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This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation

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


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


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


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


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


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


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


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

Scoring

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

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

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

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

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


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

This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. It players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one. Once all players have a LIVING GREYHAWK character, play can begin.


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

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

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

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

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.
4. If you are running a table of six PCs, add one to that average.

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


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

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

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

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

1. A group of APL 1 characters that desires an extra hand can “enlist an iconic.” The stats for the 1st level versions or Tordek, Mialee, Lidda, and Jozan are included at the end of this adventure. The group may pick one of these characters to accompany them on the adventure. The DM controls that NPC.
TIME UNITS AND UPKEEP

This is a mini-module adventure set in Sunndi. The nature of mini-modules is such that they are not play-tested to ensure appropriate challenge; all participants must understand that this is a risk. All Sunndian characters pay one Time unit to participate in the adventure. Characters from other regions pay double that amount. Adventurer’s Standard Upkeep costs 12 gp (or 24 gp). Rich Upkeep costs 50 gp (or 100 gp), and Luxury Upkeep costs 100 gp (or 200 gp). 

Adventure Summary and Background

In the autumn of 583 CY Commander Osson liberated Sunndi at the Battle of Rieuwood. Since that day the Sunndians celebrate their freedom at the same day that Commander Osson won his victory now 10 years ago. Recently people have been starting to end the celebrations with a parade and the burning of a large wicker knight depicting Ivid the Undying in a large bonfire. One of the locations where the celebration will be held is at the Monastery of the Caretakers in the Silent Valley. The actual place where the Battle of Rieuwood took place so many years ago. It is a bit of a weird place for a celebration due to the strange haunting things that happen within the valley, but the Caretakers thought it a wise idea to show the spirits of those who died at the battle that they still remember their struggle and honour their victory. It also might generate some needed cash to help finance the Monastery.


What the Caretakers did not expect though was a raiding party of giants from the Glorioles. Normally the giants of the Glorioles remain on the other side of the mountains. Now and then though a small group of raiders remains unnoticed long enough by the dwur and humans living in the Glorioles to make it to the other side and start a surprise raid. Luckily for the Caretakers a lone woodsman did notice the group and send a warning to the monastery. The monastery itself has a few guards, but not enough warriors to deal with these raiders before they get too close. So they ask the PCs to find this band of raiders and stop them.


What the Caretakers do not know is that the raiders have a prisoner: a halfling female bard by the name of Amarylia. Amarylia was in the wrong place at the wrong time, but luckily her skill with the lute and her quick wit saved her from a gruesome and quick death. What she will not tell her rescuers though (unless she somehow learns there is a temple raider or fanatic worshipper of Olidammara among them) is that she is a prospecting member of the Temple Raiders of Olidammara and that she was in the Glorioles on a mission. When the giants captured her, she had just stolen a dozen diamonds from a shrine in honour of Moradin. So some of the valuables found now among the raiders stuff are not really hers. She will offer some of these as a reward to the PCs of course.


Unbeknownst to Amarylia the dwur have found out pretty quickly that their temple had been robbed and a patrol was sent out immediately. They do not know exactly who robbed the shrine, but they want to see blood and they are ready to blame anybody. The dwur soldiers though were not selected for their diplomatic skills and when they arrive at the celebrations, they will not be polite about it. As the PCs are now the lucky owners of several stolen items they will have to deal with a group of near raging dwur. To make things worse a group of Olidammara worshippers thinks the dwur are overreacting and they unwisely set out to humiliate the dwur.

Introduction

Read the following text out aloud to the players and then let them introduce one another to each other. Let the spellcasters also use this time to prepare spells for the coming adventure (though a smart spellcaster will keep his spell slots open until he knows what he is going to face).

With autumn knocking on the door, preparations for the celebrations in honour of Commandant Osson's victory over Ivid's forces 11 years ago are well on its way. These celebrations, also known as the Festival of Freedom, are held all over Sunndi and are mainly a good excuse for drinking and dancing.


While contemplating where to celebrate, it came to your attention that the Caretakers of the Mourning Tower were preparing their own celebration as well. You have all heard the strange stories about the Mourning Tower and the valley in which it stands. You wonder how a feast will turn out in an area like the Silent Valley, where no animal or sentient creature stays for long due to the haunted dreams that plague the sleeper there. At the same time, you wonder how the ghosts of those that died in that great battle remembered during this very same celebration, will react. After all, the Mourning Tower stands in the centre of the battlefield where Osson won his victory. Curiosity, a sense of adventure, the lure of friends or perhaps a need to remember fallen friends and family members, have made you decide to come here. Of course, the Caretakers are all clerics of Sehanine Moonbow, Pelor or Moradin and they will know best how to appease the dead, but still there is a lingering of doubt – will these celebrations remain peaceful?


In any event, after a peaceful though haunted journey, you have arrived yesterday at the Monastery of the Caretakers. It was not easy for you to find a place to sleep, because there are many more pilgrims, but the Caretakers are doing a good job and they managed to find you a place to sleep. 


This morning just before breakfast a dwur acolyte had approached you with a message from abbot Cael of the Samryntar, who apparently wants to speak with you about a job which requires people of your skill. Several more people among the guests have been approached as well. After a quick breakfast you were all brought to a simple rock garden surrounded by high walls, where you are all waiting for the arrival of abbot Cael. 

After the PCs have introduced one another, spells have been prepared and a little bit of role-playing has taken place proceed with the next encounter.

Encounter One: A Simple Request

After a few minutes of waiting under the early morning sun, you hear a door opening and closing. A broad-shouldered dwur in long white robes appears from behind a corner and walks towards you with strong stride. The dwur has long white hair and a full beard; both hair and beard are braided, and they have a strange silvery luster. When the dwur gets closer you see the signs of age and long journeys on the road in his calm face.


“Good morning. I am Cael of the Samryntar, one of the three abbots of this monastery and high priest of Moradin.”

He will wait for the PCs to give a proper greeting, but he is not a man for formalities and he already knows who the PCs are. So proceed quickly with the text below.

“I am not a man to dally long on chit-chat, and I know with whom I am talking, so I see no need for lengthy introductions which my people seem to like so much,” he proceeds.


“I have a job for people like you, a job that in my younger days I would have gladly accompanied you on. As you might be aware, no matter how much my people would wish it to be otherwise, the Glorioles are home to many unsavoury types. Traditionally it has been the homes of giants and with the defeat of Ivid now eleven years ago, many orc tribes also fled into the rugged mountains. Usually they can only be found on the eastern side of the mountains in the wilder Hestmark Highlands, and only rarely does a band manage to cross over to this side unnoticed. When they do though, they can cause a lot of havoc and destruction before the Sunndians forces them back into the mountains.


As you can guess, a forester has come across a set of worrisome tracks at the border of this valley. It appears a group of <orcish/ogre/giant – depending on APL> raiders has come down from the mountains. Our monastery has only a few soldiers and we need them to keep order around here in the coming days. And, to be totally honest, they are not well equipped to deal with attackers of this magnitude. These vile humanoids tend to be superstitious and they usually avoid entering this valley, but apparently not this time. My request to you is to track these raiders down and to make sure they pose no thread to this valley or any other citizen of Sunndi or Glorvardum.”

Cael cannot tell much more about the raiders. The forester did not stay long in the neighbourhood out of fear of meeting the raiders. The tracks were very fresh and the forester estimates the group consisted of about 5 creatures travelling into the valley from the east about 4 hours walking from the monastery. Cael then tells the PCs how to get to that particular spot and that the raiders apparently where travelling from the east to the west.


If the PCs ask for a reward, Cael will state that they will earn the gratitude of the Monastery and since adventurers always tend to be in need of the services of clerics that is no little thing. Though he can understand it if they prefer a more solid reward in the form of gold. He will offer them 25 gp x APL at which the scenario is played. This gold will be paid if the PCs have solid proof that the raiders pose no threat to the monastery. For more information see the treasure section at the end of the adventure. If the PCs demand more or are rude, Cael is quick to cut short any negotiations. He gives them one chance to accept the mission or else he will hire some more willing people. There are enough people to choose from among the other guests. In that case the PCs will miss a lot of the adventure and possible rewards, but that is the price for greed and rudeness. Ignore Encounter Two and Three and adjust Encounter Four and Five.


If they accept, proceed with Encounter Two.

