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The forces of the Pomarj have long held a critical strategic asset on the Jewel River, forcing the Principality of Ulek and its allies to fight around their position, but not for much longer. A plan has been conceived, a battle set - and you are to be the point of the spear. Come stand against the enemy and strike a blow for the Reclamation! 

This document is a resource for the Senior DM of the Interactive. A two-round intensive Sheldomar Valley Metaregional adventure for APLs 2-14, and Part of the Reclamation series.

Note: This adventure will be of particular interest to military and those interested in reclaiming the Disputed Territories.

Resources: Complete Warrior, Races of Stone.
Coordinating Instructions

Round 1

At Muster

Step 1:  Players are assigned tables as per the muster.  All tables of APL 14 or the highest APL tables must discern the following:  

1) How many military PCs are at the table and of what rank?

2) How many combined ranks of Profession (Soldier) are at the table?

3) What is the total number of levels at the table?

The Senior DM decides which table then becomes the command table.  At the command table, the players elect a High Commander. Provide the Command Group Instructions and Mission Supplement to the Command Group.


During the time this takes, all other table judges should portray a military squire collecting info about the groups.  The squire should note race, class, level, and military rank of all PCs on a note card.  This is also a good time for PCs to introduce each other and discuss tactics.  The PCs should also name their strike team.  Ex.: Riley’s Raiders

Step 2: The senior DM reads opening boxed text to all players.

Step 3:  The Command Table picks four PCs to asses the troops by visiting the tables to get the information collected by the table judge and ask questions of the PCs if needed to ascertain what types of missions each group is best suited for.  While this is happening, the High Commander and one other PC is shown the map and list of missions available (sorted by APL and type).  Once the Command Table is gathered together, the Command Table assigns the first missions through the  Senior DM so he can track what missions are done and give out the appropriate section of the module to the table judges. 

NOTE: The Senior DM must be sure that the missions are within proper APL range for the table.  Members of the Command Table should be sent to the tables to give the brief description of their mission orders.

Mission possibilities include the following:

Listening Post/Observation Post Missions 
(LPOP)
[APL4-8]


These are forward points where the Pomarjians will learn of the Allies advance. They must be eliminated to help hide the path the troops will take.

Reconnaissance Missions


(Recon)
[APL2-8]



These missions will help identify hidden Pomarjian resources and strongpoints.

Screen Missions



(Screen)
[APL2-6]



Find enemy patrols and eliminate them to prevent word from getting back to the Redoubt.

Raid Missions




(Raid)

[APL6-14]


Attacking the enemies command structure is vital to disrupting their ability to prosecute the war.  You also may have a mission to silence a specific enemy commander.

Or


Siege engines are one of the most destructive mundane equipment available to an army.  When they're magical, they're even more deadly.  They're also heavily defended.  Get in, destroy the engines and get out.

Or


Any army marches on its stomach - and denying the enemy key supplies on the eve of battle is even more important.  Hit their supply train and fade.

Missions

Step 1: Tables play their first mission.  Each of these missions have a point value assigned to them.  The success or failure of the mission are tracked by the table judge to the Senior DM who keeps a tally of points earned (See Point System Sheet), deciding the final level of success throughout the day.

Step 2: Based on successes or failures, the Senior DM (playing the role of the Monster General) may choose to respond to these missions by sending troops to react to the PCs’ actions.  The Senior DM does this by giving the table judge the appropriate encounter that can respond to the PCs’ actions.  This happens on a case by case basis and should be founded in realistic time frames of the slot.  So, for example, if a PC group finishes its mission quickly, the group should be allowed to report back to the Command Table for another mission.  If the PC group does not finish quickly and would not have time in the slot to finish a second mission, they are attacked by a Monster General’s encounter.  If additional missions beyond the first are handed out, then the success or failure of the mission is tracked by the table judge to the Senior DM who keeps a tally of points earned, deciding the final level of success throughout the day, as before.


During this time, the Command Table can asses the successes and failures and possibly send help from their own forces.  Also, they are attacked through the day by Monster General Attacks as desired, at the  Senior DM’s discretion. 

Step 3:  As night falls, the PCs are set to rest for the next day’s missions.  Remuster can happen here, if needed.  All tables run the “Night Falls” mission.  PCs wishing to help out other tables for this fight can do so, due to the close proximity of the fighting.  The Senior DM handles the movement of players from table to table to allow smooth transitions.  Also, certain effects can be shared from table to table (ex. Bard song), but no area of effect spells spill on to other tables.

Round 2

Muster

Step 1: Opening text describes the effects of the beginning of the siege, day 2.  Remuster is again allowed, if needed.  New missions are now set before the Command Table.  The Command Table assigns these missions to the tables based on APLs and abilities.  The Senior DM should be made aware of each of these missions to track them again.

Missions

Step 1: Tables play their missions.  Each of these missions has a point value assigned to it.  The success or failure of the mission is tracked by the table judge to the Senior DM who keeps a tally of points earned, deciding the final level of success throughout the day.  The Command Table sees lots more action in slot 2.  The Senior DM gives these missions to the table judge of the command table.

Step 2: Based on successes or failures, the Senior DM (playing the role of the Monster General) may choose to respond to these missions by sending troops to react to the PCs’ actions.  This is less likely here as the slot 2 missions are longer in nature.  However, if needed, the Senior DM does this by giving the table judge the appropriate encounter that can respond to the PCs’ actions.  This happens on a case by case basis and should be founded in realistic time frames of the slot.  Also, if certain tables finish early enough, they can be sent on missions from slot 1 that were not attempted.  If this happens, at the conclusion of that mission, the PCs WILL be attacked by a Monster General’s force, as he has been aware of these targets from yesterday’s (slot 1) activities. 

Map Locations

See the Greater Area Map following these sections to pinpoint locations.

APL2:

Reconnaissance Missions:
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk*


4J
2R9 Just Scouting


5C
2R10 This Scouting is Boaring

5N
2R11 Odd Man Out


5L
2R12 Nobody Home


5M

Screen:
2S1 Whack-a-Goblin
 

2D
2S2 Lambs to the Slaughter

2M
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H

APL4:

Listening Post/Observation Post Missions       4L1 Death from Above 


2A
4L2 Tree House 


1F
4L3 The Hill has Eyes


4O
4L4 Three Blind Gnolls


1H
4L5 Ballista Takedown


3C
4L6 Catapult Takedown


3F
4L7 Fire Extinguishers


2M
4L8 The Impure Jewel 


1H
4L9 Just an Old Goblin


3G
4L10 Treedom Silence        

2P
4L11 Large Problem            

2E
Reconnaissance Missions 
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk*


4J 

4R1 A Foot Trail                         

6A
4R2 Watch the Road


2L
4R3 Pomarjian Picker


2K
4R4 Scout the LP/OP


1A
4R5 Into the Trench           

1E
Screen Missions:                              
2S1 Whack-a-Goblin
 

2D
2S2 Lambs to the Slaughter

2M
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H
4S2 Outrider Elimination            

2G
4S3 Birds in the Nest   


3J
4S4 The Mephit Mob 


3H        
APL6:

Listening Post/Observation Post Missions 
4L1 Death from Above 


2A
4L2 Tree House 


1F
4L3 The Hill has Eyes


4O
4L4 Three Blind Gnolls


1H
4L5 Ballista Takedown


3C
4L6 Catapult Takedown


3F
4L7 Fire Extinguishers


2M
4L8 The Impure Jewel 


1H 6L1 Guard Shack, Baybee            
1K
6L2 High Aria                                
3A
6L3 DAMN!*                                  
1L
Reconnaissance Missions 
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk*


4J
 

6R1 Gnoll where yer Goin     

3K
6R2 Stuck in a Tree         

2J
6R3 SE Shore Patrol     
     

1L
6R4 NW Shore Patrol  


 4I    
Screen Missions                             
2S1 Whack-a-Goblin
 

2D
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H
                             
Raid Missions                                    
6D1 Staging Area          


3H    

Stealth Mission 
6H1 The Enemy Camp*  

5K
APL8+:
Listening Post/Observation Post Missions       
8L1 Down and Dirty


3C
8L2 Outpost Gaslight


3L
4L8 The Impure Jewel


1H
8L3 Goliath LPOP


5M
Reconnaissance Missions                       
8R1 River Crossing


2D
8R2 The Bridge



3Ltop
8R3 The Fjord



3L
 
Raid Missions                            
8D1 Raid on Goliath Camp A

6F
8D2 Supply Raid


5A
8D3 Prisoner Snatch


4G
8D4 Siege Engines

 
5B
6D1 Staging Area


3H
 

Stealth Missions: 
8H1 The Courier*


4E
8H2 Under the Bridge*


6I
8H3 Up the Cliff*


5I
6H1 The Enemy Camp*       

5K
Pursuit!                                 
Unmapped
Escape                                    
Unmapped 

Interactive Scoring

Throughout the Interactive adventure, the Senior DM should score the collective successes of all the missions run each round.  These points determine the overall success of the player characters and their achievement of their objectives.


To score the Interactive and player character success, use the following guideline for awarding points to each table and tallying points to the player characters’ collective effort:

First Round:

Award victory points as follows:

1 pt for every successful mission
1 pt per defeated Monster General encounter
3 pts for a successful "key" mission

Key Missions:

6L3 DAMN!*                                  
1L 
2R8 Out for a Walk*


4J 

8H1 The Courier*


4E
8H2 Under the Bridge*


6I
8H3 Up the Cliff*


5I
6H1 The Enemy Camp*       

5K

Second Round:

Award four (4) points for each successful table. Success requires two out of three victorious encounters. Victory conditions for each encounter are either self-evident or detailed in the encounter description.

Total Required Points:

(Tables * 7) = High Success
(Tables * 6) = Success
(Tables * 5) = Pyrrhic Victory
(Tables * 4) = Failure
(Tables * 3) = Total Failure  

Mustering Text

It's a brisk summer morning as your group awakens in the canvas tent in this military camp outside the Ulek town of Havenhill. Cicadas call outside with the coming of Pelor's Eye still some ways away. As quickly as you can, your group gathers their things and goes to muster on the parade field with the other adventuring groups that have gathered here, a long way from the tavern where a discreet messenger had brought you the call to arms not long ago. The Principality of Ulek needed adventurers to fight against the hordes of the Pomarj, and you answered that call.


It is a mixed group of varying levels of discipline that mills about the parade field in front of a small stage lit with lanterns and backed by tents. There is a low murmur of whispered chatter as groups greet one another and old companions recognize faces from abroad. Then a hush falls over the crowd as an ancient dwarf in opulently detailed full adamantine plate mail exits the largest tent with an escort of dwarves and humans. He climbs the stairs to the stage and walks forward to survey the gathered mass of adventurers.


"Before I say anything, let me say this: Ulek thanks you all." His voice is strong, deep, but old. There is experience in it, sorrow, resolution, but hope. "The conquering of the Pomarj, its loss to the humanoids, was not so long ago for dwarves, though few of the men of this land remember it. Don't remember fleeing in wagons and on the backs of ponies, the hasty retreat, the homes lost, workshops destroyed. Those were sad days for Ulek.


"But opportunity smiles upon us now. We have been given a chance— a chance for us to strike against Turrosh Mak, to stab at the very heart of his Hordes and to bring the cloak of civilization, of safety to these lands. To regain what was lost so long ago. Ulek thanks you for helping her take that chance, to grab it with both hands and ensure that it is not lost!


