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Blood Beneath the Sun

A D&D LIVING GREYHAWK Onnwal Mini-Module Adventure

Version 1

By Paul Looby
The fields of Longbridge burn, its people the victims of raiders from the Lordship of the Isles. Can Onnwalon patriots drive them back into the sea from whence they came?

A Unique Onnwal regional mini-module for APL 2-10 specially for Summer Weekend In Onnwal.

DUNGEONS AND DRAGONS, D&D, GREYHAWK and RPGA are registered trademarks of Wizards of the Coast, Inc. LIVING GREYHAWK is a trademark of Wizards of the Coast, Inc. Scenario detail copyright 2002 Paul Looby. ALL RIGHTS RESERVED. This scenario is intended for tournament use only and may not be reproduced without approval of the RPGA Network.

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 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 segment of the game.  Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.

PREPARATION

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

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

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual.  We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packing, 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 either to 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 three players (not counting the DM), for a game session to be a sanctioned RPGA event. As well, you cannot have more than six 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 bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the 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 allotted to run the scenario has run out, the players and the DM score the game.  The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario.

1. No vote scoring:  The players write their names and RPGA 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.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheets, 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 event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. 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 is a good idea to have the players vote while you are determining 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 a copy of the current LIVING GREYHAWK character generation guidelines, a character sheet, and a LIVING GREYHAWK log sheet from the 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 LEVELS OF PLAY

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

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

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the following chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure – round up.

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

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

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

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

2. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

IS IT A FULL MOON?

Since the hazards of lycanthropy are a current part of the LIVING GREYHAWK campaign, it may be necessary to determine if this adventure takes place during a full moon.  For game purposes, the full moon lasts three days of each month. For a given scenario that does not state the phase of the moon, roll 1d10 before play begins. On a result of 1, the first day of the scenario is a night of the full moon (roll 1d3 to determine where in the sequence of three nights it falls).

TIME UNITS AND UPKEEP

This is a mini-module adventure. All characters pay one Time unit to participate in the adventure. Adventurer’s Standard Upkeep costs 12 gp. Rich Upkeep costs 50 gp, and Luxury Upkeep costs 100 gp. 

Campaign Consequences

This adventure has campaign consequences. That is the outcome of this mini-module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital

Please send your answers to the Living Onnwal Team at woesinger@hotmail.com as soon as possible. General comments about the mini-module are also welcomed at this address. 

1) Did the PCs save the villagers?


2) Did the PCs take any prisoners?

Adventure Synopsis and Background
What Happens in this Mini-module?

This mini-module gives the players to take part in a skirmish against raiders around the southern port town of Longbridge. The port is under attack from a small squadron of ships from the Lordship of the Isles - former allies of Onnwal now in thrall to the Scarlet Brotherhood. While two Lordship galleys test the towns defences, landing parties have been put ashore up the coast. The PCs will be dispatched in small units to seek out and destroy these raiders.

Encounter Summary

Introduction:

The PCs are mustered inside the Trade Gate of Solliton and given a briefing of the situation by Arness Lyzanor, Duke Gellan's squire.
Encounter One: The Salt Farmers

The PCs find a bloodied group of salt farmers retreating in some disarray. Some of their wounded will need tending. They will tell the PCs that some raiders have taken over their salt farm nearby.

Encounter Two: The Salt Spires

The PCs have the opportunity to assault the raider position, which is guarding the landing boats for the rest of the raiding parties. Taking this position and capturing the boats will allow the PCs to trap the other raiding parties.

Introduction


The PCs have been attending the Pearl Festival in the town of Longbridge. This has been interrupted by the sighting of two galleys flying the colours of the Lordship of the Isles approaching the port. If The Lady of the Silver Hills and or The Scarlet Scourge have been brought to Longbridge during the "Two If By Sea" mini-module series, then these ships will be launched to intercept the intruders.


Almost at the same time, a general call goes out though the town for War Companies and other volenteers to gather at the Trade Gate of Solliton.

Read aloud or paraphrase the following:


A sizeable group of soldiers and free-swords are gathered in the wide cobbled square inside the Gatehouse. The hubbub of many voices fills the air and echoes from the whitewashed townhouses. A sudden hush falls over the crowd as a woman clad in the colours of Longbridge and a mail shirt, a broad bladed battleaxe strapped to her back, climbs a stair leading to one of the towers of the gatehouse. 


