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A number of people around the fort of Havenwood have become ill. What is the reason for this? Can a cure be found?
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�
This is an RPGA Network scenario for the Dungeons & Dragons® game. A four�hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segments of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.





Preparation





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


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


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


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


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


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


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


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








Scoring





After the players have completed the scenario or the time allotment to run the scenario has run out, the players and the DM will score the game. The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use:


No-vote scoring: The players write their names and numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.


Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the convention coordinator wants information as to how the game masters are performing, or the game master wants feedback on his or her own performance.


Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the "best" amongst the group, or when the adventure is run in tournament format with winners and prizes.





When using voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities. It's a good idea to have the players vote while you determine treasure and experience awards for the scenario.


	After voting, give the Scoring Packet to your event coordinator.











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


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








Living Greyhawk Tier Structure





Because players bring their own characters to Living Greyhawk campaigns, this adventure is tiered. Basically, the challenges in this adventure are proportioned to the average character level of the characters participating in the adventure. To determine the tier, add the character levels of all the characters. In addition, add the levels of any cohorts or animals according to the values on their certificates. Compare the total and the number of players participating in the game using the chart below to determine the tier used for this adventure.





	4 players	5 players	6 players	7 players  Lvl Cap


T1:	4-12	5-13	6-14	7-15	4nd 


T2:    13-22        14-24	           15-26           16-28	   6th 





The level cap indicated the highest level of character allowed to play this adventure. Characters of levels higher than the highest level shown for the highest tier cannot be played.


�Lifestyle





At the beginning of every scenario, each PC is required to pay upkeep costs matching the level of lifestyle they wish to  maintain. The lifestyles, and the effects that each has on play, are:


Destitute: You have no living space, and must carry all your gear everywhere. You eat poor quality food. You wear a peasant outfit, your only change of clothes.


Poor: You sleep in poor accomodations, and eat common quality food. You wear a peasant outfit, and have two sets of clothing.


Common: You have common lodgings, and eat common quality food. You have normal clothing for your profession (adventuring): nothing fancy. You probably have two or three sets of clothing.


High: You stay in good quality lodgings, and eat good quality food. You wear anything in value up to courtier's outfits, and generally buy a new set of clothing every two weeks. 


Luxury: You have luxurious accomodations (twice the cost of good accomodations), and you eat excellent foods. You can throw a banquet for your friends every day, and frequently do. You wear clothing up to the value of noble's outfits, and buy a new set of clothes every week.





Lifestyles come with bonuses or penalties to Penalties or bonuses to Diplomacy, Intimidate, Disguise, and Bluff skill checks. These penalties, shown below, should be applied at the DM’s discretion, and can sometimes backfire – for example, a PC with a poor lifestyle would not have a penalty when talking to a beggar, but would when talking to a city official.  A PC with a high lifestyle should have a penalty when dealing with a group of street thugs, where a PC with a destitute lifestyle might not.


	DMs are encouraged to role-play these reactions whenever possible.





Lifestyle	Cost	Skill Modifier


Destitute	14 sp		-2


Poor		43 sp		-1


Common	12 gp		0


High		250 gp		+1


Luxury		500 gp		+2


�
Adventure Summary and Background





It seems within the last couple of days a large number of inhabitants around the fort called Havenwood have become ill.  Complaints have come from an area about 15 miles around the small settlement called ”Havenwood”. The reason for this spread of sickness is an undercover agent in the employ of Prince Molil, who, after his recent defeat in the battle of the Druid's Well, has resorted to more subtle means of weakening the Adri's defenders. No one is, as of this time, aware of this agent, Oskar of Dreadwood, who is posing as an adventurer. Oskar has been poisoning water supplies throughout the area. If he is discovered as being not who he seems to be he will rather rot in jail than have to answer to failure to his commanding officers. His main goal is to occupy the priests and families that live in the fort for about a week's time. Oskar knows that even if he doesn't poison the main priest here, she will be busy for the next few days tending to those he does succeed in poisoning. This would allow to get quite a number of straggler's from Molil's defeated army to safety, while the inhabitants of the fort are otherwise occupied.








Havenwood 





Havenwood is a fort that has developed from the combining of five households into one fort. A human druid of Obad-Hai by the name of Islonis Bishederry married an elven Priestess of Ehlonna named Shalast Bishederry (maiden name Trisanth). Yes, Obad-Hai and Ehlonna and yes, elven and human. This couple, and Shalast`s ranger brother Flestim, strove for a grouping of these families to provide each other with protection against the dangers of the surrounding area. Islonis is thought to be dead as of lately, and Shalast and Flestim run the fort. The fort is located about 15 miles from the town of Elversford and is situated at a turnaround point for the patrols from Elversford and will sometimes have such members as overnight guests. Most citizens of Elversford are aware of the fort's existence and almost anyone in the patrol groups has come across it personally at least once. Havenwood is known for its healing strengths. Shalast is a sixth-level cleric of Ehlonna. Her son Hamelic is a first-level cleric of Ehlonna. The Reandid family, who also lives within the fort's walls, has two-first level clerics, also of Ehlonna. Once in a great while the fort will be visited by one of the druids of Obad-Hai who live in the surrounding area. The reason for this is, of course, that Islonis was a respected member of their order and they want to be sure that the family he left behind fares well. They also tolerate the fort's existence because it seems to harmonize fairly well with its surroundings. There is of course still a bitterness between the two religions, so visiting is kept to a professional level.


	At this time Shalast, Flestim, and Rintan Reandid (also a Havenwood resident), are all out looking for Herbs. Rintan has two sons who are both sick at the time (poisoned). Rintan’s wife Jecklie is taking care of the sick people that are here at the moment. There are a total of five people that are bed ridden because of lack of strength to be able to do anything else. The other families of Havenwood have purposefully been left undescribed to allow DM freedom of the other inhabitants of the fort.














