SND5S-02

Midsummer Nightmare

A 3-Round D&D Living Greyhawk®
Sunndi Special Adventure

Version 0.1
Low Level – Version B
by Pieter Sleijpen and Simone van de Stadt

Triad Reviewer: Bas Vermeulen, Kim Mooiweer and Maya Deva Kniese

Playtesters:

There are not many reasons for a celebration in Sunndi, but the Hollow Highlanders are not about to let the outside world disrupt their traditions. When it is time for the Clanmoot, it is time for a Clanmoot, especially since one is only held once every 5 years. Still, in dangerous times, one needs skilled guardians and who better to select then adventurers? A 3-round special for APL 2 to 8.

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.

[image: image1]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 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 for a total of respectively 3 and 6 TU. Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit.

Adventure Background

The Hollow Highlands are only nominal part of Sunndi, and unlike the regular counties it lacks a central ruler or government. Instead, various independent clans inhabit the region and families of various races (mostly dwur, gnomes and halflings) who mind their own business and who prefer to be left alone by the outside world. Unfortunately the outside world did not care what the locals preferred, and it did intrude into their lives often enough in the past. For the clans to remain independent they had to unite, or at least form one united front towards the often hostile outside world. Instead of electing for a single figure of power, the clans decided to elect a council that would deal with the day-to-day foreign policies of Hollow Highlands, leaving each clan to their own when dealing with internal affairs. The chairman of this council also is the official representative of the Hollow Highlands at the Congress of Lords in Sunndi, a nation they joined because they realized they could not retain their way of life without powerful allies and Sunndi promised to be the candidate most likely to actually respect that way of life.

The council is only a small representation of the many clans in the region, and their political power is not very big. In general it limits itself to the day-to-day operations of the Burrowers, and in keeping an eye out for the Hollow Highland wishes in the Congress of Lords. The real power lies with the clan elders who come together once every 5 years to elect new representatives on the Council (including a new chairman), to discuss long-term policies and to deal with inter-clan conflicts that the involved clans could not solve themselves. The clans also use this meeting as an excuse for a 3 day long celebration during which they compete against one another in various games, visit many merchants at the fair and get roaring drunk at the many drinking tents. To the locals the event is simply known as the Clanmoot.


Midsummer of the year 595 CY happens to be the date for the next Clanmoot. When king Hazendel learned of this event, he decided that it was a good moment for the clan elders and representatives of Ahlissa to sit around a table and to discuss current problems between Ahlissa and Sunndi in regard to the Callings Mines in the northern parts of the Hollow Highlands. Since all the important people are together anyway, it is a rather convenient moment for such a discussion. Master Thandartos, the current chairman of the Hollow highlands, agreed, invitations were made, send and accepted. While it is not yet public knowledge, King Hazendel, Lord Ambassador Gregern of the house of Nealix (ambassador of Ahlissa) and his eminency master of coins Zamasken (seneschal of the Calling Mines) are coming to the Clanmoot to discuss the future of the Calling Mines.


When so many people come together, security becomes a very important matter, and as normal, the Sunndian authorities direct their attentions to adventurers to solve any potential problems. Many doomsayers predict all kinds of trouble at this year’s Clanmoot, but for once they are going to be mostly incorrect. The location of the Clanmoot, the gnome village of Nonzfyr, has been elected because of the space it offers while at the same time being easy to defend against outside threats. The Wastrians are in no position to disrupt this year’s meeting, lacking the resources to hire mercenaries and being to busy in the south to arrange something of their own in a region where any large groups of humans immediately draw a lot of attention. The Ahlissans have no reason to disrupt the meeting, and the fanatic Highlanders no better then to harm their own which would squander any support they might still have. Bandits and dangerous monsters would never even be able to penetrate Nonzfyr defenses. Of course that is not to say that there is not enough to do for those of adventurous mind and training. The Highlanders are far from peaceful, and wherever large group of sentient creatures come together there is trouble waiting to happen.


What few people realize is that even the doomsayers can be correct once in a while, though the threat to the Clanmoot is of a much more insidious kind than raging mobs or sneaking assassins. One of the many prisoners that escaped from the Calling Mines during the rebellion last year is the dwarf wizard Garran. Like many, Garran heard the Voices in the Calling Mines and they drove him utterly insane. Once free he decided that nobody should endure prisons, so he joined the fanatic Highlanders to help them in their quest to free all the prisoners in the Calling Mines. Considered too fanatic even by Trithereonite standards (as a god of retribution his followers do belief in proper punishment) he was kicked out soon after he had joined. He fled under the Hollow Highlands to obsessively continue with his task to free all prisoners in the Calling Mines. Due to his magic he learned of the planned meeting. Realizing that using his minions to murder the Ahlissan representatives would not be very effective, he decided on a subtler ploy. The Voices of the Calling Mines had raised an interest in Conjuration spells, and he decided to summon a few otherworldly fiends (of much more alien nature then mere demons) with the abilities to possess somebody. He then gave the orders to said fiend, who would possess somebody on the fringes of the event to switch over from one person to the other getting closer and closer to those that attend the meeting until finally ending with the people actually at the meeting. The summoning went according to plan, but due to Garran’s insanity, he gave the fiends enough wiggle room to have some fun and fiends being fiends that is exactly what they are planning to do. It is that small error that might cause his plans to fail when powerful heroes are preparing the halls of Nonzfyr for the coming meeting…

