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The crisp air of autumn is just perfect for a ramble about the countryside, but pumpkin pies and hot cider aren’t the only things to be found. A Principality of Ulek Regional adventure for APLs 2-10, of particular interest to the Halfling folk. Part One of Short Stories and Tall Tales.

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 Pricipality 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

Halflings are a large and vibrant part of the Principality of Ulek, working alongside humans and dwarves for the prosperity of their nation.  Many have settled down on farms and in villages, adopting the ways of their more settled countrymen.

However, not all have learned to ignore the call of the road.  Some bands of lightfoot halflings still follow their ancient ways, traveling across the Sheldomar Valley in caravans as their ancestors have done for centuries.

Adventure Summary

The PCs have embarked on a brief vacation, rambling about the Northwick province in the Principality of Ulek, enjoying the peace, the sights, and the hospitality of hamlets and villages in the midst of the harvest.

After several days of travel, uneventful but for festivals, dances, and celebrations, the party’s meanderings are interrupted by faint shouts and barks.  After hurrying to the scene, they spy a pitched battle between a small halfling caravan and a warband of savage gnolls.

The halflings seems to be getting the better of the fray, as they enjoy the cover of their wagons and their natural skill with slings has proven telling, but the PCs are in a position to notice a small force of gnolls sneaking up to the caravan from the rear; if not dealt with, the halflings are almost certainly doomed.

Once the heroes have dealt with the gnoll skirmishers, the rest of the warband fades away, and Auntie Wisk, matriarch of the clan, extends her hospitality as thanks for the help.  The party is able to spend some time getting to know the little folk and learning their ways.  

After traveling along the Old River for a few days, the caravan is thrown into an uproar by the disappearance of Analee, the youngest member of the clan.  After following the toddler’s tracks for a bit, the party soon discovers that she seems to have been “adopted” by a wild animal that has lost her cubs recently.  The heroes must trick, cajole, or defeat the creature to return Analee to her parents’ loving arms.

The caravan finally arrives in the small town Ubanks, on the shores of the Old River, where the halflings plan on settling for a bit to help with the harvest.  The town is bustling as the locals are busy preparing several barge-loads of grain from the County of Ulek for the mill; the flour made is destined to feed the refugees from the Disputed Territory camped outside Thunderstrike.

After a day in town, Auntie Wisk approaches those members of the party she deems “free thinkers” with an offer for a little excitement.  It seems that the miller in this town cheated a caravan of the small folk a few years ago, and the time has come for a little payback.  She would like some company as she sneaks into the mill and enchants the grindstones to sing an insulting song about cheap and crooked millers.

The more “uptight” members of the party are asked to help take part in a mummer’s show to entertain the townsfolk that night.  The halflings have stitched together some costumes for the party, and members of the caravan secretly replace those PCs who are off to help Auntie Wisk.

Unfortunately, the matriarch and her companions find more than they bargained for when they sneak in to the mill:  apparently, the miller is an adherent of Nerull, and a small group of cultists, accompanied by a fiend, are busily contaminating the grain meant for Havenhill.  A periodic use of detect good gives away the intruders’ presence, and battle is joined, soon drawing in those members of the party still participating in the show.

Once the cultists and their otherworldly ally are defeated, the party is hailed as heroes, both by the halflings and the people of Ubanks.  They are treated to a mighty feast, and runners are dispatched to bring word of the near-disaster to Thunderstrike so the heroes’ deeds ring throughout the land.

Preparation for Play

Before beginning play, it would be helpful to learn whether each player leans toward Law of Chaos; which PCs can speak the Halfling tongue; and the Spot and Sense Motive bonuses of each character, as there is a fair amount of Bluffing and Sleight of Hand in this scenario.

Finally, provide any members of the Royal Army, Royal Navy, or Mine Rangers with a copy of Player Handout #1.  Members of the Royal Military are expected to respond to any unusual occurrences whether they are on active duty or not.

Introduction

The summer has seen a lot of fighting in the ongoing struggle over the Disputed Territory.  Word has been circulating that the Pomarj’s great fortress Strandkeep has been laid low, that the ancient dwarf-hold known has the Hammer has returned to the Principality’s hands for the first time since the start of the war, and that Keoish knights are harrying the orcs throughout the Disputed Territory.

War is an exhausting business, however, and with the crisp scent of autumn in the air, you have decided to take a brief vacation in the more peaceful parts of the Principality.  The rich farming province Northwick is justly famed for its kindly folk, scenic villages, and wonderful harvest festivals, so, having banded together with a small group of like-minded travelers, you have spent several days enjoying the fresh air and hospitality of Northwick.

This would be a good time for the characters to introduce themselves to each other.  Northwick is fairly densely settled, so there has been no problem reaching a hamlet or village well before sundown, and each has invited the heroes to take part in their harvest celebrations.

Encounter One: Hark, a Bark!

You had set out this morning from Hadley’s Wells, a tiny hamlet of only a dozen families.  Still, they threw a celebration fit to shame even a great city like Gryrax, breaking out decades-old mead brewed from the honey that is the villages’ primary product, serving a feast of roast boar, stewed apples, and honeycakes, and dancing and singing until dawn.

It was almost noon before you finally made your farewells, and you will have to hurry a bit if you wish to make it to Frog Hollow before dark.  The folk at Hadley’s Wells tell you that the Frog Hollowers REALLY know how to party, so it would be best to get there early enough to gather strength for the celebration.

You have been following a narrow track across the rolling hills of Northwick, the wild grasses green and gold after a long, hot summer.  The tree-lined smudge of the Old River lies a mile or two away on your left, drawing steadily closer as the road sidles west.  An errant breeze carries faint barks and ululating cries to your ears for a moment…whatever could be happening?

Have the PCs make Listen checks.

· DC 10:  The sounds are coming from the  far side of a large, broad hill about 200 yards away.

· DC 15:  The higher-pitched yells sound like war-cries, and some of the barks sound pained.

· DC 20:  There are actually two different kinds of barks:  while both sound almost like manic laughter, some vary in tone and frequency, almost like a language. (Allow this PC to make a DC 13 Knowledge:  Nature check to recognize the sound of Gnolls and hyenas).

· DC 25:  The shriller cries are halfling war-cries; there seem to several different voices shouting them.

The terrain is rolling grassland, about knee-high to a human.  A Small creature can gain total concealment by falling prone.  The crest of the hill is roughly 600’ away, so it would take about a minute for a character moving at 30’ to jog there, or 5 rounds at a dead run.  Horses have no difficulty in this terrain.

Once a PC reaches the crest of the hill, read or paraphrase the following:

As you reach the crest of the hill, you see a small skirmish being hotly contested about a quarter-mile away.  On the left is a caravan of about a dozen small wagons, formed up in a rough half-circle backing against copse of trees.  Tiny figures crouch atop or under the wagons, plying slings against their attackers.

Ranging in the field to your right is a long, ragged line of burly humanoids with hyena-like heads and greenish, matted fur:  gnolls!  They are accompanied by several capering hyenas, their giggling howls lending a surreal air to the battle.

A stalemate of sorts seems to have developed:  three gnolls and four hyenas lie motionless near the caravan, giving mute testimony to the halflings’ skill with a sling.  The rest, nearly two dozen, hunker behind cover.  One or two ply mighty bows when a halfling lifts his head from cover, but judging from the number of javelins sticking out of the ground and the wagons, the bulk seems to be out of missile weapons.

As you watch, a halfling mounted on a brindled dog tears out of the line of the wagons, crying a shrill “Yiiieeeeee!  Yi-yi-yi yiieeehaaahhhh!” as she closes the distance to the gnolls in a blur and hurls a javelin into the throat of one of the remaining archers.  A hail of slingstones cover her dash back to the safety of the wagons, but she still takes a javelin in the leg despite the fusillade.

From your elevated position, you can also make out a small group of gnolls taking cover in a small dell, no more than 50 yards below you and well to the rear of the line of wagons.  One, brandishing an elaborate staff covered with dangling fetishes, seems to be saying a prayer over the warriors; the rest grip weapons and peer over the edge of the hollow, apparently preparing to charge the halflings’ vulnerable flank now that their attention is directed to covering the rider’s return.

The gnolls charge in one round after the first party member spots them, unless they are interrupted.  If the party does not intervene, the flanking party wreaks chaos on the halfling defenders, allowing their brethren in the field to charge in as well, ultimately leading to a slaughter.

If the PCs do intervene, the skirmishing party turns to deal with the threat to their own flank.  When it becomes apparent that the skirmishers are engaged, the gnolls in the field mount a final charge, tying up the defenders in the caravan.  Once the skirmishers are defeated, the rest of the gnolls retreat, abandoning their wounded.

APL 2 (EL 5)


Kakrek the Wise:  Male gnoll Drd3; hp 38; see Appendix 1


Marrow, hyena animal companion:  hp 35; see Appendix 1

Gnolls (2); hp 11 each; see Monster Manual p. 130.

APL 4 (EL 7)


Kakrek the Wise:  Male gnoll Drd5; hp 52; see Appendix 1


Marrow, hyena animal companion:  hp 51; see Appendix 1


Gnoll Hunter; Male gnoll Rgr1; hp 27; see Appendix 1
APL 6 (EL 9)


Kakrek the Wise:  Male gnoll Drd7; hp 64; see Appendix 1

Marrow, hyena animal companion:  hp 67; see Appendix 1


Gnoll Hunters (3); Male gnoll Rgr1; hp 27; see Appendix 1

APL 8 (EL 11)


Kakrek the Wise:  Male gnoll Drd9; hp 78; see Appendix 1

Marrow, hyena animal companion:  hp 67; see Appendix 1


Gnoll Stalkers (3); Male gnoll Brb1/Rgr2; hp 50; see Appendix 1

APL 10 (EL 13)


Kaprek the Wise:  Male gnoll Drd11; hp 92; see Appendix 1

Marrow, hyena animal companion:  hp 83; see Appendix 1


Gnoll Raiders (3):  Male gnoll Brb3/Rgr2; hp 71; see Appendix 1


Tactics:  Kerkak the Wise earned his moniker for being shrewd in battle; he concentrates on buffing his allies before attacking with spells, going to melee only as a last resort.  He tries to use entangle to separate his enemies from each other, while allowing the warriors to reach at least one with melee weapons.



Development:  If the party is in severe trouble, Rosarina will ride out to aid them, despite only being at half her normal total of hit-points.

Encounter Two:  Wagons Ho!

Once the gnolls have been defeated, read or paraphrase the following.  If Rosarina came out to aid the party, alter the text accordingly.

After a heated battle, the last of the gnoll warriors finally falls.  In the distance, you can hear yips and howls as the rest of the gnolls flee, leaving their wounded behind them.

As you are catching your breath and tending to your wounds, a small group of haflings makes their way cautiously out of the caravan.  The warrior on the brindled dog you had seen earlier appears to accept a spell from an older, gray-haired woman before setting off in pursuit of the fleeing gnolls.  The matriarch orders a couple of young men to start stripping the fallen gnolls of their valuables, then heads your way with a determined stride.

As she approaches, you can see that she is a lightfoot halfling of advanced age, wearing simple, practical clothes.  Her gray hair is bound up in a bun, and brilliant green eyes gaze levelly at you from a face still beautiful, even after the passage of decades. She clutches a small wickerwork cornucopia in one hand.

“Hail and well met, and all that.  Time enough for chat once all are safe and whole.  Please, allow Yondalla’s blessings to ease your wounds.”

A player may make a DC 10 Knowledge:  Religion check to identify the cornucopia as a holy symbol of Yondalla, patron goddess of the halflings.

The old halfling woman is Auntie Wisk, the matriarch of the Dusty Boot clan of lightfoot halflings.  She uses her spells and wand of cure light wounds to get the PCs back on their feet, then hustles them toward the knot of wagons, which are even now making ready to get under way.  She is more than happy to allow time to loot the fallen gnolls, however, and even suggests that “the heroes claim their rewards.”