Encounter Two:

Brutish Raiders

Give the players some time to prepare. A smart wizard for example would have waited with actually preparing spells until he learned what the abbot wanted from them, instead preparing them as empty slots. The monastery can provide some basic provisions, such as water, food, ropes and ammunition, but anything more expensive then 20 gp is not available. Once the PCs are ready to leave, ask them how they are going to find the raiders. Let them discuss this a bit, before asking for several search and wilderness rolls.


The best way to find the raiders is by travelling to the northwest until one crosses the tracks. The ground is firm, so finding the tracks takes a wilderness lore check (DC 13 at APL 2, DC 12 at the other APLs). Once found following the tracks require a similar check. Even without finding the tracks it is possible to find the raiders because they made a camp not far from where the forester found the tracks, it will just take more time and it will be more difficult to gain surprise on the raiders. 


Let one of the PCs make a wilderness lore check on which only characters with actual ranks in wilderness lore are allowed to assist modified by the following modifiers:

( The PCs found the tracks, but where unable to follow them: +2

( The PCs found the tracks and where able to follow them: +4

( Apply the lowest move silently or hide (which ever is lower) to the roll. If one or more characters walk ahead a considerable distance (300 ft. or more) then use that characters modifier. Though this advance scout should roll the wilderness lore check.


Then read out the generic boxed text followed by text associated with the roll. Obviously, you should modify the text based on how the PCs are planning to approach the raiders.

Generic Box Text
While it is early in the morning, it is already warm. The clear blue sky promises a warm day. Luckily the dark trees in the Silent Valley give much cover against the burning sun. Your task takes you closer to the Glorioles and with every step you feel the ground rise and you see the terrain becoming rockier and more difficult to walk through. The trees also start to thin, giving less protection against the sun and soon you are bathing in sweat.


Once again you can almost feel the unnatural silence of the Valley as a heavy blanket on the forest. Every time you speak, it sounds like you are shouting and even your heavy breathing stands out. The lack of almost any wind only makes the silence worse. More troublesome is the fact that there are no birds around, so you have no early warning signals for trouble. On the bright side, there are also no insects to bother you. Again you wonder how a forest so devoid of animal life can appear to be so lush and green? You just hope find the raiders before the night lest you be forced to sleep outside the protective walls of the Monastery.


After an hour or three you come across the clearing that Father Cael described to you as where the forester found the tracks. The clearing was caused by a rockslide long ago and plants and even some trees are already growing between the rocks. Still, the terrain is rough and difficult to traverse except for several natural pathways, which avoid the bigger rocks and the looser rock patches.

If the PCs have found the tracks, allow them to discuss their findings now. A second wilderness lore check against the same DC as needed to find them (requiring the track feat) is needed to realize how many humanoids there are and what size they are. If this check is succeeded by 5 or more the PC will even realize what kind of creatures there are (including the ogre shaman at higher APLs) and with a check 10 or more higher then needed the PCs might realize a smaller humanoid is travelling with them and that this humanoid is clearly a prisoner (or else wounded because at points where the raiders are walking quickly this creature is carried).

Result Wilderness Lore lower then 10+APL:
It has been six hours since you left the clearing and about ten hours since you left the monastery. It has been a hot day, and even the sturdiest among you start to get tired and longing for dinner. It seems you have no luck in finding these raiders and that you will have to set up camp for the night. Perhaps you have more luck in the morning or, even more unlikely, the raiders will be foolish enough to use a fire this night.

Allow the PCs to set up camp. The raiders will attack early in the night. Obviously they are not too good at hiding and sneaking (especially not at higher APLs). Allow any PC on watch a listen check DC 20, if they succeed they will hear the raiders 2 rounds before they attack. If they fail by 5 or less they will have 1 round to prepare. If they fail by 10 or less they will not be surprised and initiative should be rolled normally.


One of the raiders will be carrying Amarylia, but she will be dropped to the ground at the start of the combat.

Result Wilderness Lore between 10+APL & 18+APL:
It has been about six hours since you left the clearing and about ten hours since you left the monastery. It is has been a hot and tiring day and even the sturdiest among you start to get tired. You are beginning to give up the hope of meeting the raiders today and you have started looking for a good place to set up camp for the night. Once you note a good spot for a camp, you suddenly note a group of large brutish humanoid staring at you. They are about as surprised as you are to see them. One of them is carrying a bound small humanoid, which he drops to the ground. Judging from the yelp of pain the humanoid is obviously still alive.


What will you do?

In this case neither the raiders nor the PCs have surprise or more precisely both surprise each other. Once the raiders see the PCs they will immediately attack. At the start of the encounter there is about 100 ft. between the front PC and the front raider. If the PCs send out an advance scout, this scout might be in deep trouble. Though any sound of battle carries far inside this valley.

Result Wilderness Lore check higher then 18+APL:
It has been about three hours since you left the clearing and about seven hours since you left the monastery. For some time now you have been following a trail that probably has been used by the raiders. A while ago you did found a patch of stinking leather that had been dropped there not too long ago. Suddenly the silence of the Valley is broken by strange haunting sounds. For a few moments you think you are hearing ghosts, but then you realize that the sounds are those of a woman singing and a lute being played somewhere nearby. The sound of the woman is not that of a human, but it is definitely not the sound any of the bestial humanoids you have been following for the better part of the day would make. It is a rather strange sound and one of the last sounds you expected to hear. Suddenly you hear a brutish voice in a guttural accent shout something. The woman’s voice stops for a few seconds and then resumes another song. There is a shiver of fear at first in her voice, but it quickly becomes stronger. It appears you have found the raiders, but who is the woman singing?

Allow the PCs to approach the camp of the raiders however they wish. The woman’s voice obviously belongs to Amarylia who is doing her utmost best to please the raiders. If the PCs have a way of contacting her without alerting the raiders, she is more then willing to try to fascinate the raiders with her bardic song. Her legs are bound together during the performance. After about one hour the raiders will once again tie Amarylia up and they will leave the camp.

Terrain

The terrain is that of a light forest with a rocky floor. Trees might give some soft cover while some large rocks might provide hard cover. There are only a few bushes so unless it is dark there is no concealment. Feel free to add some patches of dense rubble with all negative consequences on movement and tumble. The terrain though should not favour the PCs or the raiders.

Tactics

The raiders are not the smartest of creatures nor are they the best organized. They will charge the most dangerously looking opponents which in their eyes are either the heaviest armoured and armed PCs or the ones carrying obvious spell components. If circumstances proof that they have made a wrong choice (such as a rogue sneak attacking or a not too obvious wizard casting a dangerous and obvious spell) they will refocus if at all possible. They will not risk their lives though to do so. Though hill giants move back a bit and start throwing rocks in the direction of the real threat.


The shaman is more intelligent. He will remain at the back of his men to boost them with his spells. Once he is aware of any opposing spellcasters he will focus on them or order his men to do so. The shaman knows that spellcasters pose a real threat and are also the easiest to dispose off before they can do much harm.


None of the raiders has any mercy and if a creature is down due to a spell they will finish it. An enemy that goes down due to mundane wounds will be ignored, unless a cleric keeps healing them up.  On higher levels though the cleric will use death knell at the first opportunity. 

APL 2 (EL 5)
( Raiders, male orc bbn1 (4): See Appendix A.

( Shaman, male orc clr2: See Appendix A.

APL 4 (EL 7)
( Raiders, male ogre (4): See Monster Manual.

( Shaman, male ogre clr2: See Appendix A.

APL 6 (EL 9)
( Raiders, male ogre bbn2 (4): See Appendix A.

( Shaman, male ogre clr4: See Appendix A.

APL 8 (EL 11)
( Raiders, male hill giant (3): See Monster Manual.

( Shaman, male ogre clr5: See Appendix A.

APL 10 (EL 13)
( Raiders, male hill giant bbn1 (4): See Appendix A.

( Shaman, male ogre clr8: See Appendix A.

Treasure
APL2: L 30 gp; C 12 gp; M scroll of obscuring mist (2 gp), scroll of hold person (12 gp), potion of cure light wounds (4 gp).

APL 4: L 20 gp; C 20 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp).

APL 6: L 12 gp; C 30 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp).

APL 8: L 12 gp; C 30 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp), cloak of resistance +1 (83 gp), greatclub +1 (192 gp).

APL 10: L 12 gp; C 100 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp), cloak of resistance +1 (83 gp), greatclub +1 (192 gp), ring of protection +1 (167 gp), scroll of cure serious wounds (31 gp).