"Look to your left, and look to your right. See these brave souls willing to stand here with us, willing to wipe the scourge from their doorsteps. These are good souls from across the lands who have possessed the fortitude to stay while others fled." He nods to various groups, "Freemen of the Yeomanry. Fine Standards of Keoland. Brave soldiers of Gran March, of Geoff. Noble Knights of the Watch. Proud patriots of Ulek. Before we ever leave this encampment, you all must know that we salute you, that we appreciate your alliance, your bravery. Know that those of us who survive, who live to tell of these coming days in crowded halls of our families, hair grey and old wounds aching, will never forget the names of those who fall, will never forget the names of those who stand, will never forget the names of those who help carry us from the field." His voice grows louder, more intense, "We will show our scars, we will call for another log to go upon the fire, and we will tell our children and our grandchildren of your bravery, how, when the opportunity came to destroy the goblins, to free and unite Ulek, to bring a breath of safety and security to this valley, you brave men and women stood up and answered the call on this day, answered and came to bring peace through the force of your arms. We will speak of your valor, tell of your selflessness, and never forget the blood you will shed in the coming days and hours."


The fervor, the passion in his voice is palpable, heady in the air, "Go forth, in stealth and valor, cast aside the old garments of legacy, and take up the mantle of history. What you do now will ring through the years in song, and story, and shine in the eyes of children as they learn the tales of their homeland's liberation. Your gods smile upon you this day, for the tasks you will do are just. Walk softly into the lair of the enemy and bring a righteous vengeance down upon their camp, pave the way for the armies of our lands, the banners of the Lion, the Eagle, the Axe, the Spear, the Owl, that this great force, not gathered since the last days of Empire, since the glorious might of our allied nations held sway from the Azure to the Crystalmists, and no giant or goblin or foe of any kind dared stand against us. Let them learn once again what it means to face the power the Sheldomar, let them learn and be afraid!


"And so, my brothers—for those who enter any endeavor such as this are brothers—go forth proudly, go fiercely, go with discipline and might and fury, and know that on this day your brothers marched alongside you, that together you brought shameful defeat upon the hordes of Turrosh Mak, that you brought safety to the Sheldomar, that you gained the greatest fellowship and honor men could hope to find. Go and find victory!


"For victory and honor!"


"For victory and honor!"


With this, Prince Corond raises the bejeweled haft of his axe into the predawn sky and cheers once again—a cheer echoed by those around you.


At this point, a uniformed soldier of Ulek steps forward and, over the din of cheering bands of adventurers, begins to call your groups by name, directing you to points within the camp. The time to muster and depart for your objectives has arrived; the time for you to lead the way is here!"

2nd Round Flavor Text

For the second round, to heighten the atmosphere, have the judge at each table shout out something to the room at large as each encounter begins—something relating to the encounter, such as:

“They’re at the gates! To arms, to arms!”

“They’re attacking the messenger mounts!”

“The wounded! Gods save us! The wounded!”

“Fire! Fire at the Command Tents!”

“We’re under fire! By the gods! Take cover! Run!”

This should go on about every 15 minutes or so, to add to the tension. The Monster General should have more time free in the second round, and is ideally suited to this particular bit of flavor. Sincerity is important to these screams, you want to create an atmosphere of chaos and combat, of many things happening all around the players.

Command Group Instructions

Greetings!


Congratulations! You will be in a position to direct and command a large number of adventuring irregulars being sent to eliminate key Pomarjian forces in advance of the greater Army of Reclamation. Success is key to the further recovery of Ulek from Turrosh Mak!


Your mission is to prepare the battlefield for the approaching columns of troops and secure the campsite for their arrival.


As such, it is recommended that you complete at least one of each sort of mission: Recon, Screen, Listening Post/Observation Post (LPOP), and Raid. It is highly recommended that, if the resources and manpower are available, you should attempt to stealthily reconnoiter the enemy camp. Two additional high-value and high-risk targets of opportunity, should you have the sufficiently powerful resources to complete them, are a bridge to the south of the Redoubt, and a traiterous courier we know to be in the area.


The more missions you complete will mean the greater chance for success when the main body of troops arrives tomorrow! Please realize all missions are important, and that we will not have the latest intelligence from the field—you will! The final decision of which missions should be completed is one we leave to you.

Gods smile upon you,

Krufec Brightsilver

Colonel, Camp Havenhill Strategic Planning

Mustering Point Longspear

Mission Supplement

Mission possibilities include the following:

Reconnaissance Missions


(Recon)

[APL2-8]



These missions will help identify hidden Pomarjian resources and strongpoints.

Screen Missions



(Screen)
[APL2-6]



Find enemy patrols and eliminate them to prevent word from getting back to the Redoubt.

Listening Post/Observation Post Missions 
(LPOP)

[APL4-8]


These are forward points where the Pomarjians will learn of the Allies advance. They must be eliminated to help hide the path the troops will take.

Raid Missions




(Raid)

[APL6-14]


Attacking the enemies command structure is vital to disrupting their ability to prosecute the war.  You also may have a mission to silence a specific enemy commander. Or…


Siege engines are one of the most destructive mundane equipment available to an army.  When they're magical, they're even more deadly.  They're also heavily defended.  Get in, destroy the engines and get out. Or…


Any army marches on its stomach - and denying the enemy key supplies on the eve of battle is even more important.  Hit their supply train and fade.

Important Note:

Missions overlap; the same mission might be available to APL2, APL4 and APL6, or available to APL6 and 8, sometime APL8 through APL16—but there are missions that are available only at their given APL. All missions are important, but you should work to complete missions in all categories.

Consider the skills and demeanor of the group when you assign them to a task. Some groups might not be well suited to stealthy attacks or hard-hitting raids.

Duplicate descriptions have been eliminated to reduce confusion.

APL2:

Reconnaissance Missions:
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk


4J
2R9 Just Scouting


5C
2R10 This Scouting is Boaring

5N
2R11 Odd Man Out


5L
2R12 Nobody Home


5M

Screen:
2S1 Whack-a-Goblin
 

2D
2S2 Lambs to the Slaughter

2M
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H

APL4:

Listening Post/Observation Post Missions       4L1 Death from Above 


2A
4L2 Tree House 


1F
4L3 The Hill has Eyes


4O
4L4 Three Blind Gnolls


1H
4L5 Ballista Takedown


3C
4L6 Catapult Takedown


3F
4L7 Fire Extinguishers


2M
4L8 The Impure Jewel 


1H
4L9 Just an Old Goblin


3G
4L10 Treedom Silence        

2P
4L11 Large Problem            

2E
Reconnaissance Missions 
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk


4J 

4R1 A Foot Trail    
                     
6A
4R2 Watch the Road


2L
4R3 Pomarjian Picker


2K
4R4 Scout the LP/OP


1A
4R5 Into the Trench           

1E
Screen Missions:                              
2S1 Whack-a-Goblin
 

2D
2S2 Lambs to the Slaughter

2M
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H
4S2 Outrider Elimination           
 
2G
4S3 Birds in the Nest   


3J
4S4 The Mephit Mob 


3H        
APL6:

Listening Post/Observation Post Missions 
4L1 Death from Above 


2A
4L2 Tree House 


1F
4L3 The Hill has Eyes


4O
4L4 Three Blind Gnolls


1H
4L5 Ballista Takedown


3C
4L6 Catapult Takedown


3F
4L7 Fire Extinguishers


2M
4L8 The Impure Jewel 


1H 6L1 Guard Shack, Baybee            
1K
6L2 High Aria                                
3A
Reconnaissance Missions 
2R1 Muckrakers


1D
2R2 Nature Walk


1D
2R3 Big Pointy Stick


6A
2R4 Firebase



2H
2R5 Hotspot



2H
2R6 Here Leezard, Leezard, Lizard
4A
2R7 Klaatu, Veratu


2C
2R8 Out for a Walk*


4J
 

6R1 Gnoll where yer Goin     

3K
6R2 Stuck in a Tree         

2J
6R3 SE Shore Patrol     
     
1L
6R4 NW Shore Patrol  


 4I    
Screen Missions                             
2S1 Whack-a-Goblin
 

2D
2S3 Goblin Raid:


1I
2S4 Snatch the Hobgoblins
 
2J
2S5 Riverwatch:


3H
                             
Raid Missions                                    
6D1 Staging Area          


3H    

Stealth Mission 
6H1 The Enemy Camp*  

5K
APL8+:
Listening Post/Observation Post Missions       
8L1 Down and Dirty


3C
8L2 Outpost Gaslight


3L
4L8 The Impure Jewel


1H
8L3 Goliath LPOP


5M
Reconnaissance Missions                       
8R1 River Crossing


2D
8R2 The Bridge



3Ltop
8R3 The Fjord



3L
 
Raid Missions                            
8D1 Raid on Goliath Camp A

6F
8D2 Supply Raid


5A
8D3 Prisoner Snatch


4G
8D4 Siege Engines

 
5B
6D1 Staging Area


3H
 

Stealth Missions: 
8H1 The Courier


4E
8H2 Under the Bridge


6I
8H3 Up the Cliff



5I
6H1 The Enemy Camp       

5K
Mission Descriptions

APL2:

2-R1 Muckrakers


APL 2-6
Investigate a possible river crossing in the north, where the river flows from the marsh.

2-R2 Nature Walk


APL 2-6
Investigate a possible river crossing in the south, where the river flows into the forest.

2-R3 Big Pointy Stick


APL 2-6
This mission is a reconnaissance of a ballista emplacement guarded by a platoon of kobolds.

2-R4 Firebase



APL 2-6
Investigate a catapult emplacement guarded by a platoon of bugbears.  

2-R5 Hotspot



APL 2-6
Investigate a small encampment hidden in one of the “small” clumps of trees on the western side of the river.  Several scouts had earlier reported seeing bright flashes of light.

2-R6: Here Leezard, Leezard, Lizard
APL 2-6 The characters are sent to the swampy area to the north of Rourke’s Redoubt.  There has been some suspicious troop movement in the area, and they are needed to investigate.

2-R7 Klaatu, Veratu


APL 2-6
Investigate reports of enemy forces at a razed village near Rourke’s Redoubt.

2-R8 Out for a Walk


APL 2-6
Scout an area to the north of Rourk’s Redoubt

2-R9 Just Scouting


APL 2-4
Scout out the numbers and layout of the forces encamped and not asked to assault them. Simple reconnaissance, nothing more.

2-R10 This Scouting is Boaring

APL 2
This encounter has the characters trying to scout out the enemy's positioning.

2-R11 Odd Man Out


APL 2
Investigate troop movements nearby.

2-R12 Nobody Home


APL 2
Investigate troop movements near the cliffs.

Screen Missions





2-S1 Whack-a-Goblin:
 

APL 2 
Set up an ambush near the marsh river crossing and prevent any spies that may attempt to pass.

2-S2 Lambs to the Slaughter

APL2-4
Intercept a group of gnoll slavers bound for Rourke’s Redoubt.

2-S3 Goblin Raid:


APL 2-4 
Keep the enemy from getting a look at your camp, or not letting him get back with the info if he does.

2-S4 Snatch the Hobgoblins

APL 2-4 
Keep the enemy from getting a look at your camp, or not letting him get back with the info. 

2-S5 Riverwatch:


APL 2
Set up an ambush, as best you can, near the wooded river crossing and prevent any spies that may attempt to pass.
APL4:

Listening Post/Observation Post Missions 

4-L1:  DEATH FROM ABOVE

APL4
Given the general location of tree fort, eliminate any enemy presence.

4-L2TREE HOUSE


APL4
Given the general location of tree fort, go eliminate any enemy presence.

4-L3:  THE HILL HAS EYES

APL4
Eliminate a couple of ogres that have taken up a position on a hill in the western plains area.

4-L4:  THREE BLIND GNOLLS

APL4
Eliminate a group of gnolls in a copse of woods near the marsh.

4-L5:  BALLISTA TAKEDOWN

APL4
Destroy a ballista position.

4-L6:  CATAPULT TAKEDOWN

APL4
Destroy a catapult emplacement.

4-L7:  FIRE EXTINGUISHERS

APL4
Destroy an Earth Dragon encampment near the front of the friendly line.

