ULP5-06

Signs and Portents

A 1-Round D&D® Living GreyhawkTM 

Principality of Ulek Regional Adventure

Version 1

by Tom Kunzen and

Dave Brainard
Reviewers: PLAYTESTERS
Playtesters: PLAYTESTERS
The rewards of adventure are more than mere gold, mere jewels, mere magic.  Fame and glory are the true treasures sought by would-be heroes, but the truly great quest for an even higher goal:  to inspire others to strive and achieve even mightier deeds.  An invitation has arrived, not to take on a deadly monster or plumb the depths of an ancient tomb, but to…lecture?

A Principality of Ulek regional adventure for APLs 4-10.

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 1-round Regional adventure, set in the Principality of Ulek.  Characters native to the Principality 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

The war over the Disputed Territory has ground on for five long years.  Every week, more sons and daughters enlist in the army, some out of love of country, some out of anger, others out of sheer desperation; and every week, army wagons bring sons and daughters back to their homes, some wounded, some maimed, and some not moving at all.

Over the course of the war, the human population of the Principality has suffered the heaviest casualties by far.  This is largely a product of sheer numbers, as humans are the most numerous citizens of the country.  However, the dwarves’ native toughness and martial culture, and the halflings’ inherent luck and agility, give conscripts of these races an edge over their human comrades, and the butcher’s bill reflects this.

There has always been an undercurrent of anger among the human population of the Principality of Ulek, dissatisfaction at being ruled by the Stout Folk.  The war has brought these lingering resentments to the front of many hearts, kept in check by the populace’s general goodwill and the need to present a strong front against the savage hordes to the east.  However, cracks have started appearing in this façade of loyalty:  once-respectful farmers have grown sullen about paying taxes to their dwarven overlords; crippled veterans clog the streets of the cities shouting tales of inept leadership and dwarven elitism; protests and demonstrations have become commonplace; and rumors of soldiers murdering their officers and deserting have spread like wildfire across the Principality.

This potential for widespread civil unrest has  attracted the eye of the Scarlet Brotherhood, a secret ally of the Slave Lords who rule the Pomarj.  Spies and agents provocateur have slowly filtered into the Principality of Ulek, as well as a number of missionaries of Wastri, the Suel god of human supremacy, and Pyremius, the Suel deity of revenge.  These agents have been stoking the fires of anger, organizing the most bitter humans, and instigating acts of protest, ever calling for escalation to violence if the Prince continues to ignore their claims.

Unter Rax is one of these agents.  He has found a likely pair of accomplices in Gryrax, the heirs to a wealthy shipping concern.  These twins, Quintus and Toral Vidkun, are of pure Suel blood, wealthy, influential, and ambitious.  Toral, the younger of the pair, is a skilled sailor and captains the family’s flagship, Sky’s Ember.  Quintus, as eldest, handles the family business, brokers trade agreements, and moves in the highest tiers of Gryrax society.  However, he feels that the clannish dwarves have shut him out of the most lucrative deals and the most influential gatherings, and is fertile ground for the Scarlet Brotherhood’s propaganda.

Once he had insinuated himself into the Vidkun household, Unter Rax quickly steered Quintus into supporting, then organizing, a number of local protest committees and human-rights groups into a solidarity movement called Mankind First.  He has even taken cashiered soldiers and disgraced mercenaries on the payroll, standing by for the “inevitable conflict;” while they wait for that day, they intimidate the Vidkuns’ rivals, sabotage competitors, and bully common folk into supporting the Mankind First agenda.

One of Quintus’ greatest triumphs was winning the affections of Denara Crestley, a lovely, talented young woman he met at Gryrax University.  The golden couple made quite a splash on Gryrax society; Quintus is most capable of laying on the charm when he wishes, and Denara’s beauty is far more than skin deep.  Quintus has enjoyed their joint popularity immensely, not only because it has catapulted him into the limelight, but because it has provided him hitherto-impossible access to the wealthiest and most powerful members of the Principality’s elite.

Unfortunately, a few days ago, a drunken Quintus let slip some of his plans for after the Prince was overthrown and the “hairy beasts” put in their proper place as slaves.  This revelation jarred Denara to such an extent that she decided to take a closer look at her paramour, and her preliminary investigations encouraged her to dig further into Quintus’ mysterious doings.  To that end, she called upon a few of her friends from University for aid, a small group of veterans calling themselves the Sons of Ulek.

The Sons had only just begun poking around when Quintus grew suspicious of Denara’s prying questions about his activities and politics.  Taking the lessons he had absorbed from Unter Rax to heart, young Vidkun set out to murder his girlfriend before she could share her suspicions with anyone else.  To that end, he concocted an elaborate plan meant to shield himself from any blame by using his twin, recently returned from a trade voyage to the Solnor Compact, as a decoy.

Adventure Summary

The PCs have received invitations to lecture at the prestigious Gryrax University, sharing tales of their adventures and explorations with the students there.  After facing the perils of absent-minded professors, stage-fright, and questions from the audience, the Sons of Ulek, impressed by the heroes’ tales, invite them out for a drink and a show at the Captain’s Mast.  The party has a chance to chat with Denara and the Sons for a bit before she goes on stage, and may see her wave to Toral in his disguise as Quintus.

During the show, a bribed server slips a bit of concentrated oyster puree into Denara’s drink.  Quintus knows she has a strong allergy to shellfish, and uses this knowledge to weaken her and force her to go home, into his clutches.  Sure enough, after only a few songs, Denara turns a bit green and excuses herself, waving for her friends and the party to stay and enjoy themselves, and brushing off “Quintus’” attempt to escort her home.  After she gets there, however, the real Quintus waits for her to go to sleep and smothers her.  Already weakened by the oysters, Denara is unable to resist and dies.

The next morning, the PCs receive a visit from the Sons of Ulek, who tell them that Denara is dead and they hope the party will help them look into it.  They confess that it looks like Denara died of some natural cause, but add that her request to investigate Quintus’ doings suggests something more is going on.  They propose dividing the investigation:  one team should check out the scene of the crime, the other poke around asking about what, exactly, Quintus has been up to.  They propose meeting up at the Captain’s Mast for lunch to share information.

Should the party elect to examine Denara’ home, they can speak with the Watchman assigned to the case, examine the body, and search for clues.  Skillful investigation, or proper use of divinations, can reveal that Denara was definitely murdered, and provide some clues to the identity of the killer.

If the PCs decide to look into what Quintus Vidkun has been up to, careful questions and uses of contacts can reveal that he supports, and even directs, a number of protest groups.  They can also pick up hints of his using extortion and sabotage to drive down competition and increase membership in the Mankind First movement.

Whichever course of investigation the PCs choose, Quintus eventually hears about their nosing around and dispatches a bunch of thugs to discourage them.  While they should be no match for a party of experienced adventurers, astute heroes should realize that the Sons of Ulek are also targets.  If the party hastens to their aid, they can save the Sons; otherwise, one is killed and the rest badly wounded when the party shows up.

This crude attempt at a warning should suggest that something foul is definitely going on.  With the information the PCs and the Sons have gathered, it should be fairly clear that Quintus is behind the murder.  Again, the Sons suggest splitting their forces, as they figure an equal chance of Vidkun being at either the family townhouse or their offices by the docks.  They warn that Quintus is very well connected, and bringing in the Watch without stronger proof would just allow him wriggle away.

If the PCs choose to investigate the townhouse, they are received by Hyneral, the Vidkun’s lawyer.  After trying diplomacy, bribery, and intimidation to get the party to stop prying, he attempts to use a scroll to neutralize them, prompting a running battle through the house as guards, guests, and servants pop in and out of rooms the PCs are searching.  Eventually, the party can find a concealed door leading to the underground training room Unter Zax uses for the twins’ indoctrination into the Scarlet Brotherhood.

Should the party head to the docks, instead, they face a surly guard who denies that Quintus in present and refuses entry.  If sufficiently wheedled, bribed, intimidated, or knocked on the head, he lets the party past.  A search of the warehouse reveals a secret passage leading underground.  A narrow beam provides a dry path over the slow-flowing stream of muck filling the tunnel, as well as a way to avoid the horrible, blobby monsters guarding the tunnel.  Once past the disgusting sentinels, the party finds themselves at the secret Brotherhood dojo.

Inside, they encounter Unter Zax and his acolytes, Quintus and Toral, surrounded by pits, ropes, dummies, and other training gear.  Roundly cursing Quintus for his arrogance and stupidity, Zax orders the twins to redeem themselves by dealing with the intruders.  He is content to observe until both twins fall, or he is, himself, attacked.  Should this encounter prove too tough for the PCs, the Sons of Ulek can storm in along the other path to help out; otherwise, they arrive once the party is victorious.

In the secret lair, the heroes can discover evidence of the Vidkun’s involvement with the Scarlet Brotherhood, as well as signs of that evil organization’s meddling in the Mankind First movement.  If these documents are placed in the proper hands, the Prince’s loyal followers can use them to track down the foreign instigators of violence and remove that threat to the realm’s safety.

A thorough party may also find a secret door leading to a long, narrow passage that eventually terminates in a stout iron door.  This door leads into the cellars of the Lordship of the Isles’ embassy.  Although the party is turned out by the embassy guards (and the Adamantine Guard, if necessary) the tunnel is definitely a sign that the Scarlet Brotherhood puppet is taking an active part in smuggling agents and information.  A few days after the heroes bring Quintus to justice, the Prince severs ties with the Lordship of the Isles and ejects the ambassador.  Thick columns of smoke from burning documents pour from the embassy’s chimneys as the adventure ends.

Preparation for Play

It may be helpful to find out what each player considers to be their character’s greatest accomplishment.  Have Professor Gladstone make a few references to these events to reinforce the players’ sense of being famous.

Since this scenario involves a murder-mystery, be prepared to give a nudge if the party seems to be stuck, or heading in the wrong direction.  The Sons of Ulek offer to help with the investigation during the course of the adventures, so they are a perfect way to help players who have missed an important clue.

Introduction

This scenario starts with each PC receiving a letter inviting them to visit the University of Gryrax.  Give the players Handout #1.  The University will provide Standard upkeep free of charge; characters who wish for a more luxurious lifestyle will need to pay the whole bill themselves.  Read of paraphrase the following:

The road to Gryrax, capital of the Principality of Ulek, has been long, dusty, and uneventful.  The most excitement you’ve had since receiving that invitation was barely avoiding getting trampled by a Royal Army messenger in a bit of a hurry.  Other than that, there have only been wagons, wagons, and more wagons.  Some were heavily laden with weapon, armor and foodstuffs for the troops holding the line against the Pomarj in the Disputed Territory; others, equally stuffed, carried wounded soldiers or stacks of coffins.  The lightest were those carrying crops to market in the city.  Good thing this Professor Gladstone has promised to foot the bill; turnips must be getting pricey if these caravans are all that’s coming in.

At the gate, each PC is subjected to a perfunctory interview, accompanied by a scan from a paladin of Moradin or Clanggeddin.  Any characters who detect as evil are taken aside and questioned more thoroughly, as well as given a quick search for prohibited items.  As long as the PC promises to obey the law, they are eventually passed.

Any mounts, animal companions, familiars, etc., other than dogs or horses, larger than Small size, must be left outside the city walls.  As the characters were aware they would be heading into the city, allow druids and rangers to switch out for a more suitable companion, if they wish.

Members of the Royal Army, Royal Navy, and the Mine Rangers are exempted from the above restrictions, and greeted warmly by their fellows among the guard.

Once past the gate, please read or paraphrase the following:

Now that the hustle and bustle of the gate is past, you look forward to the delights offered by the Principality’s greatest city.  However, the broad, tree-lined avenues are crowded with people.  Knots of folk congregate on street-corners, listening to men and women giving speeches.  Beggars, some in the tatters of Royal Army uniforms, ply the edges of these crowds, while soldiers, especially the famed Adamantine Guard, seem even more in evidence than usual.  Smatterings of conversations and shouts reach your ears:

“Lost me leg in the trenches, m’lord.  Just a copper to get summat warm in me belly?  I ain’t got no clan to whisk in a priesty to fix any splinter I gets.”

“And furthermore, the rolls of the Royal Academy clearly show that while dwarves make up almost 40% of the Army, they represent only 15% of the casualties!  We’re treated no better than the goblins driven onto our spears by the orcs!”

“Citizen, I don’t care how many arrows you took defending Hyle, you can’t set up a booth that blocks the street.  Pack it up or I’ll pack you off to the magistrate.”

“Come to our rally tonight, brother.  If enough of us get together, even the walls of the Palace itself aren’t thick enough to silence our demands.  Take this ribbon to show that you support Humanity First!”

Soon enough, you find yourself at your destination:  The Thinking Cap.

Encounter One:  Meeting the Faculty

The party has been provided lodgings at The Thinking Cap, a cozy inn with a popular taphouse attached.  It is frequented by students from the nearby University, and is widely known for its cheap, filling meals and plentiful ales, lagers, and meads.  Once the party has gotten settled, a barmaid calls them to a private dining room for dinner with Professor Gladstone, their host.  Read or paraphrase the following:

Following the shapely barmaid’s directions, you find yourselves in a cozy dining room, dominated by a great oval table surrounded by tall armchairs.  A round-bellied, middle-aged man rises as you enter.  His face splits in a broad grin as he bows and waves his full goblet in greeting.

“Good evening, good evening indeed!  I am most pleased that you chose to accept my humble invitation to Gryrax.  I am, of course, Professor Ramius Gladstone, Dean of History at Gryrax University.  And, if you will allow an old man an indulgence, please allow me to perform the introductions.”

At this point, Professor Gladstone presents each PC, attaching appropriate epithets and descriptions; for instance “The warrior Regdar, mighty defender of the Tenha people, and Jozan, favored of the sun.”  Gladstone is fond of overblown speech and likes the sound of his own voice; he tramples right over any protestations that the PCs may know each other already.

The Professor is very well-learned, and keeps up to date on all the major doings in the region.  Allow the players to chat with each other and their host for a bit.  As dessert is being served, Gladstone steers the conversation to his reason for inviting the party to Gryrax.  Read or paraphrase the following:

“A most fascinating account, indeed!  I must jot that down in my journal when I get home.  Ah, I see that the lovely Kara is wheeling in the dessert trolley, which tells me that I should let you know exactly why I required your presence.

“As you know, no doubt better than most, these are turbulent times.  The Sheldomar Valley, no, all of the Flanaess is poised on the brink of great change.  Many fear that calamitous misfortune is but moments away.  I, on the other hand, am a student of History.  One thing that History has demonstrated is that no matter how dark and dire the times, regardless of the odds or danger or terror, heroes always arise to pull us back from disaster.

“You have all performed mighty deeds, driving evil to flight and preserving peace and hope in the face of desperate danger.  I asked you to come here so you each could share your reasons for treading the path of adventure, tell us why you pressed on where others would give up, flee, or die.  The students at the University are the most idealistic and hopeful I have ever seen, and I want you to inspire them to join your ranks as defenders of peace, protectors of joy, liberators of the enslaved!...

“Pardon me, harrumph, got a bit carried away.  The wine was quite good, wasn’t it?  Where was I?  Ah, yes.  Tomorrow I have put together a colloquium, a gathering of interested students and faculty who want to meet you, hear your stories, and ask you about your adventures.  Surely it’s the least you can do to repay an old public servant for a fine dinner and soft bed?  

“I will expect you at 10:00 sharp in the Lesser Amphitheater on the campus.  You will each have a chance to recount your most thrilling adventure, then there will be a period of questions from the audience, followed by a fine luncheon.  Although I have only scheduled you as a group for tomorrow, I do hope you will take this opportunity to experience our university.  We have much to share, and perhaps even a few spots for visiting lecturers.  Regardless, your rooms at the Thinking Cap are paid through the week.  And with that thought, and this last bit of trifle, I bid you all a very fine night!”

Each PC has a private room, very quiet despite the raucous conversation in the taproom.  Characters that spend some time in the common room have a chance to hear some of the rumors flying about town.

Gather Information

· DC 10:  My cousin’s friend went to the veteran’s hospital, and she said they don’t even have any short beds at all!  Dwarves injured in battle get all fixed up by their priests.
· DC 12:  There’s supposed to be a big rally in the Great Square tonight.  Something about us needing more dwarves to get killed in the line of duty or something.
· DC 15:  There are an awful lot of really good-looking women at the University.  So many even a mug like me has a good chance!
· DC 18:  There sure are a lot of former soldiers signing up for classes.  I heard that the army is even working with the faculty to design special, intensive classes to their officers can learn tactics and stuff quicker.
· DC 20:  Have you head Denara sing?  She’s in my history classes, but she pays her tuition by performing.  I could listen to her forever…
· DC 25:  I head that there’s going to be a new building on campus, a museum of all the contributions humans have made to the country.  The Vidkun Trading Cartel is making a big donation to the project, but they just want it called “The Hall of Men.”  About time, I say.  That display in the Metalcraft Hall is nothing but dwarf bragging!
Professor Ramius Gladstone:  LG male human Exp6 (Diplomacy +12, Knowledge:  History +15, Knowledge:  Local [Sheldomar Valley] +15, Knowledge:  Nobility and Royalty +15, Perform:  Oratory +12)

Encounter Two:  What Can Be Worse Than a Follow-up Question?