Encounter Three: Prisoner Liberated

After the bandits have been dispatched, Amarylia cheers happily, and thanks her rescuers profusely, paying particular attention to the handsomest male gnomes,  or, if there are none, the male with the highest charisma. 

If asked how she came to be here, she explains that she had been to XXX, to buy gems for her sister, an accomplished goldsmith. She also bought a few stones for herself, and these she gladly offers the party in thanks for her rescue. If the party declines, she will insist, handing the stones to the male she likes best “as something to remember this heroic day”. The stones consist of 5 diamonds worth 100gp each.

If the party still refuses, she will be miffed but not further insist, and continue her story. 

She explains that she usually can take care of herself quite well, and has no trouble travelling on her own through the wilderness, but of course she never expected to encounter bandits like these.

Luckily, they were easily impressed by her arts, and so she avoided the cooking pot for a few days. It was getting increasingly difficult to do so, and she truly feared for her life, but Lo! The gods took pity upon her and send such handsome heroes to her rescue!

Amarylia will gladly accompany the party back to the Monatery, and will repeat her story to the Abbot, along with an offer to liven up the festival with her music. The abbot, glad that everything ended so well, rewards the party as promised.

Amarylia joins a group of bards to exchange gossip and songs, and everything is well again.

Until dinner.

All APLs

( Amarylia, female halfling rog2/brd2: See Appendix A.

Encounter Four: Angry Visitors

Having successfully concluded the business with the bandits, you look forward to a solid meal in the common hall of the Monastery. The Caretakers are involved in a sacred ritual this morning, but many pilgrims share your anticipation for breakfast, and you all settle at the long trestle tables. 

But then, just as a group of acolytes begins to serve the soup, a disturbance at the gate can be heard, and within moments, a group of fully armed, very angry looking dwarves force their way into the hall, weapons raised.

“THIEVES! The leader thunders, brandishing a dwarven war-axe, “Sacrilegious thieves!”

These are the dwarves sent after the thief that robbed the shrine of Moradin: Amarylia.

On the altar of this shrine lies a most sacred object: a warhammer made of meteorite iron that, according to legend, He used Himself to create the Glorioles for the dwarves.

The hammer is decorated with 12 diamonds, one for each moon Moradin spend creating the mountains, cunningly worked into the decorations of the hammer, which are otherwise identical to Moradin’s own Hammer.

As a prospective Temple Raider, Amarylia decided it would be nice to steal these diamonds.

The dwarves do not know Amarylia is the thief, just that they followed the thief’s trail to here, and they want not just the diamonds back, but vengeance for the insult done both the temple and the deity. Washing away the memory in a lot of blood would be perfectly acceptable; they’ll take any excuse to start a fight.

They demand everyone be strip-searched, and for the diamonds and the thief to be turned over to them. Keep in mind that their leader, Morderrag, has a charisma of 6 and a temper to match.

DM’s Note: combat wise, this encounter is APL+3.

With none of the ranking priests at hand, the serving acolytes are completely befuddled, which angers the dwarves even further.

If the PCs don’t interfere at that point, on of the acolytes tries to calm things down but fails miserably, and the dwarves, growling that they’ll take justice in their own hands, draw their weapons. As they are still blocking the exists, the pilgrims by now cower in the back of the room wailing in terror as the dwarves advance on them with drawn weapons.

Presumably, the party interferes somewhere along the line, and if they talk nicely, can defuse things enough for the dwarves, still at the edge of exploding and hungry for a fight, to explain just what happened and be grudgingly allow the party to arrange for a search of everybody’s possessions.

Of course, the party, to prove their own innocence, must accept being search first.

It is quite possible the party by now suspects Amarylia, and is even more suspicious of the diamonds she gave them.

And yes, these are some of the diamonds she took. Amarylia of course denies everything, and will use all her skills to convince people of this.

To make things worse, Amarylia met up with several Temple Raiders yesterday evening, and they, after hearing her report, amused themselves planting quite realistic looking fake diamonds unsuspecting pilgrims, and generally trying their best to sow the seeds of confusion. If the party refused Amarylia’s diamonds, they will have some of these planted on them.  Amarylia of course has none.

The result should be obvious: the dwarves will accuse the any person found to have diamonds, and will demand their instant surrender.

The temple raiders will stir things up by pointing out people they planted diamonds on, claiming they saw the person looking at the stones or acting suspicious in some manner. 

The dwarves will become extremely annoyed when discovering that there are more diamonds than were stolen, all looking exactly alike and all detecting as magic (Alteration). They’ll become downright furious when every single diamond turns out to be fake…

Again, this can easily turn into a fight if not handled very carefully, but with good role-play, the party should be able to defuse things and figure out at least most of what happened.

Under no circumstance will the Temple Raiders blow their own cover; they will seem innocent bystanders who try to be helpful without endangering themselves in any way. Perfectly normal, upstanding citizens. 

Amarylia is on her own here; if she’s found out, she fails her test and the Temple Raiders will not aid her. In this case the dwarves will want her blood and make no secret about it. They will hand her over to the dwarven Court of Law, but it should be obvious she will get the heaviest sentence they can squeeze out of it. What the PCs do with this is up to them.

Note that

Conclusion: Rewards
The End?

Critical Event Summary

( At what APL was this adventure run?

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + role-playing) to each character

Encounter 2: Brutish Raiders

Defeating the brutish raiders:


APL 2 
150 XP


APL 4 
210 XP


APL 6 
270 XP


APL 8 
330 XP


APL 10
 390 XP

Encounter 4: 
Angry Visitors

Dealing with the dwur and the Olidammarans without resorting to violence:


APL 2 
30 XP


APL 4 
60 XP


APL 6 
90 XP


APL 8 
120 XP


APL 10
150 XP

Discretionary Role-playing Award


APL 2 
45 XP


APL 4 
70 XP


APL 6 
90 XP


APL 8 
100 XP


APL 10
 135 XP

Total Possible Experience



APL 2 
225 XP


APL 4 
340 XP


APL 6 
450 XP


APL 8 
550 XP


APL 10
675 XP


Treasure Summary

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


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


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


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


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Sunndian regional scenario, characters from Sunndi may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.
Treasure Key

L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Maximum Treasure Totals

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

APL 2: 
200 gp

APL 4:
300 gp

APL 6:
400 gp

APL 8:
625 gp

APL 10:
1050 gp

Encounter One: Brutish Raiders

Looting the brutish raiders

APL 2

L 30 gp; C 12 gp; M scroll of obscuring mist (2 gp), scroll of hold person (12 gp), potion of cure light wounds (4 gp).

APL 4

L 20 gp; C 20 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp).

APL 6

L 12 gp; C 30 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp).

APL 8

L 12 gp; C 30 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp), cloak of resistance +1 (83 gp), greatclub +1 (192 gp).

APL 10

L 12 gp; C 30 gp; M chain shirt +1 (104 gp), potion of cure light wounds (4 gp), scroll of cure serious wounds (12 gp), cloak of resistance +1 (83 gp), greatclub +1 (192 gp), ring of protection +1 (167 gp), scroll of cure serious wounds (31 gp).

Conclusion: Rewards

Reward by the Caretakers

APL 2

L 0 gp; C 50 gp; M 0 gp

APL 4

L 0 gp ; C 100 gp; M 0 gp.

APL 6

L 0 gp; C 150 gp; M 0 gp.

APL 8

Loot 0 gp; C 200 gp; M 0 gp.

APL 10
Loot 0 gp; C 250 gp; M 0 gp.

Other Possible Rewards

Appendix A – Opposition

APL 2

Encounter 2: Brutish Raiders

( Raiders, male orc bbn1 (4): CR 1; Medium-size humanoid (orc); HD 1d12+2; hp 14 each; Init +1; Spd 40 ft.; AC 15, touch 11, flat-footed 14; Base Atk +1; Grp +5; Atk +5 melee (1d12+6/crit 20/x3, great axe) or +2 thrown (1d6+4, javelin); Full Atk +5 melee (1d12+6/crit 20/x3, great axe) or +2 thrown (1d6+4, javelin); SA Rage 1/day; SQ darkvision 60 ft., light sensitivity; AL CE; SV Fort +4, Ref +1, Will +0; Str 19, Dex 13, Con 14, Int 10, Wis 10, Cha 6.


Skills and Feats: Climb +4, Intimidate +2, Listen +4, Survival +4; Power Attack.


Light Sensitivity (Ex): Orcs suffer a –1 penalty to attack rolls in bright sunlight or within the radius of daylight spell.