4-L8:  THE IMPURE JEWEL

APL4
Destroy a underwater base centered in the Jewel River, just south of Rourke’s Redoubt.

4-L9:  JUST AN OLD GOBLIN 

APL4
Move into a gully area and silence a forward observation post.

4-L10:  TREEDOM SILENCE

APL4
Move into a wooded area and silence a forward observation post.

4-L11: LARGE PROBLEM

APL4
Investigate a checkpoint blockade and its traffic.

Reconnaissance Missions


 

A Foot Trail



APL4
Investigate troop movements near the cliffs.

WATCH THE ROAD     


APL4
Watch the road leading out of the main camp of the western Pomarjian forces.

POMARJIAN PICKET   


APL4
Find a weak spot in the Picket to break through, and attempt to make their way behind enemy lines to scout for more information.

SCOUT THE LP/OP


APL4
Scout out an LP/OP.

INTO THE TRENCH


APL4
Move into the trench area and discover a bit of why it's there and what happened to one of the digging crews.

Screen Missions




OUTRIDER ELIMINATION

APL4
Eliminate a rider before he travels out of the area and warns the enemy.

BIRDS IN THE NEST


APL4
Scout out the area, find the enemy lookout and eliminate him.

THE MEPHIT MOB 
            

APL4
Travel up the southern side of the cliffs, eliminate any enemy you encounter.
APL6:

Listening Post/Observation Post Missions 

Guard Shack, Baybee 


APL6
Investigate a checkpoint blockade and its traffic.

High Aria



APL6
Move into a wooded area and silence a forward observation post.

Reconnaissance Missions


 

Gnoll Where Yer Goin


APL6
Scout the wooded area for enemy patrols and eliminate them.

Stuck in a Tree



APL6
Scout the wooded area for enemy patrols and eliminate them.

SouthEast Shore Patrol


APL6
Reports suggest some sort of large structure near the river. Investigate throughly and take what action is necessary.

NorthWest Shore Patrol

  
APL6
Reports suggest some sort of large structure near the river. Investigate thoroughly and take action as necessary.

Screen Missions




See previous APLs for descriptions.

Raid Missions





Staging Area



APL6
Destroy as much of the bridging material as possible before being driven off.

Stealth Missions
The mission is simple: Get into the enemy camp, and more importantly, get out with what you saw.

6-M1: The Enemy Camp
           APL6-10 
Infiltrate the enemy encampment and determine what they are doing. This is a full round mission.

APL8+:

Listening Post/Observation Post Missions 

HL-L1: Down and Dirty


APL8 
Eliminate the Observation Post. 

HL-L2: Outpost Gaslight


APL8 
Neutralize this listening post and prevent any further intelligence from being returned to the enemy. Of possible secondary interest to Knights of the Watch.

HL-L3: The Impure Jewel
           APL8-10 
Destroy an underwater base centered in the Jewel River, just south of Rourke’s Redoubt.

HL-L4: Goliath LPOP
           
           APL8-14
Eliminate the lieutenants of a Goliath mercenary leader so that he will withdraw from the battle.

Reconnaissance Missions



HL-R1: River Crossing
        

APL8
Cross the river and scout the other side.

HL-R2: The Bridge

         
APL8
Determine how strongly the bridge is held.

HL-R3: The Fjord


APL8 
Locate any possible fjords and determine their suitability for military use.

HL-R4
The Tower in the Distance
APL16
Investigate a tall spire rising out of the forest to the southeast of the Redoubt.

Raid Missions





HL-D1: Raid on Goliath Camp A
           APL8-14 
Eliminate the lieutenants of a Goliath mercenary leader so that he will withdraw from the battle.

HL-D2: Supply Raid

           APL8-10 
Strike across the Jewel River and destroy a supply of alchemist fire to be used in the coming battle, along with a catapult.

HL-D3: Prisoner Snatch

         APL10-14 
Capture a kobold sorcerer who is reportedly responsible for many of the arcane defenses of the area. Dig him and his bodyguards out of a mine that he has commandeered for his use.

HL-D4: Siege Engines
                        APL8-14
Destroy as many of the siege engines as possible before being driven off.

Stealth Missions
HL-H1: The Enemy Camp
          APL8-14 
Get into the enemy camp, and get out with what you saw.

HL-H2: The Courier


APL8
Capture or quietly eliminate the enemy saboteur.

HL-H3: Under the Bridge
          APL8-12 
Remove any traps from the bridge. The party must include someone who is capable of detecting and disabling magical traps.

HL-H6: Up the Cliff

          APL8-14
Scale the cliffs unseen. Continue to HL-H4 The Enemy Camp.

Adventure Background

Monster General: This monster set is provided to counterattack the characters after they seize an objective. These encounters are set at either EL+1 or EL+2, depending on desired difficulty.

To the Monster General:

Welcome! The Monster General (The MG, or Senior DM) is a fairly unique position in running this Interactive adventure. Your role, as much as a fair arbiter of the rules, is also to act as the Adversary to the player characters. It is your job to dispatch foes to engage them when they’ve just defeated the enemy, when they’ve gone to push their luck, and when they attempt to aid their comrades.


The most important part of your duties in this role is maintain effective communication with your DMs. You need to know when their players have activated one of your encounters—based on the criteria below—and decide what to dispatch against them.


You are permitted a number of reinforcement encounters equal to 2 plus the number of tables. (N+2=R)

You are permitted to freely assign R/3 of these reinforcements against the character tables, as your own scouts, patrols, intended patrols, or relief sentries. These reinforcements may be selected at APL+1, APL+2, or APL+4—however, there must be twice as many APL+1 choices as APL+4. For 12 tables, this permits the MG 5 freely assigned reinforcements of 2 APL+1, 2 APL+2, and 1 APL+4. With 16 tables the MG may have 6 freely assigned reinforcements of 4 APL+1 and 2 APL+4. 

Any table that begins a second mission will find that second mission reinforced by an APL+1 encounter appropriate to the second mission. The attack may come before, after, or during the mission, at the discretion of the DM at the table. 

Some missions dictate that failure to prevent escapees provokes responses from the MG. Other missions may result in escapees due to character actions. These missions may be selected for Monster General reinforcement at APL+1, APL+2, or APL+4—however, in order to use an APL+4 mission, the last two missions used by the MG must have been APL+1. The reinforcements arrive 20 rounds after the escape of enemy troops, either at the field of the current mission or in the open field.

Important Points to Remember: 

1. You have two more reinforcement encounters than there are tables. (12 tables equal 14 encounters.)

2. Keep in close communication with your DMs! You need to know when to dispatch encounters and what encounters are best suited to those tables.

3. One third of your reinforcement encounters may be sent against any table at any point in their mission. Certain missions might warrant reinforcements moreso than others—the APL6 Dam Missions spring to mind (APL6-S7 and APL6-S8 (Locations 6R3 and 6R4), and the follow-on of APL6-S9. (Location 6L3)

May you strike fear into the players! Good luck!
By Earth

Having defeated the enemy, you’ve had a chance to tend to your wounds, check for loot, and review the battlefield. So far, things have gone according to plan…but, what is that a noise? A grinding, growling, feral sound, something bursts from the underbrush—it looks like the Pomarjians had reinforcements coming!

APL 2:  Magma Mephits or Thoqqua

Knowledge (Planes) [EL 3]

DC 13: That’s a magma mephit attacking!  

DC 18: They have a breath weapon.

DC 23: They have fast healing if they stand in a fire.

DC 28: They have a couple of spell-like abilities, like pyrotechnics.

Knowledge (Planes) [EL 3]

DC 13: Those are thoqqua attacking!  

DC 18: They have a burning attack.

DC 23: Just touching them can burn you.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL5 encounter, in which case award 75exp.


Creatures: This is your standard mephit or thoqqua.

APL 2 (EL 3)

Magma Mephit: hp 18; see Monster Manual, page 183.

Tactics: The mephit sticks to the ground and attacks with his claws, breath weapon, and spell-like abilities. He does not fly, as he feels these foes haven’t ‘earned’ it. Don’t forget that it can use itself as the source for its pyrotechnics ability without harm.


Treasure: None.

APL 2 (EL 4)

Thoqqua (2): hp 20; see Monster Manual, page 242.

Tactics: Slam attacks! These thoqqua got loose from their handlers and are just rampaging across the field.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 4:  Minor Xorn

Knowledge (Planes) [EL 5]

DC 13: Those are minor xorn attacking!  

DC 17: Those are xorn attacking!  

DC 18: They are best harmed by bludgeoning weapons.

DC 23: Cold and fire don’t bother them.

DC 28: Electricity is less effective against them.

DC 33: They can slip in and out of the earth like water.

DC 38: They have tremorsense for about 60 feet.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL8 encounter, in which case award 120 exp.


Creatures: This is your standard group of hungry, angry xorn, sent to consume the equipment of the party.

APL 4 (EL 5)

Minor Xorn (2): hp 25; see Monster Manual, page 261.

APL 4 (EL 6)

Minor Xorn (3): hp 25; see Monster Manual, page 261.

Tactics: The xorn attack with their claws and bites, taking advantage of the fact that they can’t be flanked to get right in the middle of their opponents.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 6:  Minor or Average Xorn

Knowledge (Planes) [EL 7]

DC 13: Those are minor xorn attacking!  

DC 17: Those are xorn attacking!  

DC 18: They are best harmed by bludgeoning weapons.

DC 23: Cold and fire don’t bother them.

DC 28: Electricity is less effective against them.

DC 33: They can slip in and out of the earth like water.

DC 38: They have tremorsense for about 60 feet.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL10 encounter, in which case award 150 exp.


Creatures: This is your standard group of hungry, angry xorn, sent to consume the equipment of the party.

APL 6 (EL 7)

Minor Xorn: hp 25; see Monster Manual, page 261.

Average Xorn: hp 55; see Monster Manual, page 261.

APL 6 (EL 8)

Average Xorn (2): hp 55; see Monster Manual, page 261.

Tactics: The xorn attack with their claws, and bite, taking advantage of the fact that they can’t be flanked to get right in the middle of their opponents.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 8:  Average or Elder Xorn

Knowledge (Planes) [EL 9]

DC 17: Those are xorn attacking!  

DC 18: They are best harmed by bludgeoning weapons.

DC 23: Cold and fire don’t bother them.

DC 28: Electricity is less effective against them.

DC 33: They can slip in and out of the earth like water.

DC 38: They have tremorsense for about 60 feet.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 12 encounter, in which case award 180 exp.


Creatures: This is your standard group of hungry, angry xorn, sent to consume the equipment of the party.

APL 8 (EL 9)

Average Xorn: hp 55; see Monster Manual, page 261.

Elder Xorn: hp 137; see Monster Manual, page 261.

APL 8 (EL 10)

Elder Xorn (2): hp 137; see Monster Manual, page 261.

Tactics: The xorn attack with their claws and bite, taking advantage of the fact that they can’t be flanked to get right in the middle of their opponents.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 10:  Fire Elemental and Xorn

Knowledge (Planes) [EL 11]

DC 25: Those are xorn attacking!

DC 26: Those are fire elementals attacking!

DC 30: Bludgeoning weapons best harm Xorn.

DC 31: Fire Elementals are vulnerable to cold.

DC 35: Cold and fire don’t bother Xorn.

DC 36: Fire Elementals are resistant to damage.

DC 40: Electricity is less effective against Xorn.

DC 41: Fire Elementals are invulnerable to fire.

DC 45: Xorn can slip in and out of the earth like water.

DC 50: Xorn have tremorsense for about 60 feet.

Knowledge (Planes) [EL 12]

DC 25: Those are xorn attacking!

DC 30: Bludgeoning weapons best harm Xorn.

DC 31: That is a greater fire elemental attacking!