Running the Scenario

SND5S-02 Midsummer Nightmare is a special consisting of 2 mini-scenarios put together into one scenario followed by an interactive. There are three different versions, version A and B are for APL 2 to 8 while version C is intended for APL 8 to 14. Version A and B focus at events taking place at the Clanmoot Festival outside. Version C focuses on Garran’s attempt to let meeting fail. All three versions end with the same interactive in which some of the main characters are put to trial with the players of the low level tables functioning as a jury, and those at the high level tables as witnesses.

Round 1 and 2: Running the scenario

Starts 9:00 am

Ends 2:00 pm

Round 3: The Interactive

Starts 2:30 pm

Ends: 4:30 pm

The High APL table should have little to no interaction with the low level tables. On the other hands, various events at the lower APL tables take place at ALL tables. In those scenes tables can interact with one another. The mechanics of these interactions are discussed with the individual encounters.

Since the adventure is set in the Hollow Highlands, the DM has to take a few things into account while running this scenario:

• All benefits of being a member of the Burrowers apply to this scenario. PCs gain a 50% discount on upkeep, and they do gain a +2 competence bonus on Bluff, Diplomacy, Knowledge (geography) and Survival during the whole event except when dealing with any of the Ahlissans.

• While the Hollow Highlands are part of Sunndi, they are only nominally bound to the laws and traditions of the rest of Sunndi. Each clan rules supreme in its own territory, and while in general the clans loosely follows Sunndian law, the details can be very different. For example, the Hollow Highlanders tend to react much more aggressive to strange creatures and events then those in central Sunndi. Half-orcs and Ahlissans are received coolly, and some clans treat them even with downright hostility. During the Clanmoot there is a non-aggression rule, but half-orcs and Ahlissans should feel much less welcome then in the rest of Sunndi and only a fool would openly flaunt any allegiance to the Knight Protectors of the Great Kingdom or an organization with similar goals. If a PC commits a crime, contact the local senior DM and discuss what measurements are taken by the locals. Warn the PCs though that the Hollow Highlanders react much harsher and much more unfairly then in Pitchfield.
Adventure Summary 

The scenario you are reading is Event B. Version A and B focus at events taking place at the Clanmoot outside the underground halls of Nonzfyr. It is a relative linear scenario with specific events taking place at certain times. The scenario includes enough information for the DM to add role-playing encounters of his own as long as the DM keeps the time in mind. While most of the encounters take place independently of one another, a few take place over the whole festival terrain. These are marked by an * below and tables can aid one another during these encounters.
Introduction: The gnome Orlam “Shrieker” Blackrock contacts the PCs, expressing the wish to hire the PCs to become part of security at the coming Clanmoot. If they accept, he informs them to arrive a couple of days before Midsummer to be better able to help with their tasks.
Encounter 1 [Arrival]: The PCs arrive at Nonzfyr, where they get their orders. After the orders are handed out, they got the time to explore the festival area and to help set-up security.
Encounter 2 [Arrival of the Clans]*: Even without the possible threat of Wastrians, raiders and monsters there always is the chance that some of the invited attendees resort to violence or other illegal activities. Every visitor to the region is searched for illegal contraband, polearms are confiscated and weapons peace bound. The job looks tedious, but once in a while something interesting does happen.
Encounter 3 [First Day at the Festival]: This section describes some of the events taking place on the first day, allowing you as a DM to add some extra’s to the adventure. Amongst other things it details the buzz generated by Hazendel’s unexpected appearance at the memorial service. 
Encounter 4 [Kids]: What to do when a group of kids has decided to make life miserable for grown ups?
Encounter 5 [Bloodlust]: Without warning one of the guests snaps, and starts to attack bystanders. His wife and kids beg the PCs to safe his life. Will they?

