from this distance in the dark, it looks and sounds as if the soldiers are getting hit a lot by the ogres, but they appear to be weathering the attacks very solidly.  The soldiers are fighting back gamely, but are not scoring a lot of hits against their opponents.  Finally the soldiers drop their spears, and launch into the ogres, seemingly tearing into them with their bare hands.  The ogres begin to fall quickly, and the soldiers chase the retreating giants.  A flash of lightning throws daylight on the street and for a moment you see each of the pursuing soldiers waving four misshapen arms in the air.

Four mezzoloths are combating six ogres.  They are toying with them, and experimenting with various attack methods, but they soon give up and resort to natural attacks.  Between the dark and the distance (330+ft), it is hard to see exactly what is going on with 10 bodies in melee.  After a few ogres run off, it is easier to see the misshapen yugoloths.

Encounter Six: Genuine Allies

At some point during the BI, the PCs will encounter a group of armed men, dressed in Gran March militia tabards.  This is a file from former Commandant Petros’ militia group.  These men tend to be in their forties and older, and all look tough as nails.  There will be one or two younger soldiers with them who are wearing active duty uniforms.  These young men are in the 17th, but were off duty when the trouble hit.  They have formed up with the reactivated militia.  The DM can use them to help the PCs if they are in trouble, the PCs can come to their rescue, or they can appear as the PCs are trying to free someone trapped under a building to take over that job.  They will salute any PC who is Sergeant rank or above.  The militiamen can tell the PCs the following information:

The giants and goblins just appeared from nowhere less than an hour ago.

Petros Gwalchen is the Knight Colonel of their militia group, and is gathering people toward the Temple of Heironeous for safety.  

The militia was actually having a meeting tonight when they heard screams and trouble. Only about 1/4 the militia was present for the meeting.  They were all reactivated by KC Petros about an hour ago (actually less, most likely).

The Temple of Heironeous was attacked, but the militia group’s meeting was across the road, so they responded and helped defeat the group of ogres.

The barracks of the 17th battle is a slaughterhouse.  It looks like at least 200 soldiers were killed there.  Even the horses in the stables were killed.  

No one knows where they came from, or where they are gathering.

Petros is out on the streets as well, and he ordered about 50 men to hold the temple.  

They are trying to get injured people off the streets.

The militia soldiers are detailed in Appendix 11.  They are the same for all APLs, so higher APL PCs will likely help save the militia men, and the militia men will likely help save lower APL PCs.   

Encounter Seven: Retreat

While the giants who invaded Shiboleth are fully prepared to die to serve their cause, they are not stupid.  They suspect that it will take the Commandant 30 - 60 minutes to rouse the armies and get them in position to pass through a teleport circle.  They expect to have time to cause damage, and then be on the lookout for reports of a large force of armed Tyv.  They are not expecting immediate resistance from smaller groups.  They are not alert for what is happening to them.  But they will begin to receive reports of strong resistance and will eventually learn that Vrianian reacted in an unexpected way.  When they learn that Commandant Vrianian did not pull his armies from Gorna, they will reassess their situation.  If they feel like they can take Shiboleth, they will continue the assault, trying to establish a foothold, while making Gran March pay for its involvement in their war.  If the giants are taking large casualties, they will pull out.  They are not interested in throwing their lives away to fight adventurers if it does not pull at least one army away from Gorna.  

It is possible that the PCs will achieve enough victory points to force the fire giants to sound the retreat.  In that case, the PCs can chase a group of opponents at their APL back toward the giants’ escape location.  Retreating giants will attempt to attack and move rather than stand and fight.  Once a table has beaten its first group after the retreat is sounded, they can move toward the location of the giants’ escape teleport circle if they wish.

By the time the PCs arrive, most of the giants will have entered the teleport circle.  There will be a tremendous force of fomorians and fire giants who are guarding the circle.  Groups of giants will be running for the escape location, and any group of PCs that chooses to approach the escape area will be attacked by a very powerful force of untiered giants.

If PCs wish, they can take up positions near the escape location and pick off retreating giants.  At this point, those PCs will be taken to a single main table where they can engage the retreating force or not.

As you follow the sound of the horn, you see streams of giants and goblinoids running through the streets in the same direction.  Avoiding the press of enemies, you maneuver to an alley and see groups of giants running into a large temple.  Lightning roars above and Blinding light reflects from the temple walls, bathing the courtyard in daylight.  The polished walls of the Blinding Spire hold the light from the storm a few seconds after the flash is gone.   Fire giants and fomorians stand near the entrance, herding other giants and goblins into the building.  Hanging from the Spire are the bodies of two men in the robes of clerics of Pholtus.  Dozens of invaders run or limp into the large double doors as fire giants urge them to hurry up.  Some are helping injured companions and more than a few are carrying bloodied fellows.  One of the fire giants seems to be coordinating the retreat to the temple, and stands in the street encouraging even goblins to hurry.  An injured goblin falls as he crosses the yard, and one of the fomorians moves out, scoops him up, and puts him inside the temple.  In the few moments you have been watching, it appears as if the temple will be overcrowded with giants, ogres and goblins soon.  Just inside the doors of the Blinding Spire, you can see men and lads in clerical vestments of Pholtus tied up and being held at sword-point.

The giants have taken over the Blinding Spire, the temple of Pholtus.  It is the largest temple in Shiboleth, and allows room for huge giants to wait to step through the teleport circle.  The fomorians and fire giants outside the temple will butcher any PCs who try to interfere with the retreat.  As long as the PCs are willing to let giants retreat, they will do so.  The fire giants do not give up the retreat without a fight.  Once enough PCs have arrived to seriously impede the retreat, the fire giants will send their king through the portal, and follow on the next round.  Fomorians will follow last, barring doors behind them.  

Any PC who enters the temple will find groups of all APLs present to fight.  The fire giants and fomorians who are guarding the outside of the Blinding Spire are detailed in Appendix 10.  Any PC who enters the teleport circle will be transported deep into well-guarded giant territory.  The giants are observing the retreat and will be alert for any PCs who try to come through to their lair.  PCs who enter the portal will be attacked by four groups of APL 18 opponents.  Each round, another two groups will enter the fight.  PCs who are taken captive will have their pertinent information sent to the Geoff triad for use during the HochCon Battle Interactive.

Conclusion

Complete Success: If the PCs force the giants to retreat, the counter strike was a success and the Armies of Retribution and Judgment participate in the effort to retake Gorna at HochCon.  

Partial Success: If the PCs fight back the giants sufficiently that they choose to retreat after doing serious damage to Shiboleth, half of the Army of Judgment is moved to Shiboleth to provide aid to the thousands of wounded and homeless citizens.  

Failure: If the PCs fail to dislodge the giants from Shiboleth, the giants seize the city.  Commandant Vrianian is forced to move the Army of Judgment to Shiboleth to rout the giants and provide aid to the thousands of wounded and homeless citizens.

The End

Items for the Adventure Record

Military Commendation: This commendation is given to active duty Gran March Military PCs who assisted the Commandant in combating King Brodde’s invasion of Shiboleth.

The Sword of the March: This commendation is given to active duty Gran March Military PCs or to active duty military PCs of an allied nation to Gran March.  For aiding in repelling the giant invasion of Gran March soil, this PC is awarded the Sword of the March.
Knowledge of Forms :The scholars at Syrloch have deconstructed and reconstructed some of the slain giants at Shiboleth.  They are willing to teach those who defended the city the necessary information to polymorph into these forms.  The PC now has access the following forms in association with polymorph spells: Cave Troll, Mountain Troll, War Troll, Death Giant, Ironclad Mauler.

Gratitude of the Commandant: For valiant service to the Commandant and Gran March, this PC has been additionally rewarded by the Commandant.  All of the items listed under Items Found During the Adventure on this AR gain Frequency: Regional in addition to their current frequency.

Special Favor of the Commandant: Available only to PCs who had Geoff as their home region on the AR prior to this AR. The Commandant is especially grateful to the heroes of your home country for coming to the aid of Gran March on the eve of your own country’s need.  The Commandant will arrange for the PC to have any one ring of protection, cloak of resistance or vest of resistance that the PC owns upgraded to a more powerful version of the same item.  This will cost the PC only the difference of the upgrade cost.  This can only be done one time, for a single item.  When this favor is used, mark this favor as USED.

Item Access

APL 2, 4:

· Wand of Cure Light Wounds (Adventure; DMG)

· Wand of Cure Minor Wounds (Adventure; DMG)

APL 6 (all of APLs 2, 4 plus the following):

· +1 large greatclub (Adventure; DMG)
· Vest of resistance +1 (Adventure; Complete Arcane)
· +1 Full Plate Armor, large sized (Adventure; DMG)
APL 8 (all of APLs 2-6 plus the following):

· +1 Greatsword, large sized (Adventure; DMG)
· Lesser Bracers of Archery (Adventure; DMG)
· Armbands of Might (Adventure; Complete Adventurer)
APL 10 (all of APLs 2-8 plus the following):

· Cloak of Resistance +3 (Adventure; DMG)
· Periapt of Wisdom +4 (Adventure; DMG)
· Lesser Meta-magic Rod of Chaining (Adventure; Complete Arcane)
· +1 Dwarf-bane Longbow, small sized (Adventure; DMG)
APL 12 (all of APLs 2-10 plus the following):

· +2 Full Plate Armor, large sized (Adventure; DMG)
· +2 Full Plate Armor (Adventure; DMG)
· Large MW Composite Longbow (+10 Str) (Adventure; DMG)
APL 14 (all of APLs 2-12 plus the following):

· +2 adamantine human-bane maul, large- sized (Adventure; Complete Warrior)
· Meta-magic Rod of Chaining (Adventure; Complete Arcane)
· Cloak of Resistance, +4 (Adventure; DMG)
· Boots of Speed (Adventure; DMG)
· Greater Bracers of Archery (Adventure; DMG)
· Cloak of Displacement, minor (Adventure; DMG)
APL 16 (all of APLs 2-14 plus the following):

· Belt of Giant Strength +6 (Adventure; DMG)
· Periapt of Wisdom +6 (Adventure; DMG)
· Vest of Resistance +2 (Adventure; Complete Arcane)
· Amulet of Health +4 (Adventure; DMG)
· Headband of Intellect +4 (Adventure; DMG)
· Gloves of Dexterity +6 (Adventure; DMG)
· Cloak of Charisma +4 (Adventure; DMG)
· Dyrr’s Impervious Vestment (Adventure; Complete Arcane)
· Ring of Freedom of Movement (Adventure; DMG)
· Vest of Resistance +4 (Adventure; Complete Arcane)
· Metamagic Rod of Empower (Adventure; DMG)
· Amulet of Health +6 (Adventure; DMG)
· Cloak of Resistance +5 (Adventure; DMG)
Appendix One – APL 2

Leader Pack A  (EL 6)- Ogre Fighter 1; Hobgoblin Fighter 1 (x3)

Raglanar; Ogre Ftr 1

Large Giant
Hit Dice: 4d8+1d10+13 (37 hp)
Initiative: -1
Speed: 30 ft. in half-plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 20 (-1 size, -1 Dex, +5 natural, +7 half-plate armor), touch 8, flat-footed 20
Base Attack/Grapple: +4/+13
Attack: MW greatclub +10 melee (2d8+7) or javelin +2 ranged (1d8+5)
Full Attack: MW greatclub +10 melee (2d8+7) or javelin +2 ranged (1d8+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +8, Ref +0, Will +1
Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +6, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatclub), Power Attack

Equipment: Large half-plate armor, large masterwork greatclub, large javelin (x3)

Hobgoblin Ftr 1

Medium Humanoid (Goblinoid)

Hit Dice: 1d10+2 (7 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 Dex, +5 breastplate, +2 heavy shield), touch 11, flat-footed 17
Base Attack/Grapple: +1/+2
Attack: Longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Full Attack: Longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +1, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Weapon Focus (longsword)

Equipment: Breastplate, heavy steel shield, longsword, javelin (x3)

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small shack with a bloodied dagger in his hand.  As he is coming out of the building, a huge ogre dressed in plate armor slams his greatclub against the side of the building, collapsing in the wooden frame, and partially dropping the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the ogre, pointing toward some of the fleeing people.

If the PCs engage:

The ogre smiles at you and bellows in slurred common, “So, there’s fight in this Tyv midden after all!  Come feel Raglanar’s Tyv Tapper, little meat!!”  He smacks his great club in his palm and he and the hobgoblin move toward you.

DM Notes

Two other hobgoblins are inside other shacks.  The DM can set the ogre anywhere from 30 – 100 feet from the PCs.  The other two hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.

Pack B (EL 5) – Ogre; Goblin (x5)

Ogre (CR 3)

Large Giant
Hit Dice: 4d8+11 (29 hp)
Initiative: -1
Speed: 30 ft. in hide armor (6 squares); base 40 ft. (8 squares)
Armor Class: 16 (-1 size, -1 Dex, +5 natural, +3 hide armor), touch 8, flat-footed 16
Base Attack/Grapple: +3/+12
Attack: Greatclub +8 melee (2d8+7) or javelin +1 ranged (1d8+5)
Full Attack: Greatclub +8 melee (2d8+7) or javelin +1 ranged (1d8+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +6, Ref +0, Will +19090
Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatclub)

Equipment: Large hide armor, large greatclub, large javelin (x3)

Goblin

Small Humanoid (Goblinoid)
Hit Dice: 1d8+1 (5 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 15 (+1 size, +1 Dex, +2 leather armor, +1 light shield), touch 12, flat-footed 14
Base Attack/Grapple: +1/-3
Attack: Morningstar +2 melee (1d6) or javelin +3 ranged (1d4)
Full Attack: Morningstar +2 melee (1d6) or javelin +3 ranged (1d4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +1, Will -1
Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Skills: Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2
Feats: Alertness

Equipment: Small leather armor, small light wooden shield, small morningstar, small javelin (x3)

Description

In the distance you see movement backlit by a small shack on fire.  A monstrous form swings a massive weapon and you hear the sound of splintering wood as pieces of a building go flying.  A couple of seconds later, a screaming woman rushes out of the falling building and you see the monstrous giant’s hand lash out to catch the form.  You see the ogre holding a struggling form at arm’s length.  He turns the person toward the other side of the street and grunts some noise.  A small figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The ogre drops the woman who now writhes in pain and cries painfully as she bleeds.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed shacks.   It seems that you spotted the ogre and the goblins before they spotted you.

DM Notes

The DM can set the ogre and one of the goblins anywhere from 60 – 120 feet from the PCs. There are four other goblins trying to ferret out people to injure in the nearby buildings.    They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draws them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  For clarity, the ogre attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a goblin with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.

Pack C (EL 5) - Bugbear Fighter 1/Ranger 1;  Hobgoblin (x4)

Bugbear Ftr 1/Rng 1

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+1d8+1d10+5 (28 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +4 chain shirt armor, +1 light shield), touch 11, flat-footed 18
Base Attack/Grapple: +4/+6
Attack: Morningstar +8 melee (1d8+3) or javelin +5 ranged (1d6+3)
Full Attack: Morningstar +8 melee (1d8+3) or javelin +5 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., scent, favored enemy Humans (+2)

Saves: Fort +6, Ref +6, Will +1
Abilities: Str 16, Dex 13, Con 12, Int 10, Wis 10, Cha 9
Skills: Climb +6, Hide +6, Listen +6, Move Silently +8, Spot +6
Feats: Alertness, Weapon Focus (morningstar), Dodge

Equipment: Morningstar, chain shirt, light wooden shield, javelin (x3), wand of cure minor wounds (38 charges)
Hobgoblin

Medium Humanoid (Goblinoid)

Hit Dice: 1d8+2 (6 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 15 (+1 Dex, +3 studded leather armor, +1 light shield), touch 11, flat-footed 14
Base Attack/Grapple: +1/+2
Attack: Longsword +2 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Full Attack: Longsword +2 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +1, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness

Equipment: Studded leather armor, light wooden shield, longsword, javelin (x3)

Description

In the distance you hear the sounds of steel on steel.  Moving toward it, you see two groups fighting in the distant darkness.  The feral snarls of goblinoids rise in cheer as you see dark forms swarm two others, and two long spears rise and fall beneath the assault.  There are many bodies lying on the ground around the cheering hobgoblins as it is clear that some of Shiboleth’s citizens tried to fight back on this street.  

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, amid a like number of hobgoblin bodies.  Blood makes the street slippery and you hear whimpers of pain coming from many of the fallen people.   The two groups of hobgoblins notice your approach and cease their cheers to return to business.

DM Notes

This pack is in two different groups,  as the previous fighting ranged across the street and they split up to kill more humans and dwarves.  One group is three hobgoblins and the other is the bugbear with a single hobgoblin. This group has just taken some losses from fighting. Even the group of three spreads out as soon as possible, and will not get into a tight group at any point if they can avoid it.  The bugbear ranger is carrying a wand of cure minor wounds.  He uses it to stabilize seriously wounded women and children so the city must deal with the severely injured.  PCs may observe him touching fallen people with the wand at a distance, and it should be far enough away that they are uncertain about what the wand did.

Pack D (EL 5)  - Bugbear Rogue 1; Hobgoblin Rogue 1 (x3)

Bugbear Rog 1

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+1d6+8 (25 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 Dex, +3 natural, +4 chain shirt armor), touch 11, flat-footed 17
Base Attack/Grapple: +2/+4
Attack: Morningstar +6 melee (1d8+3) or javelin +3 ranged (1d6+2)
Full Attack: Morningstar +6 melee (1d8+3) or javelin +3 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +1d6
Special Qualities: Darkvision 60 ft., scent

Saves: Fort +2, Ref +6, Will +1
Abilities: Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 9
Skills: Climb +3, Hide +6, Listen +6, Move Silently +8, Spot +6
Feats: Alertness, Weapon Focus (morningstar)

Equipment: Morningstar, chain shirt, javelin (x3)

Hobgoblin Rog 1 (CR 1)

Medium Humanoid (Goblinoid)

Hit Dice: 1d6+2 (5 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 14 (+1 Dex, +3 studded leather armor), touch 11, flat-footed 13
Base Attack/Grapple: +0/+1
Attack: Shortsword +1 melee (1d6+1/19-20x2) or javelin +1 ranged (1d6+1)
Full Attack: Shortsword +1 melee (1d6+1/19-20x2) or javelin +1 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +1d6
Special Qualities: Darkvision 60 ft.

Saves: Fort +1, Ref +2, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +5, Listen +4, Move Silently +5, Spot +4
Feats: Alertness

Equipment: Short sword, studded leather armor, javelin (x3)

Description

On this street, in both directions that you look, you see numerous forms lying on the street, writhing in agony.  Many of the buildings here have had walls smashed in, and roofs collapsed.  There are possibly a dozen people lying in the streets in both directions, groaning in pain.  You see people hurriedly rush from nearby buildings, looking nervously in all directions to kneel over the injured on the street.  You see pairs of people trying to pull injured and groaning neighbors off the street in both directions, then in one direction you hear screaming as dark forms emerge from other buildings and alleys to stab two of the people as they try to pull their neighbors to safety.  As the dying people fall to join the victims they had just tried to save, the dark forms move to re-enter the shadows.

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, and two hobgoblins moving to hide in the shadows again.  Most of the people are still bleeding, but many more lie very still, eyes opened to the cold night sky.  

DM Notes

The DM can set the hobgoblins’ ambush point anywhere from 30 – 100 feet away from the PCs.  The street the PCs have come onto shows a path of destruction along both directions.  The four rogues are ambushing people who come out to help the injured.  The PCs have two hobgoblins in plain view, despite the darkness.  The bugbear and the other hobgoblin are still in hiding, and will wait for the PCs to get closer before stepping out.  PCs will receive standard spot checks to notice the hiding rogues.  The DM can place them anywhere on the map along an alley that seems appropriate.

Pack E (EL 5) - Hobgoblin Ranger 2; Goblin (x4)

Hobgoblin Rng 2

Medium Humanoid (Goblinoid)

Hit Dice: 2d8+4 (15 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 15 (+1 Dex, +4 chain shirt), touch 11, flat-footed 14
Base Attack/Grapple: +2/+3
Attack: Longbow +4 ranged (1d8/x3) or longsword +3 melee (1d8+1/19-20x2)
Full Attack: Longbow +2/+2 ranged (1d8/x3) or longsword +3 melee (1d8+1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +5, Ref +5, Will -1
Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Rapid Shot

Equipment: Longbow, longsword, chain shirt, wand of cure minor wounds (42 charges)
Goblin

Small Humanoid (Goblinoid)

Hit Dice: 1d8+1 (5 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 15 (+1 size, +1 Dex, +2 leather armor, +1 light shield), touch 12, flat-footed 14
Base Attack/Grapple: +1/-3
Attack: Morningstar +2 melee (1d6) or javelin +3 ranged (1d4)
Full Attack: Morningstar +2 melee (1d6) or javelin +3 ranged (1d4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +1, Will -1
Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Skills: Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2
Feats: Alertness

Equipment: Small leather armor, small light wooden shield, small morningstar, small javelin (x3)

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of a bow-string.  

If the PCs engage:

As you look around the corner, you see a handful of goblins spread out across the street to your right, holding their position.  The sounds of battle can now be heard coming from far to your left.  From a far alley, you see the source of the bow-string snaps.  A hobgoblin is firing into a melee far away to your left.  You see one of his arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  The goblins see you, and move in your direction.  

DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  The hobgoblin is taking cover in an alley across the street and 50’ down, firing 150’ away into a skirmish between another band of goblins and Gran March soldiers.  The goblins will move to engage the PCs, and the hobgoblin can immediately turn his attention toward the PCs or continuing firing into the distant melee until half his goblins fall at the DMs discretion.  The ranger is carrying a wand of cure minor wounds.  He uses it to stabilize seriously wounded women and children so the city must deal with the severely injured.  PCs may observe him touching fallen people with the wand at a distance, and it should be far enough away that they are uncertain about what the wand did.

Pack F (EL 5) - Wolf (x2): Goblin Fighter 1 (x2)

Wolf

Medium Animal

Hit Dice: 2d8+4 (13 hp)
Initiative: +2
Speed: 50 ft. (10 squares)

Armor Class: 14 (+2 Dex, +2 natural), touch 12, flat-footed 12
Base Attack/Grapple: +1/+2
Attack: Bite +3 melee (1d6+1)
Full Attack: Bite +3 melee (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Trip
Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref +5, Will +1
Abilities: Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Skills: Hide +2, Listen +3, Move Silently +3, Spot +3, Survival +1*
Feats: Track (B), Weapon Focus (bite)

Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.   If the attempt fails, the opponent cannot react to trip the wolf.

Skills: *Wolves have a +4 racial bonus on Survival checks when tracking by scent

Goblin Ftr 1

Small Humanoid (Goblinoid)

Hit Dice: 1d10+1 (6 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +1 Dex, +4 chain shirt, +1 light shield), touch 12, flat-footed 16
Base Attack/Grapple: +1/-3
Attack: Lance +3 melee (1d6/x3) or javelin +3 ranged (1d4)
Full Attack: Lance +3 melee (1d6/x3) or javelin +3 ranged (1d4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +1, Will -1
Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Skills: Hide +5, Move Silently +5, Ride +7
Feats: Mounted Combat, Weapon Focus (lance)

Equipment:  Small chain shirt, small light shield, small lance, small javelin (x3)

Description

Coming down the street you are on, you see two large, shaggy canine forms trotting at a fast pace.  Riding the canines are two armored goblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the ones that move fastest are being targeted by the goblin wolf riders.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The goblin wolf-riders will attempt to ride down the PCs.  

DM Notes

The DM can set the goblins’ position anywhere from 100- 200 feet away from the PCs.  The goblins will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they are having to zigzag a bit to reach victims in short charge bursts.  The riders cover 40 - 50’ each round, so unless the PCs come to them, the goblins will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the goblins at range.  The two riders are staying on opposite sides of the street to minimize area of effect attacks, and to increase their attack range

Appendix Two – APL 4

Leader Pack A (EL 8) - Skullcrusher Ogre Ftr 1;  Hobgoblin Fighter 2 (x4)

Vithar - Skullcrusher Ogre Ftr 1 (CR 6)

Large Giant
Hit Dice: 8d8+1d10+27 (68 hp)
Initiative: +0
Speed: 30 ft. in spiked full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 21 (-1 size, +2 natural, +8 spiked full plate, +2 spiked heavy shield), touch 9, flat-footed 21
Base Attack/Grapple: +7/+22
Attack: MW morningstar +15 melee (2d6+7) or shield spike +13 melee (1d8+3) or rock +7 ranged (2d6+7)
Full Attack: MW morningstar +11/+6 melee (2d6+7) and shield spike +9 melee (1d8+3)  or rock +7 ranged (2d6+7)

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Darkvision 60 ft., low-light vision 
Saves: Fort +11, Ref +2, Will +4
Abilities: Str 25, Dex 11, Con 17, Int 10, Wis 10, Cha 9
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Improved Grapple (B), Two-Weapon Fighting (B), Improved Shield Bash, Mounted Combat, Power Attack, Weapon Focus (morningstar), Iron Will

Equipment: Large full plate armor, large spiked heavy shield, large masterwork morningstar

Rock Throwing (Ex):  The range increment on a Skullcrusher Ogre’s thrown rocks is 100 feet.

Hobgoblin Ftr 2 (CR 2)

Medium Humanoid (Goblinoid)

Hit Dice: 2d10+4 (15 hp)
Initiative: +1
Speed: 20 ft in breastplate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +6 +1 breastplate, +2 heavy shield), touch 11, flat-footed 18
Base Attack/Grapple: +2/+3
Attack: MW longsword +5 melee (1d8+1/19-20x2) or javelin +3 ranged (1d6+1)
Full Attack: MW longsword +5 melee (1d8+1/19-20x2) or javelin +3 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +5, Ref +1, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Weapon Focus (longsword), Power Attack

Equipment: +1 Breastplate, heavy steel shield, masterwork longsword, javelin (x3)

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small shack with a bloodied dagger in his hand.  As he is coming out of the building, a huge ogre dressed in plate armor slams his spiked club against the side of the building, collapsing in the wooden frame, and partially dropping the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the ogre, pointing toward some of the fleeing people.

If the PCs engage:

The ogre smiles at you and says in precise common, “So, there’s fight in this Tyv midden after all!  Send me a champion to kill little warriors.  Dance with death and tell your puny god that Vithar enjoys killing his sheep.”  He smacks his great club in his palm and he and the hobgoblin move toward you.

DM Notes

Three other hobgoblins are inside other shacks.  The DM can set the ogre anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  The hobgoblins try to move into the enemy ranks, and Vithar just destroys anyone in reach.  He will gladly engage any PC who is willing in single combat.

Pack B (EL 7) - Ogre x2; Hobgoblin Ftr 1 x4

Ogre (CR 3)

Large Giant
Hit Dice: 4d8+11 (29 hp)
Initiative: -1
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 18 (-1 size, -1 Dex, +5 natural, +5 breastplate), touch 8, flat-footed 18
Base Attack/Grapple: +3/+12
Attack: MW greatclub +9 melee (2d8+7) or javelin +1 ranged (1d8+5)
Full Attack: MW greatclub +9 melee (2d8+7) or javelin +1 ranged (1d8+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +6, Ref +0, Will +1
Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatclub)

Equipment: Large breastplate, large masterwork greatclub, large javelin (x3)
Hobgoblin Ftr 1 (CR 1)

Medium Humanoid (Goblinoid)

Hit Dice: 1d10+2 (7 hp)
Initiative: +1
Speed: 20 ft in breastplate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 18 (+1 Dex, +5 breastplate, +2 heavy shield), touch 11, flat-footed 17
Base Attack/Grapple: +1/+2
Attack: Longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Full Attack: Longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +1, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Weapon Focus (longsword)

Equipment: Breastplate, heavy steel shield, longsword, javelin (x3)
Description

In the distance you see movement backlit by a small shack on fire.  A monstrous form swings a massive weapon and you hear the sound of splintering wood as pieces of a building go flying.  A couple of seconds later, a screaming woman runs out of the falling building and you see the monstrous giant’s hand lash out to catch the form.  You see the ogre holding a struggling form at arm’s length.  He turns the person toward the other side of the street and grunts some noise.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The ogre drops the woman who now writhes in pain and cries painfully as she bleeds.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed shacks.   It seems that you spotted the ogre and the hobgoblins before they spotted you.

DM Notes

The DM can set the ogre and one of the hobgoblins anywhere from 60 – 120 feet from the PCs. There are three other hobgoblins trying to ferret out people to injure in the nearby buildings.    They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draws them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  For clarity, the ogre attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a hobgoblin with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.