DC 35: Cold and fire don’t bother Xorn.

DC 36: Fire Elementals are resistant to damage.

DC 40: Electricity is less effective against Xorn.

DC 41: Fire Elementals are vulnerable to cold.

DC 45: Xorn can slip in and out of the earth like water.

DC 50: Xorn have tremorsense for about 60 feet.


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 14 encounter, in which case award 210 exp.


Creatures: This is your standard group of hungry, angry xorn and burninating deadly Fire Elementals, sent to consume the equipment of the party.

APL 10 (EL 11)

Huge Fire Elemental (3): hp 144; see Monster Manual, page 99.

Elder Xorn: hp 137; see Monster Manual, page 261.

APL 10 (EL 12)

Greater Fire Elemental: hp 144; see Monster Manual, page 99.
Elder Xorn (3): hp 137; see Monster Manual, page 261.

Tactics: The xorn attack with their claws and bite, taking advantage of the fact that they can’t be flanked to get right in the middle of their opponents.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 12:  Elder Fire Elementals

Knowledge (Planes) [EL 13]

DC 34: Those are fire elementals attacking!

DC 36: Fire Elementals are vulnerable to cold.

DC 41: Fire Elementals are resistant to damage.

DC 46: Fire Elementals are invulnerable to fire.

DC 51: Fire Elementals are vulnerable to cold.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL16 encounter, in which case award 240 exp.


Creatures: This is your standard group of hungry, burninating deadly Fire Elementals, sent to consume the equipment of the party.

APL 12 (EL 13)

Elder Fire Elemental (2): hp 216; see Monster Manual, page 99.

APL 12 (EL 14)

Elder Fire Elemental (3): hp 216; see Monster Manual, page 99.

Tactics: The elementals attack with their slams, taking advantage of the fact that they set things on fire.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 14:  Elder Fire Elementals and Earth Dragon Shock Troopers

Massive columns of flame obliterate shrubs and undergrowth as they swirl forward across the scorched earth. 


A platoon of heavily armored men with stylized draconic armor and double swords march between them. Their helms are open faced, but with a sort of mask that outlines and accentuates their fierce yellow eyes. At second glance, you realize that the helms rest around the horns jutting from their heads! With a fearsome charge, the whole mass charges your group! 

Knowledge (Planes) [EL 13]

DC 34: Those are fire elementals attacking!

DC 36: Fire Elementals are vulnerable to cold.

DC 41: Fire Elementals are resistant to damage.

DC 46: Fire Elementals are invulnerable to fire.

DC 51: Fire Elementals are vulnerable to cold.

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL18 encounter, in which case award 270 exp.


Creatures: This is your standard group of hungry, burninating deadly Fire Elementals, sent to consume the equipment of the party. They are accompanied by a platoon of the Earth Dragon Cult’s finest in a long line of half dragon fighters. 

APL 14 (EL 15)

Elder Fire Elemental (3): hp 216; see Monster Manual, page 99.

Earth Dragon Shock Trooper Elites (8): Half-Red Dragon Human Fighter 4, 42 hp each; Replace 30-ft line breath weapon with 30-ft cone of fire, immunity to acid with immunity to fire, alignment CE with LE; See Monster Manual page 146.
APL 14 (EL 16)

Elder Fire Elemental (3): hp 216; see Monster Manual, page 99.

Earth Dragon Shock Trooper Elites (12): Half-Red Dragon Human Fighter 4, 42 hp each; Replace 30ft line breath weapon with 30ft cone of fire, immunity to acid with immunity to fire, alignment CE with LE; See Monster Manual page 146.

Tactics: The elementals attack with their slams, taking advantage of the fact that they set things on fire. 

The Earth Dragon Elites have no fear of the elementals and work to flank and attack targets on the ground, using their breath weapons and javelins against those who try to fly.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

APL16: Earth Dragon Trolls of Legend

Having defeated the enemy, you’ve had a chance to tend to your wounds, check for loot, and review the battlefield. So far, things have gone according to plan…but, what is that a noise? A grinding, growling, feral sound, something bursts from the underbrush—it looks like the Pomarjians had reinforcements coming!

Knowledge (Dungeoneering)

DC 25: Those are trolls!

DC 30: Those are trolls with some draconic blood.

DC 35: Those are trolls with some draconic blood and blessed by some sort of Power. (Of Legend)

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL20 encounter, in which case award 300 exp.


Creatures: These are the dedicated guardians of the priests of the Earth Dragon, sent to complete its will, the Earth Dragon Trolls of Legend. They hunger to consume the party. 

APL 16 (EL 17)

Earth Dragon Trolls of Legend (7): hp 216; see Appendix 8.

APL 16 (EL 18)

Earth Dragon Trolls of Legend (10): hp 216; see Appendix 8.

By Land

Having defeated the enemy, you’ve had a chance to tend to your wounds, check for loot, and review the battlefield. So far, things have gone according to plan…but, what is that a noise? A grinding, growling, feral sound, something bursts from the underbrush—it looks like the Pomarjians had reinforcements coming!

APL 2:  Worgs, Wolves, and Owlbears

Knowledge (Nature) [EL 3]

DC 14: That’s a worg and a wolf attacking!  

DC 19: They can trip you.

Knowledge (Nature) [EL 4]

DC 15: That’s an owlbear attacking!  

DC 20: They can grab ahold of prey.


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 5 encounter, in which case award 75 x.p. In that case, the worg and wolf are just trailing the owlbear to track it and join in the attack on the characters.


Creatures: This is your standard worg/wolf or owlbear. The owlbear has a spiked collar and a length of chain hanging from it. Wrapped in the chain is a goblin hand.

APL 2 (EL 3)

Worg: hp 36; see Monster Manual, page 183.

Wolf: hp 18; see Monster Manual, page 183.

Tactics: The monsters work to flank and trip opponents.


Treasure: None.

APL 2 (EL 4)

Owlbear: hp 56; see Monster Manual, page 206.

Tactics: Claw attacks! The owlbear got loose from its handlers and is just rampaging across the field.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 4:  Worgs, Wolves, and Owlbears

Knowledge (Nature) [EL 5]

DC 14: That’s a worg and a wolf attacking!  

DC 19: They can trip you.

Knowledge (Nature) [EL 6]

DC 15: That’s an owlbear attacking!  

DC 20: They can grab hold of prey.


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 8 encounter, in which case award 120 x.p. In that case, the worg and wolf are just trailing the owlbear to track it and join in the attack on the characters.


Creatures: This is your standard worg/wolf or owlbear. The owlbear has a spiked collar and a length of chain hanging from it. Wrapped in the chain is a goblin hand.

APL 4 (EL 5)

Worg (3): hp 18; see Monster Manual, page 183.

Tactics: The monsters work to flank and trip opponents.


Treasure: None.

APL 4 (EL 6)

Owlbear (2): hp 56; see Monster Manual, page 206.

Tactics: Claw attacks! The owlbears got loose from their handlers and are just rampaging across the field.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 6:  Medusa and Ogres

Out of the underbrush rushes a deeply cloaked scout. “Help me,” she calls! “Ogres! They’re close behind!”


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 10 encounter, in which case award 120 x.p. In that case, the ogres are just trailing the medusas and join in the attack on the characters. 

Knowledge (Nature) [EL 7]

DC 16: That’s a medusa! (Once revealed!) 

DC 21: They can petrify you.

DC 26: Their snakes are poisonous. 

Knowledge (Nature) [EL 8]

DC 14: Those are ogres attacking!  

DC 20: They have darkvision.


Creatures: The medusa is cloaked and hooded, carrying a bow and trying to appear as a human scout, escaping pursuing monsters.


At EL 8, she has the two ogres following close behind her, making her calls that much more believable. Give the medusa a +3 circumstance to her Bluff check, should the characters Sense Motive.

APL 6 (EL 7)

Medusa: hp 41; see Monster Manual, page 180.

Tactics: The medusa tries to approach as a human that has managed to escape from the Pomarjians. Then, when in range, she throws back her hood and attempts to petrify as many characters as possible.


Treasure: None.

APL 6 (EL 8)

Medusa: hp 41; see Monster Manual, page 180.
Ogres (2): hp 32; see Monster Manual, page 199.

Tactics: The medusa tries to approach as a human that has managed to escape from the Pomarjians. Then, when in range, she throws back her hood and attempts to petrify as many characters as possible.

The ogres try to make a believable chase, then, as the Medusa springs the ambush, they charge spellcasters. They know not to look at the medusa.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 8:  Trolls and Ettin


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL12 encounter, in which case award 180 x.p. 

Knowledge (Nature) [EL 9 &11]

DC 16: That’s a troll! 

DC 21: They can regenerate.

DC 26: They can track. 

Knowledge (Nature)

DC 20: Those are Ettins attacking!  

DC 25: They can fight very well with two weapons.


Creatures: This is a pack of ettins and trolls, scouting the perimeter of the battlefield, looking for snacks…er, scouts.

APL 8 (EL 9)

Trolls (3): hp 63; see Monster Manual, page 247.

Ettin: hp 75; see Monster Manual, page 107.

APL 8 (EL 10)

Trolls (2): hp 63; see Monster Manual, page 247.

Ettin (3): hp 75; see Monster Manual, page 107.


Tactics: The trolls try to grapple heavily armored fighters, trusting their natural weapons and rending ability to carry the day. If possible, they’ll all grapple the heaviest fighter, ruining his afternoon.


The ettins charge spellcasters and other targets, spreading their attacks.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 8:  Trolls and Ettin Brute


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL12 encounter, in which case award 180 exp. 

Knowledge (Nature) [EL11]

DC 16: That’s a troll! 

DC 21: They can regenerate.

DC 26: They can track. 

Knowledge (Nature) [EL 9]

DC 20: Those are ettins attacking!  

DC 25: They can fight very well with two weapons.


Creatures: This is a pack of ettins and trolls, scouting the perimeter of the battlefield, looking for snacks…er, scouts.

APL 8 (EL 9)

Ettin Brute: male fighter 2/barbarian1; hp 104; see Appendix 1.

Tactics: The ettin charges spellcasters and other nearby targets, spreading their attacks.

Treasure: None.

APL 8 (EL 10)

Trolls (2): hp 63; see Monster Manual, page 247.

Ettin Brute: male fighter 2/barbarian1; hp 104; see Appendix 1.

Tactics: The trolls try to grapple heavily armored fighters, trusting their natural weapons and rending ability to carry the day. If possible, they all grapple the heaviest fighter, ruining his afternoon.

The ettins charge spellcasters and other targets, spreading their attacks.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 10:  Trolls and Ettins

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL14 encounter, in which case award 210 x.p. 

Knowledge (Nature) [EL 11 &12]

DC 16: That’s a troll! 

DC 21: They can regenerate.

DC 26: They can track. 

Knowledge (Nature)

DC 20: Those are ettins attacking!  

DC 25: They can fight very well with two weapons.


Creatures: This is a pack of ettins and trolls, scouting the perimeter of the battlefield, looking for snacks…er, scouts.

APL 10 (EL 11)

Trolls (3): hp 63; see Monster Manual, page 247.

Ettin (4): hp 75; see Monster Manual, page 107.

Tactics: The trolls try to grapple heavily armored fighters, trusting their natural weapons and rending ability to carry the day. If possible, they all grapple the heaviest fighter, ruining his afternoon.

The ettins charge spellcasters and other targets, spreading their attacks.

Treasure: None.

APL 10 (EL 12)

Troll Hunter, Male Troll Ranger 6 (1): hp 126; He has Resist Energy: Fire cast, which gives him resistance to fire 10; see Monster Manual, page 247.
Ettins (3): hp 75; see Monster Manual, page 107.

Tactics: The troll attacks heavily armored fighters, trusting his natural weapons and battleaxe to carry the day.