“Patriots of Onnwal,” her voice echoes clear and strong around the square. " I am Arness Lyzanor, Squire to Duke Gellan. His Grace thanks you for answering his call. Our foes threaten our shores once again. Raiding bands have landed to the east of the town. They are bent on pillage and slaughter and they must be stopped. His Grace has offered a bounty of 30 gold Gulls for the head of every raider returned to him this day, alive or dead. Remember the Farmers!"


"Remember the Farmers!" reply the throng with one voice. 


The gates are thrown open and the War Companies march beneath the shadow of the gate arch out into the bright afternoon sun.


Encounter 1: The Salt Farmers


Ask the PCs what their marching order is before proceeding.


Read aloud or paraphrase the following.


Pelor's heat beats down upon the lush vineyards and orchards of the Azure Coast. As you make you way east along the Cliffway, a gentle sea breeze carries the fragrance of mimosa, bay and orange blossom. Heat rises in shimmering waves from the dark cobbles of the road. You find it hard to reconcile the tranquil bounty that surrounds you with the bloody task at hand.

Suddenly, the tranquillity of the afternoon is broken by a cry. Looking to your right you can see a man dressed in peasant's garb running towards you. The man carries a shortspear in his right hand. A livid red cut across his right cheek and ear oozes blood. He draws up at about bow range, looks wearily at you and shouts:

 "Who do you serve, sirs?"

The answer he is looking for is any of the following: Onnwal, Szek Jian, Longbridge or Duke Gellan Cadwalle. Slightly reassured that he has not inadvertently run into another band of raiders, he will approach the PCs somewhat wearily, ready to dart for cover at the first sign of trickery.  He will introduce himself as Lyrdal Saltraker of Easarn.

Lyrdal Saltraker

Appearance: Lyrdal is in his late thirties, a broad-shouldered well built man. His brown hair is worn long, but tied back in a pony tail to keep it out of his face. His hair and well worn clothes are caked with salt..  His deeply lined face and arms are tanned a leathery brown  - the legacy of a life spent under the sun of the Azure Coast.

Character: Lyrdal will hurriedly explain that raiders have landed at his home village of Easarn and attacked, killing many of the menfolk present and capturing those of the populace who were unable to escape. He and many of the menfolk were in the lagoons, harvesting salt, they attempted to attack the village, and drive the raiders off, but they were driven back with several dead and many wounded. As the fittest survivor, he was sent as a runner to Longbridge for aid. 

The rest of survivors are about a mile south and east of the PCs, taking shelter in the lea of a drained salt lagoon. Several are in dire need of healing, Lyrdal says. He offers to lead the PCs back to them and Easarn. 

Led by Lyrdal, you hurriedly make your way though orchard and olive grove. Soon the fields give way to tumbled lines of sand dunes clothed in a coarse pelt of marram grass. The smell of the sea grows stronger on the breeze that blows in your faces as you run.

Cresting a final dune you are greeted by the sight of several large ponds of aqua-green water, separated and interspersed with banks and hills of dazzling white sand. On closer inspection the sand seems to shimmer and glitter, and stopping down to touch it you realise it is salt. Away in the distance, beyond the ponds, three white spires point up at the sky, stark and dazzling against the cerulean blue.

"Welcome to the salt fields of Easarn", Lyrdal says. "My men are over there." He points to one of the ponds, which is almost completely dry, its floor covered by a thick layer of salt. A group of dark figures huddles in the shade of one of the banks. As you draw closer you can see that the salt around the group is stained pink with blood.

There are seven men of Easarn huddled behind the bank, all of them injured  - mostly with crossbow quarrels. None are in any condition to fight. Five have been stuck with crossbow quarrels; another two have sword slashes, while a third is horrifically scorched across the face and chest with fire. The burned man and one of the sword wounded are in a critical condition (-6 and -8 hit points respectively) and will die if not tended to. 

Lyrdal will able to tell the PCs that Easarn lies close to the base of the three, as he calls them, Salt Spires. The spires are 100 ft high pillars of salt that have stood beside Easarn as long as anyone can remember, undiminished by rain or wave. 

Encounter 2: The Salt Spires

Read aloud or paraphrase the following

Lyrdal leads you in the direction of the Salt Spires. He crawls carefully to the crest of a long dune ridge, from which you can see Easarn itself. The village, little more than a huddle of simple wooden shacks, lies at the base of a small dune covered promenatory upon which stand the three white fingers of the salt spires. The ground between you and the village is taken up with three green-white salt pools.  The only way across to the village that doesn't not involve swimming in the brine is across one of four narrow causeways that form the banks of the pools. You note that the far end of these have been blocked by what look like small embankments of salt.  It is clear that your task will not be an easy one. 

