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With the Warlord’s threat diminished, daring prospectors have already begun setting out from Thunderstrike in the hopes of striking it rich.  While some return with tales of rich lodes of ore and gems, and others with tales of want and frustration, one has come with a tale stranger still.

.  A Principality of Ulek regional adventure for first-level characters.

Introduction

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

Preparation






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


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


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


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

Playing the Game






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


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


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


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

Tracking






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

Living Greyhawk





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


Along with the other materials discussed in the Preparation section above that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the Living Greyhawk Gazetteer.

Living Greyhawk Levels of Play



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

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

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc.) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.

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

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

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


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


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


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

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

6. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.

Time Units and Upkeep




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

With the Warlord dead, the first wave of prospectors has begun flooding Thunderstrike, all determined to be the first to strike it rich as the mines, long threatened by orcish raiders, become viable once more.

Vilmer Brendhoffen is one such daring spirit.  An initial foray into a natural cave a few hours’ walk from the city garnered him a few amethysts and peridots, as well as a strange, glimmering purple rock.  During his initial spree of spending and carousing, Vilmer traded the odd stone to an alchemist named Havro in exchange for a hangover cure.

Havro’s analysis soon determined that the purple rock possessed some decidedly strange properties.  His lack of proper tools and limited sample prevented Havro from learning more, so he went to the Society of Shadows for assistance, offering to cut them in on whatever it was the purple rock actually did.  Happy to have a skilled alchemist in her pocket, the mysterious leader of Thunderstrike’s Society of Shadows agreed to the deal.

As Vilmer set off to work his strike for more beer money, the Society dispatched Grinnin’ Chaff Donner, a notorious claim-jumper, to run him off the mine and acquire as much of the strange rock as he could.  Using sorcerous tricks and a keen imagination, Donner quickly scared Vilmer away and is now at the mine, scooping up the prospector’s gems and a good pile of the purple rock

Adventure Summary

The scenario begins with the heroes enjoying an impromptu festival in Thunderstrike.  A company of miners have just returned to town with a good haul of rubies and emeralds, and have decided to celebrate their fortune by throwing a party for whoever happens by.  Music, food, drink and dancing are plentiful, and a grand time is had by all.

As the party winds down, the heroes are approached by Dimble “Cloak” Beren, a ranking member of the Mine Rangers.  He offers the party a chance to earn some coin taking on a sub-contract from the Mine Rangers; it seems that a local miner has just come running into town complaining about a monster that chased him out of his mine, but signs of some suspicious goblin activity in nearby caverns has drawn all available Mine Rangers to investigate.  Dimble wants the party to check out the miner’s claim and dispatch or at least identify the nature of the threat.  He offers a decent wage and, of course, the gratitude of the Mine Rangers.

The party makes their way west of Thunderstrike, well away from the area the goblins are rumored to be infiltrating.  As they approach the cave, they notice a shadowy form dart back into the depths of the cave; those with keen eyes note it is distinctly monstrous in appearance, while the keenest among them may well ascertain that it is a bit too small, and, well, cartoonish to be truly threatening.

Pursuing the shape into the cave, they eventually corner a small, grotesquely fanged and clawed beast which, once cornered, proves to be a pipsqueak of a deep Halfling using a spell to disguise himself.

As they prepare to interrogate their prisoner, an ominous rumbling heralds the appearance of a real monster:  a xorn!  Luckily for the party, the mighty earth being seems confused or drunk, moving randomly about the cave, bursting from walls, and occasionally doing nothing at all.

Once the xorn is finally defeated, the aftereffects of its presence make themselves felt.  The rumblings, which had grown worse and worse as the battle progressed, build to a crescendo as the cave collapses!  Luckily, nobody is hurt in the collapse (well, nobody but Donner’s familiar…), but the only way out is well and truly blocked.

Days have passed as the party tries to escape, all to no avail.  A few chinks in the rubble heap allow a bit of air in, and the dripping stalactites provide enough water to live on, but food has been running thin.

The confinement, the short rations, and the loss of his familiar have all combined to drive Grinnin’ Chaff Donner to the brink of insanity.  His initial offers to use his mining expertise to help get out grow more frenetic, and demands for more food more strident (especially if there are any mounts, familiars, or animal companions present).  Finally, he snaps.

Flying into a frenzy, Chaff turns on the party, intent on killing and eating them.  As the likely starving and fatigued party battle for their lives, they can take solace in the likelihood that something is likely to be added to the menu for the evening.  As Chaff is finally subdued, a faint tink, tink, tink echoes across the chamber.

If the party responds to the signal, a squad of mine rangers soon opens a path through the collapse and brings them to safety.  They had come to investigate the fate of their sub-contractors after having dealt with goblin threat, and are pleased to see that the party is still alive.  Once they get them fed and recovered, Dimble, who commands the squad, asks them to take Chaff back to town, as well as a few samples of the strange purple rock which provoked the whole incident.  The rangers want to stay behind to more thoroughly investigate the cave.

On the road back to Thunderstrike, Chaff’s initial cheer at food and freedom fades into a sullen resignation at the prospect of prison.  As the party makes their way through a bustling village marketplace, the alert may notice a sudden shift in his demeanor as he notices a member of the Society of Shadows moving up through the crowd. 

Street thugs attack the party in the market.  As the villagers flee and cry for the watch, gutter-rat cutthroats try to free the once-again Grinnin’ Chaff Donner and seize the stash of purple stones.