Pack C (EL 7) – Ogre; Goblin Ftr 3 x2; Goblin Wiz 3

Ogre (CR 3)

Large Giant
Hit Dice: 4d8+11 (29 hp)
Initiative: -1
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 18 (-1 size, -1 Dex, +5 natural, +5 breastplate), touch 8, flat-footed 18
Base Attack/Grapple: +3/+12
Attack: MW greatclub +9 melee (2d8+7) or javelin +1 ranged (1d8+5)
Full Attack: MW greatclub +9 melee (2d8+7) or javelin +1 ranged (1d8+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +6, Ref +0, Will +1
Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatclub)

Equipment: Large breastplate, large masterwork greatclub, large javelin (x3)

Goblin Ftr 3 (CR 3)

Small Humanoid (Goblinoid)

Hit Dice: 3d10+3 (19 hp)
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 size, +2 Dex, +4 chain shirt, +1 buckler), touch 13, flat-footed 16
Base Attack/Grapple: +3/-1
Attack: +1 longbow +8 (1d6+1/x3) or morningstar +4 melee (1d6)
Full Attack: +1 longbow +6/+6 (1d6+1/x3) or morningstar +4 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +3, Will +0
Abilities: Str 11, Dex 14, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +8, Climb +3
Feats: Weapon Focus (longbow), Point Blank Shot, Precise Shot, Rapid Shot

Equipment: Small chain shirt, small buckler, small morningstar, small +1 longbow

Goblin Wiz 3 (CR 3)

Small Humanoid (Goblinoid)

Hit Dice: 3d4+3 (10 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 size, +1 Dex, +4 mage armor), touch 12, flat-footed 15
Base Attack/Grapple: +1/-4
Attack: Dagger +1 (1d3-1)
Full Attack: Dagger +1 (1d3-1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +1, Ref +1, Will +2
Abilities: Str 8, Dex 13, Con 12, Int 14, Wis 10, Cha 6
Skills: Hide +5, Ride +5, Spellcraft +6, Knowledge (arcane) +6, Concentration +5, Knowledge (nature) +6
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration)

Equipment: Small dagger

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+3 ranged touch); 2nd – glitterdust*, web*

Save DC – 12 + spell level, *13 + spell level for conjurations

Description

Even before you round the corner ahead of you, you hear the barking commands of a giant.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a handful of goblins spread out across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a huge ogre, wearing a blood-streaked breastplate.  The ogre raises his club and moves in your direction 
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are all crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The ogre is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the ogre.  He still has his full complement of spells, as this group has not met any serious resistance yet.  The ogre will move to engage the PCs in the first round, and the goblins will turn and fire from their cover positions.  The wizard will not act in the first round, until he sees that the PCs are a serious threat.  He is trying to conserve his spells, but will not hesitate to cast once the PCs demonstrate that they are dangerous.
Wizard Tactics, by Round

Round 1: Glitterdust a concentration of PC’s

Round 2: Web PC’s between buildings if possible.

Round 3: Grease the weapon of whoever appears to be the primary fighter.

Round 4: Attempt to ray of enfeeblement a target, preferably a fighter not currently in melee.   Delay and yell orders to your giant to MOVE if no viable target is available, when the giant moves out of melee, fire.

Pack D (EL 7) - Bugbear Ftr 2/Rng 1; Hobgoblin Rng 1 x4

Bugbear Ftr 2/Rng 1 (CR 5)

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+1d8+2d10+6 (35 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor, +1 light shield), touch 11, flat-footed 18
Base Attack/Grapple: +5/+8
Attack: +1 Morningstar +10 melee (1d8+3) or javelin +6 ranged (1d6+3)
Full Attack: +1 Morningstar +10 melee (1d8+3) or javelin +6 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., scent, favored enemy Humans (+2)

Saves: Fort +7, Ref +6, Will +1
Abilities: Str 16, Dex 13, Con 12, Int 10, Wis 10, Cha 9
Skills: Climb +8, Hide +6, Listen +6, Move Silently +8, Spot +6
Feats: Alertness, Weapon Focus (morningstar), Dodge, Mobility, Spring Attack

Equipment: +1 morningstar, +1 chain shirt, light wooden shield, javelin (x3), wand of cure minor wounds (38 charges)
Hobgoblin Rng 1 (CR 1)

Medium Humanoid (Goblinoid)

Hit Dice: 1d8+2 (6 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 Dex, +4 chain shirt, +1 light shield), touch 11, flat-footed 15
Base Attack/Grapple: +1/+2
Attack: MW longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Full Attack: MW longsword +3 melee (1d8+1/19-20x2) or javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Humans (+2)

Saves: Fort +4, Ref +3, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +5, Move Silently +3, Spot +5
Feats: Alertness

Equipment: Chain shirt, light wooden shield, masterwork longsword, javelin (x3)

Description

In the distance you hear the sounds of steel on steel.  Moving toward it, you see two groups fighting in the distant darkness.  The feral snarls of goblinoids rise in cheer as you see dark forms swarm two others, and two long spears rise, but then fall beneath the assault.  There are many bodies lying on the ground around the cheering hobgoblins as it is clear that some of Shiboleth’s citizens tried to fight back on this street.  

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, amid a like number of hobgoblin bodies.  Blood makes the street slippery and you hear whimpers of pain coming from many of the fallen people.   The two groups of hobgoblins notice your approach and cease their cheers to return to business.

DM Notes

This pack is in two different groups, as the previous fighting ranged across the street and they split up to kill more humans and dwarves.  One group is three hobgoblins and the other is the bugbear with a single hobgoblin. This group has just taken some losses from fighting. Even the group of three spreads out as soon as possible, and will not get into a tight group at any point if they can avoid it.  The bugbear has given his wand of cure minor wounds to one of the hobgoblins.  He uses it to stabilize seriously wounded women and children so the city must deal with the severely injured.  PCs may observe one of the hobgoblins touching fallen people with the wand at a distance, and it should be far enough away that they are uncertain about what the wand did.

Pack E (EL 7) - Hobgoblin Rog 4; Hobgoblin Rog 2 x4

Hobgoblin Rog 4 (CR 4)

Medium Humanoid (Goblinoid)

Hit Dice: 4d6+8 (22 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 18 (+3 Dex, +4 chain shirt, +1 buckler), touch 13, flat-footed 15
Base Attack/Grapple: +3/+4
Attack: +1 shortsword +7 melee (1d6+2/19-20x2) or javelin +6 ranged (1d6+1)
Full Attack: +1 shortsword +7 melee (1d6+2/19-20x2) or javelin +6 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +2d6
Special Qualities: Darkvision 60 ft., evasion, uncanny dodge

Saves: Fort +3, Ref +7, Will +0
Abilities: Str 13, Dex 16, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +9, Listen +8, Move Silently +9, Spot +8, Bluff +6, Climb +7, Jump +7, Tumble +9
Feats: Alertness, Weapon Finesse

Equipment: +1 shortsword, masterwork buckler, masterwork chain shirt armor, javelin (x3), gloves of dexterity +2

Hobgoblin Rog 2 (CR 2)

Medium Humanoid (Goblinoid)

Hit Dice: 2d6+4 (11 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 15 (+1 Dex, +4 chain shirt), touch 11, flat-footed 14
Base Attack/Grapple: +1/+2
Attack: MW shortsword +3 melee (1d6+1/19-20x2) or javelin +2 ranged (1d6+1)
Full Attack: MW shortsword +3 melee (1d6+1/19-20x2) or javelin +2 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +1d6
Special Qualities: Darkvision 60 ft., evasion

Saves: Fort +2, Ref +4, Will -1
Abilities: Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +4, Listen +6, Move Silently +4, Spot +6, Bluff +4, Climb +4, Jump +4, Tumble +4
Feats: Alertness

Equipment: Masterwork shortsword, chain shirt armor, javelin (x3)

Description

On this street, in both directions that you look, you see numerous forms lying on the street, writhing in agony.  Many of the buildings here have had walls smashed in, and roofs collapsed.  There are possibly a dozen people lying in the streets in both directions, groaning in pain.  You see people hurriedly rush from nearby buildings, looking nervously in all directions to kneel over the injured on the street.  You see pairs of people trying to pull injured and groaning neighbors off the street in both directions, then in one direction you hear screaming as dark forms emerge from other buildings and alleys to stab two of the people as they try to pull their neighbors to safety.  As the dying people fall to join the victims they had just tried to save, the dark forms move to re-enter the shadows.

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, and two hobgoblins moving to hide in the shadows again.  Most of the people are still bleeding, but many more lay very still, eyes opened to the cold night sky.  

DM Notes

The DM can set the hobgoblins’ ambush point anywhere from 30 – 100 feet away from the PCs.  The street the PCs have come onto shows a path of destruction along both directions.  The five rogues are ambushing people who come out to help the injured.  The PCs have two lower level hobgoblins in plain view, despite the darkness.  The other hobgoblins are still in hiding, and will wait for the PCs to get closer before stepping out.  PCs will receive standard spot checks to notice the hiding rogues.  The DM can place them anywhere on the map along an alley that seems appropriate.

Pack F (EL 7) - Goblin Ftr 2 x3; Wolf x3

Wolf (CR 1)

Medium Animal

Hit Dice: 2d8+4 (13 hp)
Initiative: +2
Speed: 50 ft. (10 squares)

Armor Class: 17 (+2 Dex, +2 natural, +3 studded leather armor), touch 12, flat-footed 15
Base Attack/Grapple: +1/+2
Attack: Bite +3 melee (1d6+1)
Full Attack: Bite +3 melee (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Trip
Special Qualities: Low-light vision, scent

Saves: Fort +5, Ref +5, Will +1
Abilities: Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Skills: Hide +2, Listen +3, Move Silently +3, Spot +3, Survival +1*
Feats: Track (B), Weapon Focus (bite)

Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.   If the attempt fails, the opponent cannot react to trip the wolf.

Skills: *Wolves have a +4 racial bonus on Survival checks when tracking by scent

Equipment: Studded leather barding

Goblin Ftr 2 (CR 2)

Small Humanoid (Goblinoid)

Hit Dice: 2d10+2 (13 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 size, +1 Dex, +5 breastplate, +2 heavy shield), touch 12, flat-footed 18
Base Attack/Grapple: +2/-2
Attack: MW lance +5 melee (1d6/x3) or javelin +4 ranged (1d4)
Full Attack: MW lance +5 melee (1d6/x3) or javelin +4 ranged (1d4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +1, Will -1
Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Skills: Hide +5, Move Silently +5, Ride +9
Feats: Mounted Combat, Ride-By Attack, Weapon Focus (lance)

Equipment:  Small breastplate, small heavy steel shield, small masterwork lance, small javelin (x3)

Description

Coming down the street you are on, you see three large, shaggy forms trotting at a fast pace.  Riding the canines are three armored goblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the ones that move fastest are being targeted by the goblin wolf riders.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The goblin wolf-riders will attempt to ride down the PCs.  

DM Notes

The DM can set the goblins’ position anywhere from 100- 200 feet away from the PCs.  The goblins will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40 - 50’ each round, so unless the PCs come to them, the goblins will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the goblins at range.  The riders are spread out on the street, and at staggered depth  to minimize area of effect attacks, and to increase their attack range

Appendix Three – APL 6

Leader Pack A (EL 10)- Hill Giant Ftr 1: Hobgoblin Clr 5: Hobgoblin Ftr 4 x4

Barld - Hill Giant Ftr 1

Large Giant
Hit Dice: 12d8+1d10+65 (124 hp)
Initiative: -1
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 22 (-1 size, -1 Dex, +9 natural, +5 hide armor), touch 8, flat-footed 22
Base Attack/Grapple: +10/+21
Attack: +1 greatclub +18 melee (2d8+11) or slam +16 melee (1d4+7) or rock +9 ranged (2d6+7)
Full Attack: +1 greatclub +18/+13 melee (2d8+11) or 2 slams +16 melee (1d4+7) or rock +9 ranged (2d6+7) 

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Low-light vision, rock catching
Saves: Fort +15, Ref +4, Will +5
Abilities: Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7
Skills: Climb +8, Jump +8, Listen +3, Spot +6
Feats: Cleave, Improved Bull Rush, Power Attack, Improved Sunder, Weapon Focus (greatclub), Improved Toughness

Equipment: Large +1 greatclub, large breastplate, cloak of resistance +1

Hobgoblin Clr 5 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 5d8+10 (32 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 20 (+9 +1 full plate, +1 light shield), touch 10, flat-footed 20
Base Attack/Grapple: +3/+3
Attack: Heavy mace +3 melee (1d8) or javelin +3 ranged (1d6)
Full Attack: Heavy mace +3 melee (1d8) or javelin +3 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., rebuke undead 8/day

Saves: Fort +7, Ref +2, Will +8
Abilities: Str 11, Dex 10, Con 14, Int 10, Wis 17, Cha 12
Skills: Concentration +10, Spellcraft +4, Heal +7
Feats: Extra Turning, Divine Spellpower, Augument Healing

Equipment: Periapt of wisdom +2, vest of resistance +1, +1 full plate
Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), shield of faith, command, bane; 2nd – shield other (D), cure moderate wounds (2d8+9), status, curse of ill fortune; 3rd – protection from energy (D), cure serious wounds (3d8+11), dispel magic (+9 check)

Save DCs – 13 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +5 resistance bonus on the next saving throw of target touched.)
Hobgoblin Ftr 4

Medium Humanoid (Goblinoid)

Hit Dice: 4d10+8 (30 hp)
Initiative: +1
Speed: 20 ft in half-plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 23 (+1 Dex, +8 +1 half-plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 22
Base Attack/Grapple: +4/+5
Attack: MW longsword +7 melee (1d8+3/19-20x2) or javelin +5 ranged (1d6+1)
Full Attack: MW longsword +7 melee (1d8+3/19-20x2) or javelin +5 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +6, Ref +2, Will +0
Abilities: Str 13, Dex 13, Con 15, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave

Equipment: +1 half-plate, +1 heavy steel shield, masterwork longsword, javelin (x3), ring of protection +1

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small shack with a bloodied dagger in his hand.  As he is coming out of the building, a huge giant dressed in plate armor slams his greatclub against the side of the building, collapsing in the wooden frame, and partially dropping the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the ogre, pointing toward some of the fleeing people.

If the PCs engage:

The hill giant smiles at you and bellows in slurred common, “Hey, Brodde right, dis place got fun all over!!!  Barld gonna have to move here, get some Tyv slippers, maybe.  Hey Tyv!  Raglanar think he’s gotta Tyv Tapper?  Some see what Barld got for you!!!”  He smacks his great club in his palm and he and the hobgoblin move toward you.

DM Notes

Three other hobgoblin fighters and a hobgoblin cleric are inside other homes.  The DM can set Barld anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in one round with bloodied weapons.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.

Cleric Tactics, by Round

Round 1 – Dispel magic on the primary fighter type.

Round 2 – Cure the leader if wounded, otherwise curse of ill fortune.

Round 3 – Cure the leader if wounded, otherwise command (drop weapon)

Round 4 – Cure the leader if wounded, otherwise bane

Pack B (EL 9) – Troll: Goblin Wiz 5: Goblin Ftr 5 x2 (Archer)

Troll

Large Giant
Hit Dice: 6d8+36 (63 hp)
Initiative: +2
Speed: 30 ft. (6 squares)
Armor Class: 16 (-1 size, +2 Dex, +5 natural), touch 11, flat-footed 14
Base Attack/Grapple: +4/+14
Attack: Claw +8 melee (1d6+6)
Full Attack: 2 claws +8 melee (1d6+6) and bite +4 melee (1d6+3)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rend 2d6+9
Special Qualities: Darkvision 90 ft., low-light vision, regeneration 5, scent
Saves: Fort +11, Ref +4, Will +3
Abilities: Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Skills: Listen +5, Spot +6
Feats: Alertness, Iron Will, Track

Equipment: None

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.   This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll.

Goblin Wiz 5

Small Humanoid (Goblinoid)

Hit Dice: 5d4+5 (17 hp)
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +2 Dex, +4 mage armor), touch 13, flat-footed 15
Base Attack/Grapple: +2/-3
Attack: Dagger +2 (1d3-1/19-20x2)
Full Attack: Dagger +2 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +2, Ref +3, Will +4
Abilities: Str 8, Dex 15, Con 12, Int 16, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +9, Knowledge (arcane) +9, Concentration +7, Knowledge (nature) +9
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell

Equipment: Small dagger, headband of intellect +2, gloves of dexterity +2

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+5 ranged touch), magic missile; 2nd – glitterdust*, web*, invisibility; 3rd – haste, slow

Save DC – 13 + spell level, *14 + spell level for conjurations

Goblin Ftr 5

Small Humanoid (Goblinoid)

Hit Dice: 5d10+5 (32 hp)
Initiative: +3
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 size, +3 Dex, +4 chain shirt, +1 buckler), touch 14, flat-footed 16
Base Attack/Grapple: +5/+1
Attack: +1 longbow +11 (1d6+3/x3) or morningstar +6 melee (1d6)
Full Attack: +1 longbow +9/+9 (1d6+3/x3) or morningstar +6 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +5, Ref +4, Will +0
Abilities: Str 11, Dex 17, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +8, Climb +7
Feats: Weapon Focus (longbow), Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot

Equipment: Small chain shirt, small buckler, small morningstar, small +1 longbow, gloves of dexterity+2

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a pair of goblins across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a lean, gaunt giant, with mottled green skin, over-long arms and a long, broken, crooked nose.  The creature sniffs the air, and seems to be looking toward your general direction.
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are all crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The troll is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the troll.  He still has his full complement of spells, as this group has not met any serious resistance yet.  The troll will move to engage the PCs in the first round, and the goblins will turn and fire from their cover positions.  

Wizard Tactics, by Round

Round 1: Slow a concentration of PC’s

Round 2: Haste allies as best you can

Round 3: Glitterdust a concentration of PC’s.

Round 4: Attempt to web a group of PC’s between buildings.

Pack C (EL 9) – Ettin: Bugbear Rog 2 x4

Ettin 

Large Giant
Hit Dice: 10d8+20 (65 hp)
Initiative: +3
Speed: 30 ft. in hide armor (6 squares); base 40 ft. (8 squares)
Armor Class: 18 (-1 size, -1 Dex, +7 natural, +3 hide), touch 8, flat-footed 18
Base Attack/Grapple: +7/+17
Attack: Morningstar +12 melee (2d6+6) or javelin +5 ranged (1d8+6)
Full Attack: 2 morningstars +12/+7 melee (2d6+6) or 2 javelins +5 ranged (1d8+6)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Low-light vision, superior two-weapon fighting
Saves: Fort +9, Ref +2, Will +5
Abilities: Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11
Skills: Search +1, Listen +10, Spot +10
Feats: Alertness, Improved Initiative, Iron Will, Power Attack

Equipment: Large hide armor, large morningstar (x2)

Bugbear Rog 2

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+2d6+5 (25 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +4 chain shirt armor, +1 buckler), touch 11, flat-footed 18
Base Attack/Grapple: +3/+6
Attack: +1 morningstar +8 melee (1d8+4) or javelin +6 ranged (1d6+3)
Full Attack: +1 morningstar +8 melee (1d8+4) or javelin +6 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +1d6
Special Qualities: Darkvision 60 ft., scent, evasion

Saves: Fort +2, Ref +7, Will +1
Abilities: Str 16, Dex 13, Con 12, Int 10, Wis 10, Cha 9
Skills: Climb +7, Jump +6, Tumble +4, Hide +5, Move Silently +5, Spot +8, Listen +8, Search +6
Feats: Alertness, Weapon Focus (morningstar), Power Attack

Equipment: +1 morningstar, chain shirt, masterwork buckler, javelin (x3)

Description

In the distance you see movement backlit by a small house on fire.  A monstrous form swings a pair of massive weapons and you hear the sound of splintering wood as pieces of a building go flying.  A couple of seconds later, a screaming form rushes past out of the falling building and you see the monstrous giant’s hand lash out to catch the form.  Screams reach your ears and you see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and grunts some noise.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The giant drops the woman who now writhes in pain and cries painfully as she bleeds.  As the form moves, you can see that the giant has two heads.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed houses.   It seems that you spotted the ettin and the bugbears before they spotted you.

DM Notes

The DM can set the ettin and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings.    They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  For clarity, the ettin attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points. 

Pack D (EL 9)  - Skullcrusher Ogre Ftr 1: Hobgoblin Ftr 4 x4

Skullcrusher Ogre Ftr 1

Large Giant
Hit Dice: 8d8+1d10+27 (68 hp)
Initiative: +0
Speed: 30 ft. in spiked full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 22 (-1 size, +2 natural, +9 +1 spiked full plate, +2 spiked heavy shield), touch 9, flat-footed 22
Base Attack/Grapple: +7/+22
Attack: MW morningstar +15 melee (2d6+7) or MW shield spike +14 melee (1d8+3) or rock +7 ranged (2d6+7)
Full Attack: MW morningstar +11/+6 melee (2d6+7) and MW shield spike +10 melee (1d8+3)  or rock +7 ranged (2d6+7)

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Darkvision 60 ft., low-light vision 
Saves: Fort +11, Ref +2, Will +4
Abilities: Str 25, Dex 11, Con 17, Int 10, Wis 10, Cha 9
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Improved Grapple (B), Two-Weapon Fighting (B), Improved Shield Bash, Mounted Combat, Power Attack, Weapon Focus (morningstar), Iron Will

Equipment: Large +1 full plate armor, large masterwork spiked heavy shield, large masterwork morningstar

Rock Throwing (Ex):  The range increment on a Skullcrusher Ogre’s thrown rocks is 100 feet.

Hobgoblin Ftr 4

Medium Humanoid (Goblinoid)

Hit Dice: 4d10+8 (30 hp)
Initiative: +1
Speed: 20 ft in half-plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 23 (+1 Dex, +8 +1 half-plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 22
Base Attack/Grapple: +4/+5
Attack: MW longsword +7 melee (1d8+3/19-20x2) or javelin +5 ranged (1d6+1)
Full Attack: MW longsword +7 melee (1d8+3/19-20x2) or javelin +5 ranged (1d6+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +6, Ref +2, Will +0
Abilities: Str 13, Dex 13, Con 15, Int 10, Wis 9, Cha 8
Skills: Hide +3, Listen +2, Move Silently +3, Spot +2
Feats: Alertness, Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave

Equipment: +1 half-plate, +1 heavy steel shield, masterwork longsword, javelin (x3), ring of protection +1

Description

In the distance you hear the sounds of steel on steel.  Moving toward it, you see two groups fighting in the distant darkness.  The feral snarls of goblinoids rise in cheer as you see dark forms swarm two others, and two long spears rise, but then fall beneath the assault.  There are many bodies lying on the ground around the cheering hobgoblins as it is clear that some of Shiboleth’s citizens tried to fight back on this street.  One of the forms in the melee is larger than the rest, and there are more fallen bodies near it than anywhere else on the street.

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, amid a like number of hobgoblin bodies.  Blood makes the street slippery and you hear whimpers of pain coming from many of the fallen people.   The hobgoblins do not celebrate their victory long, and move along in your direction.  Behind them is a hulking brute with blood red hair, tattoos and a spiked mace.

DM Notes

This group has just taken some losses from fighting, but none of the survivors are very injured.   As they approach the PCs, they will spread out as soon as possible, and will not get into a tight group at any point if they can avoid it.  They will simply try to overwhelm the PCs with a focus on flanking.  
Pack E (EL 9) - Goblin Rng 4 x2: Feral Minotaur x2

Goblin Rng 4

Small Humanoid (Goblinoid)

Hit Dice: 4d8+4 (22 hp)
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 size, +2 Dex, +4 chain shirt, +1 buckler), touch 13, flat-footed 16
Base Attack/Grapple: +4/+0
Attack: +1 longbow +7 ranged (1d6+1/x3) or morningstar +5 melee (1d6)

Full Attack: +1 longbow +5/+5 ranged (1d6+1/x3) or morningstar +5 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+2)

Saves: Fort +6, Ref +7, Will +3
Abilities: Str 10, Dex 14, Con 12, Int 10, Wis 12, Cha 6
Skills: Hide +11, Move Silently +7, Spot +8, Listen +8, Tumble +7, Handle Animal +5
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Track, Endurance

Equipment: Small chain shirt, small buckler, small +1 longbow, cloak of resistance +1

Spells Prepared – 1st embrace the wild
Feral Minotaur

Large Monstrous Humanoid
Hit Dice: 6d10+18 (51 hp)
Initiative: -1
Speed: 40 ft. (8 squares)
Armor Class: 14 (-1 size, -1 Dex, +6 natural), touch 8, flat-footed 14
Base Attack/Grapple: +6/+16
Attack: Claw +11 melee (2d6+6)

Full Attack: 2 claws +11 melee (2d6+6) and gore +6 melee (1d8+3)

Space/Reach: 10 ft./10 ft.
Special Attacks: Powerful charge 4d6+9, improved grab, pounce
Special Qualities: Darkvision 60 ft., fast healing 3, natural cunning, scent 
Saves: Fort +7, Ref +4, Will +6
Abilities: Str 23, Dex 8, Con 17, Int 3, Wis 12, Cha 8
Skills: Intimidate +2, Listen +11, Search +6, Spot +11
Feats: Great Fortitude, Power Attack, Track

Powerful Charge (Ex): When charging a feral minotaur can make a gore attack that does 4d6+9 points of damage instead of standard damage.

Pounce (Ex): When charging, a feral minotaur can make a full attack.

Improved Grab (Ex): When a feral minotaur hits a creature of size medium or smaller it may make a grapple attempt as a free action without provoking attacks of opportunity.

Description

Coming down the dark street you are on, you see two monstrous, shaggy forms, shuffling along and dragging bodies in their claws.  The two monsters walk on two legs, but are snarling like animals, and long, curved horns protrude from their skulls.  You see them straining to pull forward, and in a flash of lightning, you see that they look like shaggy, two-legged bulls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.   They are dragging two goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins release the leashes, and the minotaurs shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the feral minotaurs’ position anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding long, leather leashes.  The goblins will release the minotaurs, and move to positions that let them utilize their bows.  The two hunters are on opposite sides of the street, to minimize the risk of area of effect attacks.  The minotaurs will try to employ their Powerful Charge/Pounce ability every round, even if it means incurring  AoOs from the movement.

Pack F (EL 9) - Worg x3: Goblin Ftr 4 x3
Worg

Medium Magical Beast
Hit Dice: 4d10+8 (30 hp)
Initiative: +2
Speed: 50 ft. (10 squares)

Armor Class: 18 (+2 Dex, +2 natural, +4 chain shirt barding), touch 12, flat-footed 16
Base Attack/Grapple: +4/+7
Attack: Bite +7 melee (1d6+4)
Full Attack: Bite +7 melee (1d6+4)

Space/Reach: 5ft./5ft.
Special Attacks: Trip
Special Qualities: Darkvision 60 ft., low-light vision, scent
Saves: Fort +6, Ref +6, Will +3
Abilities: Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10
Skills: Hide +4, Listen +6, Move Silently +6, Spot +6, Survival +2
Feats: Alertness, Track

Trip (Ex):  A worg that hits with a bite attack can attempt to trip the opponent (+3 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.   If the attempt fails, the opponent cannot react to trip the worg.

Equipment: Chain shirt barding

Goblin Ftr 4

Small Humanoid (Goblinoid)

Hit Dice: 4d10+4 (26 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 20 (+1 size, +1 Dex, +6 +1 breastplate, +2 heavy shield), touch 12, flat-footed 19
Base Attack/Grapple: +4/+1
Attack: +1 lance +8 melee (1d6+4/x3) or javelin +5 ranged (1d4)
Full Attack: +1 lance +8 melee (1d6+4/x3) or javelin +5 ranged (1d4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +5, Ref +2, Will +0
Abilities: Str 12, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Skills: Hide +5, Move Silently +5, Ride +12
Feats: Mounted Combat, Ride-By Attack, Spirited Charge, Weapon Focus (lance), Weapon Specialization (lance)

Equipment:  Small +1 breastplate, small heavy steel shield, small +1 lance, small javelin (x3)

Description

Coming down the street you are on, you see four large, shaggy canine forms trotting at a fast pace.  Riding the canines are four armored goblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the ones that move fastest are being targeted by the goblin wolf riders.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The goblin wolf-riders will attempt to ride down the PCs.  

DM Notes

The DM can set the goblins’ position anywhere from 100- 200 feet away from the PCs.  The goblins will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they are having to zigzag a bit to reach victims in short bursts.  The riders cover 40 - 50’ each round, so unless the PCs come to them, the goblins will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the goblins at range.  The four riders are staying on opposite sides of the street at different depths to minimize area of effect attacks, and to increase their attack range

Appendix Four – APL 8

Leader Pack (EL 12)- Fire Giant Ftr 1 (Elite Array): Hobgoblin Clr 7: Hobgoblin Ftr 5 x4

Olvald - Fire Giant Ftr 1

Large Giant (Fire)
Hit Dice: 15d8+1d10+96 (169 hp)
Initiative: +0
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 27 (-1 size,  +1 Dex, +8 natural, +9 +1 full plate armor), touch 10, flat-footed 26
Base Attack/Grapple: +12/+30
Attack: +1 greatsword +27 melee (3d6+22/19-20x2) or slam +25 melee (1d4+14) or rock +12 ranged (2d6+14 plus 2d6 fire)
Full Attack: +1 greatsword +27/+22/+17 melee (3d6+22/19-20x2) or 2 slams +25 melee (1d4+14) or rock +12 ranged (2d6+14 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +17, Ref +7, Will +10
Abilities: Str 38, Dex 12, Con 23, Int 10, Wis 14, Cha 11
Skills: Climb +11, Craft (weaponsmithing) +6, Intimidate +6, Jump +13, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack, Weapon Focus (Greatsword), Lightning Reflexes

Equipment: Large +1 full plate armor, large +1 greatsword, cloak of resistance +1, gauntlets of ogre power

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

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of his Strength bonus x1.5.

Hobgoblin Clr 7 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 7d8+14 (45 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 22 (+1 Dex, +9 +1 full plate, +2 +1 light shield), touch 11, flat-footed 22
Base Attack/Grapple: +5/+5
Attack: Heavy mace +5 melee (1d8) or javelin +6 ranged (1d6)
Full Attack: Heavy mace +5 melee (1d8) or javelin +6 ranged (1d6)

Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., rebuke undead 9/day

Saves: Fort +8, Ref +4, Will +9
Abilities: Str 11, Dex 12, Con 14, Int 10, Wis 17, Cha 14
Skills: Concentration +12, Spellcraft +6, Heal +7
Feats: Extra Turning, Divine Spellpower, Augument Healing

Equipment: Periapt of wisdom +2, cloak of charisma +2, +1 full plate, +1 light shield, vest of resistance +1

Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+11), status, curse of ill fortune, spiritual weapon; 3rd – protection from energy (D), cure serious wounds (3d8+13), dispel magic (+11 check), magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+15)
Save DCs – 13 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +7 resistance bonus on the next saving throw of target touched.)