Please consult the GM's tactical map of Easarn. The Lordship raiders have prepared their defences well.

1: The Causeways: 

Each salt and sand causeway is 5 feet wide. Glyphs of Warding have been placed at the locations marked on the map. 

Glyph of Warding (see PHB p209): 

Area: 10 sq feet (two squares)

Trigger: When any living person steps into the second of the Glyph's squares without speaking the password .

Detect: Detect Magic + Read Magic and Spellcraft Check (DC 13); Search (Rogue only): (DC 28)

Disable: Dispell Magic; Disable Device (Rogue only) (DC 28)

Damage: 3d8 electricity damage to victim and all in a 5 ft radius of victim.  Reflex save for half damage.

The two causeways looking out on to the sea are flanked on the sea ward side by 6 feet of sea water as the tide is in. 

Moreover the ends of the causeway are watched over by sentries armed with crossbows. PCs will need to make an opposed Sneak and move Silently rolls (against the sentries' Spot and Listen) to creep up on them unobserved. If they sight the PCs, the sentries will open fire and shout to raise the alarm. This shout will alert the other sentries who will also open fire on the PC closest to them. 

The salt banks give the sentries 3/4 cover from missile weapons and spells effected by cover. 

APL 2

Raider, male human War1 (3): CR 1; Medium Size Humanoid; HD (1d8)+3; hp 11; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +1 missile (1d8 20/x3, Longbow (Composite)) or +3 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +2, Ref +0, Will +0; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.
 
Skills:  Climb +2, Handle Animal +1, Intimidate +1, Swim +-2.
 
Feats: Toughness,Weapon Focus (Longsword) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword. 

APL 4
Raider, male human War3 (3): CR 2; Medium Size Humanoid; HD (3d8)+3; hp 19; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +3 missile (1d8 20/x3, Longbow (Composite)) or +5 melee (1d8+1 19-20/x2, longsword); AL: NE; SV Fort +3, Ref +1, Will +1; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +-2;


Feats: Alertness, Toughness, Weapon Focus (Longsword) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 6
Raider, male human War5 (3): CR 4; Medium Size Humanoid; HD (5d8)+3; hp 30; Init +1 (+1 Dex, +0 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +6 missile (1d8 20/x3, Longbow (Composite)) or +7 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +4, Ref +2, Will +1; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +2.


Feats: Alertness, Toughness, Weapon Focus (Longsword) 


Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 8
Raider, male human War7 (3): CR 6; Medium Size Humanoid; HD (7d8)+3; hp 48; Init +5 (+1 Dex, +4 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +8/+3 missile (1d8 20/x3, Longbow (Composite)) or +9/+4 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +5, Ref +3, Will +2; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9

Skills:  Climb +4, Handle Animal +3, Intimidate +4, Jump +1, Listen +2, Spot +2, Swim +2; 

Feats: Alertness, Improved Initiative, Toughness (1x), Weapon Focus (Sword (Long)) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.


Tactics: Two rounds after the alarm is raised, the sentries will be joined by reinforcements from the village (see the reserves below). If a melee breaks out a second group of reinforcements will arrive after six rounds after the alarm is raised.


If the Raiders lose more than 1/2 of their numbers at the causeways, they will attempt to fall back into the village itself, where their reserves are.

2: The Salt Pools

The brine in the salt pools is about 6 feet deep. However, given the saltiness of the water it is impossible to sink in it, unless wearing metal armour of any kind. Remember that the PCs movement will be slower if trying to move through the water.

3: The Village

Raiders from the Lordship of the Isles, led by one Kesrol Falvos, first mate aboard the galley The Wrath of Duxchan and a priest of Xerbo, landed in Easarn this morning. After securing the village and imprisoning its surviving populace, half of Kesrol's raiders pressed on into the dunelands to seek further plunder. Kesrol has been assigned to hold the village. 

A: The Headman's House

Kesrol has imprisoned the villagers in the house of the headman who was killed earlier. There are 30 women and children held here under guard from a pair of sentries posted outside the entrance on the north side of the building. 