Once the party defeats the ambushers, they can make their way back to Thunderstrike.  Handing over Chaff and the purple rocks, they are rewarded with a fine purse of gold, the warm thanks of Vilmer Brendhoffen, and an invitation to join the mine rangers.  They may also keep one of the strange purple rocks as a souvenir.  While the mineral’s exact properties are unknown, someone, somewhere, wants it badly enough to kill for it…

Preparation for Play

Before play begins, note which characters, if any, are members of the Mine Rangers, Royal Army, Royal Navy, Church of Ulaa, or Liegemen of the Prince.  Dimble “Cloak” Beren will approach such characters specifically.

As a portion of this scenario involves the party being trapped for a period of days, the DM should be familiar with the Starvation and Dehydration rules on page 304 of the DMG.  Also, once the party sets out from Thunderstrike, note which characters are carrying trail rations, and in what quantities.

Introduction

The city of Thunderstrike is bustling as usual, but a palpable air of excitement hangs over the city.  Everywhere you look, men, dwarves and gnomes in mud-stained clothes hurry from provisioner to blacksmith to muleyard, buying the tools and supplies needed to go prospecting for gems in the surrounding mountains.

Up ahead, it looks like a few lucky souls have already returned to enjoy the fruits of their labors.  A gang of dirt-streaked dwarves raucously call any who pass to share a drink and a bite with them in celebration of a successful expedition.

An impromptu band plays a merry tune on jugs, steel pans and washboards, while a boar stuffed with apples and potatoes roasts slowly on a spit nearby.  Half-a-dozen barrels of ale and cider have already been broached, suds flying as townsfolk and prospectors alike kick up their heels in a wild jig.

The music quiets down as the first few slices of boar are served up on thick hunks of dark bread.  You find yourself sheltering behind a bench from the jostling crowd with a few other folk, neither miners nor townsfolk by their looks.

This is a good time to perform character introductions.  Allow the players to roleplay with each other for a few minutes, then proceed to the appearance of Dimble “Cloak” Beren.  Any PCs who wish to ask what is going on may make a Gather Information check; for every 5 points they make on their check, roll for a rumor on the list below:

1-These Shale brothers sure know what money is for!  What good is grubbing in a cave for gems if you can’t enjoy yourself most of the time?  

2-Now that the Warlord is dead, a lot of the mines around here are reopening.  ‘Course, there’s still a bunch o’ orcsies runnin’ wild, so you gotta be careful.  

3-Sometimes I wonder if Ulaa moves gems around on you…  I worked that Ridgecat Hole for 5 years and nothin’, and these Shale boys go in, come out rich just a month later.  Phooey!  

4-You gotta be careful carrying too many gems up in them mountains; there’s things up there that brood over ‘em like a hen with her eggs!  

5-You find any of them black onyx stones, you better turn ‘em right in to the Mine Rangers!  We don’t want another March of the Dead!  

6-I would still be up in the passes lookin’ for the mother lode, except I gave almost all my food to this crazy half-orc.  Poor sot’s been up there nearly a year following some tattered treasure map.  

7-Those wizards in the Talons of Retribulation are buying up rubies like a Halfling buys cupcakes! I wonder what they’re doing with them all?  

8-Someone stole my purse the other day, but when I got home, this kid with a black eye was hanging around my door.  He said he found it, but I think he was the one what took it!  I wonder why he brought it back?  And…how he found me…?! 

Once the PCs have gotten a feel for each other and the situation, they are approached by Dimble “Cloak:” Beren, a ranking officer in the Mine Rangers.  He is looking for some skilled adventurers to undertake a mission, but is in a hurry, so he settles on the PCs.  Read or paraphrase the following:

As you wipe thick gravy from your chin, your gaze is drawn to an unusual phenomenon in the crowd:  a wave of rough salutes, nods, and thumbs-up heading in your direction.  As it approaches, you can make out the occasional “Run dark!” or “Stick it to ‘em, Cloak!” until finally, the crowd parts to reveal a slender gnome, wrapped in a shimmering indigo cloak that barely conceals a bewildering array of weapons, tools, and gizmos strapped about his body.  His sleeve bears the insignia of a ranking officer in the Mine Rangers.
If any of the PCs belong to the Mine Rangers, Royal Army, Royal Navy, Liegemen of the Prince, or the Church of Ulaa, Dimble calls them by name.  Otherwise, read or paraphrase the following.

“Good day, folks.  My name is Dimble Beren, but most folks call me ‘Cloak.’  I head up the Mine Rangers in these parts, and I am afraid I need a bit of help.  I’d like to offer you the chance to serve your country and make a bit of coin as well.  What do you say?”

Assuming the party is willing to hear Dimble out, proceed with the following. 

“About an hour ago, a miner by the name of Vilmer Brendhoffen came running into our watch-house hollering about a monster that chased him out of his mine.  Now, normally this kind of thing is our bread and butter, but at the moment, all the lads are tied up chasing a bunch of goblins through the ‘dark south of here, and we don’t have the manpower to follow this up right now.  I was only in town getting a restock of potions, so this Vilmer was lucky anyone was even here to catch his report.

“I can give you each one of these garnets up front, plus another if you find out what this monster is and take care of it.  If it looks too tough, just find out what you can and come on back; hopefully we’ll have run those gobbies down by the time you return and we can move on to this job.”

His initial offer is 50gp each, but he can be bargained up to 75gp with a successful Diplomacy check (DC 15).  Any character who attempts to dicker, regardless of success, does not earn the Recommendation of the Mine Rangers, however.  If the PCs accept the job, continue below.

