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The occupation is over, but its long shadows still remain.  It is a time of picking up the pieces and clearing up loose ends.  But as the secret deeds of the war unravel, some will find they can never go home again.  Recommended for members of the Wreckers, House Coriel, and the Established Church of Jormay
A
 two-round Regional adventure set in Longbridge for characters level 1-13 (APLs 2-10).

Resources for this adventure [and the authors of those works] include Complete Adventurer [Jesse Decker], Complete Warrior [Andy Collins, David Noonan, Ed Stark], Heroes of Battle [David Noonan, Will McDermott, Stephen Schubert], Libris Mortis [Richard Baker, James Jacobs, Steve Winter], Minatures Handbook [Michael Donais, Skaff Elias, Rob Heinsoo, Jonathan Tweet], Player’s Handbook II [David Noonan], Races of Stone [David Noonan, Jesse Decker, Michelle Lyons] and Spell Compendium [Matthew Sernett, Jeff Grubb, Mike McArtor]..


RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D® campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth one (1) point. 


This adventure retires from RPGA-sanctioned play on December 31, 2008. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com. 

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so. 

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D rule books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in Appendix 1. For your convenience, that appendix is split by APL


Along with this adventure you’ll find a RPGA Session Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

 Living Greyhawk Levels of Play

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

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 dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts), and you consider that they will provide an advantage in combat, you may add up their CRs.

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

4. If you are running a table of six PCs, add one to that average.
Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


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


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


Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them and fight for them.

Time Units and Upkeep

This is a standard 2-round Regional adventure, set in Corbrinn, a small village on the south coast of the Dragonshead peninsula. Characters with Onnwal as their home region spend 1 TU per round, for a total of 2 TUs.  All other characters pay 2 Time Units per round for a total of 4 TU.


Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


A character that does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild. If the character possesses four or more ranks in the Survival skill and succeeds at a DC 20 Survival check, the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking). The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

The long struggle against the Scarlet Brotherhood saw the Onnwallon authorities turning a blind eye to the many pirates and smugglers of the Dragonshead peninsula, so long as it served their interests.  With vital materials in short supply, no one looked too closely at where cargo came from, on the understanding that most of it was stolen from the ships of the Scarlet Sign. 

However, times change.  Patterns of trade are shifting, and Onnwal is turning more towards Ahlissa and the Nightingale throne, and less towards Irongate and the nations of the Naerie compact.  


With the Brotherhood driven from Onnwal, and a fresh alliance with Ahlissa, the net is closing in on those independent spirits who once made themselves so useful, but now find that same independence making them a threat.  

Silver Tilva, a freebooter and smuggler, was adept at surviving on the high seas, slipping past brotherhood patrols with cargoes of stolen booty.  This attracted House Coriel, who persuaded her to undertake certain covert missions on behalf of the Free State, in return for pay, turning a blind eye to her activities, and not telling the Wreckers where she was.

Now that the Scarlet Brotherhood has been driven from Onnwal, House Coriel are starting to worry about how much she knows, and who might find out.  There has been pressure from Ahlissa to crack down on all such pirates, and the Wreckers are known to be looking for her.  House Coriel doesn’t want information about their activities to fall into the wrong hands.  

Chased by all sides, Silver Tilva has lost her ship, and most of her money, and is running out of options.  She plans to flee the country.   Unfortunately, she has left behind a valuable document, her rutter (ship’s navigational log).  This contains details of where her ship has been.  From this document a skilled navigator could work out her favourite shipping routes, and the rough location of most of her smuggling contacts.  If she loses it, she risks being wanted in every city on the Gearnat, and losing her livelihood besides.

A minor factor of House Coriel has recently found out about a village where Silver Tilva may have been hiding.  While he doesn’t expect to find the pirate herself, he wants to get hold of any papers she may have had, that might contain details of House Coriel activities, to prevent them being discovered.  

Unfortunately, someone else has uncovered similar information, and sent an Ahlissan mercenary force to raid the Onnwallian coast and recover the rutter.  The mercenaries have narrowed down their search to a few villages along the coast, and have moved in, cutting off all contact with the outside world.  They only have a limited amount of time before they are discovered, and forces sent to drive them off, and in this time they hope to persuade, bluff or terrorise the villagers into revealing the location of the log.  
Adventure Summary

The adventure is set in Longbridge, and the nearby village of Corbrinn, on the south coast of the Dragonshead peninsula.  House Coriel hires the adventurers (encounter 1) to try and find the hideout of Silver Tilva, and recover any information contained therein. PCs may get additional briefings from the Wreckers, the Church of Joramy, or House Coriel, if they are members of these metaorgs, and may gather rumours before they depart.


Once on the trail to Corbrinn, they run into a mercenary patrol (encounter 2).  This is the first clue that there is an Ahlissan mercenary company also looking for Silver Tilva's notes.  On arrival in Corbrinn the PCs become aware that the village has been searched and questioned by a mercenary force (encounter 3).  Investigating further should draw the PCs to the inn (encounter 4), where they can talk to the villagers.  At certain points they may intervene in an attempt to arrest a respected villager (encounter 6), or run across an evil priest dabbling with the creation of undead (encounter 5).  They should end up being told of Tilva's loyal follower Petronis Vult, who has already been arrested.  The mercenaries, by now aware of the existence of armed resistance in the village, stage a public execution of their prisoners (encounter 7), including Petronis, in an attempt to draw the PCs out of hiding.  The PCs rescue Petronis and discover the location of Silver's hideout.  They arrive at the hideout just after one of the mercenaries, working independently, also discovers the hideout (encounter 8). Recovering the rutter, and any other treasures they can carry, they try to escape the village,  While doing so they are met with one last-ditch attempt by Silver herself to recover her rutter (encounter 9), while simultaneously being hunted by the Wreckers and an assassin sent by house Coriel.  The PCs must then decide to whom to give the rutter, and the adventure ends.
Preparation for Play

Before the adventure begins a few preparations are in order.  


Check to see if any of the PCs are members of the following metaorgs: Wreckers, Church of Joramy, or have Vassalage to House Coriel.  They should be given the appropriate player handouts before the briefing (Player Handouts 1A, 1B or 1C as appropriate).
Check what the PCs look like.  Do they appear to a band of heavily armed mercenaries, or do they have a less threatening appearance?  Which PCs look like spellcasters, which look heavily armoured, and so on.


Make sure you understand the workings of (4) and (7), and in particular how PCs’ actions are likely to be influencing the villagers’ attitude to them.


Make sure you have read the description of the villagers, and can express the different attitudes they hold.



Make sure you understand the running of encounter 7, as it is unusually complicated to run.

Introduction

Some areas of town have recovered since the end of the fighting, and are starting to show signs of life and prosperity.  The docks district of Longbridge is not one of those areas.  The district is largely deserted.  Many of those who once lived here were pressed into service in the recent fighting with the Brotherhood, and never returned home.  A shortage of sailing men in Onnwal’s largest ports has drawn people to more prosperous locales, leaving this area a ghost town.  The streets here are dirty and unswept, the buildings abandoned and silent.
At last you come upon your goal, the house of the harbourmaster.  This large, solidly built dwelling is not only the residence of the official in charge of the anchorage, but also where much of the administration of the port takes place.
Encounter 1: The Harbourmaster
The PCs have been brought together following the word that a factor of House Coriel is looking for adventurers as a matter of urgency.  Apparently one or two volunteers have approached him, but he is still looking.  Only a full band of heroes will fulfil his need.


Anyone familiar to the region can identify House Coriel as one of the four great merchant houses of Onnwal (no check required).

Any PCs making a DC 5 knowledge (nobility and royalty) or a DC 10 knowledge (local – Splintered Suns) check knows that the House is intimately connected to the Szek, and therefore to the running of the state and that the patron of House Coriel, His Grace Duke Baernan
 Coriel, is a powerful magician.

Any PCs making a DC 10 Gather Information check knows that this area used to be a very busy port.  With the depredations of the war, and the revitalisation of trade with Ahlissa, due to the Naerie compact, many of the sailors and shipping have moved to the North coast.  


Any PC who is a member of the Onnwal military, or who can make a DC 15 knowledge (local – Splintered Suns) check, know that the House in general is renowned for its magical prowess.  The warmages of Kildeer, the Szek's own battlemages, are maintained and run by House Coriel.  The House played a key role during the Occupation.


Any PCs making a DC 15 knowledge (nobility) check know that House Coriel has long had trade responsibilities in this area, but that this area isn't as well regarded as it once was.  The chances are high that whoever has been stuck here by the House is either quite junior, or out of favour, and will have their eye on promotion.  Should anything go seriously wrong in this area, however, the House may lose respect in eyes of those close to the Szek.


Any PC making a DC 10 Gather Information check learns that House Coriel have a fair reputation in the area.  They're also one of the largest employers.  While they tend to pay their debts late, they always pay. A result of 15 or higher also learns that the while the docks area was once crowded, so many people have left that the area is full of abandoned houses, and has become increasingly dangerous.  Many locals have turned to less honest jobs.


Anyone making a DC 10 Knowledge (geography) check knows that this area used to be the main artery of trade with Irongate.  Onnwal trades food and metals to Irongate in return for the import of finished goods.  There has been a decline in trade in this area, a result of increased trade with Ahlissa and a decrease in the need for weapons, one of Irongate's main exports.

Once you have made sure that the PCs don’t wish to do anything further, the adventure commences with the meeting with the harbourmaster. Read aloud or paraphrase the following: 

The Harbourmaster is a thin blond bespeckled man, his pale skin clearly unused to the sun.  He seems excited to meet you, his narrow hands folding and refolding around each other as he speaks, but his words are smooth and confident, as if from much practice.

“Thank you for coming.  My name is Aureus Tesh, and I am the local factor for House Coriel.  Do please, take a seat and help yourselves to wine.  I’m looking for a group of adventurers to help me resolve a delicate matter.  Can I rely on your discretion?”

Aureus waits for some kind of sign of assent at this point.  He’s not expecting to have to push the issue.

“As you know, during the recent occupation, the Free State was in dire need of arms, supplies, and of course, information on enemy movements.  My house, House Coriel, was instrumental in keeping the army supplied and the wheels of commerce moving.  By whatever means necessary.  

In the course of our business, we sometimes ended up dealing with people who, to put it bluntly, were not themselves involved in entirely legitimate operations.  If some of the supplies we ended up with were stolen goods, mainly from the Brotherhood themselves, well, we weren’t really in a position to complain.   Some of these people became well known to us, and ended up… assisting us in delicate matters. The movement of ships, the placement of forces.  Matters that were vital to the survival of the Free State.  At a time when the Brotherhood controlled the seas, we could not afford to discard any advantage, however slight.  

Now that we are allied with Ahlissa, the power that controls so much of the trade that passes these shores, we can no longer afford to take such a lenient view towards criminals on the high seas.  However, some of our old contacts are still around, people who helped us once but might prove… embarrassing now.

One of these was Tilva Brightshadow, better known as Silver Tilva.  She was engaged in a number of illicit activities, mainly piracy, but also theft, bribery, falsification of goods, evasion of duties and harbour taxes, forgery, corruption of a state official, and, of course, espionage.  Despite her criminal activities, she was a useful source of intelligence during the recent occupation.  Since the end of hostilities, and the loss of a safe harbour here, she seems to have disappeared.  She led a dangerous life, and it is entirely possible that she has met an untimely end.


While it would be useful to discover what has happened to her, that is not principally why you are here.  You are here because we need to know what happened to the secrets she was keeping, and in particular what she may have written down.  She has details of contacts across the Gearnat, including some who still live in lands controlled by the Brotherhood.  The safety of such people is vital to us, and vital to the Free State of Onnwal.” Aureus pauses, glancing at you appraisingly
, and then continues. “We know she kept a rutter, or navigational log.  This document details her contacts and associates, and where they can be found.  These are the same people she was dealing with while she was working for us.  We can not allow their names and locations to be discovered by some foreign power.

In particular it would be most embarrassing if it turned out that some of those who helped supply us during the Occupation did so using goods stolen from foreign powers.  Particularly if those powers have since become our stalwart allies. 


It seems likely that this rutter is present at one of her hideouts, which we have narrowed down to being within or near the village of Corbrinn.  We are not sure exactly where it might be.  Talking to the locals may be of some help.  However, it is vital that these documents do not fall into the wrong hands.  Bring them back to me, and you will be richly rewarded.


Any questions?”
Aureus is a polite, soft-spoken man, who will go to great lengths to accommodate rude or eccentric PCs.  However, he will not submit to threats or spellcasting in his house.  His main aim is to get the job done, as efficiently as possible.  Hiring adventurers is his idea, and if successful, he is likely to gain promotion.  There is no one else he can hire, and nothing more he can do in a personal capacity except get the local guard in as quickly as possible.  He has misgivings about hiring PCs, but it's also the most exciting thing he's likely to do all year.


He is willing to advance them funds in advance, up to total of 100 gp in total, so long as one or more of the adventurers is willing to sign forms in triplicate, promising to pay the money back.  He doesn't have any other funds available, since he won’t get the PCs’ pay for another day or two.  


He’s offering a total of (200gp x APL) for the rutter’s return.  He can’t raise the amount he offers, since that’s the maximum he has the authority to pay out.


He's happy to answer any questions, and will fill in the following details, but only if asked.  He has avoided mentioning several important details, but it hasn't occurred to them that this is dishonest. He's simply trying to make the 'sale' as best he can.  Nothing he tells the PCs is false, as far as he knows, but it may not be the whole story.  For example, while the mission is a secret, and he has been told no one else knows of these documents, he’s fairly certain the news has leaked out.

Here follows a list of possible questions, and likely responses.  Adapt as appropriate.

Q: Why don't you just turn the matter over to the authorities?

“Around here, House Coriel is the local authority.  And I am their official representative.  There are one or two local guards, but not enough to manage the job safely.  A patrol was due back a few days ago, but they haven't yet returned.  In any case, I'm not convinced they'd be able to find what we're looking for.  Many of Silver’s associates may well be criminals, and won’t want to talk to guardsmen.”
Q: So you’re hiring us to talk to criminals?

“I’m hiring you to recover the documents.  Some of the people who know where they are may well be on the wrong side of the law.  I’m confident you’ll be able to handle the situation better than the local watch.  I suspect you are both more capable than them, and more imaginative.”
Q: How are we supposed to find these documents if we don’t know where they are?  
“I don’t know.  You were recommended to me as resourceful people who could get things done.  I would suggest that you go to Corbrinn and talk to the locals there.  They may well know something.  Whether they will tell you is, alas quite another matter, but I suspect that without their cooperation, you will achieve little.”
Q: What is the area like?

“Rural and remote, apparently.  There is a cart road, but it's not much travelled these days.  It’s a poor area; they catch fish and grow crops to survive.  They export a few local craft items, but there’s no real need for regular contact with the outside world.  Most such places are surly and suspicious towards outsiders, or so my tax collectors have told me.”
Q: Why is Tilva called 'Silver'?
“She always insisted on being paid in silver geese.  Said that gold attracted too much attention.  I assume that being paid in gold isn't going to be a problem for you?”
Geese are Onnwal silver pieces.

Q: Are we operating to a deadline?

Aureus clears his throat.  “I’m hoping that there is no particular hurry.  However, it’s not entirely impossible that the aura of confidentiality that surrounds this affair has not hitherto been as puncture-free as some of the principal active parties included within the aforesaid aura might have preferred to let me consider within the ambit of my duties to be a safe assumption to progress with at this time.” Blinking slightly, he continues.  “In other words, I’ve been told no one else knows, but I wouldn’t trust that if I were you.  If someone else happens to be looking for the same documents, or somehow discovers the nature of your mission, you would need to be very careful.”  
Q: Does anyone else know of this mission?

“Of course not!  I did mention you’d only get paid if you were successful, didn’t I?  Were someone else to get their hands on the documents, I wouldn’t be in a position to pay you anything...”
Q: What should we do if we run into Tilva?

“Aureus looks thoughtful for a moment.  “She has been missing for a while now, and we know that she has many enemies.  It is very unlikely that she is still alive.  However, if you do find out where she is, we’d very much like to speak to her.  Like the rutter, she has much information that we wish to go no further.  I’d certainly try and come up with some kind of additional reward if you brought her in.”
Q: What will happen to her if we bring her in?

“I’m not sure.  With most of the local trade being Ahlissan rather than Brotherhood, we can’t have her hanging around as a pirate, so she’d have to quietly disappear, one way or another.  It’s not really my decision, I’m afraid.”
Once they leave, the PCs may wish to find out more from their own contacts and sources.  Based on what they have heard, PCs may want to find out more about Silver Tilva and her activities. They can make a Gather Information check, and learn the following information depending on their result. The higher results include all the information from the lower ones.
10 or higher – Silver Tilva was a smuggler and pirate, who often used this port to take on some crew or offload some stolen cargo.  The Coriel always turned a blind eye, since she mostly raided Brotherhood ships, and occasionally brought in useful supplies.  

15 or higher – Silver Tilva is a bit of a local celebrity.  She reputedly ran a few Brotherhood blockades during the war and made a name for herself as a local hero, particularly in rural areas.  Now that the war is over, the authorities are more likely to see her activities as smuggling and theft.  The Wreckers have been looking for her as well - they aren't keen on freelancers who don't pay their dues.  

20 or higher – Silver Tilva has lost most of her money, some through gambling, some from paying off powerful enemies.  Now that House Coriel have changed their tune she's going to need a new base of operations, and it probably won't be anywhere around here.  She used to live in Corbrinn down the coast, but she won't be there now - too many people looking for her, too many powerful enemies.  Besides, no one has come back from the east road for several days.  Something must have blocked the road...

25 or higher – Apparently, Silver Tilva is actually back in the area, laying low, and trying to raise some cash so she can flee!  Seems a bit down on her luck though.  She's likely to try something drastic, taking risks just like she always does.  One of these days it will all catch up with her.  No one knows where to find her, but if you hear about a daring burglary in the next few days, that’s probably her.
Development

The PCs should be allowed to purchase any equipment and supplies they wish, before heading off the following morning.  It will take them a day on horseback or similar, and two days on foot (two and a half days if there are some characters with 20 ft. speed).
  The next encounter takes place on the second day of travel (see encounter 2: On the Road).

Encounter 2: On the Road
Towards the end of their journey, the road on which the PCs are travelling passes through an area of high rocks and steep, lightly wooded hills.  Here, Fetrix and his men have set up an ambush to stop people leaving the area of Corbrinn.  Since the PCs are much earlier than they expected anyone to arrive, and coming from the wrong direction, they are not properly hidden.  The PCs should make Spot checks.  

Use the table below to determine how far from the road Fetrix and his men are, and the Spot DC needed for each group to spot the other:

	APL
	Distance from Road to Fetrix
	Spot DC (including distance penalty)

	2
	80ft
	10

	4
	120ft
	14

	6
	140ft
	16

	8
	160ft
	18

	10
	200ft
	22


If someone gets higher than the Spot DC, or detects the enemy in some other way, read aloud or paraphrase the following:
The gentle hills either side gradually rise, until you are wending your way between steep slopes in a narrow valley of green.  The recent heavy rains have driven deep rivulets 
in the packed earth, a sign that the road has recently been a watercourse, and will become so again when the rains return.  As you round a bend in the track, you notice movement flickering amongst the trees on the high slopes ahead.

The PCs have spotted an ambush party, still setting up a watch position overlooking the trail.  You should roll appropriate spot checks for Fetrix and his men to spot the PCs, using the table above and modified by any attempts the PCs have made to hide their presence.  

If they spot the PCs, they attack.  

If not, give Fetrix and his men get another Spot check for every round that the PCs remain in the open potentially visible

If everyone rolls 
under the Spot DC, they follow the road far enough that they become clearly visible to Fetrix and his men.  Read aloud or paraphrase the following:
The gentle hills either side gradually rise, until you are wending your way between steep slopes in a narrow valley of green.  The recent heavy rains have driven deep rivulets 
in the packed earth, a sign that the road has recently been a watercourse, and will become so again when the rains return.  Rounding a bend in the track, the road runs along the side of a green valley, beckoning ahead with the promise of sunshine.  It is here, in this beautiful place, that the first arrows begin to fall.

The PCs have been surprised.  Once combat starts the location of their attackers becomes obvious, if only because of the noise of Fetrix’s shouting.
Terrain: The trees and underbrush in the whole area (except the road itself) provide 20% concealment, but are not heavy enough to provide cover.

Due to the verdant canopy of trees, everyone on the ground has full concealment (100%) from everyone above the tree canopy, and vice versa.

APL 2 (EL 2)


Fetrix the Siege Engineer: male gnome expert1/warrior1; hp 16; Appendix 1. 


Zamasken & Damalinor the Soldiers: male human warrior1; hp 6; Appendix 1. 

APL 4 (EL 4)


Fetrix the Siege Engineer: male gnome expert2/fighter1; hp 25; Appendix 1. 


Zamasken, Montand & Damalinor the Soldiers: male human warrior1; hp 6; Appendix 1.

Longtooth the Riding Dog: female Riding Dog; hp 16; Monster Manual 272. 

APL 6 (EL 6)


Fetrix the Siege Engineer: male gnome expert2/fighter2; hp 40; Appendix 1. 


Zamasken, & Damalinor the Soldiers: male human fighter1; hp 8; Appendix 1,

Lasara the Tracker: female human ranger4; hp 32; Appendix 1.

Longtooth the Riding Dog: female Riding Dog; hp 16; Appendix 1. 

APL 8 (EL 8)


Fetrix the Siege Engineer: male gnome expert2/fighter2; hp 40; Appendix 1. 


Zamasken, Montand & Damalinor the Soldiers: male human fighter1; hp 8; Appendix 1.

Lasara the Tracker: female human ranger6/fighter1; hp 50; Appendix 1.

Longtooth the Riding Dog: female Riding Dog; hp 32; Appendix 1. 

APL 10 (EL 10)


Fetrix the Siege Engineer: male gnome expert4/fighter2; hp 63; Appendix 1. 


Zamasken, Montand & Damalinor the Soldiers: male human fighter4; hp 34; Appendix 1


Lasara the Tracker: female human ranger8; hp 64; Appendix 1


Longtooth the Ape: female Ape; hp 35; Appendix 1. 

Tactics:
The mercenaries will stay put and rely on missile attacks until the adventurers close.  Fetrix will use his ballista for as long as possible, browbeating the common soldiers into reloading for him even if they would be better off making their own attacks.  He has no such authority over the tracker.  He will focus ballista attacks against armoured opponents, where practical.  When the adventurers get too close, Fetrix will switch to alchemical weapons.  He has no objection to including his own side in the splash effect.  

Aftermath:

The soldiers know only that they are setting up to kill anyone trying to reach Corbrinn.  They are happy to say what company they are working for and to tell the PCs that their leader, captain Tyrol, has taken the village because he is 'looking for something'.  They don't know what, but it has brought them all the way from their normal base, an Ahlissan encampment somewhere near Obelstone.  They estimate the company strength at well over 200, although not everyone has been landed.  Because of that, they also can’t give useful information on foes the PCs are likely to meet.  The gnome knows the captain is after 'some papers', but his fanatical nature and borderline insanity make him a very difficult subject to interrogate.  If questioned, he will attempt to simply yell at the PCs, not listening to a word they say, although he will grow hoarse and tired after a few hours.  In practice he knows little more than his men.

Development

Once the PCs have finished with the ambush site, their path is clear to reach the Village of Corbrinn (see encounter 3: Arrival at Corbrinn).
Encounter 3: Arrival at CorBrinn
Once the adventurers reach the village, read aloud or paraphrase the following:

You top the rise of the hill, and behold the village lying below.  A small fishing village like so many along the coast, the scene looks calm, even serene.  The settlement is quiet, the roads and tracks empty, and the smoke of hearth fires leaves a thin trail in the air above each house.  But the peace is deceptive.  The streets are deserted, every door tightly shut, every window shuttered.  A patrol of twelve soldiers can be seen in the distance, wending iand ts way past the outermost houses, and up into the forested hills.  Another patrol is striking off along the coast in the opposite direction, a pair of yapping hounds in tow.  This is not the peace of rural serenity, but a village held paralysed under the heel of military might.  In a place that might be noisy with busy people, all is quiet, save for the rhythmic crashing of the waves upon the shore, and distant sound of a patrol, searching the hills for intruders like yourselves.  
It should be clear to the players while there are soldiers in and around the village, no one appears to be on watch.  Anyone with actual military experience (such as those in the Free State army - simply being an adventurer doesn't count) or who can make a Knowledge (history
) or Profession (soldier) check DC 10, will realise that no serious effort is being made to keep people from entering or leaving the village, probably because it would take too many men.  Instead they may be relying on intimidation, or the threat of a retaliatory strike against the defenceless village, to keep the villagers under control.  While the PCs are unlikely to be found if they keep moving, trying to camp anywhere near the village risks almost certain discovery.  It should be made clear to the PCs that there would be little difficulty in entering the village, and that they run little risk of discovery from the soldiers, so long as they or the villagers do not make their presence known.
Except where noted, the village is in excellent repair.  The houses are clean and well tended, and although the paths between them are essentially bare earth, they are swept clean.  In general it looks like a prosperous place, with a few larger buildings and no signs of poverty whatsoever.
The village map is provided in appendix X
.  A few buildings of note are marked.  

a) The inn – see encounter 4 for details

b) The Mill

This building is a tidal mill, similar to a watermill but using the motion of the tides.  A DC 20 Knowledge (architecture and engineering) check will identify it as of dwarven construction, probably based on similar devices in Irongate, a dwarven city a few days sail down the coast, and a regular trading partner in the times of the Iron league.
.  The mill is not in good repair, and has been closed down until the harvest season.  
In the meantime this building is used as a warehouse.  The building is filled with a great pile of sacks of flour, oats, water barrels and other basic foodstuffs.  Moving the pile would take 6 people at least an hour.  At the bottom of the pile is a secret trapdoor, leading to Tilva’s sunken lair (see encounter 8).  PCs are not likely to find this until after encounter 7 is complete.  
The entire building is dusty and hasn’t been used for the best part of a year.
c) Temple

All windows and doors to this building have been boarded shut.  The interior of the building is a single room, largely empty, containing frescoes and a small shrine.  A Knowledge (religion) check of 10 will identify it as a temple to Joramy.  Or the PCs could ask one of the villagers.
d) Angle Grinder’s shed.

This holds the equipment for sharpening and grinding metal, and basic cold metalwork.  This is the closest the village gets to a blacksmith, which isn’t very close.  There is no forge.

d) Ropewalk

This long thin building holds a ropewalk, for making rope.  The inside is largely filled with long stretches of rope being twisted and dried.  The quality of workmanship is reasonable, but the materials are local, and of poor quality.  

e) Vorbin’s house

This unusually fine dwelling belongs to Vorbin, the mayor of the town. 
Vorbin is presently being held for questioning in a mercenary camp in the woods, and his house is locked (a DC 15 Open Lock check will unlock it, however) and empty.  
f) Fountain square

At one side of the square is a small fountain, consisting of a stone model of a wrecked ship, designed so that water comes up from within it, before dropping into a broad stone bowl.  It doesn’t look like the fountain has worked for several years. The bowl is deeply stained, and shallowly filled with greenish rainwater.  While the area immediately around the fountain is neatly paved with stone, further out across the square the even slabs give way to a crazed pattern of flattish rocks, cobbles and even pieces of driftwood, all fitted into place to create paving of the most uneven and precarious kind.  
The fountain needs water from the water passages to work.  These haven’t been repaired in a long time.  

There is a concealed trapdoor under one of the flagstones behind the fountain (a DC 10 Search check reveals it), that leads to the water passages below (See encounter 5).
g) The docks
The ‘docks’ are little more than a flat space for repairing boats and nets, and a long plank used for boarding boats.  Two boats are clearly missing, the other clearly overdue for repairs with a large splintered hole in its hull.  This area also features several large baskets used for collecting shellfish.

The missing boats have been taken by mercenaries to search for hidden lairs along the coast.  The remaining boat was damaged by the villagers themselves, to stop the mercenaries taking it.  They can always fix it if they need to.  A DC 15 Profession (sailor), Profession (fisherman) or similar check, or anyone who owns lands and thus might have some experience with administration, notices that two boats, while enough to help feed the village, isn’t much compared to most fishing villages, who rely on selling fish to survive.  They may also note that, despite the nets and baskets, the boat that remains is styled like a river boat, designed to transport large amounts of cargo in calm water, rather than the more robust pattern of a true fishing boat.
h) Granny Nutmeg’s little shed
This is a ramshackle structure located up the hill just outside town.  It is guarded by two townsfolk at all times, ‘to protect poor granny from being disturbed’, and to make sure no one else ‘comes down poorly like poor granny’.  This unusual kind‑spiritedness is explained by the fact that Granny Nutmeg does not exist.  This is in fact the site of the village still.  The complicated barrel and tubing operation contained inside is quite smelly, and produces a very potent but quite horrible tasting cross between ale and vodka, known locally as ‘nut cider’.  
i) Uncle Rilbar’s Pony Farm

This farm, half concealed beneath the trees, holds a few villagers and some 30 pack ponies.  Uncle Rilbar himself has been taken by the mercenaries as a hostage.

If the PCs have abandoned or ignored the inn for any reason, Granny Nutmeg’s shed or the pony farm make good out-of-the-way locations for the villagers to try and get in touch.

Development:  If the PCs go to the Inn, then go to Encounter 4: Evening at the Inn.  If the PCs go through the trapdoor behind the fountain, go to Encounter 6: The Water Passages.  At some point before night settles in, and preferably when the PCs are in or or near the inn, Encounter 5: The Inn is attacked will take place.  It may be worth reminding the players that at some point their characters may need to rest.  In any event, Encounter 7: The Execution, will occur the following morning.  
Encounter 4: Evening at the Inn
The inn gets more and more crowded as the evening wears on.  Threatened by armed soldiers at every turn, the villagers gather here as a temporary respite from their troubles, and for the illusion of normality that it provides. Read aloud or paraphrase the following:
The inn is made up of a new timber frame built onto an old ruined stone building.  The windows and door are small and the building looks cramped, but cosy.  The barred shutters glow with warm firelight and constant murmur of chatter flows under the thick wooden door.
If the PCs enter, continue:
The inn is smaller than it looks from outside, thick walls and generous beams making the interior cramped, if cosy.  Nearest the door is a small sharp-faced man in a ragged red cap.  In the middle of the room a large muscular man with wild straggled hair nurses a drink, his back to the door.  Against one wall and young man and woman sit, absorbed in a game involving small counters and peppercorns.  A young lady lounges against the wall nearby, her long smock smeared with half-a-dozen grubby colours.  At the far end of the room, a long bar of heavy oak is supported by four ancient cask barrels, stained with age.  The bar separates a sleepy-looking older man with a fine blue tunic and thick calloused fingers from the tapped barrels.  These are guarded by a frowning heavy-set barman with thick arms and short black hair.  A crackling fire burns in the hearth, two solid logs glowing cherry red play host to tightly wound bundles of scrub-wood and bracken.  A single door at the back leads to somewhere that produces a strong smell of stew.
Inside the inn is small, and crowded, but welcoming.  While the villagers are hardly in the mood to trust strangers, the close confines of the common room make ignoring the PCs almost impossible, and their usual habits will overrule any inclination to be openly unwelcoming.  (See appendix 2)
The mood in the room is tense.  While the mercenaries have not openly moved against the village, the implied threat is that any move by villagers to resist their presence will result in annihilation.  The villagers are likely to see the PCs as a source of hope, that some kind of outside rescue is possible.  Equally, they fear that any move against the mercenaries by themselves or the PCs will result in disaster.  While pleased that the PCs are here, many villagers would prefer to pretend that nothing much is wrong, less because they really believe it than because it’s their only hope for survival.
The villagers’ reaction to the PCs will depend very much on how they behave.  Imperious and military PCs will be given short shrift, mentally lumped in with the mercenaries as unreasonable and unreachable.  While the villagers would dearly like someone to strike a blow against the mercenaries, they don’t want to do anything that would attract retaliation.  From the PCs’ point of view they are likely to be friendly but annoyingly non-committal.
The PCs should be able to find out about the village, the situation with the mercenaries, and general background.  More importantly, the villagers make up their minds about the PCs.  Should the PCs make a very bad impression, their mission may become much more difficult.

On the evening the PCs arrive there are the following NPCs in the inn.  If a crisis occurs the place will be packed, while in the middle of the night the place will be almost empty.

The following NPCs will be present, and are listed in the same order as they are in the description.  Feel free to add more as necessary.

Carwann
General handyman/fisherman; his boat has been appropriated by the mercenaries.  He’s secretly more than a little humiliated by this, but is pretending not to be.  He’s very sympathetic to the PCs, but doesn’t want to do anything that will put himself in any kind of danger.  Several people have already ‘mysteriously disappeared’ (because of Iridni, see encounter 5) and although he doesn’t know what happened to them, he figures that if he doesn’t do anything he won’t be next.
Llarnaster the Ropemaker
This man is drunk, as he is most nights. He is happy to take risks to aid the PCs, but will be of little practical use until he is sober.  He is also the village priest, a lay preacher of Joramy, a fact people have been keeping quiet to avoid arrest by the mercenaries.  People don’t have much respect for him in any case, and are unlikely to follow his lead. He blames this on the poor reputation of his rope
, made from inferior local materials.  He will cooperate fully with any member of the Church of Joramy, although he will at first be terrified they’ve come to discipline him.
He knows that the mercenaries have taken the Vorbin the mayor, Rilbar the pony farmer, and Petronis the trader as hostages, and that several other people have mysteriously gone missing.  He feels hopeless and defeated about the whole thing, and will agree to anything the PCs say without argument.  He really wants to be able to do something about the situation and agrees to any plan the PCs put to him, whether practical or not.

Betsy

Betsy is very impressed with the PCs, particularly handsome male ones.  She has a phobia about hairy feet and does not touch halflings.  She recently (an hour ago) saw a hooded figure dragging a large sack, disappear behind the town fountain.  She doesn’t know where they could have gone, but that won’t stop her speculating.
Karn
This large weather-beaten man drinks alone.  He cares mainly about his chickens, which he reckons are ‘savage creatures, capable of shredding a man down to his bones’.  He’s happy to openly oppose and fight against the mercenaries, but reckons the time isn’t yet right.  His chickens will tell him when, and then their dark wings will bring bloody vengeance upon the transgressors.  He is widely regarded as mad, but harmless.
Tostig
Tostig is the owner and bouncer of the inn, as well as the barman.  He is a former associate of Silver Tilva and one of the few who knows where her lair is.  He will be suspicious of the PCs as either troublemakers or spies.  However, he is more worried about getting Tilva’s book out of the village before the mercenaries find it.  He tries to find out what the PCs motives are, and whether they can be trusted, all without breaking the village code and actually asking them who they are or what they intend to do (see appendix 2).  He talks to the PCs about the village, warn them against starting any trouble with the mercenaries, or trying to find where the hostages are kept, and suggest they stay the night at his inn (where he can keep an eye on them).  He intends to discuss the PCs with his wife and some other villagers, and decide in the morning whether or not to trust them.  He doesn’t appear to like the PCs, partly because he doesn’t want to have to trust them, partly because he believes his air of general hostility keeps him safer from arrest.
Tostig is well respected as the husband of Mynn, and will take to directing the villagers in the event of a crisis.

Mynn
Mynn is the cook, and Tostig’s wife.  She spends almost all her time in the kitchen, with Betsy actually serving the food, if the PCs order any.  She does a good roast rabbit, but with no guests expected, all she has ready is stew, the smell of which will be apparent from the common room.  She’s outwardly shy with strangers, and says little, but she’s keen to hear about the PCs and their exploits.  She also knows about Silver Tilva and her lair, but does not mention this connection unless the PCs take advantage of the relative privacy of the kitchen to make a very good case.  She doesn’t tell them where the lair is until morning, as she wants to discuss the PCs with her fellow villagers (without them being present).  Mynn is the most respected person in the village, and if the PCs convince her, the rest of the village almost certainly falls into line (as happens in encounter 8).
Abby and Abner

These two youths are close cousins, and have grown up together.  While this would normally rule out a prospective marriage between them, this is a remote rural area, and such niceties are not always observed.  Marriage between them has been openly suggested, and this has introduced a certain tension between them where previously they had seen each other more as siblings than potential lovers.  They’ve taken to jokey flirtation in public, to mask their unease.

They are presently playing a few gambling games, wagering a fortune in peppercorns, dares, and promises they don’t intend to keep.  They are happy to include entertaining PCs in their games.  They don’t have any money, but will happily gamble information, kisses, dares, etc.   They are trying to actively ignore the whole mercenary situation.  They know that Tostig, Mynn and Petronis all knew Silver Tilva, but won’t give up that information free.  
They are aware that people have been disappearing, but prefer to think that they’ve run away rather than been captured.  

Diplomacy checks are useful, but only in a limited fashion.  The villagers are, except where noted, already friendly towards the PCs.  They aren’t being more helpful because they fear the consequences for themselves and their loved ones, and will need good reasons as well as a diplomatic approach to overcome their fears.
The villagers react quite badly to having magical effects used on them, Not only do they have the usual superstitious fear of magic, but also worry that such will have lasting effects that might be detected upon the mercenaries’ return.

The rabbit stew is very strange.  Tender rabbit and thick meaty gravy has been flavoured with a random assortment of onion, thyme, paprika, whole vanilla pods, cardamom, nutmeg, chilli, generous handfuls of saffron, and half a dozen other spices, the proportions of which varies from bowl to bowl.  The result is somewhat random, and tastes very little like rabbit.  A DC 10 Knowledge (Geography
) check will reveal that none of these flavourings are native to Onnwal.
The bar serves nut cider (a sugary local spirit), and Ahlissan brandy.  There is no beer, as it has been confiscated by the mercenaries.  Both drinks are served by the pint in crude clay mugs, and cost 4cp.  PCs questioning getting pints of fine brandy in a clay mug will get told that there ‘isn’t much call for that stuff around here’.  As it happens the villagers have well over 100 barrels of brandy stored in and around the village, leftover from previous visitors who never returned (see appendix 1), and are now heartily sick of the stuff.
The impression that the PCs make in this scene is important.  If the villagers gain a good impression of the PCs, Tostig will offer them a room for the night, and the villagers will be favourably disposed towards them when they discuss the PCs the next morning.  A poor impression will leave the villagers unconvinced that the PCs or their mission will help the village, and leave them reluctant to help.  Barman will let the PCs stay, if they ask, but won’t suggest it.  If they make a very bad impression, then they will have to find their own shelter for the night.

Tostig’s ‘room for the night’ is a cellar room, only partly underground, accessible by a secret door set into one of old large wine casks.  It is spacious, comfortable, and costs 5sp for the party for the night.  Events in the main room are audible from the secret room, and vice versa, so Tostig will caution them not to make too much noise.  He has no other rooms to offer the PCs.



Development: The Inn will be attacked at some point before night sets in (see Encounter 5: The Inn is Attacked).  The ideal time for this is when the PCs are at the inn, after they have had a chance to talk to most or all of the NPCs.  The PCs may also leave to explore the rest of the town (see encounter 3: Arrival at Corbrinn).  In any event, Encounter 7: The Execution, takes place the following morning.  PCs favoured enough to be spending the night at the inn will be warned in the morning, early enough to allow them to prepare.
Encounter 5: The Inn is attacked

Frustrated by lack of progress, and blaming it on the incompetence of their fellows, a small group of mercenaries start abducting ‘community leaders’ for interrogation.  Tostig the barman is their next target.  What this encounter looks like depends greatly on where the PCs are at the time

The attack takes place in late evening, about a half hour before many of the villagers (and possibly the PCs) leave the common room and go to bed.  If the PCs are not there, then the smoke caused by the mercenaries’ entrance will be visible from most of the village.