The ettins charge spellcasters and other targets, spreading their attacks.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 12:  Troll Hunters and Ettins

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 16 encounter, in which case award 240 x.p. 

Knowledge (Nature) [EL 13]

DC 16: That’s a troll! 

DC 21: They can regenerate.

DC 26: They can track. 

Knowledge (Nature) [EL 14]

DC 20: Those are Ettins attacking!  

DC 25: They can fight very well with two weapons.


Creatures: This is a pack of ettins and/or trolls, scouting the perimeter of the battlefield, looking for snacks…er, scouts.

APL 12 (EL 13)

Troll Hunter, Male Troll Ranger 6 (2): hp 126 each; They both have Resist Energy:Fire cast, which gives them Resist Fire 10; see Monster Manual, page 247.

Tactics: The trolls attack light armored foes first, trusting their natural weapons and battleaxe to carry the day.

Treasure: None.

APL 12 (EL 14)

Troll Hunter, Male Troll Ranger 6 (2): hp 126; He has Resist Energy:Fire cast, which gives him resistance to fire 10; see Monster Manual, page 247.
Ettins (6): hp 75; see Monster Manual, page 107.

Tactics: The trolls attack lightly armored foes first, trusting their natural weapons and battleaxe to carry the day.

The ettins charge spellcasters and other targets, spreading their attacks.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 14:  Troll Hunters and Hill Giants

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 18 encounter, in which case award 270 x.p. 

Knowledge (Nature) [EL 15 & 16]

DC 16: That’s a troll! 

DC 21: They can regenerate.

DC 26: They can track. 

Knowledge (Nature)

DC 22: Those are Hill giants attacking!  

DC 27: They can catch boulders.


Creatures: This is a pack of giants and/or trolls, scouting the perimeter of the battlefield, looking for snacks…er, scouts.

APL 14 (EL 15)

Troll Hunter, Male Troll Ranger 6 (3): hp 126 each; They both have Resist Energy:Fire cast, which gives them Resist Fire 10; see Monster Manual, page 247.

Hill Giants (6): hp 75; see Monster Manual, page 107.

Tactics: The trolls attack light armored foes first, trusting their natural weapons and battleaxe to carry the day.

The ettins charge spellcasters and other targets, spreading their attacks.


Treasure: None.

APL 14 (EL 16)

Troll Hunter, Male Troll Ranger 6 (6): hp 126; He has Resist Energy:Fire cast, which gives him Resist Fire 10; see Monster Manual, page 247.

Tactics: The trolls attack lightly armored foes first, trusting their natural weapons and battleaxe to carry the day.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 16:  Markessa’s Worms


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away. Particularly strong tables could face both foes for an EL 20 encounter, in which case award 300 x.p. 

Knowledge (Nature) [EL 17 & 18]

DC 16: That’s a worm! 

DC 21: They can burrow.

DC 26: They have a poisonous stinger!


Creatures: This is a pack of worms, sent out looking for snacks…er, scouts.

APL 16 (EL 17)

Markessa’s Purple Worms (3): hp 280; see Appendix 8.

Tactics: The worms attack light armored foes first, trusting their natural weapons.

Treasure: None.

APL 16 (EL 18)

Markessa’s Purple Worms (4): hp 280; see Appendix 8.

Tactics: The worms attack light armored foes first, trusting their natural weapons.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

By Sky

Having defeated the enemy, you’ve had a chance to tend to your wounds, check for loot, and review the battlefield. So far, things have gone according to plan…but, is that a flapping noise? Quickly scanning the sky, you see it, an enemy perhaps 80 feet above you swooping down to attack!

APL 2:  Fire Mephit or Harpy

Knowledge (Planes) [EL 3]

DC 13: That’s a fire mephit attacking!  

DC 18: They have a breath weapon.

DC 23: They have fast healing if they stand in a fire.

DC 28: They have a couple of spell-like abilities, like heat metal.

Knowledge (Nature) 

DC 17: That’s a harpy attacking!  

DC 22: Once it starts singing, you may become captivated!


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL 5 encounter, in which case award 75 x.p.


Creatures: This is your standard fire mephit or harpy. They try to stick to remaining aloft while harrying the party.

APL 2 (EL 3)

Fire Mephit: hp 18; see Monster Manual, page 182.

Tactics: He casts heat metal on a large, well armored fighter, uses his scorching ray on a lightly armored spell caster and tries to stay out of melee while using his breath weapon.


Treasure: None.

APL 2 (EL 4)

Harpy: hp 42; see Monster Manual, page 151.

Tactics: The harpy begins with its captivating song and attacks those unaffected.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 4:  Harpy and Fire Mephit

Knowledge (Planes) [EL 5]

DC 13: That’s a fire mephit attacking!  

DC 18: They have a breath weapon.

DC 23: They have fast healing if they stand in a fire.

DC 28: They have a couple of spell-like abilities, like heat metal.

Knowledge (Nature) 

DC 17: That’s a harpy attacking!  

DC 22: Once it starts singing, you may become captivated!

Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL7 encounter, in which case award 105exp.


Creatures: This is your standard fire mephit and harpy or two harpies. They will try to stick to remaining aloft while harrying the party.

APL 4 (EL 5)

Harpy: hp 42; see Monster Manual, page 151.
Fire Mephit: hp 18; see Monster Manual, page 182.

Tactics: The mephit casts heat metal on a large, well armored fighter, uses his scorching ray on a lightly armored spell caster, and tries to stay out of melee while using his breath weapon.

The harpy begins with its captivating song, and then attacks those unaffected.


Treasure: None.

APL 4 (EL 6)

Harpy (2): hp 42; see Monster Manual, page 151.

Tactics: The harpies begin with their captivating song and then attacks those unaffected.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 6:  Manticores

Knowledge (Nature) 

DC 16: Those are manticores attacking!  

DC 21: They can throw spikes from their tails!


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL 9 encounter, in which case award 135 x.p.


Creatures: This is your standard flock of manticores. 

APL 6 (EL 7)

Manticores (2): hp 63; see Monster Manual, page 179.

APL 6 (EL 8)

Manticores (3): hp 63; see Monster Manual, page 179.


Tactics: The manticores lob their spikes at the party, focusing on lightly armored targets first and each one aiming at one target for all six spikes of their volley. They can fire four volleys each. They try to stick to remaining aloft while harrying the party until out of spikes, then descend and attack. They remain out of easy range of one another, so as not to get caught in spells like fireball.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 8:  Wyverns

Knowledge (Nature) 

DC 17: Those are wyverns attacking!  

DC 22: They have poison that saps your health!


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL 12 encounter, in which case award 180 x.p.


Creatures: This is your standard flock of wyverns.

APL 8 (EL 9)

Wyverns (3): hp 74; see Monster Manual page 259.
APL 8 (EL 10)

Wyvern (4): hp 74; see Monster Manual page 259.


Tactics: The wyverns swoop in and begin attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 10:  Greater Wyverns

Knowledge (Nature) 

DC 17: Those are wyverns attacking!  

DC 22: They have poison that saps your health!


Begin this encounter in the map for the previous encounter, but start the opponent 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL13 encounter, in which case award 165exp.


Creatures: This is your standard flock of wyverns, but larger, angry, and advanced.

APL 10 (EL 11)

Greater Wyverns (2): hp 157; see Appendix 2.

APL 10 (EL 12)

Advanced Wyvern (1): hp 242; see Appendix 2.


Tactics: The wyverns swoop in and begin attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 12:  Greater Wyverns

Knowledge (Nature) 

DC 17: Those are wyverns attacking!  

DC 22: They have poison that saps your health!

Begin this encounter in the map for the previous encounter, but start the opponents 40 feet away and 80 feet up. Particularly strong tables could face both foes for an EL15 encounter, in which case award 225exp.


Creatures: This is your standard flock of wyverns, but larger, angry, and advanced.

APL 12 (EL 13)

Greater Wyverns (2): hp 157; see Appendix 3.

Advanced Wyvern (1): hp 242; see Appendix 3.

APL 12 (EL 14)

Advanced Wyvern (2): hp 242; see Appendix 3.


Tactics: The wyverns swoop in and begin attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack.


Treasure: None.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 14:  Harpy ARchers and Advanced Wyvern

Knowledge (Nature) 

DC 17: That’s a harpy attacking!  

DC 22: Once it starts singing, you may become captivated!

DC 27: Those are wyverns attacking!  

DC 32: They have poison that saps your health!

Begin this encounter in the map for the previous encounter, but start the opponents 40 feet away and 80 feet up. The wyverns have already made their save against the harpies today. Particularly strong tables could face both foes for an EL18 encounter, in which case award 270exp.


Creatures: This is your standard flock of wyverns, but larger, angry, and advanced.

APL 14 (EL 15)

Harpy Archer, Female Fighter 7 (3): hp 116; see Monster Manual, page 151.

Advanced Wyvern: hp 242; see Appendix 4.


Tactics: The harpies begin with their captivating songs, and then attack those unaffected.


The wyvern swoops in and begins attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack.


Treasure: None.

APL 14 (EL 16)

Harpy Archer, Female Fighter 7 (2): hp 116; see Monster Manual, page 151.

Advanced Wyvern (3): hp 242; see Appendix 4.


Tactics: The harpies begin with their captivating songs, and then attack those unaffected. They focus fire on a target before moving to another.


The wyverns swoop in and begin attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack. They focus attacks on targets unaffected by the harpies’ song.


Treasure: none.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

apl 16:  Fearsome Wyverns


Knowledge (Nature) 

DC 27: Those are wyverns attacking!  

DC 32: They have poison that saps your health!

Begin this encounter in the map for the previous encounter, but start the opponents 40 feet away and 80 feet up. The wyverns have already made their save against the harpies today. Particularly strong tables could face both foes for an EL20 encounter, in which case award 300exp.


Creatures: This is your standard flock of wyverns, but larger, angry, and advanced.

APL 16 (EL 17)

Fearsome Wyverns (3): hp 242; see Appendix 8.

APL 16 (EL 18)

Fearsome Wyverns (4): hp 242; see Appendix 8.


Tactics:
The wyverns swoop in and begin attacking the lightest armored creatures first, stabbing them with a stinger and then engaging on the ground for the full attack.


Treasure: none.


Development: Proceed from this encounter to the next planned event for the round for this party of adventurers.

Conclusion

High Success

Screams, smoke, fire, shouts and clashing steel. The last three days had been a running fight, a constant skirmish, a patchwork of stolen moments of sleep, of food wolfed down behind a broken wall or in the cover of bushes, or under the cloak of night. The allies had been relentless since the destruction of the enemy’s artillery, their Oracle, their last gasps and desperate attempts to break for reinforcements. You and your comrades have been the reaving wolves that chased your foe to ground and now stand ready to lunge for the throat.


Standing, it is easy to look out over the savaged landscape at the battered shell of Rourke’s Redoubt. “A castle half destroyed is a castle half built,” say the siege engineers, and both their onagers and the captured catapults had laid a furious rain of death down upon the trapped humanoids within. The parapets looked like a drunk’s smile after he’d been hit in the mouth with a brick in a dockside brawl. Dead gnolls, ogres, and hobgoblins littered the fields about the gate where they’d been caught abroad and ambushed in feral skirmishes, their bodies left to scavengers until this was over.


It was enough to bring a smile to one’s face, the absolute brutal efficiency of the whole attack. With the adventuring groups striking like an assassin’s dagger at the vitals of the goblinoid defenses, there had been little organized resistance beyond those first two days. Now, now it was time for that final attack, the crushing hammer strike that would smash the last of the orcish and hobgoblin defenders that dared to mount any opposition like a roach caught out as the lantern’s hood is lifted. 