If the causeways are taken, they have been ordered to set the house alight with the villagers in it to cover the withdrawal of the surviving raiders. It will take a full round for the sentries to light their torches. The following round they can set fire to the house, which will take 10 rounds to burn down. Villagers will begin to die of suffocation and burns in 5 rounds and they will all be dead in 8 rounds, with one third of the villagers succumbing each round. It takes 3 rounds for at least 2 PCs to completely evacuate the building if the locked front door is opened (double for 1 PC).

Door: Hardness 5; Hit Points 10; Break: DC 15

Open Lock: DC 12

APL 2

Raider, male human War1 (5): CR 1; Medium Size Humanoid; HD (1d8)+3; hp 11; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +1 missile (1d8 20/x3, Longbow (Composite)) or +3 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +2, Ref +0, Will +0; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.
 
Skills:  Climb +2, Handle Animal +1, Intimidate +1, Swim +-2.
 
Feats: Toughness, Weapon Focus (Longsword) 

     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword. 


APL 4
Raider, male human War3 (5): CR 2; Medium Size Humanoid; HD (3d8)+3; hp 19; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +3 missile (1d8 20/x3, Longbow (Composite)) or +5 melee (1d8+1 19-20/x2, longsword); AL: NE; SV Fort +3, Ref +1, Will +1; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +-2;


Feats: Alertness, Toughness, Weapon Focus (Longsword) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 6
Raider, male human War5 (5): CR 4; Medium Size Humanoid; HD (5d8)+3; hp 30; Init +1 (+1 Dex, +0 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +6 missile (1d8 20/x3, Longbow (Composite)) or +7 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +4, Ref +2, Will +1; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +2.


Feats: Alertness, Toughness, Weapon Focus (Longsword) 


Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 8
Raider, male human War7 (5): CR 6; Medium Size Humanoid; HD (7d8)+3; hp 48; Init +5 (+1 Dex, +4 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +8/+3 missile (1d8 20/x3, Longbow (Composite)) or +9/+4 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +5, Ref +3, Will +2; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9

Skills:  Climb +4, Handle Animal +3, Intimidate +4, Jump +1, Listen +2, Spot +2, Swim +2; 

Feats: Alertness, Improved Initiative, Toughness (1x), Weapon Focus (Sword (Long)) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.


B: The Boats.

Tied up to the village's wharf (from where boatloads of salt are more usually shipped to Longbridge) are six longboats belonging to the raiders. They are watched by a sentry in the nearest house to the wharf, which also serves as the temporary barracks for the Raider's reserve force. 

Reserves

APL 2

Raider, male human War1 (8): CR 1; Medium Size Humanoid; HD (1d8)+3; hp 11; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +1 missile (1d8 20/x3, Longbow (Composite)) or +3 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +2, Ref +0, Will +0; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.
 
Skills:  Climb +2, Handle Animal +1, Intimidate +1, Swim +-2.

 
Feats: Toughness,Weapon Focus (Longsword) 

     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword. 

APL 4
Raider, male human War3 (8): CR 2; Medium Size Humanoid; HD (3d8)+3; hp 19; Init +0 (+0 Dex, +0 Misc); Spd 30; AC 15 (flatfooted 15, touch 10); Atks: +3 missile (1d8 20/x3, Longbow (Composite)) or +5 melee (1d8+1 19-20/x2, longsword); AL: NE; SV Fort +3, Ref +1, Will +1; Str 12, Dex 11, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +-2;


Feats: Alertness, Toughness, Weapon Focus (Longsword) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 6
Raider, male human War5 (8): CR 4; Medium Size Humanoid; HD (5d8)+3; hp 30; Init +1 (+1 Dex, +0 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +6 missile (1d8 20/x3, Longbow (Composite)) or +7 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +4, Ref +2, Will +1; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9.


Skills:  Climb +4, Handle Animal +3, Intimidate +1, Listen +2, Spot +2, Swim +2.


Feats: Alertness, Toughness, Weapon Focus (Longsword) 


Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

APL 8
Raider, male human War7 (8): CR 6; Medium Size Humanoid; HD (7d8)+3; hp 48; Init +5 (+1 Dex, +4 Misc); Spd 30; AC 16 (flatfooted 15, touch 11); Atks: +8/+3 missile (1d8 20/x3, Longbow (Composite)) or +9/+4 melee (1d8+1 19-20/x2, longsword); AL: NE; SV: Fort +5, Ref +3, Will +2; Str 12, Dex 12, Con 10, Int 9, Wis 11, Cha 9

Skills:  Climb +4, Handle Animal +3, Intimidate +4, Jump +1, Listen +2, Spot +2, Swim +2; 

Feats: Alertness, Improved Initiative, Toughness (1x), Weapon Focus (Sword (Long)) 
     
Possessions:  Chain Mail, Longbow (Composite), 20 arrows, Shield (Small/Steel), Longsword.

