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Ribbit! Ribbit! Once the sign of a peacefull night, now a harbinger of disaster, the Sunndians are quickly learning to detest and fear the sound of frogs, especially when its source takes on the horrid form of a bloated bullywug! Fair Sunndi is being invaded by an army from the Vast Swamp, led by Wastrian racists. Now is the time for heroes everywhere to spring to the fore and come protect the good people of the land! Come! One and all! The need is high!

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A five-hour time block has been allocated for each round of this scenario. 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. 


This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Website, and then have any players without a character create on. 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.
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 four 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 rulebooks 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. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. Give the Scoring Packet to your event coordinator along with any event tickets. 

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 sidebar 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.

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.
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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. 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 two 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 DC 10 Handle Animal or Charisma check. 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.

Time Units and Upkeep

This is a standard 3-round Regional Special, set in Sunndi. Characters native to Sunndi pay one Time Unit per round, all others pay two Time Units per round. 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.

Adventure Background

Sunndi is at war! It is clear that an army of bullywugs and wastrians has been assembled at the border with the Vast Swamp. All adventurers (i.e. parties) were assembled in Castle Calgen. They have been given the task to help the army with some scouting and warn the different divisions where the enemy will strike. As such they are used as advanced scouts. Their main task is to find the main body of the enemy and retreat as soon as it moves to warn the Sunndi army where they will most probably strike. During this advance/retreat they are to defeat all advance scouts of the enemy. So the enemy won’t have too much information of what is coming against them.
Adventure Summary 

Introduction:

The party gets the order to meet one of the spies that have infiltrated the bullywug/wastrian army. They have to try to keep out of sight of any enemies. Their main task is to meet their spy and get the information he has gathered. If any major movements of the enemy are spotted, the party has to warn the sunndian armor as soon as possible once they have found it. Any information on where to it is moving to and how big it is will be appreciated.
Encounter 1: Guard Duty
The Party goes to the indicated spot to meet the spy they have to talk to and get the needed information from. As they go to the meeting point, they encounter an advance scout with his hell hounds from the enemy. 
Encounter 2 Knowledge is Power
Introduction

You were sent to the Myrana Rinak. She is of average height for a human, with sharp facial features, long brown hair and a pale complexion. A dimple in her chin gives her rather cute appearance. She wears a simple green dress with a golden around her neck and a silver brooch in the form of a rose on her right breast. “I have an important task for you” We need advance warning of where the enemy will strike. Our army will need all the information it can get to ward of the enemies attack. In my experience it’s better to know what the enemy is doing. For this purpose we sent out a few spies. We know a few of them has succeeded. I would like to ask you to meet one of them and get the information he gathered. When you get the information it is most important that you get it back as soon as possible. It is very important to keep unseen during this mission. It’s better to keep sleeping dogs sleeping then to warn them we know already a lot about their size and intentions.”
“We don’t know where he will meet up with any of you so I would like to ask you to go to some different points. They are all known by him and he will probably meet at one of those points. Anyways; Once you see the enemy advancing it’s more important that you are here to fight the army. So it’s imperitive you get back to Calgen as soon as you see the enemy’s army advance.

Special Note: The different parties are sent to different spots on the map, because there is only one spy only one table is actually encounter the spy. You(The DM) will get a notice from the Master DM at your location if your table has been selected to play that part of this scenario. Make sure you are not the one by asking him/her about it.
All the parties get a password: “The weather is nice for the time of year”, which should get a reply; “But the sun stands not as high as I would like”.

Myrana Rinak tells the party that she has lost a few spies already. Once the army moves it is important for the sunndi army to be ready for them, so they are asked to warn the sunndi army once it has started moving.  
The Weather: It will be raining for the bigger part of the night and the sky is still overcast in the morning. There is little to no wind.