The night passes uneventfully, and the following morning dawns bright and breezy.  Any characters interested in perusing the shops of the Principality’s largest city have plenty of time to do so.  Those who do venture into the city notice an abnormally large number of patrols on the streets, and some street-sweepers cleaning tattered placards, cheap ribbons, and brightly-colored flags off the cobbles of the Great Square.  

If asked, the sweepers say it is detritus from a rally held the night before, protesting unfair treatment of Human soldiers.  The placards bear a number of slogans, like “Equal Rights for Equal Blood” and “10 Men Die for Every Beard!”  The rally almost came to blows when the Watch tried to break it up, and tempers are still a bit raw, thus all the extra patrols.

Eventually, the party should find themselves on the campus of Gryrax University.  Situated on a pair of hills just northwest of the city, the University consists of a dozen stately buildings surrounding a pair of broad greens.  The most prominent are the Halls of Lore, a wide, ring-shaped edifice with a score of tall spires; the Academy of Engineering and Applied Crafts, built in the traditional dwarven style of thick walls and square windows; and the National Garden, a large-scale map of the Principality created from living examples of every plant that grows within its boundaries.

Students are everywhere, hurrying to class, socializing and flirting, reading under the trees.  As the Dean’s Tower carillon signal 10:00, the party finds themselves at the Lesser Amphitheater, a bowl dug out of the side of the northern hill.  Perhaps 200 students and faculty, plus a few interested townsfolk, have turned out to see the heroes.  Professor Gladstone hurries over as the party approaches.

“Cutting things a bit close, eh?  No matter, no matter.  Looks like a good turnout!  No need to be nervous.  What you lack in formal education you more than make up for with real world grit and experience!  Just forget all those eyes and ears judging your every twitch and stutter.”

After some opening remarks and introductions, Professor Gladstone gestures for the first speaker to step up.  The audience, which had still been whispering and jostling as Gladstone spoke, falls silent, focusing their all their attention on the first speaker.

As they step up to speak, have each character make a Will save, DC5, to resist stage-fright.  Any bonuses the character may have against fear apply (thus, paladins need not make the save) and a character with at least 1 rank in any sort of Perform skill is likewise immune.  Failing the save leaves the character dazed for 1 round, and shaken for 1 minute.

Allow each player two or three minutes to present their tales.  Encourage heroic descriptions, wild exaggerations, and whatever other theatrics seem enjoyable.  

Once each of the characters has had a chance to brag, Professor Gladstone opens the floor to questions.  Feel free to invent whatever type of questioner seems fun.  A few examples are provided below:

Fleder Colt:  A young and gawky teenager, Fleder is fixated on whatever exotic women or prurient episodes the players may mention.  Typical questions:  “Are drow women as sexy as they say?” “What was it like kissing that succubus?” “Did the rust monster eat all your armor?”

Horvid Jibwell:  A purely intellectual snob, Horvid is utterly dismissive of those who use force to solve their problems.  He asks questions meant to make the PCs look foolish:  “Did you try the door before you kicked it in?” “Was it really necessary to slaughter all the modrons?” “What did you think would happen if you cast a fireball spell in the middle of a patch of swamp gas?”

Professor Fiddlepins:  An aged gnome, Professor Fiddlepins teaches Philosophy and Economics.  He asks esoteric questions about cause-and-effect relationships and unforeseen consequences:  “Did you expect the orc population to triple after you killed the dragon that was eating them?”  “How many bandit raids would you expect a village to suffer after you spent, say, 2000 gold pieces there?”  “Doesn’t freeing slaves just raise the prices, and thus the profits, of the slave trade?”

Faraday Zephyr:  One of the Sons of Ulek, Faraday asks insightful questions, and tries to bail out anyone who seems to be floundering:  “Since it turned out that the vizier was really a doppelganger, it was all for the best that you attacked him at first sight, right?” “I can see why trying to wrestle a berserk owlbear might seem crazy, but who wouldn’t try something crazy to protect a downed comrade?”  “However did you come up with the notion of letting the kobold escape so you could see which spots he avoided, and thus find the traps?”

Once the players have had a chance to respond to a few questions, it is time for lunch.  The characters may continue chatting if they wish, but eventually, Faraday approaches and introduces himself.  Read or paraphrase the following:

A sturdy young man approaches.  He has reddish hair and a hint of a limp.  On his lapel is a pin signifying an honorable discharge from the Royal Navy.  He seems to be a few years older than most of the other students.

“Pardon me, good folks.  The name’s Faraday Zephyr.  It surely was a treat hearing from folks actually making a difference in the world.  My friends weren’t able to make it to your talk, so I would like to invite you join us for some drinks and a song or two this evening.  We usually get together at the Captain’s Mast around sundown.”

Faraday Zephyr is a veteran of the Royal Navy, who has decided to improve himself by investing his share of prize money into an education.  He is very friendly to fellow Marines, jokingly derisive of sailors, and respectful toward members of the Army and Mine Rangers.  Faraday is a pleasant fellow, and is honestly impressed with the heroes’ accomplishments.

Zephyr has met a few like-minded former soldiers at the University, and they formed a loose social club called the Sons of Ulek.  They spend most of their time hashing over the old days and giving each other a break from the endless trivialities of college life, but also try to encourage the patriotic spirit in their fellow students.  Lately, they have been very concerned about the Mankind First rhetoric that has been sweeping the campus.

The Sons are also friends with Denara Crestley, a very talented singer who is studying History at the university.  She performs at the Captain’s Mast twice each week, and Faraday has invited the party to see her performance.

Assuming the party accepts the invitation, they have a few more hours to shop or relax before they proceed to Encounter Three.

Encounter Three:  Swan Song

The Captain’s Mast is one of the most exclusive nightclubs in Gryrax.  Situated on a private pier, the fest hall was built from the hull of the Principality’s first warship over a century ago.  It retains a nautical theme, and is very popular with Navy and Marine officers. Read or paraphrase the following:

The Gryrax docks blaze with light, as even at this hour stevedores and sailors labor to get the ships loaded and ready to catch the tide, only a few short hours away.  Your destination sits apart from the bustle of the wharf:  A long, rounded structure reminiscent of a ship turned on its back.  As you walk up, a graceful lady alights from a delicate carriage, handed down by a one-legged old sea dog in the jacket and epaulet of a post-captain.  A pair of burly men in peacoats stand by the door, bowing respectfully to the captain and his companion, but turning steely glares in your directions.

The Captain’s Mast is a genteel establishment, and enforces a strict code of dress and behavior.  Visible armor is forbidden; a changing room and suitable attire is available off the foyer, for a price of 1 GP.  Likewise, only military officers, active or retired, are permitted to carry a weapon larger than a dagger.  The bouncers explain these rules politely to any PC who is obviously breaking them.  They may check any forbidden items and retrieve them on their way out.  Players who refuse to abide by these rules are forbidden entry, although they may attempt Sleight of Hand checks to smuggle forbidden items in (the guards have Spot modifiers of +5).

Once inside, read or paraphrase the following:

Once past the entryway, you can see why the Captain’s Mast has acquired its reputation as the finest hall in Gryrax.  Flickering candles in hurricane lamps provide an intimate glow, and the curved benches and alcoves of the main floor seem built to encourage pleasant conversation or companionable silence, while allowing plenty of room to traverse the room and mingle.  Small galleries above allow for privacy, and discreet servers appear at just the thought of ordering a drink.

Perhaps threescore folk are on the main floor, many dressed as officers of the Royal Army and Navy.  A flicker of movement from a large, sinuous table to the left attracts your attention to Faraday.  He sits with a small group of fellow veterans.

Once the party joins the Sons of Ulek, Faraday makes quick introductions.  Complete statistics for the Sons of Ulek are in the Appendix.

Gerry Barreltop:  a Stout Halfling who served in the Scouting Corps.  Gerry is a bit more taciturn than the usual Halfling,but more jovial than a dwarf.  He immediately takes a shine to any Halflings in the party and orders a selection of the finest drinks to show off the Captain’s Mast’s cellars.  Gerry is studying medicine and animal husbandry, as he hopes to become a dog-breeder.

Lars Stonefort:  a black-bearded dwarf, Lars served as a combat engineer.  He lost the last two fingers on his left hand during a hot action dismantling a bridge across the Jewel.  Lars gets quite raucous when in his cups, and has an unfortunate fondness for insensitive bad jokes (“How many elves does it take to build a bridge?  None!  They never leave Celene! Har har har!)  Lars is finishing up his masterpiece at Masonry school, and hopes to return to the Army as a master engineer.

Krol Stonefort:  Lars’ brother, Krol served as a crossbowman at Fort Stonewall.  He is at the University hoping to learn more of the Hateful Wars and why they failed, in the hopes of remedying that error this time around and wiping out the orcs for good.  Krol is generally quiet and reserved, but forces himself to be extra polite to half-orcs in an effort to conceal his loathing.  He is also possessed of a fine baritone, which is what first brought Denara into contact with the group:  she heard him humming a dirge on the way to a class they shared, and started a conversation in the hopes of getting him to perform a duet with her.

After a bit of small-talk and military reminiscences, a hush falls over the room as Denara takes the stage.  Read or paraphrase the following:

The crowd grows suddenly quieter; Krol Stonefort gestures toward the stage and raises a finger to his lips for silence.  Turning your attention that way, you see that a young woman has stepped into the spotlight.

With apple cheeks and a turned up nose, she is more cute than beautiful, but her wide blue eyes sparkle so brightly you can’t help but smile along with her.  Of a sudden, she begins singing a pure, wordless melody, the kind of thing young children sing out of sheer zest for life.  It takes long moments to realize that a flute and zither have joined in with her song.

Her performance seems to last for hours, as she sings songs of love discovered, virtue rewarded, courage immortalized, but all too soon the music fades away, the spotlight dims, and she steps off the stage.  The singer blows a kiss toward a handsome blonde man at a table across the way, shares a few words with an elderly dwarf in an admiral’s coat, and glides over to your table.

“You must be the heroes Professor Gladstone brought in!  Oh, I do hope you will give me a chance to pick your brains one of these days.  It must be far more interesting living history than just reading about it in dusty books!  I—“

Faraday interrupts her.  “Friends, this little bird, while a nightingale on the stage, is a bit of a magpie at the table.  Denara Crestley, may I introduce you to the fine folk who have risked so much for the ideals we only chat about.”

With Denara at the table, the conversations all grow livelier.  She has questions about everything, and her charming voice and genuine interest inspire all at the table.  She occasionally casts a glance over her shoulder at the handsome man across the room, who is now deep in conversation with an officer in the Marines.

If asked about the man she keeps looking at, Denara says “That’s my boyfriend, Quintus.  I know he would prefer to be over here having fun with us, but his shipping company has a lot of contracts with the Navy, so whenever he comes in to watch me perform, some officer or other always corrals him with business talk.  I’ll make it up to him after the show.”

After a bit, Denara tosses back her drink and announces its time for her second set,  Blowing another kiss at her admirer across the room, she mounts the stage and leaps into a song about a rose and a hummingbird.

It isn’t until the third song that you notice something is amiss.  A faint sheen of sweat stands out on Denara’s face, and she seems to be turning slightly green.  She manages to complete the song, then quickly makes apologies and dashes off the stage.

Quintus has bribed one of the servers to add a squirt of oyster puree to Denara’s last drink, as he knows she has a strong allergy to shellfish.  She is currently feeling a bit nauseous.

PCs who think to look may notice that the blonde man Denara had been flirting with rises with a concerned look on his face, but seats himself after a wave from Denara and words from the Admiral he was seated with.

Concerned PCs can follow her backstage, where she is making her apologies to Dalver Burnstock, the Mast’s owner, who is good-naturedly dabbing at a few spots on his trousers where Denara missed a bucket.  Denara has come to the mistaken conclusion that she might be pregnant, and is in a rush to get home and consult with her sister.  She brushes off any offers of assistance, claiming she feels fine.  If pushed, she will share her suspicion and beg the party to keep the notion quiet until she can confirm it.  

Paranoid PCs casting detect poison or the like find no evidence of any toxin.  Likewise, as Quintus’ twin Toral is Lawful Neutral, there is no result from anyone using detect evil in or around the Captain’s Mast.

If anyone tails Denara for some reason, she hurries home, occasionally stopping for dry heaves, and rushes inside.  After a brief, excited conversation with her sister, she retires, and Quintus smothers her about an hour later, escaping under cover of invisibility.

Development:  If any PCs think to question their server about their drinks, he is easy enough to track down.  Rory is an amiable young man; a DC 15 Diplomacy check, or a successful Intimidate check (he is a 1st level commoner) gets him to spill his guts.  

Night before last, he had accepted 5 gold to pour a bit of medicine into Denara’s drink.  Of course he was suspicious, but the man who hired him explained that he was a friend of the Vidkun family who wanted to fend off scandal; the medicine was meant to prevent pregnancy, and the man even took a swig to prove it was harmless.  He recalls the man had a cultured accent, but can’t really describe him as other than “average height, average weight, brown hair, you know, a regular guy.”  In fact, it was Quintus enjoying the effects of a Disguise Self scroll.  

If he is informed that Denara is dead, Rory breaks down completely.  He even offers to turn himself into the Watch for his role in her death.

Encounter Four:  A Rude Awakening

As the PCs are at breakfast the next morning, they are interrupted by Faraday bursting into the room.  He eyes are red, and he looks angry and distracted.

“My apologies for intruding on your meal, but something terrible has happened!  Denara is dead, she died last night!  The other Sons and I are going to look into it, but we would really appreciate your  help.”

Faraday explains what little he knows:

· Early this morning, Krol stopped by Denara’s house to check up on her.  When her sister went in to wake her up, she was dead.

· According to the watch, she died of suffocation.  Her throat and tongue were swollen, and her sister admitted that Denara was allergic to shellfish; she had almost died as a child after eating a scallop.

· There was no sign of forced entry or a struggle, so the Watch is writing it off as a natural death.  Faraday thinks they are just more concerned about the demonstration scheduled for this evening.

· Faraday is very skeptical about her accidentally eating a shellfish, as Dalver Burnstock liked her singing so much he didn’t allow any seafood to be served at all on nights she is performing.

· Finally, Faraday admits that a few days ago, Denara had come to the Sons asking them to look into Quintus Vidkun’s connections with the Mankind First movement.  They had just begun poking around, and already turned up some hints of unsavory activity, and now Denara is dead.

At that point, the rest of the Sons troop in.  All look sad, angry, and determined, and each is armed and armored in their old military gear.  

“Well, now that the rest of the lads are here, will you help us out?”

If they refuse, Faraday apologizes for bothering them and the Sons of Ulek leave; Krol loudly mutters “Not all they’re cracked up to be, after all…” as he gets to the door.  If the party agrees to help, continue below.

“I knew we could count on you!  The way I see it, there are a couple of things that need looking into:  the crime scene itself, poor Denara’s body, and getting to the bottom of whatever it is that Denara wanted to know about Quintus in the first place.  I figure if we divide up the investigations, we can get more done.  We’ll meet here for lunch and share what we’ve learned.  Now, would you prefer to poke around asking after Quintus’ doings, or check out Denara’s house and the morgue?”

If the PCs choose to look into Quintus Vidkun’s activities, proceed to Encounter Five:  Unwelcome Visitors; if they prefer to check out the crime scene and Denara’s body, go to Encounter Six:  Dead Women Do Tell Tales, instead.

Encounter Five:  Unwelcome Visitors

The Sons of Ulek can tell the PCs what little they know about Quintus Vidkun and his business.  

· The Vidkun family is a fairly old line of merchants.  After Quintus inherited the business, he has expanded into shipping and made a good deal of wealth, especially after several of his main competitors suffered setbacks over the past few months.

· Quintus has a younger brother who spends most of his time aboard ship.  He is rumored to be on a long voyage to the Solnor Compact.

· The Vidkun shipping company has made a number of charitable donations over the past few months, including a hospital for crippled soldiers, a veteran’s relief fund, a soup kitchen in Thunderstrike, and a new building at Gryrax University.

Faraday suggests that the most likely places to get answers are the hospital or asking around in the poorer quarters of the city where veterans congregate.

Gentle Bowers Hospital

Located in a derelict neighborhood, the hospital stands out like a green tree in  a dead forest.  With its whitewashed walls and manicured lawn, it exudes a sense of healing.