Adventure Synopsis





Player Introduction - The adventurers are on their way across a forest and reach Havenwood.





Encounter 1 - The PCs learn about the illness and the disappearance of Shalast, and are asked to help defend the fort.





Encounter 2 - The fort is attacked by orcs in league with Oskar, whom the PCs help repel.





Encounter 3 - The PCs meet two pixies and a ranger, who may give them additional information.





Encounter 4 - A storm hits the area, making watching out for the fort's enemies more difficult. It also washes away tracks that may lead to Oskar's involvement. Shalast returns after the storm





Encounter 5 - On the third day of the adventure, the PCs get a chance to catch Oskar at his game and defeat him for good.














Player Introduction





Player characters should be allowed a chance to decide what they are doing in this area. Sometimes, though, certain players cannot decide or need help from the DM. It is possible that one or the other PC is actually poisoned themselves and have come in search of healing. Or it is possible that a family member of the PC has come down with the strange symptoms.





The DM needs to work with the players here to get them on the way to Havenwood. Once they get there, the main part of the adventure takes place. The player characters may either get upon the fort as a group or as single travelers depending on how the DM wants to run the introductions.














Encounter 1: Havenwood





The following text is just one example of what kind of welcome one gets when coming to the fort of Havenwood.





	As you wander off the main path through the woods along the smaller cut-off, you hear the sound of children playing in the distance. After winding through the trees a bit you come to an area where the trees stand less close together. It is here that you see two young boys playing sword games with sticks; at the same time they seem to be tending to a small flock of sheep. When one of the boys notices you he drops his stick and heads towards a building that you at first didn’t notice. A seemingly well-built one-story structure blends into the backdrop of the forest here. It is of hexagonal shape. A few minutes after the boy disappeared into the building, and before you advance closer, a man wearing no armor and carrying a spear exits the fort's entryway. He moves towards you and puts his hand up in a friendly waving motion. ”Welcome to Havenwood,” he greets you and continues in your direction. As he gets closer you see that he has slightly pointed ears and a bearded chin hinting at his half-elven heritage. 





	The PCs are, at this point, introduced to Hamelic Bishederry, a fairly friendly and tolerant person. Right now, he has some chores that must be attended to, so he asks the PCs to wait in the guest room until he can talk with them. In the entryway the PCs will see small stacks of hay and a couple of sacks of grain on the left side directly inside the gate. On the right side there is a door that leads down into the cellar. Entering the open space and standing before the common room in the center, the PCs will have to be careful to avoid the few chickens that freely roam this area. They are then lead into the guest room and given water, wine or ale as they prefer. Hamelic excuses himself and says he will return as soon as he gets his most urgent chores done.


	The PCs now are in a room that has about a dozen small cots. A thick hardwood table is also here and has seating for six people. Oskar is already sitting at the table, a frail-looking elf (Constitution of 6...) and at this point the PCs should be allowed to converse with each other a bit to get to know each other. Oskar will converse with anyone willing to converse with him, and if asked what he is doing here he will say he has relatives that have become sick and that he is here looking for a cure. To be on the safe side (and to avoid prying glances from paladins), Oskar has cast misdirection on himself just prior to the meeting with the PCs, taking on the aura of one of the many trees just outside the fort (i.e., perfectly neutral).


	In fact, Oskar has already poisoned one of the glasses in this room. Any PCs drinking water will be possible victims. There is only one poisoned glass, so make a random roll for all the people drinking water to determine who drinks from the poisoned glass. Although this roll is normally made immediately, it is suggested to wait until Hamelic is addressing the characters in the common room before any rolls against poison are made, in order to keep the players in the dark.





Lich Dust Poison: Type: Ingested; DC17; Initial Damage 2d6 Str; Secondary Damage 1d6 Str





It is possible that the characters have heard of the healer who runs this fort and tends to sick people in the area. Her name is Shalast Bishederry. She has gone off into the woods in search of herbs that she thinks will help calm down the symptoms of the disease that has struck the area. She has left her son (Hamelic Bishederry) in charge of taking care of the fort while she is gone. She left yesterday afternoon and is expected back within the next day or two. 


	Before the PCs get restless, Hamelic returns and asks them all into the common room. It is more comfortable to carry on a conversation there. He leads his guests into the smaller building in the middle of the fort yard. There is a pot of something boiling over the fire in the stone fireplace in the room (water for the sick people). There are more chairs and tables in this room than in the guest room and one might well get a cozy feeling upon entrance here. Hamelic bids everyone to sit down in a chair and he stands before the fireplace and addresses his guests.





”Now that I have my chores done and I have a little bit of time, I would like to welcome you to fort Havenwood. I am not sure if any of you have heard of the virus that has been spreading throughout the area in the last few days. My mother Shalast, priest of Ehlonna and keeper of fort Havenwood, left yesterday with a small group in search of herbs that she is sure will help reduce or destroy the symptoms this virus holds. Between my mother's and a few other friends' studies we have come to the conclusion that this disease is not carried from person to person. What we do not know is, however, exactly how it spreads. I am expecting my mother’s arrival within the next two days. Until this time, I am entrusted with the upkeep and daily chores here at the fort. Normally, this is not a problem. The patrols from Elversford usually come here and spend the night, providing us with guards in exchange for a hearty meal and a warm bed. Since the disease's outbreak, my mother has informed the patrols not to come until she is certain as to how the disease is transmitted to others. I know we hardly know each other, but such is our plight that I am not embarrassed to ask you all for your help. I am not a skilled warrior, as you may be able to tell, and my uncle Flestim usually manages the fort watch. If you could help me with this matter and other small chores until my mother returns I would be grateful. Of course there is plenty of food to eat and plenty to drink in exchange for your help.”