Encounter 1:

Guard Duty
As dusk sets in. You travel to the ecge of the swamp. You have been travelling for an hour now. The terrain around you is mostly flat and you can see for miles around you. It is hard to stay unnoticed in this land and you know you will be noticed from afar. You know the best way to stay unseen is to enter the swamp as fast as you can. So far you have not seen any signs of an army or even advance scouts.
As you see the border to the Vast Swamp close, you know you enter enemy territory. Your only hope is that noone is hiding there to surprise you. 
It takes about an hour to get near the spot indicated by Myrana Rinak. The area is flat and so most travellers can be seen from miles. Luckily it is raining, making it harder to see far.
As the party makes it way to the meeting point they are noticed by an advance scout of the enemy.  The camp where the scout will be going is still some miles away, so if the scout gets away, it just means that the party knows that reinforcements will be coming soon.
Creatures: A scout is here with his two hell hound companions. After giving them the command to attack. He will stay in cover to shoot the party with his bow. Once it’s clear the party has no problems with the hounds he will start to escape to warn the nearby camp of intruders.
APL2 (EL3)

Hell Hound: hp 22; see Monster Manual page 151.

Scout Handler: male human Exp1; hp 7; see Appendix 1.

APL 4 (EL 6)

Hell Hounds (2): hp 22; see Monster Manual page 151.

Scout Handler: male human Exp3; hp 17; see Appendix 2
APL 6 (EL8)

Advanced Hell Hounds (2): hp 44; see Appendix 3.

Scout Handler: male human Exp5; hp 27; see Appendix 3.

APL8 (EL10)

Advanced Hell Hounds (2): hp 90; see Appendix 4.

Scout Handler: male human Exp7; hp 37; see Appendix 4.

APL10 (EL12)

Nessian Warhound (2): hp 114; see Monster Manual page 151.
Scout Handler: male human Exp9; hp 47; see Appendix 5.

Tactics:



Treasure: Any treasure that the PCs can find during the encounter is described here, above and beyond possessions noted in the monster statistics, if any. Special items, such as new magic items, should be listed here; however, the full presentation of a new magic item or other special item should go into the appendix.


Note: Use the following format, where loot is the gp value of resalable goods (50% of value), coin is any money or commodities such as gems or art (100% of value), and magic items are listed individually (50% of value.) Divide these values by 6 for the individual awards.


APL A: Loot (xx gp); Coin: (yy gp); Magic: magic item name- (value gp).


APL B: Loot (xx gp); Coin: (yy gp); Magic: magic item name- (value gp).


Detect Magic Results: Potion of cure light wounds (Faint Conjuration); 

Development: This is just a small encounter to keep the party busy and give them the eerie feeling they are being watched. Warn the Master DM if the party let the hound’s handler escape. It is not of major importance, but it could have some impact on the remainder of the special.
Encounter 2:

Knowledge is Power

As the party comes to the indicated meeting point they have to dodge some traps. The closer they come to it the more they notice traps made to counter armies with. They have to stay out of sight and advance carefully from this point as their main objective is too keep out of sight of the enemy.
They actually have to enter the Vast Swamp to reach the indicated meeting point

Although a lot of the traps are seen and found easily there are a few traps around that are hidden and should give the party some trouble.

The quicksand traps should be used to frustrate the party. Make sure you use the suffocation rules for determinating any damage to a trapped player.

Note that a Survival Check DC 20 will make it clear there is a bog nearby and will show the quicksand.

The quicksand envelops the trapped PCs almost immediately making it very difficult to hand anything to the trapped PC(s).

To get out of the quicksand trap a Swim Check 20 will make a PC able to get himself out. To get a PC out of the quicksand with the help of a rope or stick will need an (assisted) DC 15 Strenght check.
APL2 (EL3)

Camouflaged Pit Trap: CR3; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 30 ft. deep (3d6 fall); multiple targets (first target in each of two adjacent squares); Search DC 24; Disable Device DC 18

APL4 (EL5)

Quicksand Trap: CR5; natural; location trigger; automatic reset; DC 20 Reflex save avoids; suffocating damage(DMG page 304); one target (first target only); Search DC 23; Disable Device DC 19.

APL6 (EL7)

Camouflaged Quicksand Trap: CR7; natural; location trigger; automatic reset; DC 20 Reflex save avoids; suffocating damage(DMG page 304); multiple targets (first target in each of two adjacent squares); Search DC 26; Disable Device DC 20.

APL8 (EL9)

Well-Camouflaged Quicksand Trap: CR9; natural; location trigger; automatic reset; never miss, onset delay 3 rounds; suffocating damage(DMG page 304); multiple targets (first target in each of two adjacent squares); Search DC 30; Disable Device DC 26.