Hobgoblin Ftr 7

Medium Humanoid (Goblinoid)

Hit Dice: 7d10+28 (66 hp)
Initiative: +1
Speed: 20 ft in full plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 24 (+1 Dex, +9 +1 full plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 23
Base Attack/Grapple: +7/+9
Attack: +1 longsword +11 melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Full Attack: +1 longsword +11/+6 melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +9, Ref +4, Will +2
Abilities: Str 15, Dex 13, Con 17, Int 10, Wis 9, Cha 8
Skills: Climb +12, Jump +12, Spot +1, Listen +1

Feats: Alertness, Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave, Combat Reflexes, Improved Toughness

Equipment: +1 full plate, +1 heavy steel shield, +1 longsword, javelin (x3), ring of protection +1, amulet of health +2, gauntlets of ogre power, cloak of resistance +1

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small shack with a bloodied dagger in his hand.  As he is coming out of the building, a huge black-skinned giant dressed in plate armor slams his greatsword against the side of the building, collapsing in the wooden frame, and partially dropping the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the fire giant, pointing toward some of the fleeing people.

If the PCs engage:

The fire giant frowns at you and bellows in common, “Your Commandant should have recognized our rightful claim.  Now you die fighting for some despicable Gyri worms.  What a waste.  Fight well, Tyv, and maybe Surtur will give you a place in the afterlife.”  He swings his greatsword up and he and the hobgoblin move toward you.

DM Notes

Three other hobgoblin fighters and a hobgoblin cleric are inside other homes.  The DM can set Olvald anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in one round with bloodied weapons.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.

Cleric Tactics, by Round

Round 1 – Dispel magic on the primary fighter type.

Round 2 – Cure the leader if wounded, otherwise curse of ill fortune.

Round 3 – Cure the leader if wounded, otherwise spiritual weapon.

Round 4 – Cure the leader if wounded, otherwise doom.

Pack B (EL 11) - Hill Giant: Goblin Wiz 7: Goblin Ftr 7 x2 (Archer)

Hill Giant

Large Giant
Hit Dice: 12d8+48 (102 hp)
Initiative: -1
Speed: 30 ft. in hide armor (6 squares); base 40 ft. (8 squares)
Armor Class: 20 (-1 size, -1 Dex, +9 natural, +3 hide armor), touch 8, flat-footed 20
Base Attack/Grapple: +9/+20
Attack: MW greatclub +17 melee (2d8+10) or slam +15 melee (1d4+7) or rock +8 ranged (2d6+7)
Full Attack: MW greatclub +17/+12 melee (2d8+10) or 2 slams +15 melee (1d4+7) or rock +8 ranged (2d6+7) 

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Low-light vision, rock catching
Saves: Fort +12, Ref +3, Will +4
Abilities: Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Cleave, Improved Bull Rush, Power Attack, Improved Sunder, Weapon Focus (greatclub)

Equipment: Large masterwork greatclub, large hide armor

Goblin Wiz 7

Small Humanoid (Goblinoid)

Hit Dice: 7d4+14 (31 hp) {43 with false life}
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +2 Dex, +4 mage armor), touch 13, flat-footed 15
Base Attack/Grapple: +3/-2
Attack: Dagger +3 (1d3-1/19-20x2)
Full Attack: Dagger +3 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +4, Ref +4, Will +5
Abilities: Str 8, Dex 15, Con 14, Int 16, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +11, Knowledge (arcane) +11, Concentration +10, Knowledge (nature) +11
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell

Equipment: Small dagger, headband of intellect +2, gloves of dexterity +2, amulet of health +2

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+6 ranged touch), magic missile, magic missile; 2nd – glitterdust*, web*, invisibility, false life; 3rd – haste, slow, heightened grease*; 4th – crushing despair

Save DC – 13 + spell level, *14 + spell level for conjurations

Goblin Ftr 7

Small Humanoid (Goblinoid)

Hit Dice: 7d10+7 (45 hp)
Initiative: +3
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 size, +3 Dex, +4 chain shirt, +1 buckler), touch 14, flat-footed 16
Base Attack/Grapple: +7/+3
Attack: +1 longbow +14 (1d6+3/x3) or morningstar +8 melee (1d6)
Full Attack: +1 longbow +14/+14/+9 (1d6+3/x3) or morningstar +8 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +6, Ref +5, Will +1
Abilities: Str 11, Dex 17, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +10, Climb +9
Feats: Weapon Focus (longbow), Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Manyshot, Improved Rapid Shot

Equipment: Small chain shirt, small buckler, small morningstar, small +1 longbow, gloves of dexterity+2, lesser bracers of archery

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a pair of goblins across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a massive, brutish figure whose hide armor drips blood.  It is taller than any ogre, and stares stupidly at a piece of flesh stuck to it’s greatclub.
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are all crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The giant is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the giant.  He still has his full complement of spells, as this group has not met any serious resistance yet.  The giant will move to engage the PCs in the first round, and the goblins will turn and fire from their cover positions.  

Wizard Tactics, by Round

Round 1: Slow a concentration of PC’s

Round 2: Haste allies as best you can.

Round 3: Glitterdust a concentration of PC’s.

Round 4: Heightened grease the weapon of whoever appears to be the primary fighter.

Pack C (EL 11) - Ettin x2: Bugbear Rog 2/Rng 2 x4

Ettin 

Large Giant
Hit Dice: 10d8+20 (65 hp)
Initiative: +3
Speed: 30 ft. in breastplate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 20 (-1 size, -1 Dex, +7 natural, +5 breastplate), touch 8, flat-footed 20
Base Attack/Grapple: +7/+17
Attack: Morningstar +13 melee (2d6+6) or javelin +5 ranged (1d8+6)
Full Attack: 2 morningstars +13/+8 melee (2d6+6) or 2 javelins +5 ranged (1d8+6)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Low-light vision, superior two-weapon fighting
Saves: Fort +9, Ref +2, Will +5
Abilities: Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11
Skills: Search +1, Listen +10, Spot +10
Feats: Alertness, Improved Initiative, Iron Will, Power Attack

Equipment: Large breastplate armor, large masterwork morningstar (x2)

Bugbear Rog 2/Rng 2

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+2d6+2d8+7 (36 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor), touch 11, flat-footed 18
Base Attack/Grapple: +5/+8
Attack: +1 morningstar +10 melee (1d8+4) or MW light mace +9 melee (1d6+1) or javelin +6 ranged (1d6+3)
Full Attack: +1 morningstar +8 melee (1d8+4) and MW light mace +7 melee (1d6+1) or javelin +6 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +1d6
Special Qualities: Darkvision 60 ft., scent, evasion, favored enemy Humans (+2)

Saves: Fort +5, Ref +10, Will +1
Abilities: Str 16, Dex 13, Con 12, Int 10, Wis 10, Cha 9
Skills: Climb +8, Jump +7, Tumble +7, Hide +8, Move Silently +8, Spot +10, Listen +10, Search +8
Feats: Alertness, Weapon Focus (morningstar), Power Attack, Two-Weapon Fighting, Track

Equipment: +1 morningstar, +1 chain shirt, masterwork light mace, javelin (x3), armbands of might
Description

In the distance you see movement backlit by a small shack on fire.  A monstrous form swings a pair of massive weapons and you hear the sound of splintering wood as pieces of a building go flying.  A couple of seconds later, a screaming form rushes past out of the falling building and you see the monstrous giant’s hand lash out to catch the form.  Screams reach your ears and you see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and grunts some noise.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The giant drops the woman who now writhes in pain and cries painfully as she bleeds.  As the form moves, you can see that the giant has two heads.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed shacks.   It seems that you spotted the ettin and the bugbears before they spotted you.  You also spot another two-headed beast snuffling through wreckage.

DM Notes

The DM can set the ettin and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings, and another ettin roaming the street.    They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  For clarity, the ettin attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.
Pack D (EL 11) - Fire Giant ; Ogre Ftr 2 x4

Fire Giant

Large Giant (Fire)
Hit Dice: 15d8+75 (142 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 25 (-1 size, -1 Dex, +8 natural, +9 +1 full plate armor), touch 8, flat-footed 25
Base Attack/Grapple: +11/+26
Attack: +1 greatsword +22 melee (3d6+18/19-20x2) or slam +21 melee (1d4+11) or rock +10 ranged (2d6+11 plus 2d6 fire)
Full Attack: +1 greatsword +22/+17/+12 melee (3d6+18/19-20x2) or 2 slams +21 melee (1d4+11) or rock +10 ranged (2d6+10 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +15, Ref +5, Will +10
Abilities: Str 33, Dex 9, Con 21, Int 10, Wis 14, Cha 11
Skills: Climb +10, Craft (weaponsmithing) +6, Intimidate +6, Jump +10, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack

Equipment: Large +1 full plate armor, large +1 greatsword, cloak of resistance +1, gauntlets of ogre power

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

Ogre Ftr 2

Large Giant
Hit Dice: 4d8+2d10+15 (44 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 22 (-1 size, -1 Dex, +5 natural, +9 +1 full plate armor), touch 8, flat-footed 22
Base Attack/Grapple: +5/+16
Attack: +1 greatclub +13 melee (2d8+10) or javelin +3 ranged (1d8+7)
Full Attack: +1 greatclub +13 melee (2d8+10) or javelin +3 ranged (1d8+7)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +9, Ref +0, Will +1
Abilities: Str 24, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +8, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatclub), Power Attack, Cleave, Improved Bull Rush

Equipment: Large +1 full plate armor, large +1 greatclub, gauntlets of ogre power, large javelin (x3)
Description

In the distance you hear the sounds of steel on steel.  Moving toward it, you see two groups fighting in the distant darkness.  The brutish snarls of giants rise in cheer as you see dark forms swarm two others, and two long spears rise, but then fall beneath the assault.  There are many bodies lying on the ground around the cheering giants as it is clear that some of Shiboleth’s citizens tried to fight back on this street.  One of the forms in the melee is larger than the rest, and there are more fallen bodies near it than anywhere else on the street.

If the PCs engage:

As you move closer, you can see that there are perhaps a dozen people lying in the street, amid very few goblinoid bodies.  Blood makes the street slippery and you hear whimpers of pain coming from many of the fallen people.   The giants do not celebrate their victory long, and move along in your direction.  Behind them is a black-skinned brute with fiery red hair, tattoos and an oversized greatsword.

DM Notes

This group has just taken some losses from fighting, but none of the survivors are very injured.   As they approach the PCs, they will spread out as soon as possible, and will not get into a tight group at any point if they can avoid it.  They will simply try to overwhelm the PCs with a focus on flanking.

Pack E (EL 11) - Goblin Rng 6 x2:Feral Minotaur (+6 HD) x2

Goblin Rng 6

Small Humanoid (Goblinoid)

Hit Dice: 6d8+6 (33 hp)
Initiative: +3
Speed: 30 ft. (6 squares)

Armor Class: 20 (+1 size, +3 Dex, +5 +1 chain shirt, +1 buckler), touch 14, flat-footed 17
Base Attack/Grapple: +6/+2
Attack: +1 longbow +11 ranged (1d6+1/x3) or morningstar +7 melee (1d6)

Full Attack: +1 longbow +11/+11/+6 ranged (1d6+1/x3) or morningstar +7 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+4), Elves (+2)

Saves: Fort +7, Ref +9, Will +4
Abilities: Str 10, Dex 17, Con 12, Int 10, Wis 12, Cha 6
Skills: Hide +15, Move Silently +11, Spot +10, Listen +10, Tumble +11, Handle Animal +7
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Improved Rapid Shot, Track, Endurance, Manyshot

Equipment: Small +1 chain shirt, small buckler, small +1 longbow, cloak of resistance +1, gloves of dexterity +2

Spells Prepared – 1st embrace the wild, accelerated movement
Feral Minotaur (9 HD)

Large Monstrous Humanoid
Hit Dice: 9d10+27 (76 hp)
Initiative: -1
Speed: 40 ft. (8 squares)
Armor Class: 14 (-1 size, -1 Dex, +6 natural), touch 8, flat-footed 14
Base Attack/Grapple: +9/+20
Attack: Claw +16 melee (2d6+7)

Full Attack: 2 claws +16 melee (2d6+7) and gore +10 melee (1d8+3)

Space/Reach: 10 ft./10 ft.
Special Attacks: Powerful charge 4d6+10, improved grab, pounce, rake 1d8+3
Special Qualities: Darkvision 60 ft., fast healing 3, natural cunning, scent 
Saves: Fort +8, Ref +5, Will +7
Abilities: Str 24, Dex 8, Con 17, Int 3, Wis 12, Cha 8
Skills: Intimidate +2, Listen +12, Search +6, Spot +12
Feats: Great Fortitude, Power Attack, Track, Weapon Focus (claw)

Powerful Charge (Ex): When charging a feral minotaur can make a gore attack that does 4d6+9 points of damage instead of standard damage.

Pounce (Ex): When charging, a feral minotaur can make a full attack, including 2 rakes.

Improved Grab (Ex): When a feral minotaur hits a creature of size medium or smaller it may make a grapple attempt as a free action without provoking attacks of opportunity.

Rake (Ex): While grappling a feral minotaur may make 2 rake attacks at +15 for 1d8+3 points of damage.

Description

Coming down the dark street you are on, you see two monstrous, shaggy forms, shuffling along and dragging bodies in their claws.  The two monsters walk on two legs, but are snarling like animals, and long, curved horns protrude from their skulls.  You see them straining to pull forward, and in a flash of lightning, you see that they look like shaggy, two-legged bulls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.  They are dragging two goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins release the leashes, and the minotaurs shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the feral minotaurs’ position anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding long, leather leashes.  The goblins will release the minotaurs, and move to positions that let them utilize their bows.  The two hunters are on opposite sides of the street, to minimize the risk of area of effect attacks.  The minotaurs will try to employ their Powerful Charge/Pounce ability every round, even if it means incurring  AoOs from the movement.

Pack F (EL 11) - Worg (10 HD) x3: Hobgoblin Ftr 6 x3
Worg (7 HD)

Large Magical Beast
Hit Dice: 7d10+21 (59 hp)
Initiative: +1
Speed: 50 ft. (10 squares)

Armor Class: 18 (-1 size, +1 Dex, +4 natural, +4 chain shirt barding), touch 11, flat-footed 17
Base Attack/Grapple: +7/+19
Attack: Bite +15 melee (2d6+12)
Full Attack: Bite +15 melee (2d6+12)

Space/Reach: 10 ft./5 ft.
Special Attacks: Trip
Special Qualities: Darkvision 60 ft., low-light vision, scent
Saves: Fort +8, Ref +6, Will +4
Abilities: Str 26, Dex 13, Con 17, Int 6, Wis 14, Cha 10
Skills: Hide -1, Listen +9, Move Silently +6, Spot +9, Survival +2
Feats: Alertness, Track, Weapon Focus (bite)

Trip (Ex):  A worg that hits with a bite attack can attempt to trip the opponent (+12 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.   If the attempt fails, the opponent cannot react to trip the worg.

Equipment: Chain shirt barding
Hobgoblin Ftr 6

Medium Humanoid (Goblinoid)

Hit Dice: 6d10+12 (45 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 20 (+1 Dex, +9 +1 full plate), touch 11, flat-footed 19
Base Attack/Grapple: +6/+8
Attack: +1 lance +11 melee (1d8+7/x3) or javelin +7 ranged (1d6+3)
Full Attack: +1 lance +11 melee (1d8+7/x3) or javelin +7 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +8, Ref +4, Will +2
Abilities: Str 16, Dex 13, Con 14, Int 10, Wis 9, Cha 8
Skills: Hide +3, Move Silently +3, Ride +10
Feats: Mounted Combat, Ride-By Attack, Spirited Charge, Weapon Focus (lance), Weapon Specialization (lance), Power Attack, Cleave

Equipment: +1 full plate, +1 lance, cloak of resistance +1, gauntlets of ogre power, javelin (x3)

Description

Coming down the street you are on, you see four large, shaggy canine forms trotting at a fast pace.  Riding the canines are four armored hobgoblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the ones that move fastest are being targeted by the hobgoblin wolf riders.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The hobgoblin wolf-riders will attempt to ride down the PCs.  

DM Notes

The DM can set the hobgoblins’ position anywhere from 100- 200 feet away from the PCs.  The hobgoblins will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they are having to zigzag a bit to reach victims in short charge bursts.  The riders cover 40 - 50’ each round, so unless the PCs come to them, the hobgoblins will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the hobgoblins at range.  The four riders are staying on opposite sides of the street at different depths to minimize area of effect attacks, and to increase their attack range
Appendix Five – APL 10

Leader Pack A (EL 14)- Fomorian (Elite Array): Hobgoblin Clr 9: Hobgoblin Ftr 7 x4

Grundid - Fomorian  

Huge Giant
Hit Dice: 15d8+105 (172 hp)
Initiative: +2
Speed: 40 ft. in full plate (8 squares), base 50 ft. (10 squares)

Armor Class: 28 (-2 size, +2 Dex, +9 natural, +9 +1 full plate), touch 9, flat-footed 26
Base Attack/Grapple: +11/+33
Attack: +1 greatclub +24 melee (3d8+22) or slam +23 melee (1d8+14)
Full Attack: +1 greatclub  +24/+19/+14 melee (3d8+22) or 2 slams +23 melee (1d8+14)

Space/Reach: 15 ft./15 ft.
Special Attacks: Trample 2d10+21
Special Qualities: DR 5/-, fast healing 5, scent

Saves: Fort +18, Ref +9, Will +9
Abilities: Str 38, Dex 15, Con 24, Int 13, Wis 13, Cha 9
Skills: Listen +3, Move Silently +29, Spot +21, Jump +16
Feats: Alertness, Cleave, Great Cleave, Power Attack, Track

Trample (Ex):  Save DC 31, the save DC is strength-based

Equipment: Huge +1 greatclub, huge +1 full plate, cloak of resistance +3
Hobgoblin Clr 9 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 9d8+18 (58 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 22 (+1 Dex, +9 +1 full plate, +2 +1 light shield), touch 11, flat-footed 22
Base Attack/Grapple: +6/+6
Attack: Heavy mace +6 melee (1d8) or javelin +7 ranged (1d6)
Full Attack: Heavy mace +6/+1 melee (1d8) or javelin +7 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., rebuke undead 9/day

Saves: Fort +9, Ref +5, Will +12
Abilities: Str 11, Dex 12, Con 14, Int 10, Wis 20, Cha 14
Skills: Concentration +14, Spellcraft +8, Heal +9
Feats: Extra Turning, Divine Spellpower, Augument Healing, Reach Spell

Equipment: Periapt of wisdom +4, cloak of charisma +2, +1 full plate, +1 light shield, lesser metamagic rod of chaining, vest of resistance +1

Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+13), status, curse of ill fortune, spiritual weapon, sound burst; 3rd – protection from energy (D), cure serious wounds (3d8+15), dispel magic (+13 check), dispel magic (+13 check), magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+17), freedom of movement, reach cure moderate wounds (2d8+13); 5th – true seeing (D), cure light wounds, mass (1d8+19)

Save DCs – 15 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +9 resistance bonus on the next saving throw of target touched.)
Hobgoblin Ftr 7

Medium Humanoid (Goblinoid)

Hit Dice: 7d10+28 (66 hp)
Initiative: +1
Speed: 20 ft in full plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 24 (+1 Dex, +9 +1 full plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 23
Base Attack/Grapple: +7/+9
Attack: +1 longsword +11 melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Full Attack: +1 longsword +11/+6 melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +9, Ref +4, Will +2
Abilities: Str 15, Dex 13, Con 17, Int 10, Wis 9, Cha 8
Skills: Climb +12, Jump +12, Spot +1, Listen +1

Feats: Alertness, Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave, Combat Reflexes, Improved Toughness

Equipment: +1 full plate, +1 heavy steel shield, +1 longsword, javelin (x3), ring of protection +1, amulet of health +2, gauntlets of ogre power, cloak of resistance +1

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small house with a bloodied dagger in his hand.  As he is coming out of the building, an enormous, misshapen brute swings a huge greatclub onto a building, splintering wood and bashing through the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the giant, pointing toward some of the fleeing people.

If the PCs engage:

The fomorian giant smiles at you and says in broken common, “Ah, they do have food here. I was wondering.  So, Krade, it time to eat yet?”  “Yeah Grundid, I’d say your snacks have arrived,” the hobgoblin laughs. The fomorian pats the greatclub on the street as he advances on you.  Three other hobgoblins spill into the street from nearby buildings to join the advance.

DM Notes

The three other hobgoblins are inside other houses.  The DM can set Grundid anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in the first round with bloodied weapons in hand.  They are not in a tight group, and will not get into a tight group until they are among the PCs.  The hobgoblins try to move into the enemy ranks, and Grundid will search out the best fighters to kill personally.
Cleric Tactics by Round
Round 1 – Chain dispel magic on all available targets

Round 2 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise curse of ill fortune.

Round 3 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise spiritual weapon.

Round 4 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise sound burst.

Pack B (EL 13)– Fomororian; Goblin Wiz 9; Goblin Ftr 9 x2 (Archer)

Fomorian

Huge Giant
Hit Dice: 15d8+90 (157 hp)
Initiative: +1
Speed: 40 ft. in hide armor (8 squares), base 50 ft. (10 squares)

Armor Class: 21 (-2 size, +1 Dex, +9 natural, +3 hide armor), touch 9, flat-footed 20
Base Attack/Grapple: +11/+31
Attack: Heavy flail +21 melee (4d6+18/19-20x2) or slam +21 melee (1d8+12)
Full Attack: Heavy flail +21/+16/+11 melee (4d6+18/19-20x2) or 2 slams +21 melee (1d8+12)

Space/Reach: 15 ft./15 ft.
Special Attacks: Trample 2d10+18
Special Qualities: DR 5/-, fast healing 5, scent

Saves: Fort +15, Ref +6, Will +6
Abilities: Str 34, Dex 12, Con 22, Int 11, Wis 13, Cha 9
Skills: Listen +3, Move Silently +29, Spot +21
Feats: Alertness, Cleave, Great Cleave, Power Attack, Track

Trample (Ex):  Save DC 29, the save DC is strength-based

Equipment: Huge heavy flail, huge hide armor

Goblin Wiz 9

Small Humanoid (Goblinoid)

Hit Dice: 9d4+18 (40 hp) {55 with false life}
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +2 Dex, +4 mage armor), touch 13, flat-footed 15
Base Attack/Grapple: +4/-1
Attack: Dagger +4 (1d3-1/19-20x2)
Full Attack: Dagger +4 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +6, Ref +6, Will +7
Abilities: Str 8, Dex 15, Con 14, Int 17, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +13, Knowledge (arcane) +13, Concentration +12, Knowledge (nature) +13
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell, Sculpt Spell

Equipment: Small dagger, headband of intellect +2, gloves of dexterity +2, amulet of health +2, cloak of resistance +1

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+7 ranged touch), magic missile, magic missile; 2nd – glitterdust*, glitterdust*, web*, invisibility, false life; 3rd – haste, slow, arcane sight, sculpted glitterdust*; 4th – crushing despair, heightened glitterdust*; 5th – reciprocal gyre
Save DC – 13 + spell level, *14 + spell level for conjurations

Goblin Ftr 9

Small Humanoid (Goblinoid)

Hit Dice: 9d10+9 (58 hp)
Initiative: +4
Speed: 30 ft. (6 squares)

Armor Class: 21 (+1 size, +4 Dex, +5 +1 chain shirt, +1 buckler), touch 15, flat-footed 17
Base Attack/Grapple: +9/+5
Attack: +1 shocking longbow +18 (1d6+3/19-20x3 plus 1d6 electricity) or morningstar +10 melee (1d6)
Full Attack: +1 shocking longbow +18/+18/+13 (1d6+3/19-20x3 plus 1d6 electricity) or morningstar +10/+5 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +7, Ref +7, Will +2
Abilities: Str 11, Dex 18, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +10, Climb +9
Feats: Weapon Focus (longbow), Greater Weapon Focus (longbow), Improved Critical (longbow), Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Manyshot, Improved Rapid Shot

Equipment: +1 Small chain shirt, small buckler, small morningstar, small +1 shocking longbow, gloves of dexterity+2, lesser bracers of archery

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a pair of goblins across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a huge, misshapen behemoth, holding a blood-soaked flail.  The giant begins swinging the spiked flail, flinging blood in lazy arc as he moves in your direction 
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are all crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The fomorian is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the giant.  He still has his full complement of spells, as this group has not met any serious resistance yet.  The giant will move to engage the PCs in the first round, and the goblins will turn and fire from their cover positions.  

Wizard Tactics, by Round

Round 1: Identify the person with the most spell levels active via arcane sight and reciprocal gyre them.

Round 2: Slow a concentration of PC’s.

Round 3: Heightened glitterdust a concentration of PC’s.

Round 4: Sculpted glitterdust PC’s that may be more spread out.

Pack C  (EL 13)- Hill Giant x2; Bugbear Rog 4/Rng 2 x4

Hill Giant

Large Giant
Hit Dice: 12d8+48 (102 hp)
Initiative: -1
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 23 (-1 size, -1 Dex, +9 natural, +6 +1 breastplate), touch 8, flat-footed 23
Base Attack/Grapple: +9/+21
Attack: +1 greatclub +18 melee (2d8+12) or slam +16 melee (1d4+8) or rock +8 ranged (2d6+8)
Full Attack: +1 greatclub +18/+13 melee (2d8+12) or 2 slams +16 melee (1d4+8) or rock +8 ranged (2d6+8) 

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Low-light vision, rock catching
Saves: Fort +12, Ref +3, Will +4
Abilities: Str 27, Dex 8, Con 19, Int 6, Wis 10, Cha 7
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Cleave, Improved Bull Rush, Power Attack, Improved Sunder, Weapon Focus (greatclub)

Equipment: Large +1 greatclub, large +1 breastplate, gauntlets of ogre power

Bugbear Rog 4/Rng 2

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+4d6+2d8+9 (45 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor), touch 11, flat-footed 19
Base Attack/Grapple: +7/+11
Attack: +1 morningstar +13 melee (1d8+5) or javelin +8 ranged (1d6+4)
Full Attack: +1 morningstar +11/+6 melee (1d8+5) and +1 morningstar +11 melee (1d8+3) or javelin +8 ranged (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +2d6
Special Qualities: Darkvision 60 ft., scent, evasion, uncanny dodge, favored enemy Humans (+2)

Saves: Fort +6, Ref +11, Will +2
Abilities: Str 19, Dex 13, Con 12, Int 10, Wis 10, Cha 9
Skills: Climb +10, Jump +9, Tumble +9, Hide +10, Move Silently +10, Spot +12, Listen +12, Search +10
Feats: Alertness, Weapon Focus (morningstar), Power Attack, Two-Weapon Fighting, Oversized Two-Weapon Fighting, Track

Equipment: +1 morningstar (x2), +1 chain shirt, javelin (x3), armbands of might, gauntlets of ogre power

Description

In the distance you see movement backlit by a small shack on fire.  A monstrous form swings a massive weapon and you hear the sound of splintering wood as pieces of a building go flying.  A couple of seconds later, a screaming form rushes past out of the falling building and you see the monstrous giant’s hand lash out to catch the form.  Screams reach your ears and you see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and grunts some noise.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The giant drops the woman who now writhes in pain and cries painfully as she bleeds.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed shacks.   It seems that you spotted the hill giant and the bugbears before they spotted you.

DM Notes

The DM can set the giant and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings.    They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  For clarity, the giant attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.

Pack D  (EL 13)- Mountain Troll; Skullcrusher Ftr 2 x4

Mountain Troll

Huge Giant
Hit Dice: 15d8+150 (217 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 22 (-2 size, +1 Dex, +13 natural), touch 9, flat-footed 21
Base Attack/Grapple: +11/+31
Attack: Greatclub +21 melee (3d8+18)
Full Attack: Greatclub +21/+16/+11 melee (3d8+18) and bite +16 melee (1d8+6); or 2 claws +21 melee (1d8+12) and bite +16 melee (1d8+6)

Space/Reach: 15 ft./15 ft.
Special Attacks: Knockdown
Special Qualities: Darkvision 90 ft., fast healing 9, low-light vision, scent, stability
Saves: Fort +19, Ref +6, Will +7
Abilities: Str 35, Dex 12, Con 31, Int 6, Wis 11, Cha 6
Skills: Hide -7 (+1 in mountains), Listen +11, Spot +11
Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent (+15 modifier) as a free action without provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex):  Mountain trolls are exceptionally stable on their feet.   A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Equipment: Huge greatclub

Skullcrusher Ogre Ftr 2

Large Giant
Hit Dice: 8d8+2d10+31 (68 hp)
Initiative: +0
Speed: 30 ft. in spiked full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 23 (-1 size, +2 natural, +9 +1 spiked full plate, +3 +1 spiked heavy shield), touch 9, flat-footed 23
Base Attack/Grapple: +8/+24
Attack: +1 morningstar +17 melee (2d6+9) or +1 shield spike +17 melee (1d8+5) or rock +8 ranged (2d6+7)
Full Attack: +1 morningstar +13/+7 melee (2d6+9) and +1 shield spike +13 melee (1d8+5)  or rock +8 ranged (2d6+7)

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Darkvision 60 ft., low-light vision 
Saves: Fort +13, Ref +3, Will +5
Abilities: Str 27, Dex 11, Con 17, Int 10, Wis 10, Cha 9
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Improved Grapple (B), Two-Weapon Fighting (B), Improved Shield Bash, Mounted Combat, Power Attack, Weapon Focus (morningstar), Weapon Focus (shield spike)

Equipment: Large +1 full plate armor, +1 large masterwork spiked heavy shield, +1 large masterwork morningstar, gauntlets of ogre power, cloak of resistance +1

Rock Throwing (Ex):  The range increment on a Skullcrusher Ogre’s thrown rocks is 100 feet.