Once among the wagons, the old halfling barks orders to her people, perhaps two dozen lightfoots ranging from toddlers to gaffers nearly as venerable as herself.  The caravan seems well toward getting underway, with only a few ponies left to hitch.

“Well now, we’ll be rolling out in a few minutes now, plenty of time for a drink and a smoke.  They call me Auntie Wisk, and I lead this caravan.  Take a load off and introduce yourselves!”

With that, the old woman produces a heavy clay jug and long, slender pipe as if by magic, and passes around thimble-sized cups of strong liquor and a pouch of aromatic pipe-weed.

Auntie Wisk is a gracious and inquisitive hostess.  She is perfectly happy to converse with the party as much as they like, but only until Rosarina returns with news that the gnolls are well and truly gone.  Once she hears that, Auntie Wisk orders all the wagons to roll out, calling back that the heroes better get moving if they want any of her famous upside-down cake after dinner.  Her responses to typical questions follow.

· Who are you?  Why, I’m Ailewiska Troubleburr, matriarch of the Dusty Boot clan.  You can call me Auntie Wisk.

· Who was that who rode off after the gnolls/came to our aid?  Why, that’s my own grand-daughter, Rosarina.  She’s our outrider, and a right skilled one, too.  Rosie’ll be back once she’s made sure those gnolls are well on their way to the Susswood, or wherever they came from.

· Why were you fighting those gnolls?  I imagine we looked like easy pickings.  Ever notice that the more muscles someone has, the more they think muscles are all that matter?  We taught those dog-heads a lesson, didn’t we?  Still, we’re much obliged for your help.  They probably would’ve gotten us if that bunch had gotten in among the wagons.

· What are you doing here?  Oh, we’re just on the way from the last place we were to the next.  What brought you our way, other than Yondalla’s grace?

· What are you going to do now?  Oh, we’ll continue our travels.  It takes more than a few mangy curs to rattle us, you know.  As to where we’re going, well, where are you going?  I imagine our paths may be parallel for a time.

· What will you give us for saving you?  Direct, aren’t we?  Well, I must admit its refreshing, even if rude.  Tell you what:  I’ll patch up all the wounds you took, then provide you with first-class accommodations to whatever your next port of call happens to be.  You’ll never get better cooking than Auntie Wisk’s, I’ll swear to that.

While they converse, Auntie Wisk tries to gauge the temperament of each PC, a task she continues for as long as the party travels with her.  She is a good judge of character, so by the time the caravan reaches Ubanks, she has a good idea of each party member’s alignment unless one is going to extraordinary lengths to present a false front.

Encounter Three:  On the Road

Assuming the party accepts Auntie Wisk’s hospitality, they are provided comfortable seats on the wagons, introduced around the clan in a whirlwind of names and handshakes, and provided with a variety of snacks, drinks, and amusements.

Rosarina also makes the rounds of the party, subjecting each to her detect evil ability.  If any PC registers with an evil aura, she confronts them privately that evening; see Hard Questions, below.

Traveling with the halflings is enjoyable for folk who are willing to take things as they come, but more order-bound sorts may find their antics a bit trying.  The wagons proceed in whatever order the driver feels, with frequent pauses to gather up errant children, pick flowers, shoot rabbits, or enjoy whatever other distractions present themselves.  Rosarina constantly rides the periphery of the caravan, keeping children and sheep from wandering too far, hurrying along those wagons that have fallen too far behind, and checking the way ahead for trouble.

There are a total of 23 members of the Dusty Boot clan, as well as a dozen riding dogs, a small flock of sheep, and two dozen ponies.  The members of the clan are:

· Auntie Wisk:  the clan matriarch.  She spends most of the trip in her wagon, tending the wounded.  See Appendix 2.

· Rosarina Troubleburr:  the outrider.  Rosarina spends the entire trip patrolling the bounds of the caravan and scouting the road ahead on her loyal mount Warden.

· Gaffer Greenbud: the oldest member of the clan other than Auntie Wisk.  He is an expert woodcarver, wheelwright, and hooper, and takes great pride in the fact that he made all the wagons for the clan.

· Grenlen Greenbud, his wife Meliope,  and their daughters Perykin, Calolee, and Analee share a large wagon.  Grenlen is a blacksmith and farrier, while his wife sews and weaves on an elaborate loom in the family’s large wagon.  Grenlen spends much of his time performing repairs to the wagons, using an ingenious harness to get at the axles while they are moving.  Meliope has her hands full with her daughters; the twins, Perykin and Calolee, are 9, and Analee is an energetic 4.

· Dair Swiftleaf and Sheeluril Meadowlark are a young couple who have just started sharing a wagon.  They are still quite involved with each other, and spend most of their time canoodling.

· Brandoreen Whitehollow and her brother Kaldric have recently joined the Dusty Boot clan, having spent most of their lives in Havenhill.  Brandoreen is a pretty young lass, out for adventure, while Kaldric promised his mother he’d keep an eye on her.  If there are any handsome male halflings among the PCs, Brandoreen sets her romantic sights on him, showing her interest by stealing small valuable from him and hanging them on her wagon (she has a Sleight of Hand bonus of +10, and a Bluff bonus of +7 if she gets caught.)

· Lucas Troubleburr, his wife Calderee, and their son Galan live together in a wagon that always seems to be playing music.  Lucas is a craftsman who specializes in fine woodwinds, and has several strange examples mounted on his wagon, where they play whenever a slight breeze blows.  Calderee is a poet, songwriter, and vocalist, so even when the wind isn’t blowing, she is most likely trying out different variations on her latest tune.  Galan idolizes his sister Rosarina, and devotes much of his time to training his dog, Bounder, and slinging stones at whatever target strikes his fancy.  With new heroes to worship, Galan tries to get their attention by showing off; trying to shoot their pipes out of their mouths, or ordering Bounder to jump over their horses.  Most likely, these little shows end badly.

· Essel, Arvlen, and Ligen Patchleather are brothers, each with his own wagon.  They are all vying for Brandoreen’s interest, much to the dismay of her brother.  The competition has remained friendly, for the most part, largely because Brandoreen seems perfectly happy to kiss any one of them.  If she seems interested in one of the PCs, however, that unlucky halfling becomes the butt of their collective jokes.  Favorites include filling boots with mud at night, replacing a mug of wine with vinegar, and sabotaging saddle-girths.  Each brother has a +6 Disable Device, +9 Hide, +5 Move Silently, and +7 Sleight of Hand bonus.

· Tolindy and Cyrrdalla Pennyfoot are a middle-aged married couple just getting used to living on their own, having seen their last child join the Scout Corps of the Royal Army.  They are a bit at a loss after having raised five children, and are apt to try to adopt one of the PCs, particularly those in need of parenting, such as barbarians, half-orcs, or half-elves.  Tolindy offers to take their chosen ward fishing, or teach them how to carve birdwhistles, while Cyrrdalla cleans and patches clothing, provides extra helpings of vegetables, and asks about the PCs love life.

· Dalpenel and Warilli Hotspur are busily preparing their son Furimel for his impending marriage to Carridee Quickthumb,  a young woman from the Cracked Yoke clan, a situation Furimel is quite unhappy about.  He is quietly making preparations to elope with Carridee as soon as they meet.  Dalpenel and Warilli solicit the PCs opinions on a variety of wedding finery, which they make Furimel parade about in at all hours.  Meanwhile, Furimel makes covert offers to buy a fast horse, asks about good places to lie low, and inquires about the most distant lands the PCs have been to.

While there is likely little time for the players to get to know the entire caravan, it would be helpful to pick a small selection of the clan to have brief vignettes with, both to show what kind of folk non-adventuring halflings are, and to give the Dusty Boot clan a chance to get to know the PCs.

Encounter Four:  Dinner and a Show

After a pleasant day’s travel, you find yourselves no closer to Frog Hollow than when you had set out this morning.  The need to find an easy path for the wagons has kept you close to the river, and the constant gaiety of the caravan constantly distracted you from your arbitrary goal.

Still, one destination is as good as the next, and after all, judging from the cakes, cookies, and other treats that you’ve been enjoying all day, and from the incredible aromas wafting from Auntie Wisk’s wagon, there is no village feast than can hold a candle to tonight’s meal!

Dinner the first night is a very enjoyable affair:  Auntie Wisk is an expert cook, and each halfling takes a turn sharing a song, a funny story, or a tale of strange places and unusual creatures.

After dinner, the PCs are invited to take part in a small show; Caldaree Troubleburr has composed a brief play for the heroes to present.  Characters with any Performance ability, Tumble, or just about any skill that can be put to an entertaining use are encouraged to show off their talents, and warmly applauded by the whole clan.  Essel, Arvlen, and Ligen may take this opportunity to play a prank on a performer who has caught Brandoreen’s eye; likewise, Galan is bent on impressing the newcomers, and undertakes a difficult and dangerous series of mounted acrobatics.

After the show, watches are posted and the party is offered the finest accommodations.  During the evening, the Patchleather brothers may undertake another practical joke, or Brandoreen may try to acquire a small trinket from the object of her interest.  Finally, Rosarina waits until the rest of the camp has quieted down, then braces any PCs who register as evil.

Encounter Four-A:  Hard Questions

After the bulk of the caravan has gone to bed, Rosarina slip up to any PCs who possess an evil aura, calling them aside for  private conversation.

You had almost drifted off to sleep when a slight noise brought you awake.  Looming, ghostlike, over you is Rosarina Troubleburr, her pale face set in a determined expression.

“I need a private word with you.  Please come with me.”

Rosarina leads the PC to the middle of camp, near the dying bonfire.  If the player refuses to go, Rosarina does not press the issue, but warns them that she is keeping a close eye on them.

The young woman leads you to the middle of camp, gesturing for you to sit on one of the low stools where you watched the evening’s entertainment.  She stares at you for a moment, then speaks in a low voice.

“My goddess has revealed a stain upon your soul.  I know not what darkness lies in your heart, but the only deed of yours I have seen is that you acted with courage and saved my people.  Know this, however:  if you drop the façade of decency you currently hold, my blade will not rest until it finds your heart, by Yondalla’s grace!”

The PC may well protest their innocence of the charge of being evil.  If the evil aura belongs to an item, Rosarina is willing to examine the character and item separately to determine the truth, although she will question the wisdom of carrying evil artifacts.

If the player labors under a curse, the outrider is willing to listen to their explanation, and will withhold judgment until she has a chance to consult with Auntie Wisk and Caldaree.  Between them, her mother and grandmother are familiar with all the major curses known in the Sheldomar Valley and Core regions; if the player suffers a curse from further afield, nothing they say can assuage Rosarina’s suspicions.

Encounter Five:  Ramblin’ Rascal!

Last night’s meal was much the same as the first, with excellent food, song, jokes, and a variety of other entertainments.  Now the Dusty Boot clan is busily packing up for yet another day on the road, hitching ponies, corralling sheep, and loading children.

It seems that you are making your way to a village called Ubanks, on the shore of the Old River.  Ubanks is home to a good-sized ferry, and Auntie Wisk has decided that the County Ulek is the clan’s next destination.  She plans on stopping over for a bit in the village so her people can help bring in the harvest.  Apparently, halfling caravans earn their livelihood by performing odd jobs wherever they go.  That, and selling all manner of small handicrafts; you have seen some truly exquisite items being crafted in the backs of jouncing wagons.

Your leisurely breakfast is interrupted by ever-more-frantic calls coming from the edge of camp.

“Analee!  Analee, stop hiding!  Your breakfast is cold!  Analee!  Analee!”

You can see Meliope Greenbud hurrying through the camp, checking in each wagon, under chairs and in baskets.  With each stop, she grows more and more worried.  Soon, the entire caravan has joined her in looking for the missing child.

Auntie Wisk gestures you into the lee of her wagon, out of view of the majority of the clan.

“Well, this is a to-do, don’t you think?  Its almost certain that little Analee has just gotten herself into a barrel, or rolled up in a blanket, or some other unlikely place.  I’ve never seen a child with such a knack for hiding-she’ll be a great one, some day, mark my word.