Oskar will, of course, volunteer to help. All of the PCs really be convinced in some way or another to stay the night here and wait for Shalast to return. There are battlements of sorts on the roof of the outside of the fort. They are still in development but have waist-high protection for medium creatures. It is here that at least one of the PCs should be posted to keep watch. It is also possible that the PCs will want to keep watch outside around the fort.


	Before night falls Oskar roams off into the woods, unless he is in some way being watched by the PCs. It is here that a group of orcs that are working together with Oskar are lying in wait to attack the fort. Oskar gives them any information he has gathered and tells the orcs that nightfall will be a good time to attack. They are located southeast from the fort. 


	Should the PCs have already become suspicious of Oskar (unlikely, especially with the misdirection running for six hours, but who knows?), the sorcerer tries to shake them by using a change self spell or (Tier 2 only) by quaffing his potion of invisibility.














Encounter 2: Orcs at the Gates





When night falls, the animals are all brought in from grazing into the fort for protection. One of the boys in charge of the goats has noticed that one is missing. The little boy, whose name is Markus, starts crying and wants to go out and get his goat back in. It should be up to the PCs to either go with the boy or go out on their own and get the goat. Markus also tries to get out, so the PCs might well have to protect him. Oskar, who hears this as well, has his thoughts that his orcs are probably behind the problem (stinking orcs couldn’t resist a good meal). He tries to talk the PCs out of going out looking for the missing goat (he doesn’t want the PCs to find the orcs unprepared).





And indeed, the orcs are the problem. The orc in charge (Slobritz) has come up with an idea of his own, and a clever one at that (for an orc, at least). He thinks that the more people come out looking for the goat, the less there will be inside to defend the fort. The orcs have tied up the goat, which can be heard bleating, on the other side of an open area. This is where the DM must weigh the situation. How many people have come out looking for the goat? How many are still in the fort? It could be that the number of orcs may be a little tough, but it may also be that the PCs walk all over them. The orc leader is a veteran but has beginners as troops, so even though his is a good plan it might not be carried out as he planned it. He wants to separate the group that comes looking for the goat from the fort with four orcs, and then wants to attack the goat searchers from two directions with all of his troops, cutting them off from the fort. If it looks like the orcs are just going to surprise and slaughter the goat searchers, then a dog from the fort will go nuts and start barking at one group of orcs in the trees, making the PCs aware that something is out there. If played in Tier 2, there should be no need for the dog.








Tier 1 (EL 4)





Orcs (6): CR ½; Medium-size humanoid; HD 1d8; hp 8 (Toughness feat); Init +0; Spd 20 ft. (scale mail); AC 14 (+4 scale mail); Atks +3 melee (1d12+3 [crit x3], greataxe), +1 ranged 1d6+2, javelin); SQ darkvision 60 ft., light sensitivity; AL CE; SV Fort +2, Ref +0, Will –1


	Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8


	Skills: Listen +2, Spot +2; Feats: Toughness


	Equipment: scale mail (x6), greataxe (x6), javelin (x6), warrior combat sack left in tree line x6 (rations for 5 more days, waterskin, bedroll), bloodstones (one per orc, carried on their person): 20 gp, 30 gp x2, 50 gp x2, 60 gp





Slobritz Braxtanar, male orc Bbn2: CR 2; Medium (6 ft. 8 in. tall); HD 2d12+3; hp 23; Init +1; Spd 40 ft.(scale mail with barbarian bonus); AC 15 (Dex+1, scale mail +4); Atks +6 melee (2d4+3 [crit 18-20], falchion); SA rage (+4 to Str and Con, +2 to Will saves, -2 to AC for 8 rounds); SQ Darkvision 60 ft., light sensitivity, fast movement, uncanny dodge (Dex bonus to AC); AL CE; SV Fort +6, Ref +1, Will -1


	Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 11


	Skills: Climb +7(*), Intimidate +4, Jump+5(*), Listen +3, Ride+2, Spot +1, Wilderness Lore +0; Feats: Weapon Focus


Equipment: black pearl (150 gp), scale mail with 	emblem from a local faction of choice, 	falchion, warrior combat sack left in trees








Tier 2 (EL 6)





Orcs (10): CR ½; Medium-size humanoid; HD 1d8; hp 8 (Toughness feat); Init +0; Spd 20 ft. (scale mail); AC 14 (+4 scale mail); Atks +3 melee (1d12+3 [crit x3], greataxe), +1 ranged 1d6+2, javelin); SQ darkvision 60 ft., light sensitivity; AL CE; SV Fort +2, Ref +0, Will –1


	Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8


	Skills: Listen +2, Spot +2; Feats: Toughness


	Equipment: scale mail (x10), greataxe (x10), javelin (x10), warrior combat sack left in tree line x10 (rations for 5 more days, waterskin, bedroll), bloodstones (one per orc, carried on their person): (30 gp, 40 gp, 50 gp x4, 60 gp x2, 80 gp x2)





Slobritz Braxtanar, male orc Bbn3: CR 2; Medium (6 ft. 8 in. tall); HD 3d12+3; hp 36; Init +1; Spd 40ft.(scale mail with barbarian bonus); AC 15 (Dex+1, scale mail +4); Atks +7 melee (2d4+3 [crit 18-20], falchion); SA rage (+4 to Str and Con, +2 to Will saves, -2 to AC for 8 rounds); SQ Darkvision 60 ft., light sensitivity, fast movement, uncanny dodge (Dex bonus to AC); AL CE; SV Fort +6, Ref +2, Will +0


	Str 17, Dex 12, Con 17, Int 11, Wis 9, Cha 11


	Skills: Climb +8(*), Intimidate +5, Jump+5(*), Listen +4, Ride+2, Spot +1, Wilderness Lore +1; Feats: Power Attack, Weapon Focus


Equipment: black pearl (200 gp), scale mail with 	emblem from a local faction of choice, 	falchion, warrior combat sack left in trees





Oskar stays out of any ensuing battle as much as he can without causing suspicion as to his motives and identity. He uses his spells to try to help the orcs gain the upper hand without exposing himself. He wants to be here when Shalast returns with the herbs in order to try to foil her healing plans. If Tier 2 is being played then Oskar might be more aggressive and come up with a good way to help the orcs. 