Description

Looking down the street you just entered, you see destruction on both sides.  Buildings have been smashed and debris is strewn everywhere.  You see distant movement to your left, and to the right, it appears that one of the buildings was shoved into the street and smashed into a huge pile of rubble.  Then the massive pile of rubble turns, and rises up on two legs.  From within the broken buildings to the right, you hear wooden beams cracking, bricks smashing, and more large humanoids move into the street.  

If the PCs engage:

The huge stone monster turns your way, and you see a broad, flat face of stone, with the face of a troll.  Moving your way, it drags its knuckles, and behind it, you see four smaller figures with spiked maces moving with distressingly well-coordinated ease.

DM Notes

The mountain troll moves to the closest opponent and tries to smash it.  The skullcrushers are alert for spellcasters, especially those that might be able to influence or disable the troll.  The skullcrushers will attack with coordinated movements, taking down dangerous casters and grappling high AC opponents if need be.   

Pack E  (EL 13)- Goblin Rng 10 x2; Cave Troll x2

Goblin Rng 10

Small Humanoid (Goblinoid)

Hit Dice: 10d8+10 (55 hp)
Initiative: +4
Speed: 30 ft. (6 squares)

Armor Class: 24 (+1 size, +4 Dex, +5 +1 chain shirt, +2 +1 buckler, +2 barkskin), touch 15, flat-footed 20
Base Attack/Grapple: +10/+6
Attack: +1 dwarf bane longbow +17 ranged (1d6+1/x3) or morningstar +11 melee (1d6)

Full Attack: +1 dwarf bane longbow +17/+17/+11 ranged (1d6+1/x3) or morningstar +11 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+6), Elves (+4), Humans (+2), woodland stride, swift tracker, evasion

Saves: Fort +9, Ref +12, Will +5
Abilities: Str 10, Dex 18, Con 12, Int 10, Wis 12, Cha 6
Skills: Hide +20, Move Silently +16, Spot +14, Listen +14, Tumble +16, Handle Animal +11
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Improved Rapid Shot, Track, Endurance, Manyshot, Weapon Focus (longbow)

Equipment: Small +1 chain shirt, small +1 buckler, small +1 dwarf bane longbow, cloak of resistance +1, gloves of dexterity +2

Spells Prepared – 1st embrace the wild, accelerated movement; 2nd – barkskin

Cave Troll

Large Giant
Hit Dice: 9d8+72 (112 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 21 (-1 size, +1 Dex, +11 natural), touch 10, flat-footed 20
Base Attack/Grapple: +6/+19
Attack: Claw +14 melee (2d6+9)
Full Attack: 2 claws +14 melee (2d6+9) and bite +9 melee (1d8+4)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow, improved grab, pounce, rake, rend 4d6+13
Special Qualities: Darkvision 90 ft., fast healing 8, low-light vision, scent
Saves: Fort +14, Ref +4, Will +6
Abilities: Str 29, Dex 13, Con 27, Int 3, Wis 13, Cha 6
Skills: Jump +16, Listen +6, Spot +6, Survival +4
Feats: Alertness, Iron Will, Power Attack, Track

Dazing Blow (Ex):  The force of both of a cave troll’s claws can be overwhelming.   If a cave troll hits with both claw attacks, an opponent must make a DC 22 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, a cave troll must hit a creature of medium size or smaller with its bite attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Pounce (Ex): If a cave troll charges, it can make a full attack, including two rakes.

Rake (Ex): Attack bonus +14, damage 2d6+4.  A cave troll that gets a hold can make two rake attacks with its hind legs.

Rend (Ex):  If a cave troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh, dealing an additional 4d6+13 points of damage.

Description

Coming down the  darkstreet you are on, you see two monstrous, shaggy forms, shuffling along and dragging bodies in their claws.  The two monsters walk on two legs, but are snarling like animals.  You see them straining to pull forward, and in a flash of lightning, you see that they are squat, gray trolls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.   They are dragging two goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins release the leashes, and the trolls shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the cave trolls’ position anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding long, leather leashes.  The goblins will release the trolls, and move to positions that let them utilize their bows.  The two hunters are on opposite sides of the street, to minimize the risk of area of effect attacks.

Pack F (EL 13) - Ironclaud Mauler x2; Hobgoblin Ftr 9 x2

Ironclad Mauler

Large Magical Beast
Hit Dice: 15d10+75 (157 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 22 (-1 size, +1 Dex, +7 natural, +5 grafted armor), touch 10, flat-footed 21
Base Attack/Grapple: +15/+30
Attack: Claw +26 melee (2d6+11)
Full Attack: 2 claws +26 melee (2d6+11) and bite +20 melee (4d6+5)

Space/Reach: 10 ft./5 ft. (10 ft. with claws)
Special Attacks: Improved Grab, sickening aura, trample 2d6+11
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +14, Ref +10, Will +6
Abilities: Str 33, Dex 13, Con 21, Int 2, Wis 12, Cha 10
Skills: Listen +10, Spot +10
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw)

Improved Grab (Ex):  To use this ability, an ironclad mauler must hit a medium sized or smaller creature with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity

Sickening Aura (Su):  An ironclad mauler is surrounded by a field of negative energy.   Any creature that comes within 10 feet of an ironclad mauler must make a DC 22 Fortitude save or become sickened.   This condition lasts 1 hour.   A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  The save is Constitution based.

Trample (Ex): Reflex half DC 28.   The save DC is Strength Based.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.   Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

Grafted Armor (Ex):  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Hobgoblin Ftr 9

Medium Humanoid (Goblinoid)

Hit Dice: 9d10+36 (85 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 21 (+1 Dex, +10 +2 full plate), touch 11, flat-footed 120
Base Attack/Grapple: +9/+12
Attack: +1 lance +15 melee (1d8+7/x3) or javelin +10 ranged (1d6+3)
Full Attack: +1 lance +15 melee (1d8+7/x3) or javelin +10 ranged (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +11, Ref +6, Will +4
Abilities: Str 17, Dex 13, Con 16, Int 10, Wis 9, Cha 8
Skills: Hide +3, Move Silently +3, Ride +13
Feats: Mounted Combat, Ride-By Attack, Spirited Charge, Weapon Focus (lance), Greater Weapon Focus (lance), Weapon Specialization (lance), Power Attack, Cleave, Improved Toughness

Equipment: +2 full plate, +1 lance, cloak of resistance +2, gauntlets of ogre power, amulet of health +2,  javelin (x3)

Description

Coming down the street you are on, you see two monstrous, shaggy forms lumbering at a fast pace.  The two hulking beasts are the size of dire bears, but they are armored in some perverse, grotesque way.  Riding the monsters are two heavily armored hobgoblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the hobgoblin riders are targeting the ones that move fastest.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The hobgoblin riders will attempt to ride down the PCs.  

DM Notes

The DM can set the hobgoblins’ position anywhere from 80- 150 feet away from the PCs.  They will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40’ each round, so unless the PCs come to them, the hobgoblins and the maulers will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the hobgoblins at range.  The riders are spread out on the street, and at staggered depth to minimize area of effect attacks, and to increase their attack range.  These riders have already made their fortitude save versus the ironclad maulers’ aura.  The riders will control the maulers and prevent them from grappling anyone since that would slow their movements.  If the riders are killed, the maulers will revert to their standard tactics and grapple anyone they can in combat.
Appendix Six – APL 12

Leader Pack A (EL 16) –Fire Giant Ftr 1/EWM 1 (Elite Array); Hobgoblin Clr 11: Hobgoblin Ftr 6/Tac 3 x4

Baugi - Fire Giant Ftr 1/EWM 1

Large Giant (Fire)
Hit Dice: 15d8+1d10+1d10+119 (197 hp)
Initiative: +0
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 28 (-1 size,  +1 Dex, +8 natural, +10 +2 full plate armor), touch 10, flat-footed 27
Base Attack/Grapple: +13/+31
Attack: +1 bastard sword +28 melee (2d8+29/19-20x2) or slam +26 melee (1d4+14) or rock +13 ranged (2d6+14 plus 2d6 fire)
Full Attack: +1 bastard sword +28/+23/+18 melee (2d8+29/19-20x2) or 2 slams +26 melee (1d4+14) or rock +13 ranged (2d6+14 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +20, Ref +5, Will +10
Abilities: Str 38, Dex 12, Con 25, Int 10, Wis 14, Cha 11
Skills: Climb +11, Craft (weaponsmithing) +6, Intimidate +6, Jump +15, Spot +14

Feats: Cleave, Great Cleave, Exotic Weapon Proficiency (bastard sword), Weapon Focus (bastard sword), Iron Will, Power Attack, Improved Sunder, Improved Bull Rush

Equipment: Large +2 full plate armor, large +1 bastard sword, cloak of resistance +1, gauntlets of ogre power, amulet of health +2

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

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of his Strength bonus x1.5.

Hobgoblin Clr 11 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 11d8+22 (71 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 23 (+1 Dex, +10 +1 full plate, +2 +1 light shield), touch 11, flat-footed 23
Base Attack/Grapple: +8/+8
Attack: Heavy mace +8 melee (1d8) or javelin +9 ranged (1d6)
Full Attack: Heavy mace +8/+3 melee (1d8) or javelin +9 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., rebuke undead 9/day

Saves: Fort +4, Ref +1, Will -1
Abilities: Str 11, Dex 12, Con 14, Int 10, Wis 20, Cha 14
Skills: Concentration +14, Spellcraft +10, Heal +9
Feats: Extra Turning, Divine Spellpower, Augument Healing, Reach Spell

Equipment: Periapt of wisdom +4, cloak of charisma +2, +2 full plate, +1 light shield, lesser metamagic rod of chaining, vest of resistance +1

Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+14), status, curse of ill fortune, spiritual weapon, sound burst; 3rd – protection from energy (D), cure serious wounds (3d8+17), dispel magic (+14 check), dispel magic (+14 check), magic vestment, magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+19), freedom of movement, reach cure moderate wounds (2d8+14, greater magic weapon); 5th – true seeing (D), mass cure light wounds (1d8+21), reach cure serious wounds (3d8+17), flame strike; 6th – antimagic field (D), greater dispel magic (+15 check)

Save DCs – 15 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +11 resistance bonus on the next saving throw of target touched.)

Hobgoblin Ftr 6/Tac 3

Medium Humanoid (Goblinoid)

Hit Dice: 6d10+3d10+43 (92 hp)
Initiative: +1
Speed: 20 ft in full plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 25 {30 while expertising} (+1 Dex, +10 +2 full plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 24
Base Attack/Grapple: +9/+11
Attack: +1 longsword +13 {+8} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Full Attack: +1 longsword +13/+8 {+8/+3} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +13, Ref +5, Will +3
Abilities: Str 14, Dex 12, Con 18, Int 13, Wis 9, Cha 8
Skills: Climb +9, Jump +9, Spot +1, Listen +1, Sense Motive +1
Feats: Dodge, Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave, Combat Reflexes, Improved Toughness, Combat Expertise, Sidestep

Equipment: +2 full plate, +1 heavy steel shield, +1 longsword, javelin (x3), ring of protection +1, amulet of health +2, gauntlets of ogre power, cloak of resistance +1

Feat: Sidestep [General]: Once per round, when you make an attack of opportunity, you make take a 5-foot step after you attack.  This 5-foot step doesn’t count against your limit of one 5-foot step per round or against any movement you take on your turn.

Flanker (Ex): A tactical soldier can flank enemies from seemingly impossible angles.   She can designate any adjacent square as the square from which flanking against an ally is determined (including the square where she stands, as normal.)  She must designate the square at the beginning of her turn or at any time during her turn.   The designated square remains her effective square for flanking until she is no longer adjacent to it or until she chooses a different square during her turn.   The character can even choose a square that is impassable or occupied.

Interpose (Ex):  A tactical soldier can use this ability three times per day.  When an enemy threatens her in melee combat and makes a successful attack against an adjacent ally of hers, the tactical soldier may take the damage and other effects as if she had been hit instead.

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small shack with a bloodied dagger in his hand.  As he is coming out of the building, a huge, black-skinned, red-haired giant swings a huge sword in a blistering arc, cutting completely through the side of a building, collapsing the wall and partially dropping the roof.  There are more screams from inside the building that are drowned out as the roof drops lopsidedly to the ground.  The hobgoblin steps back from the tumbling debris and nods to the giant, pointing toward some of the fleeing people.

If the PCs engage:

The fire giant smiles at you and says in precise common, “So, there’s fight in this Tyv midden after all!  Send me a champion to kill little warriors.  Come on, the ogres aren’t killing enough of you slimy Tyv, so I need to kill their share too.”  He spins the blackened blade in a controlled, lazy arc and the hobgoblin moves toward you.

DM Notes

Three other hobgoblins are inside other shacks.  The DM can set Baugi anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it.  The hobgoblins try to move into the enemy ranks, and Baugi will search out the best fighters to kill personally.
Cleric Tactics, by Round

Round 1 – Chain dispel magic on all available targets

Round 2 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise greater dispel magic on a primary fighter.

Round 3 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise flame strike

Round 4 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise spiritual weapon

Pack B (EL 15)- Mountain Troll: Goblin Wiz 11: Goblin Ftr 11 x2 (Archer)

Mountain Troll

Huge Giant
Hit Dice: 15d8+150 (217 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 22 (-2 size, +1 Dex, +13 natural), touch 9, flat-footed 21
Base Attack/Grapple: +11/+31
Attack: +3 Greatclub +24 melee (3d8+21)
Full Attack: +3 Greatclub +24/+19/+14 melee (3d8+21) and bite +16 melee (1d8+6); or 2 claws +21 melee (1d8+12) and bite +16 melee (1d8+6)

Space/Reach: 15 ft./15 ft.
Special Attacks: Knockdown
Special Qualities: Darkvision 90 ft., fast healing 9, low-light vision, scent, stability
Saves: Fort +20, Ref +7, Will +8
Abilities: Str 35, Dex 12, Con 31, Int 6, Wis 11, Cha 6
Skills: Hide -7 (+1 in mountains), Listen +11, Spot +11
Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent (+15 modifier) as a free action without provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex):  Mountain trolls are exceptionally stable on their feet.   A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Equipment: Huge +3 greatclub, cloak of resistance +1

Goblin Wiz 11

Small Humanoid (Goblinoid)

Hit Dice: 11d4+22 (49 hp) {63 with false life}
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +2 Dex, +4 mage armor), touch 13, flat-footed 15
Base Attack/Grapple: +5/+0
Attack: Dagger +5 (1d3-1/19-20x2)
Full Attack: Dagger +5 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +6, Ref +6, Will +8
Abilities: Str 8, Dex 15, Con 14, Int 19, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +16, Knowledge (arcane) +16, Concentration +14, Knowledge (nature) +16
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell, Sculpt Spell, Greater Spell Focus (Enchantment)

Equipment: Small dagger, headband of intellect +4, gloves of dexterity +2, amulet of health +2, cloak of resistance +1, lesser metamagic rod of extend (2 uses left)

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+8 ranged touch), magic missile, magic missile; 2nd – scorching ray, glitterdust*, web*, invisibility, false life; 3rd – haste, blink, arcane sight,  sculpted glitterdust*, fly; 4th – crushing despair**, heightened glitterdust*, improved invisibility, dimension door; 5th – hold monster**, reciprocal gyre; 6th - contingency
Save DC – 14 + spell level, *16 + spell level for enchantments

Contingency – Cast invisibility upon performing a hand signal.   (Free action.)

Pre-cast – Extended arcane sight in order to determine the best target available for reciprocal gyre.

Goblin Ftr 11

Small Humanoid (Goblinoid)

Hit Dice: 11d10+11 (71 hp)
Initiative: +4
Speed: 30 ft. (6 squares)

Armor Class: 23 (+1 size, +5 Dex, +5 +1 chain shirt, +2 +1 buckler), touch 16, flat-footed 18
Base Attack/Grapple: +11/+7
Attack: +1 shocking longbow +21 (1d6+3/19-20x3 plus 1d6 electricity) or morningstar +12 melee (1d6)
Full Attack: +1 shocking longbow +21/+21/+16/+11 (1d6+3/19-20x3 plus 1d6 electricity) or morningstar +12/+7/+2 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +8, Ref +8, Will +3
Abilities: Str 11, Dex 20, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +13, Climb +11
Feats: Weapon Focus (longbow), Greater Weapon Focus (longbow), Improved Critical (longbow), Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Manyshot, Improved Rapid Shot, Far Shot

Equipment: +1 Small chain shirt, small +1 buckler, small morningstar, small +1 shocking longbow, gloves of dexterity+4, lesser bracers of archery

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a pair of goblins across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a huge pile of rubble that seems to come to life, and turns your way.  The massive stone monster has the face of a troll, and its long, craggy arms drag the ground as it advances on you.
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The mountain troll is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the giant.  

Wizard Tactics, by Round

Round 1: Identify the person with the most spell levels active via arcane sight and reciprocal gyre them and activate contingency invisibility
Round 2: Hold monster a fighter-type PC.

Round 3: Heightened glitterdust a concentration of PC’s.

Round 4: Sculpted glitterdust PC’s that may have spread out more.

Pack C (EL 15) - Fire Giant x2: Bugbear Rog 4/Rng 4 x4

Fire Giant

Large Giant (Fire)
Hit Dice: 15d8+105 (172 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 26 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor), touch 8, flat-footed 27
Base Attack/Grapple: +11/+26
Attack: +1 greatsword +22 melee (3d6+18/19-20x2) or slam +21 melee (1d4+11) or rock +10 ranged (2d6+11 plus 2d6 fire)
Full Attack: +1 greatsword +22/+17/+12 melee (3d6+18/19-20x2) or 2 slams +21 melee (1d4+11) or rock +10 ranged (2d6+10 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +16, Ref +5, Will +10
Abilities: Str 33, Dex 9, Con 23, Int 10, Wis 14, Cha 11
Skills: Climb +10, Craft (weaponsmithing) +6, Intimidate +6, Jump +10, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack

Equipment: Large +2 full plate armor, large +1 greatsword, cloak of resistance +1, gauntlets of ogre power, amulet of health +2

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

Bugbear Rog 4/Rng 4

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+4d6+4d8+11 (56 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor), touch 11, flat-footed 19
Base Attack/Grapple: +9/+13
Attack: +1 morningstar +15 melee (1d8+5) or javelin +10 ranged (1d6+4)
Full Attack: +1 morningstar +13/+8 melee (1d8+5) and +1 morningstar +13 melee (1d8+3) or javelin +10 ranged (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +2d6
Special Qualities: Darkvision 60 ft., scent, evasion, uncanny dodge, favored enemy Humans (+2)

Saves: Fort +8, Ref +12, Will +4
Abilities: Str 19, Dex 12, Con 12, Int 10, Wis 12, Cha 8
Skills: Climb +10, Jump +11, Tumble +11, Hide +12, Move Silently +12, Spot +14, Listen +14, Search +10
Feats: Alertness, Weapon Focus (morningstar), Power Attack, Two-Weapon Fighting, Oversized Two-Weapon Fighting, Track, Endurance

Equipment: +1 morningstar (x2), +1 chain shirt, javelin (x3), armbands of might, gauntlets of ogre power, cloak of resistance +1

Spells Prepared – 1st – embrace the wild
Description

In the distance you see movement backlit by a small house on fire.  A monstrous form swings a huge sword and you hear the sound of sundering wood as pieces of a building go flying.  A couple of seconds later, a screaming form rushes past out of the falling building and you see the black-skinned giant’s armored gauntlet lash out to catch the form.  Screams reach your ears and you see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and chuckles a bit.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The giant drops the woman who now writhes in pain and cries painfully as she bleeds.  Another black-skinned, red-haired giant in heavy plate armor steps out of a building across the street, smashing through the doorway as he enters the street.  More of the goblinoids are moving among the other buildings and you hear cries of terror.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed houses.   It seems that you spotted the fire giants and the bugbears before they spotted you.

DM Notes

The DM can set the giant and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings, and a fire giant on the opposite side of the street from the first, just emerging.    The bugbears will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it until they are among the PCs.  For clarity, the giant attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.
Pack D  (EL 15) - War Troll Ftr 1: Ettin Ftr 2 x4

War Troll Ftr 1

Large Monstrous Humanoid
Hit Dice: 12d8+1d10+117 (176 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 31 (-1 size, +14 natural armor, +5 breastplate, +3 Dex), touch 12, flat-footed 28
Base Attack/Grapple: +13/+23
Attack: +1 greatsword +24 melee (3d6+16/19-20x2) or masterwork composite longbow (+10 strength) +16 ranged (2d6+10)
Full Attack: +1 greatsword +24/+19/+14 melee (3d6+16/19-20x2) and bite +20 melee (1d6+5); or 2 claws +22 melee (1d8+10) and bite +20 melee (1d6+5);  or masterwork composite longbow (+10 strength) +16/+11/+6 ranged (2d6+10)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20 
Saves: Fort +15, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29, Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +12
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (greatsword), Power Attack

Equipment: Large breastplate, large +1 greatsword, large masterwork composite longbow (+10 strength)

Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 257 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Ettin Ftr 2

Large Giant
Hit Dice: 10d8+2d10+24 (80 hp)
Initiative: +3
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 24 (-1 size, -1 Dex, +7 natural, +9 full plate), touch 8, flat-footed 24
Base Attack/Grapple: +9/+20
Attack: +1 Morningstar +18 melee (2d6+9) or javelin +7 ranged (1d8+8)
Full Attack: 2 +1 morningstars +18/+13 melee (2d6+9) or 2 javelins +7 ranged (1d8+8)
Space/Reach: 10 ft./10 ft.
Special Attacks: 
Special Qualities: Low-light vision, superior two-weapon fighting
Saves: Fort +12, Ref +2, Will +5
Abilities: Str 26, Dex 8, Con 15, Int 6, Wis 10, Cha 11
Skills: Search +1, Listen +10, Spot +11
Feats: Alertness, Improved Initiative, Iron Will, Power Attack, Weapon Focus (morningstar), Cleave

Equipment: Large +1 full plate armor, large +1 morningstar (x2), cloak of resistance +1, gauntlets of ogre power 
Description

Looking down the street you just entered, you see destruction on both sides.  Buildings have been smashed and debris is strewn everywhere.  You see distant movement to your left, but   to the right, you see two loathsome forms sniffing through the wreckage of a wagon.  Four heads busily search for something, and when one of the arms reaches under the wagon, you hear a cry of pain followed by more cries from under the wagon and all four heads laugh.  Behind the two-headed beasts, you see another form in the distance.  This giant is green-skinned, is wearing a blood-streaked breastplate and carrying a sword as tall as the ettins. 

If the PCs engage:

The ettins look up in a bit of disbelief that anyone would challenge them, but the armored troll behind them barks a command, and they move to flank you, their play toy under the wagon forgotten – for now.

DM Notes

The ettins have a woman trapped underneath a wagon.  They could easily flip it over and hurt her, but they are waiting for the wartroll to finish killing a file of soldiers down the street.  They are entertaining themselves as they wait for the boss.  The ettins will move to flank the PCs, attempting to position themselves with the wartroll so that they have most of the PCs within at least one of their arm’s reach.
Pack E (EL 15) - Goblin Rng 12 x2: Cave Troll (+8 HD) x2

Goblin Rng 10

Small Humanoid (Goblinoid)

Hit Dice: 10d8+10 (55 hp)
Initiative: +4
Speed: 30 ft. (6 squares)

Armor Class: 24 (+1 size, +4 Dex, +5 +1 chain shirt, +2 +1 buckler, +2 barkskin), touch 15, flat-footed 20
Base Attack/Grapple: +10/+6
Attack: +1 dwarf bane longbow +17 ranged (1d6+1/x3) or morningstar +11 melee (1d6)

Full Attack: +1 dwarf bane longbow +17/+17/+11 ranged (1d6+1/x3) or morningstar +11 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+6), Elves (+4), Humans (+2), woodland stride, swift tracker, evasion

Saves: Fort +9, Ref +12, Will +5
Abilities: Str 10, Dex 18, Con 12, Int 10, Wis 12, Cha 6
Skills: Hide +20, Move Silently +16, Spot +14, Listen +14, Tumble +16, Handle Animal +11
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Improved Rapid Shot, Track, Endurance, Manyshot, Weapon Focus (longbow)

Equipment: Small +1 chain shirt, small +1 buckler, small +1 dwarf bane longbow, cloak of resistance +1, gloves of dexterity +2

Spells Prepared – 1st embrace the wild, accelerated movement; 2nd - barkskin
Cave Troll (17 HD)

Large Giant
Hit Dice: 17d8+153 (229 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 21 (-1 size, +1 Dex, +11 natural), touch 10, flat-footed 20
Base Attack/Grapple: +12/+26
Attack: Claw +22 melee (2d6+10)
Full Attack: 2 claws +22 melee (2d6+10) and bite +16 melee (1d8+5)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow, improved grab, pounce, rake, rend 4d6+15
Special Qualities: Darkvision 90 ft., fast healing 8, low-light vision, scent
Saves: Fort +19, Ref +8, Will +8
Abilities: Str 30, Dex 13, Con 28, Int 3, Wis 13, Cha 6
Skills: Jump +16, Listen +10, Spot +10, Survival +4
Feats: Alertness, Iron Will, Power Attack, Track, Lightning Reflexes, Weapon Focus (claw)

Dazing Blow (Ex):  The force of both of a cave troll’s claws can be overwhelming.   If a cave troll hits with both claw attacks, an opponent must make a DC 27 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, a cave troll must hit a creature of medium size or smaller with its bite attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Pounce (Ex): If a cave troll charges, it can make a full attack, including two rakes.

Rake (Ex): Attack bonus +22, damage 2d6+4.  A cave troll that gets a hold can make two rake attacks with its hind legs.

Rend (Ex):  If a cave troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh, dealing an additional 4d6+15 points of damage.

Description

Coming down the street you are on, you see two monstrous, shaggy forms, shuffling along and dragging bodies in their claws.  The two monsters walk on two legs, but are snarling like animals.  You see them straining to pull forward, and in a flash of lightning, you see that they are squat, gray trolls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.   They are dragging two goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins release the leashes, and the trolls shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the cave trolls’ position anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding long, leather leashes.  The goblins will release the trolls, and move to positions that let them utilize their bows.  The two hunters are on opposite sides of the street, to minimize the risk of area of effect attacks.

Pack F (EL 14) - Ironclad Mauler (+3 HD) x2: Hobgoblin Ftr 10 x2
Ironclad Mauler (18 HD)

Large Magical Beast
Hit Dice: 18d10+90 (189 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 22 (-1 size, +1 Dex, +7 natural, +5 grafted armor), touch 10, flat-footed 21
Base Attack/Grapple: +18/+34
Attack: Claw +30 melee (2d6+12)
Full Attack: 2 claws +30 melee (2d6+12) and bite +25 melee (4d6+6)

Space/Reach: 10 ft./5 ft. (10 ft. with claws)
Special Attacks: Improved Grab, sickening aura, trample 2d6+12
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +16, Ref +12, Will +7
Abilities: Str 34, Dex 13, Con 21, Int 2, Wis 12, Cha 10
Skills: Listen +13, Spot +13
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw), Weapon Focus (bite)

Improved Grab (Ex):  To use this ability, an ironclad mauler must hit a medium sized or smaller creature with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity

Sickening Aura (Su):  An ironclad mauler is surrounded by a field of negative energy.   Any creature that comes within 10 feet of an ironclad mauler must make a DC 24 Fortitude save or become sickened.   This condition lasts 1 hour.   A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  The save is Constitution based.

Trample (Ex): Reflex half DC 31.   The save DC is Strength Based.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.   Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

Grafted Armor (Ex):  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Hobgoblin Ftr 10

Medium Humanoid (Goblinoid)

Hit Dice: 10d10+40 (95 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 21 (+1 Dex, +10 +2 full plate), touch 11, flat-footed 120
Base Attack/Grapple: +10/+14
Attack: +2 lance +18 melee (1d8+10/19-20x3) or javelin +11 ranged (1d6+4)
Full Attack: +2 lance +18 melee (1d8+10/19-20x3) or javelin +11 ranged (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +12, Ref +6, Will +4
Abilities: Str 19, Dex 13, Con 16, Int 10, Wis 9, Cha 8
Skills: Hide +3, Move Silently +4, Ride +14
Feats: Mounted Combat, Ride-By Attack, Spirited Charge, Weapon Focus (lance), Greater Weapon Focus (lance), Weapon Specialization (lance), Improved Critical (Lance), Power Attack, Cleave, Improved Toughness

Equipment: +2 full plate, +2 lance, cloak of resistance +2, belt of giant strength +4, amulet of health +2,  javelin (x3)
Description

Coming down the street you are on, you see three monstrous, shaggy forms lumbering at a fast pace.  The three hulking beasts are the size of dire bears, but they are armored in some perverse, grotesque way.  Riding the monsters are three heavily armored hobgoblins with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the hobgoblin riders are targeting the ones that move fastest.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The hobgoblin riders will attempt to ride down the PCs.  