A creaking, whining whistle and a fluttering shadow is all that prefaced the terrible thunder as a hailstorm of trebuchet fire rained down on the face of the Redoubt. The gates splintered under the terrible assault and a cheer pealed from your forces. Without stopping, the great stones continued to fall against the battlements as groups of soldiers advanced with blades drawn and shields ready. A bristling core of pike men accompanied them; squads of crossbowmen at their flanks made each unit a predatory beast with the taste of blood in their mouths, flush with the anticipation of well-earned victory. Today this ended, and there would be far fewer miserable tribes loyal to Turrosh Mak in the Disputed Territories. 


Losses had been minimal, and the glory great. This was to be the rallying cry that would push the Allies forward. Nothing would stop them—not orc swords, or goblin bows, even great Ogre axes. The last week had proven that the Armies of the Sheldomar were more than a match for the wretched forces left in the Disputed Territories.


Onward to the Jewel River! Onward for Ulek! Onward for the Reclamation, and groups like yours would lead the way!

Success

Screams, smoke, fire, shouts, and clashing steel. The last three days had been a running fight, a perpetual skirmish, a patchwork of stolen moments of sleep, of food wolfed down behind a broken wall or in the cover of bushes, or under the cloak of night. Of close calls as you evaded mobs of savage orcs and ogres, of tense raids on hobgoblins attempting to man pickets and scout. The battle had been a constant motion of forces clashing like waves on the ocean since the destruction of the great trebuchets, the strike upon the Pomarjian Oracle. The Hordes of Turrosh Mak have fought the harsh battle of a foe tempered by a lifetime of war and raiding. You and your comrades have been one of the two wolves circling one other before the Redoubt—each looking for that opportunity to strike the killing blow against the other.


Kneeling, it is a wary view out over the blood-soaked berms and fields bristling with arrows at the battered shell of Rourke’s Redoubt. “Cracking a stone is never a holiday,” say the siege engineers, and their onagers had lain a consistent pummeling of shot down upon the defenders. The parapets looked like the jagged smile of an orc that didn’t know it was dead yet and still wanted to spear you on his blade. Dead gnolls and hobgoblins littered the fields about the gate and mingled with the bodies of men and dwarves where either group had been caught abroad and ambushed in feral skirmishes. Their bodies left to scavengers until this was over or until some brave soul could steal out in the night to recover some fallen loved one.


It was sobering, but reassuring; they could be defeated. With the brave adventuring groups striking wisely at the goblinoid defenses, organized resistance beyond those first two days had slowly dwindled, a rabid dog that refused to loose its jaws. Now, now it was time for that final attack, the necessary hammer strike that would smash the last of the orcish and hobgoblin defenders and crack open the Redoubt like some great nutshell that had thwarted them until now.


A creaking, whining whistle and a fluttering shadow is all that prefaced the terrible thunder as a hailstorm of trebuchet fire rained down on the face of the Redoubt. The gates splintered under the terrible assault, and a shout arose from your forces. In a stuttering fire that still let some foolhardy hobgoblins and goblins fire before taking cover, the great stones continued to fall against the battlements. Groups of soldiers advanced with blades drawn and shields ready, faces grim and determined. A few pike men accompanied them; a squad or two of crossbowmen at their flanks made each unit a solid and formidable force, intent on defeating their foe. Today this ended, and there would be fewer miserable tribes loyal to Turrosh Mak in the Disputed Territories.

Those obliterated tribes had come at a cost, though—there was no unit that hadn’t taken some losses, no soldier who hadn’t left a comrade for the crows, and there were few who had no wound of some sort. This was to be the lesson that would push the Allies forward. Yes, they could defeat them, they could face orc swords, or goblin bows, even great Ogre axes, but there was a price that had to be paid in life and limb. The last week had certainly proven that the armies of the Sheldomar were a fair match for the hardened forces occupying the Disputed Territories. This day would be theirs, but nothing came for free—it was bought with blood and determination.


They would fight onward to the Jewel River! Onward for memories of their friends lost today! Onward for the Reclamation, and groups like yours would be there every step of the way!

Pyrrhic Victory

Screams, smoke, fire, shouts, and clashing steel. The last three days had been a running fight, a perpetual skirmish, a patchwork of stolen moments of sleep, of food wolfed down behind a broken wall or in the cover of scrub oak, or under the cloak of night. Of close calls as you evaded mobs of savage orcs and ogres wielding blades wet with gore, of bloody raids on hobgoblins and kobolds playing games of cat and mouse with you through the brush each night, trying to fill the other with arrows. The battle had been a savage brawl of two drunken men lashing out at each other with the jagged end of a bottle and not caring the cost. 


The Hordes of Turrosh Mak had fought a vicious battle of an enemy with no hope, who only seeks to leave the most gruesome scars. You and your comrades had been pressed at every turn—still victorious, but ever fewer left whole and hale, and none left unwounded.


Kneeling, it is a cautious view out over the berms stacked with corpses and fields wearing a coat of arrows and artillery stones. The grim shell of Rourke’s Redoubt stares back at you like some massive skull streaked in blood. “We built it to outlast the ages,” say the siege engineers, and their onagers had lain a sporadic pummeling of shot down upon the defenders when ammunition became available. The parapets looked like the ragged edge of a gnoll’s swordbreaker. The dead that littered the fields about the gate were as much men and dwarves as the black-blooded tribes that now occupied the Disputed Territories. Their bodies were left for scavengers to pick, the piles added to with each vicious clash as the humanoids attempted to gain some goal, and the Allies tried to breach the defenses.

It was grim, disheartening; they could be defeated, but at what cost? Brave adventuring groups struck out, seeking the chink in the goblinoid defenses, and more than a few lost comrades. Organized resistance beyond those first two days had tenaciously held on, a rabid dog that refused to loose its jaws and wanted nothing more than your very life. Now, now it was time for that final attack, the killing blow that would smash the last of the orcish and hobgoblin defenders and end the terrible slaughter that had made the Redoubt a charnel house.

A creaking, whining whistle and a fluttering shadow is all that prefaced the terrible thunder as a volley of trebuchet fire rained against the face of the fortress. The gates held at first, groaning to keep their foul charges safe, and finally splintered under the assault. A weak shout arose from your forces, one of determination—more like a man biting down on a branch before the arrow was pulled from his side than anything else. In a lazy catapult fire that barely discouraged the hobgoblins and goblins from firing upon the Allies, groups of soldiers advanced with blades drawn and shields ready, faces solemn and dark. Only a couple pike men accompanied them; one or two crossbowmen at their flanks made each unit almost seem a desperate force intent on defeating their foe or dying in the attempt. Today this ended, and there would be fewer miserable tribes occupying the Disputed Territories, but far fewer good souls to celebrate the victory.


Those obliterated tribes had made their defeat come at a bitter cost.  There was no unit that hadn’t taken great losses, no soldier who hadn’t left comrades for the crows and still looked for fresh bandages to bind his many wounds. Yes, they could defeat them, they could face orc swords, or goblin bows, even great Ogre axes, and if they didn’t respect that foe, they would pay a fearsome price. The last week had certainly proven that the armies of the Sheldomar had hard lessons to learn in the art of killing from the savage forces of Turrosh Mak. This day would be theirs, but at an awful cost of so many sons and daughters for an old fortress of stone.


They would fight onward to the Jewel River, their faces bloodied and memories etched with the grim scenes of the siege! They would push on— certainly, the deaths of so many friends lost on the field today demanded it! Yes, they would march onward for the Reclamation, forever carrying the solemn lessons of what was and what could have been at Rourke’s Redoubt!

Failure

Screams, smoke, fire, shouts, and clashing steel. The last three days had been a running retreat, a perpetual skirmish, a patchwork of stolen moments of sleep, of food wolfed down behind a broken wall or in the cover of scrub oak, or under the cloak of night. More than once you evaded mobs of savage orcs and ogres wielding blades wet with gore because they’d turned on your screaming sentry. Hobgoblins and kobolds have been playing games of cat and mouse with you through the brush each night, trying to fill you with arrows. The battle had become a painful brawl of two men, one quite obviously outclassed by the other. 


The Hordes of Turrosh Mak had fought with a vicious glee, a foe that cheerfully seeks to leave the most gruesome scars on a crippled opponent. You and your comrades had been pressed at every turn—only sometimes victorious, ever fewer left in number, and none left unwounded.


Kneeling, it is a very cautious glance out over the berms stacked with corpses and fields roamed by small groups of looting humanoids. The grim shell of Rourke’s Redoubt stares back at you like some massive skull streaked in blood. “We built it to outlast the ages,” said the siege engineers, and their onagers had lain a sporadic pummeling of shot down upon the defenders until ammunition became unavailable. The parapets looked like the ragged edge of a gnoll’s swordbreaker. The dead that littered the fields about the gate were more men and dwarves than the black-blooded tribes that still occupied the Disputed Territories. Their bodies were left to be picked by scavengers, the piles added to with each vicious clash as the Allies attempted to breach the defenses.


It was grim, disheartening; it seems Turrosh Mak’s tribes won’t be defeated today. Brave adventuring groups struck out, seeking the chink in the goblinoid defenses, and while most returned with casualties, a few failed to return at all. Organized resistance beyond those first two days had held on and grown stronger, a dockyard dog that refused to loose its jaws and wanted nothing more than to shake the rat in its jaws. Now, now it was time for retreat, as there was no chance the Allies could take the last of the orcish and hobgoblin defenders. It was a terrible end to the terrible slaughter that had made the Redoubt a charnel house for the banners of the Sheldomar.


A weak horn called from somewhere behind you, a forlorn call to fall back. The gates burst open at this sound—a tribe of ogres coming forth with stones and bricks in hand, in case any men thought to charge. An evil shout arose from the hobgoblins and goblins ready to fire upon any who approached. 

Groups of soldiers formed clusters with blades drawn and shields ready, faces solemn and dark. Only a couple pike men accompanied them; one or two crossbowmen at their flanks made each unit almost seem a desperate force intent on surviving the retreat. Today this ended, and there would be fewer good souls left for the next attempt and far more tears.


Those dark tribes had made their defense come at a bitter cost—there was no unit that hadn’t taken great losses, no soldier who hadn’t left comrades for the crows and still looked for fresh bandages to bind his many wounds. There would be no victory today; they could face those orc swords, or goblin bows, even great Ogre axes again. The last week had certainly proven that the armies of the Sheldomar had hard lessons to learn in the art of killing from the savage forces of Turrosh Mak. This day would be the monsters’ and at an awful cost.


This loss would change plans if they intended to fight onward to the Jewel River, their faces bloodied and memories etched with the grim scenes of the siege! Many would be haunted by the deaths of so many friends lost on the field today. Yes, they may march onward for the Reclamation, but they would never forget the solemn lessons of what was and what could have been at Rourke’s Redoubt!

Total Failure

Screams, smoke, fire, shouts, and clashing steel. The last three days had been a running retreat, a perpetual rout, a patchwork of stolen moments of sleep, of food wolfed down behind a broken wall or in the cover of scrub oak, or under the cloak of night. More than once you evaded mobs of savage orcs and ogres wielding blades wet with gore because they’d cleaved your screaming sentries. Hobgoblins and kobolds have been playing games of cat and mouse with you through the brush each night, filling more than a few comrades with arrows. The battle had become a savage beating of one man quite obviously outclassed by the other. 


The Hordes of Turrosh Mak had fought with a vicious and sinister glee, a foe that cheerfully seeks to leave the most gruesome scars on a crippled and maimed opponent. 
You and your comrades had been pressed at every turn—rarely victorious, ever fewer left in number, the wounded often chased down and murdered in cold blood.