A small knot of men stands huddled around the front gate.  Some are missing hands or whole arms, other are on crutches or sad little carts.  One feels his way with a stick, and another shakes uncontrollably.  They look up suspiciously at your approach.

These men are crippled veterans who have been subverted by Quintus and Unter Rax.  In exchange for supplies of addictive, pain-killing drugs from the lands of the Scarlet Brotherhood, they spread stories of dwarven haughtiness, incompetence and treachery as they beg in the streets.

If approached, their response depends on whether there are any dwarves, gnomes, or Halflings in the party.  If only humans, elves and part-humans try to speak with them, they are willing to share their tales of woe in exchange for a bit of copper.  A typical story runs like this:

“Well, there we was, tryin’ to hold that damned village of Hyle, when that idiot lieutenant, fresh outta the mines, decides we should charge ‘em!  Twenty men against 30 tuskers, and he wants us to charge ‘em!  O’ course, with his little stumpy legs he couldn’t keep up with us, he said, and by the time he showed up all the killin’ was done, half of us was dead, and I was lucky to only lose me hand.  Stumblebeard got a medal for it!  Turns out, his uncle’s nephew or somesuch was the general’s aide.  You know how it goes, those types always look out for their own.  Well, they’re gonna be the only ones watchin’ out before too long, you wait and see!”

If any dwarves, gnomes or Halflings do approach, the beggars knuckle their foreheads sarcastically and stumble off, not even asking for change.  At the end of the block, the shaking man turns and shouts “You ain’t gonna be on top too much longer, stunties!”

PCs who spent a moment or two observing the beggars may make a Heal check (DC 20) to note that they all seem to be under the effect of a strong narcotic.  If pressed on the issue, they will admit that they just got their medicine from the hospital.

Inside the hospital, the party is greeted by Nurse Verma, a stout, blond woman of middle years and great authority.  She wears a stiff white uniform and binds her hair into a menacing bun.  Verma flatly refuses to allow anyone to go further than the reception area, as the patients within need their rest, but is willing to answer a few questions.

· What are you doing here?  We take care of those brave souls who were injured in the defense of our country, then cast aside by the very rulers they bled to protect.
· Cast aside?  What do you mean?  Have you seen any army hospitals here?  They bring back soldiers who are too hurt to fight anymore and dump them in the slum, often with nothing more than their bandages to keep them warm!
· That can’t be true!  I couldn’t believe it either until I saw it.  That’s what made me join the Mankind First’’s mercy program.  This whole hospital was built with private donations from concerned citizens all across the country.
· What do you know about Quintus Vidkun?  He is one of our most generous donors.  He even talked a lot of other merchants into helping build this place.  Quintus is a very dedicated man.  He comes and visits every few months, and sends his man Rax to deliver medicines as soon as they come off the ship!  Oh, and there was some trouble with hooligans breaking in to steal supplies when we first opened, but a few of the ex-soldiers Quintus helped started patrolling all on their own!  Now this neighborhood is safe as houses, and everyone is a member of Mankind First.
Nurse Verma is convinced that Quintus is a good man, that the Army is dumping off wounded soldiers to die, and that the herbs Rax delivers are medicines.  PCs using Sense Motive or magic to detect lies find none.

Asking Around

If the party decides to ask around in the poorer areas of Gryrax, they may spend a few hours and make Gather Information rolls.  Rax’s propaganda machine has been working overtime, so dwarves, gnomes, and Halflings receive a -4 penalty to this roll.

· DC 10:  There’s another rally tonight.  We’ll yell so loud the Prince has to hear us, no matter how deep he buries his head in the palace.

· DC 12:  My brother almost got killed taking Strandkeep a few weeks back, but his commander carried him out on his back.  Sometimes I think my brother forgets that a dwarf saved his life when he goes to those Mankind First meetings.

· DC 15:  If the Watch tries to mess with us like they did the other day, we’ll be ready.  It won’t just be flags and signs, this time.

· DC 18:  I was surprised at how many merchants and shipping concerns don’t have a single shred of feeling for the plight of our people.  We’ve boycotted a bunch of them until they either went out of business or started kicking in their fair share.

· DC 20:  A man could earn good coin getting on the Veteran’s Relief Fund.  Not much to do except pay visits to merchants and make sure they’re giving their fair share to the struggle.

· DC 25:  If you do a good job on collections, sometimes Vidkun hires folks on the Relief Fund to help straighten out folks who are against the cause.  Its not just the money, its good to be straightening out folks who just don’t understand what Mankind First is all about!

As the party is heading back to the Thinking Cap, they are intercepted by a gang of thugs sent to gently discourage the party from continuing to trouble itself with Denara’s death.  Proceed to Encounter Seven:  A Subtle Message.

Encounter Six:  Dead Women Do Tell Tales

Denara’s House

Denara lives with her sister, Wineth, in a small townhouse downtown.  When the party approaches the house, they can hear a strange, wet whirring sound and quiet sobbing coming from the back garden, where Wineth, a potter, is trying to work at her wheel.

Wineth is quite distracted and doesn’t notice any PCs who decide to prowl around.  If the party announces itself, she wipes her eyes on a rag (leaving a large smudge of clay on her cheek) and tries to be polite.

The back of the house, where the strange noise came from, seems to be an outdoor potter’s workshop.  A plump young woman is just rising from a potter’s wheel to greet you.  Dozens of pots, vases, and urns stand or lie about the area, and a small brick kiln gives off waves of heat.  The woman pats a stray hair back into place and looks at you with a façade of polite curiosity.

“Good morning.  Is there anything I can help you with?  A pot, perhaps?”

If the PCs explain that Faraday had asked them to investigate Denara’s death, Wineth sheds a few more tears but agrees to answer their questions.  

If asked for the story, Wineth manages to get out the following:

“Last night Denara came home early.  She was very excited about throwing up on poor Mr. Burnstock.  She thought she was pregnant with Quintus’ baby!  I told her it was probably indigestion and that she should go to bed.  I tucked her in tight, put a bucket where she could reach it, and turned in myself.

“Next morning, one of Denara’s friends, Krol Stonefort, came by to check up on her.  When I went in to wake her, she was…she was dead!  I ran for a doctor and Krol went for the Watch, but it was too late.  She was already cold…”

Searching the area can reveal a few clues:

A character checking the front door can make a Search check (DC 20) to notice fresh cracks in the paint near the bolt, latch, and chain, as if they were thrown violently open.  A Spellcraft check (DC 22) allows a PC to recognize this as typical of a knock spell (which Quintus used to gain entry to the house; he relocked the door from the inside, killed Denara, then exited via a window, using the open/close cantrip to shut it behind him.)  Wineth swears the door was locked when Krol dropped by.
Looking around in Denara’s bedroom reveals  a few clues.  A Search check (DC 15) uncovers Denara’s diary in her desk; it is mostly filled with song lyrics, daydreams, and reminders for appointments, but the most recent entry reads “Quintus said the most disturbing things about the dwarves last night.  I think he may be a bit of a bigot.  I’ll keep my ears open, and ask dear Krol and the Sons to look into him for me.  I have a feeling he is hiding things from me.”

A PC who makes a DC 25 Spot check can notice that one of the pillows is much cleaner than the other.  (Quintus used it to suffocate Denara, then used a prestidigitation cantrip to clean it up.)  

The bucket on the floor is laying on its side between the bed and the wall.  If asked, Wineth claims that Denara was still tucked in tight, and couldn’t have reached the bucket without disarranging her blankets; plus, she seems to recall leaving it nearer the door.  (Quintus kicked the bucket over while killing Denara, and didn’t think to replace it.)

The window is closed but not latched.  It does not have any handles on the outside, and there is no ledge or handhold to allow someone to close it from the outside. The street is 20 feet below. (Quintus used a feather fall scroll to jump safely, then closed the window with magic.)

Overall, there is not much to learn at the house, although very clever players may assume that someone use magic to gain entry and exit.

The Morgue

Denara is laid out at the city morgue awaiting cremation in the afternoon.  A PC must make a DC 15 Diplomacy check to convince Merton, the assistant undertaker, to allow them some privacy to say farewell to the dead.

If the PCs use magic to interrogate the corpse, bear in mind that it gets a save against the spell unless the caster is Chaotic Good (Denara’s Will save is +4).  Her recollections of the night of her murder are:

She performed, then met the Sons of Ulek and their new friends.  Quintus was at her show, but busy every time she tried to talk to him.  His new doublet was very flattering, his arms and shoulders looked much more powerful in it.  She started her second set, got sick, threw up on Mr. Burnstock, and went home to tell Winith she might be pregnant.  Woke up to see a pillow floating over her face, had trouble breathing, blacked out.  Last thing she heard was “Thus dies a treacherous mistress” in badly accented Ancient Suloise.

Mundane investigation calls for a Heal check.  Up to three characters may examine the corpse at once, allowing two PCs to attempt to assist the primary investigator.  A DC 15 Heal check reveals that she seems to have suffered an allergic reaction to something, while a DC 20 allows the investigator to determine that her nose was broken before she died, but the blood was cleaned away very thoroughly.  A DC 25 Heal check shows that she was, indeed, suffocated to death by someone pressing a soft object over her face.

Once the party has learned all it can at Denara’s house and the morgue, they should head over to the Thinking Cap to meet up with the Sons of Ulek.  On the way, they get waylaid a band of thugs Quintus sent to scare off busybodies.  Proceed to Encounter 7:  A Subtle Message

Encounter Seven:  A Subtle Message

Quintus Vidkun soon gets word that folks are showing more of an interest in Denara’s death than he had hoped.  In order to discourage prying, he sends a band of his Veteran’s Relief Fund recipients to warn away the PCs and the Sons of Ulek.  Read or paraphrase the following:

Hurrying back to the Thinking Cap for your rendezvous with the Sons of Ulek, you find yourselves making your way down yet another street lined by decaying, abandoned houses.  The war has broken up families throughout the country, but it seems that Gryrax has suffered more than her share.

With thoughts like this in your mind, you almost don’t notice the small group rounding the corner up ahead.  A pair of men raise crossbows from under their cloaks, while two burly half-orcs strain to hold the leashes on some vicious, snarling dogs.

Military PCs may make Spot checks (DC 15) to notice that these thugs still wear remnants of their uniforms, although their epaulets and stripes have been ripped off.  If the party contains any dwarves, gnomes, or Halflings, read or paraphrase the following:

“We heard some stunties was pokin’ their beards into Mankind First business.  It’s time for that to stop.  The gate’s thataway, be through it by highsun.  Don’t come back.”

If there are no dwarves, gnomes, or Halflings in the party, read or paraphrase the following:

“You forgot your horsetail beards, dwarf-lovers!  We don’t take kindly to spies pokin’ around in Mankind First business.  The gate’s thataway, be through it by highsun. Don’t come back.”

The thugs are more than happy to fight the party if the heroes refuse to leave town.

Creatures

APL 4 (EL 5)


Sharps (2):  Human Rog1/War1; hp 16; see Appendix One


Thugs (2):  H-Orc Bbn1/War 1; hp 19; see Appendix One


Riding Dogs (2):  hp 13 each; see Monster Manual p. 272
 APL 6 (EL 7)


Sharps (2):  Human Rog2/War1; hp 22; see Appendix One


Thugs (2):  H-Orc Bbn2/War 1; hp 28; see Appendix One

Worgs (2):   hp 30 each; see Monster Manual p. 256

APL 8 (EL 9)


Sharps (2):  Human Rog4/War1; hp 34; see Appendix One


Thugs (2):  H-Orc Bbn4/War 1; hp 46; see Appendix One

Winter Wolves (2):   hp 51 each; see Monster Manual p. 256

APL 10 (EL 11)


Sharps (2):  Human Rog6/War1; hp 46; see Appendix One


Thugs (2):  H-Orc Bbn6/War 1; hp 71; see Appendix One

Winter Wolves (4):   hp 51 each; see Monster Manual p. 256

Tactics:  One of the rogues readies to interrupt an apparent caster by shooting his hand crossbow, while the other tries for flanks from the barbarians or the hounds.  The barbarians sic their dogs on small or weak-looking characters, and use Power Attack to advantage against tripped enemies.  Any given thug flees if reduced to ¼ their normal hitpoints; if half the gang is laid low without having inflicted significant casualties on the party, the abandon any surviving dogs and take to their heels.

Treasure

APL 4:  L:  470 gp; C:  0 gp; M:  cloak of resistance +1 (2; 83 gp each), potion of cure moderate wounds (2; 25 gp each), potion of invisibility wounds (2; 25 gp each) 

APL 6: L:  1204 gp; C:  0 gp; M:  +1 breastplate (2; 113 gp each), +1 chain shirt (2; 104 gp each), cloak of resistance +1 (2, 83 gp each), potion of bull’s strength (2; 25 gp each), potion of cure moderate wounds (4, 25 gp each), potion of invisibility (2, 25 gp each), collar of disguise (2; 150 gp each; see Appendix)

APL 8:  L: 1870  gp; C:  0 gp; M:  +1 sap (2; 192 gp each), +1 greataxe (2; 193 gp each), +1 breastplate (2; 113 gp each), +1 chain shirt (2; 104 gp each), cloak of resistance +1 (2, 83 gp each), potion of bull’s strength (2; 25 gp each), potion of cure moderate wounds (4, 25 gp each), potion of invisibility (2, 25 gp each), collar of disguise (2; 150 gp each; see Appendix)
APL 10: L: 3502  gp; C:  0 gp; M:  +1 sap (2; 192 gp each), +1 greataxe (2; 193 gp each), +1 breastplate (2; 113 gp each), +1 chain shirt (2; 104 gp each), gloves of dexterity +2 (2; 333 gp each), periapt of health +2 (2; 333 gp each), cloak of resistance +1 (2, 83 gp each), potion of bull’s strength (2; 25 gp each), potion of cure moderate wounds (4, 25 gp each), potion of invisibility (2, 25 gp each), collar of disguise (4; 150 gp each; see Appendix)
Development:  If any of the players twig to the possibility that the Sons of Ulek might also be a target, and hurry to check up on them (not waiting to get healed, etc.) they arrive in time to save Lars from getting killed.  The appearance of a second force drives the scoundrels to flight.  Should the party decide to pursue, their quarry are identical to the thugs sent to frighten the party.

Should the players not think to assist the Sons, or dawdle about before doing so, they arrive just as Krol and Gerry polish off the last thug, and Faraday clambering to his feet and rushing to stop Lars from bleeding to death.  If a PCs gets to Lars in 2 rounds with either a cure spell or a successful Heal check, he lives, otherwise, he bleeds out and dies.

Helping the Sons of Ulek determines how effective they are as reinforcements in the battle against the Vidkun twins and Unter Zax in Encounter 11:  Practice Makes Perfect.

Encounter Eight:  Lunch Break

Once the PCs and Sons of Ulek get patched up as best as possible (Faraday has a wand of cure light wounds he is willing to use on badly wounded PCs) they can swap information over lunch.

If the PCs checked out Denara’s house and corpse, the Sons of Ulek know that Quintus seems to be propagating an anti-dwarf, pro-human agenda, and has a great deal of influence in the Mankind First movement.  He also seems to be using that political movement to further his business goals.

If the PCs checked out the hospital and Mankind First, the Sons of Ulek know that Denara was definitely smothered to death, and that someone got into the house, most likely by magic.

Faraday theorizes that Quintus used a hired assassin or cat’s-paw to actually perform the murder, as he was in plain view of the party, the Sons of Ulek, and half the Admiralty during the whole time the murder could have occurred.

While it should be fairly evident that Quintus is behind the murders, somehow, there is no real evidence to support a conviction.  Plus, as Gerry is quick to point out, the Vidkuns are very influential, and could likely wriggle out of a real case.

The Sons are still very angry, and want nothing less than to beard the killer in his lair. They do their best to talk the party into helping them storm the Vidkun compound, or at least their shipping offices.

Gerry figures that any evidence of the Vidkun’s attempts to foster unrest would be at their offices, if they were anywhere, while Quintus himself would be at his house.  He has been known to work late, however, so it would be best to cover both potentials.  The Sons again offer to split forces:  they’ll take either the docks or the manor, whichever the party prefers.  They suggest an early evening attack, but are willing to listen to alternate plans.  If the party heads to the Vidkun manor, proceed to Encounter Nine:  Houseguests.  If they prefer to hit the shipping office, proceed to Encounter 10:  Unpleasant Surroundings.

If the party decides to trust in the Watch and not do anything else, the Sons go in on their own and get slaughtered, and Quintus wriggles out of the flimsy case the PCs can build.

Encounter Nine:  Houseguests

Vidkun Manor stands on a small hill just east of Gryrax.  Surrounded by ornamental hedges and statuary, it offers no challenge to PCs attempting to get close.  Getting in is another matter, however.

The manor is a two-story, U-shaped building.  The east wing holds the kitchens, storage, and servants quarters, the west wing the family’s private rooms, and the main house contains the ballroom, dining room, library, and guest rooms.