Rage (Ex): Once per day these orcs can rage for 7 rounds. During this rage they have a strength of 23, a constitution of 18 a –2 penalty on armour class and a +2 bonus on will saves.


Hp 16; AC 12, touch 9, flat-footed 11; Grp +7; Atk +7 (1d12+9/crit 20/x3, great axe).


Possessions: Great axe, dagger, javelin x5, quiver, scale mail.

( Shaman, male orc clr2: CR 1; Medium-size humanoid (orc); HD 2d8+4; hp 17; Init +0; Spd 40 ft.; AC 13, touch 10, flat-footed 13; Base Atk +0; Grp +3; Atk +4 melee (1d6+3/crit 20/x3, halfspear); Full Atk +4 melee (1d6+3/crit 20/x3, halfspear); SA Rebuke undead 3/day; SQ Darkvision 60 ft., light sensitivity; AL CE; SV Fort +4, Ref +0, Will +3; Str 16, Dex 10, Con 14, Int 8, Wis 13, Cha 11.


Skills and Feats: Heal +3, Knowledge (religion) +1; Combat Casting, Weapon Focus (halfspear).


Light Sensitivity (Ex): Orcs suffer a –1 penalty to attack rolls in bright sunlight or within the radius of daylight spell.


Spells Prepared (4/4; Base DC = 11 + spell level): 0 – cure minor wounds, detect poison, resistance (2); 1st – bless, command, cure light wounds, magic weapon*.


* Domain spell. Deity: Gruumsh. Domains: Strength (1/day +2 enhancement bonus to strength for one round); War (Free weapon focus halfspear).


Possessions: Halfspear, dagger, small wooden shield, studded leather, wooden holy symbol of Gruumsh, scroll of obscuring mist, scroll of hold person, potion of cure light wounds.

Encounter 3: Prisoner Liberated

( Amerylia, female halfling Rog2/Brd2: CR 4; Small-sized humanoid (halfling); HD 4d6; hp 16; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; Base Atk +2; Grp –3; Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); Full Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); SA sneak attack +1d6; SQ Bardic knowledge, bardic music 2/day, evasion; AL CN; SV Fort +0, Ref +10, Will +4; Str 8, Dex 18, Con 10, Int 12, Wis 13, Cha 14.


Skills and Feats: Balance +7, Bluff +9, Climb +3, Disable Device +5, Diplomacy +8, Disguise +5 (+7), Hide +10, Listen +2, Open Locks +5, Move Silently +8, Perform (singing, dancing, lute) +6, Pick Pockets +9, Search +8, Spot +2, Tumble +10; Improved Initiative, Point Blank Shot.


Bardic music (Sp): 2/day Amerylia can use one of the following abilities: inspire courage, countersong, fascinate 


Spells Known (3/1; Base DC = 12 + spell level): 0 – ghost sound, mage hand, prestidigitation; 1st – charm person, silent image.

Possessions: Leather armour, masterwork short sword, dagger, light crossbow, quiver, 20 bolts, masterwork lute, thieves’ tools. 


Note: With the exception of her armour, clothing and well-hidden thieves’ tools, the raiders have all her equipment. Though depending on the circumstances by which the PCs meet her, she might be giving a performance for the raiders and hence carrying the lute.

Morderrag, Male dwarven Clr3; Medium-size humanoid (dwarf); CR3; HD 3d8+9; hp 21;

Init +0; Spd 15 ft.; AC 20 (touch 10, flat-footed 20); Atk +3 melee (1d8+3/x3, warhammer +1); SA Turn undead; SQ Dwarf traits, spontanious healing spells; AL LG; SV Fort +6, Ref +1, Will +6; Str 14, Dex 10, Con 16, Int 12, Wis 16, Chr 6. Height 4’5”

Skills and Feats: Concentration +8, Diplomacy +3, Knowledge (religion) +3, Sense Motive +6; Combat Casting, Power Attack, Leadership.

Posessions: Masterwork warhammer, masterwork full plate, masterwork large steel shield, silver holy symbol, spell component pouch, 2 potions of cure light wounds.

Spells Prepared (4/3+1/2+1; base DC = 13 + spell level): 0 - guidance (2), resistance, virtue; 1st - bane, divine favor, protection from chaos*, 

shield of faith (1); 2nd - bull's strength (2), calm emotions*;   *Domain spell; Deity: Moradin; Domains: Law (cast law spells at +1 caster level) 

and Protection (grant subject level to one saving throw. duration 1 hour). 

Male dwarf Fgt1 (3); Medium sized humanoid (dwarf); CR1; HD 1d10+6; hp 11; Init +0; Spd 15 ft.; AC 17 (touch 10, flat-footed 17); Atk +5 melee (1d8+3/x3, warhammer +1); SQ Dwarf traits; AL LG; SV Fort +5, Ref +1, Will +2; Str 17, Dex 10, Con 16, Int 10, Wis 13, Cha 6. Height ? ft. ? in.

Skills and feats: Climb +6, Craft (Weaponsmithing) +5; Weapon focus (warhammer), Power Attack.

Possessions: masterwork warhammer, breast plate, large steel shield

APL 4

Encounter 1: Brutish Raiders
( Shaman, male ogre clr2: CR 4; Large-size giant; HD 6d8+24; hp 54; Init +0; Spd 30 ft.; AC 22, touch 9, flat-footed 22; Base Atk +4; Grp +12; Atk +8 melee (1d10+4, greatclub); Full Atk +8 melee (1d10+4, greatclub); SA Rebuke undead 2/day; SQ Darkvision 60 ft.; AL CE; SV Fort +11, Ref +1, Will +6; Str 18, Dex 11, Con 18, Int 10, Wis 15, Cha 8.


Skills and Feats: Climb +4, Knowledge (religion) +2, Listen +2, Spot +2; Combat Casting.


Spells Prepared (4/4; Base DC = 12 + spell level): 0 – cure minor wounds, detect poison, resistance (2); 1st – cause fear*, cure light wounds, endure elements, shield of faith.


* Domain spell. Deity: Grolantor. Domains: Death (1/day death touch – roll 2d6, if you score higher then the living opponent you touch, your opponent dies); Evil (+1 caster level with evil spells).


Possessions: Greatclub, shortsword, large wooden shield, chain shirt +1, wooden holy symbol of Grolantor, potion of cure light wounds.

Encounter 3: Prisoner Liberated

( Amerylia, female halfling Rog2/Brd2: CR 4; Small-sized humanoid (halfling); HD 4d6; hp 16; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; Base Atk +2; Grp –3; Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); Full Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); SA sneak attack +1d6; SQ Bardic knowledge, bardic music 2/day, evasion; AL CN; SV Fort +0, Ref +10, Will +4; Str 8, Dex 18, Con 10, Int 12, Wis 13, Cha 14.


Skills and Feats: Balance +7, Bluff +9, Climb +3, Disable Device +5, Diplomacy +8, Disguise +5 (+7), Hide +10, Listen +2, Open Locks +5, Move Silently +8, Perform (singing, dancing, lute) +6, Pick Pockets +9, Search +8, Spot +2, Tumble +10; Improved Initiative, Point Blank Shot.


Bardic music (Sp): 2/day Amerylia can use one of the following abilities: inspire courage, countersong, fascinate 


Spells Known (3/1; Base DC = 12 + spell level): 0 – ghost sound, mage hand, prestidigitation; 1st – charm person, silent image.

Possessions: Leather armour, masterwork short sword, dagger, light crossbow, quiver, 20 bolts, masterwork lute, thieves’ tools. 


Note: With the exception of her armour, clothing and well-hidden thieves’ tools, the raiders have all her equipment. Though depending on the circumstances by which the PCs meet her, she might be giving a performance for the raiders and hence carrying the lute.

Morderrag, Male dwarven Clr4; Medium-size humanoid (dwarf); CR4; HD 4d8+12; hp 35;

Init +0; Spd 15 ft.; AC 20 (touch 10, flat-footed 20); Atk +4 melee (1d8+3/x3, warhammer +1); SA Turn undead; SQ Dwarf traits, spontanious healing spells; AL LG; SV Fort +7, Ref +1, Will +7; Str 14, Dex 10, Con 16, Int 12, Wis 17, Chr 6. Height ? ft. ? in.

Skills and Feats: Concentration +10, Diplomacy +3, Knowledge (religion) +3, Sense Motive +7; Combat Casting, Power Attack, Leadership.