APL10 (EL11)

Well-Camouflaged Fast Quicksand Trap: CR11; natural; location trigger; automatic reset; never miss, onset delay 1 round ; suffocating damage(DMG page 304); multiple targets (first target in each of two adjacent squares); Search DC 30; Disable Device DC 26.

Encounter 3A:

Waiting for the Spy

At last you are at the meeting point as Myrana Rinak has given it to you. It is not that far into the Vast Swamp and the typical sunndi borderstone is at it’s place. As you scout the area out there is nothing special found in the bushes around you. Rain is falling from the sky and you are getting soaking wet. You will have to wait for the spy here and you know it could become a long night.
As the party is entering the Vast Swamp they find the meeting point as given by Myrana Rinak. If they search the area they won’t find anybody around.
Actually most parties will be waiting for the spy in vain. There will only turn up one and if your party has been selected for it go to Encounter 3B. This section will only give some roleplay opportunities for your party if they are not the lucky ones.
Important note: These are 4 roleplaying scenarios to waste time, and time alone. The DMs have the discretion to make it as fun or intriguing as they wish, provided he keeps in mind that it is NOT the idea to hurt or distract characters, waste spells, or start plotlines within this scenario (although the idea of it might be raised).

 

 Sounds In The Swamp.

After waiting a while, the party will begin to hear sounds in the distance. The sounds are that of frogs croaking, water splashing, and so on, but unusually loud, chaotic and numerous. There is definetely something going on. But what?

If the party goes to have a look, they'll find a pond with a large number of frogs and toads who seem to be engaged in the amphibian equivalent of a bar brawl. As they stand there looking at this scene, there will also be frogs jumping up against their legs and chest, or jumping into their face for smaller individuals, which will start to increasing in number.

 

Possible Points of Expansion:

-Area might be muddy, some PCs might have a fall and find themselves quickly covered in frogs.

-The PCs might be brought to realize (especially when the situation leads to too much goofiness) that all this activity could draw unwanted attention to the meeting point, and they might want to find a way to bring it to an end, or retreat into deeper hiding without potentially missing the spy.

  

Questionable Paper.

While the party waits, have one member spot a small piece of paper in the vegetation. This piece might be said to resemble a drawing of a house, fort, or... keep? Soon after, have someone find a second of piece of paper that seems to fit the first piece. This piece has the letters "Ca" written on it. If the party isn't intrigued by now, have them find a few more pieces to make them realize that this is very likely part of a larger piece of paper, and that this is a representation of Calgen. Hopefully they'll start searching for more and more pieces of paper. (Perhaps because it might be one of the documents of the Wastrians with vital information, perhaps even belonging to the spy.) Make them roll search checks. They'll find pieces that look like water, or hills, some pieces with a few lines and different kinds of arrows, etc. But the majority! of pieces will stay lost. Putting what pieces they have together will be very difficult since the paper is severly soggy from the rain, and it's hard to see which ends match, and some pieces might rip.

In the end, they should get an impression of a map of the area of Calgen and the Vast Swamp (like the one found in the Battle Interactive). Hand drawn and not of much detail, with a few short and sporadic arrows in the Vast Swamp and on a piece of paper with a hill. All in all, it doesn't really seem like an "official" battle plan document made by the Wastrians. In fact, it might simply be a personal map of notations, made by a hunter or the likes.

 

Sunndian Stubbornness.

(Perhaps best for a party with familiars, who can take a look, as the party themselves might not want to move from their position.)

As the party waits, and looks around, one of the party members will see, far off in the distance, a plume of smoke. And what looks like a little house. With a good spot check, they might be able to see one human man walk in front of the house and enter.

There are three persons living there who don’t want to move even though they are actually living in the main path of the forthcoming army. With the help of some diplomacy the party could persuade them to go to Calgen after all. 

 

Wastrian Deserter.