Tactics: The reserves will rush to response to attacks at the causeways or any other point, as described above.

If attacked directly, they will attempt if they can to hold the PCs away from the boats, keeping an escape route open if they need to. If they lose more than 3/4 of their numbers, the survivors will flee for the boat, only surrendering if there is not chance of escape.

C: The Salt Spires

Each of the spires is a 100 foot high and 6 foot wide cylindrical column of pure salt. The surface of the spires is hard and cool to the touch and no amount of force can dislodge even a grain of slat from its surface. They shimmer and sparkle in the sun. Detect Magic will reveal a faint magical aura (Alteration) emanating from them. Between the three, the villagers have built a small shrine to Procan - in the form of a small briny pool heaped about with offerings of salt, often shaped into human shaped effigies. It is the villagers belief that the spires are sacred to Procan - and also that a maiden who hops on one foot thrice around each spire will be married within a year.

Kesrol himself be exploring the Salt Spires if the PCs attack during the day. It will take him 3 rounds to get back to the village itself and a further 3 to the causeways if the combats are continuing there. 


APL 2

Kesrol, male human Ftr2/Clr2 (Xerbo): CR 4; Medium Size Humanoid; HD (2d8)+(2d10)+4; hp 29; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13); Atks +7 melee (1d6+3,18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: N(E); SV: Fort +7, Ref +3, Will +8; Str 16, Dex 16, Con 12, Int 10, Wis 16, Cha 18.

 
Skills:  Climb +3, Concentration +4, Diplomacy +9, Heal +5, Jump +3, Profession (Sailor) +8, Swim +0; 


Feats: Dodge, Improved Initiative, Iron Will, Weapon Focus (Rapier).

 
Equipment:  Rapier, Shield (Small/Wooden), Studded Leather.


Deity: Xerbo Domains:  Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric, 3 + CHA modifier attempts per day.) Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level.) 

 
Spells: Cleric: (4 /3+1, base DC = 13 + spell level) 0-Create Water, Guidance, Resistance, Virtue 1- Cause Fear, Command, Obscuring Mist*, Shield of Faith. 

* indicates a domain spell

APL4

Kesrol, male human Ftr3/Clr3 (Xerbo): CR 6; Medium Humanoid; HD (3d8)+(3d10)+6; hp 44; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13), Rapier +10 melee (1d6+3 18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: NE; SV: Fort +7, Ref +5, Will +9; Str 16, Dex 16, Con 12, Int 10, Wis 16, Cha 18.
 
Skills and Feats:  Climb +5, Concentration +6, Diplomacy +10, Heal +5, Jump +3, Profession (Sailor) +8, Swim +1; 

 
Feats: Dodge, Improved Initiative, Iron Will, Power Attack, Weapon Focus (Rapier), Leadership.
 
Equipment: Masterwork Rapier, Shield (Small/Wooden), Studded Leather.

 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day). Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level). 
 
Spells: Cleric: (4 /3+1 /2+1, base DC = 13 + spell level) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Fog Cloud*, Spiritual Weapon.

APL6

Kesrol, male human Ftr4/Clr4 (Xerbo): CR 8; Medium Size Humanoid; HD (4d8)+(4d10)+8; hp 62; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 17 (flatfooted 14, touch 13); Atks +12 melee (1d6+4,18-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: N(E); SV: Fort +9, Ref +5, Will +10; Str 16, Dex 16, Con 13, Int 10, Wis 16, Cha 18.
 
Skills:  Climb +7, Concentration +8, Diplomacy +11, Heal +5, Jump +4, Profession (Sailor) +8, Swim +4;
 
Feats: Dodge, Improved Initiative, Iron Will, Leadership, Power Attack, Weapon Focus (Rapier), Weapon Specialization (Rapier) 
 
Equipment:  Potion (Cure Moderate Wounds), +1 Rapier, Shield (Small/Wooden), Masterwork Studded Leather.
 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day.) Knowledge (All knowledge skills are class skills. You cast divinations at +1 caster level.) 
 
Spells: Cleric: (5 /4+1 /3+1, base DC = 13 + spell level) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Enthrall, Fog Cloud*, Spiritual Weapon.