Posessions: +1 warhammer, masterwork full plate, masterwork large steel shield,  silver holy symbol, spell component pouch, 2 potions of cure light wounds.

Spells Prepared (5/4+1/3+1; base DC = 13 + spell level): 0 - guidance (3), resistance, virtue; 1st - bane, divine favor, protection from chaos*, 

shield of faith (2); 2nd - bull's strength (3), calm emotions*; 

*Domain spell; Deity: Moradin; Domains: Law (cast law spells at +1 caster level)  and Protection (grant subject level to one saving throw. duration 1 hour). 

Male dwarf Fgt2 (4); Medium sized humanoid (dwarf); CR2; HD 2d10+6; hp 22; Init +0; Spd 15 ft.; AC 20 (touch 10, flat-footed 20);

Atk +6 melee (1d8+3/x3, warhammer +1); 

SQ Dwarf traits; AL LG; SV Fort +6, Ref +1, Will +2; Str 17, Dex 10, Con 16, Int 10, Wis 13, Cha 6. Height 4’5”

Skills and feats: Climb +8, Craft (Weaponsmithing) +5; Weapon focus (warhammer), 

Power Attack.

Possessions: masterwork warhammer, masterwork full plate, large steel shield, 

1 potion of cure light wounds.

APL 6

Encounter 1: Brutish Raiders
( Raiders, male ogre bbn2 (4): CR 4; Large-size giant; HD 4d8+2d12+24; hp 55; Init +0; Spd 30 ft.; AC 17, touch 9, flat-footed 17; Base Atk +5; Grp +16; Atk +12 melee (2d8+10, huge greatclub); Full Atk +12 melee (2d8+10, huge greatclub); Face/Reach 5x5 ft./10 ft.; SA Rage 1/day; SQ Darkvision 60 ft., uncanny dodge (Dex bonus to AC); AL CE; SV Fort +11, Ref +1, Will +2; Str 25, Dex 11, Con 18, Int 6, Wis 12, Cha 6.


Skills and Feats: Climb +6, Listen +2, Spot +2, Survival +5; Weapon Focus (great club), Power Attack.


Rage (Ex): Once per day these ogres can rage for 9 rounds. During this rage they have a strength of 29, a constitution of 22 a –2 penalty on armour class and a +2 bonus on will saves.


Hp 67; AC 15, touch 7, flat-footed 15; Grp +18; Atk +14 (2d8+13, huge greatclub).


Possessions: Huge greataxe, hide armour.

( Shaman, male ogre clr4: CR 6; Large-size giant; HD 8d8+32; hp 67; Init +0; Spd 30 ft.; AC 22, touch 9, flat-footed 22; Base Atk +6; Grp +14; Atk +10 melee (1d10+4, greatclub); Full Atk +10/+5 melee (1d10+4, greatclub); SA Rebuke undead 2/day; SQ Darkvision 60 ft.; AL CE; SV Fort +12, Ref +2, Will +7; Str 18, Dex 11, Con 18, Int 10, Wis 16, Cha 8.


Skills and Feats: Climb +4, Heal +4, Knowledge (religion) +2, Listen +2, Spot +2; Combat Casting, Power Attack.


Spells Prepared (5/5/4; Base DC = 13 + spell level): 0 – cure minor wounds, detect poison (2), resistance (2); 1st – bless, cure light wounds, endure elements, protection from good*, shield of faith; 2nd – bull’s strength, cure moderate wounds, death knell*, silence.


* Domain spell. Deity: Grolantor. Domains: Death (1/day death touch – roll 4d6, if you score higher then the living opponent you touch, your opponent dies); Evil (+1 caster level with evil spells).


Possessions: Greatclub, shortsword, large wooden shield, chain shirt +1, wooden holy symbol of Grolantor, potion of cure light wounds, scroll of cure moderate wounds.

Encounter 3: Prisoner Liberated

( Amerylia, female halfling Rog2/Brd2: CR 4; Small-sized humanoid (halfling); HD 4d6; hp 16; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; Base Atk +2; Grp –3; Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); Full Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); SA sneak attack +1d6; SQ Bardic knowledge, bardic music 2/day, evasion; AL CN; SV Fort +0, Ref +10, Will +4; Str 8, Dex 18, Con 10, Int 12, Wis 13, Cha 14.


Skills and Feats: Balance +7, Bluff +9, Climb +3, Disable Device +5, Diplomacy +8, Disguise +5 (+7), Hide +10, Listen +2, Open Locks +5, Move Silently +8, Perform (singing, dancing, lute) +6, Pick Pockets +9, Search +8, Spot +2, Tumble +10; Improved Initiative, Point Blank Shot.


Bardic music (Sp): 2/day Amerylia can use one of the following abilities: inspire courage, countersong, fascinate 


Spells Known (3/1; Base DC = 12 + spell level): 0 – ghost sound, mage hand, prestidigitation; 1st – charm person, silent image.

Possessions: Leather armour, masterwork short sword, dagger, light crossbow, quiver, 20 bolts, masterwork lute, thieves’ tools. 


Note: With the exception of her armour, clothing and well-hidden thieves’ tools, the raiders have all her equipment. Though depending on the circumstances by which the PCs meet her, she might be giving a performance for the raiders and hence carrying the lute.

Morderrag, Male dwarven Clr6; Medium-size humanoid (dwarf); CR6; HD 6d8+18; hp 51;

Init +0; Spd 15 ft.; AC 22 (touch 10, flat-footed 22); Atk +6 melee (1d8+3/x3, warhammer +1); SA Turn undead; SQ Dwarf traits, spontanious healing spells; AL LG; SV Fort +8, Ref +2, Will +8; Str 14, Dex 10, Con 16, Int 12, Wis 17, Chr 6. Height ? ft. ? in. 

Skills and Feats: Concentration +12, Diplomacy +4, Knowledge (religion) +5, Sense Motive +8; Combat Casting, Power Attack, Leadership.

Posessions: +1 Warhammer, +1 Full Plate, +1 Large Steel Shield, silver holy symbol, spell component pouch, 2 potions of cure moderate wounds.

Spells Prepared (6/5+1/4+1/3+1; base DC = 13 + spell level): 0 - guidance (4), resistance, virtue; 1st - bane, command, divine favor, protection from chaos*, shield of faith (2); 

2nd - bull's strength (4), calm emotions*;

3rd - invisibility purge, magic vestment, prayer, searing light*;

  *Domain spell; Deity: Moradin; Domains: Law (cast law spells at +1 caster level) 

and Protection (grant subject level to one saving throw. duration 1 hour). 

Male dwarf Fgt4 (4); Medium sized humanoid (dwarf); CR4; HD 4d10+12; hp 40; Init +0; Spd 15 ft.; AC 20 (touch 10, flat-footed 20); Atk +10 melee (1d8+7/x3, warhammer +1) or +8 melee (1d6+4/x2, spiked shield); SQ Dwarf traits; AL LG; SV Fort +7, Ref +1, Will +2; Str 18, Dex 10, Con 16, Int 10, Wis 13, Cha 6. Height 4’5”

Skills and feats: Climb +11, Craft (Weaponsmithing) +7; Weapon focus (warhammer), Power Attack, Cleave, Weapon Specialisation (warhammer).

Possessions: +1 warhammer, full plate, large steel spiked shield, 2 potions of cure light wounds.

APL 8

Encounter 1: Brutish Raiders
( Shaman, male ogre clr5: CR 7; Large-size giant; HD 9d8+36; hp 75; Init +0; Spd 30 ft.; AC 22, touch 9, flat-footed 22; Base Atk +6; Grp +14; Atk +11 melee (1d10+5, greatclub +1); Full Atk +11/+6 melee (1d10+5, greatclub); SA Rebuke undead 2/day; SQ Darkvision 60 ft.; AL CE; SV Fort +13, Ref +3, Will +8; Str 18, Dex 11, Con 18, Int 10, Wis 16, Cha 8.


Skills and Feats: Climb +4, Heal +4, Knowledge (religion) +2, Listen +2, Spot +2; Combat Casting, Power Attack.


Spells Prepared (5/5/4/3; Base DC = 13 + spell level): 0 – cure minor wounds, detect poison (2), resistance (2); 1st – bless, cure light wounds, endure elements, protection from good*, shield of faith; 2nd – bull’s strength, cure moderate wounds, death knell*, silence; 3rd – bestow curse, invisibility purge, magic circle against good*

* Domain spell. Deity: Grolantor. Domains: Death (1/day death touch – roll 5d6, if you score higher then the living opponent you touch, your opponent dies); Evil (+1 caster level with evil spells).