Encounter 6 [When Weather Turns Bad]: The weather in the Hollow Highlands is usually hot and dry, but in summer unexpected thunder storms can cause flashfloods and landslides. When such a storm arrives out of nowhere during the afternoon, a few of the stragglers of the mountain run competition get into trouble. The PCs are send out to rescue them.
Encounter 7 [Second Day at the Festival]: This section describes some of the events taking place on the second day, allowing you as a DM to add some extra’s to the adventure. The most important event of the day is the arrival of the Ahlissans early in the morning and the problems it generates.
Encounter 8 [Water and Fire]*: Relations between the Hollow Highland Clans and Ahlissa are tense to say the least, and when the minds are clouded by alcohol it all becomes like a cask of alchemist fire. When the spark is provided a huge brawl starts and spread like wildfire. Can the PCs stop it before people get really hurt?

Encounter 9 [Oracle]: A madman is causing a disturbance. He sprouts nonsense, predicting the end of the world, and he does not keep quiet. Or do his ramblings contain some hidden truth?

Encounter 10 [Third Day at the Festival]: This section describes some of the events taking place on the third day, allowing you as a DM to add some extra’s to the adventure. 
Encounter 11 [Gardens Run Wild]*: Nonzfyr lies relatively close to Rieuwood, and no fairy is going to miss the opportunity for a celebration. They are welcome guests, that is, until one gets bored and decides to bring some spice to the celebrations by animating the topiaries of one of the local gnomish garderners.
Conclusion: The festivities have ended, but disturbing rumors about demons trying to disrupt the meeting of the clan elders start to spread. The festivities themselves were a great success, but the PCs are asked to remain a little longer. All neutral observers are called to the Starholm, the main cavern below Nonzfyr. They are needed as the jury for an important trial…  
Introduction

The adventure starts in Pitchfield, where the PCs are likely to enjoy some free time after their last adventure. 

Every adventurer looking for a job in Pitchfield pays a visit to the Broken Manacles. Its owner, Vella Ironbeard, has excellent connections and a fine nose for the right job for the right person. When you visited the tavern, and asked her about a potential job, she immediately directed you to a corner on the balcony where a small gnome, that is even small for a gnome, with a carefully trimmed goatee in a fine suit of brown leather intricately stitched with leave patterns in green, gold, and red was sitting behind a table covered with papers. There are several other people standing in front of the table most of which have the distinct look of adventurers.


When you approach the make-shift desk, you hear the gnome introducing himself to those present. He has a rather shrill voice that reminds you somewhat of a knife scratching a porcelain plate. “I am Orlamm Blackrock of the Nonzfyr clan from the Hollow Highlands.”


“As some of you might know, once every 5 years the clans of the Hollow Highlands come together at Nonzfyr. The elders use the Clanmoot to discuss clan policies while the rest just uses it as an excuse to have fun and to compete at the Highland games. I am in charge of security, and I am looking for guards that are not affiliated with the clans. We might show a united front to the outside world, the clans do bicker among one another and unaligned guards can be of great help.”


“We are looking for guards at the festival terrain, but just as importantly are guards for the real Clanmoot. Many important people are visiting the valley, including the ambassador of Ahlissa, and we do not want an incident like at Bren or the Ahlissan embassy in Pitchfield last year. Not that we are expecting anything like that, we don’t let ourselves being manipulated like those Nemoudian Hounds nor are we as close to a hellhole like the Hestmark Highlands. Still, were several hundred people come together problems are bound to surface and we want to be certain no assassin can penetrate the meeting halls. Interested?” 

Orlamm gladly answers any questions the PCs might have. In return he has a few questions for the PCs as well. He is curious about their lives, what kind of heroics they have committed in the past as well where their loyalties lie. As long as the PCs act within reason there should be no problem.


Below follow a few of the likely questions the PCs might have for Orlamm:


When? “The festival takes place during the three days proceeding midsummer in one month.”


Where? “As usual it is set in the village of Nonzfyr in the northern Hollow Highlands close to Rieuwood.”


How long? “The festival itself consists of three days, but since guests are likely to arrive early and we need guards both before the events start and afterward, it probably costs you 2 weeks.”


How much? “It depends on your skills, and where you are going to be stationed. In your case probably [APL 2: 50 gp; APL 4: 100 gp; APL 6: 150 gp; APL 8: 200], which is going to be doubled in case of any serious trouble you might avert.


What kind of work? “The exact nature of the work depends on your skill. The more experienced adventurers are going to be stationed at the meeting halls where the Council Elders are going to discuss the future. They have to set up the security measures of the region and we are hoping to hire some powerful spellcasters for both arcane and divine protection and warriors. We do not want any assassin to have any opportunity to strike. The less experienced are going to work on the festival terrain itself, dealing with angry merchants, pickpockets and the like.”


Who is visiting this Clanmoot? “Representatives of the more important clans of the Hollow Highlands, and this year the Ahlissans will also be present. Master Thandarthos, the nominal leader of the Hollow Highlands, has invited them to discuss the Calling Mines and the influx of criminals from that region after the uprising at the Mines last year. The Ahlissan diplomats take a small unit of soldiers with them as bodyguards, and those are going to be stationed at the festival terrain. I am sure that Thandarthos knows what he is doing, but their presence is certainly going to add some spice to the festival. I just hope there will not be any deaths, but that is one of the reasons why I am trying to hire adventurers.”