“Great!  Here, have a couple of sunrods to help you on your way.  This map should take you right to the cave.  Remember, Vilmer has staked an official claim, so any gems or metals in the cave belong to him…  I would hate to have to arrest any of you for claim-jumping.  Oh, if you want to talk to Vilmer, I left him at the station-house, but I think he had some bottled courage on the way in to town, and wasn’t making much sense to me.  If you hurry, you should be able to get to his claim before full dark.

“Good luck, and Ulaa guide you!”


Encounter One: Everything is Rosy at the Bottom of the Bottle

If the party wishes to make any last-minute purchases, this is the time to do it.  Thunderstrike is a good-sized community, so all basic PHB equiptment is available, as well as scrolls and potions.

The Mine Rangers station-house is near the center of town, so stopping by to speak with Vilmer is not too much of a detour.  The building is a squat structure of solid stone, standing on a curiously thick foundation.  The steward, an aged gnome called Sumfred, takes the party to the barracks room, where Vilmer is sleeping off the aftereffects of his brush with terror.  Read or paraphrase the following:

Sprawled across a pair of gnome-sized bunks is a pear-shaped human, emitting gurgling snores which echo unpleasantly from the empty jug lying near his head.  While his tattered jerkin and oft-darned socks are caked with grime, his trousers are oddly clean and bright.  A few moments after Sumfred escorts you in, Vilmer sits up, blearily smacking his lips and swaying slightly.

Vilmer is obviously stone drunk.  Astute players may note that something scared him so badly he soiled himself, which explains the newly-cleaned pants (thanks to a prestidigitation spell from Dimble).  The players may have questions for him, which he will answer to the best of his limited ability.

Who are you?  Why, I’m Vilmer Brenhoff-hoffen!  Pleashed ta meetcha!  Put ‘er there!

Where is your mine?  ‘sh a shecret.  Don’t want no rotten claim-jumpers knowin’ its on the south slope of Knockknee Mountain, under the red scar.

What have you found there?  Oh, it’sh a good mine, that mine o’ mine.  There’s amethyshteses, peridees, peridoos, green garnets.  Good to work in, too, don’t gotta choke on all that shmoke from lamps and shuch.  Dern dwarvesies….

Why not?  ‘cause it not dark!  Sheesh, you people are dense!

What attacked you?  Oh, it wash horrrrrible!  Monshter with 3 big, glowing red eyes, teethies as long as your fingers, giant claws and a deadly screech!  It’sh only ‘cause I’m an honesht, gods-fearing man that I eschaped at all, thank Ulaa.

What will you give us to get rid of the monster?  Well, that’sh mighty neighborly of yas!  Don’t you worry, I’ll have somethin’ mighty nishe for each of ya!

What really happened is that Grinnin’ Chaff Donner snuck into the cave, used disguise self to take the form of a fearsome, if small, monster, and employed a cause fear spell to hurry Vilmer on his way.  Since the monster was entirely a product of Chaff’s imagination, PCs attempting to use a Knowledge skill to identify the monster cannot succeed, even if they could wring a decent description out of Vilmer’s ramblings.


Encounter Two: I Would’ve Gotten Away With It, Too!

Once the party hits the road, take a casual poll of who is bringing travel rations with them, and in what quantities.  It can help to intersperse this with checks on who has a tent or bedroll, waterskins and such.  If the players want to make a last-minute purchase, let them do so.

The trip to Vilmer’s mine takes about 5 hours.  Characters going solely by the map must make a Survival check (DC 15) to find the mine; those who spoke with Vilmer and got a description of his mine need only make a DC10 Survival check.  The “red scar” is a rusty streak on the mountain slope above, caused by the presence of iron ore.  Failing the survival check means the characters arrive after sundown, applying a -2 penalty to Search and Track checks outside the cave.

As the party approaches, their progress is observed by Coaster, Chaff’s weasel familiar.  His empathic warning allows his master to prepare himself with his monster disguise and to move into position.

The party may look around for tracks or clues outside the cave mouth; a Search check (DC 15) reveals signs of someone running out of the cave;  a Track check at the same DC shows a smaller creature following for a bit then going back into the cave.  If the tracker manages to make a DC 25, there are also signs that a small creature came out of the woods and entered the cave sometime last night, during a rainstorm.

However, before the party has time for more than one such check, or if they bull ahead into the cave, Grinnin’ Chaff Donner springs into action.  

If the party managed to get to the cave without getting lost, allow any PCs with low-light or darkvision to make a Spot check (opposed by Chaff’s Hide check; remember to apply a -3 penalty for distance) to notice a small creeping about in the depths of the mine.  If they arrived after sundown, only those PCs with darkvision have a chance to notice a small form slipping towards them.

PCs who make the Spot check are not surprised when Chaff triggers his attack.

All of a sudden, your inspection of the area is interrupted by a horrific, nerve-shattering screech!  A dozen cats being skinned alive in a bagpipe being dragged across a slate couldn’t make a worse racket.

A terrible creature makes its way into view!  Three baleful red eyes dominate a face comprised almost solely of fanged tentacles, and three or four pairs of long, rubbery arms ending in vicious, razor-sharp pincers flail and snap at the air, while viscous slime runs down its scaled flanks to leave a hissing, smoking trail in its path! <Burly PC> is nearly overcome/ overcome  with the urgent desire to flee this mind-wrenching sight!