All of the windows and doors, with the exception of the front doors and garden door, are trapped.  Opening a trapped portal without disarming it sounds an alarm in the guardroom, as well as Quintus’ and Toral’s quarters .


Alarm Trap:  CR ½: mechanical; touch trigger; manual reset; Search DC 18+APL; Disable Device DC 15+APL.

All doors in the manor are made of heavy wood.


Wooden Doors:  2 in. thick, hardness 5; hp 20; AC 5; Break DC 20.

The Civilized Route

If the PCs present themselves at the front door with a reasonable story, the porter escorts them to the Library (Room 1-5) to speak with Hyneral, the Vidkun’s attorney.  They are left alone for about 10 minutes before he condescends to meet with them (as he has been busy warning the house guards and gathering his tools).  Note that elf PCs who wander behind the bar have a chance to notice the secret door there.

After about 10 minutes of cooling your heels on the rich leather couches in the Vidkun’s library, the door finally opens to reveal a slender man with thinning pale hair, dressed in plain, but fine, professional robes.  He glances over each of you with an appraising eye.

“My apologies for the delay; we have been quite busy aiding the Royal Navy in transporting war materiel east now that Strandkeep has been destroyed.

“I am Hyneral, the Vidkun family’s business and legal advisor.  I understand you have some questions for Master Quintus?  I will do my best to help you until he returns.”

Hyneral’s goal is to deflect the PCs investigation however he can.  He has consumed a potion of undetectable alignment before entering, and is a skilled liar.  Should any PC begin casting a spell in his presence, he takes immediate offense, tugging on a bell-pull to summon a guard to escort the party out.

Hyneral adopts several tactics to derail the investigation:

· Bribery:  if, after a few questions as to why the party is involved at all, Hyneral feels they are after money, he offers them (APLx50) GP as an incentive to find the “real” murderer and bring him to justice.

· Obfuscation:  if the PCs seem resistant to bribery (for instance, if there are paladins or other righteous types in the party) he proposes alternate theories of the crime, relying on the PCs own observation of “Quintus’” presence at the Captain’s Mast at the time of Denara’s death.  Hyneral suggests that Krol was infatuated with Denara, and that Quintus had mentioned seeing the dwarf hanging around her place more than once.

· Propriety:  should he find himself unable to dissuade or bribe the heroes, Hyneral demands that his employer be allowed to answer any charges in a proper court of law; a respectable merchant shouldn’t need to respond to busybodies or vigilantes.  Hyneral promises that he will deliver “Master Vidkun” to the high court in the morning, where he will answer to the legitimate authorities.

· Brute Force:  if Hyneral has exhausted all other options, he goes behind the bar to pour himself a drink, flips through his papers to a scroll of rapid deep slumber, and endeavors to put the party to sleep before fleeing through the secret door.  If he somehow manages to take out the whole party, he gathers together some guards to bind the heroes and cart them off to the docks, where they will be sent off to Scarlet Brotherhood lands as slaves.  Otherwise, this initiates a running battle; proceed to “The Hard Way,” below.

Should Hyneral succeed in dissuading the heroes, whether through cash or skillful talk, the PCs will never hear from the Sons of Ulek again, as they were destroyed by the creatures guarding the Vidkuns’ secret sanctum.  If they head down to the docks that night, proceed to “Bootlegger’s Run,” below.  Unter Rax and the Vidkuns clear out their lair by dawn, collapsing the tunnels behind them, so should the party wait too long, they will lose any chance of discovering the hidden base and the information it holds.

The Hard Way

Should the party decide to force their way in, sneak in, or otherwise ignore the common rules of society, they will face the house guards, as well as Hyneral and Kiberk, a guest Toral had brought back from Rel Astra to discuss trade options.

First Floor

1-1:  Foyer-Broad steps lead up to a pair of elaborately carved double doors.  They are secured by a Good lock (Open Locks DC 30).  The foyer itself is quite opulent, with handsome teak paneling, polished brass lamps and coat-racks, and a fine mural depicting the progression of the seasons on the ceiling.  A pair of unlocked double doors lead into the Great Hall.

1-2:  Great Hall-This large, airy room is dominated by a wide, curving staircase leading up.  Light is provided by a golden-hued domed skylight during the day, and a huge chandelier after dark.  The walls are decorated with frescoes depicting wood- and water-nymphs disporting in sylvan glades.  Double doors lead to the Dining Room and Ballroom, while smaller doors provide entry to the Library and the Parlor.

1-3:  Dining Room:  A huge, oval table and accompanying chairs fill most of this room.  Sideboards and serving tables line the walls.  The room is plentifully supplied with scented candelabra and a pair of chandeliers, but is only lit on special occasions.  Wide windows make up the western wall, providing a view of a precisely landscaped flower garden.  A pair of doors in the north wall lead into the Kitchen.

1-4:  Ballroom:  A wide expanse of black-and-white tiled floor comprises most of this room.  Chairs and small tables line the walls, and a wide dais in the northwest corner hold music stands and chairs for musicians.  Glass doors leading out the terrace can effectively double the size of the room in fair weather.  A secret door (Search DC 22) in the north wall leads to a flight of stairs to the second floor, and to the Servant Quarters beyond.

1-5:  Library:  A comfortable room with walls full of books (mostly histories, with a few books of poetry and economic treatises scattered throughout) and fine leather couches.  A small, well-stocked bar occupies one corner of the room.  There is a secret door located in the north wall (Search DC 22) leading to the Servant Quarters.

1-6:  Drawing Room:  This is a little-used room intended to be a refuge for the ladies of the house.  The room hold brightly-upholstered chairs and divans, books of poetry and romantic sagas, as well as embroidery hoops and other tools for genteel handicrafts.  A secret door (Search DC 22) leads to the Servant Quarters.

1-7:  Kitchen-This is a large, well-equipped kitchen.  A long counter fills the center of the floor, and a large oven and stove stands against the northern wall.  A small door leads out to an herb garden, and another opens into the Pantry.

1-8a:  Pantry:  A typical pantry for a wealthy manor house, this small room holds bundles of foodstuffs, bunches of herbs, and so on.  A trap door covers a steep flight of stairs leading down to the Wine Cellar and Springhouse.  A concealed trap door in the ceiling (Search DC 25) leads up to Quintus’ bedroom.

1-8b:  Wine Cellar:  Tall racks hold dozens of bottles of wine, many decades old.  Barrels of ale and wine stand along the south and east walls.  A heavy stone door leads west into the Springhouse.  In the southwest corner, a false hogshead conceals (Search DC 18, as Quintus had failed to properly secure it behind him) the entrance to a secret tunnel running south toward the Docks.

1-8c:  Spring House:  This room is noticeably cooler than the rest of the house, thanks to the bubbling spring gushing up in the corner.  A snarl of pipes come down from the pump in the kitchen above.  The stone shelves are full of cheeses, meats, and other foodstuffs.

1-9:  Linen Closet:  This room contains the blankets, tablecloths, cleaning supplies, and other material necessary to maintaining a wealthy home.

1-10:  Servant’s Quarters:  The cook, the butler, and the housekeeper all have private rooms here.  The secret doors to areas 1-5 and 1-6 are quite evident from this hallway.  A door in the south wall leads to the Back Stairs up to the second floor.  The servants are non-combatants and either cower in their rooms, or flee to fetch the Watch if the opportunity presents itself to do so safely.  If Hyneral has had a chance to alert the house guard, one waits in the hallway to cover the lawyer; they flank and attack any PCs venturing through the secret door.

1-11:  Storage:  This closet holds more supplies.

1-12:  Back Stairs:  This flight of stairs allows the servants discreet access to the second floor.

Second Floor

2-1:  Great Hall:  The broad, sweeping stairs let out onto a mezzanine on the second floor.

2-2:  Solarium:  A long, narrow room with glass walls, the Solarium contains comfortable chairs and affords an excellent view of the city, and the sea beyond.

2-3:  Unter Rax’ Room:  Originally a guest room, this bedroom has been altered to fit its current residence.  The only furniture remaining is a thin pallet, a small chest (containing only plain clothing), and an arming dummy.  The west wall holds an iron brazier and a full coal scuttle; the plaster behind the brazier is scorched as if it were frequently stoked to very high temperatures.  Behind a small bathtub, a secret door in the north wall (Search DC 22) leads into Quintus’ office.

2-4:  Closets:  These hold cloaks, boots, and clothing appropriate to the resident of the room they are attached to.

2-5:  Quintus’ Parlor:  A small, intimate room where Quintus meets people when he want more privacy than the Library affords.  A door leads to his Office, and another to his Bedroom.

2-6:  Quintus’ Office:  A lavishly appointed office, with a darkwood desk against the west wall.  Ledgers, manifests, and other paperwork litter the desk, while books of trade laws from various countries stand on shelves.  Quintus is careful to keep nothing incriminating here; the only thing these records reflect is a growing business as the Vidkun’s competitors slowly give way.  A secret door (Search DC 22) in the south wall leads to Unter Rax’ room.

2-7:  Quintus’ Bedroom:  An incredibly luxurious bachelor’s chamber, with silken curtains, huge four-poster bed, and lush carpeting.  A hidden trapdoor in the floor (Search DC 25) leads to the Pantry, below, while a secret door in the east wall (Search DC 22) leads into Toral’s quarters.  A bell rings here if one of someone triggers a door or window alarm.

2-8:  Toral’s Quarters:  This small, Spartan room holds a narrow bed, a small armoire, and a traveling chest (which contains some nautical clothing, sea charts, and a compass).  A secret door in the west wall (Search DC 22) leads into Quintus’ bedroom.  It appears that whoever lives here is still in the process of moving in.  A small bell rings here if one of the door or window alarms is tripped.

2-9:  Barracks:  A plain room holding two bunk beds and four chests.  This is where the house guards sleep when off-duty.

2-10:  Guards’ Common Area:  This irregularly shaped room hold a battered couch, a round table, and several chairs.  Wine bottles and playing cards litter the table, as this is where off-duty guards while away the hours.  Toral also uses this room to interview potential sailors and merchant marines.  The walls are covered with dartboards, lewd woodcuts, and duty rosters.  A bell rings here if one of the door or window alarms is tripped.

2-11:  Guard Commander’s Room:  This small, plain room is currently unoccupied, as Quintus has dispatched his guard commander, Rufalo, to Easthaven on a mission.  It holds a neat bed, a small chest (containing a little clothing), and a portrait of a fat, jolly-faced half-orc woman.

2-12:  Armory and Storage:  This room holds a few dozen crates and barrels, containing shortswords and arrows, respectively.  Bundles of polearms stand in the corners, and wooden shields lie neatly stacked along the walls.  A secret door in the south wall (Search DC 22) leads to the Back Stairs.

2-13:  Back Stairs:  This flight of stairs allows the servants discreet access to the first floor.  A secret door on the north wall of the landing (Search DC 22) leads into the Armory.

2-14:  Guest Room:  This comfortable room is currently home to Kiberk, an envoy from Rel Astra.  He is more than willing to help defend the Vidkun’s home.  If he is alerted to the presence of intruders, he dons his armor and prepares to engage enemies on the mezzanine, where he can try to push them over the railing and use the stairs to his advantage.  Kiberk’s room holds a traveling chest (which contains clothing, some quite elaborate), an arming dummy, and a small shrine to Hextor.  On the small desk are documents detailing potential trade agreements between Vidkun Shipping and something called the “Six Arrows Trading Consortium,”   primarily exporting arms and armor and importing luxury goods.

Creatures:

All APLs


House Guards (2):  Human War1; hp 9; see Appendix 1
APL 4 (EL 4)



Hyneral:  Human Exp1/Rog1; hp 12; see Appendix 1


Kiberk:  Human Ftr3; 28; see Appendix 1

APL 6 (EL 6)

Hyneral:  Human Exp1/Rog3; hp 22; see Appendix 1


Kiberk:  Human Ftr5; hp 44; see Appendix 1

APL 8 (EL 8)


Hyneral:  Human Exp1/Rog5; hp 32; see Appendix 1


Kiberk:  Human Ftr7; hp 60; see Appendix 1

APL 10 (EL 10)

Hyneral:  Human Exp1/Rog7; hp 42; see Appendix 1


Kiberk:  Human Ftr9; hp 76; see Appendix 1 
Tactics:  If the PCs have presented themselves as proper guests, Hyneral alerts Kiberk to the likelihood of conflict, and stations a guard in the hallway leading to the Servant Quarters.  The other lurks in the Drawing Room, waiting to rush in on the party in the Library from Behind.

If the PCs sneak in without setting off an alarm, Hyneral is working in the Library, the guards are carousing in their Common Area, and Kiberk is performing his devotions in his room.  The cook is in the kitchen, cleaning up, and both the butler and the maid are in their quarters.

If the PCs set off an alarm, one of the guards moves to alert Kiberk, while the other takes the back stairs to fetch Hyneral.  The lawyer sends the butler to fetch the Watch, and takes his guard upstairs, where they pepper PCs in the Great Hall with missile fire until help arrives.

Note that Hyneral only calls for the authorities if he does not know that the PCs are the attackers.  He would prefer to kill them than have them carted off by the Watch, who would doubtless ask some uncomfortable questions.

Treasure

APL 4:  L:  528 gp  C:  M:  wand of shocking grasp (CL2, 25 charges, 63 gp), scroll of barkskin (13 gp), scroll of deep slumber (with Rapid Spell feat, CL 7-see Appendix; 58 gp), scroll of displacement (31 gp), scroll of lightning bolt (31 gp), scroll of mage armor (2 gp), scroll of phantasmal assailants (CA p. 117, see Appendix; 13 gp), scroll of ray of enfeeblement (CL 3; 6 gp), potion of cure light wounds (4; 4 gp each) 

APL 6:  L:  808 gp  C:  M:  +1 heavy flail (193 gp), wand of shocking grasp (CL2, 25 charges, 63 gp), wand of sound burst (15 charges; 113 gp), scroll of barkskin (13 gp), scroll of deep slumber (with Rapid Spell feat, CL 7-see Appendix; 58 gp), scroll of displacement (31 gp), scroll of lightning bolt (31 gp), scroll of mage armor (2 gp), scroll of phantasmal assailants (CA p. 117, see Appendix; 13 gp), scroll of ray of enfeeblement (CL 3; 6 gp), potion of cure light wounds (4; 4 gp each)

APL 8:  L:  1281 gp  C:  M:  +1 heavy flail (193 gp), +1 full plate (221 gp), ring of protection +1 (167 gp), wand of magic missile (CL 7, 25 charges; 219 gp) wand of shocking grasp (CL2, 25 charges, 63 gp), wand of sound burst (15 charges; 113 gp), scroll of barkskin (13 gp), scroll of deep slumber (with Rapid Spell feat, CL 7-see Appendix; 58 gp), scroll of displacement (31 gp), scroll of lightning bolt (31 gp), scroll of mage armor (2 gp), scroll of phantasmal assailants (CA p. 117, see Appendix; 13 gp), scroll of ray of enfeeblement (CL 3; 6 gp), potion of cure light wounds (4; 4 gp each), potion of protection from chaos (4 gp).

APL 10:   L:  2156 gp  C:  M:  +1 sweeping heavy flail (A&EG, p. 98-see Appendix; 693 gp), +1 full plate (221 gp), circlet of persuasion (375 gp), ring of protection +1 (167 gp), wand of magic missile (CL 7, 25 charges; 219 gp) wand of shocking grasp (CL2, 25 charges, 63 gp), wand of sound burst (15 charges; 113 gp), scroll of barkskin (13 gp), scroll of deep slumber (with Rapid Spell feat, CL 7-see Appendix; 58 gp), scroll of displacement (31 gp), scroll of lightning bolt (31 gp), scroll of mage armor (2 gp), scroll of phantasmal assailants (CA p. 117, see Appendix; 13 gp), scroll of ray of enfeeblement (CL 3; 6 gp), potion of cure light wounds (4; 4 gp each), potion of protection from chaos (4 gp).:

Development:  Should the PCs prove triumphant, they should, if they are thorough, eventually find the secret tunnel in the Wine Cellar and make their way to the Secret Sanctum.  The long, featureless tunnel goes south for quite a way, then ends at a sturdy, but unlocked, wooden door.  Proceed to Encounter 12.

If they don’t find the secret tunnel, or are driven off by the guards and/or the Watch, the Sons of Ulek miss the rendezvous at the Thinking Cap.  The PCs may proceed to “Bootlegger’s Run” if they move before dawn, otherwise, Rax and the Vidkuns cover their tracks and collapse the tunnels.

Encounter Ten:  Office Space

According to Faraday, the Vidkun Shipping offices are located at the head of their private dock, along with their warehouse.  With the tide going out to sea, the docks are quieter than usual, sailors, stevedores and dockhands having taken their shouts and shoves to the inns and taverns across the bay.