“Still, something in the wind has my joints aching; something isn’t quite right.  I hate to ask it of my guests, but would you mind going with Rosie to check outside of camp?  Its probably nothing, but it would ease an old woman’s worries.”

Rosarina has already gathered her equipment, and waits while the PCs do the same.  She leads them out of camp past Auntie Wisk’s wagon to avoid disturbing the rest of the clan, then starts to circle the copse of trees where they had spent the night.

PCs may make a Search check  (DC 15+APL) to find a discarded rabbit-ear mug about 20 yards east of camp; Analee had dropped it once she finished the juice it contained.  With that as a starting point, it is possible to Track her (DC 12+APL) as she continued to wander erratically eastward (she was chasing a lightning bug).

After about an hour’s hike (less, if the party accepts the penalties for accelerated tracking), PCs who make a DC 15 Spot check notice a small flock of crows pecking at something about 50 yards away.  The carrion birds flee with raucous croaks when the party approaches.

The birds were feeding on a small animal that apparently strangled to death in a rusty, old rabbit snare.  At APL 2, it is a dire badger cub (and can be identified as such with a DC 13 Knowledge: Nature check); at APLs 4-8, it is a dire wolverine cub (identifiable with a DC 15 Knowledge:  Nature check); at APL 10 it is a dire tiger cub (identifiable with a DC 26 Knowledge:  Nature check).  Checking the area reveals the tracks of an adult animal moving about the area fairly recently.  Following either the animal tracks or Analee’s sees them eventually converge, and soon after, Analee’s disappear (as the distraught mother picked her up in its mouth).  The halfling child has been adopted by a dire badger/dire wolverine.

The tracks lead into a small thicket in the midst of a sparse copse of trees.  PCs who move within 20’ of the edge of the thicket alert the dire animal within, as their scents give them away.  The animal moves towards the intruders, intent on driving them away from her new cub, unless they seem to be coming from more than one direction, in which case she plants herself over Analee and prepares to fight to the death.

APL 2 (EL 2)


Dire Badger; hp 28, see Monster Manual p. 62.

APL 4 (EL 4)


Dire Wolverine; hp 45, see Monster Manual p. 66.

APL 6 (EL 6)


Advanced Dire Wolverine; hp 116; see Appendix 1.

APL 8 (EL 8)


Advanced Dire Wolverine; hp 176; see Appendix 1.

APL 10 (EL 10)


Advanced Dire Tiger; hp ; see Appendix 1


Development:  It is possible to resolve this encounter without killing the animal.  Successful use of the wild empathy ability, spells like charm animal or dominate animal, or clever tactics could all make it possible to Analee without undue risk.  In fact, performing the rescue without bloodshed garners the PCs a special favor from Auntie Wisk, A Wink from Dallah Thaun. 
Encounter Six:  Family Reunion

Having rescued the toddler Analee from her strange captivity, you hurry back to the camp.  The little girl seems none the worse for wear; in fact, she slept through all the excitement.  Apparently, (badger/wolverine) milk is quite the sleeping aid!

Back at the caravan, Analee is greeted with a mix of warm embraces and stern scoldings.  You heroes are spared the scoldings, of course, but get a full measure of hugs and handshakes.  Soon enough, the caravan gets back under way.  You should get to Ubanks well before sundown tomorrow, even with all the delays caused by Analee’s little excursion.

At some point during the day, Auntie Wisk approaches those party members she judges to be of chaotic bent with an offer to help her mete out some justice upon the crooked miller in Ubanks.  She will also invite Neutral or Neutral Good PCs if they seem to be fun-loving, mischievous, or more devoted to doing good than obeying the law.  Hand each such PC a copy of Player’s Handout 2 and ask if they agree to the job; if they choose not to help, she is disappointed, but has no hard feelings.  If pressed on what she plans to do, Auntie Wisk admits that she has come up with a way to enchant the millstones to sing insulting tunes about the miller as they grind, songs so distracting he won’t be able to concentrate on cheating people.

The more upright members of the party are instead approached by Caldaree Troubleburr, Auntie Wisk’s daughter-in-law.  She tells them that she has designed a mummer’s show depicting the battle with the gnolls, and that she needs their help to pull it off.  The other women have already crafted the costumes to her design, but she feels it would be more authentic to have the heroes play themselves.  Of course, they would be wearing elaborate, exaggerated costumes, so nobody would know they were tooting their own horns, as I were, and of course how could anyone get stage-fright when you can’t even tell who is really in there.

This is all part of Auntie Wisk’s plan for revenge on the miller.  The mummer’s show will serve to distract the townsfolk, and those members of the party she has chosen to help her will have good alibis, as their comrades will see them getting into the costumes, but not the halflings who will replace them.

The costumes are all flattering caricatures of the PCs:  muscles are bigger, weapons are shinier, and all between 7 and 10 feet tall.  Caldaree assures them that it is a silent show; as long as they move to the cues in her narration, all will be well.  She spends the rest of the afternoon going over the script with the players so they know what to expect, getting final adjustments to the costumes, and fine-tuning her musical accompaniment.

Encounter Seven:  Debut

By mid-afternoon, you have come in sight of the village called Ubanks.  A good-sized watermill stands alongside its pond and race, the wheel turning steadily in the flow of waters diverted from the Old River.

A good-sized dock holds a pair of huge barges, currently being unloaded by gangs of villagers.  Another barge slowly crawls its way across the river, the current tugging it against the guide ropes.  

A large, roped-off lot holds a couple dozen huge, hooped wagons, and a paddock is home to a good-sized herd of dray horses.  Nearby is a small tent flying the flag of the Royal Army Quartermasters’ Corps.

From the looks of the fields, the villagers have been too busy with whatever has been coming off those barges to get much of the harvest in.  It is a good thing the Dusty Boot clan showed up, or a lot of the crops would be rotting on the stalk.

The halflings quickly set up camp on the outskirts of town.  Auntie Wisk chats briefly with a few townsfolk, then comes back and sets the whole tribe to work in the fields, the adults manning scythes and sickles, the children tying off bundles and collecting errant stalks.  They have a fine time at the work, singing songs and making games out of reaping sheaves.  Any PCs who wish to join in are more than welcome.

PCs who wish to ask around about what is going on soon learn that the Prince himself has purchases several loads of grain from the Duchy of Ulek to help feed the refugees encamped around Havenhill.  The Royal Army is in charge of transporting the flour once it has been ground at the mill.  The villagers are grateful for the halflings’ arrival, as they would have been short-handed even without these barges to unload, thanks to the war.

Once the sun reaches the horizon, the good folks of Ubanks call a halt to the day’s labors and take a break to clean off the sweat and grime.  Soon enough, however, a roaring fire is lit and yet another harvest-time feast is underway.  The halflings of the Dusty Boot clan circulate among the townsfolk and quartermasters, bringing song and cheer wherever they go.

As the main courses wind down into the desserts, Caldaree pulls you aside.

“Time to get into costume!  We’ve already let some word of your heroics leak out, so let’s all put on a great show to really make you famous!”

With that, a few laughing halflings help you into your cumbersome costumes, and you set out to do battle again.

Those PCs who Auntie Wisk has selected to help her on her mischief-making are told that they are needed elsewhere; agile halflings take their places in the costumes, using poles and stilts to create the illusion of there being a larger creature inside.

Once the party is divided, the show goes on normally, garnering laughs and cheers from the onlookers.  Eventually, the demonic screeching coming from inside the mill alerts those PCs at the play that something is amiss.

In the event that the entire party is lawful, allow the play to proceed as usual; Auntie Wisk attempts her plot with a few other members of the clan, and when the alarm is raised among the cultists the PCs will be alerted to the arrival of trouble.

Likewise, if the entire party decides to go along with Auntie Wisk’s plan for revenge, there is no need for the subterfuge of the play.  Members of the clan play all the roles, and the PCs go in with Auntie Wisk.

Encounter Eight:  Crop Blights

With the mummer’s show about to start, Auntie Wisk leads you through the shadows to the rear of the mill.  With the mill-race closed, the great wheel stands silent; even the laughs and cheers from the audience, less than 100 feet away, are almost completely cut off by the building’s bulk.

Auntie Wisk pauses next to a small door.

“Now, I just wanted to reassure you that nothing we’re doing will hurt anyone, just a bit of embarrassment is all.  We just pour this oil into the mill’s works, and they’ll be singing for a few days, yet.”

With that, she quietly chants a spell and with a >click< the door opens.

PCs may make a Listen check (DC 15+APL) to detect the sound of chanting coming from inside.  Beating the DC by 5 allows them to make out the language, if they understand Abyssal; if so, they can hear that it seems to be a repetitive appeal to Nerull.

The door leads into a small room meant to hold tools and replacement parts for the mill.  At the moment, it is dark and empty, but a faint purple light oozes around the door leading into the main area of the mill.  Once a PC peeks or moves into the room, read or paraphrase the following:

The main area of the mill is suffused by an eerie purple light emanating from a a large, iron cauldron.  A small circle of dark-cowled figures sway as they chant an invocation in a foul, harsh language.  Another man uses a jagged dipper to pour a liquid from the cauldron into open sacks of flour, while a hideous creature, obviously not of this world, chortles as it looks on.

Suddenly, the fiend’s twisted gaze swivels in your direction.  It growls for a moment, then speaks, it unholy maw befouling the Common tongue.

“Miller!  The stench of purity is on the air; the foes of the Reaper are about!”

Unless the party retreats without investigating the door at all, they fall within range of the fiend’s ability to detect good (Auntie Wisk, as least, qualifies).  The cultists ready to defend themselves, while the Miller calls down the blessing of Nerull upon himself and his flock.

For her part, Auntie Wisk is more than happy to take on minions of evil; first, however, she uses a message cantrip to call for help from the rest of the PCs.  She then supports the party with spells as best she can.

APL 2 (EL 5)


Miller:  male human Clr3; hp 18; see Appendix 1


Cultists (2):  male and female human War1; hp 9; see Appendix 1


Abyssal Maw:  hp 11; see Appendix 1

APL 4 (EL 7)


Miller:  male human Clr4; hp 23; see Appendix 1


Cultists (6):  male and female human War1; hp 9; see Appendix 1


Bearded Devil: hp 45; see Monster Manual p. 52.

APL 6 (EL 9)


Miller:  male human clr7; hp 38; see Appendix 1

Cultists (5):  male and female human war2; hp 15; see Appendix 1.

Babau:  hp 66; see Monster Manual p. 40.

APL 8 (EL 11)


Miller:  male human clr7; hp 38; see Appendix 1

Cultists (5):  male and female human war4; see Appendix 1.


Vrock; hp 115; see Monster Manual p. 48.

APL 10 (EL 13)


Miller:  male human clr 11; hp 58; see Appendix 1


Cult Infiltrators (4):  male and female human mnk3/rog3; hp 40; see Appendix 1


Vrock; hp 115; see Monster Manual, p. 48

Tactics:  Upon detecting intruder, the Miller casts invisibility followed by his most powerful defensive and enhancing spells, moving after each spell to avoid attack.  He then attacks with spells; a favorite tactic is to use his Divine Metamagic feat to Empower an Inflict spell, then follow with his Death Touch ability.  He allows his minions, fiendish and mortal alike, to absorb the brunt of the attack.

At APL 10, the cult infiltrators focus on taking out enemy spellcasters, readying to interrupt casting with charge attacks or poisoned shuriken.

Development:  If the fight is going badly for the PCs, Rosarina charges in to help.

Encounter Nine:  A Pot-load of Trouble

Finally you stand triumphant over the Miller and his fiendish ally. There is no telling what the Miller meant to accomplish by dribbling glowing purple liquid into bags of flower, but judging from the company he kept, and the accoutrements of Nerull the Reaper you have found, it surely boded ill for whoever ended up with that wheat.

The cauldron he was using is a hideous thing, made of scabby, rusty black iron, deeply incised with ancient runes.  It resembles nothing so much as a suppurating boil three feet across, filled with virulent pus.  It is about three-quarters full of a thick, black liquid that emits an unhealthy violet glow.