	Hamelic tries his best to help using his spells. He will fight to the death if need be to protect his home. If this seems hopeless, he will make sure that all the innocent people in the fort are helped out the secret back door or are hidden in the cellar. Given the layout of the fort and the advantage of being on the defense, the PC side should win this battle. If this is not the case it should be stressed to the PCs that retreating is not a cowardly thing.


	The orcs have left their combat sacks in the woods where they were hiding. It is possible that if they actually somehow manage to overrun the fort, that the PCs will have to retreat and pull back. Here it is important to note that depending on alignment, they see to it that all in the fort are also safe.


	Should the orcs actually manage to take the fort, the focus of the adventure shifts to re-taking Havenwood. Depending on the exact outcome of the battle, the DM will have to improvise this; however, he may want to add the pixies and the ranger from the next encounter to the PCs' forces to make it easier for them to take the fort back.














Encounter 3: Visitors





It is expected that the PCs will take the first half of the next day to clean up after the orcs, and/or by resting, sleeping in, and so on. The DM should let them do just what they want to do.


	The PCs might want to look for tracks following their fight with the orcs. This will probably not get them anywhere, even if they find Oskar's tracks leading to the orcs (DC 20), since they mingle with a number of other tracks (animals being taken into the fort, defenders storming out, the battle taking place, etc.). It should take the PCs at least 30 minutes (and a few rolls) to even begin to make sense of this chaotic mixture of tracks (in effect, they will need Rastnist Halver's help; see below). If the PCs begin to take a really intense interest in these tracks, it's time for the pixies (see below).


	PCs outdoors notice that dark clouds start gathering from around nine a.m. onwards, and that temperatures have dropped a degree or two. A Wilderness Lore check vs. DC 10 lets them interpret this as a sign of an approaching thunderstorm which is about to hit the area within the next few hours.





Sometime before midday, the group is visited by two pixies in any case. These two creatures are here, as is their nature, to have a little fun with the group. If they see the dead orcs they will mention how much fun it would have been to have been around and help defeat them. They spend about two hours harassing and playing around with the group before getting bored and moving on to the main trail, where more traffic comes by to harass.


	Shortly before leaving, the pixies will comment upon the weather, opining that a storm is about to break loose.





Pixies (2): Wister, and Klertin from clan Würzelheim: CR 4; small fey; HD 1d6; hp 5; Init +4 (Dex), Spd 20 ft., Fly 60 ft.  (good); AC16 (+1 size, +4 Dex,+1 natural), Atk +5 melee (1d4-2 [crit19-20], dagger), +6 ranged 1d6 [critx3], composite shortbow); SA spell-like abilities, special arrows; SQ SR16, natural invisibility; AL NG; SV Fort +0, Ref +6, Will +4


Str 7, Dex 18, Con 11, Int 16, Wis 15, Cha 16


Skills Bluff +7, Concentration +4, Craft (any one) +1, Escape Artist +8, Heal +6, Hide +12, Listen +8, Move Silently +8 Ride +8, Search +9 Sense motive +6, Spot +8; Feats Dodge, Point Blank Shot, Rapid Shot, Weapon Finesse (dagger), Weapon Focus (shortbow)





An hour or two after the pixies have finally left for good, a ranger also comes by the fort. His name is Rastnist Halver. He saw the tracks made by the orcs and was curious what a group of the ugly creatures were doing here in the area (and he didn't really mind to be indoors when the storm, which he also noticed approaching, would break loose). He had been tracking the orcs for about one full day and was just about to catch up with them, but then had to help someone who also had become ill. He stayed with this person until she became stabile (4 days). 


	Something is bothering him (Sense Motive vs. DC 20 to notice) but he won’t let anyone notice as of yet. With the orcs footprints were another set of footprints, and judging by the number of dead bodies lying around, this other person was not with the orcs when the battle began. Of course, this other person was Oskar. If the PCs mention Shalast and her attempts at finding a cure, Rastnist will want to stay also until Shalast comes back (he is also wondering where this other person has gone off to). He also tracked up to the point when the other footprints left those of the orcs. They seemed to have disappeared. This is due to the fact that Oskar used his fly spell to cover more ground and put some distance between him and the orcs before poisoning the area. What puzzles Rastnist is that he saw the same tracks leading out of the fort just prior to the orcs' attack, causing him to suspect that someone within the fort might be in league with the orcs.


	If the PCs get to talk to Rastnist and tell him about their role in the fight against the orcs, the ranger will warm up to them and finally tell them about his tracking observations. It should become obvious that someone, who might still be in Havenwood, was in league with the orcs. Since Rastnist got to Havenwood from a different direction than the PCs, he could see these additional tracks, while the PCs couldn't; the PCs especially cannot know that the mysteriously vanishing tracks match one set of tracks leading out of the fort (Oskar's). If the PCs ask Rastnist to lead them to the place where he found the former tracks (those unknown to the PCs), he will immediately agree. At this point (or simply at the appropriate time during that day), switch to Encounter 4.