What kind of festivities? “Good question, here,” and he hands out Player’s Handout 1 to the players, “the schedule of the festivities. Obviously we also have one for the clanmeetings, but those assigned to guard these get that schedule when they arrive in Nonzfyr. Such information is top secret, and while I trust you, you never know whether or not your pockets are picked.”


Can we join in on the festivities? “You can visit the market, and you can certainly enjoy the many bards that will be there to entertain the guests. Only clan members of Hollow Highland Clans are allowed to join the many competitions, and then only those that have been specifically selected by their clan elders. Besides, we prefer our guards to remain neutral.”


What about betting? “Like I said, guards should not get themselves into a spot where they have a stake in the matters. Then again, betting is allowed and since you hardly can influence the games, I doubt that many people would object when you do place a bet on the side.”

Orlamm ‘Shrieker’ Blackrock: Male gnome Pal 10 (Bluff +11, Diplomacy +19, Intimidate +12, Sense Motive +10; LG).


Appearance: A small gnome, that’s even small for a gnome (2 feet 10 inches), but he makes up for that with his shrieking voice. He has a dark tan colored skin and blue-greenish eyes. His hair is reddish blond. He has a carefully trimmed goatee and wears a fine suit of brown leather intricately stitched with leave patterns in green, gold and red.  


Personality: In the clan of Nonzfyr, he is known for his voice and his short temper. He has a way to get people to do what he wants (they don’t want to hear his voice for very long and they don’t want to get him mad, ‘cause then his voice gets even worse), and that is why he has been placed in the position of recruiting people for the security of the terrain. He is an expert in leadership in his own personal way.

Development: Unless the PCs are particular rude, or show a real hostility towards the Hollow Highlands they should do fine. Orlamm needs a large group of guards, and he cannot afford to be too picky. He warns Ahlissans to keep their heritage to themselves while working for their own good. If the protest, Orlamm just shrugs, and state that it is their own health and goods they are risking. He cannot guarantee that none of the visitors is going to make them the center of their attention if their heritage is known. It is not that the clans are going to kill them, just that some of their jokes might be a bit less good natured then normal. Only in an extreme case does Orlamm refuse to hire somebody, in which case the adventure is over. A friend could vouch for that person if the character succeeds in a DC 15 Diplomacy check and he becomes responsible for his friend’s behavior.


If the PCs accept the job, he gratefully shakes their hand, notes down their name and profession, and hands them a piece of paper with the wax-seal of the Nonzfyr clan and offers them a drink. He looks forward to meeting them again within a month. In between the PCs might be going on other adventures (which does not mean such an adventure actually has to played out now), and they certainly have time enough to buy necessary supplies. Remember that Pitchfield has a gp limit of 3000 gp and then unless the PC has access to a particular item in Pitchfield itself they cannot buy any item before this scenario more expensive then this amount of gold.

Encounter 1:

Arrival
Once the PCs have prepared their spells, items and have introduced one another, proceed with the following.

A month has passed since you met the gnome Orlamm, and the last couple of days you have been traveling to Nonzfyr in the Hollow Highlands. The trip through the dry rocky hills over small dusty trails and winding snake-like canyons under the relentless burning gaze of Pelor was far from comfortable, but the trip could have been worse. Still, when you passed a watchpost manned by a unit of Burrowers, who thoroughly checked your papers, you realized that you were getting near. You knew that a nice pint of cool ale or glass of frosted wine and a comfortable bed awaits you this evening. 


So when the trail crossed a ridge and past between two large boulders, the sight of Nonzfyr did not come as a surprise. Not that you saw any houses. The gnomes of Nonzfyr, as most gnomes in the Flanaesse, live below ground. The valley was clearly being prepared for the coming festivities with many gnomes, halflings and dwarves working on building tents, stalls and a huge stage. Deeper down into the valley you noted more tents being erected within a grassy region right next to the river. A high steep ridge at the northern side of the valley provides an excellent view on the valley below, and even from that distance you noted guard posts on it. The valley is almost perfect for the festivities, it is wide, flat and rock free with steep slopes that function almost as walls. You came by the only open road, but you are certain many secret paths, both above and under the ground provide ample of opportunities to flee the region in case of an emergency.


In any event, you quickly walked down the trail into the valley, passing another guard post, which was not yet manned. Once down, you were quickly intercepted by a gnome teenager who brought you to the tents for the guards, directly across the river south of the festival terrain. Before you could settle, you were directed to the big tent west of the guard camp from where Orlamm was leading security, and which also functioned as the mess for the guards. After having enjoyed lunch, you and apparently several others were called together under a huge hollow willow growing next to the river which Orlamm apparently uses as a comfortable office.