After a few hours of waiting the party hears footsteps coming near. When the person can be seen he is clearly a wastrian soldier of oeridian descent, although he seems to have tried to disguise his uniform. When the party tries to make sure if he is the spy they are waiting for he will try to explain that he wants to surrender and explains he has had enough of fighting and he wants to live. He will tell the party he hates seeing devils and he does not want to be part of any group that is friends with demons, devils or any other strange beings. Once he has said that he will only tell the party that he is getting really sick of those beings he has seen and he does not want to go back there. He would like to get as far north as fast as possible.He will tell his name is Craven Wollith. 
What happened in the camp is that he got too close to a abishai, while the devil used his scare on him by accident, Craven got physically ill of that. He still feels he has to get as far from the creature as possible. His only goal at the moment is to get up north. Becoming a prisoner of war is not really of any concern to him.
Important Note:
Encounter 3B will only be played at one table once the Master DM has decided on which table it will be played.

Encounter 3B:

Meeting the Spy
At last you are at the meeting point as Myrana Rinak has given it to you. It is not that far into the Vast Swamp and the typical sunndi borderstone is at it’s place. As you scout the area out there is nothing special found in the bushes around you. Rain is falling from the sky and you are getting soaking wet. You will have to wait for the spy here and you know it could become a long night.
As the party is entering the Vast Swamp they find the meeting point as given by Myrana Rinak. 

Kendral is actually late for his appointment. He will give as a reason that he had to sneak away unseen and a guard was being “difficult”. He is clad in a wastrian uniform, but once he is spotted he will say, “The weather is nice for the time of year.” If the party does not respond in the proper way(which should be, ”But the Sun stands not as high as I would like”) he will try to get away, thinking he encountered a unknowing sunndian scouting party.
When the party declares themselves as the ones to give the gathered information to, he will give them a scrollcase and tell them that the army will move within a day. He will answer a few questions before he tells the party, he has to go back so not to blow his cover. He believes it best when he can stay with the enemy as long as possible.

He also tells the party to get the scroll to Sunndi Command as soon as possible. Kendral is a typical oeridian. He has darkbrown hair which is braided and a small beard that has become a bit filthy from living in the swamp too long. 
Being a man of little words he is actually planning to go back to his post in the wastrian camp and he is in a hurry to do so. He expects the army to move any moment and he is planning not to blow his cover. He actually can be persuaded to go back with the party to Calgen, but it will need a DC 15 Diplomacy or Intimidate check.

He has infiltrated into the wastrian army since a year now. And he believes he is of more use there then anywhere else.
All APLs

Kendral: male human(Oeridian) Rng5; hp 21; 

Conclusion

Once you can see dawn arrive you can hear the sound of marching drums. This clearly announces that the enemy is starting to advance on Calgen. It is time to hurry back to Calgen.
This is the end of the second round. Make it clear to the players that they don’t have time to prepare new spells for the day and they don’t have time to naturally heal damage they have. [Any other special info would be appreciated.WS]
Campaign 

Consequences

List here any campaign consequences that you wish to be notified of. Include your email address.

The End

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.

[To award XP for an encounter the DM should award 30xp per EL defeated in the encounter. So at APL2 the party defeats a monster at EL4 and gets 120xp, while at APL 4 the monster is EL6 awarding the party 180x p. Each APL will be written for no more than 5 times the APL in EL’s, so at APL4, the highest possible XP awarded would be 600 (4*5*30 xp.) Up to 20% of the total xp may be used for story and/or role-playing awards. So in the APL 4 example, there could be 480xp for specific encounters, 60xp for a story award and 60xp for role-playing.]

Encounter 1: [Title]
Experience objective


APL2 
90 XP 

APL4 
150 XP 

APL6 
210 XP 

APL8 
270 XP

APL10                                                     330 XP
Encounter 2: [Title]
APL2 
90 XP 

APL4 
150 XP 

APL6 
210 XP 

APL8 
270 XP

APL10
330 XP

Discretionary Role-playing Award

APL2 
45 XP 

APL4 
38 XP 

APL6 
30 XP 

APL8 
23 XP

APL10 
15 XP

Total Possible Experience: 


APL2 
225 XP 

APL4 
338 XP 

APL6 
450 XP 

APL8 
563 XP

APL10 
675 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. Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


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

Encounter 1: [Title]

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp
Encounter 2: [Title]

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp
Total Possible Treasure

APL A: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp - Total: 0 gp


APL B: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp - Total: 0 gp


APL C: Loot: 0 gp; Coin: 0 gp; Magic: 0 gp - Total: 0 gp

Special

[Any special items are listed here, including new spells, influence points, items or other notes of interest. Remove this paragraph]