Encounter 4: Thunderstorm





This encounter takes place late in the afternoon of the second day of the adventure. A big storm comes upon this part of the Adri. Ideally, the PCs are on their way to accompany Rastnist to the tracks he found, when suddenly the heavens break loose:





As you open the door, you are buffeted by a strong wind that almost knocks you from your feet. The sky has darkened even more, and it has become cold, really cold. Suddenly, you see lightning flash, almost immediately followed by cracking thunder. Sure enough, at this moment it starts to rain. The wind drives the rain drops into your faces, drenching you almost immediately.





If PCs do not leave the fort, or take different actions, they experience similar sensations (like lightning crackling outside, and rain beating against the fort's walls).


	The storm moves from north to south, and by the time it gets to Havenwood it has gathered quite some momentum: wind speed is around 50 mph, and it rains almost incessantly. All Spot and Search checks are at -4, and tracking becomes virtually impossible. There is a 10 % chance of lighting striking PCs outside the fort, but damage will be small (1d6), due to the pouring rain (which will also prevent trees or buildings from burning down due to lightning). PCs who still venture out into the storm should justly get what they deserve, thus as a nearby tree being hit by lightning and taking 2d4 damage by splinters (1d4 on a successful Reflex save vs. DC 20).


	Even if the PCs decide not to leave the fort, the feel the storm's wrath. The sheer force of the gales damage the fort itself, and parts of the roof need to be repaired. Repairing the leaking roof in this weather is not an easy task and takes a Craft (Woodworking) check vs. DC 25.





The storm passes Havenwood proper within 15 minutes, but will last much longer subjectively. Once it has passed, the examination of tracks made before the storm broke has become virtually impossible (DC +10), while following newly-made tracks receives a situational modifier of +5.


	With the last throes of the storm, Shalast returns to the fort, dripping wet and tired. Depending on the situation she finds when she returns, she decides upon her actions. After being informed about what has happened by Hamelic, she dries up and rests for an hour or two before setting to work at the antidote. Oskar immediately tries to find out if she got the herbs and begins figuring out a way of spoiling her plans. Shalast states that it might take her around a day to prepare the healing herbs. 














Encounter 5: Oskar Unmasked





Shalast's arrival forces Oskar to more direct action. These are basically up to the DM, who, however, should bear in mind that Oskar does not want to reveal his identity, but does want to succeed in his mission. He also wants to get back to his superiors to give a report so after he gets the healing concoction from Shalast he will leave the fort, unless stopped in some way by the PCs.


	Thus, Oskar's best bet might be an attack on Shalast while she is either sleeping or working. How exactly he goes about this is up to the DM, but will most probably involve him using his change self spell, combined with misdirection as described above (on a nice, little tree) and detect thoughts (for making sure he is not suspected). In Tier 2, he will use his potion of invisibility at this time, if he still has it. If he thinks he can get away with it, he will try to blast Shalast with magic missiles (he can use as many as seven of these, minus the change self spells has already cast). However, Oskar is not suicidal, and preserving his own life, and if the PCs clearly do not leave any openings for attacks on Shalast, he will spend the night quietly, trying to leave Havenwood the next morning.





A generous DM might give his PCs a final chance to catch him (especially when the PCs have played well so far, and the DM might want to let the PCs have the satisfaction of getting the culprit).


	One good way of achieving this involves Oskar accidentally dropping his backpack in view from the PCs when he's about to leave. He is very nervous and obviously worried about something as he quickly tries to round up his stuff. A Spot check against DC 15 reveals that several glass containers are spilled on the floor; PCs succeeding in an Alchemy check vs. DC 15 realize that these are made out of a glass that is used often for holding poisons. If the PCs miss this, Shalast may be around at the time, noticing instantly. If the PCs do not catch on to this first, then Shalast at this point accuses Oskar of poisoning the area, and wants to inspect his belongings. Oskar of course refuses and tries to get away using his fly spell. The PCs should get the chance to try to stop him but if they are unable to, Flestim will be atop the battlements and send an arrow or two into Oskar as he tries to fly away. It is very doubtful, but possible, that Oskar survives this, given the low amount of hit points he has.














Conclusion





If nothing happens to disturb her, Shalast will have the healing potion finished by noon of the next day. If any of the PCs are infected, it is at this point that she will give them some of the formula to drink down and heal the PCs of their problems unless Oskar was somehow successful in spoiling the preparation of the herbs. It takes Shalast the rest of the day to brew up the rest of the anti-toxin for the poison. If there are PCs with Alchemy skill, then on a DC of 20 or higher assisting Shalast will reduce the time by 1 hour per assisting PC. If the players have killed or captured Oskar because they became suspicious of him then Shalast will deal with that problem from here.


	Once Shalast has had time to think about what has happened, she will award each of the PCs with a Favor of the church of Ehlonna (see certificate). Ironically, if nothing happens to expose him, Oskar will also get such a Favor. And, of course the PCs will always be welcome in Havenwood.





The End











Experience Point Summary





To award experience for this adventure, add up the values for the objectives accomplished. Then assign the discretionary roleplaying experience award. The roleplaying ward should be given for consistent character portrayal and contribution to the fun of the game. You can award different rolepaying amounts to different characters.


	Award the total value (objectives plus roleplaying) to each character.