The cauldron the Miller was using in the ritual is a minor artifact sacred to Nerull called the Cauldron of Ills.  The runes inscribed upon in are in Ancient Flan, and are a list of a variety of plagues, contagions, and diseases.  The cauldron detects as Overwhelming evil and magic of the Necromancy school.  The liquid inside detects as Faint evil and magic of the Necromancy school; it is, in fact, essentially several gallons worth of potion of contagion, and can be identified as such with a DC 25 Spellcraft check.  

The miller discovered the Cauldron of Ills many years ago, but had only recently unlocked the method of summoning the artifact’s guardian fiend.  With that fell creature’s knowledge, the Miller was soon able to unlock the artifact’s true power.  Once per month, if it is filled with humanoid blood and subjected to a contagion spell, the Cauldron of Ills transforms the blood into a liquid plague, equivalent to dozens of potions of contagion.  The Miller planned on unleashing a plague of devil chills among the unfortunate refugees camped around Havenhill.

The cauldron is roughly spherical, about 3 feet wide, and made of rusty black iron 5 inches thick; it usually has Hardness 25 and 150 hit points, and repairs itself at a rate of 3 hp/round.  It has SR 25, and its bonus to all saving throws is +12.  It is impervious to rust and acid.

If the cauldron is targeted with a remove disease spell or effect (pouring a potion of remove disease into it counts) all liquid remaining in it immediately transforms to pure water, and the cauldron itself issues hellish moans and wheezes, twitching and convulsing so that rust flakes off of it.  The Cauldron of Ills gets no saving throw against remove disease, nor does its SR apply to that specific spell.  The cauldron groans for 1 round per caster level of the remove disease; during this time, its ability to repair itself is suppressed, and it takes on the consistency of glass (Hardness 1, 5 hit points.)  If it is smashed while affected by a remove disease, the Cauldron of Ills is destroyed forever.  The character who delivers the final blow to the Cauldron of Ills gains the Plague-breaker special ability, as does the PC who cast remove disease.

PCs may attempt to use various Knowledge skills and spells to investigate the Cauldron of Ills.  The results of the most likely are summarized below.  Translating the runes on the Cauldron provides a +2 circumstance bonus on any Knowledge checks, as does successfully identifying the black liquid as a potion of contagion.
Knowledge:  Arcana

· DC 10+APL:  This item seems to be a vessel for imbuing a spell into liquid, similar to the process used in crafting potions.
· DC 15+APL:  Since the Miller was doling the liquid into bags of flour, the device most likely creates a poison or disease.
· DC 20+APL:  If the cauldron is meant to create a plague, it may be vulnerable to magicks that cure disease.
Knowledge:  History, Knowledge:  Local (Sheldomar), or Bardic Knowledge

· DC 10+APL:  The Principality of Ulek was originally populated by Flan tribes, but they were almost extirpated by plague shortly after the dwarves settled here.
· DC 15+APL:  Among the influences the dwarves had on the native tribes was to moderate their religious practices.  It is said that the plague was a punishment from the Reaper for turning away from his worship.
· DC 20+APL:  The plague was ended by a sacred warrior of Pelor, who is said to have triumphed over dark forces by remembering the Sun-God’s power to heal.
Knowledge:  Religion

· DC 10+APL:  This is a relic of Nerull, Flan deity of death, decay, and disease.  It most likely has some power over one of those subjects.
· DC 15+APL:  Followers of the Reaper often create powerful magical devices meant to spread death and plague.  These relics embody the very essence of the ills they are meant to create.
· DC 20+APL:  This is the Cauldron of Ills, an artifact said to have been created by an avatar of Nerull.  It is capable of transforming blood into a deadly plague, but is vulnerable to powers that destroy disease.
Casting identify provides the following information:

· This device is called The Cauldron of Ills.

· Its purpose is to transform blood into a potion-like substance that spreads disease.

· It can only be activated at a certain time each lunar month, and requires a contagion spell to work.

Casting legend lore or a similar effect provides all of the information from identify, as well as the following:

· The Cauldron of Ills was forged 1500 years ago by an avatar of Nerull known as the Plague Walker.  It is responsible for dozens of plagues that have afflicted the world.

· The original incarnation of the Cauldron of Ills was destroyed centuries ago by a paladin of Pelor named Echenua, who sacrificed her life to break the artifact.

· Cultists of Nerull gathered up shards of the shattered Cauldron of Ills as holy relics.  Several were reforged into this lesser, but still potent, incarnation.

· A remove disease effect suppresses the profane defenses the Cauldron enjoys, for a time.  Echenua’s original sacrifice still stands, preventing others from needing to give up their own life to destroy the Cauldron of Ills again.

Development:  Auntie Wisk is more than willing to help destroy the Cauldron of Ills, but does not take the lead in any investigations or decisions.  She does put her knowledge and spell-casting abilities at the party’s services.

Should the heroes fail to destroy the Cauldron, it eventually falls back into the hands of Nerull’s cult.  If they hand it over to the Army Quartermasters, they reluctantly accept it, but the party later hears that it was stolen on the rode.  Likewise, if they hide it, give it to a good-aligned church for safe-keeping, or otherwise fail to deal with the Cauldron of Ills themselves, the followers of the Reaper regain their own.

As long as the PCs are in possession of the Cauldron, the cultists merely watch and wait.  They are free to go to Gryrax, Havenhill, or anywhere else in the Principality of Ulek to ask advice or have spells cast.  Auntie Wisk and the rest of the Dusty Boot clan are happy to carry the party and their fell burden wherever they wish.

Conclusion

Conclusion A:  The Cauldron is Destroyed

It has finally come to the time when you must take your leave of the kindly halflings of the Dusty Boot Clan.  You have seen a side of the Little Folk you hadn’t seen before, and enjoyed seeing the Principality of Ulek in a new way.  Of course, you may have to get your clothes let out a bit after all of Auntie Wisk’s incredible meals, but that is a small price to pay for a fine vacation.

Still, there are some dark clouds on the horizon.  Even though you broke the death-cult in Ubanks and destroyed their unholy artifact, there are surely more twisted zealots like them.  Will they let the death of one of their leaders, and the destruction of a sacred relic go unpunished?

For now, though, you concentrate on the brighter things.  You have made life-long friends among the Dusty Boot clan, and have a standing invitation to visit them whenever you wish.  The Quartermaster-General himself thanked you for averting what could have been a crisis of epic proportion.  And of course, you have struck yet another blow in defense of the goodly folk of the Principality of Ulek.  And isn’t that what being a hero is all about?

The End

Conclusion B:  The Cauldron Survived

It has finally come to the time when you must take your leave of the kindly halflings of the Dusty Boot Clan.  You have seen a side of the Little Folk you hadn’t seen before, and enjoyed seeing the Principality of Ulek in a new way.  Of course, you may have to get your clothes let out a bit after all of Auntie Wisk’s incredible meals, but that is a small price to pay for a fine vacation.

Still, there are some dark clouds on the horizon.  Even though you broke the death-cult in Ubanks their unholy artifact still exists, and there are surely more twisted zealots like them.  Will they let the death of one of their leaders, and the loss, no matter how short-lived, of a sacred relic go unpunished?

For now, though, you concentrate on the brighter things.  You have made life-long friends among the Dusty Boot clan, and have a standing invitation to visit them whenever you wish.  The Quartermaster-General himself thanked you for averting what could have been a crisis of epic proportion.  And of course, you have struck yet another blow in defense of the goodly folk of the Principality of Ulek.  And isn’t that what being a hero is all about?

The End

Experience Point Summary

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

Encounter One

Defeat the gnoll raiding party


APL 2: 150 xp.


APL 4: 210 xp.


APL 6: 270 xp.


APL 8:  330 xp.


APL 10:  390 xp

Encounter Five
Rescue Analee Greenbud


APL 2: 60 xp.


APL 4: 120 xp.


APL 6: 180 xp.


APL 8:  240 xp.


APL 10:  300 xp.

Encounter 8

Defeat the Cultists


APL 2: 150 xp.


APL 4: 210 xp.


APL 6: 270 xp.


APL 8:  330 xp.


APL 10:  390 xp.

Story Award

Destroy the Cauldron of Ills


APL 2: 90 xp.


APL 4: 125 xp.


APL 6: 180 xp.


APL 8:  225 xp.


APL 10:  270 xp.

Discretionary roleplaying award


APL 2: 90 xp.


APL 4: 125 xp.


APL 6: 180 xp.


APL 8:  225 xp.


APL 10:  270 xp.

Total possible experience


APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 xp.


APL 8:  1,125 xp.


APL 10:  1,350 xp.

Treasure Summary

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


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


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


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


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


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Encounter One:

APL A: L: xx gp, C: yy gp, M: item name (value gp each per single item).

APL B: L: 0 gp, C: 10 gp, M: scroll of haste (31 gp each), +1 rapier (193 gp each).

Encounter Two:  

APL A: L: xx gp, C: yy gp, M: item name (value gp each per single item).

APL B: L: 0 gp, C: 10 gp, M: scroll of haste (31 gp each), +1 rapier (193 gp each).

Total Possible Treasure (Maximum Reward Allowed)

APL A: L: xx gp, C: yy gp, M: zz gp – Total: aa gp (bb gp).

APL B: L: xx gp, C: yy gp, M: zz gp – Total: aa gp (bb gp).

Items for the Adventure Record

Special

PCs who rescue Analee Greenbud without killing the dire animal that had taken her gain:

A Wink from the Shadows:  For rescuing a halfling from danger using guile rather than brawn, you have gained the notice of a secretive deity of luck and trickery.  You may appeal to this goddess in a moment of need to gain the effects of invisibility and nondetection as if cast by a 20th-level cleric.  Once you have invoked this favor, the goddess considers the debt paid and ignores any further entreaties.

Halfling PCs who earn A Wink from the Shadows also earn:

A Pair of Charming Visitors:  After rescuing a child of your people using guile rather than brawn, you have had an unusual dream:  two beautiful halfling women, as like as sisters but different as sun and shadow, thanked you for your courage.

For one calendar year, you gain a +1 sacred bonus to all saving throws.  This dream also counts has having met a representative of Yondalla and Dallah Thaun for prestige class requirements and other purposes.

If the Cauldron of Ills was destroyed, the character who cast remove disease upon it, and the character who struck the final blow to it gain the following (if an NPC cast the spell, only the character who actually shattered the cauldron earns the ability):

Plague-breaker:  For having struck the final blow that destroyed the Cauldron of Ills, you have triumphed over disease itself.  You are now immune to all diseases, even those that are magical or supernatural in nature.

If you are already immune to disease, or acquire that ability in some fashion at a later date (but not through possession of a magical item), that protection extends to magical and supernatural diseases (if it does not already), and you gain the ability to remove disease of a 6th-level paladin.  Paladins who gain this ability are instead treated as being 6 levels higher for the purposes of using their remove disease ability.

All PCs Earn:

Friends Among the Traveling Folk:  You have been made an honorary member of the Dusty Boot clan of lightfoot halflings.  There is always a place for  you among their wagons, and they are happy to share the strange and unusual items they come across in their travels.

After any scenario set in the Sheldomar Valley Metaregion, you may make a DC 15 Gather Information check to find out where the Dusty Boot clan is and pay them a visit.  Do so grants Access:  Adventure to the items marked with a * on the adventure record below.  You may invoke this favor as often as you like, as Auntie Wisk and the other members of the clan are always happy to see you.

Marked by the Reaper:  For shattering a plot to bring a new era of plague and death to the Principality of Ulek, the servants of Nerull have marked you an enemy.  They watch and wait for now, biding their time until the moment is ripe to strike.

Commendation/Recommendation for the Military:  For showing valor and dedication to your duty by discovering and ending an insidious plot to sow plague and death among the folk of Havenhill, the Quartermaster-General has issued a Commendation noting your valor and skill.  You are one step closer to promotion, soldier!