The mercenaries storm the inn, start aggressively questioning people, and eventually snatch Tostig.  They will attack anyone who stands in their way, counting more on shock than speed.  They are hoping to provoke some kind of response.  If the PCs do not intervene, they will meet no real opposition, and after a certain amount of trying to threaten the villagers into fighting back, they will take Barman back to Vorbin’s house, and question him there.



The central figure is a hulking half-orc, the gleam of his sharp eyes belying his scarred and brutish exterior.  A dented but polished breastplate covers studded leather sleeves and leggings, while his heavily notched greatsword gleams with well-honed sharpness.  He is flanked by two soldiers, each dressed in breastplate over a red surcoat, and each holding a halberd with practiced ease.
The two soldiers are Kashandin and Kobastin.  The half-orc is an illusion cast by Brunheera, hiding near the door.

APL 2 (EL 4)


Brunheera: female human wizard1; hp 4; Appendix 1. 


Koshandin: male human marshal2; hp 14; Appendix 1. 


Kobastin: male human marshal1/fighter1; hp 15; Appendix 1. 

APL 4 (EL 6)


Brunheera: female human wizard3; hp 11; Appendix 1. 


Koshandin: male human marshal2/fighter1; hp 22; Appendix 1. 


Kobastin: male human marshal2/fighter1; hp 22; Appendix 1. 

APL 6 (EL 8)


Brunheera: female human wizard5; hp 20; Appendix 1. 


Koshandin: male human marshal3/fighter2; hp 38; Appendix 1. 


Kobastin: male human marshal3/fighter2; hp 38; Appendix 1. 

APL 8 (EL 10)


Brunheera: female human wizard7; hp 28; Appendix 1. 


Koshandin: male human marshal4/fighter1/ranger2; hp 50; Appendix 1. 


Kobastin: male human marshal4/fighter1/ranger2; hp 50; Appendix 1. 

APL 10 (EL 12)


Brunheera: female human wizard9; hp 69; Appendix 1. 


Koshandin: male human marshal3/fighter4/ranger2; hp 69; Appendix 1. 


Kobastin: male human marshal3/fighter4/ranger2; hp 69; Appendix 1. 



Tactics: The two fighters intend to advance quickly to the inn and then burst in through the windows, while the wizard stands behind the door and opens it to allow her illusion to enter.  The illusion, created with the silent image spell, is of a mighty half-orc commander. 
(Will DC 13 at APL 2 and 4, DC 14 at APL 6, 8 and 10 to disbelieve if interacted with) The two fighters will then take up flanking positions next to the illusion, and call upon the inn folk to surrender, seemingly speaking on behalf of their ‘leader’.  Should a fight start, they will immediately create a smoke screen (fighters throw smoke sticks at APL 2, the wizard uses her eversmoking bottle at APL 4+), thus gaining partial concealment at 5’, and total concealment beyond that, and then try and flank individuals in the confusion
. The wizard will try and avoid killing villagers, concentrating on debilitating spells and trying to pick off troublesome PCs.  

One of the mercenaries has a crude map of the village, showing the location of the trapdoor from the fountain court to encounter 5, and the words at night underlined.  It’s a map of where Iridni was sent.  They don’t know what’s happened to her, since as far as they know she hasn’t returned.  They were planning to check it out if Tostig hadn’t been at home.  

Should the PCs seem reluctant to intervene Mynn is on hand to promise to tell the PCs ‘everything she knows’ if they will save her husband.  

Development: Should the mercenaries succeed, Tostig is interrogated and beaten for much of the night before joining the prisoners for execution in the morning.  

Should any of the mercenaries engage in combat with the PCs and subsequently escape, then the mercenaries will be on the lookout for them in future, and encounter 7 should be altered accordingly.

Should the PCs rescue Tostig, then the villagers are more likely to believe that their present course of trying to ignore the mercenaries will not succeed, and that the PCs are capable of helping out.  They discuss the matter of the PCs
 overnight and come to a decision in the morning.

Encounter 6: The Water Passages

This encounter covers what happens should the PCs descend through the trapdoor in the fountain court, encounter 3. The trapdoor leads to the village’s disused water passage, a small underground tunnel containing water pipes.   This area is entirely dark.  Assuming a light source, read aloud or paraphrase the following:

The narrow ladder ends after ten feet in small cramped passageway. The tunnel is just under five feet high and about three feet wide. This narrow space is made smaller still by the presence of a thick pipe resting on the floor, and running as far as the eye can see. The pipe is made of short clay sections joined by thick wrappings of cloth and rag, sealed with a mixture of wax and tallow [animal fat].  The walls are made of irregular clay bricks thinner than roofing tiles, haphazardly spaced leaving regular gaps, while the ceiling is a mix of wooden planks, large stones, and on occasion, loose earth.  

The tunnel, and the pipe it holds, used to run from the fountain up to a small lake in the hills.  The pipe is in a tunnel because in the normal course of events it would need to be repaired every week or so with fresh wrappings of rag and candle fat. The tunnel is not particularly well built, or well made, and several collapses mean that the tunnel now doesn’t reach much beyond the village itself.  The many branchings of the tunnel are due to the need for other access tunnels, mistakes in construction, and the possibility of hiding smuggled goods somewhere they were unlikely to be found.
Because of the plentiful supply of fat, the tunnel boasts a vast and thriving colony of rats, their own burrows easily visible in the floors walls and ceiling with even a cursory check (DC 5 Search check).
Iridni originally came down here hoping to find Tilva’s lair.  She has instead found a safe place to base herself, and to indulge her passion for experimenting with the undead, animating the corpses of those villagers who have disappeared. While she cares nothing for the sensibilities of the villagers, she guesses that should her experiments be discovered by her fellow mercenaries, she might be ordered to curtail them.  

Undead are stationed in the tunnels at locations marked with an X
, and will attack anyone they see. Should Iridni hear the PCs coming, she moves to the attack.
Ahead in the narrow passageway, there stands a villager, her head lolling to one side, her stance curiously uneven.  She is dressed as neatly as those in the village above, but her deathly pallor, slack features, unfocussed eyes and shambling gait reveal her to be a corpse animated in a foul parody of life.  Her flesh bears the stiching and odd bulges of extensive surgery, and the unholy energy that suffuses her pallid flesh seems to suck the light and heat out of the very air itself.


APL 2 (EL 5)


Iridni: female human cleric3; hp 21; Appendix 1. 


Enhanced zombies (3): mixed enhanced zombies; hp 25; Appendix 1. 

APL 4 (EL 7)


Iridni: female human cleric5; hp 35; Appendix 1. 


Enhanced zombies (7): mixed enhanced zombies; hp 25; Appendix 1.  

APL 6 (EL 9)


Iridni: female human cleric7; hp 49; Appendix 1. 


Enhanced zombies (11): mixed enhanced zombies; hp 25; Appendix 1.  

APL 8 (EL 11)


Iridni: female human cleric3/wizard3/true necromancer4; hp 75; Appendix 1. 


Enhanced zombies (6): mixed enhanced zombies; hp 25; Appendix 1.  


Enhanced ghouls (4): mixed enhanced ghouls; hp 22; Appendix 1


Enhanced spellstiched ghouls (2): mixed enhanced spellstiched ghouls; hp 22; Appendix 1
APL 10 (EL 13)


Iridni: female human cleric3/wizard3/True necromancer6; hp 66; Appendix 1. 


Enhanced zombies (6): mixed enhanced zombies; hp 25; Appendix 1.  


Enhanced ghouls (4): mixed enhanced ghouls; hp 22; Appendix 1


Enhanced spellstiched ghouls (2): mixed enhanced spellstiched ghouls; hp 22; Appendix 1


Enhanced mummies (4): mixed enhanced mummies; hp 91; Appendix 1



Iridni will send the undead in first, preferring to hide her presence and cast enhancement spells on herself and her minions.  She will stick with low level spells (1-3) at first, until it becomes obvious the PCs are a real threat.  

The water passages do not ultimately lead anywhere.
  Amongst the twists and turns PCs can find a primitive sleeping area, some necromantic supplies, a bloodstained area for preparing corpses, a meagre store of iron rations, and a scroll (see player handout 3).  Six bodies of villagers can be found stashed at various points, but nothing else of interest remains.


Development: Once Iridni is defeated, the PCs are free to continue with their exploration of the town (Encounter 3: Arrival at Corbrinn), or to go back to the inn (Encouter 4: Evening at the Inn).  Bringing evidence of what they have found to the attention of the villagers will cause them to regard the mercenary force with horror, and encourage a more favourable reaction towards the PCs. (See Enocunter 7: Execution for details)
Encounter 7: Execution

At dawn, the mercenaries act upon a new plan.  Alerted to the presence of armed resistance in the shape of the PCs, and frustrated by lack of progress, they decide to publicly execute their prisoners.  Unbeknownst to them, one of their intended victims is Silver’s old secret contact with the Wreckers, Petronis Vult.
Some of the villagers, after many discussions last night behind closed doors, are well aware that the Silver Tilva’s lieutenant is about to be executed, and have decided that the PCs are his best chance of rescue.  What exactly they tell the PCs will depend on how good an impression the PCs have made on Tostig and Mynn, and the villagers in general.  



Positive points:

· Helping villagers with their troubles

· Rescuing Tostig from his attackers

· Solving the mystery of the disappearances (finding the bodies in the water-passages, and telling the villagers what they found)
Negative points:

· PCs have been rude or hostile to villagers
· PCs have damaged buildings or property

· PCs have deliberately tried to get the villagers and mercenaries to fight one another.
· Villagers have been badly hurt or killed as a result of PC actions

These are merely suggestions, so use your own judgement.
If the PCs have made a poor impression (at least two more negative than positive points), a few villagers ask them, grudgingly, to help.  They don’t say why the prisoners are important, merely that they will tell the PCs what they need to know if they are all rescued alive.  Meanwhile, at least one villager, bearing a grudge, gives the mercenaries a fair description of the PCs in return for a promise of immunity for their family in any upcoming trouble.  The mercenaries are well aware of who the PCs are, have all appropriate spells pre-cast and attempt to surprise them with a sudden attack.  The mercenaries get +5 on Spot and other relevant checks to see through disguises or locate them in the crowd.  At DM’s option, a single PC whom the villager would have particular cause to dislike may have been described as the leader, and thus attract more attacks in the first round.
If the PCs have made a neutral impression (as many positive as negative points, or a difference of one either way), a few villagers see this as their chance to see what the PCs are made of.  They ask the PCs to help, and promise full cooperation, including some kind of distraction, if the prisoners are rescued.  The mercenaries are aware of some form of armed resistance, and have pre-cast spells that have more than a half an hour duration, but do not know what the PCs look like, or how many of them there are.  They watch for anyone casting spells, drawing weapons, or otherwise preparing to attack, and if they see such, immediately launch an attack.  There is insufficient coordination for the mercenaries to get a surprise round.
If the PCs have made a good impression (at least two more positive than negative points), the villagers have all been told of the plan to rescue the prisoners, and the PCs are given active assistance to hide in the crowd.  Villagers subtly move aside to let them pass, block lines of sight with large baskets or domestic animals, and shout loud arguments at each other to mask the sound of spellcasting.  The mercenaries are expecting an attack, but do not know from what quarter.  They get -5 to all Spot and other relevant checks to notice the PCs in crowd spellcasting, drawing weapons or otherwise preparing an attack.  PCs being reasonably stealthy could gain a surprise round versus the mercenaries.
Once you have determined the situation, read aloud or paraphrase the following:

The morning is bright, and clear, with a stiff wind blowing in.  A crowd has gathered in the water meadow, between the old temple and the millstream, brought sullenly by a rumour that none wish to believe.  It seems as if the entire village has turned up to witness. Anticipating a wait, many have brought their morning tasks and tools, or livestock that can not be left neglected. The result is a dense crowd, a wild haired man holding a scythe and surrounded by a mass of clucking chickens rubbing shoulders with a grandmother, perched on an upturned berry-basket, knitting a shawl.  A tired-looking pinch-faced man works on ravelling the end of a rope, shooing small children and hungry goats alike from the dangling loops.  Nearer the back, two young ladies, one still wearing her apron, weave flowers into the hair of a young man who sits on the ground with self-conscious embarrassment.  Beside them, two men of older years are continuing what sounds like a long-running discussion on the preservation of fish. 

Without some warning from the villagers, the PCs arrive only a minute or so before the mercenaries do.  At the sight of the mercenary group, leading three prisoners, and carrying a frame from which dangle three nooses, a groan comes up from the crowd.  As they arrive, the mercenaries take up their positions
 (see monster description for details). From this point the PCs have 15 minutes until the gibbet is set up, a speech is made on the futility of resistance and the benefits of cooperation, and the three prisoners are hanged.  The mercenaries are staging this event to try and flush out resistance, in the belief that anyone with the strength to oppose them will be a good lead on the logbook that they seek.  They look out for any sign of resistance.  If they see anyone preparing weapons or casting spells, they launch their attack.
Once a fight breaks out, things become complicated. 
 The mercenaries, only have a thin idea of which people are the enemy, fight indiscriminately, hacking at anyone who gets in their way, and caring little for collateral damage.  Under threat, and hemmed in on all sides, the villagers panic, their good or bad intentions towards the PCs forgotten as the crowd surges back and forth, trampling the unfortunate underfoot.  

There are well over 120 villagers.  Rather than representing them with individual models, the crowd occupies the area of the square.  



The following rules apply to anyone caught up in the crowd:

· All creatures count as having cover (+4 AC, not subject to attacks of opportunity, etc.)
· Every square counts as difficult ground, halving all movement.
· Mass area effect spells prove remarkably effective in clearing the area, but the carnage may be terrible.  Unless a spell or effect actively removed the bodies, the movement penalty remains whether the villagers are alive or dead. Additionally, randomly killing villagers is an evil act for the PCs.
As well as the mercenaries and the PCs, the villager Karn and his chickens, caught up in the panic, fight whomever of the PCs or the mercenaries come within reach.
Karn
This man has been spoiling for a fight ever since the mercenaries arrived, and not knowing exactly who the mercenaries are or what’s going on isn’t going to stop him.  He assumes anyone who has been actively fighting must be a mercenary, and moves towards them and attack them.  Given a choice of targets, he attacks one at random each round.  He doesn’t attack anyone he knows, either those who have spent time with him, or anyone from the village.
Chickens

The chickens count as a rat swarm (Monster Manual p.239) in all respects save that they do no damage, and not cause disease.  They attack anyone fighting, moving so as to cover the most number of combatants.  
The following buildings need special attention.  Rules given here are suggestions, and DMs should adapt them to the precise situation.
Church of Joramy (disused)

This building is a solid wooden structure.  The doors and windows have all been boarded shut.  The roof has a wall a foot high running around it, which can provide cover to prone characters only.

A large and precarious stack of water barrels stand against one wall.  This stack can be pushed over.  Amongst the barrels are hidden brandy casks.  Should the stack be destroyed a highly flammable mixture of brandy and water is released 10’ in all directions from the pile.  If violently destroyed, this sprays everyone within 10’ of the pile.  A Reflex save can be made to avoid this effect. The DC is 14 or the save DC of the magical effect that destroyed the pile (if any), whichever is higher.
Wooden cask: 1/4 in. thick; hardness 2; hp 3; AC 5; Break DC 10
Burning brandy will do 1d6 damage per round of exposure.  Anyone sprayed or otherwise covered in the mix (such as by becoming prone in a large puddle) is treated as if struck by alchemist’s fire (Player’s Handbook p128).
If the church catches fire the rotten timbers burn very quickly, with the entire roof catching in a matter of rounds, as brandy casks hidden in the rafters burst and spread flammable liquid around the interior.  The roof burns for about 5 minutes before the heavy burning timbers give way and collapse, easily punching through the flimsy tiled floor and into the 100 casks of brandy hidden below.  The resultant explosion utterly destroys the church, and damage neighbouring buildings as well as setting them on fire.  Small pieces of tile will be found as far as a quarter of a mile away. It is unlikely the PCs will still be near enough to be hurt by this, and the villagers will have long since moved away.

The Houses

The houses’ tiled roofs are sloping, and as such are harder to use as a vantage point than the church.  Anyone moving or taking a standard action on the roof risks slipping (DC 10 Balance check or fall prone, all squares count as balancing on a precarious surface).  People positioned behind the peak of the roof have cover to the crowd below.
Both houses are locked (Open Lock DC 15).  The locks can be easily broken, as can the doors, but the damage will be clearly visible, and the mercenaries may become forewarned as a result.

Wooden Door : 1 in. thick; hardness 5; hp 10; AC 5; Break DC 15.
The Soil Wagon

The light wagon is filled with manure collected from various animal pens for use as fertilizer.  It is full, and awaiting transport, and has been parked against the one of the houses.  Light PCs may be able to leap lightly on top of the pile, but heavy PCs are likely to sink into it.  A Balance check DC 4 with a penalty of -1 per 10lbs of weight is required to avoid sinking in.
Wooden Wagon frame: 1 in. thick; hardness 5; hp 10; AC 5; Break DC 18.
Wooden Wagon sides: 1/4 in. thick; hardness 2; hp 3; AC 5; Break DC 10.
If the either side of the wagon is breached, the entire side gives way, burying the two squares on that side six feet deep in manure.  Making a DC 14 reflex save will allow those occupying the square to move to a neighbouring square to avoid being buried.  Anyone sinking into the pile, or buried beneath it, is entangled and cannot move from that square until they can struggle out (a standard action and a DC 5 Strength check). PCs completely buried in manure must also hold their breath or risk suffocating. Use the drowning rules on page 304 of the DMG as a guide.
The Ox Cart

Bernard 
the Ox and his sturdy cart stand here, largely because the ox drover got very drunk last night and still hasn’t woken up.  The cart is filled with large loose stones, gathered to use in repairs. There isn’t much room to hide in the cart, enough to give full or half cover to one Medium or two Small creatures, although this could be doubled if most of the stones were removed.  A DC 10 Handle Animal check is needed to get Bernard moving, which he will do, pulling the cart at a slow plod (20 feet per round).  In absence of any useful instructions he will short-sightedly approach each exit in turn, until he finds one that isn’t blocked, and then leave.  Getting him to do anything else requires 
a DC 20 Handle Animal check.  If hurt or badly frightened, Bernice moves at double speed straight for the nearest exit, trampling anything in his path.  Anyone in the path of the cart can take an attack of opportunity on Bernice or anyone in the cart, or make a DC 10 Reflex save to move to a nearby square out of his path.  If the save is failed or not taken, the cart does 1d6 bludgeoning damage.  
Wooden Cart : 1 in. thick; hardness 5; hp 10; AC 5; Break DC 18.
The Gallows

The gallows are brought by the mercenaries along with the prisoners, and swiftly set up.  Two large poles are rammed into place, the crossbeam lashed to the top, and the nooses arranged in a row, with a box under one for the prisoners to stand on.  The mercenaries will take their time, since they are hoping to provoke a reaction that they can fight.  

Rope Noose: 1 in. thick; 
hp 8; AC 5; Break DC 18.

Wooden Frame: 1 in. thick; hardness 5; hp 10; AC 5; Break DC 18.
Wooden Boxes: 1/4 in. thick; hardness 2; hp 3; AC 5; Break DC 10.
All APLs 


Karn: male human commoner1; hp 4; Appendix 1. 


Chicken swarm: Swarm of chicken; hp 13
; Appendix 1. 

APL 2 (EL 5)


Kierlana: female human bard2; hp 11; Appendix 1. 


Kurgan: male human cleric1; hp 14; Appendix 1. 


Resquil: male human rogue1; hp 5; Appendix 1. 


Soldiers (2): mixed human warrior1; hp 10; Appendix 1. 



Briach ‘The Blessed’ : male human barbarian1; hp 10; Appendix 1. 

APL 4 (EL 7)


Kierlana: female human bard2; hp 11; Appendix 1. 


Kurgan: male human cleric1; hp 14; Appendix 1. 


Resquil & Doranth: male human rogue1; hp 5; Appendix 1. 


Soldiers (4): mixed human warrior1; hp 10; Appendix 1. 



Briach ‘The Blessed’: male human barbarian2; hp 20; Appendix 1. 


Reydrich: male human bard4; hp 22; Appendix 1. 

APL 6 (EL 9)


Kierlana: female human bard2; hp 11; Appendix 1. 


Kurgan: male human cleric3; hp 27; Appendix 1. 


Resquil & Doranth: male human rogue3; hp 13; Appendix 1. 


Soldiers (5): mixed human fighter1; hp 11; Appendix 1. 



Briach ‘The Blessed’: male human barbarian3/marshal2; hp 44; Appendix 1. 


Reydrich: male human bard4; hp 22; Appendix 1. 

APL 8 (EL 11)


Kierlana: female human bard2; hp 11; Appendix 1. 


Kurgan: male human cleric5; hp 43; Appendix 1. 


Resquil & Doranth: male human rogue5; hp 27; Appendix 1. 


Soldiers (4): mixed human fighter2; hp 20; Appendix 1. 



Briach ‘The Blessed’: male human barbarian1/marshal2/fighter4; hp 65; Appendix 1. 


Reydrich: male human bard6; hp 39; Appendix 1. 

APL 10 (EL 13)


Kierlana: female human bard2; hp 11; Appendix 1. 


Kurgan: male human cleric7; hp 59; Appendix 1. 


Resquil & Doranth: male human rogue5; hp 27; Appendix 1. 


Soldiers (4): mixed human fighter4; hp 34; Appendix 1. 



Briach ‘The Blessed’: male human barbarian1/marshal2/fighter4; hp 65; Appendix 1. 


Reydrich: male human bard8; hp 64; Appendix 1. 

Tactics:  The mercenaries are ready for a fight.  Resquil, Doranth and Kierlana are hiding on the roofs of the houses, while Reydrich is on the roof of the church.  Kurgan is hidden in the crowd near the front.  Briach and half of the soldiers conduct the execution, setting up the gallows and making  a speech to the crowd, while the other soldiers are stationed at the rear of the crowd, boxing them in. 


Kierlana opens up with her pipes of the sewers, summoning a rat swarm from the water passages to arrive within a single round.  She directs the swarm at any spellcasters she can see.  If she runs out of swarms, she will switch to spells or her bow.  Her bard song does not stack with that of other friendly bards.


The rogues stay on the roof as long as they have useful targets, but descend if a good opportunity presents itself.  Reydrich uses singing and spellcasting from his perch on the church roof, staying prone to sing and cast spells but eventually standing to gain a better view, and fire his bow.

Briach, Kurgan and the soldiers strive to engage the PCs, ganging up on vulnerable targets or those separated from the group.  They consider their own prisoners worthless and happily let them escape if they can capture one or more PCs in the process.
Development:  Irrespective of the outcome, the general panic continues for at least a few minutes.

If the PCs win, and Petronius is rescued, he will at first prove unwilling to tell the PCs anything.  Mynn has a quick talk with him, leaving no illusions as to which of them is really in charge.  

Tostig calms the villagers down.  However, the villagers do not disperse, but instead move their general shouting and disruption towards the other half of the village, drawing whatever mercenaries might be attracted by the battle away from the Mill. Tostig will explain to the PCs that there is no time to be lost.  After this open display of defiance the remaining mercenaries will regroup and most likely exterminate the village.  They will arrange to distract the mercenaries for as long as they safely can (less than an hour), and then evacuate.  He will arrange for the PCs to be met at the Mill
 by 20 assorted villagers and Mynn. Mynn orders them
 to clear access to the trapdoor to Tilva’s lair (see encounter 8).  This will take about ten minutes.  

Mynn makes it clear to the PCs that their priority is to get whatever the mercenaries are after away from the village. She tells them that she will send someone to guide them directly out of the village as soon as they emerge (see Encounter 9: Confusion). The villagers will keep up the disorder and confusion for as long as they can and then disperse into the surrounding countryside, leaving a hundred different trails. She believes this will give them at least a day’s head start, which should be enough to avoid pursuit. 

If Petronis dies, then Mynn may still reveal to them the location of Tilva’s lair, depending on their conduct throughout the adventure.


PCs who slaughter villagers wholesale in their desire to kill the mercenaries find the villagers abandoning them, taking Petronis with them if they can. Without the help of either Petronis or the villagers, the PCs are unlikely to find Tilva’s lair before Saaluish finds the rutter and leaves, with the mercenaries eventually following, and thus fail in their mission. On top of that, you should record the evil act of killing the villagers on their ARs.
Encounter 8: Tilva’s sunken Lair
Tilva’s Lair can be reached from the Mill, via a trapdoor and tunnel. The trapdoor is hidden under a large pile of spoiled grain, barrels and sacking.  The pile takes at least an hour for 6 people , or 10 minutes with the active cooperation of 20 or so villagers, who are well practiced at this kind of manoeuvre. 

The trapdoor leads to a tunnel, low, earthen hand dug by an inexpert craftsman (Silver Tilva), and shorn up by random bits of driftwood and cargo casing.

Alternatively, a second entrance exists via a tunnel that exits under the waterline in the bay.  Until the time of the execution, this tunnel had partly collapsed, disguising it from all but the most diligent searchers (DC 10 search check in the right square at the bottom of the bay) few of whom venture deep underwater.

When the PCs enter into the tunnel, read aloud or paraphrase the following:

The tunnel is small and cramped, burrowing in a crooked line through the damp earth.  The walls and ceiling are braced with driftwood, old spars, broken oars, and pieces of packing crate.  Only the floor is flat, as if rolled smooth by countless heavy weights.
The tunnel stays up more from trial and error than design, and anyone making a DC 15 Craft (carpentry) check or a DC 10 Knowledge (architecture & engineering) check realizes that the tunnel could give way at any moment, and certainly wouldn’t survive any kind of shock.  

As it happens, any violent motion against the wall, is rewarded with a pile of soil coming down.  Doing so continuously for more than two rounds or using area-effect damaging spells causes a collapse, blocking the tunnel entirely.  PCs are then faced with the cheery prospect of having to dig their way out.  (There is no risk of this happening in the room beyond which is of sturdier construction.)
The tunnel goes for 40 feet in a roughly straight line, dropping down 10 feet as it does so.    It ends in a rough door, made from an old inn sign nailed to the back panel of a chest of drawers, wrapped around with an old sheepskin.  The door has a simple lock (Open Lock DC 15).  It is backed with rough wool, to prevent drafts and make it a little more soundproof.  
Flimsy Wooden Doors: 1/2 in. thick; hardness 3; hp 10; AC 5; Break DC 12 (unusually flimsy).

How much time and noise the PCs make in the tunnel determines how much warning the Saaluish gets in the room beyond.

The room beyond is a long low chamber, some 50’ square, and about 10’ high.  The ceiling is made of the curved shattered remnant of a ship’s hull, making it noticeably lower in the centre of the room.  The great holes rent in this surface have been stuffed with packing crates and old spars.  The walls are made of barrels and canvas, shorn up with sturdy beams at awkward angles.  The floor is in rather better condition, seemingly made of ship’s decking, and apart from a pronounced and obvious tilt away from the door, seems sound.

Dividing the space in two is a great trench that runs from one wall to the other, splitting the floor in half.  The trench is 15 feet across and falls some 10 feet to water below.  Two small boats moored in the water add to the impression of an indoor canal, but the waterway doesn’t appear to leave the room. A wooden plank near the left hand wall crosses the trench, while to the right a narrow ramp slopes down into the water.  The churning sediment clouding the water suggests there may be some underwater connection between the water in the trench and the nearby sea.

The room is choked with bric-a-brac.  Nearest the door is a large pile of furniture, including two toppled bookcases, half a splintered wardrobe, a rickety table with three legs, and other plunder of dubious value.

The other corners, and most of the far wall, are stacked with piled items of equal provenance, from the mundane to the exotic.  A hat stand of carved sugar maple leans against a brazen idol of a simian creature with eight arms, its face locked in a perpetual leer.  

Saaluish is in this room, searching the piles of junk for documents. If he knows the PCs are coming (a Listen check may alert him, although the wooden door gives him a -5 penalty), he prepares accordingly.  Otherwise they find him searching a large stack of shelves and wardrobes at the far side of the room.
He attacks the PCs on sight.  He would like to keep at least one PC alive for questioning, but isn’t too fussy.  

Terrain
The trench is 15 wide and 25 feet deep, containing 15 feet of water.  

Bric-a-Brac: 1-6 in. thick; hardness 3; hp 10; AC 5; Break DC 13 (on average).  Squares filled with junk cannot be entered by creatures of Small size or larger.  Smaller creatures may gain anything up to total cover.
Wooden Foot Bridge: 1 in. thick; hardness 3; hp 15; AC 5; Break DC X.

Small Wooden Boats:  1 in. thick; hardness 3; hp 15; AC 5; Break DC X

Creatures: Saaluish spends almost all his time underwater.  He is wrapped in a rotting cloak, strewn with seaweed and literally dropping to pieces under the weight of being on dry land.  His flesh is pallid and puffy, dotted with coarse barnacles growing directly on the skin.  His gnarled hands and misshapen feet are webbed.  He is dripping with salt water, leaving a trail of water, salt and slime wherever he goes
.



APL 2 (EL 5)


Saaluish of the Deep: male human druid5; hp 40; Appendix 1. 


Kraken: female crocodile; hp xx; Appendix 1. 

APL 4 (EL 7)


Saaluish of the Deep: male human druid7; hp 63; Appendix 1. 


Kraken: female elasmasaurus; hp 111
; Appendix 1. 

APL 6 (EL 9)


Saaluish of the Deep: male human druid9; hp 11; Appendix 1. 


Kraken: female elasmasaurus; hp 14; Appendix 1. 

APL 8 (EL 11)


Saaluish of the Deep: male human druid11; hp 11; Appendix 1. 


Kraken: female elasmasaurus; hp 14; Appendix 1. 

APL 10 (EL 13)


Saaluish of the Deep: male human druid13; hp 11; Appendix 1. 


Kraken: female elasmasaurus; hp 14; Appendix 1. 

Tactics: Once Saaluish realises the PCs have arrived, he starts casting spells in preparation for combat.  His pet is lurking underwater in the channel, and stays hidden, readying to strike at the first enemy to try and cross the channel, attacking PCs in mid-crossing (in mid-air if possible).  Above APL 2, Kraken can not easily leave the channel, but can attack people standing on either side.
Treasure: If the PCs spend at least ten minutes searching the room thoroughly, they will find Silver Tilva’s rutter, or logbook.

Development: The only obvious way out is back the way the PCs came.  When they emerge from the tunnel, proceed to Encounter 9: Confusion.

Encounter 9: Confusion
After the PCs emerge from the tunnel, a scene of chaos meets their eyes.  The remaining mercenaries have run amok, setting fire to the village.  In the smoke and confusion, the PCs can easily slip away.  


The villagers promised them a guide would be waiting, and true to their word, there is someone waiting. However, there has been a last-minute substitution, and the person waiting is Silver Tilva. 
She has left the guide the villagers provided unconscious in a safe place. She doesn't know exactly how she's going to get her logbook off the PCs, but she's going to try.  


She does not mention her identity to the PCs, introducing herself merely as 'their guide'. She claims she's here to lead them away from the village, so that the slaughter will stop. She'll ask if they were successful, and try and get a look at the logbook, if only to work which PC is carrying it, but she won't press the issue if the PCs are reluctant or suspicious.


If the PCs cooperate, she leads them behind the main row of houses, towards Uncle Rilbar's Pony Farm, and into an ambush. (see below) 


If they insist on staying in the village to fight the mercenaries, she gets very upset. She doesn't want the PCs to stay in the village, or to fight the mercenaries. The entire point of the villagers showing them the hideout was to get the logbook safely away from village so the fighting can stop. If they insist on staying to fight, she suggests she takes the logbook to safety. The last thing she wants is for the logbook to get into danger after the villagers have suffered for so long. She may also suggest that she would be in danger if left alone in the village to make her own way out. If they still insist on fighting, she curses them and run off.  If they follow, then she leads them into the ambush (see below).  If not, she goes to the ambush point and tries to lead her pursuers to the PCs instead.


Silver Tilva knows she is being stalked by agents from the Wreckers, and has left them searching for her nearby.  She attempts to lead or direct the PCs past them, hoping her stalkers will attack them, believing them to be her allies.  Things don’t quite go as planned, however, since her stalkers aren’t exactly where she left them.  Unless the PCs stop her, she will be leading the group, will be the first to come into view, and thus will get shot by the bounty hunter, triggering the combat.




APL 2 (EL 5
)


Silver Tilva: female human rogue 3; hp 22; Appendix 1. 


Gordreth the bounty hunter : male wood elf ranger 1; hp 7; Appendix 1. 


Nasran & Svenser, Wrecker enforcers: male human warrior 1; hp 6; Appendix 1. 


Darmen the Wrecker : male human rogue 1; hp 10; Appendix 1. 

APL 4 (EL 5)


Silver Tilva: female human rogue 3; hp 22; Appendix 1. 


Gordreth the bounty hunter : male wood elf ranger 1; hp 7; Appendix 1. 


Nasran & Svenser, Wrecker enforcers: male human warrior 1; hp 6; Appendix 1. 


Darmen the Wrecker : male human rogue 1; hp 10; Appendix 1. 



APL 6 (EL 5)


Silver Tilva: female human rogue 4; hp 22; Appendix 1. 


Gordreth the bounty hunter : male wood elf ranger 5; hp 7; Appendix 1. 


Nasran & Svenser, Wrecker enforcers: male human rogue 2; hp 6; Appendix 1. 


Darmen the Wrecker : male human rogue 4; hp 10; Appendix 1. 

APL 8 (EL 5)


Silver Tilva: female human rogue 4; hp 22; Appendix 1. 


Gordreth the bounty hunter : male wood elf ranger 6; hp 7; Appendix 1. 


Nasran & Svenser, Wrecker enforcers: male human rogue 3; hp 6; Appendix 1. 


Darmen the Wrecker : male human rogue 5; hp 10; Appendix 1. 

APL 10 (EL 5)


Silver Tilva: female human rogue 4; hp 22; Appendix 1. 


Gordreth the bounty hunter : male wood elf ranger 5; hp 7; Appendix 1. 


Nasran & Svenser, Wrecker enforcers: male human rogue 2; hp 6; Appendix 1. 


Darmen the Wrecker : male human rogue 4; hp 10; Appendix 1. 

Terrain
The Wreckers start in the right hand building, the bounty hunter in the left.  Silver Tilva gets shot halfway between the two.  Both buildings have wide windows that can be jumped through (Jump DC 5) and doors that are unlocked.  Gordreth’s 
building has a back door, outside which he has left his mount (if present at this APL).

Tactics

The Wreckers, led by Darmen are preparing to ambush Silver Tilva.  Gordreth, a bounty hunter hired by someone in House Coriel, beats them to it, hitting her with an arrow from his own ambush point.  The Wreckers assume that the PCs are people who are trying to ‘steal’ Silver Tilva, either allies of hers or trying to kill her.  Their brief is to take her back alive, so they need to stop the PCs either way.  The enforcers leave their building and engage in melee, trying to take the PCs down.  Darmen will provide covering fire from the building.

The Bounty Hunter needs to kill Silver Tilva and bring back proof.  Proof isn’t possible if someone else (a rival assassin!) gets to keep her body.  Gordreth thus concentrates on downing everyone in the fight, regardless of what side they’re on.  He stays in his building as long as he has a good field of fire.

If the PCs manage to stop the fight long enough to persuade the combatants to see reason, they stop fighting and start negotiating, albeit nervously.
 Tilva’s plan relies on everything happening too fast for people to think things through.

Silver Tilva, having been shot at the start of the fight, collapses and plays dead, readying an action to strike anyone who tries to interfere with her or where she is lying. 
This is intended to stop either group making off with her, but as jumpy as she is she also attacks a healer examining or treating her, as this would reveal her deception.  Anyone examining her or interacting with her gets a Sense Motive check opposed by her Bluff check to she that she is faking it.  If she attacks someone who is unaware that she is faking she gets the normal sneak attack for attacking an unaware target.

What she is looking for is a chance to attack the person with her logbook, take him down, and escape in the confusion.  She jumps at the first chance to sneak attack her target. If she doesn’t know which PC has the book, she makes a reasoned guess, but she intends to make her move before the battle starts going decisively one way or the other, or worse still, before the various sides make peace with each other.  If she’s hit, she plays dead again.


Tilva plays dead each time she is hurt, collapsing to the ground as if reduced past 0 hp.  She then tries to surprise someone to get a sneak attack, or leap to her feat for a flanking attack.  Anyone offering her medical attention is likely to be an immediate target. She concentrates her attacks on the PC(s) she thinks are likely to have her log.  

Despite her desperation, Tilva only ever does nonlethal damage.  She doesn’t want to kill people who might in other circumstances be helping her, or leave a trail of bodies that might encourage pursuit. She just wants to get out alive with her book.


The other two factions equally attack the PCs, Tilva and each other. The two factions should make at least one attack on each other early on in the fight, to make it clear that they are not on the same side, before settling for the most convenient targets.  Careful manoeuvring by the PCs may leave the factions fighting each other rather than them, but they will both break off to pursue if Tilva or the PCs attempt to leave the area.


If Gordreth, Darmen
 or Silver Tilva are reduced below 10 hp they surrender, hoping to talk their way out of trouble. Silver Tilva also surrenders if she ends up facing the PCs alone. In a straight fight, without a three way battle, she’s hopelessly outclassed. She would also rather be captured than leave without her logbook, since without it she doesn’t really have a plan, or, she believes, a future.

 

Development:

If the PCs kill everyone, or manage to escape the entire fight with the logbook, then they simply need to decide what to do with the logbook.

If the PCs capture Silver Tilva, she does her best to talk them into letting her go with the logbook. Silver Tilva is inventive, and somewhat reckless.  She also has no reason to trust the PCs (or anyone else for that matter), since she believes they have been sent by one of her many enemies. Despite this, she may attempt being honest, as a last resort.  

If the PCs capture Gordreth, he is genuinely confused, and happy to talk. He was hired to kill Silver Tilva, and is unaware of any ‘local entanglements’ with the mission. He’s an assassin, but he works ‘for the good guys’ so he reckons that’s all right and isn’t particularly defensive about his job. He’s happy to agree to any plan that involves him getting paid, and isn’t bothered about House Coriel, since he reckons they broke their deal by hiring a rival team (the PCs).


If the PCs capture Darmen, he is quite upset his plan went wrong, but honestly expects the PCs to let him go rather than face the wrath of the Wreckers. The only question to his mind is how and in what way this will be arranged. The PCs may want a head start to dispose of Silver Tilva and the logbook, but as long as they are reasonable about it, he doesn’t really see any reason why the Wreckers should go after them.  A mistake all round, no hard feelings, no need to do anything nasty to their nice reasonable captive.

Conclusion

Once the PCs have survived the machinations of Silver Tilva, they can easily leave the village.  Once the smoke clears, it becomes obvious the mercenaries have vented their frustrations and left under the cover of smoke.  


The ending depends very much on what the PCs do with the logbook.  By now they should be aware of more than one potential patron who would be pleased to receive it, and enterprising PCs may be able to think of several more. It should be made obvious that any patron is unlikely to be pleased with a mere copy of the existing text, and may use to powerful magic to determine whether they hold the genuine article.  

If Tilva or the logbook goes to:

The Church of Joramy

The church happily keeps the logbook until Tilva comes to claim it. If Tilva is dead, they keep it safe to avoid the information falling into the wrong hands.  Silver's contacts remain free to act as they choose, and while most do not actively end up working for the Free State, they and their family and friends remain well-disposed to the Onnwallian Church of Joramy.  The Church gains some useful international presence which it occasionally uses to further the interests of Onnwal. The Church happily matches the harbourmaster’s promised payment. In addition, the PCs gain the Pact of Flame reward on the AR.  However, the Church, seeking a political coup, does not keep their triumph a secret, and each PC gains the Disfavour of House Coriel unless a PC member of House Coriel playing at the table decides to vouch for their good character. This doesn’t cost anything, and the PC may vouch for as many or as few party members as he or she wishes.
The Wreckers 

The Wreckers are delighted to get their hands on the logbook, and promise to put the book to good use. Silver's old friends are reactivated and start working for the Wreckers, whether they want to or not. While this leads to some tragic incidents, the Wreckers, and by extension Onnwal, gain valuable overseas contacts that may help them in the future. The Wreckers will compensate PCs for the loss of the harbourmaster’s promised payment, so long as the news doesn't reach House Coriel that the Wreckers have it.  Either way, the PCs gain the Favour of the Wreckers reward on the AR.