Kneeling, it is an extremely cautious glance out over the berms stacked with corpses and fields roamed by bands of looting humanoids, picking choice bits from the bodies of fallen friends while listening to a chorus of crows. The grim shell of Rourke’s Redoubt stares back at you like some massive skull streaked in blood. “We built it to outlast the ages,” said the siege engineers, and their onagers had tried to futilely toss shot against the walls until ammunition became unavailable and a night raid savaged the crews. The parapets looked like the ragged edge of a gnoll’s swordbreaker. The dead that littered the fields about the gate were mostly men and dwarves and few of the black-blooded tribes that still occupied the Disputed Territories.


It was grim, demoralizing, and pathetic; it seems Turrosh Mak’s tribes won’t be defeated today. Foolhardy adventuring groups struck out, seeking the chink in the goblinoid defenses, and while some returned with only casualties, a many failed to return at all. Organized resistance beyond those first two days had only grown stronger, a dockyard dog that refused to loose its jaws and wanted nothing more than to shake the cat in its jaws. Retreat was the only option, as there was no chance the Allies could take the last of the orcish and hobgoblin defenders. It was a terrible end to the terrible slaughter that had made the Redoubt a charnel house for the banners of the Sheldomar.


There was not even a weak horn to call the retreat. Small groups of soldiers just formed clusters with blades drawn and shields ready, faces solemn and dark. Only a couple pike men accompanied them; one or two of crossbowmen at their flanks made each unit almost seem a desperate force intent on surviving the retreat. Today this ended, and there would be fewer good souls left for the next attempt and many, many more tears.


Those dark tribes had made their defense come at a bitter and high price—there was no unit that hadn’t taken immense losses, no soldier who hadn’t left many comrades for the crows and still looked for fresh bandages to bind his many wounds. There would be no victory today; they couldn’t face those orc swords, or goblin bows, even great Ogre axes again anytime soon. The last week had certainly proven that the armies of the Sheldomar had little business engaging the forces of Turrosh Mak. This day would be the monsters’ and at an awful cost.


This loss would change plans if they intended to fight onward to the Jewel River, their faces bloodied and memories etched with the grim scenes of the siege! The few who survived would be haunted by the deaths of so many friends lost on the field today. Should they rebuild their forces, it was possible to march onward for the Reclamation, but they would never forget the solemn lessons of what was and what could have been at Rourke’s Redoubt!

Wrapping Up

Step 1:  The Senior DM tallies the points to decide level of victory.  This should not take long, as he/she has kept a tally during both slots. The PCs are gathered and told of the successes and failures by the High Commander (while the Senior DM does the final tally).  

Step 2:  Based on the level of success, the Senior DM reads all applicable boxed text conclusion after the final report is given.

Step 3:  ARs distributed.

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 Earth APL 2

Defeat the monsters.


APL 2: 45 xp.

or


APL 2: 60 xp.

Encounter Earth APL 4

Defeat the monsters.


APL 4: 75 xp.

or


APL 4: 90 xp.

Encounter Earth APL 6

Defeat the monsters.


APL 6: 105 xp.

or


APL 6: 120 xp.

Encounter Earth APL 8

Defeat the monsters.


APL 8: 135 xp.

or


APL 8: 150 xp.

Encounter Earth APL 10

Defeat the monsters.


APL 10: 165 xp.

or


APL 10: 180 xp.

Encounter Earth APL 12

Defeat the monsters.


APL 12: 195 xp.

or


APL 12: 210 xp.

Encounter Earth APL 14

Defeat the monsters.


APL 14: 225 xp.

or


APL 14: 240 xp.

Encounter Earth APL 16

Defeat the monsters.


APL 16: 255 xp.

or


APL 16: 270 xp.

Encounter Land APL 2

Defeat the monsters.


APL 2: 45 xp.

or


APL 2: 60 xp.

Encounter Land APL 4

Defeat the monsters.


APL 4: 75 xp.

or


APL 4: 90 xp.

Encounter Land APL 6

Defeat the monsters.


APL 6: 105 xp.

or


APL 6: 120 xp.

Encounter Land APL 8

Defeat the monsters.


APL 8: 135 xp.

or


APL 8: 150 xp.

Encounter Land-2 APL 8

Defeat the monsters.


APL 8: 135 xp.

or


APL 8: 150 xp.

Encounter Land APL 10

Defeat the monsters.


APL 10: 165 xp.

or


APL 10: 180 xp.

Encounter Land APL 12

Defeat the monsters.


APL 12: 195 xp.

or


APL 12: 210 xp.

Encounter Land APL 14

Defeat the monsters.


APL 14: 225 xp.

or


APL 14: 240 xp.

Encounter Land APL 16

Defeat the monsters.


APL 16: 255 xp.

or


APL 16: 270 xp.

Encounter Sky APL 2

Defeat the monsters.


APL 2: 45 xp.

or


APL 2: 60 xp.

Encounter Sky APL 4

Defeat the monsters.


APL 4: 45 xp.

or


APL 4: 60 xp.

Encounter Sky APL 6

Defeat the monsters.


APL 6: 105 xp.

or


APL 6: 120 xp.

Encounter Sky APL 8

Defeat the monsters.


APL 8: 135 xp.

or


APL 8: 150 xp.

Encounter Sky APL 10

Defeat the monsters.


APL 10: 165 xp.

or


APL 10: 180 xp.

Encounter Sky APL 12

Defeat the monsters.


APL 12: 195 xp.

or


APL 12: 210 xp.

Encounter Sky APL 14

Defeat the monsters.


APL 14: 195 xp.

or


APL 14: 210 xp.

Encounter Air APL 16

Defeat the monsters.


APL 16: 255 xp.

or


APL 16: 270 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 adventure, 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 By Earth:

APL 2: None.

APL 4: None.

APL 6: None.

APL 8: None.

APL 10: None.

APL 12: None.

APL 14: None.

Encounter By Land:

APL 2: None.

APL 4: None.

APL 6: None.

APL 8: None.

APL 10: None.

APL 12: None.

APL 14: None.

Encounter By Sky:

APL 2: None.

APL 4: None.

APL 6: None.

APL 8: None.

APL 10: None.

APL 12: None.

APL 14: None.

Items for the Adventure Record

Special

None.

Item Access

None.

Appendix 1: APL 8

By Land-2 – APL 8




Ettin Brute
CR 9

Male ettin fighter 2/barbarian 1

CE Large giant

Init -1; Senses Listen +10, Spot +9; low-light vision

Languages Pidgin of Orc, Goblin, and Giant

AC 18, touch 8, flat-footed 18


(-1 size, -1 Dex, +3 armor, +7 natural)

hp 104 (13 HD) 

Fort +15, Ref +3, Will +6

Speed 40 ft. in hide (6 squares), base movement 50 ft.

Melee 2 masterwork morningstars +18/+13 (2d6+7) or

Ranged 2 javelins +8 (1d8+7)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +21

Atk Options Power Attack, rage 1/day (8 rounds), Three Mountains (DC 23)

Combat Gear potion of heroism
Abilities Str 24, Dex 8, Con 15, Int 6, Wis 10, Cha 11 
SQ superior two-weapon fighting, fast movement
Feats Cleave, Improved Bull Rush, Iron Will, Power Attack, Reckless Rage, Three Mountains, Weapon Focus (morningstar)

Skills Listen +10, Search +1, Spot +9

Possessions combat gear plus 2 masterwork large morningstars, large hide armor, 6 large javelins, cloak of resistance +1

Superior Two-Weapon Fighting (Ex): An ettin fights with a morningstar or javelin in each hand. Because each of its two heads controls an arm, the ettin does not take a penalty on attack or damage rolls for attacking with two weapons.

Description Ettins, or two-headed giants, are vicious and unpredictable hunters that stalk the night.  An ettin never bathes if it can help it, which usually leaves it so grimy and dirty its skin resembles thick, gray hide. Adult ettins are about 13 feet tall and weigh 5,200 pounds. They live about 75 years.  Ettins have no language of their own but speak a pidgin of Orc, Goblin, and Giant. Creatures that can speak any of these languages must succeed on a DC 15 Intelligence check to communicate with an ettin. Check once for each bit of information: If the other creature speaks two of these languages, the DC is 10, and for someone who speaks all three, the DC is 5.
When raging, an Ettin Brute has the following changed statistics:

AC 14, touch 4, flat-footed 14

hp 143 (13 HD) 

Fort +18, Will +8

Melee 2 masterwork morningstars +21/+16 (2d6+10) or

Ranged 2 javelins +8 (1d8+10)

Grp +24

Atk Options Three Mountains (DC 26)

Abilities Str 30, Con 21

Sources Three Mountains (Complete Warrior, 114), Reckless Rage (Races of Stone, 143).

Appendix 2: APL 10

By Sky [El 11]




Greater Wyvern
CR 9

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +17, Spot +20

Languages Draconic 

AC 22, touch 7, flat-footed 21


(-4 size, +1 Dex, +15 natural)

hp 157 (11d12+77 HD); 

Immunities  sleep and paralysis

Fort +15 Ref +8, Will +8

Speed 20 ft. (4 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +19 (2d6+12 plus poison) and

talon +14 (4d6+12) and

bite +14 (4d6+12) and

wings +9(3d6+12) 

Ranged +20

Space 20 ft.; Reach 15 ft.

Base Atk +11; Grp +41

Atk Options Full attack: sting +19 (2d6+12 plus poison) and

bite +17 (4d8+6) and

wings +17/+17 (3d6+6) and

talons +17/+17 (4d6+6)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 35, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ Darkvision 60 ft., immunity to sleep and paralysis, low-light vision, scent
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB
Skills Hide +11, Listen +17, Move Silently +15, Spot +20

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

By Sky [El 12]





Advanced Wyvern
CR 12

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +23, Spot +26

Languages Draconic 

AC 22, touch 7, flat-footed 23


(-4 size, +1 Dex, +15 natural)

hp 242 (17d12+119 HD); 

Immunities  sleep and paralysis

Fort +17 Ref +11, Will +11

Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +26 (3d6+12 plus poison) and

talon +26  (4d6+12) and

bite +26 (4d8+12) and

wings +26 (3d6+12) and

Ranged +14

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +25 (3d6+13 plus poison) and

bite +24 (4d8+7) and

2 wings +24 (3d6+7) and

2 talons +24 (4d6+7)

Full attack, Power Attack for 5: sting +20 (3d6+17 plus poison) and

bite +19 (4d8+12) and

2 wings +19 (3d6+12) and

2 talons +19 (4d6+12)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 37, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ Darkvision 60 ft., immunity to sleep and paralysis, low-light vision, scent
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting) B, Power AttackB
Skills Hide +17, Listen +23, Move Silently +21, Spot +26

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

 Appendix 3: APL 12
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Greater Wyvern
CR 9

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +17, Spot +20

Languages Draconic 

AC 22, touch 7, flat-footed 21


(-4 size, +1 Dex, +15 natural)

hp 157 (11d12+77 HD); 

Immunities  sleep and paralysis

Fort +15 Ref +8, Will +8

Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +19 (2d6+12 plus poison) and

talon +10 (4d6+12) and

bite +10 (4d6+12) and

wings +8 (3d6+12) 

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +19 (2d6+12 plus poison) and

bite +17 (4d8+6) and

2 wings +17 (3d6+6) and

2 talons +17 (4d6+6)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 35, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ Darkvision 60 ft., immunity to sleep and paralysis, low-light vision, scent
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB
Skills Hide +11, Listen +17, Move Silently +15, Spot +20

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

By AIR [El 12]





Advanced Wyvern
CR 12

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +23, Spot +26

Languages Draconic 

AC 22, touch 7, flat-footed 23


(-4 size, +1 Dex, +15 natural)

hp 242 (17d12+119 HD); 

Immunities  sleep and paralysis

Fort +17 Ref +11, Will +11

Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +26 (3d6+12 plus poison) and

talon +26 (4d6+12) and

bite +26 (4d8+12) and

wings +26 (3d6+12) and

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +25 (3d6+13 plus poison) and

bite +24 (4d8+7) and

2 wings +24 (3d6+7) and

2 talons +24 (4d6+7)