Possessions: Greatclub +1, shortsword, large wooden shield, chain shirt +1, cloak of resistance +1, wooden holy symbol of Grolantor, potion of cure light wounds, scroll of cure moderate wounds.


Note: The shaman speaks dwarven, common and giants.

Encounter 3: Prisoner Liberated

( Amerylia, female halfling Rog2/Brd2: CR 4; Small-sized humanoid (halfling); HD 4d6; hp 16; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; Base Atk +2; Grp –3; Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); Full Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); SA sneak attack +1d6; SQ Bardic knowledge, bardic music 2/day, evasion; AL CN; SV Fort +0, Ref +10, Will +4; Str 8, Dex 18, Con 10, Int 12, Wis 13, Cha 14.


Skills and Feats: Balance +7, Bluff +9, Climb +3, Disable Device +5, Diplomacy +8, Disguise +5 (+7), Hide +10, Listen +2, Open Locks +5, Move Silently +8, Perform (singing, dancing, lute) +6, Pick Pockets +9, Search +8, Spot +2, Tumble +10; Improved Initiative, Point Blank Shot.


Bardic music (Sp): 2/day Amerylia can use one of the following abilities: inspire courage, countersong, fascinate 


Spells Known (3/1; Base DC = 12 + spell level): 0 – ghost sound, mage hand, prestidigitation; 1st – charm person, silent image.

Possessions: Leather armour, masterwork short sword, dagger, light crossbow, quiver, 20 bolts, masterwork lute, thieves’ tools. 


Note: With the exception of her armour, clothing and well-hidden thieves’ tools, the raiders have all her equipment. Though depending on the circumstances by which the PCs meet her, she might be giving a performance for the raiders and hence carrying the lute.

Encounter 4: Angry Visitors

Morderrag, Male dwarven Clr7/Wrp1 (1): Medium-size humanoid (dwarf); CR9; HD 8d8+24; hp 67; Init +0; Spd 20 ft.; AC 23 (touch 11, flat-footed 23); Atk +9/+4 melee (1d8+3/x3, warhammer +1); SA Turn undead, rally, inflame;

SQ Dwarf traits, spontanious healing spells; AL LG; SV Fort +10, Ref +2, Will +9; Str 14, Dex 10, Con 16, Int 12, Wis 18, Chr 6. Height 4’5”

Skills and Feats: Concentration +14, Diplomacy +5, Knowledge (religion) +5, Sense Motive +10; Combat Casting, Power Attack, Leadership.

Posessions: +1 Warhammer, +1 Full Plate, +1 Large Steel Shield, Ring of Protection +1,

silver holy symbol, spell component pouch, 2 potions of cure moderate wounds.

Spells Prepared (6/5+1/4+1/3+1/2+1; base DC = 14 + spell level): 0 - guidance (4),

resistance, virtue; 1st - bane, command, divine favor, protection from chaos*, shield of faith (2);

2nd - bull's strength (4), calm emotions*;

3rd - invisibility purge, magic vestment, prayer, searing light*;

4th - divine power, order's wrath*, recitation.

  *Domain spell; Deity: Moradin; Domains: Law (cast law spells at +1 caster level), Protection (grant subject level to one saving throw. duration 1 hour) and Glory (Turn undead with a +2 bonus on the turning check and +1d6 on turning damage).

Male dwarf Fgt6 (6)

Medium sized humanoid (dwarf); CR6; HD 6d10+18; hp 58; Init +0; Spd 15 ft.; AC 22 (touch 10, flat-footed 22); Atk +12/+7 melee (1d8+7/x3, warhammer +1) or +10/+5 melee (1d6+4/x2, spiked shield); SQ Dwarf traits; AL LG; SV Fort +8, Ref +2, Will +3; Str 18, Dex 10, Con 16, Int 10, Wis 13, Cha 6. Height 4’3”.

Skills and feats: Climb +13, Craft (Weaponsmithing) +9; Weapon focus (warhammer), Power Attack, Cleave, Weapon Specialisation (warhammer), Improved Shield Bash, Shield Charge.

Possessions: +1 warhammer, +1 full plate, +1 large steel spiked shield, 2 potions of cure moderate wounds.

APL 10

Encounter 1: Brutish Raiders
( Raiders, male hill giant bbn1 (4): CR 8; Large-size giant; HD 12d8+1d12+78; hp 138; Init +0; Spd 40 ft.; AC 21, touch 9, flat-footed 21; Base Atk +10; Grp +24; Atk +20 melee (2d8+15, huge greatclub) or +10 thrown (2d6+7, rock); Full Atk +20/+15 melee (2d8+15, huge greatclub) or +10 thrown (2d6+7, rock); Face/Reach 5x5 ft./10 ft.; SA Rage 1/day, rock throwing; SQ Darkvision 60 ft., rock catching; AL CE; SV Fort +8, Ref +4, Will +7; Str 30, Dex 11, Con 22, Int 6, Wis 12, Cha 14.


Skills and Feats: Climb +9, Jump +9, Spot +5, Survival +3; Power Attack, Cleave, Iron Will, Weapon Focus (greatclub). 


Rage (Ex): Once per day these ogres can rage for 12 rounds. During this rage they have a strength of 34, a constitution of 26, a –2 penalty on armour class and a +2 bonus on will saves.


Hp 164; AC 19, touch 7, flat-footed 19; Grp +26; Atk +16 (2d8+18, huge greatclub).


Possessions: Huge greatclub, hide armour, giant bag, 5 throwing rocks, 1d4+4 mundane items (See Monster Manual).

( Shaman, male ogre clr8: CR 10; Large-size giant; HD 12d8+48; hp 102; Init +0; Spd 30 ft.; AC 23, touch 10, flat-footed 23; Base Atk +9; Grp +17; Atk +14 melee (1d10+5, greatclub); Full Atk +14/+9 melee (1d10+5, greatclub); SA Rebuke undead 2/day; SQ Darkvision 60 ft.; AL CE; SV Fort +15, Ref +4, Will +10; Str 19, Dex 11, Con 18, Int 10, Wis 16, Cha 8.


Skills and Feats: Concentration +10, Climb +4, Heal +4, Knowledge (religion) +2, Listen +2, Spot +2; Combat Casting, Power Attack, Cleave.


Spells Prepared (6/6/5/5/3; Base DC = 13 + spell level): 0 – cure minor wounds, detect poison (2), guidance, resistance (2); 1st – bless, cure light wounds, endure elements (2), protection from good*, shield of faith; 2nd – bull’s strength, cure moderate wounds, endurance, death knell*, silence; 3rd – bestow curse, cure serious wounds, dispel magic, invisibility purge, magic circle against good*; 4th – greater magic weapon, poison, unholy blight*

* Domain spell. Deity: Grolantor. Domains: Death (1/day death touch – roll 8d6, if you score higher then the living opponent you touch, your opponent dies); Evil (+1 caster level with evil spells).


Possessions: Greatclub +1, shortsword, large wooden shield, chain shirt +1, cloak of resistance +1, ring of protection +1, wooden holy symbol of Grolantor, potion of cure light wounds, scroll of cure moderate wounds, scroll of cure serious wounds.


Note: The shaman speaks dwarven, common and giants.

Encounter 3: Prisoner Liberated

( Amerylia, female halfling Rog2/Brd2: CR 4; Small-sized humanoid (halfling); HD 4d6; hp 16; Init +8; Spd 20 ft.; AC 17, touch 15, flat-footed 13; Base Atk +2; Grp –3; Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); Full Atk +2 melee (1d6-1/crit 19-20/x2, short sword) or +7 missile (1d8/crit 19-20/x2, light crossbow); SA sneak attack +1d6; SQ Bardic knowledge, bardic music 2/day, evasion; AL CN; SV Fort +0, Ref +10, Will +4; Str 8, Dex 18, Con 10, Int 12, Wis 13, Cha 14.


Skills and Feats: Balance +7, Bluff +9, Climb +3, Disable Device +5, Diplomacy +8, Disguise +5 (+7), Hide +10, Listen +2, Open Locks +5, Move Silently +8, Perform (singing, dancing, lute) +6, Pick Pockets +9, Search +8, Spot +2, Tumble +10; Improved Initiative, Point Blank Shot.