House Coriel
The merchant house is grateful for the PCs speedy and efficient work, rescuing this valuable document from under the noses of foreign agents. They have no doubts that the Ahlissan mercenaries were somehow employed by a foreign power. As a result of retaining the logbook 'for Onnwal', House Coriel, and by extension Onnwal itself, gains valuable trade contacts in several countries around the Gearnat. Fearing exposure, many of the more covert contacts drift away and are lost. The Harbourmaster pays his reward, and is himself promoted within months. The PCs gain 'Gratitude of House Coriel' on the AR.

Free State 

The PCs may decide to give it to some agency of Onnwal other than House Coriel. Without some kind of influence with the relevant agency, either a well-liked status, or the expenditure of a regional influence point (RIP)
, they are unlikely to be able to get a decent hearing, and only get a token payment for their efforts (10 gp each), and the logbook will likely lie forgotten for quite some time. House Coriel will not raise the matter for fear of being blamed for losing Tilva's usefulness in the first place, and no one else will want to admit being involved.

However, if they have the necessary influence described above, the PCs can get those in power to listen to their concerns.  PCs will be paid reward a reward equal to what the harbourmaster originally promised them (eventually) but their role will not be publicly acknowledged.  They gain the 'Favour of the Free State' on the AR.
Ahlissa
Because of the involvement of the Ahlissan mercenaries, some PCs may conclude that Ahlissa would pay well for the log. No matter which Ahlissan authority the PCs decide to approach, they jump at the chance to acquire what they regard as the locations of Onnwallon agents, and pay the PCs the amount the Harbourmaster originally promised them. In addition, the PCs gain the 'Favour of Ahlissa', and the disfavour of House Coriel.

As well as the logbook, the PCs may also have to decide the fate of Silver Tilva herself:

Tilva is dead

With Tilva dead, no further bargaining over her fate is necessary.
Let her go

Tilva is delighted to be let go, but reluctant to be separated from her logbook. She regards reclaiming the logbook as the only way she is likely to stay alive. 
She goes if given no alternative, to who knows what fate? If given the logbook, she happily scampers off, not being able to believe her luck. PCs gain the Favour of Silver Tilva on the AR if they give her the logbook, or if it is not given to anyone else.
Take her to the Church of Joramy

Tilva hadn't thought of asking the church for help, or indeed supposed that they'd have any sympathy for her position. She is a little suspicious of anyone offering to do her a favour, but doesn't have much of an alternative. She goes if the PCs suggest it, or if the church is also getting the logbook. The Church does manage to keep her safe, at least in the short run. If either the Church or Silver Tilva ends up with the logbook, then PCs gain the Favour of Silver Tilva on the AR.

Take her to House Coriel
Tilva doesn't go voluntarily, but if they force her to, a week or so after being delivered to House Coriel, she disappears. Whether she has escaped, been killed, gone into hiding or simply reassigned abroad is a matter for another module
. The PCs gain the 'Gratitude of House Coriel' only if the logbook was given to Silver Tilva, House Coriel, kept by the PCs or destroyed.

Take her to the Wreckers

As House Coriel above, except that PCs gain Favour of the Wreckers only if the logbook was given to Silver Tilva, The Wreckers, kept by the PCs or destroyed.
Take her to some other power

Inventive PCs may come up with their own plans for Silver Tilva. DMs should use their best judgement as whether this will allow her to prosper as an independent agent - the criteria for 'Favour of Silver Tilva'. This may also be invoked if the PCs change the situation, such as by turning her in to House Coriel or the Wreckers but then using sufficient regional influence points
 (4 RIPs or 2 for well liked PCs) to make sure she will be allowed to leave again unharmed.

The fate of the village should also be determined.  If the PCs have treated the villagers well or if they have gained the gratitude of Silver Tilva, and if they have not reported details of the villagers' activities to the authorities, then they gain 'home from home' on the AR.
Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

2: On the Road
The enemy are unable to report a detailed description of the party.
APL 2 
60 XP

APL 4 
120 XP

APL 6 
180 XP

APL 8 
240 XP

APL 10 
300 XP

5: The Inn is Attacked

Defeating the mercenaries
APL 2 
120 XP

APL 4 
180 XP

APL 6 
240 XP

APL 8 
300 XP

APL 10
360 XP

6: The Water Passages
Defeating Iridni and defeating or containing the undead
APL 2 
150 XP

APL 4 
210 XP

APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

7: Execution

Rescuing Petronis Vult rescued or defeating the mercenaries 

APL 2 
150 XP

APL 4 
210 XP

APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

8: Tilva’s Sunken Lair

Logbook retrieved
APL 2 
150 XP

APL 4 
210 XP

APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

9: Confusion

Surviving the encounter

APL 2 
90 XP

APL 4 
150 XP

APL 6 
210 XP

APL 8 
270 XP

APL 10 
330 XP



Story Award

Objective(s) met:

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Discretionary roleplaying award

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP
APL 10
AA XP

Total possible experience:

APL 2 
900 XP

APL 4 
1350 XP

APL 6 
1800 XP

APL 8 
2250 XP

APL 10
2700 XP

 [Sum of all experience awards above.]

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  


Loot = Looted gear from enemy; Coin = Coin, Gems, Jewellery, and other valuables; Magic = Magic Items.

Encounter 1:  Introduction


APL A: Coin: 50 gp; Total 50 gp.

APL B: Coin: 50 gp; Total 50 gp.

APL C: Coin: 50 gp; Total 50 gp.
Encounter 2:  


APL A: Loot: 12 gp; Coin: 0 gp; Magic: scroll of protection from arrows (13 gp); Total 25 gp.

APL B: Loot: 25 gp; Coin: 0 gp; Magic: scroll of protection from arrows (13 gp), ring of protection +1 (167 gp each); Total # gp.

APL C: Loot: 16 gp; Coin: 0 gp; Magic: potion of cure light wounds × 2 (8 gp each), scroll of haste (31 gp), ring of protection +1 (167 gp); Total # gp.
Treasure Cap

APL 2: 900 gp.
APL 4: 1300 gp.

APL 6: 1800 gp.

APL 10: 

Total Possible Treasure


APL A: Loot: 12 gp; Coin: 50 gp; Magic: 13 gp; Total 75 gp


APL B: Loot: 25 gp; Coin: 100 gp; Magic: 180 gp; Total 305 gp


APL C: Loot: 16 gp; Coin: 150 gp; Magic: 214 gp; Total 380 gp



Special

As a final check, a PC should leave the table with no more than ONE of the following favours:  

Pact of Flame

Favour of the Wreckers

Token of House Coriel
Favour of the Free State

Favour of Ahlissa

If the PCs have ended up entitled to more than one of the above, then they should choose one to keep and cross off the rest.  Other favours on the AR are unaffected, and may be obtained in addition to one of the above.

Favour of Tilva Brightshadow

Home from Home

How not to do it

Disfavour of House Coriel
Pact of Flame

The Church of Joramy can not be easily ignored, has many skilled disputants, and no particular respect for the law.  This favour may be used to reduce the consequences of arrest, imprisonment, or similar to a nominal 10 gp fine and 1TU, as the arresting authority is besieged by argumentative petitioners of seemingly limitless endurance.  Cross off this favour when used.

In addition, if the PC is a member of the church of Joramy metaorg, he may be called to deal with internal matters.  The PC gains access to the Church Inquisitor (CD) prestige class <rejected>

Favour of the Wreckers

The Wreckers have gained a great many contacts in foreign lands, and are willing to use them to your benefit.  This favour can be used to reduce the time spent captured, imprisoned, enslaved or similar to 1 TU, as agents are dispatched to break the PC out of whatever confinement they are in.  No other consequences are avoided.  Cross off this favour when used.

In addition, members of the Wreckers gain a certain 'leverage' in their dealings with House Coriel, granting access to the XXX prestige class

Token of the House Coriel
The PC is given a small non-magical token made of a greyish metal in the shape of the House’s coat of arms, and House Coriel undertakes to scry on it on a regular basis.  Should the token be destroyed, or separated from the PC for more than a month, then the House undertakes to find him or her.  The favour can be used to reduce time spent stranded, lost, or similar to 5 TUs, or to recover the character's remains in the event of death, at the cost of 5 TUs.  Cross off this favour when used.

In addition, vassals of House Coriel gain a certain 'leverage' in dealing with the Wreckers, granting access to the XXX
 prestige class, but must still meet all the (other) requirements for the class.

Favour of the Free State/Favour of Ahlissa

???

Favour of Tilva Brightshadow

Tilva owes you one, and she'll do her best to make it up to you, somehow.  Use this favour to gain access to one of the following: slippers of harmonious balance (CA), XXX, YYY
.  What she does not tell you is that openly using any of these items in the Keoland metaregion
 may (5% chance) lead to harsh questions by the local authorities about receiving stolen goods (lose 1 TU at the end of the scenario in question).

Home from Home

The Villagers of Corbrinn are extremely accommodating, very efficient, ask no questions, and will swear blind they've never met you.  One scenario per game year you may use this favour to avoid a negative consequence incurred by visiting Onnwal, Ahlissa, Irongate or the City of Greyhawk, including arrest, attempted assassination, etc.  This includes avoiding paying additional TU costs for playing outside your home region, but only when visiting Onnwal.  This only covers pre-existing negative effects that occur for entering/being in the country, and does not protect you from events that occur during an adventure.

<This favour has been rejected and should be replaced>

How not to do it

Studying Tilva's approach to international espionage has given many valuable insights on how to avoid messing it up like she did.  The PC gains access to the spymaster prestige class, but must still meet all the other requirements of the class.

Disfavour of House Coriel
You have proved that you don’t trust House Coriel, and they no longer trust you.  PCs who are Well-Liked by the House lose this status.  PCs who are not Well-Liked become Disliked.

PCs gain this if they get Pact of Flame, or Favour of the Free State/Favour of Ahlissa.  They do NOT gain it if there is a vassal of House Coriel on the table, unless that character wishes them to gain it.  i.e. you don’t get the disliked status if you have a member of the house involved who can use their influence to explain what happened in a favourable light.
Items for the Adventure Record

Item Access


APL 2 
· Spellbook: [alarm, reduce person,, master's touch (SC), grease,  silent image]
· *Wand of mount

· *Pipes of the sewers
· 
APL4 (all of APL 2 plus the following):
· *Masterwork Ballista

· *Glamoured spellbook (CA) [hypnotic pattern, web, glitterdust, flaming sphere]
· 
· +1 merciful sap

APL6 (all of APL 2-4 plus the following):
· Glamoured spellbook (Complete Adventurer) as above plus [scorching ray, bull's strength, stinking cloud, fireball, haste, shrink item] 
· 
APL 8 (all of APL 2-6 plus the following):
· Glamoured spellbook (Complete Adventurer) as above plus [dispel magic, Evard's black tentacles, greater invisibility, major invisibility, solid fog] (APL 8 Only)
· Spellbook II: [mage armour, magic missile, ray of enfeeblement, shield, scorching ray, mirror image, glitterdust, web, false life, fireball, haste, undead torch (SC)] (APL 8 Only)
· Rod of silent metamagic, lesser

· *Mac-Dimirdith Cithern (Complete adventurer)

APL 10 (all of APL 2-8 plus the following):
· *+1 Beastskin stoneplate (Complete warrior, races of stone)

· *Eversmoking bottle

· Glamoured spellbook (Complete Adventurer) as above plus

· orb of acid (SpC), arc of lightning (SpC)

· Spellbook Burning blood, fear

· Finned gauntlets (Stormwrack) 

· Slippers of harmonious balance (CA)
ALL APLs

Karn
CR 1/2 

Male Human (Oeridian) Commoner 1

CN M humanoid

Init +1; Senses Listen -1, Spot -1

Languages Common 

AC 16 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 4 (1 HD) 

Fort +1, Ref +1, Will -1

Race F+#, R+#, W+#; Class F+0, R+0, W+0; Abilities Con +1, Dex +0, Wis -2; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Scythe +1[+/-0 size, +0 BAB, +1 Str, +0 weapon, +0 feat] (2d4)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Combat Gear Scythe 

Abilities Str 13, Dex 11, Con 12, Int 10, Wis 8, Cha 9

Feats Martial weapon proficiency (Scythe)

Skills total ranks: 12 class 12 Profession (chicken farmer)[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump +5[+x size, +4 ranks, +1 ability, +x synergy, +x speed, +x armour], Handle Animal +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -8 armour
Possessions combat gear plus 


Physical Description: Karn is a huge hulking man, now starting to show his age.  He dresses in tattered working clothes, and carries a scythe, which he sharpens now and then  His skin is covered in a fine tracery of scratches, some fresh, some older, as if he regularly dragged himself through brambles.  

Karn is troubled by the mercenary presence and will volunteer to help.  His chickens are ready to swoop down upon the invaders and ‘enfold them in the dark wings of death’.  They will tell him when the time is right.  Karn is widely regarded as mad, but harmless.  

APL 2

2: On the Road

(EL 2)


Fetrix 
CR 1
Male expert 1/warrior 1 

CE Small humanoid 

Init +2; Senses Listen +6, Spot +4
Languages Common, gnomish

AC 18, touch 12, flat-footed 16


(+1size, +2 Dex, +5 armour,)

hp 16 (2 HD)

Fort +5, Ref +2, Will +1 (+3 vs. illusions)
Race F+0, R+0, W +0(+3 vs. illusions); Class F+2, R+0, W+2; Abilities Con +3, Dex +2, Wis -1; other bonuses

Speed 15 ft. in breastplate (3 squares), base movement 20 ft.

Melee Shortsword +2[+1 size, +1 BAB, +0 Str, +0 weapon, +0feat] (d4+1) or

Ranged Alchemist’s fire +4[+1 size, +1 BAB, +2 Dex, +0 weapon, +0 feat] ranged touch (d6, 1 splash)  or

Ranged Masterwork ballista +5[+1size, +1 BAB, +2 Dex, +1 weapon, +0 feat] (2d6/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp -2

Special Actions Ballista
Combat Gear Masterwork Ballista, breastplate, shortsword, knife, alchemist’s fire x10, oil x5, thunderstone x3, sling, 20 bullets, 20 tindertwigs
Spell-Like Abilities (CL 1st):


1st—  Speak with animals 1/day (burrowing mammals only, duration 1 minute)


 0th - dancing lights 1/day, prestidigitation 1/day, ghost sound 1/day

Abilities Str 11, Dex 14, Con 17, Int 10, Wis 8, Cha 12 
SQ Low light vision (ex)
Feats Exotic weapon proficiency (ballista) 1 
Skills total ranks: 30 class 30 Heal +4 ,[+0 size, +5 ranks,-1 ability, +0 synergy, +0 speed, -0 armour],, Jump +1 ,[+0 size, +5 ranks, +0 ability, +0 synergy, +0 speed, -4 armour], knowledge architecture and engineering +5[+0 size, +5 ranks, +0 ability, +0 synergy, +0 speed, -0 armour], Listen +6 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour, +2 racial], Spot +4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Handle Animal +6 ,[+0 size, +5 ranks, +1 ability, +0 synergy, +0 speed, +0 armour]
Possessions combat gear plus 

Low light vision (ex) 

Physical Description:: Fetrix embodies the worst of the mercenary’s life – nasty brutish and short.  The gnome wears hard boots, heavy leather trousers, a padded, soot-stained green jerkin, and thick scarred leather gloves.  Tindertwigs have been thrust through the lining of his long red woollen cap for easy access, and his clothing bulges with strange pouches, pockets, and small devices on strings, most of them sulphurous and primed to explode.  


A siege engineer on a mission with nothing to besiege, he has been sent on a boring and low priority task, far away from anything that might be fun to explode.  Knowing that his own unstable nature is partly responsible for this doesn’t help, and his anger at the sheer injustice of it all has been on a slow boil for most of the day.  
Zamasken, Damalinor
CR 1/2 

Male Human (Oeridian)  warrior 1

NE M humanoid

Init +1; Senses Listen -1, Spot -1
Languages Common 

AC 16 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 6 (1 HD) 

Fort +2, Ref +1, Will -1

Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Shortsword +2[+/-0 size, +1 BAB, +1 Str, +0 weapon, +0 feat (d6+1) or

Ranged Shortbow +3[+/-0 size, +1 BAB, +1 Dex, +0 weapon, +1 feat] (d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Special Actions: Crew Ballista as a standard  action

Combat Gear Shortsword, composite shortbow (+1), quiver, 20 arrows, knife, 

Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8 

Feats Weapon focus (shortbow), point blank shot

Skills total ranks: 12 class 12 Intimidate +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump +1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour], Swim -3[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -8 armour
Possessions combat gear plus 


Physical Description: Barely ranked apprentice mercenaries and pressed men with criminal pasts, these soldiers are little more than assorted brutes issued equipment, and beaten into following orders.  While their equipment is clean and reasonably well cared for, they care little for personal hygiene, and much of their clothing shows signs and stains of having been looted from the corpses of better-dressed men.   
5: The Inn is Attacked
(EL 4)


Brunheera
CR 1
Female Human Oeridian wizard (conjurer) 1
N Medium humanoid

Init +2; Senses Listen +3, Spot +1

Languages Common, Terran

AC 12, touch 12, flat-footed 10


(+2 Dex,) 

hp 4 (1 HD); 

Fort +1, Ref +2, Will +3
Race F+#, R+#, W+#; Class F+0, R+0, W+2; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.,

Melee Dagger -1[+/-0 size, +0 BAB, -1 Str, +0 weapon, +0feat] (d4-1) or

Ranged Masterwork light crossbow +4[+/-0 size, +0 BAB, +2 Dex, +1 weapon, +1 feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Combat Gear masterwork light crossbow, dagger, 3x smokesticks, tanglefoot bag, 
Wizard Spells Prepared (CL 3rd):



1st— grease, silent image(, enlarge person.


0— detect magic, light , resistance, mage hand;
(Already cast

Abilities Str 8, Dex 14, Con 12, Int 15, Wis 13, Cha 10 

Feats Point blank shot, Weapon Focus (light crossbow)
Skills total ranks:20 class 12 Concentration +5[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +4[+x size, +2 ranks, +2 ability, +x synergy, +x speed, -X armour], Knowledge (arcane) +7[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Listen +3 [+x size, +2 ranks, +1 ability, +x synergy, +x speed, -X armour],,  Spellcraft +7[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour] 

Possessions combat gear plus 10 bolts, potion of cure light wounds, spellbook, wand of mount (35 charges), spellbook
Spellbook spells prepared plus 1— Alarm, reduce person, magic missile 

Physical Description: Tall and lean, Brunheera is clad in a patchwork motley tunic, high soft boots and short leather skirt.  Her long hair is bound up in large silver clasp shaped like a butterfly, its original brownish colour dyed with an unconvincing redish tinge.

Koshandin
CR 2
Male human Oeridian Marshal 2
LE Medium Humanoid 

Init +1; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 14 (2 HD)

Fort +4, Ref +1, Will +2

Race F+#, R+#, W+#; Class F+3, R+0, W+3; Abilities Con +1, Dex +1, Wis -1; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Masterwork Halberd +4[+/-0 size, +1 BAB, +2 Str, +1 weapon, +0 feat] (D8+3) or

Ranged Masterwork Composite longbow +4[+/-X size, +1 BAB, +1 Dex, +1 weapon, +X feat] (D8+2)

Space 5ft.; Reach 5 ft.

Base Atk +1; Grp +4

Combat Gear: Masterwork Halbard, masterwork composite longbow (Str+2), quiver w/20 arrows, masterwork breastplate, 5 smokesticks, light mace
Abilities Str 15, Dex 13, Con 12, Int 10, Wis 8, Cha 14 

Feats Skill focus (Diplomacy), Blind Fighting1,#, Power Attack1
Skills total ranks:25 class 25 Diplomacy+12[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -X armour, +3 feat], Jump +4[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -3 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], ], Intimidate +9[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -X armour] Swim +1[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -6 armour]
Possessions combat gear plus 

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  


Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.
All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Master of  Tactics.  Bonus on damage rolls when flanking
Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: Koshandin is a professional soldier, cool, calm and collected.  He is dressed in a highly polished breastplate over a red surcoat, and is arm length leather gloves have polished brass caps over the knuckles, each decorated with a tiny embossed eagle.  His boots are polished reddish brown leather, now badly stained by salt water.

Kobastin
CR 2
Male human  Oeridian Fighter 1, Marshal 1 

CE Medium Humanoid 

Init 0; Senses Listen -1, Spot -1
Languages Common 

AC 15, touch 10, flat-footed 15


(+5 armour)

hp 15 (2 HD)

Fort +5, Ref +0, Will +1
Race F+#, R+#, W+#; Class F+4, R+0, W+2; Abilities Con +1, Dex +0, Wis -1; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Masterwork Halberd +5[+/-X size, +2 BAB, +2 Str, +1 weapon, +0 feat] (D8+3) or

Ranged Masterwork Composite longbow +3[+/-X size, +2 BAB, +0 Dex, +1 weapon, +X feat] (D8+1)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +4

Combat Gear Masterwork breastplate, masterwork Halberd, masterwork composite longbow (Str+1), quiver w/20 arrows, 5 smokesticks, club, sickle
Abilities Str 15, Dex 10, Con 12, Int 14, Wis 8, Cha 13 

Feats Skill Focus (Diplomacy), Blindfight, Combat Expertise, Improved Trip#
Skills total ranks: 33 class 29 Diplomacy+8[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -X armour, +3 feat], Knowledge (arcane) +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Spellcraft +6[+x size, +2 ranks, +2 ability, +2 synergy, +x speed, -X armour], Jump +4[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -3 armour], Bluff +5[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -X armour], ], Intimidate +6[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -X armour] Swim +1[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -6 armour] Craft (carpentry) +4[+x size, +2 ranks, +2 ability, +x synergy, +x speed, + armour]
Possessions combat gear

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Art of War: :Bonus on disarm, trip, bull rush, and sunder attempts.
Bonuses from these auras have not been included in the combat statistics above.

Physical Description: Kobastin is annoyed with the village, the mission, and the whole mess, and doesn’t care who knows it.  He is dressed in a dented breastplate over a dirty red surcoat, and his arm length leather gloves have a row of holes over the knuckles where some decoration has clearly fallen off.  His boots are scuffed reddish brown leather, now badly stained by salt water.
6: The Water Passages
(EL5)

Iridni
CR 3
Female human suel cleric 3
ALN Medium Humanoid 

Init 0; Senses Listen +3, Spot +3

Aura 

 Languages Common 

AC 19, touch 10, flat-footed 19


(+8 armour, +1 sheild) 

hp 21 (3HD); 

Fort +4, Ref +1, Will +6Race F+#, R+#, W+#; Class F+3, R+1, W+3; Abilities Con +1, Dex +0, Wis +3; other bonuses
Speed 20 ft. in plate mail (4 squares), base movement 30 ft;

Melee Heavy Mace +4[+/-X size, +2 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or

Ranged Masterwork light crossbow +3[+/-X size, +2 BAB, +0 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +3
Atk Options Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 3d6 (no save)

Combat Gear  Masterwork heavy mace, masterwork light crossbow, Holy symbolx6, 3x unholy water, masterwork Plate mail, Masterwork light shield

Cleric Spells Prepared (CL 3rd):


2nd—Desecrate*D , spiritual weapon, summon undead II*


1st— Cause Fear*D, cure light wounds, command, magic stone

0—create water, light, virtue

D: Domain spell. Deity: Nyrull. Domains: Death, Evil 

(Already cast

* Evil spells get +1 caster level

Abilities Str 13, Dex 10, Con 12, Int 8, Wis 15, Cha 14 

Feats Corpsecrafter, Deadly Chill, Destructive Retribution

Skills total ranks: 12 class 12 Concentration +8[+x size, +6 ranks, +1 ability, +x synergy, +x speed, -X armour], Knowledge (religion) +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus blank scroll
Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 3d6 (no save)

Rebuke Undead (su) 5/day
Physical Description: Iridni is a short lady with pale skin and bone-white hair.  She favours a long black robe from which dangle scores of tiny sliver charms, in the shape of skulls, claws, and intricately twisted silver bands.  This is largely covered by a pristine suit of heavy plate armour.

Notes: Iridni has recently created the zombies from the corpses of fallen villagers, using a scroll of animate dead.

3 Zombie Commoners
CR 1/2

Mixed human zombies 

N Medium undead 

Init -1; Senses Listen +0, Spot +0

Aura 

Languages Common 

AC 11, touch 9, flat-footed 11


(-1 Dex, +X class, +X armour, +2 natural)

Miss Chance 

hp 21 (2 HD); DR 5/slashing 

Undead Traits

Fort +0, Ref -1, Will +3

Race F+#, R-1, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares), (can’t run)

Melee Slam +2[+/-X size, +1 BAB, +1 Str, +0 weapon, +X feat] (d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2 

Abilities Str 12 Dex 8 Con - Int - Wis 10Cha 1

SQ Undead Traits
Feats Toughness
Skills: Nonetotal ranks: class XX NoneN
Physical Description: There is something terribly wrong with this villager.  She is dressed as neatly as those in the village above, but her deathly pallor, slack features, unfocussed eyes and shambling gait reveal her to be a corpse animated in a foul parody of life.  Her flesh bears the stiching and odd bulges of extensive surgery, and the unholy energy that suffuses her pallid flesh seems to suck the light and heat out of the very air itself.
Notes:  These creatures have not been enhanced using the Iridini’s feats.
7: The Execution
(EL5)



Kierlana
CR 2

Female human bard 2

CE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 12 flat-footed 14


(+2 Dex, +4armour)

Miss Chance 

hp 11 (2 HD); 

Fort +1, Ref +5, Will +2

Race F+#, R+#, W+#; Class F+0, R+3, W+3; Abilities Con +1, Dex +2, Wis -1; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30 ft;

Melee Long sword +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat]3(d8+1) or

Melee Long sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d6) or

Ranged Light crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Ranged Whip +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions Bardic music 2/day : Inspire courage+1, countersong
Combat Gear 


Masterwork Chain shirt, masterwork longsword, masterwork shortsword, masterwork whip, light crossbow, pipes of the sewers, pan pipes, scroll of cure light wounds

Bard Spells Known (CL 2th):


1st (1/day)— grease, inspirational boost


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 8, Cha 14 

Feats Two-weapon fighting, Skill focus (perform)

Skills total ranks: 35 class 35 Balance +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -1 armour], Hide +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -1 armour], Perform (pipes) +10[+x size, +5 ranks, +2 ability, +x synergy, +x speed, +3 feat, Tumble +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour],

Possessions combat gear 

Physical Description: Kierlana is a lanky youth with shoulder length black hair tied into bunches with steel eyelets, of the kind put into laced boots and shoes.  She is dressed in light brown trousers and a polished chain shirt, wrapped with a faded tan cloak to disguise the shine.  


Kierlana has had a falling out with Kurgan and Briach, and is hoping that at least one of them will fail to survive.  Other than that she takes herself and her orders seriously.  She’s keen not to mess this one up.
Kurgan
CR 1

Male human cleric 1

CE medium humanoid 

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

Aura 

Languages Common 

AC 17 touch 11, flat-footed 16


(+1 Dex,+5 armour, +1 sheild)

Miss Chance 

hp 14  (1 HD); 

Fort +4, Ref +1, Will +3

Race F+#, R+#, W+#; Class F+2, R+0, W+2; Abilities Con +2, Dex +1, Wis +1; other bonuses
Speed 20 ft. in chain mail (4 squares), base movement 30ft;

Melee Morning star +4[+/-X size, +0 BAB, +2 Str, +1 weapon, +1 feat] (d8+2) or

Ranged Light Crossbow +2[+/-X size, +0 BAB, +1 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +0; Grp +2

Special Actions Rebuke undead 3/day (su), spontaneous casting (inflict)
Combat Gear: Masterwork morning star, chain mail, masterwork light crossbow, holy symbol x 5, club, sickle, unholy water x 2, sling + 10 sling bullets.

Cleric Spells Prepared (CL 1st):


1st—Bless, Bane, Disguise Self D(

0— detect magic, cure minor wounds, guidance

D: Domain spell. Deity: Erythnul. Domains: War, Trickery

(Already cast

Abilities Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 10 
Feats Weapon Focus morning star (from domain)#, Toughness#, Toughness#, Feat#, Feat# 

Skills total ranks: 8 class 8 Concentration +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Disguise +4[+x size, +4 ranks, +x ability, +x synergy, +x speed, -X armour]
Physical Description: Krugan is a beefy heavyset man with a florid face and tendancy to sweat in hot weather.  He is wearing black leather boots with a turned over brim, blue trousers and chainmail over a simple green shirt.  He is disguised as one of the villagers, a buxom woman with straw-colored hair and faded red dress.  


Krugan has a simple plan. Creep up on the foolish PCs and kill them.  He will take any opportunity that arises, but doesn’t go in much for long term planning.
Resquil
CR 1

Male human rogue 1

LE medium humanoid 

Init +2 ; Senses Listen +3, Spot +3

Aura 

Languages Common 

AC 16 touch 12, flat-footed 14


(+2 Dex,+4 armour)

hp 5 (1 HD); 

Fort +1, Ref +4, Will -1

Race F+#, R+#, W+#; Class F+0, R+2, W+0; Abilities Con +1, Dex +2, Wis -1; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30ft;

Melee Rapier +2[+/-X size, +0 BAB, +2 Str, +X weapon, +X feat] (d6+2) or

Ranged Composite Shortbow +3[+/-X size, +0 BAB, +2 Dex, +1 weapon, +X feat] (d6+2)

Space 5ft.; Reach 5 ft.

Base Atk +0; Grp +2

Atk Options: Sneak attack (+d6 damage)

Combat Gear rapier, masterwork composite shortbow (+2), masterwork chain shirt, dagger, 

Abilities Str 14, Dex 15, Con 13, Int 12, Wis 8, Cha 10 

Feats Point Blank Shot, Precise Shot

Skills total ranks: class 40 Balance +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Climb +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Disguise +4[+x size, +4 ranks, +0 ability, +x synergy, +x speed, +0 armour], Escape Artist +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour] Hide +5 [+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour],  Jump +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +3 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],, Move silently +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Spot +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +0 armour],, Tumble +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 2 flasks of oil, 2 alchemist’s fire, 3 tinderwtwigs
2x Soldiers
CR 1/2

Male Human Warrior 1

LE Medium Humanoid 

Init +1; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 18, touch 11, flat-footed 17

(+1 Dex, +6 armour, +1 sheild)

Miss Chance 

hp 10 (1 HD);  

Fort +2, Ref +1, Will -1Race F+0, R+0, W+0; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in banded mail (4 squares), base movement 30 ft

Melee Battleaxe +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or

Ranged Light Crossbow +2[+/-X size, +1 BAB, +1 Dex, +X weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Combat Gear- Battleaxe, dagger, light crossbow, light metal shield, banded mail
Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8

Feats Toughness, Weapon focus (axe)

Skills, total ranks: class 12 Climb -1 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour], Intimidate +3 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump -1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour],

Possessions combat gear

Briach ‘The Blessed’
CR 1 
Male human barbarian 1
CN Medium humanoid 

Init +2; Senses Listen +4, Spot -1

Aura 

Languages Common 

AC 17, touch 12, flat-footed 15


(+2 Dex, +5 armour)

Miss Chance 

hp 10 (1 HD); 

Fort +3 Ref +2, Will -1Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +1, Dex +2, Wis -1; other bonuses
Speed 30 ft. in Breastplate (6 squares), base movement 40 ft;

Melee Heavy Flail +5[+/-X size, +1 BAB, +2 Str, +1 weapon, +1 feat] (d10+3) or
Ranged Javelin +3[+/-X size, +1 BAB, +2 Dex, +X weapon, +X feat] (d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +3

Atk Options: Rage 1/day
Combat Gear Masterwork heavy flail, 5x javelins, masterwork breastplate, morning star, acid x2, sunrod

Abilities Str 15, Dex 14, Con 13, Int 12, Wis 8, Cha 10 

SQ Uncanny dodge
Feats Wepaon Focus (heavy flail) #, Power attack#
Skills total ranks: class 24 Climb +3[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -3 armour], Handle Animal +4[+x size, +4 ranks, +0 ability, +x synergy, +x speed, -X armour], Intimidate+4[+x size, +4 ranks, +0 ability, +x synergy, +x speed, -X armour], Jump +3[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -3 armour], Listen +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Survival +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear

Physical Description: Briach is a huge beast of a man, big, stocky, hairy and imposing.  


Briach has worked long and hard on this ambush, attempting to use the strengths of each member of his team.  Tactically he knows what he is doing, and even in a rage will use intelligent tactics.  Politically he is far less astute, which is probably why he is so pleased he’s managed to put himself in charge over his rival Reydrich.

8: Tilva’s Sunken Lair
(EL 5)
Saaluish of the Deep
CR 5
Male Human druid 5
NE M humanoid 

Init +5; Senses Listen +11, Spot +3

Aura 

Languages Common 

AC 14, touch 11, flat-footed 13


(+1 Dex, +X, +3 armour, +X)

hp 40 (5 HD)
Fort +5, Ref +2, Will +5
Race F+#, R+#, W+#; Class F+3, R+1, W+3; Abilities Con +2, Dex +1, Wis +3; other bonuses
Speed 30 ft. in hide (6 squares), base movement 30 ft.;

Melee Quarterstaff +3[+/-X size, +3 BAB, +X Str, +X weapon, +X feat] (d6) or

Melee Club +4[+/-X size, +3 BAB, +X Str, +1 weapon, +X feat] (d6) or

Ranged Sling +4[+/-X size, +3 BAB, +1 Dex, +X weapon, +X feat] (d4)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options 

Special Actions Wildshape 1/day
Combat Gear : Quarterstaff, masterwork club, sling, Masterwork Hide

Druid Spells Prepared (CL 5th):


3rd—Dominate animal, Greater magic fang

2nd— Barkskin, bull’s strength, Flaming sphere

1st— Faerie Fire, Cure light wounds, produce flame, magic fang

0— Cure minor wounds, detect magic, light, resistance

(Already cast

Abilities Str 11, Dex 12, Con 14, Int 13, Wis 16, Cha 8 

Feats, Improved initative#, spell focus (conjuration)#, augment summoning#
Skills total ranks: class 48 Concentration +10[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -X armour], Handle Animal +9 (+13 with companion)[+x size, +8 ranks, -1 ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour], Survival +11, [+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour],  Swim +6 [+x size, +8 ranks, +0 ability, +x synergy, +x speed, -2 armour],
Possessions combat gear plus potion of mage armour, potion of aid, 

Physical Description: Saaluish is a ragged, waterlogged man.  His hair is long and unkempt trailing wetly and catching on the rags and hide that make up his rotting and waterlogged clothes.  His skin, what little is visible is wrinkled and pale.  He is stained with rank green water mixed with strangs of seaweed and kelp, and small barnacles dot skin and clothing alike.  
Saaluish of the Deep in Wild Shape
CR 5
Male Crocadile (druid) 5
NE M  humanoid 

Init +5; Senses Listen +13, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 natural)

Miss Chance 

hp 40 (5 HD)

Fort +6, Ref +2, Will +6
Race F+#, R+#, W+#; Class F+3, R+1, W+3; Abilities Con +3, Dex +1, Wis +3; other bonuses

Speed 20 ft. (4 squares), swim 30 ft.;

Melee Bite +7[+/-X size, +3 BAB, +4 Str, +X weapon, +X feat] (d8+6) or

Melee Tail slap +7 (d12+6)[+/-X size, +3 BAB, +4 Str, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +3; Grp +7
Atk Options Improved grab

Abilities Str 19, Dex 12, Con 17, Int 13, Wis 16, Cha 8 

SQ Hold breath, 
Feats, Improved initative#, spell focus (conjuration)#, augment summoning#
Skills total ranks: class 48 Concentration +11[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour], Handle Animal +7 (+11 with companion)[+x size, +8 ranks, -1 ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour], Survival +11, [+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour],  Swim +20 [+x size, +8 ranks, +4 ability, +x synergy, +x speed, +0 armour, +8 racial],

Possessions combat gear plus 

Improved Grab (Ex) To use this ability, a crocodile must hit with it’s bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. 

Hold Breath (Ex) A crocodile can hold it’s breath for a number of rounds equal to 4 x its constitution score before it risks drowning.

Skills  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *A crocodile gains a +4 racial bonus on Hide checks when in the water. Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on Hide checks.
Kraken The Animal Companion
CR -

Female Crocadile animal companion

N M  

Init +1; Senses Listen +4, Spot +4

Languages -None
AC 13, touch 11, flat-footed 14


(+0 size, +1 Dex, +4 natural)

hp 111 (10 HD)

Fort +6, Ref +4, Will +2
Race F+#, R+#, W+#; Class F+3, R+3, W+1; Abilities Con +3, Dex +1, Wis +1; other bonuses

Speed 20 ft. (4 squares), swim 50 ft.;

Melee Bite +13[+/-X size, +2 BAB, +4 Str, +X weapon, +X feat] (2d8+12) 
Melee Tail slap d12+6 [+/-X size, +2 BAB, +4 Str, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +6
Atk Options Improved grab

Abilities Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2 

SQ link, share spells

Dodge, Alertness, Skill Focus (Hide)# 

Skills total ranks: class XX Hide +7* (+11/+17 in water)[+x size, +6 ranks, +1 ability, +x synergy, +x speed, -X armour, +4/10 racial] Listen +4[+x size, +1 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 feat], Spot +9, [+x size, +6 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 feat]Swim +12 [+x size, +0 ranks, +4 ability, +x synergy, +x speed, -X armour, +8 racial]
Possessions combat gear plus 

Improved Grab (Ex) To use this ability, a crocodile must hit with it’s bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. 
Hold Breath (Ex) A crocodile can hold it’s breath for a number of rounds equal to 4 x its constitution score before it risks drowning.
Skills  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *A crocodile gains a +4 racial bonus on Hide checks when in the water. Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on Hide checks.
9: Confusion

(EL 5)
Design Note:  EL has been reduced by one because these monsters attack eachother as well as PCs.
Silver Tilva
CR 3
Female human (Oeridian) rogue 3
CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14


(+2 Dex,, +4 armour)

hp 16 (4 HD)

Fort +2, Ref +5, Will +0
Race F+#, R+#, W+#; Class F+1, R+3, W+1; Abilities Con +1, Dex +2, Wis -1; other bonuses

Speed 30 ft. in mage armour* (6 squares)

Melee Sap +5[+/-X size, +2 BAB, +2 Str, +1 weapon, +X feat] (d6+2 subdual) or

Melee 2 Saps +3 (2d6+3 subdual), +3 (d6+2 subdual)[+/-X size, +2 BAB, +2 Str, +1 weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5

Atk Options Sneak attack (+2d6)

Special Actions 

Combat Gear 2x Masterwork sap, masterwork dagger, 6 smokesticks, Tanglefoot bag

Abilities Str 14, Dex 15, Con 13, Int 12, Wis 8, Cha 10 
Feats Two Weapon Fighting1, Prone Attack3, Lightning Reflexes1,

Skills total ranks: class 60 Bluff +6[+x size, +6 ranks, +0 ability, +x synergy, +x speed, -X armour], Escape Artist +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Hide +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Listen +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour],Move Silently +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Profession (sailor) +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour], Spot +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour], Slieght of Hand +8 [+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Tumble +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Use Rope +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], 
Possessions combat gear
Sneak Attack (ex) 

Evasion (ex) 

*Tilva has drunk a potion of mage armour 

Gordreth the Bounty Hunter
CR 1

Male wood elf ranger 1

CG Medium humanoid

Init +2; Senses Listen +1, Spot +7
Aura 

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armour)

hp 6 (1 HD)

Fort +2, Ref +5, Will +1Race F+#, R+#, W+#; Class F+2, R+2, W+0; Abilities Con +0, Dex +3, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Greatsword +5 (2d6+4)[+/-X size, +1 BAB, +3 Str, +1 weapon, +X feat]
Ranged Masterwork composite longbow +5 (d8+1)[+/-X size, +1 BAB, +3 Dex, +1 weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4
Atk Options Favoured enemy human +2

Special Actions 

Combat Gear Masterwork greatsword, masterwork composite longbow (str,+1), masterwork chain shirt, knife
Abilities Str 16, Dex 17, Con 11, Int 8, Wis 12, Cha 8
SQ Low light vision (ex), immune to sleep (ex), +2 saves versus enchantment effects
Feats Track#, #, Point blank shot#
Skills:total ranks: class 20 Hide +6[+x size, +4 ranks, +3 ability, +x synergy, +x speed, -1 armour], Move Silently +6 [+x size, +4 ranks, +3 ability, +x synergy, +x speed, -1 armour], Search +5 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour, +2 racial]Spot+7 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 racial] , Survival +5[+x size, +4 ranks, +1 ability, +x synergy, +x speed, +x armour],
Possessions combat gear plus parchment sketch of Silver Tilva and the words ‘no proof of death, no pay’ scrawled across the bottom
Physical Description: Gordreth has a powerful but spindely frame, rough of look and rough of manner.  