Grinnin’ Chaff Donner:  male deep Halfling Bbn2/Rog1/Sor1; Bluff +6, Disguise +16*, Hide +10, Intimidate +6       *including +10 for disguise self
Chaff has used the warning provided by his familiar to good effect:  he used a disguise self spell to appear like a horrid monster, and a ghost sound cantrip sets the mood, as well as covers the sound of his spellcasting.  PCs may make a Listen check (DC 20) to pick out the sounds of his invocation over the racket.  His initial plan is to use the surprise round to target a burly-looking fellow with a cause fear (Will save DC 13) then move into the open, where he hopes to frighten the party away with his monstrous visage.  If it becomes evident the party wants to fight, he flees into the caves, pausing long enough to set some dancing lights down the right-hand tunnel to distract the party long enough to escape.  

Allow the party to chase Grinnin’ Chaff and his dancing lights around the cave for a bit; mention the occasional streaks of glowing, purple rock that make parts of the cave as bright as a clear twilight.  Eventually, Chaff takes a wrong turn and ends up in the south-western chamber, where Vilmer kept his camp to take advantage of the bright light.

Once he is cornered, Chaff surrenders, figuring to use his magic and other skills to wriggle away later.  Read or paraphrase the following:

After a long, irritating chase through the cave, you have finally brought your quarry to heel.  The eerie purple light shining from the walls and ceiling pick out a shadowy form darting down a tunnel just across a shallow rift in the floor.

Assuming the party follows, continue with the following:

The tunnel soon opens into a roundish room, the purple glow much brighter than the rest of Vilhelm’s mine.  A shallow pool catches occasional drips of water from small stalactites overhead, and a disorderly bedroll and pile of tools occupy the left-hand side of the chamber.

Cowering across the pool from you is the horrible monster; odd, but it seems a bit…smaller than before.  As you move into the room, the creature hangs its head and holds its arms out, wrists together.  The hideous visage shimmers for a moment, then fades to reveal a Halfling, a guilty grin on his face.

Chaff has no interest in taking on 4-1 odds (or worse) at this time, and surrenders peacefully.  He is willing to answer questions, but only let the PCs ask one or two before moving to the next encounter.  Use these answers to guide any later interactions the party has with Chaff.

Who are you?  I’m Chaff Donner, expert miner.

Why are you here?  I heard a drunkard had made a good score here, and figured he wouldn’t mind sharing. (This is a partial truth; Donner is here on a commission from the Society of Shadows.)

How did you turn into a monster?  Oh, I have a friend who makes magic drinks. (A lie; in addition to using Sense Motive, a successful Spellcraft or Knowledge:  Arcana check (DC 11) lets a PC know that disguise self oralter self can’t be made into potions.)

What did you do to Vilmer?  I just scared him, that’s all.  Why, what did he say I did?

What will you give us to let you go?  Really?  Well, I’ve already dug out a few choice gems that lush missed, so you can have them.  Plus, I could probably give you another 10 gold each back in Thunderstrike. (Another half-truth; Chaff does have a few gems he is willing to give up, but he has hidden his best finds, and a bag of the purple rock, elsewhere in the cave.  He has no intention of paying anything else, but allows himself to be bargained up as non-suspiciously as possible.)

Encounter Three:  The Perils of Over-Indulgence

Once the party is roughly in a group interrogating Grinnin’ Chaff Donner, tying him up, etc., all heck breaks loose.  A wandering xorn has discovered the luscious taste of the glowing purple rock and chowed down on quite a bit behind the caves walls.  Unfortunately, the purple rock acts like a nasty hallucinogen on the xorn’s strange physiology, as well as interfering with its ability to glide through the earth.  Read or paraphrase the following:

You have only been dealing with the strange Halfling for a few minutes when a sudden, cracking rumble announces a new threat!

The far end of the tunnel, the only way out of the cave, shakes as a rippling furrow appears in the ceiling, causing massive hunks of rock to collapse into the tunnel.  With a final rending CRACK! the furrow reaches your chamber, disgorging a truly bizarre being:  a squat, rocklike creature with an eye and an arm on each of its three sides, three stumpy legs, and a huge maw atop its head, frantically gnashing and grinding a mouthful of the glowing purple rock.

As the tunnel continues to collapse, Grinnin’ Chaff Donner gives a whistling screech and faints dead away, while the creatures stands goggling, apparently surprised at your presence.

Unbeknownst to the heroes, Chaff’s familiar just got squished as he was sneaking up to help his master.  The xorn is trying to figure what all these fleshy things are doing here, so the PCs have a surprise round on it.


Average Xorn (1):  hp 45; see Monster Manual p. 261

Tactics:  While a full-grown xorn is a fearsome foe that should be well beyond the abilities of a party of first-level characters, it is suffering from some handicaps that work to the players’ advantage.

First, it suffering from the effects of a potent hallucinogen.  This has two major game effects:  all melee attacks the xorn makes suffer from a 20% miss chance, and it behaves as if confused for the duration of the encounter.  On the xorn’s initiative count, roll d10 and consult the following table:

1-2:  Do nothing but babble incoherently               3-4:  Flee in a random direction for 1 round          5-8: Attack nearest creature                                  9-10:  Get a fix (the xorn moves to the nearest wall and gouges out a mouthful of the glowing purple rock; this is a standard action which provokes attacks of opportunity)

Second, the purple rock has also interfered with the xorn’s earth glide ability; it can no longer glide effortlessly through solid rock.  In fact, whenever it does move through stone, it leaves a visible trail and suffers 1d4 points of bludgeoning damage (this happens whenever it flees).

Third, since it is desperate to ingest more of the glowing purple rock, the xorn does not use its bite attack, instead relying on its claws.

During the fight with the xorn, the PCs may find that they are having trouble getting past its DR; among Vilmer’s tools are a light hammer, a warhammer, a heavy pick, and a shovel (treat as a club).  