DM Notes

The DM can set the hobgoblins’ position anywhere from 80- 150 feet away from the PCs.  They will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40’ each round, so unless the PCs come to them, the hobgoblins and the maulers will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the hobgoblins at range.  The riders are spread out on the street, and at staggered depth to minimize area of effect attacks, and to increase their attack range.  These riders have already made their fortitude save versus the ironclad maulers’ aura. The riders will control the maulers and prevent them from grappling anyone since that would slow their movements.  If the riders are killed, the maulers will revert to their standard tactics and grapple anyone they can in combat.
Appendix Seven – APL 14

Leader Pack A (EL 18)- War Troll Ftr 2/EWM 1 (Elite Array): Hobgoblin Clr 13: Hobgoblin Ftr 8/Tac 3 x4

Scarlis - War Troll Ftr 1/EWM 1

Large Monstrous Humanoid
Hit Dice: 12d8+1d10+1d10+126 (191 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 33 (-1 size, +14 natural armor, +6 +1 breastplate, +3 Dex, +1 deflection), touch 14, flat-footed 30
Base Attack/Grapple: +14/+26
Attack: +2 adamantine human bane maul +28 melee (3d6+26) or masterwork composite longbow (+10 strength) +17 ranged (2d6+10)
Full Attack: +2 adamantine human bane maul +28/+23/+18 melee (3d6+26) and bite +23 melee (1d6+6); or 2 claws +25 melee (1d8+12) and bite +23 melee (1d6+6);  or masterwork composite longbow (+10 strength) +17/+12/+7 ranged (2d6+10)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20 
Saves: Fort +17, Ref +11, Will +12
Abilities: Str 35, Dex 16, Con 29, Int 10, Wis 15, Cha 8
Skills: Listen +9, Spot +9, Craft (weaponsmithing) +3
Feats: Improved Initiative, Iron Will, Multiattack, Exotic Weapon Proficiency (maul), Weapon Focus (maul), Power Attack

Equipment: Large +1 breastplate, large +2 adamantine human bane maul, belt of giant strength +4, large masterwork composite longbow (+10 strength), ring of protection +1

Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 26 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Hobgoblin Clr 13 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 13d8+39 (97 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)
Armor Class: 23 (+1 Dex, +10 +1 full plate, +2 +1 light shield), touch 11, flat-footed 23
Base Attack/Grapple: +9/+9
Attack: Heavy mace +9 melee (1d8) or javelin +10 ranged (1d6)
Full Attack: Heavy mace +9/+4 melee (1d8) or javelin +10 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., rebuke undead 9/day

Saves: Fort +11, Ref +6, Will +14
Abilities: Str 11, Dex 12, Con 16, Int 10, Wis 21, Cha 14
Skills: Concentration +17, Spellcraft +12, Heal +9

Feats: Extra Turning, Divine Spellpower, Augument Healing, Reach Spell, Divine Metamagic (Reach Spell)

Equipment: Periapt of wisdom +4, ioun stone (+2 Con), cloak of charisma +2, +2 full plate, +1 light shield, metamagic rod of chaining, lesser metamagic rod of extend, vest of resistance +1

Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+14), status, curse of ill fortune, spiritual weapon, sound burst; 3rd – protection from energy (D), cure serious wounds (3d8+19), dispel magic (+14 check), dispel magic (+14 check), magic vestment, magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+21), freedom of movement, reach cure moderate wounds (2d8+14), greater magic weapon, restoration; 5th – true seeing (D), mass cure light wounds (1d8+21), reach cure serious wounds (3d8+19),flame strike, break enchantment; 6th – antimagic field (D), heal (142), greater dispel magic (+17 check); 7th – repulsion (D), mass cure serious wounds (3d8+27)

Save DCs – 15 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +13 resistance bonus on the next saving throw of target touched.)
Hobgoblin Ftr 8/Tac 3

Medium Humanoid (Goblinoid)

Hit Dice: 8d10+3d10+55 (115 hp)
Initiative: +1
Speed: 20 ft in full plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 26 {31 while expertising} (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +1 deflection), touch 12, flat-footed 25
Base Attack/Grapple: +11/+13
Attack: +1 longsword +15 {+10} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Full Attack: +1 longsword +15/+10 {+10/+5} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +15, Ref +6, Will +4
Abilities: Str 14, Dex 13, Con 18, Int 13, Wis 9, Cha 8
Skills: Climb +11, Jump +11, Spot +1, Listen +1, Sense Motive +1
Feats: Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave, Combat Reflexes, Improved Toughness, Combat Expertise, Dodge, Mobility, Sidestep

Equipment: +2 full plate, +2 heavy steel shield, +1 longsword, javelin (x3), ring of protection +1, amulet of health +2, gauntlets of ogre power, cloak of resistance +2

Feat: Sidestep [General]: Once per round, when you make an attack of opportunity, you make take a 5-foot step after you attack.  This 5-foot step doesn’t count against your limit of one 5-foot step per round or against any movement you take on your turn.

Flanker (Ex): A tactical soldier can flank enemies from seemingly impossible angles.   She can designate any adjacent square as the square from which flanking against an ally is determined (including the square where she stands, as normal.)  She must designate the square at the beginning of her turn or at any time during her turn.   The designated square remains her effective square for flanking until she is no longer adjacent to it or until she chooses a different square during her turn.   The character can even choose a square that is impassable or occupied.

Interpose (Ex):  A tactical soldier can use this ability three times per day.  When an enemy threatens her in melee combat and makes a successful attack against an adjacent ally of hers, the tactical soldier may take the damage and other effects as if she had been hit instead.

Description

You hear muffled screams coming from around the corner and you see a few people running away from the screams.  As you look around the edge of the building, you see a hobgoblin coming out of a small building with a bloodied dagger in his hand.  As the hobgoblin is coming out of the building, you hear a splintering of wood from across the street from the hobgoblin as a man’s broken body flies through the wall of a building to land among the wood and plaster in the street.  You now hear a woman’s screams from inside the hole in the wall, and a troll wearing a heavy breastplate sticks a smiling face through the hole.  He says something in goblin to the hobgoblin across the road and both laugh as the woman screams.  (If a PC speaks common - “Hey Greal, found another smoothie for you - says her husband just left the house – she doesn’t expect him back!”)

If the PCs engage:

The twisted smile on the face of the badly scarred wartroll turns into a predatory snarl.  He advances slowly, bouncing a black, spiked maul loosely in his hand as he advances.   “You should just run.  It makes it more fun.”  As they advance, other hobgoblins move from nearby buildings.   

DM Notes

The three other hobgoblins are inside other buildings.  The DM can set Scarlis anywhere from 30 – 100 feet from the PCs.  The other hobgoblins can be in any building in the area that the DM wants to place them.  They will emerge in the first round with bloodied weapons in hand.  They are not in a tight group, and will not get into a tight group until they are among the PCs.  The hobgoblins try to use their flanking and interposing special ability to protect Scarlis, who is dangerously reckless.  He will hammer gleefully away at the PCs, taunting them to kill him, knowing that the hobgoblins are working to protect him. The cleric will be particularly alert for any spellcasters who are targeting Scarlis, seeking to dispel their spell effects, or heal himself and the hobgoblins.  He knows that Scarlis can regenerate, and would prefer not to use curing spells on him unless it looks grim for the wartroll.

Cleric Tactic, by Round

Round 1 – Chain greater dispel magic on all available targets

Round 2 – Heal the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise flame strike
Round 3 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise spiritual weapon

Round 4 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise sound burst

Pack B (EL 17) - Mountain Troll Bbn 2: Goblin Wiz 13: Goblin Ftr 13 x2 (Archer)

Mountain Troll Bbn 2

Huge Giant
Hit Dice: 15d8+2d12+187 (267 hp)
Initiative: +1
Speed: 30 ft. in hide armor (6 squares)

Armor Class: 25 (-2 size, +1 Dex, +13 natural, +3 hide armor), touch 9, flat-footed 24
Base Attack/Grapple: +13/+33
Attack: +3 Greatclub +26 melee (3d8+21)
Full Attack: +3 Greatclub +26/+21/+16 melee (3d8+21) and bite +18 melee (1d8+6); or 2 claws +23 melee (1d8+12) and bite +18 melee (1d8+6)

Space/Reach: 15 ft./15 ft.
Special Attacks: Knockdown
Special Qualities: Darkvision 90 ft., fast healing 9, low-light vision, scent, stability, uncanny dodge
Saves: Fort +26, Ref +10, Will +11
Abilities: Str 35, Dex 12, Con 32, Int 6, Wis 11, Cha 6
Skills: Hide -7 (+1 in mountains), Listen +12, Spot +12
Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent (+15 modifier) as a free action without provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex):  Mountain trolls are exceptionally stable on their feet.   A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Rage (Ex): 1/day - Assume at this APL the mountain troll has already used his rage for the day to destroy buildings.

Equipment: Huge +3 greatclub, cloak of resistance +4
Goblin Wiz 13

Small Humanoid (Goblinoid)

Hit Dice: 13d4+26 (58 hp) {73 with false life}
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +2 Dex, +4 mage armor), touch 13, flat-footed 15
Base Attack/Grapple: +6/+1
Attack: Dagger +6 (1d3-1/19-20x2)
Full Attack: Dagger +6 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +8, Ref +8, Will +11
Abilities: Str 8, Dex 15, Con 14, Int 20, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +18, Knowledge (arcane) +18, Concentration +16, Knowledge (nature) +18
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell, Sculpt Spell, Greater Spell Focus (Conjuration), Spell Focus (Enchantment), Greater Spell Focus (Enchantment)

Equipment: Small dagger, headband of intellect +4, gloves of dexterity +2, amulet of health +2, cloak of resistance +2, lesser metamagic rod of extend (2 uses left)

Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+9 ranged touch), ray of enfeeblement (+9 ranged touch), magic missile, magic missile; 2nd – glitterdust*, scorching ray, web*, invisibility, false life; 3rd – haste, blink, arcane sight,  sculpted glitterdust*, fly; 4th – crushing despair**, heightened glitterdust*, improved invisibility, dimension door, sculpted fireball; 5th – hold monster**, reciprocal gyre, reciprocal gyre, heightened lightning bolt; 6th – contingency, heightened slow; 7th – hold person, mass**

Save DC – 15 + spell level, *17 + spell level for conjurations, **17 + spell level for enchantments

Contingency – Cast improved invisibility upon performing a hand signal.   (Free action.)

Pre-cast – Extended arcane sight in order to determine the best target available for reciprocal gyre.

Goblin Ftr 13

Small Humanoid (Goblinoid)

Hit Dice: 13d10+13 (84 hp)
Initiative: +5
Speed: 30 ft. (6 squares)

Armor Class: 23 (+1 size, +5 Dex, +5 +1 chain shirt, +2 +1 buckler), touch 16, flat-footed 18
Base Attack/Grapple: +13/+9
Attack: +2 shocking longbow +23 (1d6+7/19-20x3 plus 1d6 electricity) or morningstar +14 melee (1d6)
Full Attack: +2 shocking longbow +23/+23/+18/+13 {+24/+24/+24/+19/+14 hasted} (1d6+7/19-20x3 plus 1d6 electricity) or morningstar +14/+9/+4 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +9, Ref +9, Will +4
Abilities: Str 11, Dex 21, Con 12, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +10, Climb +9
Feats: Weapon Focus (longbow), Greater Weapon Focus (longbow), Improved Critical (longbow), Weapon Specialization (longbow), Greater Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Manyshot, Improved Rapid Shot, Far Shot, Improved Precise Shot

Equipment: +1 Small chain shirt, small +1 buckler, small morningstar, small +2 shocking longbow, gloves of dexterity+4, greater bracers of archery, boots of speed

Description

Even before you round the corner ahead of you, you hear the barking commands of a goblinoid.  Then you hear the humming of bow-strings.  

If the PCs engage:

As you look around the corner, you see a pair of goblins across the street to your right, taking cover behind fallen humans.  They are shooting arrows down the street and now, the sounds of battle can now be heard coming from far to your left.  The goblins are firing into a melee far away to your left.  You see a couple of arrows strike someone in the shadows, and what appears to be a Gran March uniform falls to the street.  Standing in the middle of the street is a huge pile of rubble that seems to come to life, and turns your way.  The massive stone monster has the face of a troll, and its long, craggy arms drag the ground as it advances on you.
DM Notes

The DM can set the goblins’ position anywhere from 15 – 45 feet away from the PCs.  They are crouched behind cover and shooting into a skirmish between another band of goblins and Gran March soldiers 100’ down the street.  The mountain troll is taking a quick break to catch his breath, and that is why the goblin archers are not closer to the melee.  The wizard is hiding in a doorway, away from the other goblins and the giant.  

Wizard Tactics, by Round

Round 1: Identify the person with the most spell levels active via arcane sight and reciprocal gyre them and activate contingency improved invisibility
Round 2: Mass hold person all fighter types plus anyone else you can get your hands on.

Round 3: Heightened slow any fighter types you think might get out of the hold person
Round 4: Reciprocal gyre another target.

Pack C (EL 15) - Fomorian x2: Bugbear Rng 6/Rog 6 x4

Fomorian

Huge Giant
Hit Dice: 15d8+90 (157 hp)
Initiative: +1
Speed: 40 ft. in breastplate (8 squares), base 50 ft. (10 squares)

Armor Class: 26 (-2 size, +1 Dex, +9 natural, +8 +3 breastplate), touch 9, flat-footed 25
Base Attack/Grapple: +11/+32
Attack: +3 heavy flail +25 melee (4d6+22/19-20x2) or slam +22 melee (1d8+13)
Full Attack: +3 heavy flail +25/+20/+15 melee (4d6+21/19-20x2) or 2 slams +22 melee (1d8+13)

Space/Reach: 15 ft./15 ft.
Special Attacks: Trample 2d10+18
Special Qualities: DR 5/-, fast healing 5, scent

Saves: Fort +15, Ref +6, Will +6
Abilities: Str 34, Dex 12, Con 22, Int 11, Wis 13, Cha 9
Skills: Listen +3, Move Silently +29, Spot +21
Feats: Alertness, Cleave, Great Cleave, Power Attack, Track

Trample (Ex):  Save DC 29, the save DC is strength-based

Equipment: Huge +3 flail, huge +4 huge breastplate, gauntlets of ogre power +2
Bugbear Rog 4/Rng 6

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+4d6+6d8+26 (80 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor), touch 11, flat-footed 19
Base Attack/Grapple: +11/+16
Attack: +1 morningstar +17 melee (1d8+5) or javelin +12 ranged (1d6+4)
Full Attack: +1 morningstar +15/+10/+5 melee (1d8+5) and +1 morningstar +15/+10 melee (1d8+3) or javelin +12 ranged (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +2d6
Special Qualities: Darkvision 60 ft., scent, evasion, uncanny dodge, favored enemy Humans (+4), Dwarves (+2)

Saves: Fort +9, Ref +14, Will +5
Abilities: Str 20, Dex 12, Con 14, Int 10, Wis 12, Cha 8
Skills: Climb +12, Jump +13, Tumble +15, Hide +14, Move Silently +14, Spot +16, Listen +16, Search +12
Feats: Alertness, Weapon Focus (morningstar), Power Attack, Two-Weapon Fighting, Improved Two-Weapon Fighting, Oversized Two-Weapon Fighting, Track, Endurance, Improved Favored Enemy

Equipment: +1 morningstar (x2), +1 chain shirt, javelin (x3), armbands of might, gauntlets of ogre power, cloak of resistance +1, amulet of health +2

Spells Prepared – 1st – embrace the wild, embrace the wild

Description

In the distance you see movement backlit by a small house on fire.  A monstrous, deformed giant swings a huge flail and you hear the sound of sundering wood as pieces of a building go flying.  A couple of seconds later, a screaming woman rushes past out of the falling building and you see the fomorian’s oversized hand lash out to catch the form.  You see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and chuckles a bit.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The giant drops the woman who now writhes in pain and cries painfully as she bleeds.  Another grotesque giant in bloody hides and a breastplate steps out of an alley across the street; smashing through the corner of a building he enters this street.  More of the goblinoids are moving among the other buildings and you hear cries of terror.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed houses.   It seems that you spotted the fire giants and the bugbears before they spotted you.

DM Notes

The DM can set the giant and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings, and a fomorian giant on the opposite side of the street from the first, just emerging.    The bugbears will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it until they are among the PCs.  For clarity, the giant attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.
Pack D (EL 15) - Death Giant: Fire Giant x4

Death Giant

Huge Giant
Hit Dice: 23d8+115 (218 hp)
Initiative: +8
Speed: 35 ft. in banded mail (7 squares); base 50 ft. (10 squares)
Armor Class: 30 (-2 size, +1 Dex, +14 natural, +7 banded mail), touch 9, flat-footed 29
Base Attack/Grapple: +17/+37
Attack: +3 greataxe +30 melee (4d6+21/x3) or slam +27 melee (1d8+12) or rock +17 ranged (2d8+12)
Full Attack: +3 greataxe +30/+25/+20/+15 melee (4d6+21/x3) and bite +22 melee (2d6+6) or 2 slams +27 melee (1d8+12)  and bite +22 melee (2d6+6) or rock +17 ranged (2d8+12)
Space/Reach: 15 ft./15 ft.
Special Attacks: Frightful keening, rock throwing, spell-like abilities, steal soul, smite good 1/day
Special Qualities: Darkvision 60 ft., guardian souls, immunity to fear and energy drain, low-light vision, rock catching, sold soul, soul healing, dark blessing, detect good, aura of evil, poison use
Saves: For +26, Ref +17, Will +21
Abilities: Str 34, Dex 13, Con 21, Int 12, Wis 20, Cha 26
Skills: Concentration +19, Intimidate +15, Knowledge (arcane) +14, Knowledge (history) +12, Knowledge (religion) +19, Listen +12, Spellcraft +16, Spot +12

Feats: Ability Focus (frightful keening), Ability Focus (steal soul), Cleave, Improved Sunder, Lightning Reflexes, Point Blank Shot, Power Attack, Precise Shot

Equipment: Huge +3 greataxe, +1 huge banded mail, cloak of displacement- minor
Frightful Keening (Su): As a standard action, a death giant can trigger the guardian souls that waft around its body to wail in frightful anguish.   Living creatures within 100 feet that hear this keening must make a DC 30 Will save.   Success indicates that the creature is shaken until it can no longer hear the keening or moves out of range.   Failure causes the creature to be panicked for as long as it hears the keening and remains within range and shaken for 24 hours afterward.  Ending the frightful keening is a standard action.   This is a sonic, mind-affecting fear ability.   The save DC is Charisma-based.

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

Spell Like Abilities: 3/day – greater dispel magic, inflict critical wounds (+27 melee touch, DC 21), unholy blight (DC 21); 1/day – flame strike (DC 22).   Caster level 16th.

Steal Soul (Su):  Any living creature with 10 or fewer hit points within 15 feet of a death giant must succeed on a DC 30 Fortitude save each round at the beginning of its turn or die instantly.   This is a death effect.   The save DC is Charisma-based.

Any creature that dies within 15 feet of a death giant has its spirit sucked into the swirling guardian souls that protect the death giant.  Such creatures cannot be raised, resurrected, or reincarnated so long as the death giant lives.   Killing the death giant releases the souls.   

If a living death giant is within 15 feet of a death giant that dies, the souls are not released and are instead transferred to the nearby death giant due to its steal soul ability.

Under extraordinary circumstances, a living death giant may release a soul it has captured.

Guardian Souls (Su): A death giant’s victims become its guardians in death.  Each death giant is surrounded by a constantly swirling cloud of intangible spirits.  

These spirits provide the death giant with warnings and protection, granting the creature a bonus on initiative rolls, saves, Listen checks and Spot checks equal to its Charisma modifier.

A death giant’s will binds its guardian souls to it.   These are not ghosts or undead in the usual sense and cannot be damaged, dispelled, or separated from the death giant.   Only a successful turning attempt can quell these spirits for a time.  If the turning attempt would turn or rebuke and undead with Hit Dice equal to the death giant’s, the guardian souls vanish for 1d10 rounds and the death giant loses the benefits of its guardian souls, frightful keening, soul healing, and steal soul abilities until the souls return.

Sold Soul (Ex):  A death giant cannot be raised, resurrected, or reincarnated.   If a death giant’s  soul is not taken as a guardian soul by another death giant or kept from departing by some other means (such as soul bind), it is utterly destroyed 1 round after the giant’s death.

Soul Healing (Su):  When a death giant is protected by its guardian souls, hit point damage due to negative energy (such as from an inflict spell) heals rather than harms a death giant.   Death giants are healed by positive energy normally.

Fire Giant

Large Giant (Fire)
Hit Dice: 15d8+105 (172 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 26 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor), touch 8, flat-footed 27
Base Attack/Grapple: +11/+26
Attack: +1 greatsword +22 melee (3d6+18/19-20x2) or slam +21 melee (1d4+11) or rock +10 ranged (2d6+11 plus 2d6 fire)
Full Attack: +1 greatsword +22/+17/+12 melee (3d6+18/19-20x2) or 2 slams +21 melee (1d4+11) or rock +10 ranged (2d6+10 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +16, Ref +5, Will +10
Abilities: Str 33, Dex 9, Con 23, Int 10, Wis 14, Cha 11
Skills: Climb +10, Craft (weaponsmithing) +6, Intimidate +6, Jump +10, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack

Equipment: Large +2 full plate armor, large +1 greatsword, cloak of resistance +1, gauntlets of ogre power, amulet of health +2, potion of remove fear (x5).
Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks

Description

In the distance you hear the anguished wail of endless torment and splintering wood.  Rounding the corner, you see four large black-skinned, flame-haired giants stalking down the street, chopping their heavy swords into buildings.  Walls are being sundered, and roofs are collapsing, eliciting screams of pain from within houses.  One of the giants plunges his sword through wall of a smaller building, hears a muffled noise, and pulls the blade out with blood on it.  This gets a laughing cheer from the other three.  A flash of lightning illuminates another, larger, figure walking behind the fire giants.  This gaunt monster also has blackened skin, but is hairless, with sharply pointed ears and almond shaped eyes.  It does not strike out at the buildings like the fire giants, it merely strides.  Surrounding this giant is a swirling mass of screaming shadows.  In the fading light of the lightning flash, you can make out distorted faces in the swirling mist around this armored giant.  His great axe rests on his shoulder, unused.

If the PCs engage:

As they see you, the fire giants begin a quick advance, weapons ready.  The much taller giant moves forward deliberately, with the great axe still on its shoulder, unused.

DM Notes

The DM can set the fire giants anywhere from 60 – 120 feet from the PCs. The death giant needs to be more than 100” away initially, or the PCs will have to make a saving throw vs. its keening.  The fire giants do not use much subtlety, they stay apart from each other and approach at double move until they get to the PCs, then they try to break up the PCs’ ranks.  Any fire giant who feels like he is approaching death (less then 10 hit points) will abandon the fight to run so he is not trapped by the death giant’s soul stealing.  The fire giants are currently using potions of remove fear to negate the effects of the death giant’s frightful keening.  Recall that even PCs and NPCS who make the saving throw versus the effect are shaken until they leave the area of effect.  
Pack  E (EL 15) - Goblin Rng 14 x2: Cave Troll (Huge 21 HD) x2

Goblin Rng 14

Small Humanoid (Goblinoid)

Hit Dice: 14d8+28 (91 hp)
Initiative: +3
Speed: 30 ft. (6 squares)

Armor Class: 25 (+1 size, +4 Dex, +5 +1 chain shirt, +2 +1 buckler, +3 barkskin), touch 15, flat-footed 21
Base Attack/Grapple: +14/+10
Attack: +1 dwarf bane longbow +22 ranged (1d6+1/x3) or morningstar +15 melee (1d6)

Full Attack: +1 dwarf bane longbow +22/+22/+17/+12 ranged (1d6+1/x3) or morningstar +15 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+9), Elves (+4), Humans (+2), woodland stride, swift tracker, evasion, camoflage

Saves: Fort +12, Ref +15, Will +6
Abilities: Str 10, Dex 19, Con 14, Int 10, Wis 12, Cha 6
Skills: Hide +24, Move Silently +20, Spot +18, Listen +18, Tumble +20, Handle Animal +15
Feats: Point Blank Shot, Precise Shot, Improved Precise Shot, Rapid Shot, Improved Rapid Shot, Track, Endurance, Manyshot, Weapon Focus (longbow), Improved Favored Enemy

Equipment: Small +1 chain shirt, small +1 buckler, small +1 dwarf bane longbow, cloak of resistance +1, gloves of dexterity +2, amulet of health +2, lesser bracers of archery

Spells Prepared – 1st embrace the wild, accelerated movement; 2nd – barkskin

Cave Troll (Huge 21 HD)

Huge Giant
Hit Dice: 21d8+231 (324 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +1 Dex, +14 natural), touch 9, flat-footed 22
Base Attack/Grapple: +15/+37
Attack: Claw +28 melee (3d6+14)
Full Attack: 2 claws +28 melee (3d6+14) and bite +23 melee (2d6+7)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow, improved grab, pounce, rake, rend 4d6+21
Special Qualities: Darkvision 90 ft., fast healing 8, low-light vision, scent
Saves: Fort +23, Ref +10, Will +10
Abilities: Str 38, Dex 12, Con 32, Int 3, Wis 13, Cha 6
Skills: Jump +16, Listen +10, Spot +10, Survival +4
Feats: Alertness, Iron Will, Power Attack, Track, Lightning Reflexes, Weapon Focus (claw), Weapon Focus (bite)

Dazing Blow (Ex):  The force of both of a cave troll’s claws can be overwhelming.   If a cave troll hits with both claw attacks, an opponent must make a DC 31 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, a cave troll must hit a creature of large size or smaller with its bite attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Pounce (Ex): If a cave troll charges, it can make a full attack, including two rakes.

Rake (Ex): Attack bonus +28, damage 2d6+7.  A cave troll that gets a hold can make two rake attacks with its hind legs.

Rend (Ex):  If a cave troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh, dealing an additional 4d6+21 points of damage.

Description

Coming down the street you are on, you see two monstrous, shaggy forms, shuffling along and dragging bodies in their claws.  The two monsters walk on two legs, but are snarling like animals.  You see them straining to pull forward, and in a flash of lightning, you see that they are squat, gray trolls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.  .  They are dragging two goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins release the leashes, and the trolls shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the cave trolls’ position anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding long, leather leashes.  The goblins will release the trolls, and move to positions that let them utilize their bows.  The two hunters are on opposite sides of the street, to minimize the risk of area of effect attacks.

Pack F (EL 14) - Ironclad Mauler (Huge 18 HD) x2: Hill Giant Ftr 4 x2
Ironclad Mauler (Huge 18 HD)

Large Magical Beast
Hit Dice: 18d10+126 (225 hp)
Initiative: +0
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +10 natural, +5 grafted armor), touch 10, flat-footed 23
Base Attack/Grapple: +18/+42
Attack: Claw +33 melee (3d6+16)
Full Attack: 2 claws +33 melee (3d6+16) and bite +28 melee (6d6+8)

Space/Reach: 15ft./10t. (15ft. with claws)
Special Attacks: Improved Grab, sickening aura, trample 3d6+16
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +16, Ref +12, Will +7
Abilities: Str 42, Dex 11, Con 25, Int 2, Wis 12, Cha 10
Skills: Listen +13, Spot +13
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw), Weapon Focus (bite)

Improved Grab (Ex):  To use this ability, an ironclad mauler must hit a large sized or smaller creature with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity

Sickening Aura (Su):  An ironclad mauler is surrounded by a field of negative energy.   Any creature that comes within 10 feet of an ironclad mauler must make a DC 26 Fortitude save or become sickened.   This condition lasts 1 hour.   A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  The save is Constitution based.

Trample (Ex): Reflex half DC 35.   The save DC is Strength Based.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.   Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

Grafted Armor (Ex):  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Hill Giant Ftr 4

Large Giant
Hit Dice: 12d8+48 (102 hp)
Initiative: -1
Speed: 30 ft. in full plate (6 squares); base 40 ft. (8 squares)
Armor Class: 26 (-1 size, -1 Dex, +9 natural, +9 +1 full plate), touch 8, flat-footed 26
Base Attack/Grapple: +13/+26
Attack: +1 lance +23 melee (2d6+16) or slam +21 melee (1d4+9) or rock +12 ranged (2d6+9)
Full Attack: +1 lance +23/+18 melee (2d6+16) or 2 slams +21 melee (1d4+9) or rock +12 ranged (2d6+9) 

Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Low-light vision, rock catching
Saves: Fort +16, Ref +4, Will +5
Abilities: Str 28, Dex 8, Con 19, Int 6, Wis 10, Cha 7
Skills: Climb +7, Jump +7, Listen +3, Spot +6
Feats: Cleave, Improved Bull Rush, Power Attack, Improved Sunder, Weapon Focus (lance), Weapon Specialization (lance), Mounted Combat, Ride-By Attack, Spirited Charge

Equipment: Large +1 lance, large +1 full plate, gauntlets of ogre power, cloak of resistance +1
Description

Coming down the street you are on, you see three monstrous, shaggy forms lumbering at a fast pace.  The three hulking beasts look like monstrously large dire bears, but they are armored in some perverse, grotesque way.  Riding the monsters are three heavily armored hill giants with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the giant riders are targeting the ones that move fastest.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The hill giant riders will attempt to ride down the PCs.  