Gordreth was hired by house Coriell in Kildeer to track down and kill Silver Tilva, and bring back her body and all possessions.  He isn’t local, hasn’t heard of her, and doesn’t tend to socialise much.  He doesn’t know anything about the Harbourmaster in Longbridge, Silver Tilva, or anything about why he was hired.  He would annoyed to discover the PCs have been hired as well as him, and alarmed if he realizes he may be treading on the toes of the Wreckers, but after all his hard work, and a much longer job than he expected, he mainly just wants somehow to get paid and go home.
Nasran the Wrecker Enforcer
CR 1/2 

Male Human (Oeridian) warrior 1

NE M humanoid

Init +1; Senses Listen -1, Spot -1
Languages Common 

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 6 (1 HD) 

Fort +2, Ref +1, Will -1Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Shortsword +2[+/-X size, +1 BAB, +1 Str +X weapon, +X feat] (d6+1) or

Ranged Shortbow +3[+/-X size, +1 BAB, +1 Dex, +X weapon, +1 feat] (d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Combat Gear Shortsword, shortbow, quiver, 20 arrows, knife, breastplate
Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8 

Feats Weapon focus (shortbow), point blank shot# 
Skills total ranks: class 12 : Climb +1 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour], Intimidate +2[+x size, +3 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump +1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour] 
Possessions combat gear plus 

Ryshern
CR 1

Male human (Oeridian) rogue 1

CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14


(+2 Dex,, +4 armour, +X deflection)

hp 10 (1 HD)

Fort +3, Ref +4, Will +1

Race F+#, R+#, W+#; Class F+0, R+2, W+0; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Rapier +3 (d8+2)[+/-X size, +0 BAB, +2 Str, +1 weapon, +X feat]
Ranged Masterwork Composite Shortbow +4 (d8+2)[+/-X size, +0 BAB, +2 Dex, +1 weapon, +1 feat]
Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +2

Atk Options Sneak attack (d6)

Special Actions 

Combat Gear Masterwork rapier, masterwork composite shortbow (str,+2), masterwork chain shirt, knife x2
Abilities Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8 

Feats #Point blank shot#, weapon focus (shortbow)##
Skills total ranks: class 60 Disable Device+6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Escape Artist +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Gather Information +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Hide +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour],Move Silently +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Spot +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Slieght of Hand +6 [+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Tumble +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus parchment containing written description of Silver Tilva
APL 4

2: On the Road

(EL 4)

Fetrix 
CR 2

Male gnome fighter 1 /expert 2 

CE Small humanoid 

Init +3; Senses Listen +4, Spot +4
Languages Common, gnomish

AC 18, touch 12, flat-footed 16


(+1size, +2 Dex, +5 armour,)

hp 25 (d10+3, 2d6+6 HD)

Fort +5, Ref +2, Will +2 (+2 vs. illusions)

Race F+0, R+0, W+0; Class F+2, R+0, W+3; Abilities Con +3, Dex +2, Wis -1; other bonuses

Speed 15 ft. in breastplate (3 squares), base movement 20 ft.

Melee Shortsword +3[+1 size, +2 BAB, +0 Str, +0 weapon, +0feat] (d4+1) or

Ranged Alchemist’s fire +5[+1 size, +2 BAB, +2 Dex, +0 weapon, +0 feat] ranged touch (d6+1, 2 splash)  or

Ranged Masterwork ballista +1[+1size, +2 BAB, +2 Dex, +1 weapon, +1 feat, -6 inappropriate size (DMG p.100)] (3d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -2

Atk Options 

Special Actions 

Combat Gear Masterwork Ballista, breastplate, shortsword, knife, alchemist’s fire x10, oil x5, thunderstone x3, sling, 20 bullets.

Spell-Like Abilities (CL 1st):


1st—  Speak with animals 1/day (burrowing mammals only, duration 1 minute)


 0th - dancing lights 1/day, prestidigitation 1/day, ghost sound 1/day
Abilities Str 11, Dex 14, Con 17, Int 10, Wis 8, Cha 12 
Feats Grenadier fighter, weapon focus (ballista) 3, Point Blank Shot 1 
Skills total ranks: 32 class 32 Climb+4 ,[+0 size, +1 ranks, +0 ability, +0 synergy, +0 speed, -4 armour],Handle Animal +5 ,[+0 size, +6 ranks, -1 ability, +0 synergy, +0 speed, +0 armour]Heal +4 ,[+0 size, +5 ranks,-1 ability, +0 synergy, +0 speed, -0 armour],, knowledge architecture and engineering +5[+0 size, +5 ranks, +0 ability, +0 synergy, +0 speed, -0 armour], Listen +4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Profession (siege engineer )+4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Spot +4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour],
Possessions combat gear plus 

Special Attack (Ballista)  A ballista is essentially a Huge heavy crossbow fixed in place.  Its size makes it hard for most creatures to aim it, as described under Weapon Size on page 113 of the Player’s Handbook.  Thus a Medium creature takes a -4 penalty to on attack rolls when using a ballista, and a Small creature takes -6 penalty.  It takes a creature smaller than Large two full-round actions to reload the ballista after firing.  A ballista takes up a space 5 feet across.  Cost 500gp, Damage 3d8, Critical 19-20, Range increment 120  DMG p100

 Fetrix will browbeat one of the warrirors into acting as crew, trying to reach a fire rate of once every other round.

Physical Description: Fetrix embodies the worst of the mercenary’s life – nasty brutish and short.  The gnome wears hard boots, heavy leather trousers, a padded, soot-stained green jerkin, and thick scarred leather gloves.  Tindertwigs have been thrust through the lining of his long red woollen cap for easy access, and his clothing bulges with strange pouches, pockets, and small devices on strings, most of them sulphurous and primed to explode.  

A siege engineer on a mission with nothing to besiege, he has been sent on a boring and low priority task, far away from anything that might be fun to explode.  Knowing that his own unstable nature is partly responsible for this doesn’t help, and his anger at the sheer injustice of it all has been on a slow boil for most of the day.  
Zamasken, Damalinor, Montand
CR 1/2 

Male Human (Oeridian)  warrior 1

NE M humanoid

Init +1; Senses Listen -1, Spot -1

Languages Common 

AC 16 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 6 (1 HD) 

Fort +2, Ref +1, Will -1

Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Shortsword +1[+/-0 size, +1 BAB, +0 Dex, +0 weapon, +0 feat (d6+1) or

Ranged Shortbow +3[+/-0 size, +1 BAB, +1 Dex, +0 weapon, +1 feat] (d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

 Special Actions : Reload ballista as a full-round action.  (It takes two full round actions to reload the ballista)
Combat Gear Shortsword, composite shortbow (+1), quiver, 20 arrows, knife, 

Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8 

Feats Weapon focus (shortbow), point blank shot# 
Skills total ranks: 12 class XX Intimidate +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump +1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour], Swim -3[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -8 armour
Possessions combat gear plus 


Physical Description: Barely ranked apprentice mercenaries and pressed men with criminal pasts, these soldiers are little more than assorted brutes issued equipment, and beaten into following orders.  While their equipment is clean and reasonably well cared for, they care little for personal hygiene, and much of their clothing shows signs and stains of having been looted from the corpses of better-dressed men.   

Longtooth 
CR 1

Riding Dog – MM p.272


Physical Description: Longtooth is fresh young riding dog belonging to Fetrix, full of spirit and eager to please. His collar and tack are old, bloodstained, and slightly scorched.  Hanging from the collar is a blackened potmetal nametag with the word Longtooth etched into it.  Next to this word, someone has used a knife or sharp stone to scratch a crude 7.  A 5 and a 6 are also present, but these have been carefully crossed out.
5: The Inn is attacked
(EL 6)


Brunheera
CR 3
Female Human Oeridian wizard (conjurer)  3
N Medium humanoid

Init +2; Senses Listen +4, Spot +1

Languages Common, Terran

AC 12, touch 12, flat-footed 10


(+2 Dex,) 

hp 11 (3 HD); 

Fort +2, Ref +3, Will +4

Race F+#, R+#, W+#; Class F+1, R+1, W+3; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.,

Melee Dagger +2[+/-X size, +1 BAB, -1 Str, +X weapon, +X feat] (d4-1) or

Ranged Masterwork light crossbow +5[+/-X size, +1 BAB, +2 Dex, +1 weapon, +1 feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +0

Atk Options 

Combat Gear masterwork light crossbow, knife, 6x smokesticks, wand of mount (35 charges)
Wizard Spells Prepared (CL 3rd):




2nd—Web, glitterdust, flaming sphere


1st— grease, silent image(, magic missle, enlarge person.


0— detect magic, light , resistance, mage hand;
(Already cast

Abilities Str 8, Dex 14, Con 12, Int 15, Wis 13, Cha 10 

Feats Point blank shot, Weapon Focus (light crossbow), Spell Focus (conjuration)
Skills total ranks:30 class 18 Concentration +7[+x size, +6 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +5[+x size, +3 ranks, +2 ability, +x synergy, +x speed, -X armour], Knowledge (arcane) +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Listen +4 [+x size, +3 ranks, +1 ability, +x synergy, +x speed, -X armour],,  Spellcraft +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour] 

Possessions combat gear plus 10 bolts, scroll of cure light wounds, Glamoured spellbook, wand of mount (35 charges) 
Spellbook spells prepared plus 1— Alarm, reduce person  2- Hypnotic pattern, 
Physical Description: Tall and lean, Brunheera is clad in a patchwork motley tunic, high soft boots and short leather skirt.  Her long hair is bound up in large silver clasp shaped like a butterfly, it’s original brownish colour dyed with an unconvincing redish tinge.
Koshandin
CR 3
Male human  Oeridian Fighter 1, Marshal 2
LE Medium Humanoid 

Init +1; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 17, touch 11, flat-footed 15


(+1 Dex, +6 armour)

hp 22 (3 HD)

Fort +6, Ref +1, Will +2
Race F+#, R+#, W+#; Class F+5, R+0, W+3; Abilities Con +1, Dex +1, Wis -1; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Halberd +6[+/-X size, +2 BAB, +2 Str, +1 weapon, +1 feat] (D10+3) or

Ranged Composite longbow +4[+/-X size, +2 BAB, +1 Dex, +1 weapon, +X feat] (D8+1)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options 

Special Actions 

Combat Gear: Masterwork Halbard, masterwork composite longbow (Str+1), quiver w/20 arrows, Breatplate +1, 5 smokesticks

Abilities Str 15, Dex 13, Con 12, Int 10, Wis 8, Cha 14 

Feats Blind Fighting#, Weapon Focus (Halbard)#,  Skill Focus (Diplomacy), Power Attack, Daunting Presence
Skills total ranks:28 class 28 Diplomacy+12[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -X armour, +3 feat], Jump +5[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -3 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], ], Intimidate +10[+x size, +6 ranks, +2 ability, +2 synergy, +x speed, -X armour] Swim +2[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -6 armour]
Possessions combat gear plus a pair of fine lace hankerchiefs
Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Master of  Tactics.  Bonus on damage rolls when flanking

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: Koshandin is a professional soldier, cool, calm and collected.  He is dressed in a highly polished breastplate over a red surcoat, and is arm length leather gloves have polished brass caps over the knuckles, each decorated with a tiny embossed eagle.  His boots are polished reddish brown leather, now badly stained by salt water.

Kobastin
CR 3
Male human  Oeridian Fighter 1, Marshal 2 

CE Medium Humanoid 

Init 0; Senses Listen -1, Spot -1
Aura 

Languages Common 

AC 16, touch 10, flat-footed 15


(+6 armour)

hp 22 (3 HD)

Fort +6, Ref +0, Will +3

Race F+#, R+#, W+#; Class F+5, R+0, W+3; Abilities Con +1, Dex +0, Wis -1; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Halberd +5[+/-X size, +2 BAB, +2 Str, +1 weapon, +x feat] (D10+3) or

Ranged Composite longbow +3[+/-X size, +2 BAB, +X Dex, +1 weapon, +X feat] (D8+1)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options Trip at +8
Special Actions 

Combat Gear Masterwork Halbard, masterwork composite longbow (Str+1), quiver w/20 arrows, Breastplate +1, 5 smokesticks

Abilities Str 15, Dex 10, Con 12, Int 13, Wis 8, Cha 14 

Feats Combat Expertise, Improved Trip, Blindfighting, Skill focus (Diplomacy), Daunting Presence
Skills total ranks: 40 class 34 Diplomacy+11[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -X armour, +3 feat], Knowledge (arcane) +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Spellcraft +7[+x size, +3 ranks, +2 ability, +2 synergy, +x speed, -X armour], Jump +5[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -3 armour], Bluff +6[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -X armour], ], Intimidate +7[+x size, +6 ranks, +1 ability, +x synergy, +x speed, -X armour] Swim +1[+x size, +1 ranks, +2 ability, +x synergy, +x speed, -6 armour]
Possessions combat gear plus a collection of glass pebbles, shards of bottle glass worn smooth by the waves
Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Art of War: :Bonus on disarm, trip, bull rush, and sunder attempts.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Hardy soliders:  The marshal’s allies gain damage reduction equal to the amount of bonus the aura provides.  For example, if the marshal is 10th level, everyone gains DR 2/-.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: Kobastin is annoyed with the village, the mission, and the whole mess, and doesn’t care who knows it.  He is dressed in a dented breastplate over a dirty red surcoat, and his arm length leather gloves have a row of holes over the knuckles where some decoration has clearly fallen off.  His boots are scuffed reddish brown leather, now badly stained by salt water.

6: The Water Passages
(EL7)
Iridni
CR 5
Female human suel cleric 5
AL NE Medium Humanoid 

Init 0; Senses Listen +3, Spot +3

Aura 

Languages Common 

AC 20, touch 10, flat-footed 19


(+9 armour, +1 shield) 

hp 35 (5HD); 

Fort +5, Ref +1, Will +7Race F+#, R+#, W+#; Class F+4, R+1, W+4; Abilities Con +1, Dex +0, Wis +3; other bonuses
Speed 20 ft. in plate mail (4 squares), base movement 30 ft;

Melee Heavy mace +5[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or

Ranged Masterwork light crossbow +3[+/-X size, +3 BAB, +X Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +3 ; Grp +4
Atk Options Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 5d6 (no save)
Special Actions Rebuke undead 5/day, spontaneous casting (inflict)
Combat Gear  Masterwork heavy mace, masterwork light crossbow, Holy symbolx6, Robe of Bones, 3x unholy water, +1 Plate mail, Masterwork light shield
Cleric Spells Prepared (CL 5th):


3rd— Magic Circle of Protection from Good D*, Prayer, Summon Undead III* 

2nd—Desecrate*D, silence, spiritual weapon, summon undead II*

1st— Cause Fear*D, Command, magic stone, cure light wounds, Sanctuary,

0—create water, light, virtue

D: Domain spell. Deity: Nyrull. Domains: Death, Evil 

(Already cast

* Evil spells get +1 caster level

Abilities Str 13, Dex 10, Con 12, Int 8, Wis 16, Cha 14 
Feats Corpsecrafter, Deadly Chill, Destructive Retribution
Skills total ranks: 16 class 16 Concentration +9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour], Knowledge (religion) +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Physical Description: Iridni is a short lady with pale skin and bone-white hair.  She favours a long black robe from which dangle scores of tiny sliver charms, in the shape of skulls, claws, and intricately twisted silver bands.  This is largely covered by a pristine suit of heavy plate armour.
7 Enhanced Zombie Commoners
CR 1/2

Mixed human zombies 

N Medium undead 

Init -1; Senses Listen +0, Spot +0

Aura 

Languages Common 

AC 11, touch 9, flat-footed 11


(-1 Dex, +X class, +X armour, +2 natural)

Miss Chance 

hp 25 (2 HD); DR 5/slashing 

Undead Traits

Fort +0, Ref -1, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 30 ft. in armour type (6 squares), (can’t run)

Melee Slam +4[+/-X size, +1 BAB, +3 Str, +X weapon, +X feat] (d6+3 + d6 cold)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Special Actions Upon death, 2d6 negative energy damage 10’ radius, Reflex DC 15 half
Abilities Str 16 Dex 8 Con - Int - Wis 10Cha 1
Feats Toughness,

Skills: Nonetotal ranks: class XX NoneN
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Physical Description: There is something terribly wrong with this villager.  She is dressed as neatly as those in the village above, but her deathly pallor, slack features, unfocussed eyes and shambling gait reveal her to be a corpse animated in a foul parody of life.  Her flesh bears the stiching and odd bulges of extensive surgery, and the unholy energy that suffuses her pallid flesh seems to suck the light and heat out of the very air itself.

Notes:  These creatures have been enhanced using the Corpsecrafter, Deadly Chill and Destructive Retribution feats by the accompanying cleric, Iridni.  The benefits of these feats have been included in the stat block above.
7: The Execution
(EL7)



Kierlana
CR 2

Female human bard 2

CE Medium humanoid

Init +2; Senses Listen -1, Spot -1
Aura 

Languages Common 

AC 16, touch 12 flat-footed 14


(+2 Dex, +4 armour)

Miss Chance 

hp 11 (2 HD); 

Fort +1, Ref +5, Will +2

Race F+#, R+#, W+#; Class F+0, R+3, W+3; Abilities Con +1, Dex +2, Wis -1; other bonuses

Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat]3(d8+1) or

Melee Long sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d6) or

Ranged Light crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Ranged Whip +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions Bard song 2/day: Inspire courage +1, countersong
Combat Gear 


Masterwork Chain shirt, masterwork longsword, masterwork shortsword, masterwork whip, light crossbow, pipes of the sewers, pan pipes, scroll of cure light wounds
Bard Spells Known (CL 2th):


1st (1/day)— grease, inspirational boost


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 8, Cha 14 
Feats Two-weapon fighting, Skill focus (perform)
Skills total ranks: 35 class 35 Balance +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -1 armour], Hide +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -1 armour], Perform (pipes) +10[+x size, +5 ranks, +2 ability, +x synergy, +x speed, +3 feat, Tumble +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour],
Possessions combat gear 
Physical Description: Kierlana is a lanky youth with shoulder length black hair tied into bunches with steel eyelets, of the kind put into laced boots and shoes.  She is dressed in light brown trousers and a polished chain shirt, wrapped with a faded tan cloak to disguise the shine.  

Kierlana has had a falling out with Kurgan and Briach, and is hoping that at least one of them will fail to survive.  Other than that she takes herself and her orders seriously.  Under Redrich’s tution she’s getting pretty good, and she doesn’t want lose her place on his team.
Kurgan
CR 1

Male human cleric 1

CE medium humanoid 

Init +1 ; Senses Listen +1, Spot +1
Aura 

Languages Common 

AC 17 touch 11, flat-footed 16

(+1 Dex,+5 armour, +1 sheild)

Miss Chance 

hp 14  (1 HD); 

Fort +4, Ref +1, Will +3

Race F+#, R+#, W+#; Class F+2, R+0, W+2; Abilities Con +2, Dex +1, Wis +1; other bonuses

Weakness 
Speed 20 ft. in chain mail (4 squares), base movement 30ft;

Melee Morning star +4[+/-X size, +X BAB, +2 Str, +1 weapon, +1 feat] (d8+2) or

Ranged Light Crossbow +2[+/-X size, +X BAB, +1 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +0; Grp +2

Atk Options 

Special Actions Rebuke undead 3/day (su), spontaneous casting
Combat Gear: Masterwork morning star, chain mail, masterwork light crossbow, holy symbol x 5, club, sickle, unholy water x 2, sling + 10 sling bullets.
Cleric Spells Prepared (CL 1st):


1st— Bane, Doom, Disguise Self D(

0— detect magic, cure minor wounds, guidance

D: Domain spell. Deity: Erythnul. Domains: War, Trickery

(Already cast

Abilities Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 10 

Feats Weapon Focus morning star (from domain)#, Toughness#, Toughness#
Skills total ranks: 8 class 8 Concentration +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Disguise +4[+x size, +4 ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions Combat gear
Physical Description: Krugan is a beefy heavyset man with a florid face and tendancy to sweat in hot weather.  He is wearing black leather boots with a turned over brim, blue trousers and chainmail over a simple green shirt.  He is disguised as one of the villagers, a buxom woman with straw-colored hair and faded red dress.  


Krugan has a simple plan. Creep up on the foolish PCs and kill them.  He will take any opportunity that arises, but doesn’t go in much for long term planning.
Resquil, Doranth
CR 1

Male human rogue 1

LE medium humanoid 

Init +2 ; Senses Listen +3, Spot +3

Aura 

Languages Common 

AC 16 touch 12, flat-footed 14

(+2 Dex,+4 armour)

Miss Chance 

hp 5 (1 HD); 

Fort +1, Ref +4, Will -1
Race F+#, R+#, W+#; Class F+0, R+2, W+0; Abilities Con +1, Dex +2, Wis -1; other bonuses
Speed 30 ft. in chain shirt (6 squares), base movement 30ft;

Melee Rapier +2[+/-X size, +X BAB, +2 Str, +X weapon, +X feat] (d6+2) or

Ranged Composite Shortbow +3[+/-X size, +X BAB, +2 Dex, +1 weapon, +X feat] (d6+2)

Space 5ft.; Reach 5 ft.

Base Atk +0; Grp +2

Atk Options: Sneak attack (+d6 damage)
Combat Gear rapier, masterwork composite shortbow (Str +2), dagger, 
Abilities Str 14, Dex 15, Con 13, Int 12, Wis 8, Cha 10 

Feats Point Blank Shot#, Precise Shot##, Feat#, Feat# 

Skills total ranks: class 40 Balance +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Climb +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Disguise +4[+x size, +4 ranks, +0 ability, +x synergy, +x speed, +0 armour], Escape Artist +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour] Hide +5 [+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour],  Jump +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +3 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],, Move silently +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Spot +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +0 armour],, Tumble +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 2 flasks of oil, 2 alchemist’s fire
4x Soldiers
CR 1/2

Male Human Warrior 1

LE Medium Humanoid 

Init +1; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 18, touch 11, flat-footed 17

(+1 Dex, +6 armour, +1 sheild)

hp 10 (1 HD);  

Fort +2, Ref +1, Will -1Race F+0, R+0, W+0; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in banded mail (4 squares), base movement 30 ft

Melee Battleaxe +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or

Ranged Light Crossbow +2[+/-X size, +1 BAB, +1 Dex, +X weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Combat Gear- Battleaxe, dagger, light crossbow, light metal shield, banded mail

Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8
Feats Toughness#, Weapon focus (axe)

Skills, total ranks: class 12 Climb -1 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour], Intimidate +3 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump -1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour],

Possessions combat gear plus 

Briach ‘The Blessed’
CR 2
Male human barbarian 2
CN Medium humanoid 

Init +2; Senses Listen +4, Spot -1
Aura 

Languages Common 

AC 18, touch 12, flat-footed 15


(+2 Dex, +6 armour)

hp 20 (2 HD); 

Fort +4 Ref +2, Will -1Race F+#, R+#, W+#; Class F+3, R+0, W+0; Abilities Con +1, Dex +2, Wis -1; other bonuses
Speed 30 ft. in Breastplate (6 squares), base movement 40 ft;

Melee Heavy Flail +6[+/-X size, +2 BAB, +2 Str, +1 weapon, +1 feat] (d12+3) or

Ranged Javelin +4[+/-X size, +2 BAB, +2 Dex, +X weapon, +X feat] (d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3
Atk Options: Rage 1/day
Special Actions 

Combat Gear Masterwork heavy flal, 5x javelins, breastplate +1, morning star, acid x2, sunrod
Abilities Str 15, Dex 14, Con 13, Int 12, Wis 8, Cha 10 

SQ  Uncanny dodge
Feats Wepaon Focus (heavy flail) #, Power attack

Skills total ranks: class 30 Climb +4[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -3 armour], Handle Animal +5[+x size, +5 ranks, +0 ability, +x synergy, +x speed, -X armour], Intimidate+5[+x size, +5 ranks, +0 ability, +x synergy, +x speed, -X armour], Jump +4[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -3 armour], Listen +4[+x size, +5 ranks, -1 ability, +x synergy, +x speed, -X armour], Survival +4[+x size, +5 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear

Physical Description: Briach is a huge beast of a man, big, stocky, hairy and imposing.  


Briach has worked long and hard on this ambush, attempting to use the strengths of each member of his team.  Tactically he knows what he is doing, and even in a rage will use intelligent tactics.  Politically he is far less astute, which is probably why he is so pleased he’s managed to put himself in charge over his rival Reydrich.

Reydrich
CR 4

Male human bard 4

NE Medium humanoid

Init +6; Senses Listen -1, Spot -1
Aura 

Languages Common 

AC 16, touch 13, flat-footed 14


(+2 Dex, +5 armour)

hp 22 (4 HD); 

Fort +3, Ref +7, Will +4
Race F+#, R+#, W+#; Class F+1, R+4, W+4; Abilities Con +1, Dex +2, Wis -1; other bonuses +1,+1,+1
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +5[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat]5 (d8+1) or

Melee Long sword +3[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +3[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat] (d6) or

Ranged Light crossbow +6[+/-X size, +3 BAB, +2 Dex, +1 weapon, +X feat] (d8)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4
Atk Options 

Special Actions Bard song 4/day: Inspire courage +1, countersong, inspire competance
Combat Gear 


Chain shirt +1, masterwork longsword, masterwork shortsword, whip, masterwork light crossbow, cloak of resistance +1, mandolin
Bard Spells Known (CL 4th):


2nd (1/day)—Glitterdust, mirror image

1st (3/day)— grease, inspirational boost, Tasha’s hideous laughter

0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 14, Con 13, Int 10, Wis 8, Cha 16 
Feats Two-weapon fighting##, Improved Initiative#, point blank shot
Skills total ranks: class 49 Balance +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour], Bluff +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Concentration +8[+x size, +7 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour], Perform +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Sense Motive +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour] Tumble +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour],

Possessions combat gear

8: Tilva’s Sunken Lair
(EL7)
Saaluish of the Deep
CR 7
Male Human druid 7
NE M  humanoid 

Init +1; Senses Listen +13, Spot +3

Aura 

Languages Common 

AC 14, touch 11, flat-footed 13


(+1 Dex, +4 armour,)

hp 63 (5 HD);  

Fort +7, Ref +3, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 30 ft. in hide (6 squares), base movement 30 ft., other movement mode XX ft.;

Melee Quarterstaff +3[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6) or

Melee Club +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6) or

Ranged Sling +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5
Atk Options 

Special Actions Wildshape 3/day(su)
Combat Gear : Quarterstaff, masterwork club, sling, 10 sling bullets, Hide armour +1, stone of alarm, amulet of golembane
Druid Spells Prepared (CL 7th):


4th—Control water

3rd—Dominate animal, Greater magic fang, Spike growth


2nd— Barkskin, bull’s strength, Flaming sphere, Soften earth and stone

1st— Faerie Fire, Cure light wounds, produce flame, Shillelagh


0— Cure minor wounds, detect magic, light, resistance

(Already cast

Abilities Str 11, Dex 12, Con 14, Int 13, Wis 16, Cha 8 
Feats #, Improved toughness#, improved initative#, spell focus (conjuration)#, augment summoning# 

Skills total ranks: class XX Concentration +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +11 (+15 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +15, Swim +10 
Possessions combat gear plus potion of mage armour, potion of aid, 
Physical Description: Saaluish is a ragged, waterlogged man.  His hair is long and unkempt trailing wetly and catching on the rags and hide that make up his rotting and waterlogged clothes.  His skin, what little is visible is wrinkled and pale.  He is stained with rank green water mixed with strangs of seaweed and kelp, and small barnacles dot skin and clothing alike.  

Saaluish in Wild Shape
CR 7
Male Crocadile druid 7
NE M  humanoid 

Init +1; Senses Listen +13, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 natural)

Miss Chance 

hp 63 (7 HD)

Fort +9, Ref +3, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 30 ft.;

Melee Bite +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d8+6) or

Melee Tail slap +9 (d12+6)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +9
Atk Options Improved grab

Special Actions 

Combat Gear 

Abilities Str 19, Dex 12, Con 17, Int 13, Wis 16, Cha 8 

SQ Hold breath, 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +9  (+13 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +13, Swim +20

Possessions combat gear plus 

Spellbook spells prepared plus 0—

X in Wild Shape
CR 7
Male leopard druid 7
NE M  humanoid 

Init +4; Senses Listen +11, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+4 Dex, +1 natural) 

hp 63 (5 HD)

Fort +6, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares), climb 20 ft.;

Melee Bite +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6+3) or

Melee 2 claws +3 (d3+1)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +6

Atk Options Improved grab, pounce, rake 2x +8 (d3+1)

Special Actions 

Combat Gear 

Abilities Str 16, Dex 19, Con 15, Int 13, Wis 16, Cha 8 

SQ

Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills Climb +13, total ranks: class XX Concentration +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +11 (+15 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Hide Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Move silently +10, Spellcraft +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +15, Swim +13
Possessions combat gear plus 

X The Animal Companion
CR -
Male Elasmosaurus animal companion

N M  

Init +2; Senses Listen +4, Spot +4

Languages -

AC 13, touch 11, flat-footed 14


(-2 size, +2 Dex, +3 natural)

hp 111 (10 HD)

Fort +15, Ref +9, Will +4
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 50 ft.;

Melee Bite +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+12) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 15ft.; Reach 10 ft.

Base Atk +7; Grp +23
Atk Options Improved grab

Abilities Str 26, Dex 14, Con 22, Int 2, Wis 13, Cha 9 

SQ link, share spells
Dodge, Great Fortitude#, Toughness#, Toughness###
Skills Hide -4* (+4 in water),total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Listen +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spot +9, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Swim +16
Possessions combat gear plus 

9: Confusion


(EL 6)
Design Note:  EL has been reduced by one because these monsters attack eachother as well as PCs.

Silver Tilva
CR 4
Female human (Oeridian) rogue 4
CG Medium humanoid

Init +3; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 17, touch 12, flat-footed 14


(+3 Dex,, +4 armour)

Miss Chance 

hp 22  (4 HD)

Fort +2, Ref +7, Will +0
Race F+#, R+#, W+#; Class F+1, R+4, W+1; Abilities Con +1, Dex +3, Wis -1; other bonuses

Speed 30 ft. in mage armour* (6 squares)

Melee Sap +6[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat] (2d6+3) or

Melee 2 Saps +4 (2d6+3), +4 (d6+2)[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5
Atk Options Sneak attack (+2d6)

Special Actions 

Combat Gear +1 Merciful sap, Masterwork sap, masterwork dagger, 6 smokesticks, Tanglefoot bag

Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10
SQ 
Feats Two Weapon Fighting1, Prone Attack3, Lightning Reflexes1,

Skills total ranks: class 70 Bluff +7[+x size, +7 ranks, +0 ability, +x synergy, +x speed, -X armour], Escape Artist +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Hide +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Listen +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour],Move Silently +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Profession (sailor) +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Spot +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Slieght of Hand +10 [+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Tumble +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Use Rope +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], 

Possessions combat gear plus empty potion vial

Spellbook spells prepared plus 0—

Sneak Attack (ex) 

Evasion (ex) 

Tilva has drunk a potion of mage armour 

Gordreth the Bounty Hunter
CR 2
Male wood elf ranger 2
CG Medium humanoid

Init +2; Senses Listen +1, Spot +8
Aura 

Languages Common 

AC 18, touch 13, flat-footed 15

(+3 Dex,, +5 armour,)

hp 12 (2 HD)

Fort +3, Ref +6, Will +1

Race F+#, R+#, W+#; Class F+3, R+3, W+0; Abilities Con +0, Dex +3, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Greatsword +6 (2d6+4)[+/-X size, +2 BAB, +3 Str, +1 weapon, +X feat]
Melee Masterwork composite longbow +6 (d8+3)[+/-X size, +2 BAB, +3 Dex, +1 weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5
Atk Options Favoured enemy human +2

Special Actions 

Combat Gear Masterwork greatsword, masterwork composite longbow (str+3), 20 arrows, shortsword, knife, potion of cure light wounds x2, +1chain shirt
Abilities Str 16, Dex 17, Con 11, Int 8, Wis 12, Cha 8
SQ low light vision (ex), immune to sleep, +2 saves vs. enchantment effects
Feats Track#, #Point blank shot#, Rapid shot, 
Skills:total ranks: class 25 Hide +7[+x size, +5 ranks, +3 ability, +x synergy, +x speed, -1 armour], Move Silently +7 [+x size, +5 ranks, +3 ability, +x synergy, +x speed, -1 armour], Search +6 [+x size, +5 ranks, -1 ability, +x synergy, +x speed, -X armour, +2 racial]Spot+8 [+x size, +5 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 racial] , Survival +6[+x size, +5 ranks, +1 ability, +x synergy, +x speed, +x armour],

Possessions combat gear plus parchment sketch of Silver Tilva and the words ‘no proof of death, no pay’ scrawled across the bottom

Spellbook spells prepared plus 0—

Physical Description: Gordreth has a powerful but spindely frame, rough of look and rough of manner.  


Gordreth was hired by house Coriell in Kildeer to track down and kill Silver Tilva, and bring back her body and all possessions.  He isn’t local, hasn’t heard of her, and doesn’t tend to socialise much.  He doesn’t know anything about the Harbourmaster in Longbridge, Silver Tilva, or anything about why he was hired.  He would annoyed to discover the PCs have been hired as well as him, and alarmed if he realizes he may be treading on the toes of the Wreckers, but after all his hard work, and a much longer job than he expected, he mainly just wants somehow to get paid and go home.
Nasran and Svenser Wrecker Enforcers
CR 1/2 

Male Human (Oeridian) warrior 1

NE M humanoid

Init +1; Senses Listen +3, Spot +3

Languages Common 

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 6 (1 HD) 

Fort +2, Ref +1, Will -1Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +0, Dex +1, Wis -1; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Shortsword +2 [+/-X size, +1 BAB, +1 Str, +X weapon, +X feat] (d6+1) or

Ranged Shortbow +3[+/-X size, +1 BAB, +1 Dex, +X weapon, +X feat] (d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions: 
Combat Gear Shortsword, shortbow, quiver, 20 arrows, knife, 

Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8
Feats Weapon focus (shortbow), point blank shot# #
Skills total ranks: class 12 : Climb +1 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour], Intimidate +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump +1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -4 armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ryshern
CR 1

Male human (Oeridian) rogue 1

CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14


(+2 Dex,, +4 armour)
hp 10 (1 HD)

Fort +3, Ref +4, Will +1

Race F+#, R+#, W+#; Class F+0, R+2, W+0; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Rapier +3 (d8+2) [+/-X size, +0 BAB, +2 Str, +1 weapon, +X feat]
Ranged Masterwork composite shortbow +4 (d8+2) [+/-X size, +0 BAB, +2 Dex, +1 weapon, +1 feat]
Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +2

Atk Options Sneak attack (d6)

Special Actions 

Combat Gear Masterwork rapier, masterwork composite shortbow (str,+2), Masterwork chain shirt
Abilities Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8
SQ 
Feats # #Point blank shot#, weapon focus (shortbow)##
Skills total ranks: class 60 Disable Device+6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Escape Artist +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Gather Information +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Hide +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour],Move Silently +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour], Spot +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Slieght of Hand +6 [+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Tumble +5[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

APL 6
2: On the Road

(EL 6)


Fetrix
CR 3
Male gnome fighter 2 /expert 2 

CE Small humanoid 

Init +2; Senses Listen +3, Spot +4
Languages Common, gnomish

AC 18, touch 12, flat-footed 16


(+1size, +2 Dex, +5 armour,)

hp 40 (4 HD)

Fort +7, Ref +2, Will +2
Race F+#, R+#, W+#; Class F+3, R+0, W+3; Abilities Con +4, Dex +2, Wis -1; other bonuses

Speed 15 ft. in breastplate (3 squares), base movement 20 ft.

Melee Masterwork shortsword +5[+1 size, +3 BAB, +0 Str, +1 weapon, +0 feat] (1d4) or

Ranged Alchemist’s fire +6[+1 size, +3 BAB, +2 Dex, +0 weapon, +0 feat] ranged touch (1d6, 1 splash)  or

Ranged Masterwork ballista +8[+1 size, +3 BAB, +2 Dex
, +1 weapon, +1 feat] (2d6/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -1
Atk Options 

Special Actions 

Combat Gear Masterwork shortsword, masterwork breastplate, 8 x alchemical fire
Spell-Like Abilities (CL 1st):


1st—  Speak with animals 1/day (burrowing mammals only, duration 1 minute)


 0th - dancing lights 1/day, prestidigitation 1/day, ghost sound 1/day
Abilities Str 11, Dex 14, Con 18, Int 10, Wis 8, Cha 12 
SQ 
Feats Exotic weapon proficiency (ballista) #, weapon focus (ballista)#, Point Blank Shot#,## grenadier
Skills total ranks: 34 class 34 Heal +5 ,[+0 size, +6 ranks,-1 ability, +0 synergy, +0 speed, -0 armour],, Jump -4 ,[+0 size, +6 ranks, +0 ability, +0 synergy, -6 speed, -4 armour], knowledge architecture and engineering +6[+0 size, +6 ranks, +0 ability, +0 synergy, +0 speed, -0 armour], Listen +3 ,[+0 size, +4 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Spot +4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Handle Animal +7 ,[+0 size, +7 ranks, +1 ability, +0 synergy, +0 speed, +0 armour]

Possessions combat gear plus 


Zamasken, Damalinor
CR 1 

Male Human (Oeridian)  fighter 1

NE M humanoid

Init +1; Senses Listen +1, Spot +1
Languages Common 

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 8 (1 HD) 

Fort +3, Ref +2, Will +1Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +1, Dex +2, Wis +1; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Masterwork greataxe +5 [+/-X size, +1 BAB, +2 Str, +1 weapon, +1 feat] (1d12+3) or

Ranged Masterwork composite Longbow +5[+/-X size, +1 BAB, +2 Dex, +1 weapon, +1 feat] (1d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +3
Atk Options 

Special Actions : Crew Ballista as an X action

Combat Gear masterwork Greataxe, masterwork breastplate, masterwork composite longbow (+2Str), quiver, 20 arrows, knife, 

Abilities Str 15, Dex 14, Con 12, Int 10, Wis 13, Cha 8 
Feats Weapon focus (shortbow), point blank shot, Weapon focus (Greataxe),  #
Skills total ranks: 12 class 12 Intimidate +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump -3[+x size, +4 ranks, +2 ability, +x synergy, +6 speed, -3 armour], Swim +0[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -6 armour
Possessions combat gear plus 



Physical Description: Mercenaries and pressed men with criminal pasts, these soldiers are the experienced survivors of a group of assorted brutes issued equipment, and beaten into following orders.  While their equipment is clean and reasonably well cared for, they care little for personal hygiene, and much of their clothing shows signs and stains of having been looted from the corpses of better-dressed men.   