When Orlamm sees you approach, he raises from the ground, a smile on his face and offering to shake your hands for a welcome. “Ah, I have been expecting you. How was the trip?” 

Orlamm starts with some polite chit chat, enquiring about the health of the PCs their family and that sort of things. He also offers them something to drink. Once everybody has settled and pleasantries have been exchanged he starts discussing business. Impatient PCs, who show their discontent with these affairs, are ignored. Orlamm has no love for the impolite, and there is no reason to be hasty. If the whole group is impatient, the group visibly irritates him, but he does come to heart of the matter sooner.

“Right, lets start, shall we?” Before you can answer the question, Orlamm proceeds, “You have been assigned as guards to the Clanmoot Festival. Your tasks is going to be relatively simple, just try to keep the peace amongst the visitors and to try to prevent pickpocketers and the like from successfully operating on the terrain. Of course, like all things simple there are going to be some complications. A small group of Ahlissan soldiers is going to attend the Festival as part of the bodyguard of the Ahlissan Ambassador. Like I said when spoke a month ago, their visit is certainly going to add some spice to the event. I just hope that any violence that might erupt keeps itself to fists, sticks and stones. I don’t want any deaths during this festival on either side. During the festival you are going to be stationed in one of the tents around the Mess tent you ate in earlier. You are on duty 24 hours which includes breaks, a good nights rest and while on patrol you are allowed to make purchases on the market and watch the games, just make sure you also watch the public for trouble. Corporal X of the Burrowers over there,” while pointing at a nearby rather large gnome,”is going to give you a tour of the terrain. Any questions?”
The PCs are likely to have several questions for Orlamm. Below follow some of the more likely questions and their answer:

Do we need to wear a uniform? “Not really. We do not have enough clothes for that. Corporal X will give you green and brown sashes to denote you as watches.”  

What exactly are we allowed to do? “Your job is basically the same as that of any watch in a town. I could give you a long speech about law and order, but the truth is that the Hollow Highlanders are not very keen on either law or order in the strictest sense of the word. We are governed by traditions, and each clan has its own. Just keep the peace, and make sure none of the guests is robbed, assaulted or killed. Duels are allowed, as long as they are not to the death, limit the fight to an area outside the terrain and they make sure a healer is at hand. It wouldn’t surprise me if you are asked to referee a couple of these fights. We are a bit hot tempered at times and many of us love a good fight. One thing, while the visitors are allowed to keep most of their weapons, they need to be sheathed, peace strung and sealed. Polearms and missile weapons outside the match terrain are strictly prohibited except for the guards.”

Can we arrest people? “You can detain people, but in that case, or in case of any real trouble, you should immediately alert me. I am responsible ultimately, and while I trust you to behave, I at the least want to know what is going on.” 

When do the first guests arrive? “The first clans are going to arrive in 2 days, the last probably 2 days later. The Ahlissans arrive in 5 days, one day after the start of the Clanmoot. The first day contains a memorial service to those who lost their life in the Greyhawk Wars and we think their presence might cause a bit too much anguish and trouble.”

Development: Once the PCs have asked all they want to know for the moment, Orlamm reminds them that the characters can always contact him for help, even in the middle of the night. Give the players Player’s Handout 2 which is a map of the festival terrain. Allow the players to look at the map, and check if they have any questions about it, or in general. Short descriptions of the terrain follow below. Once their curiosity is satisfied, proceed with Encounter 2.
Encounter 2:

Arrival of the Clans 

Even without the possible threat of Wastrians, raiders and monsters there always is the chance that some of the invited attendees resort to violence or other illegal activities. Every visitor to the region is searched for illegal contraband, polearms are confiscated and weapons peace bound. The job looks tedious, but once in a while something interesting does happen.

Encounter 3: 

First Day at the Festival 

Even while on duty the PCs are free to buy from the many merchants, join some of the unofficial games or just enjoy the scenery. 
Encounter 4: 

Kids

What to do when a group of kids has decided to make life miserable for grown ups?

Encounter 5:

Bloodlust

Without warning one of the guests snaps, and starts to attack bystanders. His wife and kids beg the PCs to safe his life. Will they?

[The fact that the PCs need to get him alive is compensated by the fact that they only face one opponent.]

APL 2 (EL 5)

Barkass: Male dwarf Bbn5; hp xx; See Appendix 1.
APL 4 (EL 7)

Barkass: Male dwarf wereboar Bbn4; hp xx; See Appendix 2.

APL 6 (EL 9)

Barkass: Male dwarf wereboar Bbn6; hp xx; See Appendix 3.

APL 8 (EL 11)

Barkass: Male dwarf wereboar Bbn8; hp xx; See Appendix 4.