Encounter 1


Setting up a guard for Havenwood	50 xp





Encounter 2


Going after the goat			50 xp


Saving lives, that of Markus 		50 xp


Defeating the orcs			100 xp





Encounter 3


Interacting with the pixies		50 xp


Learning of Rastnist's findings		50 xp





Encounter 5


Guarding Shalast against Oskar		50 xp


Defeating Oskar			50 xp





Total experience for objectives		450 xp


Discretionary roleplaying award		0-50 xp





Total possible experience		500 xp





 








Treasure Summary





Player characters may keep items from the scenario that are listed on the treasure list below or which meet the following conditions:


	The item must be non-magical and specifically listed in the text of the adventure (e.g. armor on foes). If it is not listed in the text, the characters cannot keep it. Items of this nature can be sold for 50% of book value, or recorded on a log sheet.


	Animals, followers, monsters, henchmen, and so forth (any living being, basically) may not be kept from a scenario unless the treasure summary lists the being specifically. It is okay for the player characters to form relationships with NPCs, but these will not be certed and cannot bring material benefit to the character. Contacts (sources of extra information) must be specifically certed.


	Theft is against the law, but may be practiced by some player characters. Items which are worth more than 250 gp that are of personal significance to the owner (including family heirlooms), and all magical items, will be discovered in the possession of the character by one means or another. The character must return the item and pay a fine equal to three times the value of the item stolen. In addition, the PC caught receives campaign-decided penalties for being known as a thief. For other stolen items which meet the criteria in #1 above, use your judgment and the circumstances within the game to determine whether a PC thief gets away with the theft or not.





Any item retained according to these rules, which does not have a certificate, will not ever have a certificate issued for it.


	The campaign staff reserves the right to take away any item or gold acquired for things which it later finds unreasonable but which were allowed at the time.





Treasure Tier 1





Encounter 2


Scale mail x7 (50 gp each)


Greataxe x6 (20 gp each) 


Falchion (75 gp)


Javelin x6 (1 gp each)


Bloodstone x6 (20 gp, 30 gp x2, 50 gp x2, 60 gp)


Black pearl (150 gp)





On Oskar (Encounter 5)


Backpack (2 gp)


Bell (2 gp)


Dagger (2 gp)


Explorer outfit (10 gp)


2 ink vials (8 gp each)


2 spell component pouches (5 gp each)


Bottle of fine wine (10 gp)





Conclusion


Favor of the church of Ehlonna (one per PC) - Certed


"Your actions have granted you favor in the eyes of the church of Ehlonna. This favor may be 'cashed in' for assistance by the church. It is basically equivalent to the casting of one first-level spell."


GP Value: ---; Weight: ---; Use Restriction: Common; Tradeable: No; Total Bonus: ---





Total Treasure Tier 1: 900 gp








Treasure Tier 2





Encounter 2


Scale mail x11 (50 gp each)


Greataxe x10 (20 gp each) 


Falchion (75 gp)


Javelin x10 (1 gp each)


Bloodstone x10 (30 gp, 40 gp, 50 gp x4, 60 gp x2, 80 gp x2)


Black Pearl (200 gp)





On Oskar (Encounter 5)


Backpack (2 gp)


Bell (2 gp)


Dagger (2 gp)


Explorer outfit (10 gp)


2 ink vials (8 gp each)


2 spell component pouches (5 gp each)


Bottle of fine wine (10 gp)


Potion of Invisibility (300 gp) - Certed


(GP Value 300; Weight 1 lb; Use restriction: Common; Tradeable: yes; Total Bonus; ---: "This potion acts as an invisibility spell when consumed fully."





Conclusion


Favor of the church of Ehlonna (one per PC) - Certed


"Your actions have granted you favor in the eyes of the church of Ehlonna. This favor may be 'cashed in' for assistance by the church. It is basically equivalent to the casting of one first-level spell."


GP Value: ---; Weight: ---; Use Restriction: Common; Tradeable: No; Total Bonus: ---





Total Treasure Tier 2: 1809 gp


�Appendix 1: NPC Section





Oskar of Dreadwood, male elf Sor6: Medium (4 ft.11 in. tall); HD 6d4-2; HP 12; Init +7 (Improved Initiative+4, Dex +3); Spd 30 ft. (medium load 20 ft.); AC 13 (Dex +3); Atk +3 melee (1d6 [crit x2] , quarterstaff, or 1d4 [crit 19-20/x2]), dagger), SQ Low-light vision, immune to magical sleep, +2 to saves vs. enchantment spells; AL NE; SV Fort +0, Ref +5, Will +5.


	Str 10, Dex 16, Con 6, Int 15, Wis 10, Cha 14.


	Skills: Alchemy+4, Concentration +2, Diplomacy +4, Disguise +4, Gather Inf. +4, Hide +3, Listen +3, Move Silently +3, Spellcraft +4, Wilderness Lore +1 Feats: Brew Potion, Dodge, Improved Initiative 


Spells: per day  6/7/6/3; DC 12/13/14/15 


Known: 0: arcane mark, dancing lights, detect magic, light, mage hand, read magic, resistance; 1: alarm, change self, expeditious retreat, magic missile; 2: detect thoughts, misdirection; 3: fly


	Equipment: Backpack, bell, winter blanket, 2 red candles, dagger, explorer's outfit, 2 vials of ink, inkpen, quarterstaff, 2 spell component pouches, traveler's outfit, 2 full waterskins, bottle of fine wine, trail rations for 5 days, 4 red-colored vials (these once contained lich dust poison but are now empty), potion of invisibility (1 lb, liquid in metal vial, 300 gp; Tier 2 only): This potion acts as an invisibility spell when consumed fully.


Note: Oskar hasn't opted for a familiar yet.