Lasara
CR 4

Female human (Oeridian) ranger 4

CG Medium humanoid

Init +2; Senses Listen +8, Spot +8

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex,, +5 armour)

hp 32 (4 HD)

Fort +5, Ref +7, Will +2
Race F+#, R+#, W+#; Class F+4, R+4, W+1; Abilities Con +1, Dex +3, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Greatsword +4 (2d6+3)[+/-X size, +4 BAB, +2 Str, +1 weapon, +X feat]
Ranged Masterwork composite longbow +9 (1d8+3) or +7(1d8+3) and +7 (1d8+3) [+/-X size, +4 BAB, +3 Dex, +1 weapon, +1 feat]
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +6
Atk Options Favoured enemy human +2

Special Actions: wild empathy

Ranger Spells Prepared (CL 1st):


1st— Arrow Mind 



Combat Gear Masterwork greatsword, masterwork composite longbow (str,+2), Chain shirt +1, potion of cure moderate wounds x2
Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8 
Feats Track, Point blank shot#, Improved Toughness, Rapid shot, Endurance, weapon focus (longbow)
Skills: total ranks 49: class 49  Handle Animal +6 (+10 to handle Longtooth)[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Knowledge (nature) +7[+x size, +7 ranks, +0 ability, +x synergy, +x speed, -X armour], Listen +8 [+x size, +7 ranks, +1 ability, +x synergy, +x speed, -X armour] Move Silently +10 [+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour] XXX 
+8 [+x size, +7 ranks, +x ability, +x synergy, +x speed, -X armour]Spot +8 [+x size, +7 ranks, +1 ability, +x synergy, +x speed, -X armour], Survival +8[+x size, +7 ranks, +1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 


Longtooth
Riding Dog as Animal Companion MM p272   


CR - 
5: The Inn is Attacked
(EL 8)

Brunheera
CR 5
Female Human Oeridian wizard (conjurer) 5
N Medium humanoid

Init +6; Senses Listen +3, Spot +1

Languages Common, Terran

AC 21, touch 13, flat-footed 19

(+2 Dex,+4 armour, +4 sheild, +1 deflection) 

hp 20 (5 HD); 

Fort +1, Ref +2, Will +4

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.,

Melee Dagger +1[+/-X size, +2 BAB, -1 Str, +X weapon, +X feat] (d4-1) or
Ranged Masterwork light crossbow +6[+/-X size, +2 BAB, +2 Dex, +1 weapon, +1 feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1
Atk Options 

Special Actions 

Combat Gear Masterwork light crossbow, combat gear plus 10 bolts, potion of cure moderate wounds, Glamoured spellbook, wand of mount (35 charges), ring of protection +1
Wizard Spells Prepared (CL 5th):




3rd— Stinking cloud, fireball, haste




2nd—Web, glitterdust, scorching ray, bull’s strength(


1st— grease, silent image(, magic missle, enlarge person. Mage armour(, sheild(

0— detect magic, light , resistance, mage hand;
(Already cast

Abilities Str 8, Dex 14, Con 12, Int 16, Wis 13, Cha 10 
Feats Scribe Scroll, Point blank shot, Weapon Focus (light crossbow) , Improved iniative#, spell focus (conjuration)#
Skills total ranks48 class 24 Concentration +9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Knowledge (arcane) +11[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour], Listen +5 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -X armour], Move silently+6 [+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour],  Spellcraft +11[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -X armour] 

Possessions 

Spellbook spells prepared plus 1— Alarm, reduce person  2- Hypnotic pattern,  3 Shrink item
Physical Description: Tall and lean, Brunheera is clad in a patchwork motley tunic, high soft boots and short leather skirt.  Her long hair is bound up in large silver clasp shaped like a butterfly, its original brownish colour dyed with an unconvincing redish tinge.
Koshandin
CR 5
Male human  Oeridian Fighter 2, Marshal 3
LE Medium Humanoid 

Init +1; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 11, flat-footed 15


(+1 Dex, +6 armour)

hp 38 (5 HD)

Fort +7, Ref +2, Will +4
Race F+#, R+#, W+#; Class F+6, R+1, W+3; Abilities Con +1, Dex +1, Wis -1; other bonuses: W + 2
Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Halberd +10[+/-X size, +4 BAB, +3 Str, +1 weapon, +1 feat] (D8+5) or
Ranged Composite longbow +6[+/-X size, +4 BAB, +1 Dex, +1 weapon, +X feat] (D8+3)

Space 5ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options 

Special Actions 

Combat Gear: Halbard +1, masterwork composite longbow (Str+3), quiver w/20 arrows, 5 smokesticks, breastplate +1, knife, potion of cure moderate wounds
(Already cast

(Already cast

Abilities Str 16, Dex 13, Con 12, Int 10, Wis 8, Cha 14 
Feats: Skill focus (diplomacy) Blind Fighting#, Weapon Focus (Halbard)#, Power Attack, combat reflexes, iron will#
Skills total ranks:36 class 36 Diplomacy+14[+x size, +7 ranks, +2 ability, +2 synergy, +x speed, -X armour, +3 feat], Jump +7[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -3 armour], Bluff +9[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -X armour], ], Intimidate +12[+x size, +8 ranks, +2 ability, +2 synergy, +x speed, -X armour] Swim +2[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -6 armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexerity-based skill checks, and initiative checks.

Master of  Tactics.  Bonus on damage rolls when flanking

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: XXX is a professional soldier, cool, calm and collected.  He is dressed in a highly polished breastplate over a red surcoat, and is arm length leather gloves have polished brass caps over the knuckles, each decorated with a tiny embossed eagle.  His boots are polished reddish brown leather, now badly stained by salt water.

Kobastin
CR 5
Male human  Oeridian Fighter 2, Marshal 3 

CE Medium Humanoid 

Init 0; Senses Listen -1, Spot -1
Aura 

Languages Common 

AC 16, touch 10, flat-footed 16

(+6 armour)

hp 38 (5 HD)

Fort +7, Ref +1, Will +2
Race F+#, R+#, W+#; Class F+6, R+1, W+3; Abilities Con +1, Dex +0, Wis -1; other bonuses R +2
Speed 20 ft. in breastplate (4 squares), base movement 30 ft.;

Melee Halberd +9[+/-X size, +4 BAB, +3 Str, +1 weapon, +1 feat] (D8+5) or
Ranged Composite longbow +5[+/-X size, +4 BAB, +X Dex, +1 weapon, +X feat] (D8+3)

Space 5ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options Trip at +9

Special Actions 

Combat Gear +1 Halbard, masterwork composite longbow (Str+3), quiver w/20 arrows, 5 smokesticks, cold iron mace, +1 breastplate, knife
Abilities Str 16, Dex 10, Con 12, Int 13, Wis 8, Cha 14 
Feats Skill focus (diplomacy), Combat Expertise, Improved Trip, weapon focus (Halberd), blind fighting, Lightning Relfexes#
Skills total ranks: 38 class 34 Diplomacy+8[+x size, +3 ranks, +2 ability, +x synergy, +x speed, -X armour, +3 feat], Knowledge (arcane) +6[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -X armour], Spellcraft +5[+x size, +2 ranks, +1 ability, +2 synergy, +x speed, -X armour], Jump +6[+x size, +6 ranks, +3 ability, +x synergy, +x speed, -3 armour], Bluff +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], ], Intimidate +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour] Swim +3[+x size, +6 ranks, +3 ability, +x synergy, +x speed, -6 armour] Craft (carpentry) +3[+x size, +2 ranks, +1 ability, +x synergy, +x speed, + armour]
Possessions combat gear plus 

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Art of War: :Bonus on disarm, trip, bull rush, and sunder attempts.

Over the top: Bonus on damage rolls when charging
Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Hardy soliders:  The marshal’s allies gain damage reduction equal to the amount of bonus the aura provides.  For example, if the marshal is 10th level, everyone gains DR 2/-.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: XXX is annoyed with the village, the mission, and the whole mess, and doesn’t care who knows it.  He is dressed in a dented breastplate over a dirty red surcoat, and his arm length leather gloves have a row of holes over the knuckles where some decoration has clearly fallen off.  His boots are scuffed reddish brown leather, now badly stained by salt water.

6: The Water Passages
(EL9)

Iridni
CR 7
Female human suel cleric 7
AL NE Medium Humanoid 

Init 0; Senses Listen +3, Spot +3

Aura 

Languages Common 

AC 21, touch 11, flat-footed 20

(+9 armour, +1 shield, +1 deflection) 

hp 49 (7HD); 

Fort +6, Ref +2, Will +8Race F+#, R+#, W+#; Class F+5, R+2, W+5; Abilities Con +1, Dex +0, Wis +3; other bonuses

Speed 20 ft. in plate mail (4 squares), base movement 30 ft;

Melee Masterwork heavy mace +7[+/-X size, +5 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or
Ranged Masterwork light crossbow +6[+/-X size, +5 BAB, +X Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +6
Atk Options Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 7d6 (no save)

Special Actions 

Combat Gear  Masterwork heavy mace, masterwork light crossbow, Holy symbolx6, Robe of Bones, 3x unholy water, +1 Plate mail, Masterwork light shield, ring of protection +1
ClericSpells Prepared (CL 7th):

4th— ConfusionD, Divine power

3rd— Magic Circle of Protection from Good D*, Prayer, Summon Undead III* 


2nd—Desecrate*D , silence, spiritual weapon, Darkness

1st— Cause Fear*D, Command, magic stone, cure light wounds, Sanctuary,


0—create water, light, virtue

D: Domain spell. Deity: Nyrull. Domains: Death, Evil 

(Already cast

* Evil spells get +1 caster level

Abilities Str 13, Dex 10, Con 12, Int 8, Wis 16, Cha 14
SQ 
Feats Corpsecrafter, Necromantic presence, Necromantic Might, Destructive Retribution
Skills total ranks: 16 class 16 Concentration +11[+x size, +10 ranks, +1 ability, +x synergy, +x speed, -X armour], Knowledge (religion) +9[+x size, +10 ranks, -1 ability, +x synergy, +x speed, -X armour] Heal +13[+x size, +10 ranks, +3 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus the last quarter of a stolen meat pie
Physical Description: Iridni is a short lady with pale skin and bone-white hair.  She favours a long black robe from which dangle scores of tiny sliver charms, in the shape of skulls, claws, and intricately twisted silver bands.  This is largely covered by a pristine suit of heavy plate armour.
8 Enhanced Zombie Elite warriors
CR 1
Mixed human zombies 

N Medium undead 

Init -1; Senses Listen +0, Spot +0

Aura 

Languages Common 

AC 11,   touch 9, flat-footed 11


(+1 Dex, +X class, +X armour, +2 natural)

Miss Chance 

hp 25 (2 HD); DR 5/slashing 

Undead Traits

Fort +0, Ref +1, Will +3

Race F+0, R+0, W+3; Class F+#, R+#, W+#; Abilities Con +##, Dex +1, Wis +##; other bonuses

Weakness 
Speed 30 ft. (6 squares), (can’t run)

Melee Slam +7[+/-X size, +1 BAB, +4 Str, +X weapon, +2 cleric’s feat] (d6+6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +5
Atk Options 

Special Actions Upon death, 2d6 negative energy damage 10’ radius, Reflex DC 15 half
Combat Gear 

Abilities Str 19 Dex 12 Con - Int - Wis 10Cha 1
SQ Turn resistance +4 while Iridini within 30’
Feats Toughness
Skills: Nonetotal ranks: NoneN
Possessions combat gear 
Single Actions Only (ex)  Zombies have poor reflexes and can perform only a single move action or attack action each round.  A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.


Physical Description: There is something terribly wrong with this villager.  She is dressed as neatly as those in the village above, but her deathly pallor, slack features, unfocussed eyes and shambling gait reveal her to be a corpse animated in a foul parody of life.  Her flesh bears the stiching and odd bulges of extensive surgery, and the unholy energy that suffuses her pallid flesh seems to suck the light and heat out of the very air itself.

Notes:  These creatures have been enhanced using the Corpsecrafter and Destructive Retribution feats by the accompanying cleric, Iridni.  The benefits of these feats have been included in the stat block above.  The above stats also include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic Might and Necromantic Presence feats, so long as the cleric is still alive and within 30’.  It doesinclude the effects of any spells.
7: The Execution
(EL9)



Kierlana
CR 2

Female human bard 2

CE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 12 flat-footed 14


(+2 Dex, +4 armour)

Miss Chance 

hp 11 (2 HD); 

Fort +1, Ref +5, Will +2

Race F+#, R+#, W+#; Class F+0, R+3, W+3; Abilities Con +1, Dex +2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat]3(d8+1) or
Melee Long sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d6) or
Ranged Light crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Ranged Whip +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions 

Combat Gear 


Masterwork Chain shirt, masterwork longsword, masterwork shortsword, masterwork whip, light crossbow, pipes of the sewers, pan pipes, scroll of cure light wounds

Bard Spells Known (CL 2th):


1st (1/day)— grease, inspirational boost


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 8, Cha 14 
SQ 
Feats Two-weapon fighting, Skill focus (perform)

Skills total ranks: 35 class 35 Balance +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -1 armour], Hide +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -1 armour], Perform (pipes) +10[+x size, +5 ranks, +2 ability, +x synergy, +x speed, +3 feat, Tumble +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour],

Possessions combat gear 

Spellbook spells prepared plus 0—

Physical Description: Kierlana is a lanky youth with shoulder length black hair tied into bunches with steel eyelets, of the kind put into laced boots and shoes.  She is dressed in light brown trousers and a polished chain shirt, wrapped with a faded tan cloak to disguise the shine.  


Kierlana has had a falling out with Kurgan and Briach, and is hoping that at least one of them will fail to survive.  Other than that she takes herself and her orders seriously.  Under Redrich’s tution she’s getting pretty good, and she doesn’t want lose her place on his team.
Krugan
CR 3
Male human cleric 3

CE medium humanoid 

Init +1; Senses Listen +2, Spot +2
Aura 

Languages Common 

AC 17 touch 11, flat-footed 16

(+1 Dex,+6 armour)

Miss Chance 

hp 27  (3 HD); 

Fort +4, Ref +2, Will +5
Race F+#, R+#, W+#; Class F+3, R+1, W+3; Abilities Con +1, Dex +1, Wis +2; other bonuses

Weakness 
Speed 20 ft. in chain mail (4 squares), base movement 30ft;

Melee Morning star +6[+/-X size, +2 BAB, +2 Str, +1 weapon, +1 feat] (d8+2) or
Ranged Light Crossbow +4[+/-X size, +2 BAB, +1 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options 

Special Actions 

Combat Gear: Masterwork morning star, chain mail +1, masterwork light crossbow

Cleric Spells Prepared (CL 3rd):


2nd—Bull’s strength, Hold Person, Spiritual WeaponD

1st—Bane, Doom, Disguise Self D(

0— detect magic, cure minor wounds, guidance

D: Domain spell. Deity: Erythnul. Domains: War, Trickery

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 15, Cha 10 
SQ 
Feats Weapon Focus morning star (from domain)#, Toughness#, Toughness### 

Skills total ranks: 12 class 12 Concentration +8[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -X armour], Disguise +6[+x size, +6 ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions scroll of cure light wounds x2
Physical Description: Krugan is a beefy heavyset man with a florid face and tendancy to sweat in hot weather.  He is wearing black leather boots with a turned over brim, blue trousers and chainmail over a simple green shirt.  He is disguised as one of the villagers, a buxom woman with straw-colored hair and faded red dress.  


Krugan has a simple plan. Creep up on the foolish PCs and kill them.  He will take any opportunity that arises, but doesn’t go in much for long term planning.
Resquil, Doranth
CR 3
Male human rogue 3
LE medium humanoid

Init +2; Senses Listen +5, Spot +5
Aura 

Languages Common 

AC 17 touch 12, flat-footed 15

(+2 Dex,+5 armour)

Miss Chance 

hp 16 (3 HD); 

Fort +2, Ref +5, Will 0
Race F+#, R+#, W+#; Class F+1, R+3, W+1; Abilities Con +1, Dex +2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in chain shirt (6 squares), base movement 30ft;

Melee Rapier +5[+/-X size, +2 BAB, +2 Str, +1 weapon, +X feat] (d6+2) or
Ranged Composite Shortbow +6[+/-X size, +2 BAB, +2 Dex, +1 weapon, +1 feat] (d6+2)

Space 5ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options: Sneak attack (+2d6 damage)

Special Actions 

Combat Gear masterwork rapier, masterwork composite shortbow, dagger, +1 chain shirt
Abilities Str 14, Dex 15, Con 13, Int 12, Wis 8, Cha 10 
SQ Evasion
Feats Point Blank Shot#, Precise Shot##, Weapon focus (shortbow),## 

Skills total ranks: class 60 Balance +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour], Climb +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour], Disguise +6[+x size, +6 ranks, +0 ability, +x synergy, +x speed, +0 armour], Escape Artist +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour] Hide +7 [+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour],  Jump +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, +x armour],, Move silently +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour], Spot +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, +0 armour],, Tumble +7[+x size, +6 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 2 flasks of oil, 2 alchemist’s fire, 4 smokesticks
5x Soldiers
CR 1
Male Human Fighter 1

LE Medium Humanoid 

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 19, touch 12, flat-footed 17

(+2 Dex, +6 armour, +1 sheild)

Miss Chance 

hp 11 (1 HD);  

Fort +3, Ref +2, Will +1Race F+0, R+0, W+0; Class F+2, R+0, W+0; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 20 ft. in banded mail (4 squares), base movement 30 ft

Melee Battleaxe +5[+/-X size, +1 BAB, +2 Str, +1 weapon, +1 feat] (d8+2) or
Ranged Light Crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions 

Combat Gear- Masterwork Battleaxe, dagger, Masterwork light crossbow, Masterwork light metal sheild

Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8
SQ 
Feats Toughness#, Weapon focus (axe)

Skills, total ranks: class 12 Climb -1 [+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour], Intimidate +3 [+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump -1[+x size, +4 ranks, +1 ability, +x synergy, +x speed, -6 armour],

Possessions combat gear plus 

Briach ‘The Blessed’
CR 5
Male human barbarian 3 marshal 2
CN Medium humanoid 

Init +2; Senses Listen +4, Spot -1

Aura 

Languages Common 

AC 18, touch 12, flat-footed 15


(+2 Dex, +6 armour)

Miss Chance 

hp 44  (5 HD); 

Fort +8 Ref +4, Will +4Race F+#, R+#, W+#; Class F+6, R+1, W+4; Abilities Con +1, Dex +2, Wis -1, other bonuses +1,+1,+1;
Speed 30 ft. in Breastplate (6 squares), base movement 40 ft;

Melee Heavy Flail +9[+/-X size, +4 BAB, +3 Str, +1 weapon, +1 feat] (d12+5) or
Ranged Javelin +6[+/-X size, +4 BAB, +2 Dex, +X weapon, +X feat] (d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +3

Atk Options: Rage

Special Actions 

Combat Gear Heavy flail +1, 5x javelins, breastplate +1, cloak of resistance +1
Abilities Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12 
SQ  Uncanny dodge
Feats Skill focus (diplolmacy), Wepaon Focus (heavy flail)#, Power attack#### 

Skills total ranks: class 40 Climb +7[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -3 armour], Diplomacy +6[+x size, +2 ranks, +1 ability, +x synergy, +3 feat, +x speed, +x armour], Intimidate+9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -3 armour], Listen +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, -X armour], Survival +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexerity-based skill checks, and initiative checks.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Reydrich
CR 4

Male human bard 4

NE Medium humanoid

Init +6; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 13, flat-footed 14


(+2 Dex, +5 armour)

Miss Chance 

hp 22 (4 HD); 

Fort +3, Ref +7, Will +4

Race F+#, R+#, W+#; Class F+1, R+4, W+4; Abilities Con +1, Dex +2, Wis -1; other bonuses +1,+1,+1

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +5[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat]5 (d8+1) or
Melee Long sword +3[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +3[+/-X size, +3 BAB, +1 Str, +1 weapon, +X feat] (d6) or
Ranged Light crossbow +6[+/-X size, +3 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options 

Special Actions 

Combat Gear 


Chain shirt +1, masterwork longsword, masterwork shortsword, whip, masterwork light crossbow, cloak of resistance +1, mandolin

Bard Spells Known (CL 4th):


2nd (1/day)—Glitterdust, mirror image


1st (3/day)— grease, inspirational boost, Tasha’s hideous laughter


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 14, Con 13, Int 10, Wis 8, Cha 16 
SQ 
Feats Two-weapon fighting##, Improved Initiative#, point blank shot## 

Skills total ranks: class 49 Balance +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour], Bluff +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Concentration +8[+x size, +7 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour], Perform +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Sense Motive +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour] Tumble +8[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

8: Tilva’s Sunken Lair
(el 9)
Saaluish of the Deep
CR 9
Male Human druid 9
NE M  humanoid 

Init +6; Senses Listen +13, Spot +3

Aura 

Languages Common 

AC 14, touch 11, flat-footed 13


(+2 Dex, +X, +7 armour, +1 insight)

hp 81  (9 HD);  

Resist ; SR XX
Fort +8, Ref +4, Will +9
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 20 ft. in Stoneplate (6 squares), base movement 30 ft;

Melee Quarterstaff +6/+1[+/-X size, +X BAB, +X Str, +X weapon, +X feat](d6) or
Melee Club +7/+2[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6) or
Ranged Sling +8/+3[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d4)

Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +6
Atk Options 

Special Actions 

Combat Gear : Quarterstaff, masterwork club, masterwork sling, Stoneplate +1, stone of alarm, scarab of golembane, ioun stone (dusty rose)
Druid Spells Prepared (CL 9th):


5th— Baleful polymorph

4th—Control water, Flame strike

3rd—Dominate animal, Greater magic fang(, Spike growth, Wind wall

2nd— Barkskin, bull’s strength, Flaming sphere, Soften earth and stone, reduce animal(

1st— Faerie Fire, Cure light wounds, magic fang, produce flame, Shillelagh, 

0— Cure minor wounds, detect magic, light, resistance 

(Already cast

Abilities Str 10, Dex 14, Con 14, Int 12, Wis 16, Cha 8 
Feats: Heavy armour proficiency#, improved toughness, improved initiative, #Fast wild shape#, Natural spell##
Skills total ranks: class XX Concentration +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +13 (+17 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +17, Swim +12 

Possessions combat gear plus potion of mage armour, potion of aid, 

Physical Description: Saaluish is a ragged, waterlogged man.  His hair is long and unkempt trailing wetly and catching on the rags and stone plates that make up his rotting and waterlogged clothes.  His skin, what little is visible is wrinkled and pale.  He is stained with rank green water mixed with strangs of seaweed and kelp, and small barnacles dot skin and armour alike.
X in Wild Shape
CR 9
Male Crocadile druid 9
NE M  humanoid 

Init +1; Senses Listen +13, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 natural)

Miss Chance 

hp 81 (7 HD)

Fort +9, Ref +3, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 30 ft.;

Melee Bite +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d8+6) or
Melee Tail slap +10 (d12+6)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +6/+1; Grp +9

Atk Options Improved grab

Special Actions 

Combat Gear  
Abilities Str 19, Dex 12, Con 17, Int 13, Wis 16, Cha 8 
SQ Hold breath, 
## Improved toughness#, improved initative#, spell focus (conjuration)#, augment summoning#, fast wild shape
Skills total ranks: class XX Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +9  (+13 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +13, Swim +20

Possessions combat gear plus 

Spellbook spells prepared plus 0—

X in Wild Shape
CR 7

Male leopard druid 7

NE M  humanoid 

Init +4; Senses Listen +11, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+4 Dex, +1 natural) 

hp 56 (5 HD)

Fort +6, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares), climb 20 ft.;

Melee Bite +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6+3) or
Melee 2 claws +3 (d3+1)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +6

Atk Options Improved grab, pounce, rake 2x +8 (d3+1)

Special Actions 

Combat Gear 

Abilities Str 16, Dex 19, Con 15, Int 13, Wis 16, Cha 8 
SQ

Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills Climb +13, total ranks: class XX Concentration +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +11 (+15 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Hide Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Move silently +10, Spellcraft +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +15, Swim +13

Possessions combat gear plus 

X The Animal Companion
CR -

Male Elasmosaurus animal companion

N M  

Init +2; Senses Listen +4, Spot +4

Languages -

AC 13, touch 11, flat-footed 14


(-2 size, +2 Dex, +5 natural)

hp 135 (12 HD)

Fort +16, Ref +10, Will +5
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 50 ft.;

Melee Bite +17[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d8+14) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 15ft.; Reach 10 ft.

Base Atk +9; Grp +26
Atk Options Improved grab

Combat gear  Amulet of mighty fists
Abilities Str 28, Dex 14, Con 22, Int 2, Wis 13, Cha 9 
SQ link, share spells, evasion
Dodge, Great Fortitude#, Toughness#, Toughness#, Improved natural attack#, Feat# 

Skills Hide -2* (+6 in water),total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Listen +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spot +9, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Swim +16

Possessions combat gear plus 

XXX starts combat under the effects of a reduce animal spell
1: Confusion
(EL 8)



Design Note:  EL has been reduced by one because these monsters attack eachother as well as PCs.

Silver Tilva
CR 4

Female human (Oeridian) rogue 4

CG Medium humanoid

Init +3; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 17, touch 12, flat-footed 14


(+3 Dex,, +4 armour)

Miss Chance 

hp 22  (4 HD)

Fort +2, Ref +7, Will +0

Race F+#, R+#, W+#; Class F+1, R+4, W+1; Abilities Con +1, Dex +3, Wis -1; other bonuses

Speed 30 ft. in mage armour* (6 squares)

Melee Sap +6[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat] (2d6+3) or

Melee 2 Saps +4 (2d6+3), +4 (d6+2)[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options Sneak attack (+2d6)

Special Actions 

Combat Gear +1 Merciful sap, Masterwork sap, masterwork dagger, 6 smokesticks, Tanglefoot bag

Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10

SQ 
Feats Two Weapon Fighting1, Prone Attack3, Lightning Reflexes1,

Skills total ranks: class 70 Bluff +7[+x size, +7 ranks, +0 ability, +x synergy, +x speed, -X armour], Escape Artist +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Hide +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Listen +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour],Move Silently +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Profession (sailor) +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Spot +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Slieght of Hand +10 [+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Tumble +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], Use Rope +10[+x size, +7 ranks, +3 ability, +x synergy, +x speed, -X armour], 

Possessions combat gear plus empty potion vial

Spellbook spells prepared plus 0—

Sneak Attack (ex) 

Evasion (ex) 

Tilva has drunk a potion of mage armour 






























Gordreth the Bounty Hunter
CR 5
Male wood elf  ranger 5
CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14


(+2 Dex,, +4 armour, +X deflection)

hp 30 (5 HD)

Fort +4, Ref +8, Will +2 (+2 vs. enchantment)
Race F+#, R+#, W+#; Class F+4, R+4, W+1; Abilities Con +0, Dex +4, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Greatsword +9 (2d6+4)[+/-X size, +5 BAB, +3 Str, +1 weapon, +X feat]
Ranged +1 composite longbow +10 (d8+4) [+/-X size, +5 BAB, +4 Dex, +1 weapon, +0 feat]
Ranged Rapidshot +1 composite longbow 2x +8 (d8+3)[+/-X size, +5 BAB, +4 Dex, +1 weapon, +0 feat]
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8
Atk Options Favoured enemy human +2

Special Actions: wild empathy
Ranger Spells Prepared (CL 1st):


1st— Arrow Mind
(Already cast

Combat Gear Masterwork greatsword, +1 composite longbow (str+3), +1 chain shirt, knife
Abilities Str 16, Dex 18, Con 11, Int 8, Wis 12, Cha 8 
SQ low light vision (ex), immune to sleep, +2 saves vs. enchantment effects
Feats Track, Point blank shot, (Rapid shot), Precise Shot, Endurance
Skills:total ranks: class 40 Hide +11[+x size, +8 ranks, +4 ability, +x synergy, +x speed, -1 armour], Move Silently +11 [+x size, +8 ranks, +4 ability, +x synergy, +x speed, -1 armour], Listen +3 [+x size, +0 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 racial], Search +9 [+x size, +8 ranks, -1 ability, +x synergy, +x speed, -X armour, +2 racial]Spot+11 [+x size, +8 ranks, +1 ability, +x synergy, +x speed, -X armour, +2 racial] , Survival +9[+x size, +8 ranks, +1 ability, +x synergy, +x speed, +x armour],

Possessions combat gear plus parchment sketch of Silver Tilva and the words ‘no proof of death, no pay’ scrawled across the bottom


Riding Dog as Animal Companion MM p272   


CR - 

Nasran and Svenser Wrecker Enforcers
CR 2 

Male Human (Oeridian)  warrior 4
NE M humanoid

Init +1; Senses Listen +3, Spot +3

Languages Common 

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 24 (4 HD) 

Fort +4, Ref +2, Will 0Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Shortsword +7 (d6+1) or

Ranged Shortbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +6
Atk Options 

Special Actions : 
Combat Gear Shortsword, composite shortbow (Str+2), quiver, 20 arrows, knife, 

Abilities Str 14, Dex 12, Con 11, Int 10, Wis 9, Cha 8 
Feats Weapon focus (shortbow), point blank shot, weapon focus (shortsword)# #
Skills total ranks: class XX : Climb +5 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Intimidate +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ryshern
CR 4
Male human (Oeridian) rogue 4
CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14


(+2 Dex,, +4 armour, +X deflection)

hp 22 (4 HD)

Fort +2, Ref +4, Will +2
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee Masterwork Rapier +6 (d8+2)

[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Ranged Masterwork composite shortbow +8 (d8+2) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Atk Options Sneak attack (2d6)

Special Actions 

Combat Gear Masterwork rapier, masterwork composite shortbow (str,+2),   

Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8 
SQ  Uncanny dodge
Feats # #Point blank shot#, weapon focus (shortbow), rapid shot##
Skills: Listen +8, Hide +10, Move Silently +10total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +7 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+8 Spellcraft +7[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Tumble +10
Possessions combat gear plus lamp of stars
Spellbook spells prepared plus 0—

APL 8

2: On the Road

(EL 8)


Fetrix
CR 3

Male gnome fighter 2 /expert 2 

CE Small humanoid 

Init +2; Senses Listen +3, Spot +4

Languages Common, gnomish

AC 18, touch 12, flat-footed 16


(+1size, +2 Dex, +5 armour,)

hp 40 (4 HD)

Fort +7, Ref +2, Will +2

Race F+#, R+#, W+#; Class F+3, R+0, W+3; Abilities Con +4, Dex +2, Wis -1; other bonuses

Speed 15 ft. in breastplate (3 squares), base movement 20 ft.

Melee Masterwork shortsword +5[+1 size, +3 BAB, +0 Str, +1 weapon, +0 feat] (1d4) or

Ranged Alchemist’s fire +6[+1 size, +3 BAB, +2 Dex, +0 weapon, +0 feat] ranged touch (1d6, 1 splash)  or

Ranged Masterwork ballista +8[+1 size, +3 BAB, +2 Dex
, +1 weapon, +1 feat] (2d6/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -1

Atk Options 

Special Actions 

Combat Gear Masterwork shortsword, masterwork breastplate, 8 x alchemical fire

Spell-Like Abilities (CL 1st):


1st—  Speak with animals 1/day (burrowing mammals only, duration 1 minute)


 0th - dancing lights 1/day, prestidigitation 1/day, ghost sound 1/day

Abilities Str 11, Dex 14, Con 18, Int 10, Wis 8, Cha 12 
SQ 
Feats Exotic weapon proficiency (ballista) #, weapon focus (ballista)#, Point Blank Shot#,## grenadier

Skills total ranks: 34 class 34 Heal +5 ,[+0 size, +6 ranks,-1 ability, +0 synergy, +0 speed, -0 armour],, Jump -4 ,[+0 size, +6 ranks, +0 ability, +0 synergy, -6 speed, -4 armour], knowledge architecture and engineering +6[+0 size, +6 ranks, +0 ability, +0 synergy, +0 speed, -0 armour], Listen +3 ,[+0 size, +4 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Spot +4 ,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Handle Animal +7 ,[+0 size, +7 ranks, +1 ability, +0 synergy, +0 speed, +0 armour]

Possessions combat gear plus 





























Zamasken, Damalinor, Montand
CR 1 

Male Human (Oeridian)  fighter 1

NE M humanoid

Init +1; Senses Listen +0, Spot +0
Languages Common 

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 8 (1 HD) 

Fort +3, Ref +2, Will +0Race F+#, R+#, W+#; Class F+2, R+0, W+0; Abilities Con +1, Dex +2, Wis +0; other bonuses
Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Melee Greataxe +5 [+/-X size, +1 BAB, +2 Str, +1 weapon, +1 feat] (d12+3) or

Ranged Composite Longbow +5[+/-X size, +1 BAB, +2 Dex, +1 weapon, +1 feat] (d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +3

Atk Options 

Special Actions : Crew Ballista as an X action

Combat Gear masterwork Greataxe, masterwork breastplate, masterwork composite longbow (+2Str), quiver, 20 arrows, knife, 

Abilities Str 15, Dex 14, Con 12, Int 10, Wis 11, Cha 8 
Feats Weapon focus (shortbow), point blank shot, Weapon focus (Greataxe),  #
Skills total ranks: 12 class 12 Intimidate +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump +3[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -3 armour], Swim +0[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -6 armour
Possessions combat gear plus 

Spellbook spells prepared plus 0—


Physical Description: Mercenaries and pressed men with criminal pasts, these soldiers are the experienced survivors of a group of assorted brutes issued equipment, and beaten into following orders.  While their equipment is clean and reasonably well cared for, they care little for personal hygiene, and much of their clothing shows signs and stains of having been looted from the corpses of better-dressed men.   

Lasara
CR 6
Female human (Oeridian) ranger 6 fighter 1
CG Medium humanoid

Init +3; Senses Listen +10, Spot +10
Aura 

Languages Common 

AC 18, touch 12, flat-footed 14


(+3 Dex,, +5 armour, +X deflection)

hp  50 (7 HD)

Fort +8, Ref +8, Will +3
Race F+#, R+#, W+#; Class F+7, R+5, W+2; Abilities Con +1, Dex +3, Wis +1; other bonuses

Speed 30 ft. in light armour (6 squares)

Melee +1 longsword +10/+5 (d8+2) [+/-X size, +7 BAB, +2 Str, +1 weapon, +X feat] or
Melee Masterwork shortsword +10/+5 (d6+2) [+/-X size, +7 BAB, +2 Str, +1 weapon, +X feat] or

Ranged +1 longsword and shortsword +8/+3 (d8+2) and +8/+3 (d6+1) or
Ranged +1 composite longbow +11/+6 (d8+3) [+/-X size, +7 BAB, +3 Dex, +1 weapon, +X feat]or

Ranged Rapidshot +1 composite longbow +9/+9/+4 (d8+3) or

Ranged Manyshot +1 composite longbow +7/+2 (d8+3) 
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +9
Atk Options Favoured enemy: human +4, elf +2
Special Actions: wild empathy

Ranger Spells Prepared (CL 1st):


1st— Blades of Fire, Entangle

Special Actions 

Combat Gear  +1 longsword, masterwork shortsword, +1 composite longbow (str,+2),, +1 chain shirt, mace, potion of cure moderate wounds x2   

Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8 
SQ 
Feats Endurance, Track#, #Point blank shot#, two weapon fighting, rapid shot, Manyshot, Improved two weapon fighting, Quickdraw##
Skills: total ranks 66: class 49  Handle Animal +8[+x size, +9 ranks, -1 ability, +x synergy, +x speed, -X armour], Knowledge (nature) +9[+x size, +9 ranks, +0 ability, +x synergy, +x speed, -X armour], Listen +10 [+x size, +9 ranks, +1 ability, +x synergy, +x speed, -X armour] Move Silently +11 [+x size, +9 ranks, +2 ability, +x synergy, +x speed, -X armour] XXX +x [+x size, +9 ranks, +x ability, +x synergy, +x speed, -X armour]Spot +10 [+x size, +9 ranks, +1 ability, +x synergy, +x speed, -X armour], Survival +10[+x size, +9 ranks, +1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Riding Dog as Animal Companion MM p272   

HD +2 Nat armour +2, str dex +1 evasion

Longtooth
CR -

Female Riding Dog animal companion 

N Medium animal

Init +3; Senses Listen +X, Spot +X

Aura 

Languages X

AC 18, touch 12, flat-footed 14


(+3 Dex,, +6 natural armour)

hp  32 (4 HD)

Fort +6, Ref +7, Will +2
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft.  (8 squares)

Melee Bite +6 (d6+5)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16, Dex 16, Con 16, Int 2, Wis 12, Cha 6 
SQ 
Feats Track#, #Alertness, Combat reflexes###
Skills: Listen +10, knowledge (nature) +9, Move Silently +12total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +9 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+10 Survival +10[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

2: Arrest
(EL 10)




Brunheera
CR 7
Female Human Oeridian wizard (conjurer)  7
N Medium humanoid

Init +6; Senses Listen +3, Spot +1

Languages Common, Terran

AC 20, touch 12, flat-footed 18


(+2 Dex,+4 armour, +4 sheild) 

hp 28 (7 HD); 

Fort +3, Ref +4, Will +6
Race F+#, R+#, W+#; Class F+2, R+2, W+5; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.,

Melee Dagger +2[+/-X size, +3 BAB, -1 Str, +X weapon, +X feat] (d4-1) or
Ranged Masterwork light crossbow +5[+/-X size, +3 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2
Atk Options 

Special Actions 

Combat Gear +1 light crossbow, 

Wizard Spells Prepared (CL 7th):




4th- Evard’s Black Tentacles, greater invisibility 




3rd— Stinking cloud, fireball,, haste, dispel magic



2nd— Blur(, Web, glitterdust, hypnotic pattern, bull’s strength(


1st— grease, silent image(, magic missle, enlarge person. Mage armour(, sheild(

0— detect magic, light , resistance, mage hand;
(Already cast

Abilities Str 8, Dex 14, Con 12, Int 16, Wis 13, Cha 10 
Feats Scribe Scroll, Point blank shot, Weapon Focus (light crossbow) , Improved initiative#, spell focus (conjuration)#
Skills total ranks: class XX Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Escape Artist +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Knowledge (arcane) +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +6,  Spellcraft +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] 

Possessions combat gear plus 10 bolts, potion of cure moderate wounds, Glamoured spellbook, wand of mount (35 charges), eversmoking bottle
Spellbook spells prepared plus 1— Alarm, reduce person  2- Hypnotic pattern,  3 Shrink item, major image, 4-Solid Fog
Physical Description: Tall and lean, Brunheera is clad in a patchwork motley tunic, high soft boots and short leather skirt.  Her long hair is bound up in large silver clasp shaped like a butterfly, its original brownish colour dyed with an unconvincing redish tinge.
Koshandin
CR 7
Male human Oeridian Fighter 1, Marshal 4, Ranger 2
LE Medium Humanoid 

Init +1; Senses Listen +8, Spot +8
Aura 

Languages Common, elvish, gnomish, ancient suel
AC 17, touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 50 (7 HD)

Fort +10, Ref +5, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.;

Melee Halberd +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (D8+6) and +6 bludgeon (d6+1) or

Ranged Masterwork composite longbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (D8+3)

Space 5ft.; Reach 5 ft.