A low fence surrounds a small compound ahead, consisting of a pair of warehouses and a single-story office.  The large, painted sign proclaims it to be the Vidkun Trading headquarters.  There is a single guard, snoring on a stool with his feet propped up on a crate.

The guard on duty is soundly asleep; PCs may attempt to sneak by him with a good chance of success (apply a -10 penalty to his Listen check).  

If awakened, whether on purpose or a failed attempt to slip past, the guard shouts for everyone to leave, threatening to call the Watch on anyone who dawdles.  He tries to flee if attacked, but fights if cornered.

Creatures
All APLs (EL ½)


House Guard:  Human War1; hp 9; see Appendix 1.

Treasure

All APLs:  L:  50 gp  C:  0  M:  potion of cure light wounds (2 gp).

The Warehouses

The warehouses are secured with heavy wooden doors, each equipped with an Average ( Open Locks DC 25) lock.

Wooden Doors:  2 in. thick, hardness 5; hp 20; AC 5; Break DC 20.

At the moment, the warehouses contain bolts of cloth, rolled rugs and tapestries, spices, wines, and cured cheeses, all from the distant east.  Each warehouse also contains a hidden vault where the Vidkuns hold over illicit materials until they can be smuggled out.  

The trade good are stacked in huge piles and heaps in each warehouse, with a pair of wide avenues to allow wagons access, and narrower alleys between stacks.  In the northwest corner of each warehouse is a false crate face concealing an iron safe bolted to the floor (Search DC 20+APL).  The safes are lined with lead to defeat divinations, and secured with a pair of Superior locks (Open Locks DC 30)..

Iron Safe:  4 in. thick, hardness 10; hp 120; AC 5; Break DC 35.

The safe in the western warehouse holds several bags of black onyx gemstones, which have been a controlled commodity in the Principality of Ulek ever since the March of the Dead two years ago.  The safe in the eastern warehouse holds several vials of poisons imported from the lands of the Scarlet Brotherhood.

Treasure

APL 4:  L:  0  C:  60 black onyx gems (500 gp)  M:  bloodroot poison (4 doses; 8 gp each)

APL 6:  L:  0  C:  96 black onyx gems (800 gp)  M:  bloodroot poison (4 doses; 8 gp each), blue whinnis poison (4 doses; 10 gp each)

APL 8:  L  0  C:  144 black onyx gems (1200 gp)  M:  bloodroot poison (4 doses; 8 gp each), blue whinnis poison (4 doses; 10 gp each), dark reaver powder poison (4 doses; 25 gp each)

APL 10:  L:  0  C:  252 black onyx gems (2100 gp)  M:  bloodroot poison (4 doses; 8 gp each), blue whinnis poison (4 doses; 10 gp each); dark reaver powder poison (4 doses; 25 gp each), purple worm poison (4 doses; 58 gp each).

The Office

Quintus’ business office is a small building consisting of 3 rooms.  The door is locked with an Average (Open Locks DC 25) lock.

Wooden Doors:  2 in. thick, hardness 5; hp 20; AC 5; Break DC 20.

1:  Reception:  This small room holds a couple of chairs and a tea service.  A small standing desk allows Quintus’ assistant to perform clerical work, but this area is usually used as a waiting area for customers interested in using the Vidkuns’ shipping services.  The walls are decorated with landscapes of far-off locales.  A door allows access to the hallway and the offices beyond.

2:  Toral’s Office:  This plainly-appointed office holds a simple desk, three chairs, and a liquor cabinet.  There are crew listings, ship manifests, and other paperwork of little interest on and in the desk.  Among the bottles and glasses in the liquor cabinet are two potions of lesser restoration that Toral uses if he needs to sober up his brother quickly.

Treasure

All APLs:  L:  0  C:  0  M:  potion of lesser restoration (2; 25 gp each).

3:  Quintus’ Office:  This office is richly appointed, with velvet drapes, fine oak paneling, and furniture crafted in the elven style.  A wine rack fills a nook in the north wall, and conceals a secret door (Search DC 22) leading to a trapdoor and the tunnel below.  A massive desk holds contracts, commodity reports, and other items of little interest.  There is also a fine platinum writing set, and hidden in a small compartment in the arm of chair at the desk (Search DC 24) is a wand of silent charm person Quintus uses when he wants to rush a transaction.

Treasure

All APLs:  L:  0  C:  50 gp  M:  wand of silent charm person (CL 3, 10 charges; 75 gp)  

Encounter Eleven:  Taking the Low Road
As you open the hidden trapdoor, a waft of brackish air caresses your nostrils.  A vertical shaft goes down about 20’.  There appears to be a small pile of sand at the bottom, and it looks like a tunnel leads off to the north.

There is no ladder or other apparent means of descent.  Quintus merely feather falls down when he uses this entrance, while Toral and Unter Rax have no problem making the Jump and Tumble checks to avoid falling damage.  The walls of the shaft are rough, natural stone (Climb DC 20).  The tunnel and the cave beyond are unlit.

The tunnel beyond is 5’ wide and about 8’ high.  Occasional cracks in the walls trickle sea water into the tunnel, leaving the floor under about an inch of water.  Algae grows along the lower half of the walls.

1:  Cloak Room:  About halfway along the tunnel, there is a concealed door in the east wall (Search DC 20+APL).  It slides open to reveal a small room that holds several sets of clothing and a small shelf.  At the moment, there is a noble’s outfit and a traveler’s outfit; Quintus and Toral changed into the monk outfits that are usually kept here on their way to meet Rax.  There is also a small alcove holding 2 potions of cure light wounds and 2 scrolls of spider climb, which Quintus uses to bypass the guardian creatures ahead.  At APLs 6 and 8, a curious earmuff-like contraption rests on a hook, next to 2 more empty hooks (The Vidkuns and Rax use these items for protection against the gibbering mouther; any character who wears one is effectively Deafened).

2:  The Gauntlet:  The tunnel ends in a sheer drop descending about 15’ to black water.  A thicket of barbed iron spikes ring the entrance and exit of this room, meant to prevent the creatures within from climbing into the tunnels.  The room beyond is a large, natural cavern about 30’ from floor to ceiling, which is covered in about 5’ of inky water.  Suspended from the ceiling by thick ropes are a series of 6” wide beams, forming a precarious pathway across the chamber (Balance DC 15 to cross).  Characters who fall off the beams suffer 1d6 normal and 1d6 non-lethal damage, as the water cushions some of the blow.

Medium size creatures in the water may walk at half speed or swim; Small creatures must swim.  The filthy morass provides total concealment to creatures beneath the surface, and conceals the piles of bones left from the guardian monsters’ meals (goats and sheep carried in by Rax).  Any character walking through the water has a 1 in 6 chance of stepping on a sharp bone (treat as caltrops) per round.  Finally, any character who takes piercing or slashing damage (or blood drain) while in the water may contract Filth Fever (Fort DC 12 to resist; see DMG p. 292).

There are also monstrous guardians protecting this route.  Creatures with a Climb speed may attack characters on the beams from the areas marked “X”.  Quintus and Toral usually distract the creatures by tossing a bit of food at them.

On the far side of the chamber is another sheer cliff ringed with spikes (Climb DC 25); the last 5’ of the climb subjects the climber to 1d4 spikes (treat as caltrops, except that rather than suffering reduced speed on a failed Reflex save, the character suffers a -1 penalty to attack rolls and other checks involving the hands).

A sturdy door allows enrance to the Sanctum beyond; it is neither locked nor barred.

Creatures

APL 4 (EL 4)


Carrion Crawler: hp 19; see Monster Manual p. 31.

APL 6 (EL 6)


Gibbering Mouther: hp 42; see Monster Manual p. 126 


Carrion Crawler: hp 19; see Monster Manual p. 31

APL 8 (EL 8)


Gibbering Mouthers (2): hp 42 each; see Monster Manual p. 126


Ochre Jelly:  hp 69; see Monster Manual p. 202

APL 10 (EL 10)


Leechwalker:  hp 97; see Appendix 1

Treasure

All APLs:  L:  0  C:  20 gp; M:  +1 dagger (192 gp), +1 mithral chain shirt (175 gp); Heward’s handy haversack (167 gp), vest of escape (433 gp)

2a:  Ledge:  On the east wall, about 10’ above the floor, is a small ledge, containing the gnawed-on corpse of a hapless agent of the Web, killed while investigating rumors of the Vidkuns being smugglers.  He managed to climb up to the ledge before succumbing to his wounds.  Some of his gear is still useable; he also has a coded journal.

3:  The Purification Room:  This small room holds a pair of straw mats, a barrel of water, and a lit brazier which fills the area with sweet-smelling smoke.  A plain beaded curtain separates the Purification Room from the Sanctum proper.  Stealthy characters may be able to overhear Unter Rax berating Quintus and Toral in Ancient Suloise; characters who can understand that language can gather that he is disappointed in Quintus’ childishly inept murder plot, and that he is rethinking his decision to place so much power in his hands.

Rax, Quintus, and Toral are all distracted (-5 penalty on Spot and Listen checks, but immediately notice any character entering the room (even invisibly) due to the clattering of the beaded curtain as they pass.

Encounter 12:  The Secret Sanctum

Whether the party comes from the Vidkun manor, or the shipping offices, their path eventually takes them here.  

Once the PCs move through the curtains into the Sanctum itself, read or paraphrase the following.

This large, irregular chamber is roughly 80’ across at its widest points.  While the walls and 15’ ceiling are still rough, the floor has been worked smooth.  Smoking torches spaced evenly around the walls provide light, as do the magical glows coming from statues near the east and west walls.

To the east, a small alcove holds a grotesque statue of a demon-faced, bat-eared man holding a flaming sword and fiery whip.

A Knowledge:  Religion check (DC 15) will allow a PC to recognize this as a depiction of Pyremius, Suel deity of fire, murder, and revenge.  Pyremius is also one of the favored gods of the Scarlet Brotherhood.

Directly ahead is a wide, sandy circle, similar to a wrestling ring.  Beyond that is a beaded curtain, much like the one you just passed through.

To the west, a long trench divide the room. It runs into a wider open pit holding a number of posts of varying heights, each about 6” thick.

On the far side of the trench are a pair of statues atop a dais.  They portray a man and woman who exemplify the Suel race:  well-built, with high foreheads, narrow noses, and pointed chins.  Their golden hair shines with a magical glow, as do their sapphire-blue eyes.  The man holds a book on his outstretched palms, while the woman holds a bowl.

Before the dais are three men, who seem to have been arguing before you entered.  The two younger men are almost identical in appearance, with golden hair and classically handsome features.  You last saw that face at the Captain’s Mast, speaking with an admiral while Denara performed.  They are attired in simple monastic robes.

The third man is older, with a shaved head and hawk-like features.  His eyes seem to burn with a crimson flame.  He barks something in an archaic-sounding language, then settles back with his arms folded.  The twins leap to attack!

Characters who speak Ancient Suloise can understand what Unter Rax says:   “You have brought your own punishment upon yourself.  Kill the intruders to prove yourself worthy of your blood!”

A:  Shrine:  A large statue of Pyremius fills this alcove.  It holds a sword and a whip enchanted with continual flame spells in its hands, and a long brazier at its feet hold the ash and slag of burnt offerings.  A secret door is hidden behind the statue (Search DC 22) that leads to the cellars of the Lordship of the Isles embassy.

B:  Wrestling Pit:  This is a broad, shallow bowl, filled with fine sand.  The ring is considered Difficult terrain.

C:  Trench and Poles:  The trench is 5’ across and 10’ deep.  The wider area has a number of poles planted in the floor, their flat tops set at varying heights.  A character may move across the poles at half speed by making a Balance check (DC 15).

D:  Dais:  A pair of handsome statues, enchanted with continual flame spells on their hair and eyes to draw attention to the Suel’s most defining characteristics.  The male statue holds a copy of the Grimoire Arcanamacha, while the woman holds a silver bowl of pure water.

E:  Covered Pits:  These areas are concealed pit traps.  Rax, Quintus, and Toral all know where they are and avoid them, but they may try to lure or push enemies into them.  Note that elves and dwarves passing within 5’ of this trap may notice it with a passive Search check.

Spiked Pit Trap:  CR 2; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 20’ deep (2d6, fall);  pit spikes (Atk +10 melee, 1d4 spikes for 1d4+2 each); Search DC 18; Disable Device 15.  

F:  Strongbox:  A heavy iron safe stands in this corner.  It contains many documents pointing to Scarlet Brotherhood infiltration of the Principality; details of criminal activities and espionage performed through the Mankind First movement; and evidence showing that the Lordship of the Isles embassy is actively involved in smuggling spies and information across the border.  In addition to its Good lock (Open Locks DC 30), the safe is also protected by a fire trap, which destroys the papers inside as well as injuring a would-be thief.

Iron Safe:  4 in. thick, hardness 10; hp 120; AC 5; Break DC 35.

Fire Trap:  CR 3; spell; spell trigger; no reset; spell effect (fire trap, 3rd level druid, 1d4+3 fire, DC 13 Reflex save half damage); Search DC 27; Disable Device DC 27.

Creatures

APL 4 (EL 7)


Quintus Vidkun:  Male human (Suel) Ari1/Sor2; hp 20; see Appendix 1


Toral Vidkun:  Male human (Suel) Swashbuckler2; hp ; see Appendix 1


Unter Rax:  Male human (Suel) Monk2/Ftr2/Favored Soul2; hp ; see Appendix 1

APL 6 (EL 9)

Quintus Vidkun:  Male human (Suel) Ari1/Sor4; hp 30; see Appendix 1


Toral Vidkun:  Male human (Suel) Mnk2/Swashbuckler2; hp ; see Appendix 1


Unter Rax:  Male human (Suel) Monk2/Ftr2/Favored Soul2/Sacred Fist2; hp ; see Appendix 1

APL 8 (EL 11)

Quintus Vidkun:  Male human (Suel) Ari1/Sor6; hp 40; see Appendix 1


Toral Vidkun:  Male human (Suel) Mnk2/Swashbuckler4; hp ; see Appendix 1


Unter Rax:  Male human (Suel) Monk2/Ftr2/Favored Soul2/Sacred Fist4; hp ; see Appendix 1

APL 10

Quintus Vidkun:  Male human (Suel) Ari1/Sor8; hp 50; see Appendix 1


Toral Vidkun:  Male human (Suel) Mnk2/Swashbuckler5/Suel Arcanamach1; hp ; see Appendix 1


Unter Rax:  Male human (Suel) Monk2/Ftr2/Favored Soul2/Sacred Fist6; hp ; see Appendix 1

Treasure
APL 4:  L:  C:  M:  bracers of armor +1 (83 gp), wand of magic missile (CL3, 30 charges; 113 gp)

APL 6:  L:  C:  M:  bracers of armor +1 (83 gp), cloak of resistance +1 (83 gp), wand of magic missile (CL3, 30 charges; 113 gp), wand of ray of enfeeblement (63 gp)

APL 8:  L:  C:  M:  bracers of armor +1 (83 gp), cloak of resistance +1 (83 gp), lesser metamagic rod of silent spell (250 gp), wand of magic missile (CL3, 30 charges; 113 gp), wand of ray of enfeeblement (63 gp)

APL 10:

Development:  If the party finds the secret door behind the statue of Pyremius, they will find it leads to a featureless tunnel that leads east for quite a distance.  It eventually ends at a heavy iron door.  It is barred from the far side.

Should the party make it through the door, they find themselves in a well-stocked wine-cellar.  If they forced their way in, they find themselves at the center of a circle of human guardsmen wearing the colors of the Lordship of the Isles, as well as a pair of dwarves in the uniform of the Adamantine Guard.  Whatever explanations the party offers, they are roughly escorted off the premises (although the Adamantine Guardsman do whisper their interest in hearing the PCs story later).

Heroes who manage to get past the door quietly may sneak about for a bit, soon learning that they are in the Lordship of the Isles embassy.  The implications of a secret tunnel connecting the secret headquarters of a Scarlet Brotherhood cell and the embassy should be obvious.

Appendix One –NPCs

All APLs

 Encounter Nine





House Guard:  Male human War1; CR 1/2; Medium humanoid (human); HD 1d8+1; HP 9; Init +0; Spd 20’; AC 17, touch 10, flat-footed 17 (+5 chain mail, +2 heavy steel shield); BAB/Grp +1/+2; Atk +3 melee (1d8+1/19-20 MW longsword) or +2 ranged (1d10/19-20, heavy crossbow); Full Atk +3 melee (1d8+1/19-20 MW longsword) or +1 ranged (1d10/19-20, heavy crossbow; Space/Reach 5’/5’; AL N; SV Fort +3, Ref +0, Will +0; Str 13, Dex 11, Con 12, Int 10, Wis 10, Cha 8.