Shalast Bishederry of Havenwood, female elf Clr5 (Ehlonna): Medium (5 ft. tall); HD 5d8; hp 28; Init +2 (Dex +2); Spd 30 ft.; AC 14 (leather +2, Dex +2); Atks +4 melee (1d8+1[critx3] shortspear), Ranged +6 (1d8+1 [crit x3], mighty composite longbow +1); SA spells; SQ Low-light vision, immune to magical sleep, +2 on saves vs. enchantment spells, turn undead, spontaneous casting, cast animal friendship 1x/day, cast "good" spells at +1 caster level; AL CG SV Fort +4, Ref +3, Will +7


	Str 12, Dex 14, Con 10, Int 12, Wis 17, Cha 14


	Skills: Concentration +4, Heal +9 (+11 with healer's kit), Knowledge (Religion) +5, Knowledge (Nature) +7, Wilderness Lore +5; Feats: Point-Blank Shot, Rapid Shot


Spells per day:( 5/4+1/3+1/2+1); she has access to the Animal and Good Domains


	Equipment: Antitoxin (vial), arrows (20) MW, backpack, candle, scroll case, chalk, 2 flasks, healer's kit (10 uses), holy symbol of Ehlonna (uni-hom shaped twig), holy water, leather MW, mighty compound longbow +1, rations (when traveling), shortspear, sunrod, traveler's outfit, fine wine (4 bottles), holy water.





Flestin Trisanth of Havenwood, male elf Rgr6: Medium (4 ft. 7 in. tall); HD 6d10; hp 40; Init +8 (Dex +4, Improved Initiative +4); Spd 30 ft.; AC 17 (Dex +4, studded leather +3); Atk  +9 melee (1d8+2[critx3], shortspear MW), Ranged+11 (1d8 [critx3] longbow); SA spells; SQ Low-light vision, immune to magical sleep, +2 on saves vs. enchantment spells; AL CG; SV Fort +5, Ref +6, Will +2


	Str 14, Dex 18, Con 10, Int 10, Wis 11, Cha 11


	Skills: Animal Empathy +4, Craft (Bowmaking) +2, Handle Animal +2, Heal +4, Hide +3, Intuit Direction +4, Knowledge Religion +2, Knowledge nature +4, Listen +4, Move Silently +5, Wilderness Lore +4; Feats: Improved Initiative, Leadership, Track, Weapon Focus (longbow)


Spells per day: 1 1st-level as for ranger


	Equipment: varies but usually backpack, bowmaker tools MW, carpentry tools MW, explorer's outfit, holy symbol of Ehlonna (uni-horn shaped twig), longbow or composite longbow MW,2 belt pouches, rations,  shortspear MW, studded leather, waterskin, bottle of fine wine





Hamelic Bishederry of Havenwood, male half-elf Clr1 (Ehlonna): medium (5 ft. 8 in. tall); HD 1d8; hp 8; Init +3 (Dex +3), Spd. 30 ft.; AC 15 (Dex +3, leather armor +2); melee +2 (1d8+2[critx3], shortspear), ranged+3 (1d8[critx3], longbow); SA spells; SQ Low-light vision, +2 on saves vs. enchantment spells, immune to magical sleep, spontaneous casting, cast animal friendship 1x/day, cast "good" spells at +1 caster level; AL CG; SV fort +2, Reflex +3. Will +4


	Str 14, Dex 16, Con 10, Int 10, Wis 14, Cha 10


	Skills: Heal +4, Knowledge Nature +2, Wilderness Lore +4; Feats: Martial Weapon Proficiency (longbow)


Spells Per Day: 3/2+1; he has the Animal and Good Domains


	Equipment: Backpack, winter blanket, bottle of wine, 5 candles, chalk, flint and steel, leather, longbow, 2 belt pouches, trail rations x13, shortspear, travelers outfit, 2 waterskins, holy symbol of Ehlonna (uni-hom shaped twig)





Rastnist Halver, male half-elven Rgr4: Medium (5 ft. 7in. tall); HD 4d10+1; hp 27; Init +6 (Dex +2, Improved Initiative +4); Spd 30 ft.; AC 14 (Dex +2, leather +2); Atk +6 longsword and +5 shortsword melee (d8+3 [crit 19-20], longsword, 1d6+1 [crit 19-20], shortsword), +6 (1d8+2 [critx3], mighty composite longbow +2); SA spells; SQ: Low-light vision, immune to magical sleep, +2 on saves vs. enchantment spells; AL CG; SV Fort +5, Ref +3, Will +3


	Str 16, Dex 14, Con 12, Int 10, Wis 14, Cha 10


	Skills: Animal Empathy +3, Heal +5, Hide +4, Knowledge Religion +4, Listen +5, Move Silently +6, Wilderness Lore +8, Spot +5, Search +3; Feats: Improved Initiative, Track, Weapon Focus (longsword)


Spells per day: 1 1st-level as for ranger


	Equipment: backpack, winter blanket, 3 torches, flint and steel, 2 belt pouches, trail rations x 6, traveler's outfit, waterskin, leather armor, longsword, shortsword, mighty composite longbow


�
Appendix Two: Influence Point Benefits from the Church of Ehlonna 





Influence points granted to PCs for services rendered to the church of Ehlonna or her beliefs are not usually unrewarded. These favors can be redeemed for in-scenario benefits, advancement through certain professions, and obtaining clerical spells from the church. All that is listed here is considered the General Use as laid down in the LG Scenario Guides. It is also possible to use up these points as outlined therein (Scenario specific, Triad Use). The following write-up is intended specifically for use in the Adri Forest.








Obtaining Influence Points





Receiving influence points is not an every day thing for an adventurer. Therefore these favors are granted only in circumstances where the PC was at risk of losing something, (life, limb, love, high riches) in doing some deed to further the church or its beliefs. This event must have been noted as worthy from a member of the Cleric Community of Ehlonna in order for word of the PCs actions to get around. It is also possible to buy points, but only as outlined below.