Tactics: sdfdsf

Treasure:
While taking the loot of Barkass is theft, both his wife and clan give the PCs a reward to cover any damages. If they kept him alive the reward is going to be even more generous.

APL 2: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 4: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 6: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 8: Loot (0 gp); Coin (0 gp); Magic (0 gp).

Development: fsdfdsf
[Dealing with lycanthropy infection]
Encounter 6: 

When Weather Turns Bad

Creatures: The challenge of this encounter does not lie in defeating creatures, but in overcoming the dangerous terrain, comparable to a trap while getting people out alive.
APL 2 (EL 2)

Pit Trap: location trigger; DC 20 Reflex save avoids; 40 ft. deep (4d6, fall); Search DC 20; Disable Device DC 20.
APL 4 (EL 4)

Pit Trap: location trigger; DC 20 Reflex save avoids; 80 ft. deep (8d6, fall); Search DC 20; Disable Device DC 20. 
APL 6 (EL 6)

Built-to-Collapse Wall: proximity trigger; Atk +20 melee (8d6, stone blocks); multiple targets (all targets in a 10-ft.-by-10-ft. area); Search DC 14; Disable Device DC 16. 
APL 8 (EL 8)

Built-to-Collapse Wall: proximity trigger; Atk +20 melee (8d6, stone blocks); multiple targets (all targets in a 10-ft.-by-10-ft. area); Search DC 14; Disable Device DC 16. 

Spiked Blocks from Ceiling: location trigger; Atk +20 melee (6d6, spikes); multiple targets (all targets in a 10-ft.-by-10-ft. area); Search DC 24; Disable Device DC 20.
Tactics: sdfdsf

Treasure:
Those rescued are grateful and give some coin to the rescuers.

APL 2: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 4: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 6: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 8: Loot (0 gp); Coin (0 gp); Magic (0 gp).

Encounter 7: 

Second Day at the Festival
Encounter 8: Water and Fire

Relations between the Hollow Highland Clans and Ahlissa are tense to say the least, and when the minds are clouded by alcohol it all becomes like a cask of alchemist fire. When the spark is provided a huge brawl starts and spread like wildfire. Can the PCs stop it before people get really hurt?

All APLs

Typical Hollow Highlander: hp xx; See Appendix 1 - 4.

Ahlissan Soldier: hp xx; See Appendix 1 - 4.
APL 2 (EL 6)

Trouble Rouser: Male human Marshal2; hp xx; See Appendix 1.
Drunken Warriors (2): Male dwarf Ftr1; hp xx; See Appendix 1.

Drunken Ragers (2): Male human Bbn1; hp xx; See Appendix 1.
APL 4 (EL 8)

Trouble Rouser: Male human Marshal5; hp xx; See Appendix 2.

Drunken Warriors (2): Male dwarf Ftr3; hp xx; See Appendix 2.

Drunken Ragers (2): Male human Bbn3; hp xx; See Appendix 2.

APL 6 (EL 10)

Trouble Rouser: Male human Marshal7; hp xx; See Appendix 3.

Drunken Warriors (2): Male dwarf Ftr5; hp xx; See Appendix 3.

Drunken Ragers (2): Male human Bbn5; hp xx; See Appendix 3.

APL 8 (EL 12)

Trouble Rouser: Male human Marshal9; hp xx; See Appendix 4.

Drunken Warriors (2): Male dwarf Ftr7; hp xx; See Appendix 4.

Drunken Ragers (2): Male human Bbn7; hp xx; See Appendix 4.

Tactics:vbbb

Treasure: 

Taking the equipment of anybody involved in the fight is considered theft and it is treated harshly. On the other hand, those involved in the fight feel remorse the next day, and they provide the PCs with a small reward, provided they did not kill anybody.


APL 2: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 4: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 6: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 8: Loot (0 gp); Coin (0 gp); Magic (0 gp).

Development: dsfsdf
Encounter 9: 

Oracle

A madman is causing a disturbance. He sprouts nonsense, predicting the end of the world, and he does not keep quiet. Or does his ramblings contain some hidden truth?

Encounter 10: 

Third Day at the Festival
Encounter 11:

Gardens Run Wild
Nonzfyr lies relatively close to Rieuwood, and no fairy is going to miss the opportunity for a celebration. They are welcome guests, that is, until one gets bored and decides to bring some spice to the celebrations by animating the topiaries of one of the local gnomish gardeners.
APL 2 (EL 5)

Boar Topiary Guardians (2): hp 32; See Appendix 1.
APL 4 (EL 7)

Boar Topiary Guardians (4): hp 32; See Appendix 2.