Full attack, Power Attack for 5: sting +20 (3d6+17 plus poison) and

bite +19 (4d8+12) and

2 wings +19 (3d6+12) and

2 talons +19 (4d6+12)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 37, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ Darkvision 60 ft., immunity to sleep and paralysis, low-light vision, scent
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting) B, Power AttackB
Skills Hide +17, Listen +23, Move Silently +21, Spot +26

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Appendix 7: APL 14
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Advanced Wyvern
CR 12

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +23, Spot +26

Languages Draconic 

AC 22, touch 7, flat-footed 23


(-4 size, +1 Dex, +15 natural)

hp 242 (17d12+119 HD); 

Fort +17 Ref +11, Will +11

Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +26 (3d6+12 plus poison) and

talon +26  (4d6+12) and

bite +26 (4d8+12) and

wings +26 (3d6+12) and

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +25 (3d6+13 plus poison) and

bite +24 (4d8+7) and

2 wings +24 (3d6+7) and

2 talons +24 (4d6+7)

Full attack, Power Attack for 5: sting +20 (3d6+17 plus poison) and

bite +19 (4d8+12) and

2 wings +19 (3d6+12) and

2 talons +19 (4d6+12)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 37, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ 
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting) B, Power AttackB
Skills Hide +17, Listen +23, Move Silently +21, Spot +26

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Appendix 8: APL 16
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Earth Dragon Troll
CR 11

Male Half-Black Dragon Troll of Legend Ranger 1

LE Large Dragon

Init +10; Senses Listen +12, Spot +12

Languages Giant, Draconic, Common 

AC 48, touch 20, flat-footed 42


(-1 size, +6 Dex, +6 armor, +3 shield, +5 deflection, +18 natural)

Miss Chance 20% vs. Ranged attacks

hp 137 (7 HD); regeneration 5 / fast healing 5

Immune fire, sleep, paralysis

Resist Acid 30, Cold 30

Fort +26, Ref +13, Will +6

Speed 30 ft. in +2 Mithral Chainshirt (6 squares), base movement 30 ft., fly (average) 60 ft.;

Melee 2 claws +32 (1d6+27) and bite +30 (1d8+17)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +34

Atk Options Breath Weapon 30 ft. Cone of Fire 1/day (6d8 DC 30 Reflex)

Special Actions Rend (2d6+40)

Combat Gear +2 Mithral Chainshirt, +2 Buckler

Class Spells Prepared (CL 5th):


3rd— Silence


2nd— Death Knell, Silence


1st— Entropic Shield, Cure Light Wounds, Divine Favor


0— Create Water, Cure Minor Wounds, Create Water, Cure Minor Wounds, Cure Minor Wounds,

Already cast

Abilities Str 50, Dex 23, Con 42, Int 10, Wis 12, Cha 10 

SQ Scent, Darkvision 60 ft., Low Light Vision, Favored Enemy: Dwarf +2, Wild Empathy +1, Reflective Hide, Regeneration 5, Fast Healing 5

Feats Power Attack, Improved Bull Rush, Awesome Blow, Improved Initiative, Multiattack, Track 

Skills Concentration +20, Spot +11, Listen +11, Balance +11, Tumble +11

Possessions combat gear plus 7 empty bottles (Barkskin +4, Shield of Faith +5, Greater Magic Fang +5, Resist Energy 30 (cold), Resist Energy 30 (acid), Bull’s Strength, Bear’s Endurance)

Reflective Hide (Su): Constant spell turning effect 

Favored Enemy: Dwarf +2 (Ex)

Scent (Ex)

Regeneration 5 (Ex)

Fast Healing 5 (Ex)

Description A tall, black scaly skinned troll stands here.

Sources Monster of Legend (MMII)

By Land






5 Markessa’s Purple Worms
CR 14

N Gargantuan Magical Beast 

Init +2; Senses Listen +24, Spot –1 Tremorsense 60 ft.

Languages None. 

AC 23 (-4 size, +2 Dex, +15 natural), touch 8, flat-footed 21

hp 280 (22d10 HD +154); 

Fort +23 Ref +18, Will +6
Speed 20 ft. (4 squares), burrow 40 ft.*;

Melee Bite +31 melee (2d8+9) 
Ranged --

Space 20 ft.; Reach 15 ft.

Base Atk +22; Grp +47

Atk Options Full Attack: Bite +31 melee (2d8+9) and sting +26 melee (2d6+4 plus poison) OR

Power Attack for 10: Bite +21 melee (2d8+19) and sting +16 melee (2d6+14 plus poison) OR 

Charge w/Combat Brute+Power Attack for 12: Bite +21 melee (2d8+21) and sting +16 melee (2d6+16 plus poison) (AC drops to 9)

Special Actions Improved grab, swallow whole, poison

Combat Gear None.

Abilities Str 28, Dex 14, Con 24, Int 1, Wis 8, Cha 8

SQ Tremorsense 60 ft.; *This Purple Worm was buffed with an Extended Rapid Burrow spell by a 12th lvl Druid. The spell increases the worm's normal burrow speed by 20 ft. and lasts 4 hours.  It has been active for 2.5 hours so far.
Feats Awesome Blow, Cleave, Improved Bull Rush, Power Attack, Dodge, Mobility, Spring Attack, Shock Trooper

Skills Listen +24, Swim +17

Possessions None

Improved Grab (Ex): To use this ability, a worm must hit with its bite. 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 attempt to swallow the foe the following round. 

Poison (Ex): Injury, Fortitude DC 25, initial damage 1d6 Str, secondary damage 2d6 Str. The save DC is Constitution-based.

Swallow Whole (Ex): A purple worm can try to swallow a grabbed opponent of a smaller size than itself by making a successful grapple check. Once inside, the opponent takes 2d8+12 points of crushing damage plus 8 points of acid damage per round from the worm’s gizzard. A swallowed creature can cut its way out by using a light slashing or piercing weapon to deal 25 points of damage to the gizzard (AC 17). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way out. A Gargantuan worm’s interior can hold 2 Large, 8 Medium, 32 Small, 128 Tiny, or 512 Diminutive or smaller opponents.

Skills: A purple worm has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Description: In battle, a purple worm forms into a coil 20 feet in diameter, biting and stinging anything within reach.  This worm was trained by the orcs of the Pomarj to be a servant of Markessa's domination.  His high dexterity and mobile feats come from the orcs laying meat on the ground and hitting it with metal clubs every time it came up for food.  The worm learned to grab the food and dive back down quickly, taking as few hits as possible (Spring Attack, note: remember to give the worm cover from the ground as he will never bring his body fully up out of the ground, and rely on his 15 foot reach to hit opponents).  The worm has been so successful at this that he has survived a long life and developed an ability to push around other creatures with it's bulk and to charge in and kill something instantly if he focuses on it (Shock Trooper feat).  While still very animalistic, it has learned cruelty in its old age, and enjoys playing with its food.  If the Worm doesn't feel threatened he will toss a piece of food in the air, and try to catch it in his jaws as it comes flying back down.  He will use his Awesome Blow feat from below a target and send it up in the air, then take an attack of opportunity against them as they fall back down, like a cat tosses mice.  The worm will only use his improved grab ability on these attacks of opportunity or when he uses his spring attack to grab someone (remember Improved Grab still allows you to move even if you're in a grapple).


The body of a mature purple worm is 5 feet in diameter and 80 feet long, weighing about 40,000 pounds. The creature has a poisonous stinger in its tail.
Sources (Monster Manual, Complete Warrior)

By Sky






3 Fearsome Wyverns
CR 14

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +24, Spot +27

Languages Draconic 

AC 24, touch 7, flat-footed 23


(-4 size, +1 Dex, +17 natural)

hp 299 (21d12+147 HD); 

Fort +19 Ref +13, Will +13

Race F+12, R+12, W+12;Abilities Con +7, Dex +1, Wis +1; other bonuses
Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +31[-4 size, +21 BAB, +14 Str]  (3d6+14 plus poison) and

talon +31[-4 size, +17 BAB, +14 Str,]    (4d6+14) and

bite +31 [-4 size, +17 BAB, +14 Str,]  (4d8+14) and

wings +31[-4 size, +17 BAB, +14 Str,]  (3d6+14) and

Ranged --

Space 20 ft.; Reach 15 ft.

Base Atk +21; Grp +45

Atk Options Full attack: sting +31[-4 size, +21 BAB, +14 Str,]  (3d6+14 plus poison) and

bite +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d8+7) and

2 wings +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (3d6+7) and

2 talons +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d6+7)

Full attack, Power Attack for 6: sting +25[-4 size, +21 BAB, +14 Str]  (3d6+20 plus poison) and

bite +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d8+13) and

2 wings +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (3d6+13) and

2 talons +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d6+13)

Single attack, Power Attack for 11: sting +20[-4 size, +21 BAB, +14 Str]  (3d6+25 plus poison)

Special Actions When hovering, a full attack does not include wing attacks.

Combat Gear None.

Abilities Str 38, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ 
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting)B, SnatchB, Large and In ChargeB, Power AttackB
Skills total ranks: class 84 Hide +18[-4 size, +21 ranks, +1 ability], Listen +24[+21 ranks, +1 ability, +2 feat], Move Silently +18[-4 size, +21 ranks, +1 ability,], Spot +27[+21 ranks, +1 ability, +2 feat, +3 racial],

Possessions None

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Sources (Monster Manual), (Draconomicon)

Greater Area Map
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Dm Aid: New Rules

New Feats

Three Mountains (Complete Warrior pg 114)


Prerequisite: Str 13, Cleave, Improved Bull Rush, Power Attack, Weapon Focus (heavy mace, morningstar, greatclub).


Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar, or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your Str modifier) or be nauseated by the pain for 1 round.

Reckless Rage (Race of Stone pg 143)

Prerequisite: Con 13, rage ability.


Benefit: Whenever you activate your rage ability, you take an additional –2 penalty to your Armor Class, but you gain an additional +2 bonus to Strength and Constitution.  These bonuses and penalties stack with the effects of rage, greater rage, and mighty rage.

Large and in Charge (Draconomicon):


Prerequisites: Natural reach of 10 feet or more, size Large or larger.
Benefit: When you make a successful attack of opportunity against an opponent that is moving inside your threatened area, you can force the opponent back to the 5-foot space it was in before it provoked the attack of opportunity. After you hit with your attack of opportunity, make an opposed Strength check against your opponent. You gain a +4 bonus for each size category larger than your opponent you are, and an additional +1 bonus for every 5 points of damage you dealt with your attack of opportunity. If you win the opposed check, your opponent is pushed back 5 feet into the space it just left. An opponent you push cannot move any farther in this round.

Shock Trooper [Tactical] (Complete Warrior)
You are adept at breaking up formations of soldiers when you rush into battle.

Prerequisites: Improved Bull Rush, Power Attack, base attack bonus +6.
Benefit: The Shock Trooper feat enables the use of three tactical maneuvers.

Directed Bull Rush: To use this maneuver, you must make a successful bull rush attempt as part of a charge. For every square you push your foe back, you may also push that foe one square to the left or right.

Domino Rush: To use this maneuver, you must make a successful bull rush attempt that forces a foe into the same square as another foe. You may make a free trip attempt against both foes at the same time, and neither foe gets a chance to trip you if your attempt fails.

Heedless Charge: To use this maneuver, you must charge and make the attack at the end of the charge using your Power Attack feat. The penalty you take on your attack roll must be –5 or worse. In addition to normal charge modifiers (which give you a –2 penalty to AC and a +2 bonus on the attack roll), you can assign any portion of the attack roll penalty from Power Attack to your Armor Class instead, up to a maximum equal to your base attack bonus.
Special: A fighter may select Shock Trooper as one of his fighter bonus feats.
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