Treasure:  In addition to whatever they take from Chaff and Vilmer’s tools, there are a few other items of interest.  Vilmer left a barrel of ale, a bedroll, 2 pints of oil, a lantern, a frying pan, and six days’ worth of food (six man-days, that is.)

Encounter Four:  Growing Pangs

Once the xorn has been defeated, its body sinks into the rock.  Now the party finds itself trapped in a small cave with a claim-jumper.

With the strange rock-beast defeated, you still find yourselves in a dire situation:  trapped in a tiny cave with a claim-jumping Halfling and few supplies.  How are you going to get out of this pickle?

The first thing the party is likely to do is try to dig their way out.  They are more than welcome to try:  the tunnel they came in through has collapsed for about 40’ of its length, and the xorn’s frantic tunneling has left the whole area unstable.  Making 1’ of headway requires a DC 15 Profession:  Miner check and takes 1 hour; failing this check results in no progress as the rubble continues to settle; failing by 5 or more causes the party to lose 1’ of progress.  One character with at least 1 rank of Profession:  Miner can assist the primary digger with a DC 10 check.

Such work is physically exhausting; a PC can make 4 such checks before they need to make a Fortitude save (DC 10+1 for each previous save) or become fatigued.  A fatigued character suffers a -2 penalty on further Profession:  Miner checks, at least until he is no longer fatigued.  The Endurance feat applies to this save. 

The kind of magic first-level PCs are likely to possess is of limited use in this situation.  While Summon Monster I and Summon Nature’s Ally I can conjure creatures able to burrow, they only last for 1 round (2, in the case of a cleric with an alignment domain) and can’t really accomplish anything meaningful in that time.  The most useful spells would be create water and light.  Remember that goodberry require fresh-picked berries to be effective. If a PC happens to have a scroll of a higher-level spell they think might be useful, adjudicate as you see fit.

This is also a good time to have the players take stock of their food and water supplies.  Vilmer left 6 days worth of food behind, as well as a barrel of ale (enough liquid to sustain 1 person for 6 days).  Each member of the party needs food and water every day or they will need to face the consequences of starvation as detailed on p. 304 of the Dungeon Master’s Guide.  Remember to include any animal companions or mounts the party may have brought into the cave (familiars gain enough nutrients from their master’s leavings that they do not figure into the calculation) as well as Grinnin’ Chaff Donner.  PCs who choose to allow their prisoner to starve should be warned of possible alignment infraction.  Unless they were extremely well prepared, the party likely only has enough food for 3 or 4 days before they start to face the gnawing jaws of starvation.

The pool in the middle of the cave is only about an inch deep, and holds about 2 gallons of water; it refills over the course of a day from water filtering through a limestone seam in the ceiling.  Careful management of this resource should make dying of thirst a minor threat.

Luckily, the rubble is largely comprised of big chunks, so air is not a pressing problem, but burning lamps or torches for too long will lead to trouble.  The glowing purple rocks still shed light equal to a candle, leaving the middle of the cave shadowy.

Grinnin’ Chaff Donner is in pretty sorry shape when he wakes up.  The death of his familiar ripped away all of his spellcasting ability, and severely eroded his grasp on reality.  Once he has been apprised of the situation, he reluctantly offers to oversee efforts to dig out, provided he is accorded both proper respect in the hole and appropriate compensation once everyone is free.  Chaff’s bonus of +7 on Profession:  Miner allows him to take 10 even if fatigued, and grants a good chance of assisting another.

Once the party has decided whether to allow Chaff to help dig, have them figure out a rotation of work and rest, divide up rations as they see fit, and so forth.  Remind them that resting in medium or heavy armor leaves the wearer fatigued.

While food holds out, Chaff is relatively normal.  As long as the PCs do what he asks regarding mining operations, he has little to say unless one of the party has an animal companion or familiar.  If they do, he lets drop comments like these:

That damn dog eats twice as much as me and doesn’t even dig!  Why not save us all a lot of trouble and make it into steaks?

Can you shut that damn bird/cat/toad/weasel up?  All it takes is one unsupported boulder and we’re back where we started!  

Stupid critter would be quieter in our bellies…

Once food supplies are about to be exhausted, his tone changes abruptly.  He starts demanding extra rations, as “the only one who can get us out of here” and that those who fail to pull their own weight get cut off “for the good of the group.”  He backs up his demands with the indisputable proof that he is the best digger among them (if one of the PCs actually has ranks in Profession:  Miner, Chaff includes that person in his demands) and that if he gets too weak to go on, everyone is doomed.

This continues until at least one person has gone without food for 2 days.  Once this state is reached, move on to Encounter 5.

Encounter 5:  SNAP!

After missing a couple days of food, Chaff is digging at the head of the escape tunnel when he finds the crushed remains of his familiar.  This has a profound effect on him:  as he devours the squashed and somewhat rotten carcass of his beloved weasel, Chaff goes off the deep end.  He sees that the only way he can survive is to kill the rest of the party and use their bodies for food while he continues his escape efforts.  He takes a few minutes to gather his strength (the meal he made of Coaster is enough to remove any negative conditions he suffered from starvation) then moves into the cave bent on murder.  Allow those PCs on watch to make Sense Motive checks (opposed by Chaff’s Bluff check with a -2 penalty for his intense emotional state); those who succeed are not surprised.  Read or paraphrase the following, then move into initiative:

The hours have passed slowly of late, minutes measured in growling bellies and cramping muscles.  During this time, Chaff has been the hardest worker of all of you, always the first into the small tunnel and the last out.  Sure, his complaints grate after a while, but you have to admit, he digs 3 feet to anyone else’s 2.