Base Atk +6/+1; Grp +10
Atk Options  favoured enemy human +2
Special Actions: Grant move action 1/day
Combat Gear: Halbard +1, masterwork composite longbow (Str+3), quiver w/20 arrows, +1 chain shirt, 5 smokesticks

Abilities Str 16, Dex 13, Con 12, Int 10, Wis 8, Cha 16 
Feats: Skill focus (diplomacy) Blind Fighting#, Weapon Focus (Halbard)#, Power Attack, combat reflexes, two weapon fighting, spinning Halbard, track#
Skills total ranks: class XX Diplomacy+9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Sense Motive +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],Spot +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], listen +8, Knowledge (nature) +3, move silently +1, Hide +1, Use Rope +3, swim +2, ride +0
Possessions combat gear plus Cloak of charisma +2
Spellbook spells prepared plus 0—

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexerity-based skill checks, and initiative checks.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Physical Description: Koshandin is a professional soldier, cool, calm and collected.  He is dressed in a highly polished breastplate over a red surcoat, and is arm length leather gloves have polished brass caps over the knuckles, each decorated with a tiny embossed eagle.  His boots are polished reddish brown leather, now badly stained by salt water.

Kobastin
CR 7
Male human Oeridian Fighter 1, Marshal 4, Ranger 2 

CE Medium Humanoid 

Init 0; Senses Listen +8, Spot +8
Aura 

Languages Common 

AC 15, touch 10, flat-footed 15


(+5 armour)

hp 50 (7 HD)

Fort +10, Ref +4, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.;

Melee Halberd +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d8+6) and +6 blugeoning (d6+1)
Ranged Composite longbow +7/+2[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d8+3)

Space 5ft.; Reach 5 ft.

Base Atk +6/+1; Grp +7

Atk Options Trip at +9

Special Actions 

Combat Gear +1 Halbard, masterwork composite longbow (Str+3), quiver w/20 arrows, 5 smokesticks, +1 breastplate
Abilities Str 16, Dex 10, Con 12, Int 13, Wis 8, Cha 16 
Feats Combat Expertise, Improved Trip, Weapon focus (Halberd), Blind Fghting, improved initiative, two weapon fighting, Spinning Halbard#, 
Skills total ranks: class XX Diplomacy+9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Sense Motive +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],Spot +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], listen +8, Knowledge (nature) +3, move silently +1, Hide +1, Use Rope +3, swim +2, ride +0
Possessions combat gear plus Cloak of charisma +2
Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexerity-based skill checks, and initiative checks.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.
1: The Water Passages
(EL11)

Iridni
CR 10
Female human suel cleric 3, wizard (necromancer) 3, true necromancer 4
AL NE Medium Humanoid 

Init 0; Senses Listen +3, Spot +3

Aura 

Languages Common, Ancient suel
AC 15, touch 10, flat-footed 19


(+4 mage armour, deflection +1) 

hp 75 (10HD); 

Fort +7, Ref +3, Will +13Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +3, Dex +0, Wis +3; other bonuses
Speed 40 ft.  (6 squares), base movement 30 ft;

Melee Heavy Mace +5[+/-X size, +5 BAB, -1 Str, +1 weapon, +X feat] (d8-1) or
Ranged Masterwork light crossbow +6[+/-X size, +5 BAB, +0 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +
Atk Options Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 7d6 (no save)

Special Actions Rebuke Undead 4/day (CL 7thth)
Combat Gear  Masterwork heavy mace, masterwork light crossbow, Holy symbolx6, Robe of Bones, 3x unholy water, rod of silent metamagic lesser, ring of protection +1
Cleric Spells Prepared (CL 6th):


3rd— Magic Circle of Protection from Good D*, Dispel Magic, Prayer, Summon Undead III 

2nd—Desecrate*D ,Hold Person, silence, spiritual weapon, Darkness


1st— Cause Fear*D, Command, shield of faith, vigour, lesser, Sanctuary, cure light wounds

0—create water, light, virtue detect magic, mending
Wizard (necromancer) Spells Prepared (CL 6th):


3rd— Fireball, Haste, Fear, Undead Torch* 


2nd— scorching ray, mirror image, glitterdust, web, False life*(

1st— Mage armour(, magic missle x2, ray of enfeeblement, shield, 

0—create water, light, virtue
D: Domain spell. Deity: Nyrull. Domains: Death, Evil 

(Already cast

* Evil spells get +1 caster level

* Necromantic spells get +1 caster level

Spell-Like Abilities (CL10 th):


6th— (1/day) Create Undead(
(Already cast

Abilities Str 8, Dex 10, Con 16, Int 16, Wis 16, Cha 12
SQ Desecrate aura (su)
Feats Craft wonderous item, Corpsecrafter, Necromantic presence, Necromantic Might#, , Scribe Scroll, Spell focus (necromancy), #Feat#, Feat# 

Skills total ranks: class 78 Concentration +16[+x size, +13 ranks, +3 ability, +x synergy, +x speed, -X armour], Heal +16[+x size, +13 ranks, +3 ability, +x synergy, +x speed, -X armour], Knowledge (religion) +16[+x size, +13 ranks, +3 ability, +x synergy, +x speed, -X armour],Knowledge (arcana), Spellcraft +16[+x size, +13 ranks, +3 ability, +x synergy, +x speed, -X armour] 
Possessions combat gear plus Headband of intellect +2, amulet of health +2, potion of cure light wounds x3
Spellbook spells prepared plus 0—

Physical Description: Iridni is a short lady with pale skin and bone-white hair.  She favours a long black robe from which dangle scores of tiny sliver charms, in the shape of skulls, claws, and intricately twisted silver bands.  This is largely covered by a pristine suit of heavy plate armour.
3 Enhanced Zombie Elite Warriors
CR 1
Mixed human zombies 

N Medium undead 

Init +1; Senses Listen +0, Spot +0

Aura 

Languages Common 

AC 13,   touch 11, flat-footed 12

(+1 Dex, +X class, +X armour, +2 natural)

Miss Chance 

hp 25 (2 HD); DR 5/slashing 

Undead Traits

Fort +0, Ref +1, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +1, Wis +##; other bonuses

Weakness 
Speed 30 ft. (6 squares), (can’t run)

Melee Slam +7[+/-X size, +1 BAB, +4 Str, +X weapon, +2 cleric’s feats] (d6+3) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +5
Atk Options 

Special Actions 
Combat Gear None
Abilities Str 19 Dex 12 Con - Int - Wis 10Cha 1
SQ Turn resistance +4 while Iridni is within 60’
Feats Toughness
Skills: None
Possessions combat gear 

Physical Description: There is something terribly wrong with this villager.  She is dressed as neatly as those in the village above, but her deathly pallor, slack features, unfocussed eyes and shambling gait reveal her to be a corpse animated in a foul parody of life.  Her flesh bears the stiching and odd bulges of extensive surgery, and the unholy energy that suffuses her pallid flesh seems to suck the light and heat out of the very air itself.

Notes:  These creatures have been enhanced using the Corpsecrafter feat by the accompanying cleric, Iridni.  The benefits of this feat have been included in the stat block above.  The above stats also include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic Might and Necromantic Presence feats, so long as the cleric is still alive and within 60’.  It does not include the effects of Iridni’s descrate aura, or any spells.

4 Enhanced Ghouls
CR 1

Mixed human Ghouls 

N Medium undead 

Init +2; Senses Listen +2, Spot +7

Aura 

Languages Common 

AC 14,   touch 12, flat-footed 12

(+2 Dex, +2 natural)

Miss Chance 

hp 22 (2 HD) 

Undead Traits, turn resistance +6
Fort +0, Ref +2, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +2, Wis +2; other bonuses

Weakness 
Speed 30 ft. (6 squares)
Melee Bite +6[+/-X size, +1 BAB, +3 Str, +X weapon, +2 cleric’s feats] (d6+5 plus paralysis plus ghoul fever) and

Melee 2 claws +4 (d3+3 plus paralysis)[+/-X size, +1 BAB, +3Str, +X weapon, +2 Clerioc’s feats]
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4
Atk Options 

Special Actions paralysis d4+1 rounds Fort DC 12 neg (elves immune), ghoul fever  disease Fort DC 12 incubate 1 day, d3 con, d3 dex
Combat Gear 

Abilities Str 17 Dex 15 Con - Int 13 Wis 14Cha 12
SQ Darkvision 60’, undead traits, +6 turn resistance
Feats Multiattack,
Skills total ranks: class 21 Balance +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +2 ranks, +3 ability, +x synergy, +x speed, -X armour], Hide +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour],Jump +5[+x size, +2 ranks, +3 ability, +x synergy, +x speed, -X armour] Move Silently +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour]  Spot +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour]

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ghoul Fever (Su) Disease—bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. 

An afflicted humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul. 

Paralysis (Ex) Those hit by a ghoul’s bite or claw attack must succeed on a DC 12 Fortitude save or be paralysed for 1d4+1 rounds. Elves have immunity to this paralysis. The save DC is Charisma-based. 

Notes: These creatures have been enchanced by the Corpsecrafter feat possessed by their accompanying cleric.  The above stats also include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic might and Necromantic Presence feats, so long as the cleric is still alive and within 60’.  It does not include the effects of Iridni’s descrate aura, or any spells.

2 Enhanced Spellstiched Ghouls
CR 2

Mixed human Ghouls 

N Medium undead 

Init +2; Senses Listen +2, Spot +7

Aura 

Languages Common 

AC 14,   touch 12, flat-footed 12

(+2 Dex, +2 natural)

Miss Chance 

hp 22 (2 HD) 

Undead Traits

Fort +2, Ref +4, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +2, Wis +2; other bonuses +2 profane bonus to all saves
Weakness 
Speed 30 ft. (6 squares)

Melee Bite +6[+/-X size, +1 BAB, +3 Str, +X weapon, +2 cleric’s feats] (d6+5 plus paralysis plus ghoul fever) and

Melee 2 claws +4 (d3+2 plus paralysis)[+/-X size, +1 BAB, +3 Str, +X weapon, +2 cleric’s feats]
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Atk Options 

Special Actions paralysis d4+1 rounds Fort DC 12 neg (elves immune), ghoul fever  disease Fort DC 12 incubate 1 day, d3 con, d3 dex

Combat Gear None
Spell-Like Abilities (CL 2nd):


3rd (2/day)— Stinking cloud, ray of exhaustion


2nd (2/day)— scorching ray, blindness


1st (4/day)— Mage armour, magic missle, ray of enfeeblement, shocking grasp

(Already cast

Abilities Str 17 Dex 15 Con - Int 13 Wis 14Cha 12

SQ Darkvision 60’, undead traits, +8 turn resistance, spell resistance 11
Feats Multiattack
Skills total ranks: class 21 Balance +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +2 ranks, +3 ability, +x synergy, +x speed, -X armour], Hide +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour],Jump +5[+x size, +2 ranks, +3 ability, +x synergy, +x speed, -X armour] Move Silently +6[+x size, +4 ranks, +2 ability, +x synergy, +x speed, -X armour]  Spot +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour]

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ghoul Fever (Su) Disease—bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. 

An afflicted humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul. 

Paralysis (Ex) Those hit by a ghoul’s bite or claw attack must succeed on a DC 12 Fortitude save or be paralysed for 1d4+1 rounds. Elves have immunity to this paralysis. The save DC is Charisma-based. 

Notes:  These creatures have been enchanced by the Corpsecrafter feat possessed by their accompanying cleric.  The above stats also include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic might and Necromantic Presence feats, so long as the cleric is still alive and within 60’.  It does not include the effects of Iridni’s descrate aura, or any spells.
1: The Execution
(EL11)

Kierlana
CR 2

Female human bard 2

CE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 12 flat-footed 14


(+2 Dex, +4 armour)

Miss Chance 

hp 11 (2 HD); 

Fort +1, Ref +5, Will +2

Race F+#, R+#, W+#; Class F+0, R+3, W+3; Abilities Con +1, Dex +2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat]3(d8+1) or
Melee Long sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d6) or
Ranged Light crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Ranged Whip +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions 

Combat Gear 


Masterwork Chain shirt, masterwork longsword, masterwork shortsword, masterwork whip, light crossbow, pipes of the sewers, pan pipes, scroll of cure light wounds

Bard Spells Known (CL 2th):


1st (1/day)— grease, inspirational boost


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 8, Cha 14 
SQ 
Feats Two-weapon fighting, Skill focus (perform)

Skills total ranks: 35 class 35 Balance +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -1 armour], Hide +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -1 armour], Perform (pipes) +10[+x size, +5 ranks, +2 ability, +x synergy, +x speed, +3 feat, Tumble +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour],

Possessions combat gear 

Spellbook spells prepared plus 0—

Physical Description: Kierlana is a lanky youth with shoulder length black hair tied into bunches with steel eyelets, of the kind put into laced boots and shoes.  She is dressed in light brown trousers and a polished chain shirt, wrapped with a faded tan cloak to disguise the shine.  


Kierlana has had a falling out with Kurgan and Briach, and is hoping that at least one of them will fail to survive.  Other than that she takes herself and her orders seriously.  Under Redrich’s tution she’s getting pretty good, and she doesn’t want lose her place on his team.
Krugan
CR 5
Male human cleric 5
CE medium humanoid 

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

Aura 

Languages Common 

AC 20 touch 11, flat-footed 19

(+1 Dex, +8 armour, +1 natural armour)

Miss Chance 

hp 43 (5 HD); 

Fort +5, Ref +3, Will +7
Race F+#, R+#, W+#; Class F+4, R+1, W+4; Abilities Con +1, Dex +2, Wis +3; other bonuses

Weakness 
Speed 2 0 ft. in plate mail (4 squares), base movement 30ft;

Melee +1 Morning star +7[+/-X size, +3 BAB, +2 Str, +1 weapon, +1 feat] (d8+4) or
Ranged Masterwork Light Crossbow +5[+/-X size, +3 BAB, +1 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +3; Grp +5
Atk Options 

Special Actions Turn/Rebuke Undead 3/day (CL 5th)
Combat Gear: +1 morning star, masterwork plate mail, masterwork light crossbow, 20 bolts, 3x unholy water, amulet of natural armour +1
Cleric Spells Prepared (CL 5th):


3rd—Magic VestmentD, Prayer, Dispel Magic

2nd—Bull’s strength, Darkness, Spiritual WeaponD, Wave of Grief

1st— Bane, Command, Cure light wounds, Disguise Self D(, Shield of Faith

0— detect magic, create water, cure minor wounds, guidance, light
D: Domain spell. Deity: Erythnul. Domains: War, Trickery

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 16, Cha 10 
SQ 
Feats Weapon Focus Morning star (from domain)#, Improved Toughness#, Toughness#, Power attack##
Skills total ranks: 16 class 16 Concentration +10[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -X armour], Disguise +8[+x size, +8 ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 6 holy symbols

Physical Description: Krugan is a beefy heavyset man with a florid face and tendancy to sweat in hot weather.  He is wearing black leather boots with a turned over brim, blue trousers and chainmail over a simple green shirt.  He is disguised as one of the villagers, a buxom woman with straw-colored hair and faded red dress.  


Krugan has a simple plan. Creep up on the foolish PCs and kill them.  He will take any opportunity that arises, but doesn’t go in much for long term planning.
Resquil, Doranth
CR 5
Male human rogue 5
LE medium humanoid 

Init +3 ; Senses Listen +7, Spot +7
Aura 

Languages Common 

AC 19 touch 13, flat-footed 16

(+3 Dex, +5 armour, +1 natural armour)

Miss Chance 

hp 27 (5 HD); 

Fort +2, Ref +7, Will 0

Race F+#, R+#, W+#; Class F+1, R+4, W+1; Abilities Con +1, Dex +3, Wis -1; other bonuses

Weakness 
Speed 30 ft. in chain shirt (6 squares), base movement 30ft;

Melee Rapier +6[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat] (d6+2) or
Ranged Composite Shortbow +8[+/-X size, +3 BAB, +3 Dex, +1 weapon, +1 feat] (d6+2)

Space 5ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options: Sneak attack (+3d6 damage)

Special Actions 

Combat Gear masterwork rapier, +1 composite shortbow (str +2), dagger, +1 chain shirt, amulet of natural amour +1
Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10 
SQ Evasion, uncanny dodge, trapasense
Feats Point Blank Shot#, Precise Shot##, Weapon focus (shortbow),## 

Skills total ranks: class 80 Balance +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour], Climb +9[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -1 armour], Disguise +8[+x size, +8 ranks, +0 ability, +x synergy, +x speed, +0 armour], Escape Artist +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour] Hide +10 [+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour],  Jump +9[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, +x armour],, Move silently +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour], Spot +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, +0 armour],, Tumble +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 2 flasks of oil, 2 alchemist’s fire, 4 smokesticks

4x Solidiers
CR 2
Male Human Fighter 2
LE Medium Humanoid 

Init +6; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 20, touch 12, flat-footed 18


(+2 Dex, +7 armour, +1 sheild)

Miss Chance 

hp 20 (2 HD);  

Fort +4, Ref +2, Will +1Race F+#, R+#, W+#; Class F+3, R+0, W+0; Abilities Con +1, Dex +2, Wis +1; other bonuses
Speed 20 ft. in banded mail (4 squares), base movement 30 ft

Melee Battleaxe +6[+/-X size, +2 BAB, +2 Str, +1 weapon, +1 feat] (d8+2) or
Ranged Light Crossbow +5[+/-X size, +2 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options 

Special Actions 

Combat Gear- Masterwork Battleaxe, dagger, Masterwork light crossbow, Masterwork light metal shield, +1 banded mail
Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8
SQ 
Feats Toughness#, Weapon focus (axe)#, blindfighting, dodge ###
Skills, total ranks: class 15 Climb +0 [+x size, +5 ranks, +1 ability, +x synergy, +x speed, -6 armour], Intimidate +4 [+x size, +5 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump +0[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -6 armour],

Possessions combat gear plus 

Briach ‘The Blessed’
CR 7
Male human barbarian 1 marshal 2, fighter 4
CN Medium humanoid 

Init +2; Senses Listen +5, Spot -1

Aura 

Languages Common 

AC 18, touch 12, flat-footed 15


(+2 Dex, +6 armour)

Miss Chance 

hp 65 (7 HD); 

Fort +11 Ref +3, Will +3 Race F+#, R+#, W+#; Class F+9, R+1, W+4; Abilities Con +2, Dex +2, Wis -1; other bonuses
Speed 30 ft. in Breastplate (6 squares), base movement 40 ft;

Melee Heavy Flail +12/+7[+/-X size, +6 BAB, +4 Str, +1 weapon, +1 feat] (d12+9) or
Ranged Javelin +8[+/-X size, +6 BAB, +2 Dex, +X weapon, +X feat] (d6+4)

Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +3

Atk Options: Rage

Special Actions 

Combat Gear  +1 heavy flail, 5x javelins, +1 breastplate, shortsword, knife, gauntlets of ogre power
Abilities Str 18, Dex 14, Con 14, Int 10, Wis 8, Cha 12 
SQ  Uncanny dodge
Feats Weapon Focus (heavy flail) #, Power attack#, skill focus (diplomacy)#, Dodge#, Mobility, Spring Attack, Elusive Target, Weapon specialization (heavy flail)# 

Skills total ranks: class 42 Climb +9[+x size, +10 ranks, +2 ability, +x synergy, +x speed, -3 armour], Diplomacy +6[+x size, +2 ranks, +1 ability, +x synergy, +3 feat, +x speed, +x armour], Intimidate+11[+x size, +10 ranks, +1 ability, +x synergy, +x speed, -X armour], Jump +9[+x size, +10 ranks, +2 ability, +x synergy, +x speed, -3 armour], Listen +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour], Survival +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to understand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with each other.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Bonuses from these auras have not been included in the combat statistics above.

Reydrich
CR 6
Male human bard 6
NE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 18, touch 13, flat-footed 16

(+2 Dex, +5 armour, +1 deflection)

Miss Chance 

hp 39 (6 HD); 

Fort +3, Ref +7, Will +6
Race F+#, R+#, W+#; Class F+2, R+5, W+5; Abilities Con +1, Dex 2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Melee Long sword +[+/-X size, +4 BAB, +1 Str, +1 weapon, +X feat]6 (d8+2) or
Melee Long sword +4[+/-X size, +4 BAB, +1 Str, +1 weapon, +X feat] (d8+2) and Short sword +4[+/-X size, +4 BAB, +1 Str, +1 weapon, +X feat] (d6) or
Ranged Masterwork light crossbow +7[+/-X size, +4 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5
Atk Options 

Special Actions 

Combat Gear +1 Chain shirt, +1 longsword, masterwork shortsword, whip, masterwork light crossbow, ring of protection +1
Bard Spells Known (CL 6th):


2nd (3/day)—Glitterdust, mirror image, rage

1st (4/day)— grease, inspirational boost, Tasha’s hideous laughter, x

0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, x
(Already cast

Abilities Str 12, Dex 14, Con 13, Int 10, Wis 8, Cha 16 
SQ 
Feats Two-weapon fighting##, point blank shot#, precise shot#, Improved toughness#
Skills total ranks: class 49 Balance +10[+x size, +9 ranks, +2 ability, +x synergy, +x speed, -1 armour], Bluff +12[+x size, +9 ranks, +3 ability, +x synergy, +x speed, -X armour], Concentration +10[+x size, +9 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +10[+x size, +9 ranks, +2 ability, +x synergy, +x speed, -1 armour], Perform +12[+x size, +9 ranks, +3 ability, +x synergy, +x speed, -X armour], Sense Motive +8[+x size, +9 ranks, -1 ability, +x synergy, +x speed, -X armour] Tumble +10[+x size, +9 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear
Spellbook spells prepared plus 0—

1: Sunken Lair
(EL 11)



Saaluish of the Deep
CR 11
Male Human druid 11
NE M  humanoid 

Init +2; Senses Listen +17, Spot +3

Aura 

Languages Common 

AC 19, touch 11, flat-footed 13


(+2 Dex, +X, +7 armour, +X)

hp 88  (11 HD);  


Fort +X, Ref +X, Will +X
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 20 ft. in stone plate (4 squares), base movement 30 ft;

Quarterstaff +8/+3[+/-X size, +X BAB, +X Str, +X weapon, +X feat](d6) or
Club +9/+4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6) or
Unarmed Strike +8/+3 (d3) or
Sling +11/+6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d4)

Space 5 ft.; Reach 5 ft.

Base Atk +8/+3; Grp +12
Atk Options 

Special Actions 

Combat Gear : Quarterstaff, masterwork club, masterwork sling, +1 Beastskin Stoneplate, ioun stone
Druid Spells Prepared (CL 11th):


6th—Tidal Surge

5th— Baleful polymorph, Qull Blast

4th—Control water, Flame strike, Arc of Lightning

3rd—Dominate animal, Greater magic fang, Spike growth, Wind wall, Water Breathing, (

2nd— Barkskin, bull’s strength, Flaming sphere, Soften earth and stone, reduce animal(

1st— Faerie Fire, Cure light wounds, Healthful Rest(, magic fang, Shillelagh, 


0— Cure minor wounds, detect magic, light, resistance

(Already cast

Abilities Str 11, Dex 14, Con 14, Int 12, Wis 16, Cha 8 
SQ 
Feats Heavy armour proficiency#, unarmed strike, improved grapple, #Fast wild shape#, Natural spell##
Skills total ranks: class XX Concentration +16[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +15 (+19 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +19, Swim +2 

Possessions combat gear plus potion of mage armour, potion of aid, 

Spellbook spells prepared plus 0—

Physical Description: Saaluish is a ragged, waterlogged man.  His hair is long and unkempt trailing wetly and catching on the rags and stone plates that make up his rotting and waterlogged clothes.  His skin, what little is visible is wrinkled and pale.  He is stained with rank green water mixed with strangs of seaweed and kelp, and small barnacles dot skin and armour alike.

X in Wild Shape
CR 9

Male Crocadile druid 9

NE M  humanoid 

Init +1; Senses Listen +13, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 natural)

Miss Chance 

hp 56 (7 HD)

Fort +9, Ref +3, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 30 ft.;

Bite +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d8+6) or
Tail slap +9 (d12+6)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +9

Atk Options Improved grab

Special Actions 

Combat Gear 

Abilities Str 19, Dex 12, Con 17, Int 13, Wis 16, Cha 8 
SQ Hold breath, 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +9  (+13 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +13, Swim +20

Possessions combat gear plus 

Spellbook spells prepared plus 0—

X in Wild Shape
CR 7

Male leopard druid 7

NE M  humanoid 

Init +4; Senses Listen +11, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+4 Dex, +1 natural) 

hp 56 (5 HD)

Fort +6, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares), climb 20 ft.;

Bite +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6+3) or
2 claws +3 (d3+1)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +6

Atk Options Improved grab, pounce, rake 2x +8 (d3+1)

Special Actions 

Combat Gear 

Abilities Str 16, Dex 19, Con 15, Int 13, Wis 16, Cha 8 
SQ

Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills Climb +13, total ranks: class XX Concentration +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +11 (+15 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Hide Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Move silently +10, Spellcraft +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +15, Swim +13

Possessions combat gear plus 

X The Animal Companion
CR -

Male Elasmosaurus animal companion

N Huge Animal
Init +2; Senses Listen +4, Spot +4

Languages -

AC 13, touch 11, flat-footed 14


(-2 size, +2 Dex, +5 natural)

hp 135 (12 HD)

Fort +16, Ref +10, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 50 ft.;

Bite +16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d8+13) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 15ft.; Reach 10 ft.

Base Atk +9; Grp +26

Atk Options Improved grab

Abilities Str 28, Dex 15, Con 22, Int 2, Wis 13, Cha 9 
SQ link, share spells, evasion
Dodge, Great Fortitude#, Toughness#, Toughness#, Improved natural attack#, Feat# 

Skills Hide -2* (+6 in water),total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Listen +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spot +9, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Swim +16

Possessions combat gear plus 

XXX starts combat under the effects of a reduce animal spell
1: Confusion
(EL 9)



Design Note:  EL has been reduced by one because these monsters attack eachother as well as PCs.

Silver Tilva
CR 4

Female human (Oeridian) rogue 4

CG Medium humanoid

Init +3; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 17, touch 12, flat-footed 14


(+3 Dex,, +4 armour)

Miss Chance 

hp 22  (4 HD)

Fort +2, Ref +7, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in mage armour* (6 squares)

Sap +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+1) or

2 Saps +4 (2d6+3), +4 (d6+2)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options Sneak attack (+2d6)

Special Actions 

Combat Gear +1 Merciful sap, Masterwork sap, masterwork dagger, 6 smokesticks, Tanglefoot bag

Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10 
SQ 
Feats Two weapon fighting#, Prone att#, Quick draw#, Feat#, Feat# 

Skills total ranks: class XX Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

*Tilva has drunk a potion of mage armour 

Gordreth The Bounty Hunter
CR 6
Male wood elf ranger 6
CN Medium humanoid

Init +2; Senses Listen +6, Spot +6
Aura 

Languages Common 

AC 18, touch 12, flat-footed 14


(+4 Dex,, +4 armour, +X deflection)

hp 42 (6 HD)

Fort +5, Ref +9, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in light armour (6 squares)

Masterwork Greatsword +10/+5 (2d6+4) or
[+/-X size, +X BAB, +X Str, +X weapon, +X feat]Masterwork composite longbow +11/+6 (d8+4) or
Masterwork composite longbow +9/+9/+4 (d8+4)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8
Atk Options Favoured enemy human +2, elf +4
Special Actions: wild empathy

Ranger Spells Prepared (CL 1st):


1st— Arrow Mind, Entangle 

(Already cast

Combat Gear Masterwork greatsword, +1 composite longbow (str+2),   

Abilities Str 16, Dex 18, Con 11, Int 10, Wis 12, Cha 6 
SQ 
Feats Track#, #Point blank shot#, Rapid shot, Precise Shot, Endurance, Weapon Focus (longbow), improved initiative##
Skills: Listen +5, knowledge (nature) +4, Move Silently +6total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +4 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+5Survival +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

A skilled professional, he prefers to keep things simple, get out, and collect his pay.  His clothes are clearly Onnwallian made.  He doesn’t know what he’s been sent after Silver Tilva, and doesn’t care.  

XXX
CR -

Male Viper animal companion 

N Medium animal

Init +4; Senses Listen +5, Spot +5

Aura 

Languages None

AC 19, touch 14, flat-footed 15


(+4 Dex,, +5 natural armour)

hp  28 (4 HD)

Fort +5, Ref +8, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. climb 20ft, swim 20ft (6 squares)

Bite +7 (d4-1 plus poison Fort DC 14 d6Con/d6Con)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Atk Options 

Special Actions 

Combat Gear 

Abilities Str 9, Dex 18, Con 12, Int 1, Wis 12, Cha 2 
SQ Scent
Feats Weapon Finesse,  Improved iniative, Ability focus# ####
Skills: Balance +14, Climb +13, Hide +15, Listen +7, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+7 Swim +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Nasran and Svenser Wrecker Enforcers
CR 3 

Male Human (Oeridian)  warrior 6
NE M humanoid

Init +1; Senses Listen +3, Spot +3

Languages Common
AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 36 (6 HD) 

Fort +5, Ref +3, Will +1Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Shortsword +9 (d6+1) or

Shortbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8
Atk Options 

Special Actions : 
Combat Gear Shortsword, composite shortbow (Str+2), quiver, 20 arrows, knife, 

Abilities Str 14, Dex 12, Con 11, Int 10, Wis 9, Cha 8 
Feats Weapon focus (shortbow), point blank shot, weapon focus (shortsword)# #
Skills total ranks: class XX : Climb +11 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Intimidate +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ryshern
CR 5
Male human (Oeridian) rogue 5
CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14 

(+2 Dex,, +4 armour, +X deflection)

hp 27 (5 HD)

Fort +2, Ref +4, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chain shirrt (6 squares)

Masterwork Rapier +6 (d8+2)

[+/-X size, +X BAB, +X Str, +X weapon, +X feat]Masterwork composite shortbow +8 (d8+2) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7
Atk Options Sneak attack (3d6)

Special Actions 

Combat Gear Masterwork rapier, masterwork composite shortbow (str,+2),   

Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8 
SQ  Uncanny dodge
Feats # #Point blank shot#, weapon focus (shortbow), rapid shot##
Skills: Listen +8, Hide +10, Move Silently +10total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +7 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+8 Spellcraft +7[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Tumble +10

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Skills 

APL 10

2: On the Road

(EL 10)


Fetrix
CR 4
Male gnome fighter 2 /expert 4 

CE Small humanoid 

Init +2; Senses Listen +0, Spot +0

Languages Common, gnomish

AC 20, touch 12, flat-footed 16


(+1size, +1 Dex, +8 armour,)

hp 63 (6 HD)

Fort +8, Ref +3, Will +3 (+2 vs illusions)
Race F+#, R+#, W+#; Class F+4, R+1, W+4; Abilities Con +4, Dex +2, Wis -1; other bonuses

Speed 15 ft. in full plate (3 squares), base movement 20 ft.

MasterworkShortsword +7[+1 size, +5 BAB, +0 Str, +1 weapon, +0 feat] (d4) or

Alchemist’s fire +9[+1 size, +5 BAB, +2 Dex, +0weapon, +1 feat] ranged touch (d6, 1 splash)  or

+1 ballista +10[+1 size, +5 BAB, +2 Dex, +1 weapon, +1 feat] (2d6+1/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +1


Combat Gear Masterwork shortsword, masterwork fullplate, 8 x alchemical fire, +1 ballista
Spell-Like Abilities (CL 1st):


1st—  Speak with animals 1/day (burrowing mammals only, duration 1 minute)


 0th - dancing lights 1/day, prestidigitation 1/day, ghost sound 1/day
Abilities Str 11, Dex 14, Con 18, Int 10, Wis 8, Cha 12 
SQ 
Feats Exotic weapon proficiency (ballista) #, weapon focus (ballista)#, Point Blank Shot#,## Grenadier, mad alchemist
Skills total ranks: 46 class 46 Heal +7 ,[+0 size, +8 ranks,-1 ability, +0 synergy, +0 speed, -0 armour],, Jump +4 ,[+0 size, +8 ranks, +0 ability, +0 synergy, +0 speed, -4 armour], knowledge architecture and engineering +9[+0 size, +9 ranks, +0 ability, +0 synergy, +0 speed, -0 armour], Listen 8 ,[+0 size, +9 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Spot +4,[+0 size, +5 ranks, -1 ability, +0 synergy, +0 speed, +0 armour], Handle Animal +8 ,[+0 size, +9 ranks, -1 ability, +0 synergy, +0 speed, +0 armour]
Possessions combat gear plus a written descrip





Zamasken, Damalinor, Montand
CR 4 

Male Human (Oeridian) fighter 4
NE M humanoid

Init +1; Senses Listen +3, Spot +3

Languages Common 

AC 19 touch 11, flat-footed 15


(+1 Dex, +8 armour)

hp 34 (4 HD) 

Fort +4, Ref +3, Will +1Race F+#, R+#, W+#; Class F+3, R+1, W+1; Abilities Con +1, Dex +2, Wis +0; other bonuses
Speed 20 ft. in full plate (4 squares), base movement 30 ft;

Greataxe +9 [+/-X size, +4 BAB, +3 Str, +1 weapon, +1 feat]  (d12+6) or

Composite Longbow +8[+/-X size, +4 BAB, +2 Dex, +1 weapon, +1 feat] (d8+2)

Space 5 ft.;Reach 5 ft.

Base Atk +4; Grp +6
Atk Options 

Special Actions : Crew Ballista as an X action

Combat Gear Masterwork Greataxe, Masterwork Full plate, Masterwork composite longbow (Str+2), quiver, 20 arrows, Masterwork full plate, knife, 

Abilities Str 16, Dex 14, Con 12, Int 10, Wis 11, Cha 8 
Feats Weapon focus (longbow), point blank shot, Weapon focus (axe), weapon specialization (axe), improved initiative, dodge# #
Skills total ranks: 21 class 21 Intimidate +6[+x size, +7 ranks, -1 ability, +x synergy, +x speed, +x armour],  Jump +4[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -5 armour], Swim -1[+x size, +7 ranks, +2 ability, +x synergy, +x speed, -10 armour
Possessions combat gear plus 

Spellbook spells prepared plus 0—


Physical Description: Elite mercenaries, these were once assorted brutes and pressed men with criminal pasts, issued equipment, and beaten into following orders.  Now they are the ones who do the beating, turning green recruits into hardened killers.  While their equipment is clean and very good quality, it shows signs of heavy and casual use.  They care little for personal hygiene, or the sensibilities of others.  The arrival of the PCs has shaken them from boredom, and introduced the inviting prospect of an excuse for further violence.  

Lasara
CR 8
Female human (Oeridian) ranger 8 
CG Medium humanoid

Init +3; Senses Listen +10, Spot +10

Aura 

Languages Common 

AC 18, touch 12, flat-footed 14


(+3 Dex,, +5 armour, +X deflection)

hp  64 (8 HD)

Fort +8, Ref +9, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in light armour (6 squares)

+1 longsword +11/+6 [+/-X size, +8/3 BAB, +2 Str, +1 weapon, +X feat] (d8+3) or

+1 shortsword +11/+6 [+/-X size, +8/3 BAB, +2 Str, +1 weapon, +X feat] (d6+2) or

+1 longsword and +1 shortsword +9/+4 (d8+2) and +9/+4 (d6+1) or

+1 composite longbow +12/+7 [+/-X size, +8/3 BAB, +3 Dex, +1 weapon, +X feat] (d8+3) or

Rapidshot +1 composite longbow +10/+10/+5 (d8+3) or

Manyshot +1 composite longbow +8/+3 (d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +10
Atk Options Favoured enemy: human +4, elf +2

Special Actions: wild empathy, Woodland stride, swift tracker
Ranger Spells Prepared (CL 4th):


1st— Blades of Fire, Entangle


2nd— Exacting Shot
Special Actions 

Combat Gear +1 longsword, +1 shortsword, +1 composite longbow (str,+2),, +1 chain shirt   

Abilities Str 14, Dex 16, Con 14, Int 10, Wis 12, Cha 8 
SQ 
Feats Endurance, Track#, # Point blank shot#, two weapon fighting, rapid shot, Manyshot, Improved two weapon fighting, Quickdraw##
Skills: Listen +12, knowledge (nature) +11, Move Silently +13total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +11 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+12 Survival +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle animal +10
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Longtooth
CR -

Female Ape animal companion 

N Medium animal

Init +2; Senses Listen +6, Spot +6
Aura 

Languages X

AC 18, touch 12, flat-footed 14


(-1 size, +2 Dex,, +3 natural armour)

hp  35 (4 HD)

Fort +6, Ref +6, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft.  (8 squares)

Claws +7/+7 (d6+5) and

Bite +2 (d6+2)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +12
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 21 Dex 15, Con 14, Int 2, Wis 12, Cha 7 
SQ 
Feats ##Alertness, Toughness###
Skills: Listen +10, knowledge (nature) +9, Move Silently +12total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +9 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+10 Survival +10[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

2: Arrest
(EL 12)




Brunheera
CR 9
Female Human Oeridian wizard (conjurer) 9
N Medium humanoid

Init +6; Senses Listen +3, Spot +1

Languages Common, Terran

AC 20, touch 12, flat-footed 18


(+2 Dex,+4 armour, +4 sheild) 

hp 36 (9 HD); 

Fort +4, Ref +5, Will +7
Race F+#, R+#, W+#; Class F+3, R+3, W+6; Abilities Con +1, Dex +2, Wis +1; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.,

Dagger +3[+/-X size, +4 BAB, -1 Str, +X weapon, +X feat] (d4-1) or
Masterwork light crossbow +8[+/-X size, +4 BAB, +2 Dex, +1 weapon, +1 feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +3
Atk Options 

Special Actions 

Combat Gear masterwork light crossbow, 

Wizard Spells Prepared (CL 9th):



5th- Arc of Lightning,, Mass Fly



4th- Greater invisibility, Orb of Acid



3rd— Stinking cloud, fireball,, haste, dispel magic




2nd— Blur(, Web, glitterdust, hypnotic pattern, bull’s strength(


1st— grease, silent image(, magic missle, enlarge person. Mage armour(, sheild(

0— detect magic, light , resistance, mage hand;
(Already cast

Abilities Str 8, Dex 14, Con 12, Int 17, Wis 13, Cha 10 
Feats Scribe Scroll, Point blank shot, Weapon Focus (light crossbow) , Improved iniative#, spell focus (conjuration)#
Skills total ranks: class XX Concentration +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Escape Artist +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Knowledge (arcane) +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +7,  Spellcraft +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] 

Possessions combat gear plus 10 bolts, potion of cure moderate wounds, Glamoured spellbook, wand of mount (35 charges), eversmoking bottle
Spellbook spells prepared plus 1— Alarm, reduce person  2- Hypnotic pattern,  3 Shrink item, major image, 4-Solid Fog

Physical Description: Tall and lean, Brunheera is clad in a patchwork motley tunic, high soft boots and short leather skirt.  Her long hair is bound up in large silver clasp shaped like a butterfly, its original brownish colour dyed with an unconvincing redish tinge.
Koshandin
CR 9
Male human Oeridian Fighter 4, Marshal 3, Ranger 2

LE Medium Humanoid 

Init +1; Senses Listen +8, Spot +8

Aura 

Languages Common, elvish, gnomish, ancient suel

AC 17, touch 11, flat-footed 15


(+2 Dex, +5 armour)

hp 69 (9 HD)

Fort +11, Ref +7, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.;

Halberd +13/+8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (D8+7) and +8 bludgeon (d6+4) or

Masterwork composite longbow +11[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (D8+3)

Space 5ft.; Reach 5 ft.