Civilians receive a Recommendation to join the PoU military.  Should you join the Royal Army, Navy, or Mine Rangers at any time in the future, you are considered to already have acquired a Commendation.  You only join with one Commendation, no matter how many Recommendations you have earned.

Item Access
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Pearl of Power I (Adventure, DMG)

*Wand of Cure Light Wounds (CL1) (Adventure, DMG)

*Pipes of the Sewes- (Adventure, DMG)

*Pipes of Sounding (Adventure, DMG)

*Scarf of Warmth (Adventure, Complete Adventurer)

*Shawl of Bewitching (Adventure, Complete Adventurer)

*Flute of the Snake (Adventure, Complete Adventurer)

*Halfling Skiprocks (Adventure, Races of the Wild)

*Warsling (Adventure, Races of the Wild)
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Wand of Inflict Light Wound (CL 1)- (Adventure, DMG)

APL 6
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Tan Bag of Tricks- (Adventure, DMG)

APL 10

+1 Spear-block Leather Armor (Adventure, Complete Warrior)

+1 Arrow-catching Heavy Wood Shield (Adventure, DMG)

Periapt of Wisdom +4 (Adventure, DMG)

Potion of mage armor (extended)-300 gp (Adventure, DMG) 

Ring of Mind Shielding (Adventure, DMG)

Appendix 1:  Opponents
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Encounter 1:  Hark, a Bark

Kerkak the Wise:  Male gnoll Drd3 (Erythnul); CR 4; medium humanoid (gnoll); HD 5d8+10; hp 38; Spd 40’; AC 19, touch 12, flat-footed 17 (+2 Dex, +3 +1 leather armor, +3 +1 heavy wooden shield, +1 natural); BAB/Grp +3/+4; Atk +5 melee (1d8+1/x3, MW battleaxe) or +5 ranged (1d6+1/x2, javelin); Full Atk +5 melee (1d8+1/x3, MW battleaxe) or +5 ranged (1d6+1/x2, javelin); Space/Reach 5’/5’; SA spells, SQ darkvision 60’, trackless step, wild empathy, woodland stride; AL NE; SV Fort +8, Ref +3, Will +6; Str 12, Dex 14, Con 14, Int 11, Wis 16, Cha 10.


Skills and Feats:  Handle Animal +4, Hide +6, Knowledge:  Nature +7, Listen +8, Move Silently +6, Spot +8, Survival +8; Natural Bond (CV), Practiced Spellcaster (CD).


Druid Spells Prepared:  (Caster Level 5; 4/3/2; base DC=13+spell level); 0-cure minor wounds, detect magic, flare x2; 1-entangle, longstrider (already cast), produce flame; 2-bull’s strength, woodland veil (RoW, already cast)


Possessions:  +1 leather armor, +1 heavy wooden shield, pearl of power I, MW battleaxe


Physical Description:  This aged gnoll has many patches of white showing on his pelt; he carries a staff well-adorned with feathers, bones, teeth, and other fetishes, as well as a more functional-looking battleaxe.

Note that Kerkak is already under the effects of longstrider and woodland veil; this is reflected in the statistics above.

Marrow, hyena animal companion:  female hyena; CR 1; medium animal; HD 4d8+12; hp 35; Spd 50’; AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural); BAB/Grp +3/+5; Atk +5 melee (1d6+3/x2, bite); Full Atk +5 melee (1d6+3/x2, bite); Space/Reach 5’/5’; SA trip; SQ evasion, low-light vision, scent; AL N; SV Fort +6, Ref +7, Will +2; Str 14, Dex 16, Con 16, Int 2, Wis 12, Cha 6.


Skills and Feats:  Hide +7, Listen +4, Move Silently +8, Spot +4, Survival +1 (+5 when tracking by scent); Dodge, Track, Weapon Focus:  Bite.


Physical Description:  A lean, lithe hyena with a reddish, black-spotted pelt.  It wears a thick, spiked collar.

Note that Marrow is already under the effects of woodland veil; this is reflected in the statistic above.

Encounter 8:  Crop Blights

Miller:  male human (Flan) Clr3 (Nerull); CR 3; medium humanoid (human); HD 3d8; hp 18; Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +2/+1; Atk +2 melee (1d6-2, MW silver sickle); Full Atk +2 melee (1d6-2/x2, MW silver sickle); Space/Reach 5’/5’; SA rebuke undead 8/day, spells; AL NE; SV Fort +4, Ref +2, Will +5; Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 12.


Skills and Feats:  Bluff +8, Heal +9, Knowledge:  Religion +7, Knowledge:  Planes +4, Profession:  Miller +9, Spellcraft +9; Divine Metamagic, Empower Spell, Extra Turning  


Cleric Spells Prepared:  (4/3+1/2+1; base DC 12+spell level); 0-detect magic, detect poison, guidance, resistance; 1-bane, bless, cause fear*, command; 2-invisibility*, silence, sound burst


*Domain spell.  Domains:  Death (death touch 1/day); Trickery (Bluff, Disguise, and Hide are class skills).


Possessions:  +1 breastplate, scroll of cure moderate wounds, scroll of owl’s wisdom,  MW silver sickle


Physical Description:  Portly, balding, and jowly, this man is the last sort of person you would expect to be leading an evil cult.  Still, the angry glare in his eye belies the jovial set of his features.

Cultist:  male or female human (Flan) War1 (Nerull); CR ½; medium humanoid (human); HD 1d8+1; hp 9; Init +1; Spd 20’; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 chainmail); BAB/Grp +1/+2; Atk +3 melee (2d4+1/x4, scythe); Full Atk +3 melee (2d4+1/x4, scythe); Space/Reach 5’/5’; AL NE; SV Fort +3, Ref +1, Will -1; Str 13, Dex, 12, Con 12, Int 10, Wis 8, Cha 10.


Skills and Feats:  Knowledge:  Religion +2, Knowledge:  Planes +2, Profession (varies) +3; Power Attack, Weapon Focus:  Scythe


Possessions:  chainmail, scythe

Abyssal Maw:  CR 2; medium outsider (chaotic, evil); HD 2d8+2; hp 11; Init +0; Spd 30’; AC 15, touch 10, flat-footed 15 (+5 natural); BAB/Grp +2/+5; Atk +5 melee (2d8+4/x2, bite); Full Atk +5 melee (2d8+4); Space/Reach 5’/5’; SA rend fallen; SQ outsider traits; SV Fort +4, Ref +3, Will +2; Str 17, Dex 10, Con 13, Int 6, Wis 9, Cha 8.


Skills and Feats:  Climb +7, Jump +7, Listen +5, Spot +1; Alertness.


Rend Fallen (Ex):  An abyssal maw loves to tear into its downed foes.  It automatically deals an additional 2d8+4 damage to any foe it drops with a melee attack.
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Encounter 1:  Hark, a Bark

Kerkak the Wise:  Male gnoll Drd5 (Erythnul); CR 6; medium humanoid (gnoll); HD 7d8+14; hp 52; Init +2; Spd 40’; AC 22, touch 12, flat-footed 20 (+2 Dex, +3 +1 leather armor, +3 +1 heavy wooden shield, +4 natural); BAB/Grp +4/+5; Atk +6 melee (1d8+1/x3, MW battleaxe) or +6 ranged (1d6+1/x2, javelin); Full Atk +6 melee (1d8+1/x3, MW battleaxe) or +6 ranged (1d6+1/x2, javelin); Space/Reach 5’/5’; SA spells, SQ darkvision 60’, trackless step, wild empathy, wildshape 1/day (medium), woodland stride; AL NE; SV Fort +10, Ref +4, Will +8; Str 12, Dex 14, Con 14, Int 11, Wis 16, Cha 10.


Skills and Feats:  Handle Animal +2, Hide +6, Knowledge:  Nature +9, Listen +9, Move Silently +6, Spot +9, Survival +10; Natural Bond (CV), Practiced Spellcaster (CD), Track.


Druid Spells Prepared:  (Caster Level 7; 5/4/3/2; base DC=13+spell level); 0-cure minor wounds x2, detect magic, flare x2; 1-entangle x2, longstrider (already cast), produce flame; 2-barkskin (already cast), bull’s strength, woodland veil (RoW, already cast); 3-greater magic fang (already cast), nature’s favor (CV)


Possessions:  +1 leather armor, +1 heavy wooden shield, cloak of resistance +1, pearl of power I, scroll of bear’s endurance x2, scroll of cure serious wounds, scroll of owl’s wisdom, scroll of protection from energy, MW battleaxe


Physical Description:  This aged gnoll has many patches of white showing on his pelt; he carries a staff well-adorned with feathers, bones, teeth, and other fetishes, as well as a more functional-looking battleaxe.

Note that Kerkak is already under the effects of longstrider, barkskin, and woodland veil; this is reflected in the statistics above.

Marrow, hyena animal companion:  female hyena; CR 1; medium animal; HD 6d8+18; hp 51; Init +3; Spd 50’; AC 19, touch 13, flat-footed 16 (+3 Dex, +6 natural); BAB/Grp +4/+6; Atk +7 melee (1d6+4/x2, bite); Full Atk +7 melee (1d6+4/x2, bite); Space/Reach 5’/5’; SA trip; SQ devotion, evasion, low-light vision, scent; AL N; SV Fort +7, Ref +8, Will +3; Str 15, Dex 17, Con 16, Int 2, Wis 12, Cha 6.


Skills and Feats:  Hide +7, Listen +4, Move Silently +8, Spot +4, Survival +3 (+7 when tracking by scent); Dodge, Mobility, Track, Weapon Focus:  Bite.


Physical Description:  A lean, lithe hyena with a reddish, black-spotted pelt.  It wears a thick, spiked collar.

Note that Marrow is already under the effects of woodland veil and greater magic fang; this is reflected in the statistics above.

Gnoll Hunter:  Male gnoll Rgr1 (Erythnul); CR 2; medium humanoid (gnoll); HD 3d8+9; HP 27; Init +2; Spd 30’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 +1 chain shirt, +3 +1 heavy wooden shield, +1 natural); BAB/Grp +2/+6; Atk +7 melee (1d8+4/x3, MW battleaxe) or +4 ranged (1d6+4/x2, javelin); Full Atk +7 melee (1d8+4/x3, MW battleaxe) or +4 ranged (1d6+4/x2, javelin); Space/Reach 5’/5’; SA favored enemy (human +2); SQ darkvision 60’; AL CE; SV Fort +7, Ref +5, Will +1; Str 18, Dex 15, Con 17, Int 8, Wis 12, Cha 6.


Skills and Feats:  Hide +5, Listen +4, Move Silently +5, Spot +4, Survival +5; Cleave, Power Attack, Track


Possessions:  +1 chain shirt, +1 heavy wooden shield, MW battleaxe, 4 javelins

Note that the Gnoll Hunters are already under the effect of woodland veil; this is reflected in their statistics above.

Encounter 8:  Crop Blights

Miller:  male human (Flan) Clr4 (Nerull); CR 4; medium humanoid (human); HD 4d8; hp 23; Init +1; Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +3/+2; Atk +3 melee (1d6-2, MW silver sickle); Full Atk +3 melee (1d6-2/x2, MW silver sickle); Space/Reach 5’/5’; SA rebuke undead 8/day, spells; AL NE; SV Fort +5, Ref +2, Will +8; Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 12.


Skills and Feats:  Bluff +9, Heal +10, Knowledge:  Religion +8, Knowledge:  Planes +5, Profession:  Miller +11, Spellcraft +10; Divine Metamagic, Empower Spell, Extra Turning  


Cleric Spells Prepared:  (5/4+1/3+1; base DC 13+spell level); 0-detect magic, detect poison, guidance, resistance; 1-bane, bless, cause fear*, doom, command; 2-invisibility*, silence, sound burst x2


*Domain spell.  Domains:  Death (death touch 1/day); Trickery (Bluff, Disguise, and Hide are class skills).