Almost on cue, Chaff crawls out of the shaft.  His customary grin had been slipping of late, but seems to have returned ten-fold; maybe he finally found the way out!

“Yep, I’ve had a real breakthrough,” he says cheerfully, “I’ve figured out exactly what needs doin’.”  He raises his small pick and takes a swing!

He flies into a barbarian rage as soon as he attacks, and focuses on taking out the largest PC first.  Throughout the battle, Chaff screams out epithets like:

“You’ve looked mighty tasty since day one!”

“This’ll learn ya to steal my cheese!”

“I already ate my best friend, and I really don’t like you!”

Make up any others that seem appropriate…


Grinnin’ Chaff Donner:  male deep Halfling Bbn2/Rog1; hp 32; see Appendix 1.

Chaff fights until knocked to 0 hp or less, at which point he falls down and feigns unconsciousness, planning to try another attack when he gets his strength back.  If a PC manages to knock Chaff from a positive total to -4 or lower, however, he fights to the death, knowing that only his rage is keeping him alive.

Development:  This encounter can end in one of three ways:  Chaff kills everyone, in which case he eventually escapes the cave and, having acquired a taste for sentient flesh, embarks on a reign of terror by preying on prospectors; the party kills Chaff, in which case ignore any references to him in later encounters; or the party subdues Chaff, in which case they are stuck with a badly injured, psychotic prisoner in a tiny cave with little hope of escape.  Thanks to his Diehard feat, Chaff automatically stabilizes if brought below 0 hp, so the party will have to execute him in cold blood if they want to be rid of him (in which case he springs up to defend himself, again thanks to his Diehard feat).  Remind anyone who suggests eating him of a possible alignment infraction.


Encounter 6:  The Ultimate Embarrassment 

Read or paraphrase the following once the party has defeated Grinnin’ Chaff Donner:

You stand victorious yet again, but this time victory may well have spelled your doom.  Without Chaff’s expertise, you may never dig your way out of here, and soon enough, another of you might fall prey to the same madness that took the little Halfling.

Have the party make Listen checks.  Whoever rolls highest (just to make them feel like they’re being useful) notices a faint Tink! Tink! Tink!  coming from the far end of the tunnel!  The Mine Rangers have come to find out what happened to their hirelings, and are signaling to see if anyone survived the cave-in.

Assuming the party responds somehow, a small earth elemental soon appears in their midst, growls something in Terran, looks around the room, and disappears again.  If anyone attacks it, the elemental flees without looking around, and Chelna Fourpenny is quite irked at whoever was disrespectful enough to attack her minion.  For those who understand Terran, it said:

The Mine Rangers are on their way; stay calm, fleshy ones.

Within an hour, the expert rescue team has dug through the obstruction and brought everyone out.  The rescuers are:

Dimble “Cloak” Beren, male gnome ??? 

Chelna Fourpenny, female gnome Clr5 of Ulaa

Brondle Hammerwhite, male dwarf Rgr 3

Gristle, male half-orc Bbn2/Rgr2

Once Chelna has tended to the PCs wounds and everyone has gotten a good meal into them (including Chaff, if he survives), “Cloak” calls for a full report.  He is especially interested in any observations the party has regarding the xorn’s bizarre behavior, and clucks disapprovingly at Chaff’s mad assault.

Well, that’s a harrowing tale and no doubt about it.  This glowing purple rock needs more investigating, I think.  I imagine you folk have had enough of caves and such for a while, so how about one final mission for old “Cloak?”  I need some of this purple rock brought back to town for the lads to study, and this claim-jumping ruffian has a date with the magistrate; how would another pair of garnets go toward soothing any hurt feelings you might have over getting thrown into this mess?

“Cloak” pays the balance of his initial offer, and is willing to throw in another 50gp per character to escort Chaff (if he survived) and some of the purple rock back to town.  Since they are heading that way anyway, it only makes sense that they accept.  Even if they don’t, however, they still get jumped in Encounter 7.

Encounter Seven:  Baa, baa black sheep

Metagaming players may think that the cave-in counts as an encounter and expect a peaceful trip back to Thunderstike.  Unfortunately, the Society of Shadows does not play by such limitations.  

A Society watcher has been spying on the pass leading to Vilmer’s mine since Grinnin’ Chaff Donner failed to appear as scheduled.  When a party of Mine Rangers headed that way, the Society assumed the worst had happened.  However, now their scout has reported a small group of greenhorns heading down the mountain, with Chaff in their company.  A hasty ambush is arranged to liberate Chaff and retake the mysterious purple rocks.

As you move down out of the most rugged mountains, you find yourselves crossing a broad, fertile highland valley.  The sun is bright and warm, the flowers in bloom, and the chirping of birds and buzzing of insects stand as joyful confirmation that you are above ground.

The road to Thunderstrike makes a dogleg at Squibble Creek, paralleling the stream for a time until it reaches a ford in the small village of Squibble Crossing.  One side of the road is bounded by a split-rail fence surrounding a plowed field, the other by a tumbled-down fieldstone wall marking green pastureland.  As the party approaches, a farmer is busy spreading manure in the field, a shepherd is driving a flock of sheep with the aid of his dog, a layabout is dreamily fishing under the shade of a willow tree, and a vicious cutpurse lurks under a blanket of woven grass behind the stone wall.

Anyone assigned to guard Chaff may make a Sense Motive check (opposed by his Bluff check -2) to notice he suddenly perks up and tenses.  He has recognized Mossy as a fellow member of the Society of Shadows and anticipates a rescue.