Bardic music (Sp): 2/day Amerylia can use one of the following abilities: inspire courage, countersong, fascinate 


Spells Known (3/1; Base DC = 12 + spell level): 0 – ghost sound, mage hand, prestidigitation; 1st – charm person, silent image.

Possessions: Leather armour, masterwork short sword, dagger, light crossbow, quiver, 20 bolts, masterwork lute, thieves’ tools. 


Note: With the exception of her armour, clothing and well-hidden thieves’ tools, the raiders have all her equipment. Though depending on the circumstances by which the PCs meet her, she might be giving a performance for the raiders and hence carrying the lute.

Morderrag, Male dwarven Clr7/Wrp3; Medium-size humanoid (dwarf); CR10; HD 10d8+30; hp 83; Init +0; Spd 20 ft.; AC 24 (touch 10, flat-footed 24);  Atk +12/+7 melee (1d8+3/x3 +1d6 frost, warhammer); SA Turn undead, rally, inflame, healing circle; SQ Dwarf traits, spontanious healing spells; AL LG; SV Fort +10, Ref +2, Will +9; Str 14, Dex 10, Con 16, Int 12, Wis 18, Chr 6. Height 4’5”

Skills and Feats: Concentration +16, Diplomacy +7, Knowledge (religion) +5, Sense Motive +12; Combat Casting, Power Attack, Leadership, Weapon Focus (Warhammer).

Posessions: +1 frost warhammer, +2 full plate, +2 large steel shield, silver holy symbol, spell component pouch, 2 potions of cure critical wounds.

Spells Prepared (6/5+1/4+1/3+1/3+1; base DC = 14 + spell level): 0 - guidance (4), resistance, virtue; 1st - bane, command, divine favor, protection from chaos*, shield of faith (2); 

2nd - bull's strength (4), calm emotions*;

3rd - dispel magic, invisibility purge, magic vestment, prayer, searing light*;

4th - divine power, order's wrath*, recitation, status.

  *Domain spell; Deity: Moradin; Domains: Law (cast law spells at +1 caster level), Protection (grant subject level to one saving throw. duration 1 hour) and Glory (Turn undead with a +2 bonus on the turning check and +1d6 on turning damage).

Male dwarf Fgt8 (4); Medium sized humanoid (dwarf); CR8; HD 8d10+24; hp 76; Init +0; Spd 20 ft.; AC 22 (touch 10, flat-footed 22); Atk +14/+9 melee (1d8+7/19-20 x3, warhammer +1) 

or +12/+7 melee (1d6+4/x2, spiked shield); SQ Dwarf traits; AL LG; SV Fort +9, Ref +2, Will +3; 

Str 18, Dex 10, Con 16, Int 10, Wis 13, Cha 6. Height ? ft. ? in.

Skills and feats: Climb +13, Craft (Weaponsmithing) +9; Weapon focus (warhammer), Power Attack, Cleave, Weapon Specialisation (warhammer), Improved Shield Bash, Shield Charge, Improved Critical (warhammer).

Possessions: +1 warhammer, +1 full plate, +1 large steel spiked shield, 2 potions of cure moderate wounds.

Appendix B. The Silent Valley and the Mourning Tower at a Glance

In the north of Rieuwood, along the road between Pitchfield and Axebjerg lies a wide, gently sloped and lightly forested valley. Tall green trees reach into the sky. Sunrays break through the canopy shining upon the grassy undergrowth, giving the valley a nearly fey and gentle appearance. 


Appearances deceive though, and any traveler who enters the valley quickly realizes there is something odd about it. Not a sound can be heard, but that of the wind rustling through the leaves. Not even the buzzing noise of insects shatters the silence that lies like a thick blanket over the land. Even the sounds made by the traveler and his companions seem somehow dampened. The constant sense of loss and sadness that seems to perpetuate the place adds to the feeling of unease. Then one comes upon the first grave markers and the traveler knows that he has entered more then just another valley.

Description

Sunndi is a landlocked country with mountains blocking easy entrance to the north, east and the west and a vast swamp to the south. There are only a few passes that give easy access to the fertile central counties from lands to the north and the west. One of these passes lies entwined between the Hollow Highlands and the Glorioles. Its gentle slopes make it a natural road into Sunndi.


The slopes of the valley are not very steep, though near the Glorioles it can be quite rocky. The ground is relatively even, which makes it easy to ride upon even outside a road or path. The area is lightly forested, consisting mostly of tall silver barked trees common to Rieuwood. The undergrowth consists mostly of grass and shrubs. For some reason honeysuckle is especially abundant. The particular species seems to bloom nearly the whole year, giving the whole area a beautiful alluring fragrance during clear nights. At a first glance it all has an eternal aura, as if untouched by time.


Closer to the Glorioles the density of the trees lessen and there are more and more conifers, firs and juniper. The undergrowth becomes more abundant, though also more susceptible to the change of the seasons. During the summer and late autumn the grass and shrubs tend to be yellow and withered.


The whole valley would appear to be quite normal, were it not for the complete lack of animal sounds. Only the sound of the wind and now and then rain can be heard within the valley. Even the sounds a traveler makes seem somehow dampened as if the whole valley is covered by fog (which is quite common in the wet season during the night and early morning). This is because there simply are no animals within the valley and even though there are no animals the forest seems to be in balance and lush in plant life. 


Added to this strange lack of animal life, is a feeling of deep melancholy that perpetuates the whole valley. Most people who enter the valley are quickly overcome by a solemn feeling that one feels so commonly when entering a holy structure. More sensitive people feel a sense of loss and melancholy as if the whole land is in mourning. At night the valley can suddenly be filled with strange noises as in contrast to the silence of the day. Travelers speak of the faint sounds of battle that can be heard in the distance, or the crying of the wounded or those left behind. While nights in the valley are restful, the dreams of most are haunted and strange, leaving the sleeper with a feeling of loss and sadness, though nobody ever remembers any details about the dreams. Elves are not immune to these haunting dreams, which also touch their reveries. Somehow their connection to the land makes them even more susceptible to the influence of the valley. In general they cannot stand to remain in the valley for long, which is why the elves abandoned it. Nobody has seen any actual apparitions though and no traveler has ever disappeared.


Of course, the many grave markers placed in remembrance of those who died during the Battle of Rieuwood (see below) at the place were their bodies were found add to this haunted feeling. There are hardly any grave markers at the border of the valley, but their number and density grows once one travels closer to the center near the Glorioles, until one gets the feeling of traveling through a graveyard, which is not far from the truth. At the far end of this graveyard, under the slopes of the Glorioles, one comes upon the 30 feet tall black tower. About 3 miles before that one already has passed the stone buildings of the nearby monastery.

The Mourning Tower

The black stone round tower is 40 feet high and it is apparently made out of one single piece of obsidian. Even if one examines the walls from nearby it looks like it just grew from the ground, not a seam can be found. At the door opening lays a large flat stone made out of white marble. In this marble are etched and filled with silver the following words:

In Remembrance of those who paid the ultimate price for their ideals of freedom and equality:

Death

The Battle of Rieuwood, 583 CY
The Mourning Tower consists of the ground floor and three upper stories. It is currently uninhabited and the rooms are empty and cold. It has clearly been built though to be used as a home and there are strong wooden doors and fireplaces. The outside doors are locked, but the Caretakers have the keys and since there is nothing worth stealing, they give the key to anyone willing to pay 1 gp security, which will be given back when the key is returned to the Caretakers. Around the tower within a few meters are three shrines dedicated to respectively Moradin (a small natural cave), Sehanine Moonbow (a stone circle that also functions as a moon calendar) and Pelor (a small white circular marble open building).

The Caretakers

Near the tower about 3 miles (1 hour walking for humans) are the stone buildings of what now is a monastery. It is a beautiful piece of architecture and it fits in perfectly with the surroundings. Inside one seems to be far away from the Valley. There is a sensation of calmness and in the gardens one can hear birds sing and insects buzz.


The monastery is the living place of a small group of mostly humans that take care of the monument. They also help pilgrims who traveled to the area by providing with a place to sleep and eat as well as by giving spiritual council. The monastery is jointly let by a cleric of Moradin, Pelor and Sehanine Moonbow. Inside the monastery one can also find a small but growing library. One of the more famous books, are those that contains the names of all known people who died during the battle of Rieuwood (including the soldiers of the Great Kingdom) as well as their rank and origins. These books are known as the Book of Soldiers (and it consists of multiple volumes).