Possessions:  +1 breastplate, wand of inflict light wounds, scroll of cure moderate wounds, scroll of owl’s wisdom, MW silver sickle


Physical Description:  Portly, balding, and jowly, this man is the last sort of person you would expect to be leading an evil cult.  Still, the angry glare in his eye belies the jovial set of his features.

Cultist:  male or female human (Flan) War1 (Nerull); CR ½; medium humanoid (human); HD 1d8+1; hp 9; Init +1; Spd 20’; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 chainmail); BAB/Grp +1/+2; Atk +3 melee (2d4+1/x4, scythe); Full Atk +3 melee (2d4+1/x4, scythe); Space/Reach 5’/5’; AL NE; SV Fort +3, Ref +1, Will -1; Str 13, Dex, 12, Con 12, Int 10, Wis 8, Cha 10.


Skills and Feats:  Knowledge:  Religion +2, Knowledge:  Planes +2, Profession (varies) +3; Power Attack, Weapon Focus:  Scythe.


Possessions:  chainmail, scythe
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Encounter 1:  Hark, a Bark

Kerkak the Wise:  Male gnoll Drd7 (Erythnul); CR 8; medium humanoid (gnoll); HD 9d8+18; hp 64; Init +2; Spd 40’; AC 29, touch 12, flat-footed 27 (+2 Dex, +3 +1 leather armor, +3 +1 heavy wooden shield, +11 natural); BAB/Grp +6/+7; Atk +8 melee (1d8+1/x3, MW battleaxe) or +8 ranged (1d6+1/x2, javelin); Full Atk +8/+3 melee (1d8+1/x3, MW battleaxe) or +8 ranged (1d6+1/x2, javelin); Space/Reach 5’/5’; SA spells, SQ darkvision 60’, trackless step, wild empathy, wildshape 3/day (medium), woodland stride; AL NE; SV Fort +11, Ref +5, Will +10; Str 12, Dex 14, Con 14, Int 11, Wis 19, Cha 10.


Skills and Feats:  Handle Animal +4, Hide +6, Knowledge:  Nature +11, Listen +10, Move Silently +6, Spot +10, Survival +12; Elephant’s Hide (CD), Natural Bond (CV), Practiced Spellcaster (CD), Track.


Druid Spells Prepared:  (Caster Level 9; 6/5/4/3/2; base DC=14+spell level); 0-cure minor wounds x3, detect magic, flare x2; 1-entangle x2, longstrider x2 (already cast), produce flame; 2-barkskin x2 (already cast), bull’s strength, woodland veil (RoW, already cast); 3-call lightning, greater magic fang (already cast), nature’s favor (CV, already cast); 4-freedom of movement, ice storm


Possessions:  +1 leather armor, +1 heavy wooden shield, cloak of resistance +1, periapt of wisdom +2, pearl of power I, scroll of bear’s endurance x2, scroll of cure serious wounds, scroll of owl’s wisdom, scroll of protection from energy, MW battleaxe


Physical Description:  This aged gnoll has many patches of white showing on his pelt; he carries a staff well-adorned with feathers, bones, teeth, and other fetishes, as well as a more functional-looking battleaxe.

Note that Kerkak has already invoked his Elephant’s Hide feat, and is under the effects of longstrider and barkskin; the effects are already included in the above statistics.

Marrow, hyena animal companion:  female hyena; CR 1; medium animal; HD 8d8+24; hp 67; Init +4; Spd 60’; AC 26, touch 14, flat-footed 20 (+4 Dex, +12 natural); BAB/Grp +6/+9; Atk +15 melee (1d6+10/x2, bite); Full Atk +15/+10 melee (1d6+10/x2, bite); Space/Reach 5’/5’; SA trip; SQ devotion, evasion, low-light vision, scent; AL N; SV Fort +9, Ref +10, Will +3; Str 16, Dex 18, Con 17, Int 2, Wis 12, Cha 6.


Skills and Feats:  Hide +7, Listen +5, Move Silently +8, Spot +5, Survival +3 (+7 when tracking by scent); Dodge, Mobility, Multi-attack, Track, Weapon Focus:  Bite.


Physical Description:  A lean, lithe hyena with a reddish, black-spotted pelt.  It wears a thick, spiked collar.

Note that Marrow is already under the effects of longstrider, barkskin, woodland veil, greater magic fang, and nature’s favor; this is reflected in the statistics above.

Gnoll Hunter:  Male gnoll Rgr1 (Erythnul); CR 2; medium humanoid (gnoll); HD 3d8+9; HP 27; Init +2; Spd 30’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 +1 chain shirt, +3 +1 heavy wooden shield, +1 natural); BAB/Grp +2/+6; Atk +7 melee (1d8+4/x3, MW battleaxe) or +4 ranged (1d6+4/x2, javelin); Full Atk +7 melee (1d8+4/x3, MW battleaxe) or +4 ranged (1d6+4/x2, javelin); Space/Reach 5’/5’; SA favored enemy (human +2); SQ darkvision 60’; AL CE; SV Fort +7, Ref +5, Will +1; Str 18, Dex 15, Con 17, Int 8, Wis 12, Cha 6.


Skills and Feats:  Hide +5, Listen +4, Move Silently +5, Spot +4, Survival +5; Cleave, Power Attack, Track


Possessions:  +1 chain shirt, +1 heavy wooden shield, MW battleaxe, 4 javelins

Note that the Gnoll Hunters are already under the effects of woodland veil; this is reflected in their statistics above.

Encounter 5:  Ramblin’ Rascal

Advanced Dire Wolverine; CR 6; large animal; HD 11d8+58; hp 116; Init +3; Spd 30’, climb 10’; AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, -1 size); BAB/Grp +8/+18; Atk +14 melee (1d6+6/x2, claw); Full Atk +14/+14 melee (1d6+6/x2, claw) and +8 melee (1d8+3/x2, bite); Space/Reach 10’/5’; SA rage; SQ low-light vision, scent; AL N; SV Fort +12, Ref +10, Will +8; Str 22. Dex 17, Con 20, Int 2, Wis 12, Cha 10.


Skills and Feats:  Climb +14, Listen +10, Spot +10; Alertness, Improved Natural Armor, Toughness, Track, Weapon Focus:  Claw.

Encounter 8:  Crop Blights

Miller:  male human (Flan) Clr7 (Nerull); CR 7; medium humanoid (human); HD 7d8; hp 38; Init +1; Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +5/+4; Atk +5 melee (1d6-2, MW silver sickle); Full Atk +5 melee (1d6-2/x2, MW silver sickle); Space/Reach 5’/5’; SA rebuke undead 12/day, spells; AL NE; SV Fort +6, Ref +3, Will +10; Str 8, Dex 12, Con 10, Int 14, Wis 18, Cha 12.


Skills and Feats:  Bluff +12, Heal +10, Knowledge:  Religion +11, Knowledge:  Planes +8, Profession:  Miller +15, Spellcraft +13; Divine Metamagic, Empower Spell, Extra Turning x2  


Cleric Spells Prepared:  (6/5+1/4+1/3+1/2+1; base DC 14+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, resistance; 1-bane, bless, cause fear*, doom, command; 2-hold person, invisibility*, silence, sound burst x2; 3-blindness/deafness, contagion, nondetection*, prayer; 4-confusion*, poison, stop heart (BoVD)


*Domain spell.  Domains:  Death (death touch 1/day); Trickery (Bluff, Disguise, and Hide are class skills).


Possessions:  +1 breastplate, periapt of wisdom +2, wand of inflict light wounds, scroll of cure moderate wounds, scroll of bear’s endurance,  MW silver sickle


Physical Description:  Portly, balding, and jowly, this man is the last sort of person you would expect to be leading an evil cult.  Still, the angry glare in his eye belies the jovial set of his features.

Cultist:  male or female human (Flan) War2 (Nerull); CR 1; medium humanoid (human); HD 2d8+2; hp 15; Init +1; Spd 20’; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 chainmail); BAB/Grp +2/+3; Atk +5 melee (2d4+1/x4, MW scythe); Full Atk +5 melee (2d4+1/x4, MW scythe); Space/Reach 5’/5’; AL NE; SV Fort +4, Ref +1, Will -1; Str 13, Dex, 12, Con 12, Int 10, Wis 8, Cha 10.


Skills and Feats:  Knowledge:  Religion +2, Knowledge:  Planes +2, Profession (varies) +3; Power Attack, Weapon Focus:  Scythe


Possessions:  potion of cure light wounds, chainmail, MW scythe
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Encounter 1:  Hark, a Bark

Kerkak the Wise:  Male gnoll Drd9 (Erythnul); CR 10; medium humanoid (gnoll); HD 11d8+22; hp 78; Init +2; Spd 40’; AC 29, touch 12, flat-footed 27 (+2 Dex, +3 +1 leather armor, +3 +1 heavy wooden shield, +11 natural); BAB/Grp +7/+8; Atk +9 melee (1d8+1/x3, MW battleaxe) or +9 ranged (1d6+1/x2, javelin); Full Atk +9/+4 melee (1d8+1/x3, MW battleaxe) or +9 ranged (1d6+1/x2, javelin); Space/Reach 5’/5’; SA spells, SQ darkvision 60’, trackless step, venom immunity, wild empathy, wildshape 3/day (large), woodland stride; AL NE; SV Fort +12, Ref +6, Will +11; Str 12, Dex 14, Con 14, Int 11, Wis 19, Cha 10.


Skills and Feats:  Handle Animal +5, Hide +6, Knowledge:  Nature +13, Listen +12, Move Silently +6, Spot +12, Survival +13; Elephant’s Hide (CD); Natural Bond (CV), Practiced Spellcaster (CD), Track.


Druid Spells Prepared:  (Caster Level 11; 6/5/5/4/3/1; base DC=14+spell level); 0-cure minor wounds x3, detect magic, flare x2; 1-entangle x2, longstrider x2 (already cast), produce flame; 2-barkskin x2 (already cast), bull’s strength (already cast), cat’s grace (already cast), woodland veil (RoW, already cast); 3-call lightning, greater magic fang (already cast), nature’s favor (CV, already cast), protection from energy (already cast) ; 4-freedom of movement, ice storm, rusting grasp; 5-animal growth


Possessions:  +1 leather armor, +1 heavy wooden shield, cloak of resistance +1, periapt of wisdom +2, pearl of power I, tan bag of tricks,  scroll of bear’s endurance x2, scroll of cure serious wounds, scroll of owl’s wisdom, scroll of protection from energy, MW battleaxe


Physical Description:  This aged gnoll has many patches of white showing on his pelt; he carries a staff well-adorned with feathers, bones, teeth, and other fetishes, as well as a more functional-looking battleaxe.

Note that Kerkak has already invoked his Elephant’s Hide feat, and is under the effect of longstrider, barkskin, woodland veil, and protection from energy (fire); this is reflected in the statistics above.

Marrow, hyena animal companion:  female hyena; CR 1; medium animal; HD 8d8+24; hp 67; Init +6; Spd 60’; AC 28, touch 16, flat-footed 22 (+6 Dex, +12 natural); BAB/Grp +6/+11; Atk +18 melee (1d6+14/x2, bite); Full Atk +18/+13 melee (1d6+14/x2, bite); Space/Reach 5’/5’; SA trip; SQ devotion, evasion, low-light vision, scent; AL N; SV Fort +9, Ref +10, Will +3; Str 20, Dex 22, Con 17, Int 2, Wis 12, Cha 6.


Skills and Feats:  Hide +9, Listen +5, Move Silently +10, Spot +5, Survival +3 (+7 when tracking by scent); Dodge, Mobility, Multi-attack, Track, Weapon Focus:  Bite.


Physical Description:  A lean, lithe hyena with a reddish, black-spotted pelt.  It wears a thick, spiked collar.

Note that Marrow is already under the effect of longstrider, barkskin, bull’s strength, cat’s grace, woodland veil, greater magic fang, and nature’s favor; this is reflected in the statistics above.