Skills and Feats:  Intimidate +3, Listen +4, Spot +4; Alertness, Weapon Focus:  Longsword


Possessions:  MW Longsword, heavy crossbow, 10 MW bolts, chain mail, heavy steel shield, potion of cure light wounds

Physical Description:  A stolid-looking fellow in polished armor and livery, this guard carries himself with the air of a trained soldier.

APL 4

Encounter Seven





Sharp:  Male human Rog1/War1; CR 1; Medium humanoid (human); HD 1d8+1d6+4; HP 16; Init +2; Spd 30’; AC 16, touch 12, flat-footed 14 (+2 Dex, +4 MW chain shirt); BAB/Grp +1/+1; Atk +2 melee (1d6/x2 nonlethal, MW sap) or +3 ranged (1d4/19-20, hand crossbow); Full Atk +2 melee (1d6/x2 nonlethal, MW sap) or +3 ranged (1d4/19-20, hand crossbow); Space/Reach 5’/5’; SA sneak attack +1d6; SQ trapfinding; AL NE; SV Fort +5, Ref +5, Will +0; Str 10, Dex 15, Con 14, Int 13, Wis 8, Cha 12.


Skills and Feats:  Bluff +5, Diplomacy +5, Escape Artist +5, Gather Information +5, Intimidate +5, Jump +3, Listen +3, Profession:  Soldier +3, Sleight of Hand +5, Spot +3, Tumble +5; Combat Expertise, Improved Feint


Possessions:  MW sap, hand crossbow, 10 bolts, MW chain shirt, cloak of resistance +1, potion of invisibility.


Physical Description:  A slender human of mixed descent, wearing an old Royal Army cloak over a new set of plain clothes.  Haggard eyes and a wan complexion hint at hard times that recent prosperity has yet to erase.

Thug:  Male half-orc Bbn1/War1; CR1; Medium humanoid (orc); HD 1d12+1d8+4; HP 19; Init +1; Spd 30’; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 MW breastplate); BAB/Grp +2/+5; Atk +6 melee (1d12+4/x3, MW greataxe); Full Atk +6 melee (1d12+4/x3, MW greataxe); Space/Reach 5’/5’; SA rage; SQ darkvision 60’, fast movement; AL CE; SV Fort +6, Ref +1, Will +1; Str 17, Dex 13, Con 14, Int 6, Wis 12, Cha 8.


Skills and Feats:  Handle Animal +4, Intimidate +4; Power Attack.


Possessions:  MW greataxe, MW breastplate, potion of cure moderate wounds

Physical Description:  A stereotypical example of a half-orc who has succumbed to his bestial side, this thuggish individual is unkempt, muscle-bound, and scarred.  He wears a cheap suit of gaudy clothing and wears several ostentatious rings and necklaces.

Encounter Nine





Hyneral:  Male human (Suel) Exp1/Rog1; CR 1; Medium humanoid (human); HD 2d6+2; HP 12; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +4 mage armor, +2 natural); BAB/Grp +0/-1; Atk -1 melee (1d4-1/19-20 dagger) or +1 ranged (1d4-1/19-20, dagger); Full Atk -1 melee (1d4-1/19-20 dagger) or +1 ranged (1d4-1/19-20, dagger); Space/Reach 5’/5’; SA sneak attack +1d6; AL LE; SV Fort +1, Ref +3, Will +2; Str 8, Dex 13, Con 12, Int 14, Wis 10, Cha 15.


Skills and Feats:  Bluff +7, Decipher Script +7, Diplomacy +9, Gather Information +7, Knowledge:  Local +7, Profession:  Lawyer +5, Sense Motive +5, Spellcraft +9, Use Magic Device +12; Magical Aptitude, Skill Focus:  Use Magic Device


Possessions:  dagger, wand of shocking grasp (25 charges, CL2), scroll of barkskin (CL3), scroll of deep slumber (with Rapid Spell feat; CL 7); scroll of displacement (CL5), scroll of lightning bolt (CL5), scroll of mage armor (CL1), scroll of phantasmal assailant (CL3), scroll of ray of enfeeblement (CL3), potion of cure light wounds

Physical Description:  A pale-skinned, slender man with thinning blonde hair and piercing blue eyes.  Hyneral wears plainly cut but well-made professional garb.


Tactics:  Hyneral attempts to use his store of magical devices in combat, preferring to use his wand of shocking grasp on a flanked enemy.  He has successfully activated his wand of shocking grasp in the past, so he gains an additional +2 on his Use Magic Device checks to operate it.  Hyneral’s study of Spellcraft and Decipher Script grant him an additional +4 bonus to activate scrolls.  He has already used scrolls of mage armor and barkskin on himself before he meets the party.

Kiberk:  Male human (Oeridian) Ftr3; CR3; Medium humanoid (human); HD 3d10+6; HP 28; Init +1; Spd 20’; AC 19, touch 11, flat-footed 18 (+1 Dex, +8 MW full plate); BAB/Grp +3/+5; Atk +7 melee (1d10+3/19-20, MW heavy flail) or +5 melee (1d6+2/x2, armor spikes) or +4 ranged (1d10/19-20, heavy crossbow); Full Atk +7 melee (1d10+3/19-20, MW heavy flail) or +5 melee (1d6+2/x2, armor spikes) or +4 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; AL LE; SV Fort +5, Ref +2, Will +1; Str 15, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats:  Diplomacy +3, Intimidate +5, Profession:  Merchant +6, Ride +7; Combat Expertise, Improved Disarm, Improved Trip, Weapon Focus:  Heavy Flail.


Possessions:  MW cold iron heavy flail (x2), heavy crossbow, 10 bolts, MW spiked full plate, potion of cure light wounds

Physical Description:  A tall man in an imposing suit of black spiked armor, he wears a blood-red tabard displaying the clenched fist and arrows of Hextor.  He swings a massive black flail with an easy grace.


Tactics:  Kiberk prefers to fight in confined areas where only one foe can reach him at a time.  A favored tactic is to trip his enemy, then use his free attack to disarm them while they are at a disadvantage.  If he is encountered on the second floor, he will risk an AoO to bull-rush an opponent over the rail (this provides the defender a +2 circumstance bonus to the opposed check), causing them to fall 20’.

Encounter Twelve





Quintus Vidkun:  Male human Ari1/Sor2; CR 2; Medium humanoid (human); HD 1d8+2d4+6; hp 20; Init +1, Spd 30’, climb 20’; AC 12, touch 11, flat-footed 11 (+1 Dex, +1 bracers of armor); BAB/Grp +1/+1; Atk +2 melee (1d6/18-20, MW rapier); Full Atk +2 melee (1d6/18-20, MW rapier); Space/Reach 5’/5’; SA spells; AL NE; SV Fort +2, Ref +1, Will +4; Str 10, Dex 13, Con 14, Int 12, Wis 8, Cha 15.


Skills and Feats:  Bluff +9, Concentration +8, Diplomacy +8, Gather Information +6, Intimidate +10, Knowledge:  Local (Sheldomar Valley) +4, Profession:  Merchant +4; Greater Spell Focus:  Enchantment, Persuasive, Spell Focus:  Enchantment.


Sorcerer Spells Known (6/5, base DC= 12+spell level; Enchantment DC=14+spell level):  0-daze, detect magic, prestidigitation, ray of frost, resistance; 1st- hypnotism, sleep


Possessions:  monk’s outfit, MW rapier, bracers of armor +1, wand of magic missile (CL 3, 30 charges), potion of cure light wounds


Description:  A tall, handsome, well-built man with golden hair and blue eyes.  His lip curls in a sneer of derision.


Tactics:  Quintus is still under the effects of a spider climb spell he read from a scroll to get past the Gauntlet.  He prefers to move along the ceiling over one of the pits (preferable a hidden one) and attack with is spells and wand.

Toral Vidkun:  Male human (Suel) swashbuckler 2; CR 2; medium humanoid (human); HD 2d10+4; hp 20; Init +2; Spd 30’; AC 18, touch 12, flat-footed 16 (+2 Dex, +5 +1 chain shirt, +1 MW bucker); BAB/Grp +2/+2; Atk +6 melee (2d4, MW spiked chain); Full Atk +6 melee (2d4, MW spiked chain); Space/Reach 5’/10’; AL LN; SV Fort +5, Ref +3, Will +1; Str 10, Dex 14, Con 14, Int 13, Wis 12, Cha 12.  CW, p. 11


Skills & Feats:  Balance +8, Climb +4, Jump +6, Profession:  Sailor +6, Swim +3, Tumble +6; Exotic Weapon Proficiency:  Spiked Chain, Weapon Finesse, Weapon Focus:  Spiked Chain


Possessions:  MW spiked chain, shortsword, +1 chain shirt, MW buckler, potion of cure light wounds

Description:  A tall, handsome, well-built man with nearly-white hair and blue eyes.  His face is ruddy from sea and sun.


Tactics:  Toral attempts to use the features of the room to his advantage, attacking across pits, balancing on poles, and otherwise putting an obstacle between himself and enemies so he can take full advantage of his superior reach.

Unter Rax:  Male human (Suel) mnk2/ftr2/favored soul2 (Pyremius); CR 6; medium humanoid (human); 2d10+4d8+12; hp 47; Init +2; Spd 30’; AC 18, touch 12, flat-footed 16 (+2 Dex, +6 +1glamered mithral breastplate); BAB/Grp +4/+6; Atk +6 melee (1d6+2/x2, unarmed strike); Full Atk +6 melee (1d6+2/x2, unarmed strike); Space/Reach 5’/5’; SA spells; SQ evasion; AL LE; SV Fort +11, Ref +8, Will +6; Str 15, Dex 14, Con 14, Int 10, Wis 10, Cha 14. CD p. 7


Skills & Feats:  Balance +8, Climb +5, Concentration +5, Diplomacy +6, Jump +10, Knowledge:  Religion +8, Tumble +13; Combat Casting, Combat Reflexes, Flying Kick (CW) Improved Bull Rush, Improved Unarmed Strike, Power Attack, Roundabout Kick (CW), Stunning Fist


Favored Soul Spells Known:  (6/5, base DC=10+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, resistance; 1st-cure light wounds, entropic shield, protection from good


Possessions:  +1 glamered mithril breastplate, potion of bull’s strength, potion of bear’s endurance, potion of cure moderate wounds


Tactics:  Unter Rax is content to merely observe how his pupils fair against these interlopers.  After the first round, he readies to attack anyone who engages him, charging in with a flying kick.  Otherwise, he moves to melee when one of the twins falls, as that is a sign that the intruders are worthy opponents.


Description:  A broad-shouldered, bald-headed man of early middle years, clad in simple robes.  His eyes gleam brightly in the reddish light of the torches.

APL 6

Encounter Seven





Sharp:  Male human Rog2/War1; CR 2; Medium humanoid (human); HD 1d8+2d6+6; HP 22; Init +2; Spd 30’; AC 17, touch 12, flat-footed 15 (+2 Dex, +5 +1 chain shirt); BAB/Grp +2/+2; Atk +5 melee (1d6/x2 nonlethal, MW sap) or +4 ranged (1d4/19-20, hand crossbow); Full Atk +5 melee (1d6/x2 nonlethal, MW sap) or +4 ranged (1d4/19-20, hand crossbow); Space/Reach 5’/5’; SA sneak attack +1d6; SQ evasion, trapfinding; AL NE; SV Fort +5, Ref +6, Will +0; Str 10, Dex 15, Con 14, Int 13, Wis 8, Cha 12.


Skills and Feats:  Bluff +6, Diplomacy +8, Escape Artist +6, Gather Information +6, Intimidate +8, Jump +6, Listen +4, Profession:  Soldier +3, Sleight of Hand +8, Spot +4, Tumble +8; Combat Expertise, Improved Feint, Weapon Finesse


Possessions:  MW sap, hand crossbow, 10 bolts, +1 chain shirt, cloak of resistance +1,  potion of cure moderate wounds, potion of invisibility.


Physical Description:  A slender human of mixed descent, wearing an old Royal Army cloak over a new set of plain clothes.  Haggard eyes and a wan complexion hint at hard times that recent prosperity has yet to erase.

Thug:  Male half-orc Bbn2/War1; CR2; Medium humanoid (orc); HD 2d12+1d8+6; HP 28; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +3/+6; Atk +7 melee (1d12+4/x3, MW greataxe); Full Atk +7 melee (1d12+4/x3, MW greataxe); Space/Reach 5’/5’; SA rage; SQ darkvision 60’, fast movement, uncanny dodge; AL CE; SV Fort +7, Ref +1, Will +3; Str 17, Dex 13, Con 14, Int 6, Wis 12, Cha 8.


Skills and Feats:  Handle Animal +5, Intimidate +5; Iron Will, Power Attack


Possessions:  MW greataxe, +1 breastplate, potion of bull’s strength, potion of cure moderate wounds

Physical Description:  A stereotypical example of a half-orc who has succumbed to his bestial side, this thuggish individual is unkempt, muscle-bound, and scarred.  He wears a cheap suit of gaudy clothing and wears several ostentatious rings and necklaces.

Encounter Nine





Hyneral:  Male human (Suel) Exp1/Rog3; CR 3; Medium humanoid (human); HD 4d6+4; HP 22; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +4 mage armor, +2 natural); BAB/Grp +2/+1; Atk +1 melee (1d4-1/19-20 dagger) or +3 ranged (1d4-1/19-20, dagger); Full Atk +1 melee (1d4-1/19-20 dagger) or +3 ranged (1d4-1/19-20, dagger); Space/Reach 5’/5’; SA sneak attack +2d6; SQ evasion, trap sense +1; AL LE; SV Fort +2, Ref +4, Will +3; Str 8, Dex 13, Con 12, Int 14, Wis 10, Cha 16.


Skills and Feats:  Bluff +10, Decipher Script +9, Diplomacy +12, Gather Information +10, Knowledge:  Local +9, Profession:  Lawyer +7, Sense Motive +7, Spellcraft +11, Use Magic Device +15; Combat Expertise, Magical Aptitude, Skill Focus:  Use Magic Device


Possessions:  dagger, wand of shocking grasp (25 charges, CL2), wand of sound burst (CL 3, 15 charges), scroll of barkskin (CL3), scroll of deep slumber (with Rapid Spell feat; CL 7); scroll of displacement (CL5), scroll of lightning bolt (CL5), scroll of mage armor (CL1), scroll of phantasmal assailant (CL3), scroll of ray of enfeeblement (CL3), potion of cure light wounds

Physical Description:  A pale-skinned, slender man with thinning blonde hair and piercing blue eyes.  Hyneral wears plainly cut but well-made professional garb.


Tactics:  Hyneral attempts to use his store of magical devices in combat, preferring to use his wand of shocking grasp on a flanked enemy.  He has successfully activated his wands in the past, so he gains an additional +2 on his Use Magic Device checks to operate them.  Hyneral’s study of Spellcraft and Decipher Script grant him an additional +4 bonus to activate scrolls.  He has already used scrolls of mage armor and barkskin on himself before he meets the party.

Kiberk:  Male human (Oeridian) Ftr5; CR5; Medium humanoid (human); HD 5d10+10; HP 44; Init +1; Spd 20’; AC 19, touch 11, flat-footed 18 (+1 Dex, +8 MW full plate); BAB/Grp +5/+8; Atk +10 melee (1d10+7/19-20, +1 heavy flail) or +8 melee (1d6+2/x2, armor spikes) or +6 ranged (1d10/19-20, heavy crossbow); Full Atk +10 melee (1d10+7/19-20, +1 heavy flail) or +8 melee (1d6+2/x2, armor spikes) or +6 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; AL LE; SV Fort +6, Ref +2, Will +1; Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats:  Diplomacy +4, Intimidate +7, Profession:  Merchant +8, Ride +9; Combat Expertise, Improved Disarm, Improved Trip, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail.


Possessions:  +1 heavy flail, MW cold iron heavy flail, heavy crossbow, MW spiked full plate, potion of cure light wounds

Physical Description:  A tall man in an imposing suit of black spiked armor, he wears a blood-red tabard displaying the clenched fist and arrows of Hextor.  He swings a massive black flail with an easy grace.


Tactics:  Kiberk prefers to fight in confined areas where only one foe can reach him at a time.  A favored tactic is to trip his enemy, then use his free attack to disarm them while they are at a disadvantage.  If he is encountered on the second floor, he will risk an AoO to bull-rush an opponent over the rail (this provides the defender a +2 circumstance bonus to the opposed check), causing them to fall 20’.
Encounter Twelve





Quintus Vidkun:  Male human Ari1/Sor4; CR 4; Medium humanoid (human); HD 1d8+4d4+10; hp 30; Init +1, Spd 30’, climb 20’; AC 12, touch 11, flat-footed 11 (+1 Dex, +1 bracers of armor); BAB/Grp +2/+2; Atk +3 melee (1d6/18-20, MW rapier); Full Atk +3 melee (1d6/18-20, MW rapier); Space/Reach 5’/5’; SA spells; AL NE; SV Fort +4, Ref +3, Will +6; Str 10, Dex 13, Con 14, Int 12, Wis 8, Cha 16.