* indicates a domain spell

APL8

Kesrol, male human Ftr5/Clr5 (Xerbo): CR 10; Medium Size Humanoid; HD (5d8)+(5d10)+10; hp 88; Init +7 (+3 Dex, +4 Misc); Spd 30; AC 19 (flatfooted 16, touch 15); Atks +13 melee (1d6+4,15-20, rapier); SA: Spontaneous casting, Rebuke Undead 7/day; AL: NE; SV: Fort +9, Ref +5, Will +10; Str 16, Dex 16, Con 13, Int 10, Wis 16, Cha 18.

Skills:  Climb +8, Concentration +9, Diplomacy +13, Heal +5, Jump +4, Profession (Sailor) +8, Swim +6; 

Feats: Dodge, Improved Critical (Rapier), Improved Initiative, Iron Will, Leadership, Power Attack, Weapon Focus (Rapier),Weapon Specialization (Rapier).
     
Equipment: Potion (Cure Moderate Wounds), +1 Rapier, Shield (Small/Wooden), Masterwork Studded Leather, +2 ring of protection. 
 
Deity: Xerbo Domains: Water (Turn or destroy fire creatures as a good cleric and rebuke or command water creatures as an evil cleric. 3 + CHA modifier attempts per day.) Knowledge(All knowledge skills are class skills. You cast divinations at +1 caster level.) 


Spells: Cleric: (5 /4+1 /3+1 /2+1, base DC = 13 + spell level): Spells: Cleric: (5 /4+1 /3+1 ) Create Water, Guidance, Resistance, Virtue x2 1- Cause Fear, Command, Divine Favour, Obscuring Mist*, Shield of Faith 2- Bull Strength, Enthrall, Fog Cloud*, Spiritual Weapon 3- Blindness/Deafness, Summon Monster III, Water Breathing*.

* indicates a domain spell

Tactics: Kesrol will rally the remaining reserves in the village to him and either go forth to defend the causeways, if they have not already fallen, or hold the PCs off at the wharf. If more than 3/4 of his men are killed, he will order his men to fly for the boats, attempting to cover their retreat with the most effective spell he has left.

Troubleshooting:

If the PCs decide to wait until nightfall to attack, you may force the issue in the following manner. An hour before nightfall, Kesrol will return from the spires and order that the villagers be loaded into the longboats (10 per boat). This will take 10 rounds to complete. Once this is done - he will order the boats carrying the villagers to push off, leaving himself and the sentries to put the village to the torch.

Development: If the villagers have been saved from their terrible fate, there will be great rejoicing in Easarn, though also sadness for the slain menfolk. The PCs will earn the eternal gratitude and friendship of the salt harvesters (Freedom of Easarn). If a third or more of the villagers are killed or abducted, the PCs will not earn this favour. The village is riven with grief and the wailing of women. 

In either case Lyrdal will offer each PC a sack of salt worth (certed) in thanks for their efforts on his village's behalf.

Conclusion

Returning to Longbridge, the PCs can claim the bounty for the raiders at the gatehouse of the Trade Gate, where Arness sits with a small wooden chest of gold. Her guards take the heads and sticking them on pikes, mount them over the gates.
Experience Point Summary

If the characters successfully find and eliminate the raiders award them the relevant XP sum below. Award half the XP total below if the players fail to eliminate all the raiders or withdraw.

APL2:




120 XP

APL4:




240 XP

APL6:




360 XP

APL8:




480 XP

Discretionary Role-playing Award

APL2:




30 XP

APL4:




60 XP

APL6:




90 XP

APL8:




120 XP

Total possible experience


APL2:




150 XP

APL4:




300 XP

APL6:




450 XP

APL8:




600 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 bodies, 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 the characters can go back to loot the bodies, and those bodies are there (that is not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve the loot. If 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, analyse 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 treasures from each encounter, add it up and that it’s the number of gold pieces a character’s total and coin values increase by at the end of the adventure. Write the total in the GP Gained field of the Adventure Certificate. 

If the PCs saved the people of Easarn:-

Freedom of Easarn


You have given the people of Easarn their freedom – for which they are grateful, and thus bestow upon you a bag of salt, a traditional Azure Coast gift, and their favour (1 Regional Influence Point with the People of Easarn).

Maximum Treasure Totals

The maximum amount of treasure that a player character is able to take from this module is linked to the APL at which the module is played. These totals are:

APL 2:





100gp

APL 4:





200gp

APL 6:





300gp

APL 8:





600gp







Blood Beneath the Sun
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