Items for the Adventure Record

[List all things that should be listed on the AR. Also include the items found or made available to characters in the Item Access Section. Remove this paragraph]


[image: image1]
Item Access

APL 2

· Magic item name (Frequency, CL, Source)

· Magic item name (Frequency, CL, Source)

APL 4 (All of APL 2 plus the following)
· Magic item name (Frequency, CL, Source)

· Magic item name (Frequency, CL, Source)

APL 6 (All of APLs 2-4 plus the following)
· Magic item name (Frequency, CL, Source)
APL 8 (All of APLs 2-6 plus the following)
· Magic item name (Frequency, CL, Source)
APL 10 (All of APLs 2-8 plus the following)

· Magic item name (Frequency, CL, Source)

APL 12 (All of APLs 2-10 plus the following)

· Magic item name (Frequency, CL, Source)
Appendix 1:
APL 2

Scout Handler: male oeridian Exp1; CR 1/2; medium humanoid; 1d6+1; hp 7; Init +6; Spd 30 ft.; AC 16 (touch 12, flat-footed 14); Base Atk +0; Grp +2; Atk +2 melee (1d6+2/18-20, masterwork scimitar) or +3 ranged (1d8+2/x3, masterwork mighty composite longbow +2); Full Atk +2 melee (1d6+2/18-20, masterwork scimitar) or +3 (1d8+2, masterwork mighty composite longbow +2); AL LE; SV Fort +1, Ref +2, Will +3; Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Hide +6, Knowledge Nature +4, Listen +5, Move Silently +6, Spot +5, Survival +5; Improved Initiative, Track. 


Possessions: masterwork scimitar, masterwork mighty composite longbow +2, dagger, masterwork chain shirt.

Appendix 2:
APL 4
Scout Handler: male oeridian Exp3; CR 1 1/2; medium humanoid; 3d6+3; hp 17; Init +6; Spd 30 ft.; AC 16 (touch 12, flat-footed 14); Base Atk +2; Grp +4; Atk +5 melee (1d6+2/18-20, masterwork scimitar) or +5 ranged (1d8+2/x3, masterwork mighty composite longbow +2); Full Atk +5 melee (1d6+2/18-20, masterwork scimitar) or +5 (1d8+2, masterwork mighty composite longbow +2); AL LE; SV Fort +2, Ref +3, Will +4; Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Hide +8, Knowledge Nature +6, Listen +7, Move Silently +8, Spot +7, Survival +7; Improved Initiative, Point Blank Shot, Track. 


Possessions: masterwork scimitar, masterwork mighty composite longbow +2, dagger, masterwork chain shirt.

Appendix 3:

APL 6
Scout Handler: male oeridian Exp5; CR 2 1/2; medium humanoid; 5d6+5; hp 27; Init +7; Spd 30 ft.; AC 17 (touch 13, flat-footed 14); Base Atk +3; Grp +5; Atk +6 melee (1d6+2/18-20, masterwork scimitar) or +7 ranged (1d8+2/x3, masterwork mighty composite longbow +2); Full Atk +6 melee (1d6+2/18-20, masterwork scimitar) or +7 (1d8+2, masterwork mighty composite longbow +2); AL LE; SV Fort +2, Ref +4, Will +5; Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Hide +11, Knowledge Nature +8, Listen +9, Move Silently +11, Spot +9, Survival +9; Improved Initiative, Point Blank Shot, Precise Shot, Track. 


Possessions: masterwork scimitar, masterwork mighty composite longbow +2, dagger, masterwork chain shirt.
Advanced Hell Hound: CR 5; Medium Outsider (Evil, Extraplanar, Fire, Lawful); HD 8d8+8; hp 44; Init +5; Spd 40 ft.; AC 20 (touch 11, flat-footed 19) [[+4 chain shirt, +1 Dex, +5 natural]]; Base Atk +8; Grp +10; Atk +10 melee (2d6+3 plus 1d6 fire, bite); Full Atk +10 melee (2d6+3 plus 1d6 fire, bite); SA Breath weapon, fiery bite; SQ Darkvision 60 ft. immunity to fire, scent, vulnerability to cold; AL LE; SV Fort +7, Ref +7, Will +6; Str 14, Dex 13, Con 13, Int 6, Wis 10, Cha 6.