DM Notes

The DM can set the hill giants’ position anywhere from 80- 150 feet away from the PCs.  They will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40’ each round, so unless the PCs come to them, the hill giants and the maulers will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the giants at range.  The riders are spread out on the street, and at staggered depth to minimize area of effect attacks, and to increase their attack range.  These riders have already made their fortitude save versus the ironclad maulers’ aura. The riders will control the maulers and prevent them from grappling anyone since that would slow their movements.  If the riders are killed, the maulers will revert to their standard tactics and grapple anyone they can in combat.
Appendix Eight – APL 16

Leader Pack A (EL 20)- Death Giant Ftr 2 (Elite Array): Hobgoblin Clr 15: Hobgoblin Ftr 10/Tac 3

Sekhmnet - Death Giantess Blk 2

Huge Giant
Hit Dice: 23d8+2d10+125 (239 hp)
Initiative: +9
Speed: 35 ft. in full plate (7 squares); base 50 ft. (10 squares)
Armor Class: 37 (-2 size, +1 Dex, +14 natural, +9 +1 full plate, +3 +3 animated mithril heavy shield), touch 9, flat-footed 36
Base Attack/Grapple: +19/+42
Attack: +1 unholy scythe +36 melee (3d6+25/x4 plus 2d6 if good) or slam +32 melee (1d8+15) or rock +19 ranged (2d8+15)
Full Attack: +3 unholy scythe +36/+31/+26/+21 (3d6+25/x4 plus 2d6 if good) and bite +27 melee (2d6+7) or 2 slams +32 melee (1d8+15) and bite +27 melee (2d6+7) or rock +19 ranged (2d8+15)
Space/Reach: 15 ft./15 ft.
Special Attacks: Frightful keening, rock throwing, spell-like abilities, steal soul, smite good 1/day
Special Qualities: Darkvision 60 ft., guardian souls, immunity to fear and energy drain, low-light vision, rock catching, sold soul, soul healing, dark blessing, detect good, aura of evil, poison use
Saves: Fort +38, Ref +27, Will +29
Abilities: Str 40, Dex 13, Con 21, Int 12, Wis 20, Cha 26
Skills: Concentration +19, Intimidate +15, Knowledge (arcane) +14, Knowledge (history) +12, Knowledge (religion) +19, Listen +12, Spellcraft +16, Spot +12, Hide -2
Feats: Ability Focus (frightful keening), Ability Focus (steal soul), Cleave, Improved Sunder, Lightning Reflexes, Point Blank Shot, Power Attack, Precise Shot, Weapon Focus (scythe)

Equipment: Huge +3 unholy scythe, huge +1 full plate, huge +3 animated heavy mithril shield, belt of giant strength +6
Spells Prepared – 1st – divine sacrifice
Frightful Keening (Su): As a standard action, a death giant can trigger the guardian souls that waft around its body to wail in frightful anguish.   Living creatures within 100 feet that hear this keening must make a DC 32 Will save.   Success indicates that the creature is shaken until it can no longer hear the keening or moves out of range.   Failure causes the creature to be panicked for as long as it hears the keening and remains within range and shaken for 24 hours afterward.  Ending the frightful keening is a standard action.   This is a sonic, mind-affecting fear ability.   The save DC is Charisma-based.

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

Spell Like Abilities: 3/day – greater dispel magic, inflict critical wounds (+27 melee touch, DC 22), unholy blight (DC 22); 1/day – flame strike (DC 23).   Caster level 16th.

Steal Soul (Su):  Any living creature with 10 or fewer hit points within 15 feet of a death giant must succeed on a DC 32 Fortitude save each round at the beginning of its turn or die instantly.   This is a death effect.   The save DC is Charisma-based.

Any creature that dies within 15 feet of a death giant has its spirit sucked into the swirling guardian souls that protect the death giant.  Such creatures cannot be raised, resurrected, or reincarnated so long as the death giant lives.   Killing the death giant releases the souls.   

If a living death giant is within 15 feet of a death giant that dies, the souls are not released and are instead transferred to the nearby death giant due to its steal soul ability.

Under extraordinary circumstances, a living death giant may release a soul it has captured.

Guardian Souls (Su): A death giant’s victims become its guardians in death.  Each death giant is surrounded by a constantly swirling cloud of intangible spirits.  

These spirits provide the death giant with warnings and protection, granting the creature a bonus on initiative rolls, saves, Listen checks and Spot checks equal to its Charisma modifier.

A death giant’s will binds its guardian souls to it.   These are not ghosts or undead in the usual sense and cannot be damaged, dispelled, or separated from the death giant.   Only a successful turning attempt can quell these spirits for a time.  If the turning attempt would turn or rebuke and undead with Hit Dice equal to the death giant’s, the guardian souls vanish for 1d10 rounds and the death giant loses the benefits of its guardian souls, frightful keening, soul healing, and steal soul abilities until the souls return.

Sold Soul (Ex):  A death giant cannot be raised, resurrected, or reincarnated.   If a death giant’s  soul is not taken as a guardian soul by another death giant or kept from departing by some other means (such as soul bind), it is utterly destroyed 1 round after the giant’s death.

Soul Healing (Su):  When a death giant is protected by its guardian souls, hit point damage due to negative energy (such as from an inflict spell) heals rather than harms a death giant.   Death giants are healed by positive energy normally.

Aura of Evil (Ex): A blackguard has an aura of evil equal to his blackguard level plus his cleric level (if any).

Detect Good (Sp): A blackguard can detect good as the spell, at will.

Dark Blessing (Su): A blackguard adds his Charisma modifier (if positive) to all saving throws.

Smite Good (Su):  1/day - +8 to hit, +2 to damage

Hobgoblin Clr 15 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 15d8+60 (127 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 23 (+1 Dex, +10 +1 full plate, +2 +1 light shield), touch 11, flat-footed 23
Base Attack/Grapple: +11/+11
Attack: Heavy mace +11 melee (1d8) or javelin +12 ranged (1d6)
Full Attack: Heavy mace +11/+6/+1 melee (1d8) or javelin +12 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +14, Ref +8, Will +17
Abilities: Str 11, Dex 12, Con 16, Int 10, Wis 23, Cha 14
Skills: Concentration +19, Spellcraft +14, Heal +10
Feats: Extra Turning, Divine Spellpower, Augment Healing, Reach Spell, Divine Metamagic (Reach Spell), Improved Toughness

Equipment: Periapt of wisdom +6, ioun stone (+2 Con), cloak of charisma +2, +2 full plate, +1 light shield, metamagic rod of chaining, lesser metamagic rod of extend, vest of resistance +2, scroll of remove fear (x10)
Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+14), status, curse of ill fortune, spiritual weapon, sound burst; 3rd – protection from energy (D), cure serious wounds (3d8+19), dispel magic (+14 check), dispel magic (+14 check), magic vestment, magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+21), freedom of movement, reach cure moderate wounds (2d8+14), greater magic weapon, restoration; 5th – true seeing (D), mass cure light wounds (1d8+21), reach cure serious wounds (3d8+19),flame strike, break enchantment, spell resistance; 6th – antimagic field (D), heal (142), greater dispel magic (+19 check), greater dispel magic (+19 check), reach cure critical wounds (4d8+23); 7th – repulsion (D), mass cure serious wounds (3d8+27), righteous wrath of the faithful; 8th – mind blank (D), greater spell immunity

Save DCs – 16 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +15 resistance bonus on the next saving throw of target touched.)
Hobgoblin Ftr 10/Tac 3

Medium Humanoid (Goblinoid)

Hit Dice: 10d10+3d10+78 (149 hp)
Initiative: +1
Speed: 20 ft in full plate armor (4 squares), base 30 ft. (6 squares)

Armor Class: 27 {32 while expertising} (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +2 deflection), touch 13, flat-footed 26
Base Attack/Grapple: +13/+15
Attack: +1 longsword +18 {+13} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Full Attack: +1 longsword +18/+13 {+13/+8} melee (1d8+5/19-20x2) or javelin +8 ranged (1d6+2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +17, Ref +7, Will +5

Abilities: Str 15, Dex 13, Con 20, Int 13, Wis 9, Cha 8
Skills: Climb +13, Jump +13, Spot +1, Listen +1, Sense Motive +1
Feats: Weapon Focus (longsword), Greater Weapon Focus (longsword), Weapon Specialization (longsword), Power Attack, Cleave, Combat Reflexes, Improved Toughness, Combat Expertise, Dodge, Mobility, Elusive Target, Sidestep

Equipment: +2 full plate, +2 heavy steel shield, +1 longsword, javelin (x3), ring of protection +2, amulet of health +4, gauntlets of ogre power, cloak of resistance +2, potion of remove fear (x5)
Feat: Sidestep [General]: Once per round, when you make an attack of opportunity, you make take a 5-foot step after you attack.  This 5-foot step doesn’t count against your limit of one 5-foot step per round or against any movement you take on your turn.

Flanker (Ex): A tactical soldier can flank enemies from seemingly impossible angles.   She can designate any adjacent square as the square from which flanking against an ally is determined (including the square where she stands, as normal.)  She must designate the square at the beginning of her turn or at any time during her turn.   The designated square remains her effective square for flanking until she is no longer adjacent to it or until she chooses a different square during her turn.   The character can even choose a square that is impassable or occupied.

Interpose (Ex):  A tactical soldier can use this ability three times per day.  When an enemy threatens her in melee combat and makes a successful attack against an adjacent ally of hers, the tactical soldier may take the damage and other effects as if she had been hit instead.

Description

You see crowds of people running down the street before you, their faces stricken in absolute terror.   A few moments later, you see horribly wounded people trying to drag themselves along the street the same look of terror etched into their faces.  In the distance you hear the anguished wail of endless torment and splintering wood.  A flash of lightning reveals a streak of razored metal in the distance.  The streak of metal that reflected the lightning is the long, curved blade of a scythe.  The blade is taller than most of the buildings on this street, and is being carried by a towering, robed figure from nightmares.  Standing 20’ tall, the gaunt figure in a black hooded robe seems to float down the street surrounded by a swirling mass of keening spirits.  A shield of bone floats around the figure, burning the incorporeal spirits.  The dark creature has black, hairless skin, and almond shaped eyes.  Traveling in advance of this evil creature is a force seemingly insignificant hobgoblins who are canvassing the street, rolling bodies out of the path of this robed monster.  (DM note – the hobgoblins are moving some of the injured people away from the effect of the death giants soul stealing area. The animated shield is actually made of mithril, but it is decorated in bones.)  
If the PCs engage:

The dark giant regards you with a curious, distant look.  Up close, you can see that she is cruelly beautiful, and flawlessly evil.  The hobgoblins move to engage you but the shimmering blade of the silver scythe that is coming toward you is far more noteworthy.  
DM Notes

The DM can set the hobgoblins anywhere from 60 – 120 feet from the PCs. The death giant needs to be more than 100” away initially, or the PCs will have to make a saving throw vs. its keening.  The hobgoblins intercept the PCs and line up to use their flanking and interposing abilities to aid Sekhmnet.   They will stay apart from each other during their approach.  Any hobgoblin who feels like he is approaching death (less then 10 hit points) will abandon the fight to run so he is not trapped by the death giant’s soul stealing.  The hobgoblins are currently using remove fear potions to negate the effects of Sekhmnet’s frightful keening.  Recall that even if PCs or NPCs make the saving throw, they are shaken until they no longer hear the effect.  
Cleric Tactics, by Round

Round 1 – Chain greater dispel magic on all available targets

Round 2 – Heal the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise righteous wrath of the faithful
Round 3 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise greater dispel magic a pesky fighter

Round 4 – Cure the leader if heavily wounded, or mass cure if bodyguards are injured, otherwise flame strike
Pack B (EL 19) - Death Giant: Goblin Wiz 15: Goblin Ftr 15 x2 (Archer)

Death Giant

Huge Giant
Hit Dice: 23d8+161 (264 hp)
Initiative: +8
Speed: 35 ft. in banded mail (7 squares); base 50 ft. (10 squares)
Armor Class: 29 (-2 size, +1 Dex, +14 natural, +6 banded mail), touch 9, flat-footed 28
Base Attack/Grapple: +17/+37
Attack: +1 greataxe +28 melee (4d6+19/x3) or slam +27 melee (1d8+12) or rock +17 ranged (2d8+12)
Full Attack: +1 greataxe +28/+23/+18/+13 melee (4d6+19/x3) and bite +22 melee (2d6+6) or 2 slams +27 melee (1d8+12)  and bite +22 melee (2d6+6) or rock +17 ranged (2d8+12)
Space/Reach: 15 ft./15 ft.
Special Attacks: Frightful keening, rock throwing, spell-like abilities, steal soul, smite good 1/day
Special Qualities: Darkvision 60 ft., guardian souls, immunity to fear and energy drain, low-light vision, rock catching, sold soul, soul healing, dark blessing, detect good, aura of evil, poison use
Saves: For +28, Ref +17, Will +21
Abilities: Str 34, Dex 13, Con 25, Int 12, Wis 20, Cha 26
Skills: Concentration +21, Intimidate +15, Knowledge (arcane) +14, Knowledge (history) +12, Knowledge (religion) +19, Listen +12, Spellcraft +16, Spot +12

Feats: Ability Focus (frightful keening), Ability Focus (steal soul), Cleave, Improved Sunder, Lightning Reflexes, Point Blank Shot, Power Attack, Precise Shot

Equipment: Huge +1 greataxe, huge banded mail, minor cloak of displacement, amulet of health +4
Frightful Keening (Su): As a standard action, a death giant can trigger the guardian souls that waft around its body to wail in frightful anguish.   Living creatures within 100 feet that hear this keening must make a DC 30 Will save.   Success indicates that the creature is shaken until it can no longer hear the keening or moves out of range.   Failure causes the creature to be panicked for as long as it hears the keening and remains within range and shaken for 24 hours afterward.  Ending the frightful keening is a standard action.   This is a sonic, mind-affecting fear ability.   The save DC is Charisma-based.

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

Spell Like Abilities: 3/day – greater dispel magic, inflict critical wounds (+27 melee touch, DC 21), unholy blight (DC 21); 1/day – flame strike (DC 22).   Caster level 16th.

Steal Soul (Su):  Any living creature with 10 or fewer hit points within 15 feet of a death giant must succeed on a DC 30 Fortitude save each round at the beginning of its turn or die instantly.   This is a death effect.   The save DC is Charisma-based.

Any creature that dies within 15 feet of a death giant has its spirit sucked into the swirling guardian souls that protect the death giant.  Such creatures cannot be raised, resurrected, or reincarnated so long as the death giant lives.   Killing the death giant releases the souls.   

If a living death giant is within 15 feet of a death giant that dies, the souls are not released and are instead transferred to the nearby death giant due to its steal soul ability.

Under extraordinary circumstances, a living death giant may release a soul it has captured.

Guardian Souls (Su): A death giant’s victims become its guardians in death.  Each death giant is surrounded by a constantly swirling cloud of intangible spirits.  

These spirits provide the death giant with warnings and protection, granting the creature a bonus on initiative rolls, saves, Listen checks and Spot checks equal to its Charisma modifier.

A death giant’s will binds its guardian souls to it.   These are not ghosts or undead in the usual sense and cannot be damaged, dispelled, or separated from the death giant.   Only a successful turning attempt can quell these spirits for a time.  If the turning attempt would turn or rebuke and undead with Hit Dice equal to the death giant’s, the guardian souls vanish for 1d10 rounds and the death giant loses the benefits of its guardian souls, frightful keening, soul healing, and steal soul abilities until the souls return.

Sold Soul (Ex):  A death giant cannot be raised, resurrected, or reincarnated.   If a death giant’s  soul is not taken as a guardian soul by another death giant or kept from departing by some other means (such as soul bind), it is utterly destroyed 1 round after the giant’s death.

Soul Healing (Su):  When a death giant is protected by its guardian souls, hit point damage due to negative energy (such as from an inflict spell) heals rather than harms a death giant.   Death giants are healed by positive energy normally.

Goblin Wiz 15

Small Humanoid (Goblinoid)

Hit Dice: 15d4+45 (82 hp) {97 with false life}
Initiative: +2
Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 size, +3 Dex, +4 mage armor), touch 14, flat-footed 15
Base Attack/Grapple: +7/+2
Attack: Dagger +7 (1d3-1/19-20x2)
Full Attack: Dagger +7 (1d3-1/19-20x2)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +10, Ref +9, Will +11
Abilities: Str 8, Dex 15, Con 16, Int 20, Wis 10, Cha 6
Skills: Hide +6, Ride +6, Spellcraft +20, Knowledge (arcane) +20, Concentration +18, Knowledge (nature) +20
Feats: Eschew Materials, Scribe Scroll, Spell Focus (Conjuration), Heighten Spell, Sculpt Spell, Greater Spell Focus (Conjuration), Spell Focus (Enchantment), Greater Spell Focus (Enchantment), Quicken Spell

Equipment: Small dagger, headband of intellect +4, gloves of dexterity +2, amulet of health +4, cloak of resistance +2, lesser metamagic rod of extend (2 uses left), potion of remove fear (x10)
Spells Prepared:  0th – acid splash*, detect magic, ray of frost, dancing lights; 1st – grease*, mage armor, ray of enfeeblement (+9 ranged touch), ray of enfeeblement (+9 ranged touch), magic missile, magic missile; 2nd – glitterdust*, scorching ray, web*, invisibility, false life; 3rd – haste, blink, arcane sight,  sculpted glitterdust*, fly; 4th – crushing despair**, heightened glitterdust*, improved invisibility, dimension door, sculpted fireball; 5th – hold monster**, reciprocal gyre, reciprocal gyre, quickened ray of enfeeblement (+9 ranged touch), heightened lightning bolt; 6th – contingency, heightened slow, quickened glitterdust; 7th – hold person, mass**, heightened reciprocal gyre; 8th – maze*
Save DC – 15 + spell level, *17 + spell level for conjurations, **17 + spell level for enchantments

Contingency – Cast improved invisibility upon a hand signal.   (Free action.)

Pre-cast – Extended arcane sight in order to determine the best target available for reciprocal gyre.

Goblin Ftr 15

Small Humanoid (Goblinoid)

Hit Dice: 15d10+30 (112 hp)
Initiative: +6
Speed: 30 ft. (6 squares)

Armor Class: 24 (+1 size, +6 Dex, +5 +1 chain shirt, +2 +1 buckler), touch 17, flat-footed 18
Base Attack/Grapple: +15/+11
Attack: +2 shocking longbow +26 (1d6+7/19-20x3 plus 1d6 electricity) or morningstar +14 melee (1d6)
Full Attack: +2 shocking longbow +26/+26/+21/+16 {+27/+27/+27/+22/+17 hasted} (1d6+7/19-20x3 plus 1d6 electricity) or morningstar +14/+9/+4 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +10, Ref +11, Will +5
Abilities: Str 11, Dex 23, Con 14, Int 10, Wis 8, Cha 6
Skills: Hide +5, Move Silently +5, Ride +14, Climb +11
Feats: Weapon Focus (longbow), Greater Weapon Focus (longbow), Improved Critical (longbow), Weapon Specialization (longbow), Greater Weapon Specialization (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Manyshot, Improved Rapid Shot, Far Shot, Improved Precise Shot, Dodge

Equipment: +1 Small chain shirt, small +1 buckler, small morningstar, small +2 shocking longbow, gloves of dexterity+6, greater bracers of archery, boots of speed, amulet of health +2, potion of  remove fear (x5)
Description

You hear the wailing screams of the tormented dead even before you approach the street corner.  You see people fleeing in blind terror down the small sliver of the street that you can see at the end of this alley.  Arrows take down a couple of people in the street, and as you se them fall, they continue to try to flee, desperately pulling them selves along, making their mortal wounds even worse.  As the dark reaper walks the streets, the injured people he walks near convulse, and you see their spirits torn screaming from their bodies.  Some of the wailing shadows desperately try to cling to their broken bodies by hands that no longer hold flesh.
If the PCs Engage:  The arrows that struck down the fleeing people are clearly goblin arrows, but no goblins that you know make the horrible keening wail that you hear from around the corner.  Looking down the street, you see a gaunt monster with obsidian skin.  It is hairless, with sharply pointed ears and almond shaped eyes that look at you from a height of 15 feet.  Surrounding this giant is a swirling mass of screaming shadows.  In the fading light of the lightning flash, you can make out distorted faces in the swirling mist around this armored giant.  His great axe rests on his shoulder, unused.  There are goblins scattered across the street and they turn their bows toward you and begin firing.  
DM Notes:  The death giant will be more than 100’ from the alley and the PCs when they first see him.  He will approach the PCs and attempt to injure as many of them as he can, expecting the wizard to aid him in hurting many opponents so they are subject to his soul stealing.  The goblins will split up and stay at range, attempting to kill any spellcasters.  One archer will fire on his initiative, and the other will ready to many-shot a spellcaster who begins a spell, hoping to disrupt concentration.  The wizard will only get as close as he must to be in range of his spells.  The goblins are currently using remove fear potions to negate the effects of the death giant’s frightful keening.  Recall that even if PCs or NPCs make the saving throw, they are shaken until they no longer hear the effect.  
Wizard Tactics, by Round

Round 1: Mass hold person all fighter types plus anyone else you can get your hands on and activate contingency improved invisibility and quickened glitterdust a group of targets.

Round 2: Identify the person with the most spell levels active via arcane sight and heightened reciprocal gyre them and quickened ray of enfeeblement a fighter type.

Round 3: Maze someone who is irritating you.

Round 4: Either sculpted fireball or heightened lightning bolt depending on enemy formation.

Pack C (EL 19) - War Troll Ftr 1 x2: Bugbear Rng 6/Rog 8 x4

War Troll Ftr 1

Large Monstrous Humanoid
Hit Dice: 12d8+1d10+143 (202 hp)
Initiative: +7
Speed: 30 ft. in full plate (6 squares); base 40 ft. (8 squares)
Armor Class: 37 (-1 size, +14 natural armor, +11 +1 mithril full plate, +3 Dex), touch 12, flat-footed 34
Base Attack/Grapple: +13/+25
Attack: +3 greatsword +28 melee (3d6+21/19-20x2) or masterwork composite longbow (+10 strength) +16 ranged (2d6+10)
Full Attack: +3 greatsword +28/+23/+18 melee (3d6+21/19-20x2) and bite +22 melee (1d6+6); or 2 claws +24 melee (1d8+12) and bite +22 melee (1d6+6);  or masterwork composite longbow (+10 strength) +16/+11/+6 ranged (2d6+10)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20 
Saves: Fort +20, Ref +14, Will +15
Abilities: Str 35, Dex 16, Con 33, Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +12
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (greatsword), Power Attack

Equipment: Large +3 mithril full plate, large +3 greatsword, large masterwork composite longbow (+10 strength), belt of giant strength +4, amulet of health +4, cloak of resistance +3.
Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Bugbear Rog 6/Rng 6

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+6d6+6d8+30 (91 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 19 (+1 Dex, +3 natural, +5 +1 chain shirt armor), touch 11, flat-footed 19
Base Attack/Grapple: +12/+17
Attack: +2 morningstar +18 melee (1d8+6) or javelin +12 ranged (1d6+4)
Full Attack: +2 morningstar +16/+11/+6 melee (1d8+6) and +2 morningstar +16/+11 melee (1d8+4) or javelin +12 ranged (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Attacks: Sneak attack +2d6
Special Qualities: Darkvision 60 ft., scent, evasion, uncanny dodge, favored enemy Humans (+4), Dwarves (+2)

Saves: Fort +10, Ref +15, Will +6
Abilities: Str 20, Dex 12, Con 14, Int 10, Wis 12, Cha 8
Skills: Climb +14, Jump +15, Tumble +17, Hide +16, Move Silently +16, Spot +18, Listen +18, Search +14
Feats: Alertness, Weapon Focus (morningstar), Power Attack, Two-Weapon Fighting, Improved Two-Weapon Fighting, Oversized Two-Weapon Fighting, Track, Endurance, Improved Favored Enemy, Favored Power Attack

Equipment: +2 morningstar (x2), +1 chain shirt, javelin (x3), armbands of might, gauntlets of ogre power, cloak of resistance +1, amulet of health +2

Spells Prepared – 1st – embrace the wild, embrace the wild
Description

In the distance you see movement backlit by a small house on fire.  A monstrous, heavily armored troll swings a huge sword and you hear the sound of sundering wood as pieces of a building go flying.  A couple of seconds later, a screaming form rushes past out of the falling building and you see the troll’s clawed hand lash out to catch the form.  Screams reach your ears and you see the giant holding a struggling form at arm’s length.  He turns the woman toward the other side of the street and chuckles a bit.  A smaller figure steps from a building across the street and plunges the point of a javelin into the screaming woman’s stomach.  The troll drops the woman who now writhes in pain and cries painfully as she bleeds.  Another armored troll in bloody plate armor steps out of an alley across the street; chopping through the corner of a building he enters this street.  More of the goblinoids are moving among the other buildings and you hear cries of terror.

If the PCs engage:

As you move closer, you can see more of the smaller forms moving around on the street.  There are many people lying in the street, blood flowing from gut wounds into the sewers.  You hear cries of pain coming from numerous partially collapsed houses.   It seems that you spotted the trolls and the bugbears before they spotted you.

DM Notes

The DM can set the troll and one of the bugbears anywhere from 60 – 120 feet from the PCs. There are three other bugbears trying to ferret out people to injure in the nearby buildings, and another wartroll on the opposite side of the street from the first, just emerging.    The bugbears will emerge in a round or two with bloodied weapons as well unless the sounds of actual combat draw them out sooner.  They are not in a tight group, and will not get into a tight group at any point if they can avoid it until they are among the PCs.  For clarity, the wartroll attacked the building, took an AoO to grapple the fleeing woman and held her at the edge of his reach in the opposite direction so a bugbear with a readied action could stab her.  PCs still have time to save the woman who is at -2 hit points.
Pack D (EL 19) - Mountain Troll Bbn 2/Ftr 2: War Troll x4

Mountain Troll Bbn 2/ Ftr 2

Huge Giant
Hit Dice: 15d8+2d12+ 2d10+209 (300 hp)
Initiative: +1
Speed: 30 ft. in breastplate armor (6 squares)

Armor Class: 28 (-2 size, +1 Dex, +13 natural, +6 +1 breastplate), touch 9, flat-footed 28
Base Attack/Grapple: +15/+35
Attack: +2 Greatclub +28 melee (3d8+20)
Full Attack: +2 Greatclub +28/+23/+18 melee (3d8+20) and bite +20 melee (1d8+6); or 2 claws +25 melee (1d8+12) and bite +20 melee (1d8+6)

Space/Reach: 15 ft./15 ft.
Special Attacks: Knockdown
Special Qualities: Darkvision 90 ft., fast healing 9, low-light vision, scent, stability, uncanny dodge
Saves: Fort +28, Ref +10, Will +11
Abilities: Str 35, Dex 12, Con 32, Int 6, Wis 11, Cha 6
Skills: Hide -7 (+1 in mountains), Listen +12, Spot +12
Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack, Weapon Focus (greatclub), Great Cleave, Extra Rage

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent (+15 modifier {+17 while raging}) as a free action without provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex):  Mountain trolls are exceptionally stable on their feet.   A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Rage (Ex): 3/day – Str 39, Con 36, 338 hp; Attacks: +1 Greatclub +29/+24/+19 melee (3d8+22) and bite +22 melee (1d8+7); or 2 claws +27 melee (1d8+14) and bite +22 melee (1d8+6); Fort +27, Will +10, AC 26; Knockdown modifier +17; Rage lasts for 16 rounds

Equipment: Huge +2 dwarf-bane greatclub, cloak of resistance +4, Huge +1 breastplate

War Troll

Large Monstrous Humanoid
Hit Dice: 12d8+108 (162 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares); base 40 ft. (8 squares)
Armor Class: 33 (-1 size, +14 natural armor, +7 +2 breastplate, +3 Dex), touch 12, flat-footed 30
Base Attack/Grapple: +12/+22
Attack: +2 flaming greatsword +26 melee (3d6+20+1d6/19-20x2) or masterwork composite longbow (+10 strength) +15 ranged (2d6+10)
Full Attack: +2 greatsword +26/+21/+16 melee (3d6+20+1d6/19-20x2) and bite +21 melee (1d6+6); or 2 claws +23 melee (1d8+12) and bite +21 melee (1d6+6);  or masterwork composite longbow (+10 strength) +15/+10/+5 ranged (2d6+10)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20 
Saves: Fort +13, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29, Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +12
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (greatsword)

Equipment: Large +2 breastplate, large +2 flaming greatsword, large masterwork composite longbow (+10 strength), belt of giant strength +4.
Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Description

Looking down the street you just entered, you see destruction on both sides.  Buildings have been smashed and debris is strewn everywhere.  You see distant movement to your left, but   to the right, you see four monstrous forms methodically stalking the streets, smashing huge holes in walls and destroying all manner of property.  A massive troll with a face like stone is hammering the roofs of buildings as he passes them, collapsing most with a single blow.  Cries of pain and fear can be heard among the collapsing buildings. 

If the PCs engage:

The wartolls look up in a bit of disbelief that anyone would challenge them, but then they smile and move your way.  The huge gray troll behind them lumbers forward, its knuckles digging furrows into the pavement as it trots.

DM Notes

These beasts are too large enter homes, so they are inflicting property damage as quickly and methodically as possible.  The wartrolls are specifically looking for something to fight, as they have grown bored with damaging property.

Pack E (EL 19) - Goblin Rng 16 x2: Cave Troll (Huge 27 HD) x2

Goblin Rng 16

Small Humanoid (Goblinoid)

Hit Dice: 16d8+32 (104 hp)
Initiative: +3
Speed: 30 ft. (6 squares)

Armor Class: 28 (+1 size, +6 Dex, +5 +1 mithral chain shirt, +2 +1 buckler, +4 barkskin), touch 17, flat-footed 22
Base Attack/Grapple: +16/+12
Attack: +1 dwarf bane longbow +26 ranged (1d6+1/19-20x3) or morningstar +17 melee (1d6)

Full Attack: +1 dwarf bane longbow +26/+26/+21/+16/+11 ranged (1d6+1/19-20x3) or morningstar +17 melee (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft., favored enemy Dwarves (+11), Elves (+6), Humans (+4), Gnomes (+2), woodland stride, swift tracker, evasion, camouflage
Saves: Fort +14, Ref +18, Will +8
Abilities: Str 10, Dex 22, Con 14, Int 10, Wis 12, Cha 6
Skills: Hide +28, Move Silently +24, Spot +20, Listen +20, Tumble +24, Handle Animal +17
Feats: Point Blank Shot, Precise Shot, Improved Precise Shot, Rapid Shot, Improved Rapid Shot,  Track, Endurance, Manyshot, Weapon Focus (longbow), Improved Critical (Longbow), Improved Favored Enemy

Equipment: Small +1 mithral chain shirt, small +1 buckler, small +1 dwarf bane longbow, cloak of resistance +2, gloves of dexterity +4, amulet of health +2, lesser bracers of archery

Spells Prepared – 1st embrace the wild, accelerated movement; 2nd - barkskin
Cave Troll (27 HD)

Huge Giant
Hit Dice: 27d8+297 (418 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +1 Dex, +14 natural), touch 9, flat-footed 22
Base Attack/Grapple: +20/+42
Attack: Claw +33 melee (4d6+14)
Full Attack: 2 claws +33 melee (4d6+14) and bite +28 melee (3d6+7)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow, improved grab, pounce, rake, rend 6d6+21
Special Qualities: Darkvision 90 ft., fast healing 8, low-light vision, scent
Saves: Fort +26, Ref +12, Will +12
Abilities: Str 38, Dex 12, Con 33, Int 3, Wis 13, Cha 6
Skills: Jump +16, Listen +10, Spot +10, Survival +4
Feats: Alertness, Iron Will, Power Attack, Track, Lightning Reflexes, Weapon Focus (claw), Weapon Focus (bite), Improved Natural Attack (claw), Improved Natural Attack (bite)

Dazing Blow (Ex):  The force of both of a cave troll’s claws can be overwhelming.   If a cave troll hits with both claw attacks, an opponent must make a DC 31 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, a cave troll must hit a creature of large size or smaller with its bite attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Pounce (Ex): If a cave troll charges, it can make a full attack, including two rakes.