History and Myths

The history of the valley is a bloody one. Many a battle and skirmish has been fought between the defenders of Rieuwood or Sunndi and foreign invaders from the north. The most recent of these battles was the Battle of Rieuwood, which proved to be the end to a long war of attrition that started 5 years before when Herzog Chelor of the Great Kingdom crossed the Greyflood River in 577 CY. It was here at this place that the much smaller army of Commandant Osson and his allies of Sunndian guerrilla forces humiliated the Glorioles Army of the Great Kingdom. In honor of this victory and in remembrance to those who gave their life the Mourning Tower was built.


Up until that time few people had paid much attention to the even older myths that surrounded the valley. Myths taking place so long ago that even the elves have forgotten much. When the tower was built though, using ancient magic that some people thought had been lost a long time ago, the strange effects started. This prompted a revival of interest in these old stories. Stories that tell that the valley was once a center of learning where the Flan of the kingdom of famous queen Ehlissa learned much of their magic under tutelage of the local Grey elves. According to myths one of the many towers that dotted the place stood right where the Mourning Tower stands now. This might be true, since the Mourning Tower was built on the foundations of an ancient ruin, which had provided cover to Chelor’s leaders during the Battle of Rieuwood. Stranger is the fact that nobody seems to remember who suggested the idea to built the tower in the first place or who actually built it. It makes one wonder why the tower was built, whether it is the cause of the haunting valley or whether its presence is coincidental.

Game Mechanics

Most of the effects described above are purely role-playing. Elves, druids and wild animals though feel highly uncomfortable in this place. Wild animals only enter under the cajoling of a good friend and even then they are skittish and act strangely (especially at night). Unless the wild animal, druid or elf succeeds at a Will save (DC 10) during sleep the character will act as if shaken (see DMG) for the whole next day.

Appendix C. War Priest Prestige Class, spell Recitation (DotF)

Recitation

Conjuration (Creation)

Level: Clr 4

Components: V, S, DF

Casting Time: 1 action

Range: 60 ft.

Area: All allies and foes within a 60-ft.-radius burst

centered on you

Duration: 1 round/level

Saving Throw: None

Spell Resistance: Yes

By reciting a sacred passage or declaration, you invoke your deity's blessing upon yourself and your allies while causing confusion and weakness among your enemies. The spell affects all allies and foes within the spell's area at the moment you cast it. Your allies gain a +2 luck bonus on attack rolls and saving throws, or a +3 luck bonus if they worship the same patron deity as you. Enemies suffer a -2 luck penalty on attack rolls and saving throws. After casting the spell, you are free to take further actions during the spell's duration as you see fit.

Divine Focus: In addition to your holy symbol, this spell requires a sacred text as a divine focus.

WARPRIEST

Warpriests are fierce, earthy clerics who pray for peace but prepare for war. Their strong wills, powerful personalities, and devotion to their deities make them fearsome combatants. Clerics make good warpriests; members of other classes need levels as a cleric before they can qualify as warpriests because of the domain requirements.

Most NPC warpriests spend their time preparing for war. This effort includes personal training for combat, prayer, training with the local ruler's army, and studying history. Warpriests tend to have the more extroverted characteristics associated with their deities.

Occasionally they can be found scouting terrain in peacetime, and some have been known to hide their identities to spy on enemy nations. They rarely go on adventures, and when they do it's to obtain some artifact or wondrous weapon to increase their prowess.

Hit Die: d8.

Requirements

To qualify to become a warpriest, a character must fulfill all the following criteria.

Base Attack Bonus: +5.

Diplomacy: 5 ranks.

Sense Motive: 5 ranks.

Feats: Combat Casting, Leadership.

Spells: Access to at least one of these domains:

Destruction, Protection, Strength, War. A character who can cast at least one spell from a domain counts  as having access for this purpose.

Special: Ability to channel positive or negative energy.

Class Skills

The warpriest class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Knowledge (War) (Int), Ride (Dex), Sense Motive (Wis), Spellcraft (Int), and Swim (Str). See Chapter 4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the warpriest prestige class.

Weapon and Armor Proficiency: Warpriests have proficiency with all simple and martial weapons, with all types of armor, and all shields.

Spells per Day: A warpriest continues advancing in divine spellcasting ability. When a warpriest gains a new even-numbered level, the character gains new divine spells per day as if he had also gained a level in whatever divine spellcasting class he belonged to before he added the prestige class. He does not, however, gain any other benefit a character of that class would have gained (improved chance of controlling or rebuking undead, more frequent remove disease, and so on).

For example, an 8th-level cleric/2nd-level warpriest gains divine spells per day as if he had risen to 9th level as a cleric. When he next gains a level as a warpriest, making him an 8th-level cleric/3rd-level warpriest, his number of divine spells per day does not change; but when he improves his warpriest level to 4th, he gains divine spells per day as if he had risen to 10th level as a cleric.

 If a character had more than one divine spellcasting class before he became a warpriest, the player must decide which class to assign each even-numbered level of warpriest for the purpose of determining divine spells per day.

Turn or Rebuke Undead (Su): Levels of warpriest count toward cleric or paladin levels when turning or rebuking undead.

Rally (Ex): A warpriest who currently is not suffering from a fear effect can use this ability as a standard action. Allies within 60 feet who are suffering from any fear effect and who can hear the warpriest are allowed an immediate Will saving throw at the DC of the fear effect, with a +1 morale bonus per warpriest level.

Inflame (Ex): By giving a stirring speech for at least 5 minutes prior to battle, the warpriest provides those who listen a morale bonus on saving throws against any charm or fear effect. The bonus begins at +2 for a 2nd-level warpriest and increases by +2 at each even-numbered level thereafter (+4 at 4th level, +6 at 6th level, and so on). This effect lasts for 5 minutes after the speech ends, plus 1 minute per level of the warpriest. The warpriest also gains the bonus.

Healing Circle (Sp): Once per day, the warpriest may use healing circle (as the spell).

Heroes' Feast (Sp): Once per day, the warpriest may use heroes' feast (as the spell).

Fear Aura (Su): Once per day the warpriest can project a fear aura to a radius of 20 feet for 1 round per warpriest level. Foes must make a Will save (DC 10 + warpriest level + Cha bonus) or be affected as if by a fear spell.

TABLE 3-15: THE WARPRIEST
	`Class
	Base
	Fort
	Ref
	Will
	Special
	Spells per Day

	Level
	Attack Bonus
	Save
	Save
	Save
	
	

	1st
	+1
	+2
	+0
	+0
	Prestige domain: Glory/Domination, rally
	—

	2nd
	+2
	+3
	+0
	+0
	Inflame
	+1 level of existing class

	3rd
	+3
	+3
	+1
	+1
	Healing circle
	—

	4th
	+4
	+4
	+1
	+1
	Prestige domain: Divination
	+1 level of existing class

	5th
	+5
	+4
	+1
	+1
	Heroes' feast
	—

	6th
	+6
	+5
	+2
	+2
	Fear aura
	+1 level of existing class

	7th
	+7
	+5
	+2
	+2
	Mass haste
	—

	8th
	+8
	+6
	+2
	+2
	Mass healing
	+1 level of existing class

	9th
	+9
	+6
	+3
	+3
	Fear aura (x2)
	—

	10th
	+10
	+7
	+3
	+3
	Implacable foe
	+1 level of existing class


 Prestige Domain: Upon adopting the warpriest class, the character gains access to the prestige domain of Glory (if he channels positive energy) or Domination (if he channels negative energy).

At fourth level, the warpriest gains access to the prestige domain of Divination.

Mass Haste (Sp): Once per day, the warpriest can use mass haste (as the spell).

Mass Healing (Sp): Once per day, the warpriest can use mass healing (as the spell).

Implacable Foe (Sp): At 10th level, the warpriest can channel enough positive energy to allies within a 100-foot radius that they will continue to fight even after suffering mortal wounds. Using this ability is a move equivalent action and requires concentration. While in use, allies within the radius who take enough damage to become disabled or dying ignore the effects of that damage and continue fighting. Death occurs instantly at -20 hit points. When the ability ends, either because the warpriest stops concentrating, fails a Concentration check, or becomes disabled or worse, then the full effects of all damage take effect immediately.

Multiclass Note: Warpriest characters who gain levels outside the warpriest class must make an act of atonement (see the atonement spell description, page 176 of the Player's Handbook) before they can gain further levels as a warpriest.
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