APL 6 (EL 9)

Lion Topiary Guardians (2): hp 85; See Appendix 3.
APL 8 (EL 11)

Lion Topiary Guardians (4): hp 85; See Appendix 4.
Tactics: sdfdsf

Treasure:
There is little to take from bushes, but some of the fey feel a bit guilty about the prank. Their intent was never for anybody to get harmed. So they hand out a few gems as a way to compensate for any losses.

APL 2: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 4: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 6: Loot (0 gp); Coin (0 gp); Magic (0 gp).


APL 8: Loot (0 gp); Coin (0 gp); Magic (0 gp).

Development: fsdfdsf
Conclusion

[This section contains the wrap-up of the adventure. Include any rewards given to the characters, final explanations and other conditions that the game master might need. Remove this paragraph.]

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.

Encounter 1: [Title]
Experience objective


APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

Encounter 2: [Title]
APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

Discretionary Role-playing Award

APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

[Note to authors: the roleplaying award and story awards must be 20% or less of the total award for the scenario and may only be awarded when less than the maximum number of EL’s for the APL is used. Remove this paragraph.]

Total Possible Experience: 


APL2 
675 XP 

APL4 
1013 XP 

APL6 
1350 XP 

APL8 
1688 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 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

Maximum Treasure

APL 2: 675 gp

APL 4: 975 gp

APL 6: 1350 gp

APL 8: 1950 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]
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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

Encounter 5: Bloodlust

Barkass: Male dwarf Bbn5; CR 5; Medium Humanoid (dwarf); HD 5d12+15; hp 45; Spd 30 ft.; Init  +1; AC 19, touch 11, flat-footed 18; Base Atk +5; Grp +8; Atk +9 melee (1d10+3/x3, masterwork dwarven waraxe); Full Atk +9 melee (1d10+3/x3, masterwork dwarven waraxe); SA Rage 2/day; SQ Darkvision 60 ft., improved uncanny dodge, +2 racial bonus on saves vs. poison, spells and spell-like abilities, stability, stonecunning; AL CN; SV Fort +8, Ref +3, Will +3; Str 16, Dex 13, Con 16, Int 10, Wis 12, Cha 6.

Skills and Feats: Climb +11, Craft (armor smith) +11, Survival +9, Swim +3; Endurance, Skill Focus (craft).


Rage (Ex): 2/day ─ AC 17; Str 20, Con 20; hp 55; Grp +10; Full Atk +10 melee (1d10+5/x3, dwarven waraxe); SV Fort +9, Ref +2, Will +4.


Possessions: Masterwork dwarven waraxe, dagger, +1 breastplate, masterwork heavy wooden shield, cloak of resistance +1.
Encounter 8: Water and Fire

Typical Hollow Highlander: Human male/female War1; CR ½; Medium Humanoid (human); HD 1d8+1; hp 6; Init +1; Spd 30 ft.; AC 14, touch 11, flat-footed 13; Base Atk +1; Grp +2; Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); Full Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); AL CN; SV Fort +3, Ref +1, Will +0; Str 13, Dex 12, Con 12, Int 9, Wis 10, Cha 8.

Skills and Feats: Climb +3, Hide +1, Jump +1, Move Silently +1, Swim +0; Stealthy, Point Blank Shot.


Possessions: Longsword, dagger, studded leather, buckler.


Note: Roughly 1/4th of the Hollow Highlanders is human, the other races are mainly dwarves, gnomes and halflings. Remove 1 feat and 4 skill points, modify the abilities and add the racial abilities.
Ahlissan Soldier: Human male/female War1; CR ½; Medium humanoid (human); HD 1d8+1; hp 6; Init +0; Spd 20 ft.; AC 17, touch 10, flat-footed 17; Base Atk +1; Grp +3; Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); Full Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); AL LN; SV Fort +3, Ref +0, Will +0; Str 14, Dex 11, Con 12, Int 10, Wis 10, Cha 8.

Skills and Feats: Handle Animal +3, Intimidate +3, Ride +4; Mounted Combat, Weapon Focus (longsword).


Possessions: Longsword, dagger, chain mail, heavy wooden shield.
Trouble Rouser: Male human Marshal2; CR 2; Medium Humanoid (human); HD 2d8+2; hp 15; Init +3*; Spd 20 ft.; AC 17**, touch 11, flat-footed 16; Base Atk +1; Grp +3; Atk* +0 melee (1d8+3§/x3, masterwork longspear) or +3 melee (1d3+3§, fist) or -2 ranged (1d4+3§, stone); Full Atk* +0 melee (1d8+3§/x3, masterwork longspear) or +3 melee (1d3+3§, fist) or -2 ranged (1d4+3§, stone); SQ Major aura (motivate ardor), minor aura +2 (motivate dexterity); AL CN; SV Fort +5, Ref +2, Will +3; Str 14, Dex 12, Con 13, Int 10, Wis 8, Cha 15.