Skills and Feats:  Bluff +12, Concentration +10, Diplomacy +11, Gather Information +7, Intimidate +11, Knowledge:  Local (Sheldomar Valley) +4, Profession:  Merchant +6; Greater Spell Focus:  Enchantment, Persuasive, Spell Focus:  Enchantment.


Sorcerer Spells Known (6/7/4, base DC= 13+spell level; Enchantment DC=15+spell level):  0-daze, detect magic, light, prestidigitation, ray of frost, resistance; 1st- charm person, hypnotism, sleep; 2nd-Tasha’s hideous laughter


Possessions:  monk’s outfit, MW rapier, bracers of armor +1, cloak of resistance +1, wand of magic missile (CL 3, 30 charges), wand of ray of enfeeblement, potion of cure light wounds


Description:  A tall, handsome, well-built man with golden hair and blue eyes.  His lip curls in a sneer of derision.


Tactics:  Quintus is still under the effects of a spider climb spell he read from a scroll to get past the Gauntlet.  He prefers to move along the ceiling over one of the pits (preferable a hidden one) and attack with is spells and wand.

Toral Vidkun:  Male human (Suel) mnk2/swashbuckler 2; CR 4; medium humanoid (human); HD 2d10 +2d8+8; hp 34; Init +2; Spd 30’; AC 19, touch 14, flat-footed 17 (+2 Dex, +1 Wis, +1 natural, +1 deflection, +4 mage armor); BAB/Grp +3/+3; Atk +5 melee (1d6/x2, unarmed strike) or +6 ranged (1d2/x2, MW shuriken); Full Atk +3/+3 melee (1d6/x2, unarmed strike) or +4/+4 (1d2/x2, MW shuriken); Space/Reach 5’/5’; SA:  flurry of blows; SQ evasion AL LN; SV Fort +8, Ref +6, Will +3; Str 10, Dex 14, Con 14, Int 14, Wis 12, Cha 12.  CW, p. 11


Skills & Feats:  Balance +11, Climb +7, Jump +9, Profession:  Sailor +9, Swim +7, Tumble +11; Combat Expertise, Deflect Arrows, Dodge, Improved Unarmed Strike, Mobility, Stunning Fist, Weapon Finesse


Possessions:  10 MW shuriken, amulet of natural armor, ring of protection +1, potion of cure light wounds, potion of enlarge person (x2), potion of mage armor


Description:  A tall, handsome, well-built man with nearly-white hair and blue eyes.  His face is ruddy from sea and sun.


Tactics:  Toral attempts to use the features of the room to his advantage, attacking across pits, balancing on poles, and otherwise moving around to keep obstacles between himself and enemies to take full advantage of his superior reach.

Unter Rax:  Male human (Suel) mnk2/ftr2/favored soul2/sacred fist 2 (Pyremius); CR 8; medium humanoid (human); 2d10+6d8+16; hp 61; Init +2; Spd 30’; AC 19, touch 13, flat-footed 17 (+2 Dex, +1 misc, +6 +1glamered mithral breastplate); BAB/Grp +6/+10; Atk +10 melee (1d8+4/x2, unarmed strike); Full Atk +10/+5 melee (1d8+4/x2, unarmed strike); Space/Reach 5’/5’; SA spells; SQ evasion; AL LE; SV Fort +14, Ref +11, Will +6; Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 14. CD p. 7


Skills & Feats:  Balance +10, Climb +5, Concentration +9, Diplomacy +6, Jump +14, Knowledge:  Religion +8, Tumble +15; Combat Casting, Combat Reflexes, Flying Kick (CW) Improved Bull Rush, Improved Unarmed Strike, Power Attack, Roundabout Kick (CW), Stunning Fist


Favored Soul Spells Known:  (6/7/4, base DC=10+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, light, resistance; 1st-cure light wounds, divine favor entropic shield, protection from good; 2nd-aid, resist energy, silence


Possessions:  +1 glamered mithril breastplate, gauntlets of ogre power, potion of bear’s endurance, potion of cure moderate wounds


Tactics:  Unter Rax is content to merely observe how his pupils fair against these interlopers.  After the first round, he readies to attack anyone who engages him, charging in with a flying kick.  Otherwise, he moves to melee when one of the twins falls, as that is a sign that the intruders are worthy opponents.


Description:  A broad-shouldered, bald-headed man of early middle years, clad in simple robes.  His eyes gleam brightly in the reddish light of the torches.

APL 8

Encounter Seven





Sharp:  Male human Rog4/War1; CR 4; Medium humanoid (human); HD 1d8+4d6+10; HP 34; Init +3; Spd 30’; AC 18, touch 13, flat-footed 15 (+3 Dex, +5 +1 chain shirt); BAB/Grp +4/+4; Atk +8 melee (1d6+1/x2 nonlethal, +1 sap) or +7 ranged (1d4/19-20, hand crossbow); Full Atk +8 melee (1d6+1/x2 nonlethal, +1 sap) or +7 ranged (1d4/19-20, hand crossbow); Space/Reach 5’/5’; SA sneak attack +2d6; SQ evasion, trapfinding, trap sense +1, uncanny dodge; AL NE; SV Fort +6, Ref +8, Will +1; Str 10, Dex 16, Con 14, Int 13, Wis 8, Cha 12.


Skills and Feats:  Bluff +8, Diplomacy +10, Escape Artist +9, Gather Information +8, Intimidate +10, Jump +8, Listen +6, Profession:  Soldier +3, Sleight of Hand +11, Spot +6, Tumble +11; Combat Expertise, Improved Feint, Weapon Finesse


Possessions:  +1 sap, hand crossbow, 10 bolts, +1 chain shirt, cloak of resistance +1,  potion of cure moderate wounds, potion of invisibility.


Physical Description:  A slender human of mixed descent, wearing an old Royal Army cloak over a new set of plain clothes.  Haggard eyes and a wan complexion hint at hard times that recent prosperity has yet to erase.

Thug:  Male half-orc Bbn4/War1; CR4; Medium humanoid (orc); HD 4d12+1d8+10; HP 46; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +5/+9; Atk +10 melee (1d12+7/x3, +1 greataxe); Full Atk +10 melee (1d12+7/x3, +1 greataxe); Space/Reach 5’/5’; SA rage 2/day; SQ darkvision 60’, fast movement, trap sense +1, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will +4; Str 18, Dex 13, Con 14, Int 6, Wis 12, Cha 8.


Skills and Feats:  Handle Animal +7, Intimidate +7; Iron Will, Power Attack


Possessions:  +1 greataxe, +1 breastplate, potion of bull’s strength, potion of cure moderate wounds

Physical Description:  A stereotypical example of a half-orc who has succumbed to his bestial side, this thuggish individual is unkempt, muscle-bound, and scarred.  He wears a cheap suit of gaudy clothing and wears several ostentatious rings and necklaces.

Encounter Nine





Hyneral:  Male human (Suel) Exp1/Rog5; CR 5; Medium humanoid (human); HD 6d6+6; HP 32; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +4 mage armor, +2 natural); BAB/Grp +3/+2; Atk +2 melee (1d4-1/19-20 dagger) or +4 ranged (1d4-1/19-20, dagger); Full Atk +2 melee (1d4-1/19-20 dagger) or +4 ranged (1d4-1/19-20, dagger); Space/Reach 5’/5’; SA sneak attack +3d6; SQ evasion, trap sense +1, uncanny dodge; AL LE; SV Fort +2, Ref +5, Will +3; Str 8, Dex 13, Con 12, Int 14, Wis 10, Cha 16.


Skills and Feats:  Bluff +12, Decipher Script +11, Diplomacy +14, Gather Information +12, Knowledge:  Local +11, Profession:  Lawyer +9, Sense Motive +9, Spellcraft +13, Use Magic Device +17; Combat Expertise, Improved Feint, Magical Aptitude, Skill Focus:  Use Magic Device


Possessions:  dagger, wand of magic missile (25 charges, CL 7), wand of shocking grasp (25 charges, CL2), wand of sound burst (CL 3, 15 charges), scroll of barkskin (CL3), scroll of deep slumber (with Rapid Spell feat; CL 7); scroll of displacement (CL5), scroll of lightning bolt (CL5), scroll of mage armor (CL1), scroll of phantasmal assailant (CL3), scroll of ray of enfeeblement (CL3), potion of cure light wounds

Physical Description:  A pale-skinned, slender man with thinning blonde hair and piercing blue eyes.  Hyneral wears plainly cut but well-made professional garb.


Tactics:  Hyneral attempts to use his store of magical devices in combat, preferring to use his wand of shocking grasp on a flanked enemy.  He has successfully activated his wands in the past, so he gains an additional +2 on his Use Magic Device checks to operate them.  Hyneral’s study of Spellcraft and Decipher Script grant him an additional +4 bonus to activate scrolls.  He has already used scrolls of mage armor and barkskin on himself before he meets the party.

Kiberk:  Male human (Oeridian) Ftr7; CR7; Medium humanoid (human); HD 7d10+14; HP 60; Init +1; Spd 20’; AC 21, touch 12, flat-footed 19 (+1 Dex, +1 deflection, +9 +1 full plate); BAB/Grp +7/+10; Atk +12 melee (1d10+7/19-20, +1 heavy flail) or +10 melee (1d6+2/x2, armor spikes) or +8 ranged (1d10/19-20, heavy crossbow); Full Atk +12/+7 melee (1d10+7/19-20, +1 heavy flail) or +10/+5 melee (1d6+2/x2, armor spikes) or +8 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; AL LE; SV Fort +7, Ref +3, Will +2; Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats:  Diplomacy +5, Intimidate +9, Profession:  Merchant +10, Ride +11; Combat Expertise, Improved Disarm, Improved Sunder, Improved Trip, Power Attack, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail.


Possessions:  +1 heavy flail, MW cold iron heavy flail, heavy crossbow, MW spiked full plate, potion of cure light wounds, potion of protection from chaos

Physical Description:  A tall man in an imposing suit of black spiked armor, he wears a blood-red tabard displaying the clenched fist and arrows of Hextor.  He swings a massive black flail with an easy grace.


Tactics:  Kiberk prefers to fight in confined areas where only one foe can reach him at a time.  A favored tactic is to trip his enemy, then use his free attack to disarm them or sunder their weapon while they are at a disadvantage.  If he is encountered on the second floor, he will risk an AoO to bull-rush an opponent over the rail (this provides the defender a +2 circumstance bonus to the opposed check), causing them to fall 20’.

Encounter Twelve





Quintus Vidkun:  Male human Ari1/Sor6; CR 6; Medium humanoid (human); HD 1d8+6d4+14; hp 40; Init +1, Spd 30’, climb 20’; AC 12, touch 11, flat-footed 11 (+1 Dex, +1 bracers of armor); BAB/Grp +3/+3; Atk +4 melee (1d6/18-20, MW rapier); Full Atk +4 melee (1d6/18-20, MW rapier); Space/Reach 5’/5’; SA spells; AL NE; SV Fort +5, Ref +4, Will +7; Str 10, Dex 13, Con 14, Int 12, Wis 8, Cha 16.


Skills and Feats:  Bluff +14, Concentration +12, Diplomacy +13, Gather Information +7, Intimidate +11, Knowledge:  Local (Sheldomar Valley) +4, Profession:  Merchant +8; Greater Spell Focus:  Enchantment, Persuasive, Point Blank Shot, Spell Focus:  Enchantment.


Sorcerer Spells Known (6/7/6/4, base DC= 13+spell level; Enchantment DC=15+spell level):  0-daze, detect magic, detect poison, light, prestidigitation, ray of frost, resistance; 1st- charm person, grease, hypnotism,  sleep; 2nd-scorching ray, Tasha’s hideous laughter; 3rd-ray of exhaustion


Possessions:  monk’s outfit, MW rapier, bracers of armor +1, cloak of resistance +1, lesser metamagic rod of silent spell, wand of magic missile (CL 3, 30 charges), wand of ray of enfeeblement, potion of cure light wounds


Description:  A tall, handsome, well-built man with golden hair and blue eyes.  His lip curls in a sneer of derision.


Tactics:  Quintus is still under the effects of a spider climb spell he read from a scroll to get past the Gauntlet.  He prefers to move along the ceiling over one of the pits (preferable a hidden one) and attack with is spells and wand.

Toral Vidkun:  Male human (Suel) mnk2/swashbuckler 4; CR 6; medium humanoid (human); HD 4d10 +2d8+12; hp 50; Init +2; Spd 40’; AC 19, touch 14, flat-footed 17 (+2 Dex, +1 Wis, +1 natural, +1 deflection, +4 mage armor); BAB/Grp +5/+5; Atk +7 melee (1d6+2/x2, unarmed strike) or +8 ranged (1d2/x2, MW shuriken); Full Atk +5/+5 melee (1d6+2/x2, unarmed strike) or +6/+6 (1d2/x2, MW shuriken); Space/Reach 5’/5’; SA:  flurry of blows, insightful strike; SQ evasion AL LN; SV Fort +9, Ref +7, Will +4; Str 10, Dex 14, Con 14, Int 14, Wis 12, Cha 12.  CW p. 11


Skills & Feats:  Balance +13, Climb +9, Jump +20, Profession:  Sailor +11, Swim +9, Tumble +13; Combat Expertise, Deflect Arrows, Dodge, Improved Unarmed Strike, Mobility, Spring Attack, Stunning Fist, Weapon Finesse


Insightful Strike (Ex):  At 3rd level, a swashbuckler becomes able to place her finesse attacks where they deal greater damage.  She applies her Intelligence bonus (if any) as a bonus on damage rolls (in addition to any Strength bonus she may have) with any light weapon, as well as any other weapon that can be used with Weapon Finesse, such as a rapier, whip, or spiked chain.  Targets immune to sneak attacks or critical hits are immune to the swashbuckler’s insightful strike.  A swashbuckler cannot use this ability when wearing medium or heavy armor or when carrying a medium or heavy load.


Possessions:  10 MW shuriken, boots of striding and springing, amulet of natural armor, ring of protection +1, potion of cure light wounds, potion of enlarge person (x2), potion of mage armor


Description:  A tall, handsome, well-built man with nearly-white hair and blue eyes.  His face is ruddy from sea and sun.


Tactics:  Toral attempts to use the features of the room to his advantage, attacking across pits, balancing on poles, and otherwise moving around to keep obstacles between himself and enemies to take full advantage of his superior mobility.

Unter Rax:  Male human (Suel) mnk2/ftr2/favored soul2/sacred fist 4 (Pyremius); CR 10; medium humanoid (human); 2d10+8d8+16; hp 75; Init +2; Spd 40’; AC 19, touch 13, flat-footed 17 (+2 Dex, +1 misc, +6 +1glamered mithral breastplate); BAB/Grp +8/+12; Atk +12 melee (1d8+4/x2, unarmed strike); Full Atk +12/+7 melee (1d8+4/x2, unarmed strike); Space/Reach 5’/5’; SA sacred flames, spells; SQ evasion; AL LE; SV Fort +16, Ref +14, Will +8; Str 18, Dex 14, Con 14, Int 10, Wis 10, Cha 14. CD p. 7


Skills & Feats:  Balance +12, Climb +7, Concentration +11, Diplomacy +8, Jump +14, Knowledge:  Religion +8, Tumble +17; Combat Casting, Combat Reflexes, Deflect Arrows, Flying Kick (CW) Improved Bull Rush, Improved Unarmed Strike, Power Attack, Roundabout Kick (CW), Stunning Fist


Sacred Flames (Su):  At 4th level, a sacred fist may use a standard action to invoke sacred flames around his hands and feet.  These flames add to the sacred fist’s unarmed damage.  The additional damage is equal to the sacred fist’s class level plus Wisdom modifier (if any).  Half the damage is fire damage (round up), and the rest sacred energy and thus not subject to effects that reduce fire damage.  The sacred flames last 1 minute and can be invoked once per day.  At 8th level, a sacred fist can invoke sacred flames twice per day.

Favored Soul Spells Known:  (6/7/5, base DC=10+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, light, resistance; 1st-cure light wounds, divine favor, entropic shield, protection from good, shield of faith; 2nd-aid, resist energy, silence


Possessions:  +1 glamered mithril breastplate, armbands of might (CV), cloak of resistance +1, gauntlets of ogre power, potion of bear’s endurance, potion of cure moderate wounds, potion of haste


Tactics:  Unter Rax is content to merely observe how his pupils fair against these interlopers.  After the first round, he readies to attack anyone who engages him, charging in with a flying kick.  Otherwise, he moves to melee when one of the twins falls, as that is a sign that the intruders are worthy opponents.