Gnoll Stalker:  Male gnoll Rgr2/Bbn1 (Erythnul); CR 5; medium humanoid (gnoll); HD 1d12+4d8+20; HP 50; Init +2; Spd 40’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 +1 chain shirt, +3 +1 heavy wooden shield, +1 natural); BAB/Grp +4/+8; Atk +9 melee (1d8+5/x3, +1 battleaxe) or +6 ranged (1d6+4/x2, javelin); Full Atk +7 melee (1d8+5/x3, +1 battleaxe) and +7 melee (1d6+2/x2, MW heavy shield spikes) or +6 ranged (1d6+4/x2, javelin); Space/Reach 5’/5’; SA favored enemy (human +2), rage; SQ darkvision 60’; AL CE; SV Fort +11, Ref +5, Will +1; Str 18, Dex 15, Con 18, Int 8, Wis 12, Cha 6.


Skills and Feats:  Hide +6, Listen +6, Move Silently +6, Spot +6, Survival +7; Oversized Two-weapon Fighting (CV), Power Attack, Track, Two-weapon Fighting

Possessions:  +1 chain shirt, +1 heavy wooden shield with MW shield spikes, +1 battleaxe, 4 javelins

Note that the Gnoll Stalkers are already under the effect of woodland stride; this is reflected in their statistics above.

Encounter 5:  Ramblin’ Rascal

Advanced Dire Wolverine; CR 8; large animal; HD 17d8+85; hp 176; Init +4; Spd 30’, climb 10’; AC 18, touch 13, flat-footed 14 (+4 Dex, +5 natural, -1 size); BAB/Grp +12/+18; Atk +18 melee (1d8+6/19-20, claw); Full Atk +18/+18 melee (1d8+6/19-20, claw) and +12 melee (1d8+3/x2, bite); Space/Reach 10’/5’; SA rage; SQ low-light vision, scent; AL N; SV Fort +15, Ref +14, Will +11; Str 23. Dex 18, Con 20, Int 2, Wis 12, Cha 10.


Skills and Feats:  Climb +14, Listen +13, Spot +13; Alertness, Improved Critical:  Claw, Improved Natural Armor, Improved Natural Weapon:  Claw, Toughness, Track, Weapon Focus:  Claw.

Encounter 8:  Crop Blights

Miller:  male human (Flan) Clr7 (Nerull); CR 7; medium humanoid (human); HD 7d8; hp 38; Init +1; Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +5/+4; Atk +5 melee (1d6-2, MW silver sickle); Full Atk +5 melee (1d6-2/x2, MW silver sickle); Space/Reach 5’/5’; SA rebuke undead 12/day, spells; AL NE; SV Fort +6, Ref +3, Will +10; Str 8, Dex 12, Con 10, Int 14, Wis 18, Cha 12.


Skills and Feats:  Bluff +12, Heal +10, Knowledge:  Religion +11, Knowledge:  Planes +8, Profession:  Miller +15, Spellcraft +13; Divine Metamagic, Empower Spell, Extra Turning x2  


Cleric Spells Prepared:  (6/5+1/4+1/3+1/2+1; base DC 14+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, resistance; 1-bane, bless, cause fear*, doom, command; 2-hold person, invisibility*, silence, sound burst x2; 3-blindness/deafness, contagion, nondetection*, prayer; 4-confusion*, poison, stop heart (BoVD)


*Domain spell.  Domains:  Death (death touch 1/day); Trickery (Bluff, Disguise, and Hide are class skills).


Possessions:  +1 breastplate, periapt of wisdom +2, wand of inflict light wounds, scroll of cure moderate wounds, scroll of bear’s endurance,  MW silver sickle


Physical Description:  Portly, balding, and jowly, this man is the last sort of person you would expect to be leading an evil cult.  Still, the angry glare in his eye belies the jovial set of his features.

Cultist:  male or female human War4 (Nerull); CR 3; medium humanoid (human); HD 4d8+4; hp 27; Init +1; Spd 20’; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 chainmail); BAB/Grp +4/+5; Atk +8 melee (2d4+3/x4, MW scythe); Full Atk +8 melee (2d4+3/x4, MW scythe); Space/Reach 5’/5’; AL NE; SV Fort +5, Ref +2, Will +2; Str 14, Dex, 12, Con 12, Int 10, Wis 8, Cha 10.


Skills and Feats:  Knowledge:  Religion +3, Knowledge:  Planes +3, Profession (varies) +5; Iron Will, Power Attack, Weapon Focus:  Scythe


Possessions:  potion of cure light wounds, potion of bull’s strength,  chainmail, MW scythe

APL 10

Encounter 1:  Hark, a Bark

Kerkak the Wise:  Male gnoll Drd11 (Erythnul); CR 12; medium humanoid (gnoll); HD 13d8+26; hp 92; Init +2; Spd 40’; AC 30, touch 12, flat-footed 28 (+2 Dex, +3 +1 leather armor, +3 +1 heavy wooden shield, +12 natural); BAB/Grp +9/+10; Atk +11 melee (1d8+1/x3, MW battleaxe) or +11 ranged (1d6+1/x2, javelin); Full Atk +11/+6 melee (1d8+1/x3, MW battleaxe) or +11 ranged (1d6+1/x2, javelin); Space/Reach 5’/5’; SA spells, SQ darkvision 60’, DR 5/bludgeoning or slashing; trackless step, venom immunity, wild empathy, wildshape 4/day (tiny-large), woodland stride; AL NE; SV Fort +13, Ref +6, Will +13; Str 12, Dex 14, Con 14, Int 11, Wis 20, Cha 10.


Skills and Feats:  Handle Animal +5, Hide +6, Knowledge:  Nature +15, Listen +14, Move Silently +6, Spot +14, Survival +16; Natural Bond (CV), Natural Spell, Practiced Spellcaster (CD), Track.


Druid Spells Prepared:  (Caster Level 13; 6/7/5/5/4/3/1; base DC=15+spell level); 0-cure minor wounds x3, detect magic, flare x2; 1-entangle x2, faerie fire, longstrider x2 (already cast), obscuring mist, produce flame; 2-barkskin x2 (already cast), bull’s strength (already cast), cat’s grace (already cast), woodland veil (RoW, already cast); 3-call lightning, greater magic fang (already cast), nature’s favor (CV, already cast), protection from energy (already cast), sleet storm; 4-flame strike, freedom of movement, ice storm, rusting grasp; 5-animal growth, baleful polymorph, wall of thorns; 6-antilife shell


Possessions:  +1 spear-block leather armor, +1 arrow-catching heavy wooden shield, cloak of resistance +1, periapt of wisdom +2, pearl of power I, tan bag of tricks,  scroll of bear’s endurance x2, scroll of cure serious wounds, scroll of owl’s wisdom, scroll of protection from energy, MW battleaxe


Physical Description:  This aged gnoll has many patches of white showing on his pelt; he carries a staff well-adorned with feathers, bones, teeth, and other fetishes, as well as a more functional-looking battleaxe.

Note that Kerkak has already invoked his Elephant’s Hide feat, and is under the effect of longstrider, barkskin, woodland veil, and protection from energy (fire); this is reflected in the statistics above.

Marrow, hyena animal companion:  female hyena; CR 1; medium animal; HD 10d8+30; hp 83; Init +6; Spd 60’; AC 31, touch 16, flat-footed 25 (+6 Dex, +15 natural); BAB/Grp +7/+11; Atk +21 melee (1d6+16/x2, bite); Full Atk +21/+16 melee (1d6+16/x2, bite); Space/Reach 5’/5’; SA trip; SQ devotion, evasion, low-light vision, scent; AL N; SV Fort +10, Ref +11, Will +4; Str 21, Dex 23, Con 17, Int 2, Wis 12, Cha 6.


Skills and Feats:  Hide +9, Listen +5, Move Silently +10, Spot +5, Survival +5 (+7 when tracking by scent); Dodge, Mobility, Multi-attack, Spring Attack, Track, Weapon Focus:  Bite.


Physical Description:  A lean, lithe hyena with a reddish, black-spotted pelt.  It wears a thick, spiked collar.

Note that Marrow is under the effects of longstrider, barkskin, bull’s strength, cat’s grace, woodland veil, greater magic fang, and nature’s favor; this is reflected in the statistics above.

Gnoll Raiders:  Male gnoll Rgr2/Bbn3 (Erythnul); CR 7; medium humanoid (gnoll); HD 3d12+4d8+28; HP 71; Init +2; Spd 40’; AC 21, touch 12, flat-footed 19 (+2 Dex, +5 +1 chain shirt, +3 +1 heavy wooden shield, +1 natural); BAB/Grp +6/+12; Atk +12 melee (1d8+7/x3, +1 battleaxe) or +8 ranged (1d6+6/x2, javelin); Full Atk +11/+6 melee (1d8+7/x3, +1 battleaxe) and +11 melee (1d6+4/x2, +1 heavy shield spikes) or +8 ranged (1d6+6/x2, javelin); Space/Reach 5’/5’; SA favored enemy (human +2), rage; SQ darkvision 60’, trap sense +1, uncanny dodge; AL CE; SV Fort +12, Ref +6, Will +2; Str 22, Dex 15, Con 18, Int 8, Wis 12, Cha 6.


Skills and Feats:  Hide +6, Listen +9, Move Silently +6, Spot +6, Survival +10; Gnoll Ferocity (RoW), Oversized Two-weapon Fighting (CV), Power Attack, Track, Two-weapon Fighting

Possessions:  +1 chain shirt, +1 heavy wooden shield with +1 shield spikes, +1 battleaxe, potion of bull’s strength (already consumed), potion of cure serious wounds,  4 javelins

Note that the Gnoll Raiders are under the effect of bull’s strength and woodland veil; this is reflected in the statistics above.

Encounter 5:  Ramblin’ Rascal

Advanced Dire Tiger; Huge animal CR 10; HD 22d8+88; hp 201; Init +2; Spd 40’; AC 17, touch 11, flat-footed 15 (+2 Dex, -1 Size, +8 natural); BAB/Grp +16/+28; Atk +24 melee (2d4+8/x2, claw); Full Atk +24/+24 melee (2d4+8/x2, claw) and +18 melee (2d6+4/x2, bite); Space/Reach 10’/5’; SA improved grab, pounce, rake 2d4+4; SQ low-light vision, scent; AL N; SV Fort +17, Ref +14, Will +14; Str 27, Dex 15, Con 18, Int 2, Wis 12, Cha 10.


Skills and Feats:  Hide +13, Jump +14, Listen +6, Move Silently +11, Spot +7, Swim +10; Alertness, Improved Natural Armor x2, Improved Natural Attack (bite), Improved Natural Attack (claw),  Run, Stealthy, Weapon Focus (claw).


Improved Grab (Ex):  To use this ability, a dire tiger must hit with its bite attack.  It can then attempt to start a grapple as a free action, without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex):  If a dire tiger charges, it can take a full attack, including two rake attacks.


Rake (Ex):  Attack bonus +22, damage 2d4+4.

Encounter 8:  Crop Blights

Miller:  male human (Flan) Clr11 (Nerull); CR 11; medium humanoid (human); HD 11d8; hp 58; Init +1; Spd 20’; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 +1 breastplate); BAB/Grp +8/+7; Atk +8 melee (1d6-2, MW silver sickle); Full Atk +8/+3 melee (1d6-2/x2, MW silver sickle); Space/Reach 5’/5’; SA rebuke undead 12/day, spells; AL NE; SV Fort +8, Ref +4, Will +13; Str 8, Dex 12, Con 10, Int 14, Wis 21, Cha 12.