Skills and Feats: Hide +17, Jump +16, Listen +11, Move Silently +17, Spot +11, Survival +11 (+19 when tracking by scent); Improved Initiative, Improved Natural Attack, Run, Track.


Posessions: masterwork chain shirt barding.

Breath Weapon (Su): 10-foot cone, once every 2d4 rounds, damage 2d6 fire, Reflex DC 13 half. The save DC is Constitution-based.

Fiery Bite (Su): A hell hound deals an extra 1d6 points of fire damage every time it bites an opponent, as if its bite were a flaming weapon.
Appendix 4:

APL 8

Scout Handler: male oeridian Exp7; CR 3 1/2; medium humanoid; 7d6+7; hp 37; Init +7; Spd 30 ft.; AC 17 (touch 13, flat-footed 14); Base Atk +5; Grp +7; Atk +8 melee (1d6+2/18-20, masterwork scimitar) or +9 ranged (1d8+2/x3, masterwork mighty composite longbow +2); Full Atk +8 melee (1d6+2/18-20, masterwork scimitar) or +9 (1d8+2, masterwork mighty composite longbow +2); AL LE; SV Fort +3, Ref +5, Will +6; Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Hide +13, Knowledge Nature +10, Listen +11, Move Silently +13, Spot +11, Survival +11; Improved Initiative, Point Blank Shot, Precise Shot, Track. 


Possessions: masterwork scimitar, masterwork mighty composite longbow +2, dagger, masterwork chain shirt.

Advanced Hell Hound: CR 7; Large Outsider (Evil, Extraplanar, Fire, Lawful); HD 10d8+40; hp 85; Init +4; Spd 40 ft.; AC 21 (touch 10, flat-footed 21) [[+4 chain shirt, -1 size, +0 Dex, +8 natural]]; Base Atk +10; Grp +19; Atk +15 melee (2d6+9 plus 1d6 fire, bite); Full Atk +15 melee (2d6+9 plus 1d6 fire, bite); 10 ft./10 ft.; SA Breath weapon, fiery bite; SQ Darkvision 60 ft. immunity to fire, scent, vulnerability to cold; AL LE; SV Fort +11, Ref +7, Will +7; Str 22, Dex 11, Con 18, Int 6, Wis 10, Cha 6.



Skills and Feats: Hide +18, Jump +22, Listen +13, Move Silently +18, Spot +13, Survival +13 (+21 when tracking by scent); Ability Focus (Breath Weapon), Improved Critical (bite), Improved Initiative, Run, Track.


Posessions: masterwork chain shirt barding.

Breath Weapon (Su): 10-foot cone, once every 2d4 rounds, damage 2d6 fire, Reflex DC 17 half. The save DC is Constitution-based.


Fiery Bite (Su): A hell hound deals an extra 1d6 points of fire damage every time it bites an opponent, as if its bite were a flaming weapon.
Appendix 5:

APL 10

Scout Handler: male oeridian Exp9; CR 4 1/2; medium humanoid; 9d6+18; hp 56; Init +7; Spd 30 ft.; AC 17 (touch 13, flat-footed 14); Base Atk +6; Grp +8; Atk +9 melee (1d6+2/18-20, masterwork scimitar) or +10 ranged (1d8+2/x3, masterwork mighty composite longbow +2); Full Atk +9/+4 melee (1d6+2/18-20, masterwork scimitar) or +10/+5 (1d8+2/x3, masterwork mighty composite longbow +2) or +8/+8/+3 (1d8+2/x3, masterwork mighty composite longbow +2); AL LE; SV Fort +5, Ref +6, Will +7; Str 14, Dex 16, Con 14, Int 10, Wis 12, Cha 8.


Skills and Feats: Hide +15, Knowledge Nature +12, Listen +13, Move Silently +15, Spot +13, Survival +13; Improved Initiative, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


Possessions: masterwork scimitar, masterwork mighty composite longbow +2, dagger, masterwork chain shirt.
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Appendix X

New Rules Items

Include here any rules items such as monsters, feats, spells, prestige classes or templates not found in the 3 core books

Player’s Handout X:
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