Base Atk +8/+3; Grp +10

Atk Options  favoured enemy human +2

Special Actions: 
Combat Gear: Halbard +1, masterwork composite longbow (Str+3), quiver w/20 arrows, +1 chain shirt, 5 smokesticks

Abilities Str 16, Dex 14, Con 12, Int 10, Wis 8, Cha 14 
Feats: Skill focus (diplomacy) Blind Fighting#, Weapon Focus (Halbard)#, Weapon Specialisation (Halbard), Power Attack, combat reflexes, two weapon fighting, spinning Halbard, track, X, X#
Skills total ranks: class XX Diplomacy+9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Sense Motive +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],Spot +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], listen +8, Knowledge (nature) +3, move silently +1, Hide +1, Use Rope +3, swim +2, ride +0

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Lesser Marshal Aura: flanking bonus (ex) Marshal and all allies get +2 to damage while flanking an opponent.

Lesser Marshal Aura: Art of War bonus (ex) Marshal and all allies get +2 to disarm, trip, bull rush and sunder attempts.

Greater Marshal Aura:  Melee bonus (ex) Marshal and all allies gain +1 to hit in melee combat. (not included in the stat block)
Physical Description: Koshandin is a professional soldier, cool, calm and collected.  He is dressed in a highly polished breastplate over a red surcoat, and is arm length leather gloves have polished brass caps over the knuckles, each decorated with a tiny embossed eagle.  His boots are polished reddish brown leather, now badly stained by salt water.

Kobastin
CR 9
Male human Oeridian Fighter 4, Marshal 3, Ranger 2 

CE Medium Humanoid 

Init 0; Senses Listen +8, Spot +8

Aura 

Languages Common 

AC 15, touch 10, flat-footed 15


(+5 armour)

hp 69 (9 HD)

Fort +11, Ref +5, Will +3
Race F+#, R+#, W+#; Class F+10, R+5, W+4; Abilities Con +1, Dex +0, Wis -1; other bonuses

Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.;

Halberd +13/+8[+/-X size, +8/+3 BAB, +3 Str, +1 weapon, +1 feat] (d8+8) and +8 blugeoning (d6+4)

Composite longbow +9/+4[+/-X size, +8/+3 BAB, +0 Dex, +1 weapon, +X feat] (d8+3)

Space 5ft.; Reach 5 ft.

Base Atk +8/+3; Grp +11
Atk Options Trip at +9

Special Actions 

Combat Gear +1 Halbard, masterwork composite longbow (Str+3), quiver w/20 arrows, 5 smokesticks, +1 breastplate

Abilities Str 17, Dex 10, Con 12, Int 13, Wis 8, Cha 14 
Feats Combat Expertise, Improved Trip, Weapon focus (Halberd), Weapon Specialisation (Halbard), Blind Fighting, improved initiative, two weapon fighting, Skill Focus (diplomacy), Spinning Halbard, Track#, 
Skills total ranks: class XX Diplomacy+9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Sense Motive +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],Spot +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], listen +8, Knowledge (nature) +3, move silently +1, Hide +1, Use Rope +3, swim +2, ride +0

Possessions combat gear plus 

Lesser Marshal Aura: Str bonus (ex) Marshal and all allies get +2 to strength checks and strength-based skill checks

Lesser Marshal Aura: Dex bonus (ex) Marshal and all allies get +2 to dexterity checks and dexterity-based skill checks

Greater Marshal Aura: Defensive bonus: Marshal and all allies gain DR 1/-

Movement bonus (ex) : 

Physical Description: Kobastin is annoyed with the village, the mission, and the whole mess, and doesn’t care who knows it.  He is dressed in a dented breastplate over a dirty red surcoat, and his arm length leather gloves have a row of holes over the knuckles where some decoration has clearly fallen off.  His boots are scuffed reddish brown leather, now badly stained by salt water.

1: The Water Passages(EL13)

Iridni
CR 12
Female human suel cleric 3, wizard (necromancer) 3, true necromancer 6
AL NE Medium Humanoid 

Init 0; Senses Listen +3, Spot +3

Aura 

Languages Common, Ancient suel

AC 14, touch 10, flat-footed 19


(+4 mage armour, ) 

hp 66 (12HD); 

Fort +7, Ref +4, Will +14Race F+#, R+#, W+#; Class F+6, R+4, W+11; Abilities Con +1, Dex +0, Wis +3; other bonuses
Speed 40 ft.  (6 squares), base movement 30 ft;

Melee weapon +4[+/-X size, +6 BAB, -1 Str, -1 weapon, +X feat] (d8-1) or
Masterwork light crossbow +7[+/-X size, +6 BAB, +X Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +6; Grp +5
Atk Options Death touch 1/day (su) Melee touch attack against living creature.  Death if target’s hp < 7d6 (no save)

Special Actions Rebuke Undead 4/day (CL 9thth)

Combat Gear  Masterwork heavy mace, masterwork light crossbow, Holy symbolx6, Robe of Bones, 3x unholy water, rod of silent metamagic lesser, ring of protection +1
Cleric Spells Prepared (CL 7 th):


4th— Summon Undead IV*, Unholy BlightD* 


3rd— Magic Circle of Protection from Good D*, Dispel Magic, Prayer, Invisibility purge 


2nd—Desecrate*D, Hold Person, silence, spiritual weapon, Darkness


1st— Cause Fear*D, Command, shield of faith, vigour, lesser, Sanctuary, cure light wounds


0—create water, light, virtue

Wizard Spells Prepared (CL 8th):


4th— Burning Blood, Fear, X, X

3rd— Fireball, Haste, Undead Torch*, X, X 


2nd— scorching ray, mirror image, glitterdust, web, False life(, Control Undead(

1st— Mage armour(, magic missle x2, ray of enfeeblement, shield, X

0—create water, light, virtue, X
D: Domain spell. Deity: Nyrull. Domains: Death, Evil 

(Already cast

* Evil spells get +1 caster level

* Necromantic spells get +2 caster level

Spell-Like Abilities (CL 12th):


6th— (1/day) Create Undead(
(Already cast

Abilities Str 8, Dex 10, Con 13, Int 18, Wis 16, Cha 12

SQ Desecrate aura (su)
Feats Corpsecrafter, Necromantic presence, Necromantic Might#, Destructive Retricbution#, Spell focus (necromancy), #Create Wonderous item# # 

Skills total ranks: class XX Concentration +16[+x size, +15 ranks, +1 ability, +x synergy, +x speed, -X armour], Heal +18[+x size, +15 ranks, +3 ability, +x synergy, +x speed, -X armour], Knowledge (religion) +19[+x size, +15 ranks, +4 ability, +x synergy, +x speed, -X armour],Knowledge (arcana) +19[+x size, +15 ranks, +4 ability, +x synergy, +x speed, -X armour], Spellcraft +18[+x size, +15 ranks, +4 ability, +x synergy, +x speed, -X armour] 

Possessions combat gear plus headband of intellect+2, amulet of health +2, potion of cure light wounds x2, something nice in the 11k range, maybe an ioun stone of +1 wis?
Spellbook spells prepared plus 0—

Physical Description: Iridni is a short lady with pale skin and bone-white hair.  She favours a long black robe from which dangle scores of tiny sliver charms, in the shape of skulls, claws, and intricately twisted silver bands.  This is largely covered by a pristine suit of heavy plate armour.




























3 Enhanced Ghasts
CR 3
Mixed human Ghasts 

N Medium undead 

Init +3; Senses Listen +2, Spot +8
Aura 

Languages Common 

AC 17,   touch 12, flat-footed 14

(+3 Dex, +4 natural)

Miss Chance 

hp 47 (4 HD) 

Undead Traits, turn resistance +6
Fort +1, Ref +4, Will +6
Race F+1, R+1, W+4; Class F+#, R+#, W+#; Abilities Con +##, Dex +3, Wis +2; other bonuses

Weakness 
Speed 30 ft. (6 squares)

Bite +9[+/-X size, +2 BAB, +5 Str, +X weapon, +2 cleric’s feats] (d6+7 plus paralysis plus ghoul fever) and

2 claws +7 (d3+4 plus paralysis)[+/-X size, +2 BAB, +5 Str, +X weapon, +2 cleric’s feats]
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +7
Atk Options 

Special Actions Upon death, 2d6 negative energy damage 10’ radius, Reflex DC 15 half, paralysis d4+1 rounds Fort DC 12 neg (elves immune), ghoul fever  disease Fort DC 12 incubate 1 day, d3 con, d3 dex

Combat Gear 

Abilities Str 21 Dex 15 Con - Int 13 Wis 14Cha 12

SQ Darkvision 60’, undead traits, +2 turn resistance
Feats Multiattack, Toughness
Skills: Balance +7, Climb +9, Hide +8, Jump +9, Move Silently +8, Spot +8
Possessions combat gear plus 

Spellbook spells prepared plus 0—


Ghoul Fever (Su) Disease—bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. 
An afflicted humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul. 

Paralysis (Ex) Those hit by a ghast’s bite or claw attack must succeed on a DC 15 Fortitude save or be paralysed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based. 
Stench (Ex) The stink of death and corruption surrounding these creatures is overwhelming.  Living creatures within 10 feet must succeed on a DC 15 Fortitude save or be sickened for 1d6+4 minutes.  A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours.  A delay poison or neutralise poison spell removes the effect from a sickened creature.  Cretures with immunity to poison are unaffected and creatures resistant to poison receive their normal bonus on their saving throws.  The save DC is Charisma based.
Notes:  These creatures have been enchanced by the Corpsecrafter and Destructive Retribution feats possessed by their accompanying cleric.  The above stats do not include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic might and Necromantic Presence feats, so long as the cleric is still alive.  Nor does it include the effects of any pre-cast spells.

2 Enhanced Spellstiched Ghouls
CR 2

Mixed human Ghouls 

CE Medium undead 

Init +2; Senses Listen +2, Spot +7

Aura 

Languages Common 

AC 14,   touch 9, flat-footed 11


(+2 Dex, +2 natural)

Miss Chance 

hp 22 (2 HD) 

Undead Traits

Fort +0, Ref +2, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +2, Wis +2; other bonuses

Weakness 
Speed 30 ft. (6 squares)

Bite +6[+/-X size, +1 BAB, +3 Str, +X weapon, +2 cleric’s feats] (d6+5 plus paralysis plus ghoul fever) and

2 claws +4 (d3+3 plus paralysis)[+/-X size, +1 BAB, +3 Str, +X weapon, +2 cleric’s feats]
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Atk Options 

Special Actions Upon death, 2d6 negative energy damage 10’ radius, Reflex DC 15 half, paralysis d4+1 rounds Fort DC 12 neg (elves immune), ghoul fever  disease Fort DC 12 incubate 1 day, d3 con, d3 dex

Combat Gear 

Spell-Like Abilities (CL 2nd):


3rd (2/day)— Stinking cloud, ray of exhaustion


2nd (2/day)— scorching ray, blindness


1st (4/day)— Mage armour, magic missle, ray of enfeeblement, shocking grasp

(Already cast
Abilities Str 17 Dex 15 Con - Int 13 Wis 14Cha 12

SQ Darkvision 60’, undead traits, +4 turn resistance, spell resistance 11
Feats Multiattack, Toughness 

Skills: Balance +6, Climb +5, Hide +6, Jump +5
Possessions combat gear plus 

Spellbook spells prepared plus 0—


Ghoul Fever (Su) Disease—bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. 

An afflicted humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this way retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul. 

Paralysis (Ex) Those hit by a ghoul’s bite or claw attack must succeed on a DC 12 Fortitude save or be paralysed for 1d4+1 rounds. Elves have immunity to this paralysis. The save DC is Charisma-based. 

 Notes:  These creatures have been enchanced by the Corpsecrafter and Destructive Retribution feats possessed by their accompanying cleric.  The above stats include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic might and Necromantic Presence feats, so long as the cleric is still alive and within 60’.  It does not include the effects of Iridini’s desecrate aura any pre-cast spells.

4 Enhanced Mummies
CR 5

Mixed human Mummies 

LE Medium undead 

Init +0; Senses Listen +8, Spot +8

Aura 

Languages Common 

AC 20, touch 10, flat-footed 20


(+2 Dex, +10 natural)

Miss Chance 

hp 91 (8 HD) 

Undead Traits, turn resistance +2

Fort +0, Ref +2, Will +5

Race F+4, R+2, W+8; Class F+#, R+#, W+#; Abilities Con +0, Dex +0, Wis +2; other bonuses

Weakness 
Speed 30 ft. (6 squares)

Slam +15[+/-X size, +4 BAB, +9 Str, +X weapon, +2 cleric’s feat] (d6+15+d6cold plus mummy rot)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +13

Atk Options 

Special Actions Upon death, 2d6 negative energy damage 10’ radius, Reflex DC 15 half, 

Combat Gear 

Abilities Str 28 Dex 10 Con 0 Int 6 Wis 14 Cha 15

SQ Damage Reduction 5\-, Darkvision 60’, undead traits, vulnerable to fire
Feats Alertness, Great Fortitude, Toughness 

Skills: Hide +7, Listen +8, Move Silently +7, Spot +8
Possessions combat gear plus 

Spellbook spells prepared plus 0—
Despair (Su) At the mere sight of a mummy, the viewer must succeed on a DC 16 Will Save or be paralyzed with fear for 1d4 rounds. Whether or not the save is successful, that creature cannot be affected again by the same mummy’s despair ability for 24 hours. The save DC is Charisma-based. 

Mummy Rot (Su) Supernatural disease—slam, Fortitude DC 16, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.  Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below.  Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character. 

To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease. 

An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind. 


Notes:  These creatures have been enchanced by the Corpsecrafter and Destructive Retribution feats possessed by their accompanying cleric.  The above stats include a further +2 to hit and damage and +4 turn resistance that they get from the cleric’s Necromantic might and Necromantic Presence feats, so long as the cleric is still alive and within 60’.  It does not include the effects of any pre-cast spells.

1: The Execution
(EL13)


Kierlana
CR 2

Female human bard 2

CE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 16, touch 12 flat-footed 14


(+2 Dex, +4 armour)

Miss Chance 

hp 11 (2 HD); 

Fort +1, Ref +5, Will +2

Race F+#, R+#, W+#; Class F+0, R+3, W+3; Abilities Con +1, Dex +2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Long sword +3[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat]3(d8+1) or
Long sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +1[+/-X size, +1 BAB, +1 Str, +1 weapon, +X feat] (d6) or
Light crossbow +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Whip +4[+/-X size, +1 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options 

Special Actions 

Combat Gear 


Masterwork Chain shirt, masterwork longsword, masterwork shortsword, masterwork whip, light crossbow, pipes of the sewers, pan pipes, scroll of cure light wounds

Bard Spells Known (CL 2th):


1st (1/day)— grease, inspirational boost


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 8, Cha 14 
SQ 
Feats Two-weapon fighting, Skill focus (perform)

Skills total ranks: 35 class 35 Balance +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour], Bluff +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Climb +5[+x size, +5 ranks, +1 ability, +x synergy, +x speed, -1 armour], Hide +7[+x size, +5 ranks, +2 ability, +x synergy, +x speed, -X armour], Jump +7[+x size, +5 ranks, +1 ability, +2 synergy, +x speed, -1 armour], Perform (pipes) +10[+x size, +5 ranks, +2 ability, +x synergy, +x speed, +3 feat, Tumble +8[+x size, +5 ranks, +2 ability, +2 synergy, +x speed, -1 armour],

Possessions combat gear 

Spellbook spells prepared plus 0—

Physical Description: Kierlana is a lanky youth with shoulder length black hair tied into bunches with steel eyelets, of the kind put into laced boots and shoes.  She is dressed in light brown trousers and a polished chain shirt, wrapped with a faded tan cloak to disguise the shine.  


Kierlana has had a falling out with Kurgan and Briach, and is hoping that at least one of them will fail to survive.  Other than that she takes herself and her orders seriously.  Under Redrich’s tution she’s getting pretty good, and she doesn’t want lose her place on his team.
Kurgan
CR 7
Male human cleric 7
CE medium humanoid 

Init +2; Senses Listen +1, Spot +1

Aura 

Languages Common 

AC 20 touch 12, flat-footed 18

(+2 Dex, +8 armour)

Miss Chance 

hp 59 (7 HD); 

Fort +6, Ref +4, Will +8
Race F+#, R+#, W+#; Class F+5, R+2, W+5; Abilities Con +1, Dex +2, Wis +3; other bonuses

Weakness 
Speed 20 ft. in plate mail (4 squares), base movement 30ft;

+1 Morning star +9[+/-X size, +5 BAB, +2 Str, +1 weapon, +1 feat] (d8+4) (wielded two-handed)or
Masterework Light Crossbow +8[+/-X size, +5 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +7
Atk Options 

Special Actions Turn/Rebuke Undead 3/day (CL 7th)

Combat Gear: +1 morning star, masterwork plate mail, masterwork light crossbow

Cleric Spells Prepared (CL 7th):


4th—Castigate/Wrack, Divine PowerD, Freedom of movement

3rd—Magic VestmentD, Prayer, Dispel magic, Weapon of the Deity

2nd—Bull’s strength, Deific Vengence, Spiritual WeaponD, Spiritual Weapon, Wave of Grief


1st—Bane, Command, Cure light wounds, Disguise Self D(,Doom, Shield of Faith


0— detect magic, create water, cure minor wounds, guidance
D: Domain spell. Deity: Erythnul. Domains: War, Trickery

Abilities Str 14, Dex 14, Con 12, Int 8, Wis 18, Cha 10 
SQ 
Feats Weapon Focus Morning star (from domain)#, Improved Toughness#, Toughness#, Power attack, Dodge
Skills total ranks: 20 class 20 Concentration +12[+x size, 10 ranks, +2 ability, +x synergy, +x speed, -X armour], Disguise +10[+x size, +10 ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 6 holy symbols, 2 spell component pouches, Amulet of wisdom +2
Resquil, Doranth
CR 5

Male human rogue 5

LE medium humanoid 

Init +3; Senses Listen +7, Spot +7

Aura 

Languages Common 

AC 19 touch 13, flat-footed 16


(+3 Dex, +5 armour, +1 natural armour)

Miss Chance 

hp 27 (5 HD); 

Fort +2, Ref +7, Will 0

Race F+#, R+#, W+#; Class F+1, R+4, W+1; Abilities Con +1, Dex +3, Wis -1; other bonuses

Weakness 
Speed 30 ft. in chain shirt (6 squares), base movement 30ft;

Rapier +6[+/-X size, +3 BAB, +2 Str, +1 weapon, +X feat] (d6+2) or
Composite Shortbow +8[+/-X size, +3 BAB, +3 Dex, +1 weapon, +1 feat] (d6+2)

Space 5ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options: Sneak attack (+3d6 damage)

Special Actions 

Combat Gear masterwork rapier, +1 composite shortbow (str +2), dagger, +1 chain shirt, amulet of natural amour +1

Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10 
SQ Evasion, uncanny dodge, trapasense
Feats Point Blank Shot#, Precise Shot##, Weapon focus (shortbow),## 

Skills total ranks: class 80 Balance +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour], Climb +9[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -1 armour], Disguise +8[+x size, +8 ranks, +0 ability, +x synergy, +x speed, +0 armour], Escape Artist +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour] Hide +10 [+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour],  Jump +9[+x size, +8 ranks, +2 ability, +x synergy, +x speed, -1 armour], Listen +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, +x armour],, Move silently +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour], Spot +7[+x size, +8 ranks, -1 ability, +x synergy, +x speed, +0 armour],, Tumble +10[+x size, +8 ranks, +3 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus 2 flasks of oil, 2 alchemist’s fire, 4 smokesticks

4x Solidiers
CR 2

Male Human Fighter 4

LE Medium Humanoid 

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 20, touch 12, flat-footed 18


(+2 Dex, +7 armour, +1 sheild)

Miss Chance 

hp 34 (4 HD);  

Fort +5, Ref +3, Will +2Race F+#, R+#, W+#; Class F+4, R+1, W+1; Abilities Con +1, Dex +2, Wis +1; other bonuses
Speed 20 ft. in banded mail (4 squares), base movement 30 ft

Battleaxe +9[+/-X size, +4 BAB, +3 Str, +1 weapon, +1 feat] (d8+5) or
Light Crossbow +5[+/-X size, +4 BAB, +2 Dex, +1 weapon, +X feat] (d8)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options 

Special Actions 

Combat Gear- +1 Battleaxe, dagger, Masterwork light crossbow, Masterwork light metal shield, +1 banded mail

Abilities Str 16, Dex 14, Con 13, Int 10, Wis 12, Cha 8
SQ 
Feats Weapon focus (axe), blindfighting, dodge, weapon specialization (axe), power attack, improved toughness 

Skills, total ranks: class 21 Climb +2 [+x size, +7 ranks, +1 ability, +x synergy, +x speed, -6 armour], Intimidate +6 [+x size, +7 ranks, -1 ability, +x synergy, +x speed, -X armour], Jump +2[+x size, +7 ranks, +1 ability, +x synergy, +x speed, -6 armour],

Possessions combat gear plus 

Briach ‘The Blessed’
CR 7

Male human barbarian 1 marshal 2, fighter 4

CN Medium humanoid 

Init +2; Senses Listen +5, Spot -1

Aura 

Languages Common 

AC 18, touch 12, flat-footed 15


(+2 Dex, +6 armour)

Miss Chance 

hp 65 (7 HD); 

Fort +11 Ref +3, Will +3 Race F+#, R+#, W+#; Class F+9, R+1, W+4; Abilities Con +2, Dex +2, Wis -1; other bonuses
Speed 30 ft. in Breastplate (6 squares), base movement 40 ft;

Heavy Flail +12/+7[+/-X size, +6 BAB, +4 Str, +1 weapon, +1 feat] (d12+9) or
Javelin +8[+/-X size, +6 BAB, +2 Dex, +X weapon, +X feat] (d6+4)

Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +3

Atk Options: Rage

Special Actions 

Combat Gear  +1 heavy flail, 5x javelins, +1 breastplate, shortsword, knife

Abilities Str 18, Dex 14, Con 14, Int 10, Wis 8, Cha 12 
SQ  Uncanny dodge
Feats Wepaon Focus (heavy flail) #, Power attack#, skill focus (diplomacy)#, Dodge#, Mobility, Spring Attack, Elusivc Target, Weapon specialistion (heavy flail)# 

Skills total ranks: class 42 Climb +9[+x size, +10 ranks, +2 ability, +x synergy, +x speed, -3 armour], Diplomacy +6[+x size, +2 ranks, +1 ability, +x synergy, +3 feat, +x speed, +x armour], Intimidate+11[+x size, +10 ranks, +1 ability, +x synergy, +x speed, -X armour], Jump +9[+x size, +10 ranks, +2 ability, +x synergy, +x speed, -3 armour], Listen +5[+x size, +6 ranks, -1 ability, +x synergy, +x speed, -X armour], Survival +3[+x size, +4 ranks, -1 ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus gauntlets of ogre power

Auras (Ex): The marshal exerts an effect on allies in his vicinity.  He can learn to produce different effects, or auras, over the course of his career.  The marshal may project one minor aura and (starting at 2nd level) one major aura at a time.  

Projecting an aura is a swift action.  The aura remains in effect until the marshal uses a swift action to dismiss it or activates another aura of the same kind (major or minor).  A  marshal can have an aura active continually; thus an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.

Activating an aura involves haranguing, ordering, directing, encouraging, cajoling or calming allies.  A  marshal sizes up the enemy, allies and the terrain, then gives the allies the direction that they can use to do their best.

Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal.  An ally must have an intelligence score of 3 or higher and be able to undertstand the marshal’s language to gain the bonus.  A  marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralysed, or otherwise unable to be heard or understood by his allies.

A marshal begins play knowing one minor aura of his choice.  As his marshal level increases, he gains access to new auras.

All bonuses granted by a marshal’s auras are circumstance bonuses that do not stack with eachother.

Minor Aura: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity: Bonus on Dexterity checks, Dexerity-based skill checks, and initiative checks.

Major Aura: Beginning at 2nd level, a marshal can project a major aura in addition to his minor aura.  A major aura lets allies add +1 to certain rolls.  This bonus improves by +1 at 7th, 14th, and 20th level.

Motivate attack: Bonus on melee attack rolls.

Physical Description: Briach is a huge beast of a man, big, stocky, hairy and imposing.  


Briach has worked long and hard on this ambush, attempting to use the strengths of each member of his team.  Tactically he knows what he is doing, and even in a rage will use intelligent tactics.  Politically he is far less astute, which is probably why he is so pleased he’s managed to put himself in charge over his rival Reydrich.

Reydrich
CR 8
Male human bard 8
NE Medium humanoid

Init +2; Senses Listen -1, Spot -1

Aura 

Languages Common 

AC 17, touch 12, flat-footed 15

(+2 Dex, +5 armour)

Miss Chance 

hp 64 (6 HD); 

Fort +4, Ref +8, Will +5
Race F+#, R+#, W+#; Class F+2, R+6, W+6; Abilities Con +2, Dex +2, Wis -1; other bonuses

Weakness 
Speed 30 ft. in light armour (6 squares), base movement 30 ft;

Long sword +8[+/-X size, +6/+1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) or
Long sword +6/+1[+/-X size, +6/+1 BAB, +1 Str, +1 weapon, +X feat] (d8+1) and Short sword +6/+1[+/-X size, +6/+1 BAB, +1 Str, +1 weapon, +X feat] (d6) 

+1 shortbow +9/+4[+/-X size, +6/+1 BAB, +2 Dex, +1 weapon, +X feat] (d6+2)

+1 shortbow rapidshot +7/+7/+2[+/-X size, +6/+1 BAB, +2 Dex, +1 weapon, +X feat] (d6+2)
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +7/+2
Atk Options 

Special Actions 

Combat Gear +1 Chain shirt, +1 longsword, masterwork shortsword, whip, +1 composite shortbow(+2) shortbow
Bard Spells Known (CL 8th):


3rd (2/day)— Haste, Slow, Shout

2nd (4/day)—Glitterdust, harmonise, mirror image, rage

1st (4/day)— grease, inspirational boost, invisibility swift, Tasha’s hideous laughter


0 (3/day)— daze, ghost sound, mage hand, message, summon instrument, 

(Already cast

Abilities Str 12, Dex 14, Con 14, Int 10, Wis 8, Cha 18
SQ 
Feats Two-weapon fighting##, point blank shot#, precise shot#, rapid shot
Skills total ranks: class 77 Balance +12[+x size, +11 ranks, +2 ability, +x synergy, +x speed, -1 armour], Bluff +14[+x size, +11 ranks, +3 ability, +x synergy, +x speed, -X armour], Concentration +12[+x size, +11 ranks, +1 ability, +x synergy, +x speed, -X armour], Hide +12[+x size, +11 ranks, +2 ability, +x synergy, +x speed, -1 armour], Perform +14[+x size, +11 ranks, +3 ability, +x synergy, +x speed, -X armour], Sense Motive +10[+x size, +11 ranks, -1 ability, +x synergy, +x speed, -X armour] Tumble +12[+x size, +11 ranks, +2 ability, +x synergy, +x speed, -1 armour]
Possessions combat gear plus cloak of charisma +2, scroll of dispel magic x2
Spellbook spells prepared plus 0—

1: Sunken Lair
(EL 13)



Saaluish of the Deep
CR 13
Male Human druid 13
NE M  humanoid 

Init +1; Senses Listen +19, Spot +4
Aura 

Languages Common, aquan
AC 14, touch 11, flat-footed 13


(+1 Dex, +X, +7 armour, +1 insight)

hp 117  (13 HD);  


Fort +10, Ref +5, Will +12
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 20 ft. in stone plate (4 squares), base movement 30 ft., other movement mode XX ft.;

Quarterstaff +8/+3[+/-X size, +X BAB, +X Str, +X weapon, +X feat](d6) or
Club +10/+5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6) or
Sling +11/+6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d4)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +9
Atk Options 

Special Actions 

Combat Gear : Quarterstaff, +1 club, +1 sling, +1 beastskin stone plate, rose ioun stone
Druid Spells Prepared (CL 11th):


7th—Heal

6th—Tidal Surge, Fires of Purity

5th— Baleful polymorph, Qull Blast, Poison thorns

4th—Control water, Flame strike, Arc of Lightning, Dispel Magic

3rd—Dominate animal, Greater magic fang, Spike growth, Wind wall, Water Breathing, (

2nd— Barkskin, bull’s strength, Flaming sphere, Soften earth and stone, reduce animal(

1st— Faerie Fire, Cure light wounds, magic fang, produce flame, Shillelagh, 


0— Cure minor wounds, detect magic, light, resistance

D: Domain spell. Deity: XX. Domains: Name, Name 

(Already cast






Abilities Str 11, Dex 13, Con 14, Int 12, Wis 18, Cha 8 
SQ 
Feats Heavy armour proficiency#, unarmed strike, improved grapple, #Fast wild shape#, Natural spell, Improved toughness
Skills total ranks: class XX Concentration +18[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +17 (+21 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +19[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +21, Swim +16 

Possessions combat gear plus potion of mage armour, potion of aid, 

Spellbook spells prepared plus 0—

Physical Description: Saaluish is a ragged, waterlogged man.  His hair is long and unkempt trailing wetly and catching on the rags and stone plates that make up his rotting and waterlogged clothes.  His skin, what little is visible is wrinkled and pale.  He is stained with rank green water mixed with strangs of seaweed and kelp, and small barnacles dot skin and armour alike.

Saaluish in Wild Shape
CR 9

Male Crocadile druid 13
NE M  humanoid 

Init +1; Senses Listen +13, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 natural)

Miss Chance 

hp 56 (7 HD)

Fort +9, Ref +3, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 30 ft.;

Bite +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d8+6) or
Tail slap +9 (d12+6)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +9

Atk Options Improved grab

Special Actions 

Combat Gear 

Abilities Str 19, Dex 12, Con 17, Int 13, Wis 16, Cha 8 
SQ Hold breath, 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +9  (+13 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spellcraft +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +13, Swim +20

Possessions combat gear plus 

Spellbook spells prepared plus 0—




Skills 

Saaluish in Wild Shape
CR 7

Male leopard druid 7

NE M  humanoid 

Init +4; Senses Listen +11, Spot +3

Languages Common 

AC 15, touch 11, flat-footed 14


(+4 Dex, +1 natural) 

hp 56 (5 HD)

Fort +6, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares), climb 20 ft.;

Bite +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (d6+3) or
2 claws +3 (d3+1)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5ft.; Reach 5 ft.

Base Atk +5; Grp +6

Atk Options Improved grab, pounce, rake 2x +8 (d3+1)

Special Actions 

Combat Gear 

Abilities Str 16, Dex 19, Con 15, Int 13, Wis 16, Cha 8 
SQ

Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills Climb +13, total ranks: class XX Concentration +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Handle Animal +11 (+15 with companion)[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Hide Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Move silently +10, Spellcraft +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Survival +15, Swim +13

Possessions combat gear plus 

X The Animal Companion
CR -

Male Elasmosaurus animal companion

N Huge Animal

Init +3; Senses Listen +4, Spot +4

Languages -

AC 18, touch 11, flat-footed 18

(-2 size, +3 Dex, +7 natural)

hp 173 (14 HD)

Fort +17, Ref +12, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), swim 50 ft.;

Bite +17[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d8+13) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 15ft.; Reach 10 ft.

Base Atk +10; Grp +27
Atk Options Improved grab

Abilities Str 29, Dex 16, Con 22, Int 2, Wis 13, Cha 9 
SQ link, share spells, evasion, +4 morale bonus on saves versus enchantment spells and effects
Dodge, Great Fortitude#, Toughness#, Toughness#, Improved natural attack#, Improved Toughness# 

Skills Hide -2* (+6 in water),total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Listen +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Spot +9, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Swim +16






XXX starts combat under the effects of a reduce animal spell
1: Confusion
(EL 10)




Silver Tilva
CR 4

Female human (Oeridian) rogue 4

CG Medium humanoid

Init +3; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 17, touch 12, flat-footed 14


(+3 Dex,, +4 armour)

Miss Chance 

hp 22  (4 HD)

Fort +2, Ref +7, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in mage armour* (6 squares)

Sap +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+1) or

2 Saps +4 (2d6+3), +4 (d6+2)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options Sneak attack (+2d6)

Special Actions 

Combat Gear +1 Merciful sap, Masterwork sap, masterwork dagger, 6 smokesticks, Tanglefoot bag

Abilities Str 14, Dex 16, Con 13, Int 12, Wis 8, Cha 10 
Feats Two weapon fighting#, Prone att#, Quick draw#, Feat#, Feat# 

Skills total ranks: class XX Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Sneak Attack (ex) 

Evasion (ex) 
Tilva has drunk a potion of mage armour 

Gordreth The Bounty Hunter
CR 6

Male wood elf ranger 6

CN Medium humanoid

Init +2; Senses Listen +6, Spot +6

Aura 

Languages Common 

AC 18, touch 12, flat-footed 14


(+4 Dex,, +4 armour, +X deflection)

hp 42 (6 HD)

Fort +5, Ref +9, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in light armour (6 squares)

Masterwork Greatsword +10/+5 (2d6+4) or

[+/-X size, +X BAB, +X Str, +X weapon, +X feat]Masterwork composite longbow +11/+6 (d8+4) or

Masterwork composite longbow +9/+9/+4 (d8+4)[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8

Atk Options Favoured enemy human +2, elf +4

Special Actions: wild empathy

Ranger Spells Prepared (CL 1st):


1st— Arrow Mind, Entangle 

(Already cast

Combat Gear Masterwork greatsword, +1 composite longbow (str+2),   

Abilities Str 16, Dex 18, Con 11, Int 10, Wis 12, Cha 6 
Feats Track#, #Point blank shot#, Rapid shot, Precise Shot, Endurance, Weapon Focus (longbow), improved initiative##
Skills: Listen +5, knowledge (nature) +4, Move Silently +6total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +4 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+5Survival +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus parchment sketch of Silver Tilva and the words ‘no proof of death, no pay’ scrawled across the bottom

Physical Description: Gordreth has a powerful but spindely frame, rough of look and rough of manner.  


Gordreth was hired by house Coriell in Kildeer to track down and kill Silver Tilva, and bring back her body and all possessions.  He isn’t local, hasn’t heard of her, and doesn’t tend to socialise much.  He doesn’t know anything about the Harbourmaster in Longbridge, Silver Tilva, or anything about why he was hired.  He would annoyed to discover the PCs have been hired as well as him, and alarmed if he realizes he may be treading on the toes of the Wreckers, but after all his hard work, and a much longer job than he expected, he mainly just wants somehow to get paid and go home.



XXX
CR -

Male Viper animal companion 

N Medium animal

Init +4; Senses Listen +5, Spot +5

Aura 

Languages None

AC 19, touch 14, flat-footed 15


(+4 Dex,, +5 natural armour)

hp  28 (4 HD)

Fort +5, Ref +8, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. climb 20ft, swim 20ft (6 squares)

Bite +7 (d4-1 plus poison Fort DC 14 d6Con/d6Con)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Atk Options 

Special Actions 

Combat Gear 

Abilities Str 9, Dex 18, Con 12, Int 1, Wis 12, Cha 2 
SQ Scent
Feats Weapon Finesse,  Improved iniative, Ability focus# ####
Skills: Balance +14, Climb +13, Hide +15, Listen +7, [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+7 Swim +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Nasran and Svenser Wrecker Enforcers
CR 3 

Male Human (Oeridian)  warrior 6

NE M humanoid

Init +1; Senses Listen +3, Spot +3

Languages Common

AC 15 touch 11, flat-footed 15


(+1 Dex, +5 armour)

hp 36 (6 HD) 

Fort +5, Ref +3, Will +1Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in breastplate (4 squares), base movement 30 ft;

Shortsword +9 (d6+1) or

Shortbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8

Atk Options 

Special Actions : 
Combat Gear Shortsword, composite shortbow (Str+2), quiver, 20 arrows, knife, 

Abilities Str 14, Dex 12, Con 11, Int 10, Wis 9, Cha 8 
Feats Weapon focus (shortbow), point blank shot, weapon focus (shortsword)# #
Skills total ranks: class XX : Climb +11 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Intimidate +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Jump +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Ryshern
CR 5

Male human (Oeridian) rogue 5

CG Medium humanoid

Init +2; Senses Listen +5, Spot +5

Aura 

Languages Common 

AC 16, touch 12, flat-footed 14 


(+2 Dex,, +4 armour, +X deflection)

hp 27 (5 HD)

Fort +2, Ref +4, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chain shirrt (6 squares)

Masterwork Rapier +6 (d8+2)

[+/-X size, +X BAB, +X Str, +X weapon, +X feat]Masterwork composite shortbow +8 (d8+2) [+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options Sneak attack (3d6)

Special Actions 

Combat Gear Masterwork rapier, masterwork composite shortbow (str,+2),   

Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8 
SQ  Uncanny dodge
Feats # #Point blank shot#, weapon focus (shortbow), rapid shot##
Skills: Listen +8, Hide +10, Move Silently +10total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour] Search +7 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]Spot [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour]+8 Spellcraft +7[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armour], Tumble +10

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Appendix 2: New Rules Items

Feats

Ballista Proficiency

Source: Heroes of Battle 96
Combat Panache

Your glowing personality and sharp performance abilities allow you to navigate the battlefield on sheer chutzpah alone.  While others rely on aswords and armour, you use your cutting wit and ability to manipulate others.


Prequisities: Bluff 8 ranks, Intimidate 8 ranks, Perform 8 ranks.


Benefit: The Combat Panache feat grants you access to three special tactical maneuvers.


Fortuitous Tumble: For a brief moment, you appear to let your guard down.  As your foe swings at you, you slip out of the wway, causing his attack to slam into one of his allies.  By positioning yourself correctly and making your self an appealing target, you dupe your foe into making a critical blunder.


To use this manoeuvre, you must be successfully attackinged by a foe.  On your next turn, you can take a move action to make a Bluff check opposed by his Sense Motive check.  If you succeed on the check, you can take an immediate action at the stort of your foes’s next turn and designate a different target for your opponent’s next melee attack (which must be a creature it threatens).


Play Dead: You crumple to the ground as if slain, luring your opponent into a false sense of security  As an immediate action after you are hit for at least 10 points of damage by a single attack, you can attempt to play dead.  You drop prone and make a Bluff check opposed by your attacker’s (or any other relevant observer‘s) Sense Motive check  If you succeed on this check, the observer assumes you are dead.  If you subsequently rise and attack him in the same round, he loses any attack of opportunity he might have been entitled to against you, and he loses his Dexterity bonus to AC against the first attack that you make.

You can use this ability once per encounter.  Standing up after playing dead does not provoke attacks of opportunity.


Sneering Glower: With just this right mix of your intimidating presence and your martial talents, you strike such fear into your target that he had difficulty fighting you effectively.  On your next turn after you deal at least one point of damage to your opponent, you can make an Intimidate check against him as a move action.  If you succeed on this check, your foe takes a penalty on his attack rolls against you equal to your Charisma bonus.  You can gain this benefit against only one foe at a time. It lasts for the duration of the encounter or until you switch targets.  If you designate a new target for this ability (by attempting a new Intimidate check against a different creature), the previous target no longer takes the penalty on his attack rolls against you.  Opponents that are immune to the effects of the Intimidate skill, such as mindless creatures and those with immunity to fear, are immune to this maneuver.


Special: A fighter can select Combat Panache as one of his fighter bonus feats.


Source: Player’s Handbook II: 93-94

Corpsecrafter

Undead you create or raise are tougher than normal.

Benefit: Each undead creature you raise or create with any necromancy spell gains a +4 enhancement bonus to strengthand +2 hp per Hit Die.