Description:  A broad-shouldered, bald-headed man of early middle years, clad in simple robes.  His eyes gleam brightly in the reddish light of the torches.

APL 10

Encounter Seven





Sharp:  Male human Rog6/War1; CR 6; Medium humanoid (human); HD 1d8+6d6+14; HP 46; Init +8; Spd 30’; AC 19, touch 14, flat-footed 15 (+4 Dex, +5 +1 chain shirt); BAB/Grp +5/+5; Atk +10 melee (1d6+1/x2 nonlethal, +1 sap) or +9 ranged (1d4/19-20, hand crossbow); Full Atk +10 melee (1d6+1/x2 nonlethal, +1 sap) or +9 ranged (1d4/19-20, hand crossbow); Space/Reach 5’/5’; SA sneak attack +3d6; SQ evasion, trapfinding, trap sense +2, uncanny dodge; AL NE; SV Fort +7, Ref +10, Will +2; Str 10, Dex 18, Con 14, Int 13, Wis 8, Cha 12.


Skills and Feats:  Bluff +10, Diplomacy +12, Escape Artist +12, Gather Information +10, Intimidate +12, Jump +10, Listen +8, Profession:  Soldier +3, Sleight of Hand +14, Spot +8, Tumble +14; Combat Expertise, Improved Feint, Improved Initiative, Weapon Finesse


Possessions:  +1 sap, hand crossbow, 10 bolts, +1 chain shirt, cloak of resistance +1, gloves of dexterity +2, potion of cure moderate wounds, potion of invisibility.


Physical Description:  A slender human of mixed descent, wearing an old Royal Army cloak over a new set of plain clothes.  Haggard eyes and a wan complexion hint at hard times that recent prosperity has yet to erase.

Thug:  Male half-orc Bbn6/War1; CR6; Medium humanoid (orc); HD 6d12+1d8+21; HP 71; Init +1; Spd 30’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +7/+11; Atk +12 melee (1d12+7/x3, +1 greataxe); Full Atk +12/+7 melee (1d12+7/x3, +1 greataxe); Space/Reach 5’/5’; SA rage 2/day; SQ darkvision 60’, fast movement, improved uncanny dodge, trap sense +2; AL CE; SV Fort +10, Ref +3, Will +5; Str 18, Dex 13, Con 16, Int 6, Wis 12, Cha 8.


Skills and Feats:  Handle Animal +9, Intimidate +9; Improved Overrun, Iron Will, Power Attack


Possessions:  +1 greataxe, +1 breastplate, periapt of health +2, potion of bull’s strength, potion of cure moderate wounds

Physical Description:  A stereotypical example of a half-orc who has succumbed to his bestial side, this thuggish individual is unkempt, muscle-bound, and scarred.  He wears a cheap suit of gaudy clothing and wears several ostentatious rings and necklaces.

Encounter Nine





Hyneral:  Male human (Suel) Exp1/Rog7; CR 7; Medium humanoid (human); HD 8d6+8; HP 42; Init +4; Spd 30’; AC 18, touch 12, flat-footed 16 (+2 Dex, +4 mage armor, +2 natural); BAB/Grp +5/+4; Atk +4 melee (1d4-1/19-20 dagger) or +7 ranged (1d4-1/19-20, dagger); Full Atk +4 melee (1d4-1/19-20 dagger) or +7 ranged (1d4-1/19-20, dagger); Space/Reach 5’/5’; SA sneak attack +4d6; SQ evasion, trap sense +2, uncanny dodge; AL LE; SV Fort +3, Ref +7, Will +4; Str 8, Dex 14, Con 12, Int 14, Wis 10, Cha 16.


Skills and Feats:  Bluff +17, Decipher Script +13, Diplomacy +19, Gather Information +17, Knowledge:  Local +13, Profession:  Lawyer +11, Sense Motive +11, Spellcraft +15, Use Magic Device +22; Combat Expertise, Improved Feint, Magical Aptitude, Skill Focus:  Use Magic Device


Possessions:  dagger, circlet of persuasion, wand of magic missile (25 charges, CL 7), wand of shocking grasp (25 charges, CL2), wand of sound burst (CL 3, 15 charges), scroll of barkskin (CL3), scroll of deep slumber (with Rapid Spell feat; CL 7); scroll of displacement (CL5), scroll of lightning bolt (CL5), scroll of mage armor (CL1), scroll of phantasmal assailant (CL3), scroll of ray of enfeeblement (CL3), potion of cure light wounds

Physical Description:  A pale-skinned, slender man with thinning blonde hair and piercing blue eyes.  Hyneral wears plainly cut but well-made professional garb.


Tactics:  Hyneral attempts to use his store of magical devices in combat, preferring to use his wand of shocking grasp on a flanked enemy.  He has successfully activated his wands in the past, so he gains an additional +2 on his Use Magic Device checks to operate them.  Hyneral’s study of Spellcraft and Decipher Script grant him an additional +4 bonus to activate scrolls.  He has already used scrolls of mage armor and barkskin on himself before he meets the party.

Kiberk:  Male human (Oeridian) Ftr9; CR9; Medium humanoid (human); HD 9d10+18; HP 76; Init +1; Spd 20’; AC 21, touch 12, flat-footed 19 (+1 Dex, +1 deflection, +9 +1 full plate); BAB/Grp +9/+12; Atk +14 melee (1d10+7/17-20, +1 heavy flail) or +12 melee (1d6+2/x2, armor spikes) or +10 ranged (1d10/19-20, heavy crossbow); Full Atk +14/+9 melee (1d10+7/17-20, +1 heavy flail) or +12/+7 melee (1d6+2/x2, armor spikes) or +10 ranged (1d10/19-20, heavy crossbow); Space/Reach 5’/5’; AL LE; SV Fort +8, Ref +4, Will +3; Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats:  Diplomacy +6, Intimidate +10, Profession:  Merchant +12, Ride +13; Combat Expertise, Combat Reflexes Improved Critical:  Heavy Flail, Improved Disarm, Improved Sunder, Improved Trip, Power Attack, Weapon Focus:  Heavy Flail, Weapon Specialization:  Heavy Flail.


Possessions:  +1 sweeping heavy flail, MW cold iron heavy flail, heavy crossbow, MW spiked full plate, potion of cure light wounds, potion of protection from chaos

Physical Description:  A tall man in an imposing suit of black spiked armor, he wears a blood-red tabard displaying the clenched fist and arrows of Hextor.  He swings a massive black flail with an easy grace.


Tactics:  Kiberk prefers to fight in confined areas where only one foe can reach him at a time.  A favored tactic is to trip his enemy, then use his free attack to disarm them or sunder their weapon while they are at a disadvantage.  If he is encountered on the second floor, he will risk an AoO to bull-rush an opponent over the rail (this provides the defender a +2 circumstance bonus to the opposed check), causing them to fall 20’.

Encounter Eleven





Leechwalker:  CR 10; Medium vermin; HD 13d8+39; HP 97; Init +0; Spd 30’, swim 20’; AC 12, touch 10, flat-footed 12 (+2 natural); BAB/Grp +9/+13; Atk +13 melee (1d8+4/x2 + wounding, tentacle rake); Full Atk +13/+13 melee (1d8+4/x2 + wounding, tentacle rakes); Space/Reach 5’/5’; SA blood drink, improved grab, wounding; AQ all-around vision, immunities, vermin traits; AL N; SV Fort +11, Ref +4, Will +5; Str 18, Dex 11, Con 16, Int -, Wis 13, Cha 7.  MM2, p. 135


Skills and Feats:  Hide +3, Listen +5, Move Silently +5, Search +4, Spot +8, Swim +12


Blood Drink (Ex):  A leechwalker can drink the blood from a grabbed victim with a successful grapple check.  This attack deals 2d4 points of Constitution damage.


Improved Grab (Ex):  If a leechwalker hits an opponent that is its own size or smaller with a tentacle rake attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +13).  If it gets a hold, it can use its blood drink ability in the same round.  Thereafter, the leechwalker has the option to conduct the grapple normally, or simply use its tentacle to hold the opponent (-20 penalty on grapple check, but the leechwalker is not considered grappled).  In either case, each successful grapple check it makes during successive rounds automatically deals tentacle rake and blood drink damage.


Wounding (Ex):  A wound resulting from a leechwalker’s tentacle rake attack bleeds for an additional 3 points of damage per round thereafter.  Multiple wounds from such attacks result in cumulative bleeding loss (two wounds for 6 points of damage per round, and so on).  The bleeding can be stopped only by a successful Heal check (DC 10) or the application of a cure spell or some other healing spell (heal or the like).


All-Around Vision (Ex):  A leechwalker can see in all directions at once.  Because of this ability, it gains a +4 racial bonus on Search and Spot checks, and it cannot be flanked.


Immunities:  Because of the verminous covering of its body, a leechwalker takes half damage from bludgeoning weapons.  It is not subject to nonlethal damage, ability damage, ability drain, or death from massive damage.


Vermin Traits:  A leechwalker is immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects).  It also has darkvision (60’ range).

Physical Description:  A massive, 6’ tall humanoid covered with thousands of dark, writing leeches.  Though it has a head, it possesses no recognizable facial features.  Its body is slick, as if coated with a thin layer of clear slime, and it has an impossibly bloated stomach.

Encounter Twelve





Quintus Vidkun:  Male human Ari1/Sor8; CR 6; Medium humanoid (human); HD 1d8+8d4+18; hp 50; Init +2, Spd 30’, climb 20’; AC 13, touch 12, flat-footed 11 (+2 Dex, +1 bracers of armor); BAB/Grp +4/+4; Atk +5 melee (1d6/18-20, MW rapier); Full Atk +5 melee (1d6/18-20, MW rapier); Space/Reach 5’/5’; SA spells; AL NE; SV Fort +5, Ref +5, Will +8; Str 10, Dex 14, Con 14, Int 12, Wis 8, Cha 16.


Skills and Feats:  Bluff +16, Concentration +14, Diplomacy +13, Gather Information +7, Intimidate +13, Knowledge:  Local (Sheldomar Valley) +4, Profession:  Merchant +10; Greater Spell Focus:  Enchantment, Persuasive, Point Blank Shot, Precise Shot, Spell Focus:  Enchantment.


Sorcerer Spells Known (6/7/7/6/3, base DC= 13+spell level; Enchantment DC=15+spell level):  0-acid splash, daze, detect magic, detect poison, light, prestidigitation, ray of frost, resistance; 1st- charm person, grease, hypnotism,  ray of enfeeblement, shield; 2nd-blur, scorching ray, Tasha’s hideous laughter; 3rd-hold person, ray of exhaustion; 4th-confusion


Possessions:  monk’s outfit, MW rapier, bracers of armor +1, cloak of resistance +1, lesser metamagic rod of silent spell, bead of force, scroll of Summon Monster VI, wand of magic missile (CL 3, 30 charges), wand of ray of enfeeblement, potion of cure light wounds


Description:  A tall, handsome, well-built man with golden hair and blue eyes.  His lip curls in a sneer of derision.


Tactics:  Quintus is still under the effects of a spider climb spell he read from a scroll to get past the Gauntlet.  He prefers to move along the ceiling over one of the pits (preferable a hidden one) and attack with is spells and wand.

Toral Vidkun:  Male human (Suel) ftr1/mnk2/swashbuckler4/Suel arcanamach1; CR 8; medium humanoid (human); HD 5d10+3d8+12; hp 65; Init +2; Spd 40’; AC 19, touch 14, flat-footed 17 (+2 Dex, +1 Wis, +1 natural, +1 deflection, +4 mage armor); BAB/Grp +6/+6; Atk +8 melee (1d6+2/x2, unarmed strike) or +9 ranged (1d2/x2, MW shuriken); Full Atk +6/+6/+1 melee (1d6+2/x2, unarmed strike) or +7/+7/+2 (1d2/x2, MW shuriken); Space/Reach 5’/5’; SA:  flurry of blows, insightful strike, spells; SQ evasion; AL LN; SV Fort +11, Ref +9, Will +8; Str 10, Dex 15, Con 14, Int 14, Wis 12, Cha 12. CW p. 11, CA p. 63


Skills & Feats:  Balance +14, Concentration +6, Climb +9, Jump +21, Profession:  Sailor +11, Spellcraft +7, Tumble +14; Combat Casting, Deflect Arrows, Dodge, Improved Unarmed Strike, Iron Will, Mobility, Spring Attack, Stunning Fist, Weapon Finesse


Insightful Strike (Ex):  At 3rd level, a swashbuckler becomes able to place her finesse attacks where they deal greater damage.  She applies her Intelligence bonus (if any) as a bonus on damage rolls (in addition to any Strength bonus she may have) with any light weapon, as well as any other weapon that can be used with Weapon Finesse, such as a rapier, whip, or spiked chain.  Targets immune to sneak attacks or critical hits are immune to the swashbuckler’s insightful strike.  A swashbuckler cannot use this ability when wearing medium or heavy armor or when carrying a medium or heavy load.


Suel Arcanamach spells:  (2, base DC=11+spell level):  1-fist of stone (CA)


Possessions:  10 MW shuriken, boots of striding and springing, amulet of natural armor, ring of protection +1, wand of critical strike (CV),  potion of cure light wounds, potion of bull’s strength, scroll of enlarge person (x2), scroll of mage armor


Description:  A tall, handsome, well-built man with nearly-white hair and blue eyes.  His face is ruddy from sea and sun.


Tactics:  Toral attempts to use the features of the room to his advantage, attacking across pits, balancing on poles, and otherwise moving around to keep obstacles between himself and enemies to take full advantage of his superior mobility.  He triggers his wand of critical strike every round he has the opportunity.

Unter Rax:  Male human (Suel) mnk2/ftr2/favored soul2/sacred fist 6 (Pyremius); CR 10; medium humanoid (human); 2d10+10d8+16; hp 89; Init +2; Spd 50’; AC 22, touch 14, flat-footed 18 (+2 Dex, +2 misc, +8 +3 glamered mithral breastplate); BAB/Grp +10/+15; Atk +15 melee (1d8+5/x2, unarmed strike); Full Atk +15/+10 melee (1d8+5/x2, unarmed strike); Space/Reach 5’/5’; SA sacred flames, spells; SQ blindsense 10’, evasion; AL LE; SV Fort +17, Ref +15, Will +9; Str 20, Dex 14, Con 14, Int 10, Wis 11, Cha 14. CD p. 7


Skills & Feats:  Balance +14, Climb +9, Concentration +13, Diplomacy +10, Jump +14, Knowledge:  Religion +8, Tumble +19; Combat Casting, Combat Reflexes, Deflect Arrows, Flying Kick (CW) Improved Bull Rush, Improved Unarmed Strike, Power Attack, Practiced Spellcaster (CD), Roundabout Kick (CW), Stunning Fist


Sacred Flames (Su):  At 4th level, a sacred fist may use a standard action to invoke sacred flames around his hands and feet.  These flames add to the sacred fist’s unarmed damage.  The additional damage is equal to the sacred fist’s class level plus Wisdom modifier (if any).  Half the damage is fire damage (round up), and the rest sacred energy and thus not subject to effects that reduce fire damage.  The sacred flames last 1 minute and can be invoked once per day.  At 8th level, a sacred fist can invoke sacred flames twice per day.


Favored Soul Spells Known:  (6/7/7/3, base DC=10+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, light, read magic, resistance; 1st-cure light wounds, divine favor, entropic shield, lesser vigor (CD), protection from good, shield of faith; 2nd-aid, bear’s endurance, resist energy, silence; 3rd-prayer, magic vestment, wrack (CD)



Possessions:  +1 glamered mithril breastplate, armbands of might (CV), cloak of resistance +1, belt of giant strength +4, potion of bear’s endurance, potion of cure moderate wounds, potion of haste


Tactics:  Unter Rax is content to merely observe how his pupils fair against these interlopers.  After the first round, he readies to attack anyone who engages him, charging in with a flying kick.  Otherwise, he moves to melee when one of the twins falls, as that is a sign that the intruders are worthy opponents.  He has already cast magic vestment on his armor, increasing its enhancement bonus to +3.


Description:  A broad-shouldered, bald-headed man of early middle years, clad in simple robes.  His eyes gleam brightly in the reddis light of the torches.

Player Handout #1

My dear, esteemed, and honored adventurer

I am the Dean of History at the great University of Gryrax, the foremost institution of learning and lore to be found in the Principality of Ulek.  Word of your mighty deeds and heroic mien has reached my ears, and never being one to shrink from opportunity, I have availed myself of contacting you.

Should you find a moment of respite between fending off giants and laying low evildoers, we at the University would be greatly honored if you could find your way to our door.  Of course, all lodgings and provisions would be provided care of the school.  I anticipate meeting you 21 days hence, at the Thinking Cap Inn in Gryrax, for a fine dinner.

My thanks and admiration

Ramius Gladstone

Dean of History

Gryrax University

DoH, OU, FCo
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