Using Points





Favors will primarily be used for obtaining curative and divinatory spells from the church. In this pursuit, favors from any of the characters at the table may be used. Favors can be pooled together by the characters in order to obtain these services. 


It is very important to note that the possession of favors does not entitle characters to church benefits. Rather, these favors may allow the character to obtain said benefits. Assume that all spells are cast by a cleric of the minimum necessary level to cast that spell. The cleric must be available for casting. It is not the interest of the church to come to aid the PCs, but for the PCs to come to the church. This is all DM judgement as to what extent certain spells are available. There are more than likely waiting periods for most spells of higher level. The most high level spells may require a certain commitment to the church (becoming a cleric, for example) before casting the spells. At any rate beliefs, alignment and overall judging of a character will come into play and needs to be thought out by the DM. Spells other than the ones listed may also be available but will have to be approved on a case-by-case basis from the DM.





# favors	spell level	Sample Spells 


	1	1st	cure light 				wounds, 				detect magic, 				detect evil, 				bless


	3	2nd	slow poison, 				augury


	6	3rd	dispel magic, 				remove curse, 				speak with dead


	10	4th	cure serious 				wounds, 				divination, 				atonement


15	5th	commune, cure 	critical wounds, 	raise dead


	21	6th	heal


	28	7th	resurrection


	36	8th	


	45	9th	true 					resurrection








Expensive Spells





It is also possible to add gold to the favor in order to be able to afford the more costly favors. This is based on the Buying NPC Spell rules in the Core Rulebooks. In this case the favors will be bought according to following guidelines.


Per the judge’s discretion, favors may be purchased in order to obtain clerical spells. These favors are purchased in blocks, and only one block of favors may be used for any one granted service. A block of spells may be used in conjunction with normal favors.


For example, a party wishes to purchase a 3rd- level spell. They may not purchase six (6) individual favors priced at 50 gp each. They may purchase any one block of favors, and apply those favors towards obtaining the spell. So they may purchase a block of six (6) favors for 500 gp and use them all to purchase the spell. Alternately, they could purchase a block of 3 favors for 200 gp and make up the difference with their own pooled favors.














# favors	   cost (gp)


1	    50


3	   200


6	   500


10*	  2,500


15*	  15,000


21*	  50,000


28*	 150,000


36*	 500,000


45*	1,500,000





* Note: This amount of favors may not be purchased by, nor for the benefit of evil or chaotic characters.








Character Training





If a PC with a favor wishes to be taught the ways of the church (training), or wishes to become a cleric of Ehlonna, spending a favor will be looked upon in favorable ways and will help in decisions made by members of the church.  It will also cover some, most, or all costs involved with training, depending on DM judgement.


�
Appendix Three: Havenwood





A couple of years ago the lone homes of foresters, rangers and woodsmen were a peaceful lot, blending into their surroundings. Well, with the times of the war these homes were not safe places anymore. Life in the forest is tough enough but with invasions from humanoids and other factions it becomes very difficult indeed. Little groups of homes that were built closer to each other began to form. This went against some of the people's ways of life, as they had enjoyed the former privacy and quietness. This discomfort of having to live next to others was quickly overcome when the protection it offered became evident. Havenwood is one such small community. Its current population is about 20 people consisting of five families. This "Haven" is located about 15 miles from Elversford. The families here have an agreement with some of the regional patrols. The patrols stay overnight here, receiving bedding, warmth and fair cooking. The families profit from this as well, sometimes making small trade with the patrols in exchange for their Services. Of course having a patrol sleeping here at night helps the families worries about protection from any outside harm.





1. The common room 


The common room is located in the center of the fort. This is the only room that has a fireplace, and thus in the winter time can get crowded at times. Cooking is also done here when it cannot be done outside. There are tables here and one sometimes gets the feeling of being in an Inn of sorts when the flutes are playing, the stew roasting over the fireplace and conversation flowing.





2. The animal pens 


The animal pens are for chickens, goats, sheep, and other domestic animals. They are used mostly at night as during the day the animals are led out into the grassy meadows that aren't far from the fort.





3. The living/sleeping quarters 


This is where the five families reside. There are beds, a couple of chairs, and a table located in each one. Each one of these is different from the others, depending on which family lives there and what tastes they have. There is enough room and everyone feels comfortable living here. In the quarter opposite the entryway into the fort is a secret door. This door is an escape route to the outside, in case of emergencies.





4. Equipment storage 


This is where various items are stored. Once in a great while someone will come in on horseback and it is here they can store their saddle and bridle and such.





5. Food cellar


This area has been dug out and covered with a wooden ceiling. It serves the purpose of a dry cellar. There are about four steps to get down in and one has to duck low to move about in this very small room.





6. Beds for guests


This is where the patrols from the outside spend the night. It is also the place where other visitors to the place are welcome. 





7. Surrounding Area


Havenwood was crafted by fairly skilled foresters who are no strangers to carpentry but are as well conscious about what impacts a home this size could have upon a peaceful forest. The trees that were felled to make the fort were randomly cut in a large radius around the area. For every fallen tree three new ones were carefully planted to try and make up for the loss. At the time of the making of the fort many were against it but decided the protection was needed. They asked advice from priests of Obad-Hai on how to go about this without harming the forest. Of course almost all the Obad-Hai priests (druids) were against this but they also knew that the foresters needed to group together for protection so a couple gave them advice. Every once in a great while one of these Obad-Hai followers will come by and watch the impact this place is having on the forest surrounding it. But they do not like to visit directly because most of the families living in the fort are followers of Ehlonna.
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Sickness in Havenwood	

