Source: Libris Mortis  25
Crossbow sniper
You are skilled in lining up accurate, deadly shots with your crossbow.  Perhaps you add custom-made sights to your weapon, or you have learned to maximise the stability and precision the weapon offers.

Prerequisites: Proficinecy with hand, heavy, or light crossbow, base attack bonus +1.


Benefit: When using a crossbow for which you have the Weapon Focus feat, you gain a bonus on damage rolls equal to ½ your Dexterity bonus.


If you have the skirmish or sneak attack ability, the maximum rane at which you can make such attacks increases to 60 feet when you are using a crossbow for which you have the Weapon Focus feat.

Source: Player’s Handbook II: 77-78
Daunting Presence

You are skilled at inducing fear in your opponents.


Prerequisites: Cha 13, base attack bonus +1.

Benefit: You may take a standard action to awe an opponent.  The opponent must be within 30 feet, have line of sight to you, and have an Intelligence score.  If the opponent fails a Will saving throw (DC 10 + ½ your character level + your Cha modifer), it is shaken for 10 minutes.  This feat has no effect on a creature that is already shaken.

Special: A fighter may select Daunting Presence as one of his fighter bonus feats.


Source: Libris Mortis 25
Deadly Chill

Undead you raise or create deal more damage than normal


Prerequisite: Corpsecrafter


Benefit: Each corporeal undead you raise or create with any necromancy spell deals an extra 1d6 points of cold damage with its natural weapons.


Source: Libris Mortis  25

Destructive Retribution

Undead you raise or create harbour a retributive curse that is unleashed if they are destroyed.


Prerequisite: Corpsecrafter


Benefit: Each corporeal undead you raise or create with any necromancy spell releases a burst of negative energy upon its destruction, dealing 1d6 points of damage plus an additional 1d6 per 2 Hit Dice to every creature within a 10-foot radius spread (Reflex DC 15 half).  This damage comes from negative energy, and it therefore heals undead creatures.

Source: Libris Mortis  26 
Grenadier  
You are skilled in suing grenadelike weapons.  You excel at tossing them to just the right spot to maximise the amount of damage they cause as they burst open upon the battlefield.


Benefit : You are an expert with splash weapons and all manner of incendaiary mixtures.  You gain a +1 bonus on attack rolls with splash weapons and a +1 bonus on the weapon’s damage (including splash damage).  

Special : A fighter can select Grenadier as one of his fighter bonus feats.


Source: Player’s Handbook II: 79

Improved Toughness

You are significantly tougher than normal.


Prerequisite: Base Fortitude Save bonus +2.


Benefit: You gain a number of hit points equal to your current hit dice.  Each time you gain an HD (such as by gaining a level) you gain 1 additional hit point.  If you lose an HD (such as by losing a level) you lose 1 hit point permenantly.


Special: A fighter may select Improved Toughness as one of his fighter bonus feats.


Source: Complete Warrior 101

Mad Alchemist

You are an expert at using alchemical items.  Through experimentation, research, and your careful study of the art of alchemy, you have learned to make the most of items such as alchemist’s fire.

Prerequisites: Craft (alchemy) 6 ranks, Grenadier


Benefit: The Mad Alchemist feat grants you access to three special tactical manoeuvres.


Distracting Blast: If you ready an action to throw a thunderstone at the square an opponent occupies, you can disrupt his actions.  The sudden bang from the stone’s detonation ruins your foe’s concentration, possibly spoiling his attack or his attempt to cast a spell.  If the target of this blast was casting a spell when you threw the thunderstone, he must make a Cocnetration check opposed by your Craft (alchemy) check.  If you succeed on this check, his spell is ruined.  If the target was not casting a spell, he must make a Will save opposed by your Craft (alchemy) check or  take a -2 penalty on attack rolls, checks, and saves until the beginning of your next turn.

Fiery Blaze: To use this manoeuvre, you must first strike a creature with a container of lantern oil or alchemist’s fire.  On your next turn, you must strike the creature with a spell or weapon attack that deals fire damage.  If you do so, the creature takes an extra 1d6 points of fire damage and catches on fire if it is not already in flames.

Tanglefoot Defence: By tearing open a tanglefoot bag and spreading its contents across an area, you can create a vexing barrier that hinders an opponent’s approach.  As a standard action, you can transform a single square of clear terrain into difficult terrain through the use of a tanglefoot bag.  This effect persists for 10 minutes before the tanglefoot bag loses its potency.

Source: Player’s Handbook II: 94
Necromantic Presence

Undead you control are harder to turn when they are near you.


Benefit: Whenever undead you control are within 60 feet of you, they gain a +4 bonus to their turn resistance.  


Source: Libris Mortis  28

Necromantic Might

Undead you raise or create deal more damage than normal


Prerequisite: Necromantic Presence


Benefit: Whenever undead you control are within 60 feet of you, they are physically inspired by your necromantic aura, and gain a +2 enhancement bonus on their attack rolls and saving throws.

Source: Libris Mortis  28

Prone attack
You can attack from a prone position without penalty.


Prerequisites: Dex 15, Lightning Reflexes, base attack +2.


Benefit: You can make an attack from the prone position and take no penalty on your attack roll.  If your attack roll is successful, you may regain your feet immediately as a free action.  Opponents gain no bonus on melee attacks against you while you are prone.

Special: a fighter may select Prone Attack as one of his fighter bonus feats.


Source: Complete Warrior  103

Scorpion’s Resolve 

Like the scorpion, you are not easily distracted.


Benefit: You gain a +4 bonus on saving throws against mind-affecting spells and abilities.


Source: Sandstorm 53

Magic Items

Beastskin
First created by powerful druids, armour with this special ability is particularly useful to characters of that sort.  Whenever you use the wild shape class feature while wearing a suit of armour with the beastskin property, you can expend an additional daily use of your wild shape ability to cause the armour to be transformed with you.  When used in this manner, the beastskin armour becomes a suit of armour fitted for your new form rather than simply merging with your body.  The armour continues to grant its armour bonus, applying the appropriate armour check penalty, slowing your movement rate and otherwise functioning as a suit of armour fitted to the new form.  The armour’s weight increases or decreases to match your new size (and shape if you assume a quadrapedal form) and therefore may effect your carrying capacity differently than it does in your natural form.
If in your natural form you are proficient with the type of armour to which the beastskin quality has been applied, then you are proficient with the beastskin armour when you are transformed, regardless of what shape you take.

This special ability can only be applied to armour, not to shields.  

Strong transmutation; CL 13th; Craft Magic Arms and Armour, ironwood; Price +2 bonus


Source:  Complete Adventurer 127

Mundane Equipment

Ballista (siege weapon)

This torsion-powered catapult looks rather like a huge crossbow that launches large harpoonlike bolts through the air. 

Firing a ballista requires an attack roll by the crew chief, using the crew chief's base attack bonus and any range increment penalties (since this is a direct attack, no Intelligence modifier applies, unlike with those catapults that make indirect attacks). Unless the crew chief has the Ballista Proficiency feat (see page 96), he takes a –4 penalty on the attack roll. Additional members of the crew can use the aid another action to grant the crew chief a +2 bonus on the attack roll by succeeding on a DC 10 Profession (siege engineer) check. Unlike most other catapults, a ballista aims at either a creature or an object (such as a section of wall) rather than a square.  Loading a light ballista requires two full-round actions (that is, two crew members can load it in a single full round). Loading a heavy ballista requires four full-round actions. A ballista need not be reaimed; each attack succeeds or fails independent of previous attack rolls.  A light ballista takes up a 5-foot square, while a heavy ballista takes up a 15-foot-by-15-foot space.

Source: Heroes of Battle XXX

Stone Plate

750gp, +6 Armour Bonus, +1 Max Dex bonus, -7 Armour check penalty, 30% Arcane Spell Failure Chance, Speed 20ft/15ft, 35lb weight.

This heavy armour is made of interlocking stone plates, cunningly carved for both thinness and strength. A layer of cured hide underneath the stone prevents chafing and cushions the impact of blows. Several layers of stone plates usually hang over vital areas, and most of the armour's weight hangs from the shoulders. The suit includes hide gauntlets with tiny stone plates sewn onto them. Wearing stone plate does not violate a druid's spiritual oath.


Source: Races of Stone 158
Spells

List alphabetically; see above.

Arc of Lightning

Conjuration (creation) [Electricity]

Level: Druid 4, Sorcerer/wizard 5, Windstorm 5

Components: V, S, M/DF

Casting time: 1 standard action

Range: Close (25ft. + 5ft./2 levels)

Target: A line between two creatures

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: No

This bolt deals 1d6 points of electricity damage per caster level (maximum 15d6) to both creatures and to anything in the line between them.


Both creatures must be in range, and you must be able to target them both (as if this spell had them both as its targets).  Draw the line from any corner in one creature’s space to any corner in the other’s space.  The bolt affects all squares in this line.

Material component: Two small iron rods.

Source: Spell Compendium 15
Arrow Mind

Divination

Level: Ranger 1, Sorcerer/wizard 1

Components: V, S, M

Casting time: 1 immediate action

Range: Personal

Target: You

Duration: 1 minute/level (D)

While this spell is in effect and you are wielding a projectile weapon that fires arrow, such as a long bow or shortbow, you threaten all squares within your normal melee reach (5 feet if small or or Medium, 10 feet if Large) with your bow, allowing you to make attacks of opportunity with arrows shot from the bow.  In addition, you do not provoke attacks of opportunity when you shoot a bow while you are in another creature’s threatened square.


Material component: A flint arrowhead.

Source: Spell Compendium 15-16

Blades of Fire

Conjuration (Creation) [Fire]

Level: Ranger 1, Sorcerer/wizard 1

Components: V

Casting time: 1 swift action

Range: Touch

Target: Up to two melee weapons you are wielding

Duration: 1 round

Saving Throw: none

Spell Resistance: No

Your melee weapons each deal an extra 1d8 points of fire damage.  This damage stacks with any energy damage your weapons already deal.


Source: Spell Compendium 31

Burning Blood

Necromancy

Level: Sorcerer/wizard 4

Components: V, S, M

Casting time: 1 standard action

Range: Medium (100ft. +10ft./level)

Target: one living creature; see text

Duration: 1 round/level (D)

Saving Throw: Fortitude partial; see text

Spell Resistance: Yes

You taint a living creature’s blood with a hot, corrosive infusion, dealing 1d8 points of acid damge and 1d8 points of fire damage per round. The subject can attempt a Fortitude save each round to negate the damage, but a successful save does not prevent damage in future rounds. Searing pain limits the subject to a single move action in any round when it fails its Fortitude save.  

Burning blood does not affect creatures of construct, elemental, ooze, plant or undead types.


Material component: A drop of blood and a pinch of saltpeter.


Source: Spell Compendium 40
Deific Vengence
Conjuration (Summoning)

Level: Cleric 2, Purification 2

Components: V, S, Df

Casting time: 1 standard action

Range: Close (25ft. + 5ft./2 levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will half

Spell Resistance: Yes

This spell deals 1d6 points of damage per two caster levels (maximum 5d6), or 1d6 points per caster level (maximum 10d6) if the target is undead.


Source: Spell Compendium 62

Exacting Shot
Transmutation

Level: Ranger 2

Components: V, S

Casting time: 1 swift action

Range: Touch

Target: Ranged weapon touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless, object)

Spell Resistance: Yes (harmless, object)

All rolls made to confirm critical threats by the target weapon against your favoured enemies automatically succeed, so every threat is a critical hit.  The affected weapon also ignores any miss chance due to concealment whenever you fire at a favoured enemy (unless the target has total concealment, in which case the normal miss chance applies).  If the ranged weapon or the projectile fired has any magical effect or property related to critical hits, this spell has no effect on it.


Source: Spell Compendium 85

Fly, mass

Transmutation

Level: Sorcerer/wizard 5

Components: V, S

Range: Close (25ft. + 5ft./2 levels)

Targets: One creature/level, no two of which are more than 30ft. apart

This spell functions like fly (PH 232) except as noted here.  This spell confers the power of flight upon all targeted creatures. Each recipient of the spell must remain within 30 feet of at least one other recipient, or the spell ends for the creature that is separated from the others. If only two individuals are affected, the spell ends for both if the distance between them exceeds 30 feet.


Source: Spell Compendium 96

Harmonise

Transmutation

Level: Bard 2

Components: V, S

Casting time: 1 standard action

Range: Personal

Target: You

Duration: 1 min./level (D)

You blend magic and music seamlessly. While this spell is in effect, starting a bardic music effect requires only a move action.  Concentrating on a bardic music effect that requires concentration still requires a standard action.

Source: Races of Stone  162
Orb of Acid
Conjuration (Creation) [Acid]

Level: Sorcerer/wizard 4

Components: V, S

Casting time: 1 standard action

Range: Close (25ft. + 5ft./2 levels)

Effect: One orb of acid

Duration: Instantaneous

Saving Throw: Fortitude partial; see text

Spell Resistance: No

An orb of acid about 3 inches across shoots from your palm at its target, dealing 1d6 points of acid damage per caster level (maximum 15d6).  You must succeed on a ranged touch attack to hit your target.

A creature struck by the orb takes damage and becomes sickened by the acid’s noxious fumes for 1 round.  A successful Fortitude save negates the sickened effect but does not reduce the damage.


Source: Spell Compendium 150

Tidal Surge

Evocation [water]

Level: Druid 6

Components: V, S

Casting time: 1 standard action

Range: Medium (100ft. +10ft,/level)

Target: One creature or all creatures in 20-ft-radius burst

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

When you cast this spell you create a huge wave of water that slams into one or more targets within range.  If no large, natural source of water (a river, lake, or ocean) exists within the spell’s range, you can affect only one target.  If such a source of water exists within the range of the spell, the spell creates a burst centred on a location you designate.  In either case, the water deals 1d6 points of damage per caster level (maximum 15d6) to the target or to creatures within the burst.  In addition, all affected creatures are subjected to a bull rush attack, forcing them to make opposed strength checks against the wave of water.  The water has a +5 bonus on the opposed Strength check, or a +10 bonus if the spell is cast near a source of water.  You designate the direction the wave pushes when you cast the spell; creatures that lose the opposed Strength check are pushed back 5 feet, plus an addition 5 feet for every five points by which the wave beats their Strength checks, in the chosen direction.  It is possible for a wave arising from a body of water to push characters into the water.  


The wave puts out torches, campfires, exposed lanterns, and other open flames if they are carried by the target or located within the area and they are Large or smaller.  If the wave hits a magical fire, those flames are targeted by a dispel magic effect as if you had cast the spell.

Source: Spell Compendium 220-221
Quill Blast

Conjuration (Creation)
Level: Druid 5

Components: V, S, M

Casting time: 1 standard action

Range: Medium 20ft

Area: 20-ft.-radius spread centered on you

Duration: Instantaneous

Saving Throw: Reflex half; see text

Spell Resistance: Yes

Creatures within the spread of a quill blast are hit by one or more quills, depending on their size: Tiny or smaller, 4 quills; Small, 6 quills; Medium, 8 quills; Large, 10 quills; and Huge or larger, 12 quills.  


Small or larger creatures that make their saves are struck by half as many quills; Tiny or smaller creatures that make their saves avoid the quills completely.


Each quill deals 1d6 points of damage and lodges itself into the creature it hits. Lodged quills impose a noncumulative -1 penalty on attack rolls, saves, and checks. All quills can be removed safely as a standard action with a DC 20 Heal check. Otherwise, removing the quills deals an extra 1d6 points of Damage.

Material component: A porcupine quill.


Source: Spell Compendium 164
Undead Lieutenant

Necromancy

Level: Sorcerer/wizard 3

Components: V, S

Casting time: 1 standard action

Range: Close (25ft. + 5ft./2 levels)

Target: One undead creature

Duration: 24 hours

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

You empower the subject undead with the authority of command over undead in your control. The targeted undead must have Intelligence 5 or higher. Undead under your control obey the target undead as if it were you. You can give orders to the undead normally, superseding the orders of the subject of this spell.  The numbers of undead you can control is increased by an amount equal to your caster level as long as the undead lieutenant is active.  If the target undead creature is destroyed, the spell ends.


You can have only one undead lieutenant at any one time.

Source: Spell Compendium  226

Undead Torch

Necromancy

Level: Sorcerer/wizard 3

Components: V, S, M

Casting time: 1 standard action

Range: Close (25ft. + 5ft./2 levels)

Targets: One corporeal undead/level, no two of which are more than 30ft apart

Duration: 1 round/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)
The subject creature deals an extra 2d6 points of damage on melee attacks against living creatures.  If an attacked creature has spell resistance, the resistance is checked the first time the undead subject attacks it.  If your caster level check fails, the creature is unaffected by that casting of undead torch.


If the undead creature is destroyed, the undead torch continues to burn at the location of its destruction until the duration ends, and living creatures that pass through that area take 2d6 points of damage. If the undead creature assumes a nonphysical state (such as a vampire assuming gaseous form), the spell disperses harmlessly.

Material Component: A living or dead firefly or glowworm.


Source: Spell Compendium 226-227



Appendix 1 – The Village
There are considerable oddities about this quiet little village.  

The most obvious is that it's reasonably properous, with a tidal mill, cobbled squre, and even a fountain (a broken fountain, but still a fountain). All this despite a lack of any obvious industry or source of income.  There really doesn't seem to be much industry. There is some agriculture, the odd terraced field, some goats and chickens, but all on a subsistance level. The few fishing boats pull in more seaweed than fish, much of which ends up being used in the ropewalk. The tiny estuary on which the mill sits was once a saltfarm, but noone bothers much with this any more. The ropewalk is busy, but rope, being a military asset, is subject to careful controls and records, and they would not be able to sell it in a major port or town.  
They don't, of course. They sell it to pirates, smugglers and other criminals of the high seas.  

Handling stolen goods is the principle activity of the village. They signal boats, guide them to shore, conduct minor repairs and supplies, unload cargo in record time, and hide it and the criminals' agents until the goods can be collected, roped into covered bundles, and moved out on the numerous ponies kept on Uncle Rilbar’'s Farm. The entire village is involved, at the very least as casual labour, and even small children are carefully schooled not to give the game away. The villagers get paid for their efforts, a small amount by the standards of criminals or adventurers, but more than enough to make them comfortable by the standards of rural Onnwal, and often in imported luxuries they couldn't otherwise afford. As a bonus, the villagers occasionally get to keep some of the goods if a deal falls through. Smugglers would, in general, rather abandon their cargo than get caught, and so the village is still bravely trying to get through the 200 casks of Ahlissan brandy that were left holding just before the war, and have sufficient sweepings from the various exotic spices that have gone through their hands to keep the stewpots flavourful for some years, even if they're all jumbled up and they can't tell you what any of them are called. 

The Wreckers were involved in these operations, most often as the fence for smuggler's cargoes, but never ususally concerned themselves with the affairs of rural areas, so long as the goods came through.  

It's important to realise that the villagers have long ceased to think of what they do as immoral. The purpose of duties and customs tarrifs is well beyond their understanding, the distinction between this and piracy far from clear, and the entire trade concerns goods that, under normal circumstances, they would never be able to afford in any case. Those who lose out to such criminal activity are, to their minds, the same rich folk who end up buying the goods at reduced prices in any case, and much of the profit comes from cheating the Ahlissans out of export duties, or reselling stolen cargo from rich merchant houses, which doesn't really bother them at all.  

This same mindset is one of the main reasons why the mercenaries' clampdown has worked quite so well. The villagers haven't really thought of going for help from the authorities, whom they habitually avoid.  Their main contact with the Wreckers, Petronis Vult, was one of the first to be captured, and none of their usual criminal visitors are presently around. Their instinct with the mercenaries, as with a visit by authorities, or abusive pirates, is simply to keep quiet and wait them out. As the PCs arrive it is becoming obvious that this really isn't going to work.

The village contains a large amount of contraband, and anyone having a serious look for it is bound to find some sooner or later. The largest dump is in the basement of the church (100 casks of Ahlissan brandy), but almost every building has something in it, buried in sacks of clothes, hidden under the woodpile, in a sack down the well, or buried in a root cellar. Contraband is hidden in roofs, floors, walls, large items of furniture, in baby's cots under the baby, up trees, strapped to the bottom of tables, and anywhere else it might plausibly fit. The only exceptions to this are the water passages, principally maintained to let the authorities think they found something special, and where rats will gnaw at everything in any case, and the mill. The mill, built in a village with no crops to grind, has only ever seen occasional service. It was originally built to cover cargo operations, as a large storage building with good access to the water that, being driven by tide, has a plausible reason for being active at high tide, day or night. It's not currently used to store contraband, in case it is needed at short notice.
Appendix 2 – Traits of the Village folk

· The village folk are friendly, and generally helpful.  Theirs is very much a service industry.

· Villagers do not ask PCs their names, business or where they are from. They act interested if told, but they won't ask. If this becomes awkward, they ask if there is anything the PCs 'can be called'. Otherwise the PCs are simply referred to, as with all well-behaved visitors, as 'the Gentleman' or ‘the Lady’.
· While they are happy to say where everyone lives, they do not identify anyone by name, or admit to knowing their location. Even if they are standing in the same room.  

· They are happy to give their own names, and readily introduce themselves.  

· They do not ask other unnecessary questions, such as "why do you need rope" or "why are you being followed by a polar bear?" It's not their business, and too many questions are bad for the health.

· The village is remarkably clean. Every trace of the PC's presence, including their tracks, is carefully removed when they leave a location, if not before.  

· The outside of buildings are never lit, and care is taken not let light from inside illuminate the street. Windows are always kept shuttered. This makes the village noticably dark.  

· Villagers tend not leave their homes at night to investigate sounds of combat, or any event short of structural damage to the building they are in. (This habit has greatly aided the kidnapping attempts of Iridni, see encounter 5,)

· The villagers have a great many things that might look odd to the perceptive observer.  A small child with an expensive doll from Hexpools. A cheap homemade pipe stuffed with the finest imported tobacco. An awful lot of rope, sacks and ponies, yet no crops or goods. The inn serves cheap local moonshine, but also Ahlissan brandy at roughly a fifth of the usual price. Potluck soup might be based on local rabbit but will contain exotic spices added in random amounts, such as cinnamon and chilli, or saffron and vanilla. It also, conveniently for the PCs, has a guestroom reachable only via a secret door.  

· The villagers don't admit to anything in their village as being odd. If asked, they will hide behind helpful local sayings such as: "Oh aye?  Fancy that.", "Hmm, just as you say", and "Them that ask no questions, don't get told no lies".
· Children don’t play with goods, packs or pack animals. They are happy to run errands or keep watch, but expect small coins or gifts as a reward.

· PCs are welcome to go anywhere, including private homes. If paid, the villagers will do anything from menial chores and minor errands through to working all night. The villagers are quite happy to clean clothing and tack, scrub down riding dogs and exotic animals, bury anything up to a fallen laden wagon, allow PCs to hide and sleep in their own houses (although they will warn these are often searched), trade clothing, keep a lookout, create a distraction, engage in carpentry up to and including ship repairs, and even unload a ship, bundle all the goods onto pack ponies and take them overland for five days and nights.

Appendix 3 - Troubleshooting
There is plenty of scope for the PCs to go wildly off course in this adventure.  A few suggestions are provided below, to help keep them on track.

The PCs openly act as agents of the law.

This isn't likely to endear them to the villagers, but it won't get them the cold shoulder either. Nothing makes a customs inspector more suspicious than people who don't want him around, so the villagers should still be friendly and helpful, at least on the surface.

The PCs attack, or otherwise abuse the villagers.

If they PCs do this, they will probably fail the mission. The adventure isn't just a matter of fighting your way to the end. This doesn't mean they can't help resist the kidnapping of barman, or even that they won't be asked to help free the prisoners. But the PCs won't be told where the log is even if the rescue is successful, and Silver Tilva won't appear unless they enter her lair. The mercenaries will burn down the village and leave, and the villagers will scatter.  The PCs will fail in their mission. 

The PCs want to chase down and exterminate the mercenaries.

This is most likely to happen before the execution scene. Make sure the villagers warn them off, and of course make clear that the mercenaries are not easy to find. However, the PCs may well manage it.  In this case, feel free to combine some or all the remaining encounters into a single or extended fight (at a very high EL) and see what happens. If the PCs lose badly, and retreat, it may be possible to get the adventure back on track, although the villagers are much less likely to trust them. If the PCs do well, or even win, they find the prisoners, their throats neatly cut. The villagers don’t trust them, there is no one to tell them where the log is, and they will almost certainly fail in their mission.

The PCs spend vast amounts of time conducting a house-to-house search

Players often react to a map by trying to visit every feature on it. This is metagaming, and you should feel free to openly warn the players that this approach won't necessarily work (and reduce the discretionary roleplaying awards accordingly). It will certainly annoy the villagers, who may end up siding with the mercenaries as a result. With contraband in every house, there is plenty to find, and if the villagers can’t get the PCs to stop, they are likely to try and get the mercenaries to do it for them.
The PCs find Tilva's lair without being told where it is.

This should be very difficult to do simply by chance. It's too deeply buried to be easily scried for or detected by most magical means, the entrance tunnel underwater is not intact (the mercenary has to dig it out when he finds it), and the trapdoor entrance is both a secret door and buried under sacks of corn.  However, genuinely innovative PCs could be successful. If you feel it appropriate, they can be disturbed in their search by the mercenaries sent to kill barman, find the mercenary druid breaking into the lair the same time they arrive, and then emerge to find the execution scene and several villagers begging their help. Be careful using this route however, as it is if anything slightly more dangerous than the one intended.  
Player Handout 1a – letter from House Coriel
To our right trusty and well beloved bannerman, 

I write to you on an urgent matter of mutual concern.  Please be advised that I, Daeffed Reane, a senior factor of our House, have been authorised to pay a reward of one thousand golden geese for the acquisition of documents formerly in the possession of Tilva Brightshadow aka 'Silver' Tilva.  These documents are vital both to the interests of the House, and to the Free State.  This matter should be treated with the utmost secrecy, lest foreign powers learn of these documents, and seek to acquire them for their own ends.  

Tilva has, in the past served the Onnwal’s interests, and that of our house. It is surely no secret that, during the struggle against the Brotherhood, Onnwal placed trust in those used to operating in secret.  This included many who had no great love of the rule of law.  Now that the occupation force has been driven out, we can not continue to turn a blind eye to criminal activities, particularly not those now aimed at our own operations, and those of our allies.  A time has come for the parting of ways.  
Unfortunately, Tilva has endangered the fortunes of our house.  She has committed to paper information concerning the locations of many of our operatives and partners overseas.  Should this information fall into the hands of Onnwal’s enemies, or even into the hands of those who are our allies, but also our commercial rivals, the consequences could be grave.  Tilva first refused to surrender these documents, and has now disappeared.  

We charge you to find and recover these documents, a navigational rutter or ship’s log, almost certainly hidden somewhere in her old haunts in the village of Corbrinn.  Marcus can give you more details.  We suggest the true importance of this mission be imparted only to those you trust.  Once this matter becomes general knowledge, any chance to recover it may be lost.  Tilva’s captors may be hard on your heels, so make haste.   
It is not so long ago that the ships of Onnwal dominated trade across the Gearnat.  The future prosperity of this land depends upon our trade rising again.  The future prosperity of countless farmers, miners, sailors, and traders, rests in your hands.

Player Handout 1B – letter from a Mutual Friend

You may have heard of this character on the loose, name of Silver Tilva.  Some of us have been wanting to have a chat with her for a while now, because we ain't too keen on people who don't pay their dues.  She knows it too, and she should have known better than to try and wriggle out of paying her cut.  She's never made all that much, beginner’s mistakes and all that, and she's been running as much on luck as on talent.  We thought it only a matter of time before she wanted in.  

Trouble is, she went and got herself involved in spying for Onnwal.  Well, mainly for Onnwal.  Now she's running scared, and for good reason.  She went a bit too far and saw a bit too much.  Not only that, she made the mistake of writing some of it down.  We don't know exactly what, but it's enough that everyone wants their hands on it.  Everyone will want to know what she's been up to, and noone will want her to blab what she's been doing.  If anyone catches up with her, she's dead meat.  

We want you to find these documents she's supposed to have left behind.  She won't try and get them herself - she's too scared about being found.  But we don't want this information getting into the wrong hands.  We don't want anyone using it to get leverage on Onnwal or the Szek.  And we don't want these aristos thinking they can use people and then dump them, just because they happen to be on the wrong side of the law.  You get the goods, you bring them back to us, and you'll be putting smiles on all the right faces.  Be good to us and we'll be good to you.  You know how these things work. 

And you'll need to hurry.  Give it a day or two, she'll get desperate enough to try something stupid, and it'll all be over.  It's a shame, you know?  She's a nice kid.  We could sort this whole mess out for her if only she were one of us.  But she's trusted to luck for too long, and it looks like her luck's running out.

Player Handout 1C – Letter from the Church of Joramy

I hope that this missive finds you well in these turbulent times.  There is something occurring down in the Longbridge region that needs urgent attention, and you are the one best placed to look into the matter.  You, who are known to be loyal to our faith, and share our concerns.

One of the members of our church, probationer Tilva Brightshadow, was an agent of the free state, on the high seas, abroad and in occupied lands.  She served willingly and well.  In return for her service her criminal past was forgotten.  Once Scant was recaptured, she was discarded, a useless tool.  Seen as a criminal once more, her ship and wealth were confiscated, and she was left to fend for herself against enemies gathered on her employer's behalf.  Such a betrayal can not be tolerated, for it makes a mockery of the very cause for which so many fought, for so long

It has recently come to light that Tilva kept a log of her travels.  This tome records the navigational information of her travels.  With it, someone could retrace her voyages, and potentially, locate her contacts.  Should her old employers get hold of it, Tilva's usefulness to them would be at an end, and her fall from grace complete.  She would then be nothing more to them than a liability, and may end her days on the end of an assassin's blade.  Regretted perhaps, but justified as 'for the good of Onnwal', so her employers can keep their dirty secrets.  

Should the Wreckers, or foreign powers get hold of it, they might be able to suborn her old friends for their own dark purposes.  Those who served out of kinship, or for the cause of a free Onnwal, would find themselves hounded to serve a less scrupulous cause, or fear exposure.

I fear for Tilva, for her welfare, and for her soul.  She will be under great pressure to cooperate with someone, to sell out her principles to ensure her continued safety, by placing her log into another's hands.  In doing so she would escape the dilemma she is trapped in, but damn everyone she has ever worked with to a similar fate.  Those who believed in our cause enough to compromise themselves, those who helped us in our hour of need, will end up paying dearly for their generosity.  

This must not come to pass.  

Our interest in this matter is simple.  Many of those threatened by such a revalation are, in all likelihood, followers of our goddess, as indeed is Tilva herself.  The principles for which they stand must not be sacrificed on the altar of political interest.  We must keep alive the spirit and principles that freed us from the Scarlet yoke. 

So long as we can keep the log intact, and safe, then those who served the Free State have nothing to fear, and Tilva herself remains captain of her fate.  We would offer her sanctuary if she would take it, but first and foremost she must be allowed to choose her own path.

Thus we ask you to return this log to the church of Jascar, where we can keep it safe from any who might seek to use it for their own ends.  No doubt, once Tilva has thrown off the specter of pursuit, she shall reclaim it in time.

We realise that you rarely work alone, and may be banded with those not of the church or of our faith.  We will not ask you to betray them.  If you can convince them of the rightness of our cause, the gratitude of the church may be extended to them also.  

All we ask is that noone should be punished for having fought the Brotherhood.  On that we will not bend.  Why else have we fought than to allow our state to stick to its principles?  As always, you must, in the heat of moment, do as you think best.  Best for our lost follower, best for those who served her, and best for Onnwal.

Player Handout 2 – Omens and Portents
Beware the shrine in disrepair

Powerful spirits it doth lair

Should her sign upon it leap

Her slow rage will build and peak

Condemn it to it's mistresses care

And it will not the innocent spare.
Player Handout 3
My Dearest Captain,

Your missive was received, understood and entirely unecessary.  Getting what we want from simple village folk is hardly going to be difficult.  A few signs and symbols left in the right places, a few mutilated livestock, and their squeamish superstitions will drive them straight into our hands.  It's not like we haven't done this before, after all. 

And no, there won't be any repeat of 'last time'.  I've explained to you before that those people died of natural causes, and their subsequent animation was a simple misunderstanding.  While I do believe that several of our missions, including this one, would benefit from a more open mind to my talents, I'll just have to hold off on my personal experiments until you decide to trust me.  Obviously, if my bolt-hole gets discovered I'll have to use my arts to defend myself, as I'm sure you agree.  But yes, until you say otherwise, I won't conduct any more experiments during a mission, unless it's absolutely necessary for my own survival.

I really don't understand your reluctance though.  Certainly anything I might do is far less dangerous then that thing you've borrowed to search the waterline.  I don't know what assurances you've been given, but just make sure that creature is kept on a tight leash.

Iridni









�Please include the blurb.


�Please complete the authors of all the resources used.


�Removed paragraph as you are not supposed to run two-round adventures in separate sessions.


�Please insert real name.


�This isn’t a word.


�Please insert a “development” section with details of how this connects with the next encounter.


�This isn’t a word.


�Equal to the DC succeeds!


�This isn’t a word.


�Please insert a “development” section, indicating how the PCs might progress to a later encounter


�Is that the right Knowledge type? Would Profession (soldier) work instead/as well?


�Please specify an appendix.


�What is IronFist?


�Please include a Development section stating how the PCs get from here to the later encounters. E.g. “If the PCs go to the Inn for the evening, go to encounter 4. If they go down the trapdoor by the fountain, go to encounter 6…”


�???


�I’d be more tending towards Nature or Local, but I’m not too pushed


�Please include a development section explaining how the PCs move on to another encounter.


�Please include a description section with brief details of the enemies’ appearances.


�Please include a Terrain section with details of the terrain in which the battle takes place.





Please also include a map of the encounter in the appendix section.


�Please include details of what spell is creating the illusion and/or what saves will disbelieve the effect if interacted with.


�How do they see through the smoke?


�This does not parse. Do you mean “discuss with the PCs”, or something else?


�Marked with an X where? I can’t find any maps.


�Please include a description of the monsters.


�As per email discussions, I have concerns that the sheer number of undead included in this encounter may make it unmanageable for the DM. Perhaps you might consider fewer, more powerful undead at APLs 6-10.


�Please include a Terrain paragraph including details of any obstructions, slippery surfaces, or special rules.





Please also include a map of the encounter.


�You may wish to include a map, although I don’t mind if you don’t.


�Please insert a development section, indicating which encounter or encounters might follow this one and under what circumstances.


�This encounter desparately needs a map.


�Please specify the positions more clearly, ideally by reference to a map in the appendix


�Please include circumstances of what will trigger the fight to start.


�Please include a Terrain heading and description (most of the description is already there). Please also include a map in an appendix.


�For the record, please include the identity of the deity to whom the church is consecrated.


�Please specify what the XXX is.


�Please adjust to use the same name for the ox throughout.


�I don’t mind discriminating between circumstances when deciding what DC or what check is required, but please specify rather than saying “will most likely”. Remember that in order to provide for consistency between tables we need to have specific instructions for DMs.


�Does rope have hardness? It doesn’t seem right that it should be harder than a wooden box.


�Please determine the number of hp the chicken swarm has, or say that it behaves like a rat swarm and reference the page in the Monster Manual.


�Who sends them to the mill, and on what authority? What if they refuse? What if they want to go do something else? What if they want to rest?


�On what authority? What if they refuse?


�Please be more specific as to what they have to do to get details of the location. Kill no villagers? Be polite to people? Spend at least 100gp in the stores?


�Please include a description of the creatures.


�Please include a Terrain paragraph and a map of the encounter. Most of the section under “Bric-a-Brac” can be used in the Terrain paragraph.


�Are you sure this hit point amount is correct?


�Why do they need to spend 10 minutes? Perhaps a Search check would be more appropriate.


�How do you know the PCs will have caused a scene at the execution?


�Please include a Terrain section with details of where the PCs are fighting and any special rules that apply.


�Please include a map for this encounter.


�Please include a description section with the descriptions of the enemies.


�Calculated as follows: Silver (3) + Gordreth (1) = 4, Nasran (1/2) + Svenser (1/2) = 1, Nasran&Svenser (1) + Darmen (1) = 2, Silver&Gordreth (4) + Nasran, Svenser & Darmen (2) = 5. See DMG page 49 for more information on calculations.


�APLs 6-10 appear to be missing.


�Please specify who XXX is here and below. Please also specify his stats, if you have not done so already.


�Please specify here or below what form such negotiations might take, what DC Diplomacy checks might be required, etc.


�Please specify a game mechanic for this. For example, anyone within 30 feet of her gets a Sense Motive check opposed by her Bluff check to see that she is faking it.


�Please specify XXXs.


�This seems implausible. The cell structure of the Wreckers means that most people in the organization only know the members, and maybe not even all of them, of their cell, their Boss, and possibly their Magsman. Can you please either provide a rationale or amend?


�This also seems implausible, although not quite as implausible as the Wrecker one.


�Perhaps it should, but will it? I think it might not necessarily occur to the players and would need to be expressed either directly or otherwise. I agree with what I think you're trying to do (only give out one of the favours) but it needs to make sense both in and out of game.


�We need to be specific as to what would be required here. I would suggest either Well-Liked status or the expenditure of at least three RIPs with one source.


�Why?


�Just leaving it open in case you or someone else wants to pick up the thread


�Again, we need to specify how many is sufficient. I would be thinking at least 4; it’s open to halve the cost to Well-Liked PCs.


�These XP amounts may need to be reviewed in the light of the CR calculation.


�Please complete this section with details of the treasure for all APLs and all encounters. Please change APL A, B, C to 2, 4, 6, 8 and 10.





When naming the magic items, remember that the + goes before the name of weapons and armour and afterwards for everything else.





When specifying the value of magic items, the word “each” is included only if there are multiple items. Don’t use “per potion” or similar. If there are multiple items use ×2, ×3, etc. at the end rather than a number at the start, and put the item name in the singular. Don't include the total value of the magic items.





Leave out treasure types (i.e. loot, coin, etc.) if there is no treasure of that type. Each line of treasure should end in "Total # gp.", even if there is only one type of treasure in it. There is no colon after Total, but there is after Loot, Coin and Magic.


�There are simply too many favours here. I’ve attached a document with two boxes that are the exact size of the boxes on the AR. The minimum font size for those boxes is 8 points, and I can only fit in five of these favours. You will need to reduce the favours in length, in number, or both so that they fit in.


�Unlikely to pass Circle approval.


�Not valid because Church Inquisitors must follow a lawful good deity.


�Please specify which prestige class.


�Please specify which prestige class.


�Please specify this favour.


�Please specify items.


�Keoland is not a metaregion. Please clarify whether you mean the Keoland region or the Sheldomar Valley metaregion. It is also unclear what is wrong with using the items in that (meta)region.


�Agreed, this is too general and unrealistic. The citizens don't have contacts in those places and even if they did it is doubtful that they would be so powerful.


�I’ve deleted these as they are the default items from the module template. I am assuming that they were left in unintentionally.


�Please include frequency (Adventure, Regional, Metaregional, or Any) for each item.





Please include the source book for items which are not specified.





Please indicate what is meant by items marked *.





Spellbooks must have their spells listed out in the top half of the AR and referred to from the bottom half as e.g. Spellbook 1 (see above, Adventure, 600 gp). 





There is a limit of 20 lines in the Items Found box. Please remove items to bring it back to 20 items or fewer.


�Does he get this?


�Checked by PG


�What skill is this?


�Does he get this?


�Checked by PG


�Please include the writeup for all non-core book rules items you are using.


�Please cite exact page number. There may be an issue with using items from Heroes of Battle. 


�Please provide the writeup of this spell (if used)


�Please complete this writeup if the spell is being used.


�Requires a correct name
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