Skills and Feats:  Bluff +16, Heal +15, Knowledge:  Religion +15, Knowledge:  Planes +12, Profession:  Miller +16, Spellcraft +17; Divine Metamagic, Empower Spell, Extra Turning x2, Spell Focus:  Necromancy


Cleric Spells Prepared:  (6/7+1/5+1/5+1/4+1/3+1/1+1; base DC 14+spell level, Necromancy 15+spell level); 0-cure minor wounds, detect magic, detect poison, guidance, resistance; 1-bane, bless, cause fear*, command, doomx2, entropic shield; 2-darkness, hold person, invisibility*, silence, sound burst x2; 3-blindness/deafness, contagion, dispel magic, nondetection*, prayer; 4-confusion*, giant vermin, poison, stop heart (BoVD); 5-dispel good, greater command, slay living*, spell resistance; 6-mislead, visage of the deity (CD)


*Domain spell.  Domains:  Death (death touch 1/day); Trickery (Bluff, Disguise, and Hide are class skills).


Possessions:  +1 breastplate, periapt of wisdom +4, ring of mind shielding, wand of inflict light wounds, scroll of cure moderate wounds, scroll of bear’s endurance,  MW silver sickle


Physical Description:  Portly, balding, and jowly, this man is the last sort of person you would expect to be leading an evil cult.  Still, the angry glare in his eye belies the jovial set of his features.

Cult Infiltrators:  male and female human (Flan) Mnk3/Rog3; HD 3d8+3d6+12; hp 40; Init +2; Spd 40’; AC 20, touch 15, flat-footed 17 (+3 Dex, +1 Wis, +4 mage armor, +1 natural, +1 deflection); BAB/Grp +4/+5; Atk +8 melee (1d8+1/x2, unarmed strike) or +8 ranged (2/x2+poison, MW shuriken); Full Atk +6/+6 melee (1d8+1/x2, unarmed strike) or +6/+6 ranged (2/x2+poison, MW shuriken); Space/Reach 5’/5’; SA flurry of blows, sneak attack +2d6; SQ evasion, still mind, trap sense +1; AL LE; SV Fort +6, Ref +9, Will +5; Str 12, Dex 16, Con 14, Int 8, Wis 13, Cha 10.


Skills and Feats:  Bluff +9, Disguise +6, Hide +12, Jump +8, Knowledge:  Religion +4, Listen +10,  Move Silently +12, Profession (varies) +5, Tumble +14; Ascetic Rogue (CV), Deflect Arrows, Dodge, Improved Unarmed Strike, Stunning Fist (3/day, DC 14, DC 16 with sneak attack), Weapon Finesse, Weapon Focus:  Unarmed Strike


Possessions:  amulet of natural armor +1, ring of protection +1, potion of mage armor (extended) x2 (one already consumed), potion of cat’s grace, potion of owl’s wisdom, 10 MW shuriken, 4 MW shuriken with greenblood oil (Injury poison, Fort DC 13, 1 Con/1d2 Con).

Appendix 2:  Important NPCs

Auntie Wisk:  female halfling (lightfoot) Clr4/Wiz3 (Dallah Thaun); CR 7; HD 4d8+3d4; hp 27; Spd 20’; AC 12, touch 12, flat-footed 12 (+1 size, +2 deflection); BAB/Grp +4/-3; Atk +2 melee (1d3-3, dagger) or +6 ranged (1d3-3, dagger); Full Atk +2 melee (1d3-3, dagger) or +6 ranged (1d3-3, dagger); Space/Reach 5’/5’; AL CG; SV Fort +6, Ref +3, Will +11; Str 5, Dex 11, Con 11, Int 15, Wis, 17, Cha 14.


Skills and Feats:  Bluff +7, Diplomacy +11, Heal +8, Knowledge:  Geography +7, Knowledge:  Local (Sheldomar) +7,  Profession:  Cook +13, Sense Motive +10.  Craft Wand, Craft Wondrous Item, Negotiator, Scribe Scroll


Cleric Spells Prepared:  (5/4+1/3+1; base DC 13+spell level); 0-create water, detect magic, detect poison, light x2; 1-disguise self*, endure elements, magic stone, obscuring mist, sanctuary; 2-calm emotions, eagle’s splendor, invisibility*, zone of truth


*Domain spell; Domains:  Luck (luck reroll 1/day); Trickery (Bluff, Disguise, and Hide are class skills)


Wizard Spells Prepared (4/3/2; base DC 12+spell level); 0-dancing lights, ghost sound, mage hand, prestidigitation; 1-charm person, Tenser’s floating disk, unseen servant; 2-detect thoughts, knock


Spellbook:  0-all PHB cantrips; 1-charm person, disguise self, endure elements, hypnotism, Tenser’s floating disk, unseen servant; 2-detect thoughts, invisibility, knock, magic mouth


Possessions:  ring of protection +2, wand of cure light wounds, wand of detect magic, scroll of remove disease x2, dagger, MW cooking gear


Physical Description:  This ancient halfling must be well into her ninth decade, but is still as spry and sharp-tongued as a lass.  She has gray hair worn in a tight bun, brilliant green eyes, and a contagious laugh.  Auntie Wisk usually wears simple, but well-made traveling clothes, and always has a wooden spoon at hand to illustrate her points with gestures and cracked knuckles.

Rosarina Troubleburr:  female halfling (lightfoot) Pal2/Rgr3 (Yondallah); CR 5 HD 2d10+3d8+10; hp 40; Spd 20’; AC 20, touch 14, flat-footed 17 (+3 Dex, +1 size, +5 +1 chain shirt, +3 +1 heavy steel shield); BAB/Grp +5/+2; Atk +8 melee (1d6+1/x3, MW lance) or +7 melee (1d6+1/19-20, longsword) or +10 ranged (1d4+1/x2, javelin); Full Atk +8 melee (1d6+1/x3, MW lance) or +7 melee (1d6+1/19-20, longsword) or +8/+8 ranged (1d4+1/x2, javelin); Space/Reach 5’/5’; SA favored enemy (gnolls +2), smite evil; SQ aura of good, detect evil, lay on hands, wild empathy; AL LG; SV Fort +10, Ref +8, Will +3. Str 12, Dex 17, Con 14, Int 8, Wis 10, Cha 12.


Skills and Feats:  Handle Animal +3, Knowledge:  Geography +1, Listen +6, Ride +11, Spot +6, Survival +4; Devoted Hunter (CV), Endurance, Mounted Combat,  Quick Draw, Rapid Shot, Track


Possessions:  +1 chain shirt, +1 heavy steel shield, wand of cure light wounds, MW lance, longsword, 10 javelins, riding dog.


Physical Description:  This young halfling wears a seriousness beyond her apparently few years.  She has red-gold hair cut short and sunburned cheeks, and carries her weapons with an easy familiarity.  

Appendix 3:  New Rules

New Armor Enhancement:  Spear-block, Complete Warrior:  Armor enhanced with this ability grants the wearer DR5/bludgeoning or slashing.  Spear-block is equivalent to a +2 enhancement.

New Feat:  Ascetic Rogue, Complete Adventurer:  You may multi-class freely between monk and rogue.  When you use a sneak attack to deliver a stunning blow with an unarmed strike, you add 2 to the DC of your stunning attempt.  Your rogue levels stack with your monk levels for the purposes of your unarmed damage.

New Feat:  Divine Metamagic, Complete Divine:  You can use positive or negative energy to enhance the effects of your divine spells.  You may apply a metamagic feat to a spell you cast by spending a number of turn/rebuke undead attempts equal to the usual spell-level increase+1; doing so does not increase the casting time or raise the spell level requirement.

New Feat:  Elephant’s Hide, Complete Divine:  You may spend one of your daily uses of the wild shape ability to change your natural armor bonus to 7.  This replaces, rather than increases, your usual natural armor bonus.

New Feat:  Gnoll Ferocity, Races of the Wild:  When you rage, you gain a bite attack that deals 1d6+Strength damage.  You may also use the bite attack in conjunction with weapon attacks as part of a full attack action; in this case, it is considered a secondary natural weapon, taking a -5 penalty to the attack roll and only adding half your Strength bonus to damage.

New Feat:  Natural Bond, Complete Adventurer:  Your effective druid level for purposes of your animal companion increases by 3; your total effective druid level may not exceed your character level.

New Feat:  Practiced Spellcaster, Complete Divine:  Your effective caster level for one class increases by 4; your total caster level for that class may not exceed your character level.

New Spell:  Nature’s Favor,Complete Divine:  The animal targeted by this spell gains a +1 luck bonus on attack and damage rolls for every 2 caster levels.  It lasts 1 minute/level.

New Spell:  Stop Heart, Book of Vile Darkness:  A targeted creature within Close range must succeed at a Fortitude save or immediately suffer a massive heart attack.  This drops the victim to -8 hit points, and they suffer 1 point of damage each round until death.  The victim may not attempt to stabilize normally, but a DC 15 Heal check or any sort of curative magic prevents death.

New Spell:  Visage of the Deity, Complete Divine:  You take on your deity’s appearance and some measure of their power.  In the Miller’s case, he seems to transform into a cloaked skeleton, and gains the following effects for 1 round/level:  +4 enhancement bonus to Charisma; the ability to Smite Good 1/day, adding his Charisma modifier to hit and his character level to damage; darkvision 60’; cold and fire resistance 20; DR 10/magic; SR 20.

New Spell:  Woodland Veil, Races of the Wild:  You and all allies within 30’ gain a +5 bonus to Hide and Move Silently checks made in natural surroundings; the effect ends for any subject that moves more than 30’ away from any other.  This effect lasts for 10 minutes/caster level, and creatures under theeffect of the same casting may see and hear each other normally.

Player Handout #1

The soldier _______________________,

Having been of proven service, courage, and loyalty to prince and nation, has been given leave to go on furlough for the purposes of rest and recuperation.  This furlough is to be of a duration no greater than ten days, after which time this soldier will be considered absent without leave, and subject to appropriate punishments.

While on leave, all soldiers are expected to uphold the honor of the prince, the safety of the country, and the reputation of the royal military.  Further, this soldier may be recalled to duty any time as the needs of the service demand.  

Finally, as a member of the special services, this soldier is expected to investigate and deal with any threats to the principality they may encounter, as befits a hero of the realm.

Cpt. Theosius Haloring



Adj. Flintegarn Coalfire

Captain haloring

adjutant coalfire

Player’s Handout #2

A Tale of Wrongdoing

During today’s travels, Auntie Wisk dropped by the wagon you were riding to share some cookies and tea.  After a bit of small talk, the conversation turned to the topic of justice.

“My people have a bit of history in this village of Ubanks we’re heading to.  My husband’s people, rest his soul, used to stop in Ubank every couple years to help with the harvest, just like we’ll be doing.  Of course, there haven’t been any halflings helping there for ten years or more, after what happened!

“Oh, I can see you are trying to ask me something around all those crumbs.  Don’t choke, now, dear, I won’t keep you in suspense.  The last time the traveling people stopped in Ubanks was eleven years ago.  The Iron Bell clan was in the area just this time of year, and thought it would be good to enjoy the hospitality in Ubanks.  They rode into town just like we always do, put on a little show, sold some of our goods, and pitched in with the harvest, just like we always do.

“This time, though, something was different.  A greedy old human had bought the mill, and a bunch of the farmland all around.  Our people had put in honest labor and expected the proper reward: a tithe of everything they harvested has been the traditional pay since time immemorial.

“That rotten miller, he didn’t say a word when the Iron Bell clan came into town.  He didn’t say a word when they harvested all the grain in his fields, thinking they belonged to the town like they always had.  He didn’t say a word when they brought the wheat to be ground into flour.  And he didn’t say a word when he stole all their wheat from under their noses!  The only word he DID say was to call the Army in to chase off those, those ‘vagabond halflings!’  Can you believe such gall?!

“Well, the road has brought us here, at just the right time, to teach that old scoundrel a lesson.  I’ve heard that he’s still there, still running the mill.  No doubt he’ll think we’ve forgotten the dirty trick he played on the Iron Bell clan, no doubt he thinks he’ll get away with it again with a new bunch of the people.  This time, though, the laugh will be on HIM!

“My clan will help with the harvest, but we’ll take our tithe up front.  And, when the time is right and nobody is about, you’ll help me sneak into his precious mill and lay such a curse!  His little millstones will sing a different tune, one fit to drive him mad!

“So, will you help a little old lady bring a little justice to the world?”
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