PCs who have at least 1 rank in Handle Animal may make a check (DC 15) to notice that the shepherd and his dog have suddenly stopped guiding the sheep and are, instead, trying to panic them.

Any PC may make a Spot check (DC 20, +1 per 10’ of distance) to notice Mossy’s crossbow laying in his manure cart.

Characters who succeed at any of these checks are not surprised when Howser and his dog Pooky stampede the flock of sheep into the party.  This is also the signal for Mossy and Pinky to begin their attacks as well.


Howser, male human Ftr1; hp 12; see Appendix 1


Pooky, female riding dog; hp 13; see Monster Manual p. 272


Mossy, male human War1, hp 9; see Appendix 1


Pinky, male Halfling War1, hp 8; see Appendix 1


Vena, female Halfling Rog1, hp 7; see Appendix 1.

Tactics:  Howser opens the battle by stampeding his flock of (stolen) sheep into the party.  Each party member is subject to a bull-rush attempt by a sheep (total bonus +2); remember that any PC that would be pushed into an occupied square is knocked prone instead.  Once that is accomplished, he moves into melee with his quarterstaff, preferably next to someone who has been knocked flat.  Pooky stays next to her master and readies to attack anyone who attacks Howser; she has been war trained and can make a free trip attack with a successful bit.

Mossy picks up his crossbow and takes cover (+4 AC, +2 Ref saves) behind his manure cart.  He chooses an unarmored PC as a likely spellcaster (or one with a prominently displayed holy symbol, if everyone wears armor) and readies to shoot if they cast a spell.  If nobody attempts to cast a spell in the first round, he instead snipes at targets of opportunity.  PCs who cross the fence (requires a DC 10 Jump check to hop over as part of movement, or a DC 5 Climb check as a standard action; the fence can also be dismantled as a full-round action) prompt Mossy to grab the trident he had been using as a spading fork and defend himself.

Pinky opens combat by tossing a tanglefoot bag at the heaviest-armored PC (touch attack; target is entangled, and stuck in place unless a DC 15 Ref save is made).  He follows this up with a flask of alchemist’s fire at the tightest knot of PCs, then slings stones until pressed in melee, at which point he attempts to meet up with Howser and Pooky.  While engaging in missile fire, Pinky takes advantage of the willow trees thick tendrils; anyone adjacent to the trunk enjoys concealment (20% miss chance) against ranged attacks.

Vena lays low for the first round of combat; on the second, she moves towards Chaff, asking him in Halfling where the stones are.  Unless a PC stops him, Chaff gives up their location if he knows it, at which point Vena orders her minions to focus on whoever is carrying them.  Otherwise, she cuts Chaff loose (this takes a full round, and should be easily interrupted) and arms him.  Either way, she attempts to gain flanks with whichever of her allies are handy so she can use her sneak attack to advantage.

Conclusion

Assuming the party managed to overcome the Society of Shadows’ threat, they make it back to the Mine Rangers watch-house safely.  Any prisoners they take (except Vena) are quick to admit they are just mercenaries hired to rescue a someone from kidnappers (none of them really believe this story, but that is all they were told).  They do suspect that Vena and Chaff were working for someone influential in Thunderstrike, but have no idea who.  Vena says nothing except that she demands her right to council, while Chaff has a violent episode when the guards try to put him in a cell and has to be subdued.

Mine Ranger alchemists get to work on analyzing the samples of purple stone the party brought back, but say nothing other than that it is “interesting.”  The party can have a chance to investigate the rock on their own, however, since Vilmer also shows up with a crudely carved symbol of Ulaa made from the same purple rock.

The PCs may also notice occasional movement out of the corner of their eyes when they think they are alone, or the prickly-neck feeling of an unfriendly gaze while in a crowded tavern.  Someone has taken an interest in them, and not for the better.

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.

[Generally, to award XP for a combat encounter the judge should award 30xp per EL defeated in the encounter.  So at APL2 the party defeats a monster at EL4 and gets 120xp, while at APL 4 the monster is EL6 awarding the party 180xp.  The XP that can be awarded in an adventure is subject to certain maximum amounts.  Authors should refer to the Living Greyhawk Writer’s Guidelines for the most recent version of these rules including separate rules regarding the maximum amount of XP that can be awarded for story awards and for discretionary roleplaying.]

Encounter One
Experience objective


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Encounter Two

Experience objective


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Story Award

Objective(s) met


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Discretionary roleplaying award


APL X: AA xp.


APL Y: BB xp.


APL Z: CC xp.

Total possible experience


APL X: AA xp.


APL Y: BB xp.


APL Z: CC 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

Recommendation/Commendation for the Mine Rangers:  For your exemplary service to prince and principality, Dimble “Cloak” Beren has made it known that you are welcome among the Mine Rangers.

Shiny Purple Symbol of Ulaa:  Vilmer Brendhoffen has presented you with this holy symbol of Ulaa, roughy carved out of a glowing purple stone.  The symbol is to small to cast a useful amount of light, but is bright enough to be easily found if dropped in a dark room.

Unfriendly Eyes:  You stumbled into someone’s plans, and that someone is displeased.  You haven’t seen or heard anything specific, but you somehow know that Thunderstrike isn’t quite as friendly as it once was.  