Rake (Ex): Attack bonus +33, damage 2d6+7.  A cave troll that gets a hold can make two rake attacks with its hind legs.

Rend (Ex):  If a cave troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh, dealing an additional 6d6+21 points of damage.

Description

Coming down the street you are on, you see a pair of monstrous, shaggy gray forms, shuffling along and dragging bodies in their claws.  They walk on two legs, but are snarling like animals.  You see them straining to pull forward, and in a flash of lightning, you see that they are squat, gray trolls, with collars around their necks, and bloody gobbets of flesh dripping from their mouths.   They are dragging a pair of goblins down the street by the leashes around their necks.  Given their size, you are sure that they could pull the goblins with ease if they so desired.  

If the PCs engage:

The goblins releases the leashes, and the trolls shriek in savage glee as they bound in your direction. 

DM Notes

The DM can set the cave trolls’ positions anywhere from 60- 120 feet away from the PCs.  The goblins are 10’ behind them holding a long, leather leash.  The goblins will release the trolls, and move to positions that let them utilize their bows.  They will focus fire on a spellcaster if they see one.

Pack F (EL 18) - Ironclad Mauler (Huge 24 HD) x2: Fire Giant Ftr 4 x2
Ironclad Mauler (Huge 24 HD)

Large Magical Beast
Hit Dice: 24d10+192 (324 hp)
Initiative: +0
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +10 natural, +5 grafted armor), touch 10, flat-footed 23
Base Attack/Grapple: +24/+48
Attack: Claw +39 melee (3d6+16)
Full Attack: 2 claws +39 melee (3d6+16) and bite +37 melee (6d6+8)

Space/Reach: 15ft./10t. (15ft. with claws)
Special Attacks: Improved Grab, sickening aura, trample 3d6+16
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +23, Ref +14, Will +9
Abilities: Str 42, Dex 11, Con 26, Int 2, Wis 12, Cha 10
Skills: Listen +13, Spot +13
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw), Weapon Focus (bite), Awesome Blow, Multiattack

Improved Grab (Ex):  To use this ability, an ironclad mauler must hit a large sized or smaller creature with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity

Sickening Aura (Su):  An ironclad mauler is surrounded by a field of negative energy.   Any creature that comes within 10 feet of an ironclad mauler must make a DC 30 Fortitude save or become sickened.   This condition lasts 1 hour.   A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  The save is Constitution based.

Trample (Ex): Reflex half DC 38.   The save DC is Strength Based.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.   Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

Grafted Armor (Ex):  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Fire Giant Ftr 4

Large Giant (Fire)
Hit Dice: 15d8+4d10+75 (142 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 29 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor, +3 +1 animated heavy steel shield), touch 8, flat-footed 29
Base Attack/Grapple: +15/+31
Attack: +2 lance +29 melee (2d6+22) or +1 greatsword +27 melee (3d6+19/19-20x2) or slam +26 melee (1d4+12) or rock +13 ranged (2d6+12 plus 2d6 fire)
Full Attack: +2 lance +29/+23/+18 melee (2d6+22) or +1 greatsword +27/+22/+17 melee (3d6+19/19-20x2) or 2 slams +26 melee (1d4+12) or rock +13 ranged (2d6+12 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +21, Ref +7, Will +12
Abilities: Str 34, Dex 9, Con 23, Int 10, Wis 14, Cha 11
Skills: Climb +15, Craft (weaponsmithing) +6, Intimidate +6, Jump +15, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Iron Will, Power Attack, Weapon Focus (Lance), Weapon Specialization (Lance), Mounted Combat, Ride-By Attack, Spirited Charge

Equipment: Large +2 full plate armor, large +1 animated heavy steel shield,  large +1 greatsword, large +2 lance, cloak of resistance +2, gauntlets of ogre power, amulet of health +2

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

Description

Coming down the street you are on, you see three monstrous, shaggy forms lumbering at a fast pace.  The three hulking beasts look like monstrously large dire bears, but they are armored in some perverse, grotesque way.  Riding the monsters are three heavily armored fire giants with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the giant riders are targeting the ones that move fastest.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The fire giant riders will attempt to ride down the PCs.  

DM Notes

The DM can set the fire giants’ position anywhere from 80- 150 feet away from the PCs.  They will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40’ each round, so unless the PCs come to them, the giants and the maulers will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the giants at range.  The riders are spread out on the street, and at staggered depth to minimize area of effect attacks, and to increase their attack range.  These riders have already made their fortitude save versus the ironclad maulers’ aura.  The riders will control the maulers and prevent them from grappling anyone since that would slow their movements.  If the riders are killed, the maulers will revert to their standard tactics and grapple anyone they can in combat.
Appendix Nine – APL 18

Leader Pack A (EL 22) - Half Fiend Death Giant Blk 2 (Elite): Eldritch Giantess

Erebus, Reaper of Sorrows

Half Fiend Death Giant Blk 2 (Elite) {CR 22}

Huge Outsider
Hit Dice: 23d8+2d10+250 (364 hp)
Initiative: +17
Speed: 35 ft. in full plate (7 squares); base 50 ft. (10 squares), fly 35 ft. in full plate (average)
Armor Class: 42 {46 with unholy aura} (-2 size, +3 Dex, +15 natural, +11 +2 heavy fortification mithril full plate, +5 +3 animated heavy mithril shield), touch 11 {15 with unholy aura}, flat-footed 39 {43 with unholy aura}
Base Attack/Grapple: +19/+45
Attack: +3 unholy adamantine scythe +39 melee (3d6+30/19-20x4 plus 2d6 if good) or claw +35 melee (1d8+18) or rock +23 ranged (2d8+18)
Full Attack: +3 unholy adamantine scythe +39/+33/+29/+23 melee (3d6+30/19-20x4 plus 2d6 if good) and bite +30 melee (2d6+9) or 2 claws +35 melee (1d8+18) and bite +22 melee (2d6+9) or rock +23 ranged (2d8+18)
Space/Reach: 15 ft./15 ft.
Special Attacks: Frightful keening, rock throwing, spell-like abilities, steal soul, smite good 1/day {Blackguard}, smite good 3/day {Half Fiend}
Special Qualities: Darkvision 60 ft., guardian souls, immunity to fear, poison and energy drain, low-light vision, rock catching, sold soul, soul healing, dark blessing, detect good, aura of evil, poison use, spell-like abilities, resistance to acid 10, cold 10, electricity 10, and fire 10, DR 10/magic, SR 35
Saves: For +50, Ref +36, Will +37 {+4 to all saves with unholy aura}
Abilities: Str 46, Dex 21, Con 30, Int 16, Wis 22, Cha 34
Skills: Concentration +36, Intimidate +38, Knowledge (arcane) +29, Knowledge (history) +29, Knowledge (religion) +29, Listen +32, Spellcraft +31, Spot +32, Move Silently +15, Hide +7, Survival +32

Feats: Ability Focus (frightful keening), Ability Focus (steal soul), Cleave, Improved Sunder, Power Attack, Weapon Focus (scythe), Improved Critical (scythe), Quicken Spell-Like Ability (unholy aura), Extra Smiting

Equipment: Huge+3 adamantine unholy scythe, huge +2 heavy fortification mithril full plate, +3 animated heavy mithril shield, cloak of charisma +4, amulet of health +4, belt of giant strength +4, boots of speed
Frightful Keening (Su): As a standard action, a death giant can trigger the guardian souls that waft around its body to wail in frightful anguish.   Living creatures within 100 feet that hear this keening must make a DC 36 Will save.   Success indicates that the creature is shaken until it can no longer hear the keening or moves out of range.   Failure causes the creature to be panicked for as long as it hears the keening and remains within range and shaken for 24 hours afterward.  Ending the frightful keening is a standard action.   This is a sonic, mind-affecting fear ability.   The save DC is Charisma-based.

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

Spell Like Abilities: 3/day – greater dispel magic, inflict critical wounds (+35 melee touch, DC 26), unholy blight (DC 26); 1/day – flame strike (DC 27).   Caster level 16th.   {Death Giant}

Spell Like Abilities: 3/day – darkness, poison (DC 25), quickened unholy aura (DC 30); 1/day – desecrate, unholy blight (DC 26), contagion (DC 26), blasphemy, unhallow, horrid wilting (DC 30), destruction (DC 31), summon monster IX (fiends only)

Steal Soul (Su):  Any living creature with 10 or fewer hit points within 15 feet of a death giant must succeed on a DC 36 Fortitude save each round at the beginning of its turn or die instantly.   This is a death effect.   The save DC is Charisma-based.

Any creature that dies within 15 feet of a death giant has its spirit sucked into the swirling guardian souls that protect the death giant.  Such creatures cannot be raised, resurrected, or reincarnated so long as the death giant lives.   Killing the death giant releases the souls.   

If a living death giant is within 15 feet of a death giant that dies, the souls are not released and are instead transferred to the nearby death giant due to its steal soul ability.

Under extraordinary circumstances, a living death giant may release a soul it has captured.

Guardian Souls (Su): A death giant’s victims become its guardians in death.  Each death giant is surrounded by a constantly swirling cloud of intangible spirits.  

These spirits provide the death giant with warnings and protection, granting the creature a bonus on initiative rolls, saves, Listen checks and Spot checks equal to its Charisma modifier.

A death giant’s will binds its guardian souls to it.   These are not ghosts or undead in the usual sense and cannot be damaged, dispelled, or separated from the death giant.   Only a successful turning attempt can quell these spirits for a time.  If the turning attempt would turn or rebuke and undead with Hit Dice equal to the death giant’s, the guardian souls vanish for 1d10 rounds and the death giant loses the benefits of its guardian souls, frightful keening, soul healing, and steal soul abilities until the souls return.

Sold Soul (Ex):  A death giant cannot be raised, resurrected, or reincarnated.   If a death giant’s  soul is not taken as a guardian soul by another death giant or kept from departing by some other means (such as soul bind), it is utterly destroyed 1 round after the giant’s death.

Valkyr

Eldritch Giantess {CR 15}

Huge Giant
Hit Dice: 25d8+255 (337 hp)
Initiative: +1
Speed: 35 ft. in full plate (7 squares); base 50 ft. (10 squares)
Armor Class: 34 (-2 size, +1 Dex, +13 natural, +9 +1 full plate, +3 +1 heavy steel shield), touch 9, flat-footed 31
Base Attack/Grapple: +18/+42
Attack: +1 bastard sword +33 melee (3d8+17/19-20x2)
Full Attack: +1 bastard sword +33/+28/+23/+18 melee (3d8+17/19-20x2)
Space/Reach: 15 ft./15 ft.
Special Attacks: Spell-like abilities
Special Qualities: Eldritch mastery, low-light vision, natural willpower
Saves: For +25, Ref +11, Will +31
Abilities: Str 42, Dex 12, Con 28, Int 18, Wis 16, Cha 12
Skills: Concentration +37, Diplomacy +3, Knowledge (arcana) +32, Knowledge (religion) +14, Knowledge (the planes) +14, Listen +21, Sense Motive +31, Spellcraft +34, Spot +21

Feats: Cleave, Empower Spell-Like Ability (magic missile), Exotic Weapon Proficiency (bastard sword), Great Cleave, Iron Will, Power Attack, Quicken Spell-Like Ability (greater dispel magic), Quicken Spell-Like Ability (dimension door), Weapon Focus (bastard sword)

Equipment: Huge +1 bastard sword, huge +1 heavy steel shield, huge +1 full plate, cloak of resistance +2, scroll of remove fear (x10)
Spell-like Abilities: At will – detect magic, greater dispel magic, magic missile; 3/day – dimension door, globe of invulnerability.   Caster level 20th.

Eldritch Mastery (Su):  An eldritch giant has an extensive familiarity with and an intuitive grasp of arcane magic.   It can use spell completion items (such as scrolls) as if it had the wizards’ class spell list and were of the appropriate level to cast the spell.   It can use spell trigger items (such as wands and staffs) as if it had the wizard’s class spell list.

Natural Willpower (Ex):  Unlike most giants, eldritch giants have a strong innate resistance to mental compulsion, illusion magic, and the like.   Eldritch giants have a +6 racial bonus on Will saves.

Description

Absolute silence hangs in the air down these streets.  The sounds of combat can be heard as a distant event.  There is a sense that all the residents here have locked themselves in their homes, and are afraid of what walks the streets.  The silence is broken by the sound of a collapsing building down the street and around the corner.  All is silent again.  Looking that direction, you see two giants.  The female is towering, at more than 20 feet tall, and energy crackles along her body.  She is wearing plate armor, and her long blonde hair is tied into a warrior’s braid.  She carries a huge sword, and has a kite shield.  With her is a monster of nightmares.  Shorter than the giantess warrior, it is robed in darkness.  Black, hairless skin can be seen beneath the robes, and cold, almond-shaped eyes search the streets slowly and methodically.  It carries a scythe that whistles gently as the nightmare walks, as if the blade is cutting into the very air.  Around the dark figure is a swirling mass of tormented, unliving souls.  Among the forms, you see many spirits still wearing the trappings they clung to in life.  Most of them wear the uniform of Gran March soldiers.

If the PCs Engage

The two giants turn toward you (make spot checks, they may see the PCs and force the engagement) and separate as they move toward you.  As the evil specter moves toward you, wings flex out from his shoulders, knocking down buildings and casting the street into further shadows.  The giantess calls to you, “Tell us your names, little Tyv, that we might enter you into the book of the dead.  Valkyr and Erebus, the Reaper of Sorrows come for you.”

DM Notes:

Place the giants 60 – 120 feet away from the PCs.  Erebus will begin combat by activating the frightful keening, and casting a quickened unholy aura.  He will then engage PCs in melee.  Valkyr will cast greater dispel magic at any PC who appears to be under the effects of active spells, then quicken greater dispel magic at another PC who also appears to be using active spell effects.   She will dispel the PCs magic as long as they let her, as it is an at will ability for her.  She will also resort to empowered magic missiles once she has dispelled enough magic, but will continue to use the quickened dispel every round.  Valkyr is currently using remove fear scrolls to negate the effects of Erebus’ frightful keening.  Recall that even if PCs or NPCs make the saving throw, they are shaken until they no longer hear the effect.  

If the PCs are active duty military, or have ranks in knowledge: Sheldomar Valley, they may recognize some of the spirits trapped in Erebus’ Guardian Souls; one is Knight Colonel Mimjad Nahagle (older female) and Watcher Captain Tobias Mehan, Intrepid Hawk.

Pack B - Fire Giantess Wiz 5/ESa 10 (Cold): War Troll Ftr 4 (Archers) x4

Boreah, the Rime Witch - Fire Giantess Wiz 5/ESa 10 (Cold) {CR 18}

Large Elemental (Fire)
Hit Dice: 15d8+5d4+10d4+180 (284 hp)
Initiative: +0
Speed: 40 ft. (8 squares)
Armor Class: 30 (-1 size, +8 natural, +9 Dyrr’s impervious vestment, +4 deflection), touch 13, flat-footed 30
Base Attack/Grapple: +18/+30
Attack: +1icy burst greatsword +27 melee (3d6+13/19-20x2) or slam +26 melee (1d4+8) or rock +18 ranged (2d6+8 plus 2d6 fire)
Full Attack: +1icy burst  greatsword +27/+22/+17 melee (3d6+13/19-20x2) or 2 slams +26 melee (1d4+8) or rock +18 ranged (2d6+8 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire and cold, low-light vision, rock catching, darkvision 60 ft., immunity to paralysis, poison,  sleep, and stunning, immune to critical hits, flanking, and sneak attacks
Saves: Fort +23, Ref +13, Will +24
Abilities: Str 27, Dex 10, Con 23, Int 24, Wis 14, Cha 12
Skills: Climb +10, Craft (weaponsmithing) +6, Intimidate +6, Jump +10, Spot +14, Spellcraft +25, Knowledge (arcana) +23, Knowledge (nature) +23, Concentration +22
Feats: Cleave, Great Cleave, Soul of the North, Iron Will, Power Attack, Energy Substitution (cold), Spell Focus (evocation), Greater Spell Focus (evocation), Lord of the Uttercold, Empower Spell, Quicken Spell, Reach Spell
Equipment: Dyrr’s impervious vestment, headband of intellect +6, amulet of health +4, Large +1 greatsword, ring of freedom of movement, metamagic rod of empower, minor cloak of displacement, ring of protection +4, vest of resistance +4

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

Elemental Specialty (Ex):  Boreah has selected cold as her elemental specialty.   When the savant casts a spell that normally deals energy damage, its energy descriptor changes to cold and it deals cold damage instead of its normal energy damage.

Energy Penetration (Es):  When the savant casts a spell with the cold descriptor she gains a +4 bonus to caster level checks to overcome spell resistance.

Energy Focus (Ex):  The save DC for any spell with the cold descriptor cast by the savant has its save DC increased by 2.

Spells Prepared – 0th – ray of frost, ray of frost, detect magic, read magic, 1st – magic missile, magic missile, ray of enfeeblement, lesser cold orb^, swift expeditious retreat, swift expeditious retreat; 2nd – mirror image, false life, scorching ray^, scorching ray^, numbing sphere^, whirling blade, whirling blade; 3rd – fireball^, lightning bolt^, shivering touch^, displacement, empowered lesser cold orb^, sleet storm^, resonating bolt^*; 4th – empowered scorching ray^*, empowered scorching ray^*, orb of cold^, dimension door, shout^*, wall of fire*^, 5th – reach shivering touch^, quickened lesser cold orb^, cone of cold^*, empowered fireball^*, quickened lesser cold orb, 6th – empowered orb of ice^, Otiluke’s freezing sphere*^, quickened scorching ray^, contingency, 7th – delayed blast fireball^*, quickened lightning bolt^*, empowered reach shivering touch^

Save DC – 17 + spell level, * for evocations 19 + spell level, ^ this is an energy descriptor spell.   Because of Boreah’s elemental savant class levels, these spells all have the energy descriptor [cold].   Furthermore, they have all been memorized as Lord of the Uttercold spells, meaning they deal half cold damage and half negative energy damage.  Additionally, the DC for these spells is increased by 2, for 19+spell or 21+spell for Evocations.

War Troll Ftr 4 {CR 16}

Large Monstrous Humanoid
Hit Dice: 12d8+4d10+108 (162 hp)
Initiative: +13
Speed: 40 ft. (8 squares)
Armor Class: 35 (-1 size, +14 natural armor, +6 +2 mithril chain shirt, +6 Dex), touch 15, flat-footed 29
Base Attack/Grapple: +16/+30
Attack: +3 longbow +29 ranged (2d6+16/x3) or +1 greatsword +25 melee (3d6+16/19-20x2) 
Full Attack: +3 longbow +29/+29/+24/+19/+14 ranged (2d6+16/x3) or +1 greatsword +25/+20/+15/+10 melee (3d6+16/19-20x2) and bite +19 melee (1d8+5)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20 
Saves: Fort +20, Ref +19, Will +15
Abilities: Str 30, Dex 26, Con 28, Int 8, Wis 14, Cha 10
Skills: Listen +13, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Weapon Focus (longbow), Point Blank Shot, Precise Shot, Rapid Shot, Improved Rapid Shot, Manyshot

Equipment: Large +2 mithril chain shirt, large +3 composite longbow {+10 strength}, large +1 greatsword, cloak of resistance +2, gloves of dexterity +6, greater bracers of archery, boots of speed

Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Description

You hear the snap of ballistae coming from the street ahead of you, and the screams from many people.  You see people fleeing down the street you are moving toward, and suddenly a massive bolt slams into a man’s back, lifting him from the ground and carrying him 20 feet before he falls, dead.  Ahead you see five giants moving down the street, walking carefully, alertly.  Four of them are heavily armored trolls, with enormous longbows in their hands.  The fifth is a female fire giant, wearing tattered flowing robes of sky blue and white.  Her black skin is tinged with blue, and her fiery red hair has crystalline white streaks.  Her head is cast down, and she walks where the trolls direct her.  

If the PCs engage:

The trolls see you moving, and begin firing upon you.  The giantess begins a twirling chant, and razor sharp mist begins to dance in her hands.

DM notes 

The trolls will command Boreah to kill the PCs.  The Rime Witch is an outcast among her own kind, rejected because of her demented love of the frost.  She is working with the trolls because no fire giant will lower himself to endure her.  She is as bitter as the cold she embraces, and will go all-out to share her pain with the PCs.  Set the trolls 80 – 120 feet from the PCs, spread out across the street.  They will take cover if it is available and activate their boots of speed.  If they discover PCs who are impossible to hit, they will focus on the ones they can hit.  Boreah will try to catch PCs in area of effect spells, but will focus on any PC who targets her specifically.

Pack C - Half Blue Dragon War Troll Ftr 4/EWM 1; Fire Giant Ftr 4/PiT 4 
Scrazzt the Maul

Half Blue Dragon War Troll Ftr 4/EWM 1 (CR 19)
Large Dragon
Hit Dice: 12d10+4d10+1d10+207 (297 hp)
Initiative: +7
Speed: 30 ft. in full plate (6 squares); base 40 ft. (8 squares), fly 60 ft. in full plate (average)
Armor Class: 42 (-1 size, +18 natural armor, +9 +1 mithril full plate, +3 +1 animated mithril shield, +3 Dex), touch 12, flat-footed 39
Base Attack/Grapple: +17/+37
Attack: +2 shocking maul +35 melee (2d8+36 plus 1d6 electricity)

Full Attack: +2 shocking maul +35/+30/+25/+20 melee (2d8+36 plus 1d6 electricity) and bite +30 melee (1d8+8) or 2 claws +32 melee (1d8+16) and bite +30 melee (1d8+8)

Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing blow, breath weapon
Special Qualities: Damage reduction 5/adamantine, Darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20, immunity to sleep, paralysis, and electricity

Saves: Fort +24, Ref +14, Will +15
Abilities: Str 43, Dex 16, Con 34, Int 10, Wis 15, Cha 12

Skills: Listen +11, Spot +12
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Exotic Weapon Proficiency (maul), Weapon Focus (maul), Weapon Specialization (maul), Power Attack, Cleave, Great Cleave

Equipment: Large +1 mithril full plate, large +1 animated heavy mithril shield, large adamantine +2 shocking maul, belt of giant strength +4, amulet of health +2, cloak of protection +2
Dazing Blow (Ex):  The force of a war troll’s blow can be overwhelming.   If a war troll hits with a weapon or claw attack, the opponent must make a DC 30 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Regeneration (Ex): War trolls take normal damage from acid.

Breath Weapon (Su):  2/day – 60 foot line of lightning.   6d8 damage, Ref DC 28 half

Fire Giant Ftr 4/PiT 4 (CR 18)
Large Giant (Fire)
Hit Dice: 15d8+4d10+4d10+215 (326 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 29 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor, +3 +1 animated shield), touch 8, flat-footed 29
Base Attack/Grapple: +19/+26
Attack: +2 flaming burst greatsword +35 melee (3d6+25/17-20x2 plus 1d6 fire) or slam +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Full Attack: +2 flaming burst greatsword +35/+30/+25 melee (3d6+25/17-20x2 plus 1d6 fire) or 2 slams +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing, smite 3/day
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold, mettle, DR 1/-
Saves: Fort +27, Ref +10, Will +16
Abilities: Str 38, Dex 9, Con 26, Int 10, Wis 14, Cha 11
Skills: Climb +13, Craft (weaponsmithing) +6, Intimidate +6, Jump +20, Spot +18, Knowledge (religion) +4
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack, Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Power Critical (greatsword), Extra Smiting, Improved Toughness, True Believer, Lightning Reflexes

Equipment: Large +2 full plate armor, large +2 animated shield, large +2 flaming burst greatsword, cloak of resistance +2, belt of giant strength +4, amulet of health +4

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

Smite (Su): 3/day - +4 to hit, +4 to damage

Description

The sound of splintering wood and shattering bricks can be heard long before you see five powerful giants destroying buildings as they advance down the street.  People are fleeing before them, and behind them you can see a trail of partially collapsed buildings and unmoving bodies.  Four black-skinned giants with fiery red beards are swinging swords that cut through buildings, and a blue and green skinned scaly troll with bat-like wings in plate armor is demolishing homes and lives with huge swings of a crackling maul.  The troll has a number of grisly trophies hanging from its belt, wrapped in the tabards of the 17th battle.

If the PCs engage

The giants smile and advance upon you.  The troll roars in glee, and says (in giant), “Finally!  Promise to die slowly!”

DM Notes

The giants are 50-100 feet away from the PCs when the PCs come onto the street.  Place a number of fleeing people between the giants and the PCs.  The fire giants will simply advance try to butcher the PCs, while the troll will seek out spellcasters.

Pack D (EL 21) - Mountain Troll Ftr 4/Rng 6: Cave Troll (Huge 27 HD) x2

Zhazi the Beast Tamer

Mountain Troll Ftr 4/Rng 6 {CR 20}

Huge Giant
Hit Dice: 15d8+2d12+2d10+6d8+300 (418 hp)
Initiative: +1
Speed: 30 ft. (6 squares)

Armor Class: 29 (-2 size, +1 Dex, +13 natural. +7 +3 mithral chain shirt), touch 9, flat-footed 28
Base Attack/Grapple: +21/+46
Attack: +2 longsword +39 melee (3d6+21/17-20x2)
Full Attack: +2 longsword +37/+32/+27/+22 melee (3d6+21/17-20x2) and +2 longsword +37/+32 melee (3d6+12/17-20x2) and bite +31 melee (2d6+8)

Space/Reach: 15 ft./15 ft.
Special Attacks: Knockdown
Special Qualities: Darkvision 90 ft., fast healing 9, low-light vision, scent, stability
Saves: Fort +34, Ref +16, Will +12
Abilities: Str 44, Dex 12, Con 35, Int 6, Wis 11, Cha 6
Skills: Hide -7 (+1 in mountains), Listen +14, Spot +14, Handle Animal +11, Knowledge (nature) +3
Feats: Alertness, Awesome Blow, Cleave, Great Cleave, Improved Bull Rush, Iron Will, Power Attack, Oversized Two Weapon Fighting, Weapon Focus (longsword), Weapon Specialization (longsword), Improved Critical (longsword), Power Critical (longsword), Track, Endurance, Two Weapon Fighting, Improved Two Weapon Fighting

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent (+24 modifier) as a free action without provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex):  Mountain trolls are exceptionally stable on their feet.   A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Equipment: Huge +2 longsword, Huge +2 longsword, +3 mithral chain shirt, armbands of might, amulet of health +4, belt of giant strength +6, cloak of resistance +4
Cave Troll (27 HD) {CR 14}

Huge Giant
Hit Dice: 27d8+297 (418 hp)
Initiative: +1
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +1 Dex, +14 natural), touch 9, flat-footed 22
Base Attack/Grapple: +20/+42
Attack: Claw +33 melee (4d6+14)
Full Attack: 2 claws +33 melee (4d6+14) and bite +28 melee (3d6+7)

Space/Reach: 15 ft./15 ft.
Special Attacks: Dazing blow, improved grab, pounce, rake, rend 6d6+21
Special Qualities: Darkvision 90 ft., fast healing 8, low-light vision, scent
Saves: Fort +26, Ref +12, Will +12
Abilities: Str 38, Dex 12, Con 33, Int 3, Wis 13, Cha 6
Skills: Jump +16, Listen +10, Spot +10, Survival +4
Feats: Alertness, Iron Will, Power Attack, Track, Lightning Reflexes, Weapon Focus (claw), Weapon Focus (bite), Improved Natural Attack (claw), Improved Natural Attack (bite)

Dazing Blow (Ex):  The force of both of a cave troll’s claws can be overwhelming.   If a cave troll hits with both claw attacks, an opponent must make a DC 31 Fortitude save or be dazed for 1 round.   The save DC is Constitution-based.

Improved Grab (Ex): To use this ability, a cave troll must hit a creature of large size or smaller with its bite attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Pounce (Ex): If a cave troll charges, it can make a full attack, including two rakes.

Rake (Ex): Attack bonus +33, damage 2d6+7.  A cave troll that gets a hold can make two rake attacks with its hind legs.

Rend (Ex):  If a cave troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh, dealing an additional 6d6+21 points of damage.

Description

You hear cries of pain and the sound of snarling beasts ahead of you.  You look around the corner and see two feral trolls snarling and clawing into buildings and reaching through doors and windows toward screaming inside.  They are both tethered by collars around their necks to a single, huge troll with a face like a mountainside.  The larger troll holds both leashes in one hand while using a huge longsword in his other hand to add to the damage his beastly cousins are causing.

