Maps:

Encounter 1

The ambushers are on a hill, overlooking the road which runs around the base.  The should be screened by bushes and trees for the first stretch of road, putting the PCs at the maximum range for the encounter at the point where the ambushers and PCs first get line of sight to each other.  The road should continue along, getting gradually closer to the ambushers, to the minimum distance for the encounter.  The Pcs should start on the point of the road corresponding to the encounter distance generated by the opposed check detailed in the encounter description.  

The Ballista is at the top of the hill, with the gnome and one or more assistants near him.  The ranger should be nearby, with remaining soldiers stationed near cover (trees or bushes) at various points up the slope.  The animal companion is hiding in full cover near the ballista, either behind a big bush or rock, or behind the crest of the hill, and should not emerge unless the ranger is threatened or calls for her. 

Encounter two

The bar room is a rectangle 35 feet by 25.  The main door is in the centre of one long side, with a (shuttered) window either side at a distance of 5 feet.  The bar is a barrier 5ft from the opposite wall that runs 2/3 of the length from one wall.  The door to the kitchen is on the back wall, in the corner not covered by the bar.  The bar should have a number of 5 foot wide tables scattered around, as well as all the NPCs listed, making the room a crowded place to fight in.  Chairs/stools should be ignored.  The secret door is located behind the bar.

Encounter 3

The water passages start off as a single corridor running north-south, with a ladder coming down in the middle.  The south passage runs a short distance and then turns and dead ends, the pipes running up through the roof to the fountain itself.  

The rest of the complex looks something like this, with each X as a five foot square.  Continue the map northwards as relevent, up to half a mile, but note that there should be no areas wider than 5 feet in the complex.  Sentries are marked with an O, and make no attempt to hide.  The rest of the monsters should be at least one move away, and will attack in three groups for the three sentry points.  The ladder enters at the point marked with an arrow.
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don't put monsters on the map unless the PCs are aware of where they are.  

Encounter 4

The encounter takes place in an area roughly 50 feet by 70 feet.  The north side is open, the east side is formed by the Temple to Joramy, some 50 feet long, and 25 feet wide.  This building has a pitched roof 20 feet off the ground, so balance checks will be needed if fighting, with failures sliding off the roof.  The south side has the gallows, a 5 ft high platform, 20 ft long and 5ft wide with the three prisoners and a soldier as executioner.  The west side has two smaller buildings, each 25 feet square, with a 5 foot allyway between them.  The cart of stones is parked against one of these buildings, and the barrels are against the Temple.

The crowd fills the space in the middle, the two bards are on the roof of the Temple, and the two rogues on the square buildings.  The fighter will run the proceedings from in front of the gallows, and the priest is hidden in the crowd.  he remaining soliders should be with the gallows,at the back, preventing escape, with maybe one in the allyway.  Due to the difficulty in leaving the area, the crowd will not disperse for at least five rounds.  

Encounter 5

The room is as described.  The waterline is 10 feet below the level of the floor, and is 15 feet deep.  The animal companion will be hiding underwater, waiting to attack the first enemy to cross the plank bridge, unless given other instructions, or provoked.  Note that in the case of a huge companion, once it surfaces, people on the edge of the pit can attack it fairly easily, and vice versa, since it's body comes up above the level of the pit.  Similarly the edge of the pit will not normally provide cover.

Encounter 6

The attack takes place in a broad street (25' wide) between two rows of houses (15'-20' square).  Being a village, the houses should be unevenly spaced and have ample space between them.  One set of ambushers is hiding in a house on one side, and the other on the other.  Tilva should be shot in the middle of the street, and as close to 30' ahead of the party as she could have plausibly got to.  