Item Access

APL X:

Appendix One – APL 2

Encounter Five





Grinnin’ Chaff Donner (raging):  CR 3; Small humanoid (Halfling); HD 2d12+1d6+9; hp 26; Init +3; Spd 30’; AC 15, touch 12, flat-footed 11 (+1 size, +3 Dex, +3 MW studded leather, -2 barbarian rage); Base Atk/Grp:  +2/+1; Atk +6 melee (1d4+4, heavy pick); Full Atk +6 Space/Reach 5’/5’; SQ darkvision 60’, fast movement, stonecunning, trapfinding, uncanny dodge; SA rage, sneak attack +1d6; AL CN; SV Fort +7, Ref +6, Will +2; Str 17, Dex 16, Con 17, Int 10, Wis 8, Cha 12.


Skills and Feats:  Bluff +6, Disguise +6, Hide +10, Intimidate +6, Move Silently +4, Profession:  Miner +7; Die-hard, Endurance.


Equipment:  heavy pick, light hammer, masterwork studded leather, dagger, 4 amethysts (12 gp each)


Description:  This small Halfling man has obviously been hard at work wresting the treasures of the earth from her grasp.  Dirt and crusted clay stains his pale face, his sandy hair, and his broad hands.  A broad, white grin stands out brightly against this background of grime.


NOTE:  this stat block reflects Chaff after he has lost a level of Sorcerer due to the death of his familiar, and the fact that he is raging. 

Encounter Seven_________________

Howser:  CR 1; Medium humanoid (human); HD 1d10+2; hp 12; Init +2; Spd 30’; AC 16, touch 12, flat-footed 14 (+2 Dex, +4 chain shirt); Base Atk/Grp:  +1/+3; Atk +4 melee (1d6+3, quarterstaff); Full Atk +2/+2 melee (1d6+2/1d6+1, quarterstaff); Space/Reach 5’/5’; AL CN; SV Fort +3, Ref +2, Will -1; Str 14, Dex 15, Con 13, Int 10, Wis 8, Cha 12


Skills and Feats:  Handle Animal +5, Intimidate +5, Jump +6; Dodge, Two-weapon fighting, Weapon Focus:  Quarterstaff


Equipment:  quarterstaff, 2 daggers, chain shirt, 12 sheep


Description:  This middle-sized human has an air of childlike innocence about him, emphasized by the playfully feathered cap he wears.

Mossy:  Cr ½; Medium humanoid (human); HD 1d8+1; hp 9; Init +1, Spd 30’; AC 13, touch 11, flat-footed 12 (+1 Dex, +2 leather); Base Atk/Grp:  +1/+1; Atk +1 melee (1d8, trident) or +3 ranged (1d8, light crossbow); Full Atk +1 melee (1d8, trident) or +3 ranged (1d8, light crossbow); Space/Reach:  5’/5’; AL CN; SV Fort +3, Ref +1, Will -1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 8.


Skills and Feats:  Profession:  Farmer +3, Swim +4; Point-blank Shot, Weapon Focus:  Light Crossbow


Equipment:  light crossbow, 20 bolts, trident, throwing axe, dagger, leather armor, wheelbarrow, 60 lbs manure


Description:  This round-faced man resembles nothing so much as a the prototypical farmer.  From his blank gaze to his muck-encrusted boots, this fellow is truly the salt of the earth.

Pinky:  CR ½; Small humanoid (Halfling); HD 1d8+1; hp 8; Init +2; Spd 20’; AC 15, touch 13, flatfooted 13 (+1 size, +2 dex, +2 leather); Base Atk/Grp:  +1/-3; Atk +2 melee (1d3, dagger) or +5 ranged (1d3, sling, or alchemical weapon); Full Atk +2 melee (1d3, dagger) or +5 ranged (1d3, sling, or alchemical weapon); Space/Reach 5’/5’; AL CN; SV Fort +3, Ref +3, Will +0; Str 10, Dex 15, Con 11, Int 10, Wis 9, Cha 8.


Skills and Feats:  Profession:  Fisherman +3, Swim +4; Point-blank shot


Equipment:  sling, 20 bullets, dagger, 1 vial alchemist’s fire, 1 tanglefoot bag, fishin’ rod, big ol’ worm


Description:  The straw hat covered in lures and flies gives away this Halfling’s passion.  Sunburned skin and curly blond hair obviously played their role in giving him his nickname.

Vena:  CR 1; Small humanoid (Halfling); HD 1d6+1, hp 7; Init +3; Spd 20’; AC 18, touch 14, flatfooted 15 (+1 size, +3 Dex, +4 chain shirt); Base Atk/Grp; +0/-5; Atk -1 melee (1d4-1, rapier) or +4 ranged (1d3-1, dart);  Full Atk -1 melee (1d4-1, rapier) or +4 ranged (1d3-1, dart); Space/Reach 5’/5’; AL NE; SV Fort +2, Ref +6, Will +3; Str 8, Dex 17, Con 13, Int 10, Wis 14, Cha 8.


Skills and Feats:  Appraise +4, Climb +3, Hide +11, Jump +1, Move Silently +7, Open Lock +7, Spot +6, Tumble +5; Stealthy


Equipment:  rapier, dagger, 2 darts, chain shirt


Description:  This red-haired Halfling woman’s doll-like face is marred by a jagged red scar creeping out from beneath a brilliant red eyepatch.  Her lips seem frozen in a pout of distaste, but her remaining eye blazes with virulent contempt.

Appendix or Judge Aid

[Appendices, Judge Aids, and Maps all go in this section. A section break is inserted before this section begins. Please use page breaks in this section unless you are changing the column widths and know what you are doing in your word processing programs. Extra section breaks make editing more difficult. If you don’t have any of these items, remove from the title to the end of the section. Remove this paragraph.]

Player Handout #X
[Player handouts go in this section. Use page breaks between each. If you don’t have any handouts, remove this section by cutting from the title to the end of the section. Remove this paragraph.]
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