If the PCs engage

The mountain troll releases the leashes, and the cave trolls howl in glee, bounding down the street in your direction.  The mountain troll follows, bringing his sword in close.

DM Notes

Start the cave trolls 100 feet away from the PCs.  The leashes are 20’ long, so the mountain troll can be anywhere in relation to the cave trolls that the distance will allow.  Remember that all three trolls have long reach, so they can be more than 20’ from each other.

Pack E - Fomorian War Hulk 10

Maugni
Fomorian WHk 10

Huge Giant
Hit Dice: 15d8+10d12+259 (391 hp)
Initiative: +1
Speed: 40 ft. in full plate (8 squares), base 50 ft. (10 squares)

Armor Class: 28 (-2 size, +1 Dex, +9 natural, +10 +2 full plate), touch 9, flat-footed 27
Base Attack/Grapple: +11/+45
Attack: Adamantine +4 heavy flail +40 melee (4d6+43/17-20x2)
Full Attack: Adamantine +4 heavy flail +40/+35/+30 melee (4d6+43/17-20x2) or 2 slams +35 melee (1d8+26)
Space/Reach: 15 ft./15 ft.
Special Attacks: Trample 2d10+39
Special Qualities: DR 5/-, fast healing 5, scent

Saves: Fort +29, Ref +14, Will +14
Abilities: Str 62, Dex 12, Con 28, Int 11, Wis 13, Cha 9
Skills: Listen +3, Move Silently +29, Spot +21
Feats: Alertness, Cleave, Great Cleave, Power Attack, Track, Weapon Focus (heavy flail), Improved Critical (heavy flail), Improved Toughness, Toughness, Toughness, Toughness

Trample (Ex):  Save DC 48, the save DC is strength-based

Equipment: Amulet of health +6, belt of giant strength +6, huge adamantine +4 heavy flail, cloak of resistance +5, huge +2 heavy fortification full plate

No Time to Think (Ex):  A character with levels in the war hulk prestige class is considered to have 0 ranks in all Intelligence, Wisdom, and Charisma-based skills.   The only exception is the Intimidate skill, which works normally.

Great Swing (Ex):  Starting at 2nd level, a war hulk is able to make great, sweeping swings with a melee weapon.   As a full-round action, the war hulk can choose three squares adjacent to one enough that he threatens.   His attack applies to all creatures in those squares.   Make one attack roll and apply that roll as an attack against each defender.  If the war hulk uses a special attack (such as disarm, trip, or sunder), this special attack affects only the first target; the other creatures are attacked normally.

Mighty Rock Throwing (Ex):  Starting at 3rd level, a war hulk gains a powerful rock throwing ability.  The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet.   The war hulk uses his Strength modifier instead of his Dexterity modifier on the attack roll.

Mighty Swing (Ex):  Starting at 4th level, a war hulk can make a mighty swing.   This is like a great swing, except it is a standard action instead of a full-round action.

Sweeping Boulder (Ex):  Starting at 6h level, a war hulk is able to throw rocks with such force that they affect two adjacent squares.   Make one attack roll and apply the result to each target.

Massive Sweeping Boulder (Ex):  Starting at 8th level, a war hulk is able to throw rocks with such force that they affect four squares in a line.  (Each successive square chosen must be farther away from the character.)   Only the first creature can be subject to damage from a critical hit or sneak attack.

Massive Swing (Ex):  A 10th-level war hulk can lash out all around himself with a single attack.   Massive swing works like mighty swing, except that it’s effect is not limited to three squares.   The war hulk’s swing affects all squares he threatens.
Description

You hear the sound of absolute destruction coming from ahead.  The ground shakes and buildings near you tremble.  Every few seconds, the sound of wood being pulverized and bricks being powdered fills the air.  Debris flies over buildings and you are certain that something massive is destroying the street next to you.

If the PCs engage

Looking around the buildings, you see a grotesquely misshapen giant.  It is over 20’ tall, and nearly half as wide.  It stares blankly around as it swings a flail as large a warship anchor.  The giant advances on a building and swings brutally, destroying the entire front of one, then two, then three buildings in a single swing.  You catch the briefest glimpse of screaming people inside the buildings as the front of the houses cartwheel down the street in splinters.  The rooks then collapse, burying their screams with them.  The giant moves to another set of houses, and, seeing you, changes targets with a smile.

DM Notes

This fomorian is shunned by all giants, even his own kind.  He is bigger and stronger than almost any of them, and he is despised for it.  He hates all things and people.  He exists to destroy, and enjoys using his mighty swing ability.

Pack F - Fire Giant Ftr 4/Cav 4 x2: Ironclad Mauler (Huge 24HD) x2

Ehwaz and Raido - Fire Giant Ftr 4/Cav 4 {CR 18}

Large Giant (Fire)
Hit Dice: 15d8+4d10+4d10+161 (272 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 29 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor, +3 +1 animated heavy steel shield), touch 8, flat-footed 29
Base Attack/Grapple: +19/+37
Attack: +3 lance +36 melee (2d6+26/19-20x3) or +1 greatsword +33 melee (3d6+22/19-20x2) or slam +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Full Attack: +3 lance +36/+31/+26/+21 melee (2d6+26/19-20x3) or +1 greatsword +33/+28/+23/+18 melee (3d6+22/19-20x2) or 2 slams +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold
Saves: Fort +27, Ref +11, Will +19
Abilities: Str 38, Dex 9, Con 25, Int 10, Wis 14, Cha 11
Skills: Climb +15, Craft (weaponsmithing) +6, Knowledge (nobility) +4, Jump +15, Spot +14, Ride +20, Handle Animal +5
Feats: Cleave, Great Cleave, Improved Overrun, Iron Will, Power Attack, Weapon Focus (Lance), Weapon Specialization (Lance), Mounted Combat, Ride-By Attack, Spirited Charge, Improved Critical (lance)

Equipment: Large +2 full plate armor, large +2 animated heavy steel shield,  large +1 greatsword, large +3 lance, cloak of resistance +4, belt of giant strength +6, amulet of health +4

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

Mounted Weapon Bonus (Ex):  A cavalier gains a +1 competence bonus to attack with a lance or sword while mounted.

Ride Bonus (Ex):  A cavalier gains a +4 competence bonus on Ride checks.

Deadly Charge (Ex):  2/day – When mounted and using the charge action the cavalier may declare a deadly charge before making his attack roll.   A failed attack ruins the attempt.   It he hits, he deals triple damage with a melee weapon or quadruple damage with a lance.   This does not stack with the benefit of Spirited Charge.

Burst of Speed (Ex): 1/day – A cavalier can double the maximum distance his mount can travel while making a charge.

Ironclad Mauler (Huge 24 HD) {CR 13}

Large Magical Beast
Hit Dice: 24d10+192 (324 hp)
Initiative: +0
Speed: 40 ft. (8 squares)

Armor Class: 23 (-2 size, +10 natural, +5 grafted armor), touch 10, flat-footed 23
Base Attack/Grapple: +24/+48
Attack: Claw +39 melee (3d6+16)
Full Attack: 2 claws +39 melee (3d6+16) and bite +37 melee (6d6+8)

Space/Reach: 15ft./10t. (15ft. with claws)
Special Attacks: Improved Grab, sickening aura, trample 3d6+16
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +23, Ref +14, Will +9
Abilities: Str 42, Dex 11, Con 26, Int 2, Wis 12, Cha 10
Skills: Listen +13, Spot +13
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw), Weapon Focus (bite), Awesome Blow, Multiattack

Improved Grab (Ex):  To use this ability, an ironclad mauler must hit a large sized or smaller creature with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity

Sickening Aura (Su):  An ironclad mauler is surrounded by a field of negative energy.   Any creature that comes within 10 feet of an ironclad mauler must make a DC 30 Fortitude save or become sickened.   This condition lasts 1 hour.   A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  The save is Constitution based.

Trample (Ex): Reflex half DC 38.   The save DC is Strength Based.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.   Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

Description

Coming down the street you are on, you see two monstrous, shaggy forms lumbering at a fast pace.  The hulking beasts look like monstrously large dire bears, but they are armored in some perverse, grotesque way.  Riding the monsters are heavily armored fire giants with bloodied lances.  Injured people are staggering or crawling to clear the streets, and the giant riders are targeting the ones that move fastest.  You see them charge injured people, slicing into them with their lances even as their attention turns toward you.

If the PCs engage:

The fire giant riders will attempt to ride down the PCs.  

DM Notes

The DM can set the fire giants’ position anywhere from 80- 150 feet away from the PCs.  They will ride toward the PCs, stabbing at another injured person on the streets once a round until they get to the PCs.  They prefer to charge, and they have to zigzag a bit to reach victims in short charge bursts.  The riders cover 40’ each round, so unless the PCs come to them, the giants and the maulers will attack two or three more innocents before reaching the PCs.  If the PCs have range weapons, they might be able to stop the giants at range.  The riders are spread out on the street, and at staggered depth to minimize area of effect attacks, and to increase their attack range.  These riders have already made their fortitude save versus the ironclad maulers’ aura.  The riders will control the maulers and prevent them from grappling anyone since that would slow their movements.  If the riders are killed, the maulers will revert to their standard tactics and grapple anyone they can in combat.
Appendix Ten – Retreat –All APLs

King Brodde, Fire Giant Sorc1/DD10/DC2/DO2: large giant(fire); 10’/10’  CR 17

HD 17d8+1d4+10d12+2d6+360
  HP529   Init +3(3dex)
Speed 30’(40’), 30’(40’) Flying (Good)

AC 42(+3Dex, -1Size, +13 Armor, +12 Natural, +7 Shield)


BAB/Grp 20/41
Touch AC/Flat Footed AC 12/39


Attacks 

Greatsword +44 melee (3d6+28+2d6 if good /17-20x2)  

Rock +24 ranged (2d6+17 plus 2d6 fire)

Full Attack Greatsword +44/+39/+34/+29 (3d6+28+2d6 if good /17-20x2)  

Divine Power, Haste +55/+55/+50/+45/+40 (3d6+35 +2d6 if good /17-20x2)  

Alignment LE



Saves Fort +38 Ref +22 Will +28

Str 45 Dex 10(16), Con 28(34), Int 12, Wis 12, Cha 16(18)

Skills: Spot +39, Listen +3, Concentration +23, Knowledge (Arcana) +11, Knowledge (Religion)+14, Intimidate +13, Climb +18

Feats:  Skill Focus Knowledge: Religion, Power Attack, Cleave, Improved Critical Greatsword, Lightning Reflexes, Improved Sunder, Weapon Focus Greatsword, Improved Toughness, Close Quarters Fighting, Combat Reflexes, Improved Maneuverability, Combat Brute, Alertness

Spells (5/3; DC= 14 + spell level):

0 lvl – Detect Magic, Read Magic, Message, Mending


1st lvl – True Strike, Obscuring Mist


(3/3/2/1; DC= 14 + spell level): War Domain: Weapon Focus Greatsword


1st lvl – Magic Weapon


2nd lvl –Spiritual Weapon


3rd lvl – Magic Vestment


4th lvl – Divine Power

Other Equip:  3 Heated Rocks, Boots of Speed, Gloves of Dexterity +6, +5 Mithril Full Plate, Ring of Counter Spells (Greater Dispel), Ring of Counterspells (Dispel), Vest of Resistance +5, Stone of Good Luck, Unholy Greatsword +5, Locked Gauntlet, Animated Heavy Steel Shield +5, Amulet of Health +6, Cloak of Minor Displacement, Potion of See Invisibility Clvl 18, Pale Green Prism Ioun Stone, Pink and Green Sphere Ioun Stone, Eyes of the Eagle


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


SQ – Low Light Vision(Ex)


SQ – Blindsense 60ft(Ex)


SQ - Immunity to fire

SQ - Vulnerability to cold


SA - Breath Weapon 1/day (Su): Cone of fire 30’ 6d8 DC 32


SQ - Aura of Evil (Ex): The power of a Divine Champion’s aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.


SQ – Prescient Sense (Ex): At 2nd level or higher if a Divine Oracle makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage.


SQ - Trap Sense (Ex): Starting at 2nd level, a Divine Oracle gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps.


SQ - Dragon Apotheosis: 60-foot darkvision, immunity to sleep and paralysis effects


SQ – Scry Bonus(Su): A divine oracle adds a +1 sacred bonus to the save DC of all her divination (scrying) spells


SQ - Rock catching(Ex): A giant of at least Large size can catch Small, Medium, or Large rocks (or projectiles of similar shape).Once per round, a giant that would normally be hit by a rock can make a Reflex save to catch it as a free action. The DC is 15 for a Small rock, 20 for a Medium one, and 25 for a Large one.


 Spell – Renewal Pact – If the target is subjected to one or more of the following adverse conditions: ability damage, blinded, confused, dazed, dazzled, deafened, diseased, exhausted, fatigued, feebleminded, insanity, nauseated, sickened, stunned, or poisoned, one round after the target is affected by a condition that triggers the renewal pact, the target receives a heal spell cast at lvl 23.  


Spell – Stalwart Pact – If the target is reduced to half or less of her full normal hit points, the target immediately gains 5 temporary hit points per caster level, damage reduction of 5/magic, and a +4 luck bonus on saving throws. Caster level 23 – 115 temp hp


Spell – Zealot Pact​ – Once the target successfully hits a foe with the alignment of Chaotic Good, the subsequent melee attacks gain a +4 bonus, deal double damage, and automatically confirm critical hits for the spell’s duration.  Furthermore the target’s melee attacks have alignment descriptors that match the deity with whom you’ve made the pact.  The target is compelled to attack foes of opposite alignment every round if able to do so.  The target knows which creatures within 60 feet are of opposite alignment.

King Brodde is being protected by a fomorian war-hulk, four fire giant pious templars and 3 hobgoblin clerics.  The clerics will focus on dispelling the magic of any PCs who get close to King Brodde.
Magrod
Fomorian WHk 10

Huge Giant
Hit Dice: 15d8+10d12+259 (391 hp)
Initiative: +1
Speed: 40 ft. in full plate (8 squares), base 50 ft. (10 squares)

Armor Class: 28 (-2 size, +1 Dex, +9 natural, +10 +2 full plate), touch 9, flat-footed 27
Base Attack/Grapple: +11/+45
Attack: Adamantine +4 heavy flail +40 melee (4d6+43/17-20x2)
Full Attack: Adamantine +4 heavy flail +40/+35/+30 melee (4d6+43/17-20x2) or 2 slams +35 melee (1d8+26)
Space/Reach: 15 ft./15 ft.
Special Attacks: Trample 2d10+39
Special Qualities: DR 5/-, fast healing 5, scent

Saves: Fort +29, Ref +14, Will +14
Abilities: Str 62, Dex 12, Con 28, Int 11, Wis 13, Cha 9
Skills: Listen +3, Move Silently +29, Spot +21
Feats: Alertness, Cleave, Great Cleave, Power Attack, Track, Weapon Focus (heavy flail), Improved Critical (heavy flail), Improved Toughness, Toughness, Toughness, Toughness

Trample (Ex):  Save DC 48, the save DC is strength-based

Equipment: Amulet of health +6, belt of giant strength +6, huge adamantine +4 heavy flail, cloak of resistance +5, huge +2 heavy fortification full plate

No Time to Think (Ex):  A character with levels in the war hulk prestige class is considered to have 0 ranks in all Intelligence, Wisdom, and Charisma-based skills.   The only exception is the Intimidate skill, which works normally.

Great Swing (Ex):  Starting at 2nd level, a war hulk is able to make great, sweeping swings with a melee weapon.   As a full-round action, the war hulk can choose three squares adjacent to one enough that he threatens.   His attack applies to all creatures in those squares.   Make one attack roll and apply that roll as an attack against each defender.  If the war hulk uses a special attack (such as disarm, trip, or sunder), this special attack affects only the first target; the other creatures are attacked normally.

Mighty Rock Throwing (Ex):  Starting at 3rd level, a war hulk gains a powerful rock throwing ability.  The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet.   The war hulk uses his Strength modifier instead of his Dexterity modifier on the attack roll.

Mighty Swing (Ex):  Starting at 4th level, a war hulk can make a mighty swing.   This is like a great swing, except it is a standard action instead of a full-round action.

Sweeping Boulder (Ex):  Starting at 6h level, a war hulk is able to throw rocks with such force that they affect two adjacent squares.   Make one attack roll and apply the result to each target.

Massive Sweeping Boulder (Ex):  Starting at 8th level, a war hulk is able to throw rocks with such force that they affect four squares in a line.  (Each successive square chosen must be farther away from the character.)   Only the first creature can be subject to damage from a critical hit or sneak attack.

Massive Swing (Ex):  A 10th-level war hulk can lash out all around himself with a single attack.   Massive swing works like mighty swing, except that its effect is not limited to three squares.   The war hulk’s swing affects all squares he threatens.
Fire Giant Ftr 4/PiT 4 (CR 18)
Large Giant (Fire)
Hit Dice: 15d8+4d10+4d10+215 (326 hp)
Initiative: -1
Speed: 30 ft. in full plate armor (6 squares); base 40 ft. (8 squares)
Armor Class: 29 (-1 size, -1 Dex, +8 natural, +10 +2 full plate armor, +3 +1 animated shield), touch 8, flat-footed 29
Base Attack/Grapple: +19/+26
Attack: +2 flaming burst greatsword +35 melee (3d6+25/17-20x2 plus 1d6 fire) or slam +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Full Attack: +2 flaming burst greatsword +35/+30/+25 melee (3d6+25/17-20x2 plus 1d6 fire) or 2 slams +32 melee (1d4+14) or rock +18 ranged (2d6+14 plus 2d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Rock throwing, smite 3/day
Special Qualities: Immunity to fire, low-light vision, rock catching, vulnerability to cold, mettle, DR 1/-
Saves: Fort +27, Ref +10, Will +16
Abilities: Str 38, Dex 9, Con 26, Int 10, Wis 14, Cha 11
Skills: Climb +13, Craft (weaponsmithing) +6, Intimidate +6, Jump +20, Spot +18, Knowledge (religion) +4
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack, Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Power Critical (greatsword), Extra Smiting, Improved Toughness, True Believer, Lightning Reflexes

Equipment: Large +2 full plate armor, large +2 animated shield, large +2 flaming burst greatsword, cloak of resistance +2, belt of giant strength +4, amulet of health +4

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

Smite (Su): 3/day - +4 to hit, +4 to damage

Hobgoblin Clr 15 (Khurgorbaeyag)

Medium Humanoid (Goblinoid)

Hit Dice: 15d8+60 (127 hp)
Initiative: +1
Speed: 20 ft. in full plate (4 squares); base 30 ft. (6 squares)

Armor Class: 23 (+1 Dex, +10 +1 full plate, +2 +1 light shield), touch 11, flat-footed 23
Base Attack/Grapple: +11/+11
Attack: Heavy mace +11 melee (1d8) or javelin +12 ranged (1d6)
Full Attack: Heavy mace +11/+6/+1 melee (1d8) or javelin +12 ranged (1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: 
Special Qualities: Darkvision 60 ft.

Saves: Fort +14, Ref +8, Will +17
Abilities: Str 11, Dex 12, Con 16, Int 10, Wis 23, Cha 14
Skills: Concentration +19, Spellcraft +14, Heal +10
Feats: Extra Turning, Divine Spellpower, Augment Healing, Reach Spell, Divine Metamagic (Reach Spell), Improved Toughness

Equipment: Periapt of wisdom +6, ioun stone (+2 Con), cloak of charisma +2, +2 full plate, +1 light shield, metamagic rod of chaining, lesser metamagic rod of extend, vest of resistance +2, scroll of remove fear (x10)

Spells Prepared – 0th guidance, detect magic, detect magic, virtue; 1st – sanctuary (D), cure light wounds (1d8+7), cure light wounds (1d8+7), shield of faith, command, bane, doom; 2nd – shield other (D), cure moderate wounds (2d8+14), status, curse of ill fortune, spiritual weapon, sound burst; 3rd – protection from energy (D), cure serious wounds (3d8+19), dispel magic (+14 check), dispel magic (+14 check), magic vestment, magic vestment; 4th – spell immunity (D), cure critical wounds (4d8+21), freedom of movement, reach cure moderate wounds (2d8+14), greater magic weapon, restoration; 5th – true seeing (D), mass cure light wounds (1d8+21), reach cure serious wounds (3d8+19),flame strike, break enchantment, spell resistance; 6th – antimagic field (D), heal (142), greater dispel magic (+19 check), greater dispel magic (+19 check), reach cure critical wounds (4d8+23); 7th – repulsion (D), mass cure serious wounds (3d8+27), righteous wrath of the faithful; 8th – mind blank (D), greater spell immunity

Save DCs – 16 + spell level

Domains: Inquisition (+4 on all dispel checks), Protection (Generate protective ward granting a +15 resistance bonus on the next saving throw of target touched.)
Appendix Eleven – Militia
Spearmen - Human Warrior 4 (CR 4) 
Medium Humanoid 
Hit Dice: 4d8+8 (31 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +4/+6
Attack: +7 melee (1d8+3/x3; Longspear) or +7 melee (1d6+2/19-20x2; Shortsword)
Full Attack: +7 melee (1d8+3/x3; Longspear) or +7 melee (1d6+2/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +6, Ref +2, Will +1
Abilities: Str 15, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +9, Climb +9, Ride +8
Feats: Combat Reflexes, Weapon Focus (Longspear), Hold the Line*

*May take an AOO on a charging opponent entering a threatened square. This is in addition to the AOO you should receive for a charging opponent leaving a threatened square while wielding a reach weapon.

Equipment: Chain Shirt, Longspear, Shortsword 

Archer - Human Warrior 4 (CR 4) 
Medium Humanoid 
Hit Dice: 4d8+4 (27 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +4/+5
Attack: +7 ranged (1d8/x3; Longbow) or +5 melee (1d6+1/x2; Light mace)
Full Attack: +5/+5 ranged (1d8/x3; Longbow) or +5 melee (1d6+1/x2; Light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +5, Ref +4, Will +1
Abilities: Str 12, Dex 16, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +8, Climb +8, Ride +10
Feats: Point Blank Shot, Precise Shot, Rapid Shot

Equipment: Chain Shirt, Longbow, Light mace

Appendix Twelve – Elementals

Air Elemental, Greater
Huge Elemental (Air, Extraplanar)
Hit Dice: 21d8+84 (178 hp)
Initiative: +14
Speed: Fly 100 ft (perfect) (20 squares)

Armor Class: 26 (-2 size, +10 Dex, +8 natural), touch 18, flat-footed 16
Base Attack/Grapple: +15/+28
Attack: Slam +23 melee (2d8+5)
Full Attack: 2 slams +23 melee (2d8+5)
Space/Reach: 15 ft./15 ft.
Special Attacks: Air mastery, whirlwind
Special Qualities: DR 10/-, darkvision 60 ft., elemental traits

Saves: Fort +11, Ref +22, Will +9
Abilities: Str 20, Dex 31, Con 18, Int 8, Wis 11, Cha 11
Skills: Listen +14, Spot +14
Feats: Alertness, Blind-Fight, Combat Reflexes, Flyby Attack, Improved Initiative, Iron Will, Mobility, Power Attack, Spring Attack, Weapon Finesse

Whirlwind (Su):  See Monster Manual Pg 95.

Air Mastery (Ex): Airborne creatures take a -1 penalty on attack and damage rolls against an air elemental.

Air Elemental, Elder
Huge Elemental (Air, Extraplanar)
Hit Dice: 24d8+96 (204 hp)
Initiative: +15
Speed: Fly 100 ft (perfect) (20 squares)

Armor Class: 27 (-2 size, +11 Dex, +8 natural), touch 19, flat-footed 16
Base Attack/Grapple: +18/+32
Attack: Slam +27 melee (2d8+6)
Full Attack: 2 slams +27 melee (2d8+6)
Space/Reach: 15 ft./15 ft.
Special Attacks: Air mastery, whirlwind
Special Qualities: DR 10/-, darkvision 60 ft., elemental traits

Saves: Fort +12, Ref +25, Will +10
Abilities: Str 22, Dex 33, Con 18, Int 10, Wis 11, Cha 11
Skills: Listen +29, Spot +29
Feats: Alertness, Blind-Fight, Cleave, Combat Reflexes, Flyby Attack, Improved Initiative, Iron Will, Mobility, Power Attack, Spring Attack, Weapon Finesse

Whirlwind (Su):  See Monster Manual Pg 95.

Air Mastery (Ex): Airborne creatures take a -1 penalty on attack and damage rolls against an air elemental.

Storm Elemental, Greater
Huge Elemental (Air, Extraplanar)
Hit Dice: 21d8+126 (220 hp)
Initiative: +4
Speed: Fly 100 ft (perfect) (20 squares), 50 ft. (10 squares)

Armor Class: 22 (-2 size, +14 natural), touch 8, flat-footed 22
Base Attack/Grapple: +15/+34
Attack: Slam +24 melee (3d6+11 plus 2d6 electricity)
Full Attack: 2 slams +24 melee (3d6+11 plus 2d6 electricity)
Space/Reach: 15 ft./15 ft.
Special Attacks: Shock, thunder and lightning
Special Qualities: DR 10/-, darkvision 60 ft., elemental traits, electrical and sonic healing

Saves: Fort +13, Ref +14, Will +7
Abilities: Str 32, Dex 11, Con 22, Int 8, Wis 11, Cha 11
Skills: Listen +14, Spot +14
Feats: Alertness, Blind-Fight, Cleave, Great Cleave, Improved Initiative, Improved Natural Attack (slam), Lightning Reflexes, Power Attack

Air Mastery (Ex): Airborne creatures take a -1 penalty on attack and damage rolls against an air elemental.

Shock (Su):  Once per round as a free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet.   This attack deals 10d4 nonlethal electricity damage to living opponents.  (Fort DC 26 half).   The save DC is Constitution-based.   

Thunder and Lightning (Su):  Once per minute as a full-round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.  The thunder deals 10d6 sonic damage to all creatures within 60 feet.   A Fort save DC 26 halves the damage.   The lightning is a 120 foot long line that deals 21d6 electricity damage.   A Reflex save DC 26 halves this damage.   The save DC’s are Constitution-based.

Electrical and Sonic Healing (Ex):  Storm elementals take no damage from electricity and sonic attacks.   Instead, any electricity or sonic attack used against the storm elemental heals 1 point of damage for every 3 points of damage the attack would deal.   A storm elemental cannot heal hit points by attacking itself.

Storm Elemental, Elder
Huge Elemental (Air, Extraplanar)
Hit Dice: 24d8+144 (252 hp)
Initiative: +5
Speed: Fly 100 ft (perfect) (20 squares), 50 ft. (10 squares)

Armor Class: 24 (-2 size, +1 Dex, +15 natural), touch 9, flat-footed 23
Base Attack/Grapple: +18/+37
Attack: Slam +27 melee (3d6+11/19-20x2 plus 2d6 electricity)
Full Attack: 2 slams +27 melee (3d6+11/19-20x2 plus 2d6 electricity)
Space/Reach: 15 ft./15 ft.
Special Attacks: Shock, thunder and lightning
Special Qualities: DR 10/-, darkvision 60 ft., elemental traits, electrical and sonic healing

Saves: Fort +14, Ref +17, Will +8
Abilities: Str 32, Dex 13, Con 22, Int 10, Wis 11, Cha 11
Skills: Listen +29, Spot +29
Feats: Alertness, Blind-Fight, Cleave, Great Cleave, Improved Critical (slam), Improved Initiative, Improved Natural Attack (slam), Lightning Reflexes, Power Attack

Air Mastery (Ex): Airborne creatures take a -1 penalty on attack and damage rolls against an air elemental.

Shock (Su):  Once per round as a free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet.   This attack deals 12d4 nonlethal electricity damage to living opponents.  (Fort DC 28 half).   The save DC is Constitution-based.   

Thunder and Lightning (Su):  Once per minute as a full-round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.  The thunder deals 12d6 sonic damage to all creatures within 60 feet.   A Fort save DC 28 halves the damage.   The lightning is a 120 foot long line that deals 24d6 electricity damage.   A Reflex save DC 28 halves this damage.   The save DC’s are Constitution-based.

Electrical and Sonic Healing (Ex):  Storm elementals take no damage from electricity and sonic attacks.   Instead, any electricity or sonic attack used against the storm elemental heals 1 point of damage for every 3 points of damage the attack would deal.   A storm elemental cannot heal hit points by attacking itself.

Judge Aid #1

Giant Objectives

For the invasion into Shiboleth, the giants have very specific mission objectives.  Even the lowliest of the goblin forces is going to make an effort to maintain discipline and achieve the objectives.  The giants want to force Gran March to divert attention from Gorna to Shiboleth.  The best way to do this is to cause tremendous amounts of damage that can be repaired, given time, manpower and resources.

1. Severely damage as much property as possible without fire.

2. Severely injure as many people and animals as possible.  

3. Collapse buildings on people without killing them if possible.

4. Destroy wagons.

5. Kill any soldiers or clerics.

6. Do not chase opponents if an easy target is in range. Time may be limited.

7. Giants focus on buildings, goblinoids inflict injuries.

8. If things are going badly, break off and retreat to the escape location.

BI Scorecard

The PCs’ success in the BI will be determined according to the following formula:
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Each dying innocent magically healed/harmed
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The required point total for success will be based in part on the number of tables being played.  Victory points will be computed using the base that each table will need to repel 6 waves of invaders and magically heal 10 dying innocents and kill none as collateral damage to achieve success.  If one group achieves less, another group will need to achieve more.  This point total will be computed by the head judge of the BI when the table APLs are determined at the beginning of the event.  Achieving between 75% and 99% of his total will count as a partial success.  Less than 75% is counted as failure.

Regardless of tables played, a minimum total of 1,800 points and a maximum of 2,500 points will be used as complete success.  If there are not enough tables present to realistically achieve the minimum point total, there will not be enough heroes to save Shiboleth.  
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