* Includes the minor aura motivate dexterity and motivate ardor.


** Excludes the buckler which he does use when prevented from using his longspear.


Skills and Feats: Bluff +7, Diplomacy +12, Gather Information +4, Knowledge (nature) +7, Knowledge (the Splintered Sun) +5, Survival +6; Combat Reflexes, Improved Unarmed Strike, Skill Focus (diplomacy).


Auras (Ex): The marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. 

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

Unless otherwise noted, a marshal's aura affects all allies within 60 feet (including himself) who can hear the marshal An ally must have an intelligence score of 5 or higher and be able to understand the marshal's language to gain the bonus, A marshal's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or under​stood by his allies.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks.

Motivate Ardor: Bonus on damage rolls.


Possessions: Masterwork longspear, dagger, handaxe, +1 breastplate, masterwork buckler, cloak of resistance +1, 2 potions of cure light wounds. 
Drunken Warriors (2): Male dwarf Ftr1; CR 1; Medium Humanoid (dwarf); HD 1d10+3; hp 13; Init +0; Spd 20 ft.; AC 18, touch 10, flat-footed 18; Base Atk +1; Grp +3; Atk +5 melee (1d10+2/x3, masterwork dwarven waraxe); Full Atk +5 melee (1d10+2/x3, masterwork dwarven waraxe); SQ Darkvision 60 ft., +2 racial bonus on saves vs. poison, spells and spell-like effects, stability, stonecunning; AL N; SV Fort +5, Ref +0, Will +1; Str 15, Dex 10, Con 16, Int 13, Wis 12, Cha 6.


Skills and Feats: Climb -2, Craft (varies) +5, Jump -2; Combat Expertise, Weapon Focus (dwarven waraxe).


Possessions: Masterwork dwarven waraxe, dagger, banded mail, heavy wooden shield.
Drunken Ragers (2): Male human Bbn1; CR 1; Medium Humanoid (human); HD 1d12+1; hp 13; Init +0; Spd 40 ft.; AC 16, touch 12, flat-footed 14; Base Atk +1; Grp +3; Atk +3 melee (1d12+3/x3, greataxe); Full Atk +3 melee (1d12+3/x3, greataxe); SA Rage 1/day; AL CN; SV Fort +3, Ref +2, Will +1; Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +5, Hide +5, Jump +5, Listen +5, Move Silently +5, Survival +5, Swim +4; Power Attack, Stealthy.


Rage (Ex): 1/day─Str 19, Con 17; hp 15; AC 14; Atk +5 melee (1d12+6/x3, greataxe); SV Fort +5, Ref +2, Will +3.


Possessions: Greataxe, dagger, masterwork chain shirt.
Encounter 11: Gardens Run Wild

Boar Topiary Guardians (2): CR 3; Medium Plant; HD 5d8+10; hp 32 hp; Init +3; Spd 40 ft.; AC 17, touch 13, fl at-footed 14; Base Atk +3; Grp +6; Atk +6 melee (2d6+4, gore); Full Atk +6 melee (2d6+4, gore); SA Ferocity, merciful; SQ DR 10/slashing, freeze, low-light vision, plant traits, tremorsense 90 ft., vulnerability to fire; AL N; SV Fort +6, Ref +4, Will +1; Str 17, Dex 16, Con 14, Int —, Wis 10, Cha 1.


Skills and Feats: Move Silently +11; —

Ferocity (Ex): A boar topiary guardian continues to fight without penalty even while disabled or dying.

Merciful (Ex): A topiary guardian can deal non-lethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use non-lethal attacks; any other attack order causes the creature to deal lethal damage. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature.

Possessions: None.  
Appendix 2: 

APL 4

Encounter 5: Bloodlust

Barkass: Male dwarf wereboar Bbn4 (hybrid form); CR 7; Medium Humanoid (dwarf, shapechanger); HD 4d12+3d8+42; hp 79; Spd 40 ft.; Init  +1; AC 20, touch 11, flat-footed 19; Base Atk +6; Grp +11; Atk +12 melee (1d10+8/x3, +1 dwarven waraxe) or +11 melee (1d4+5, claw); Full Atk +12/+7 melee (1d10+8/x3, +1 dwarven waraxe) and +6 melee (1d6+2, gore), or +11/+11 melee (1d6+5, claw) and +6 melee (1d6+2, gore); SA Curse of lycanthropy, Rage 2/day; SQ Alternate form, boar empathy, DR 10/silver, ferocity, darkvision 60 ft., low-light vision, +2 racial bonus on saves vs. poison, spells and spell-like abilities, scent, stability, stonecunning, uncanny dodge; AL CN; SV Fort +15, Ref +6, Will +6; Str 20, Dex 13, Con 24, Int 10, Wis 12, Cha 6.


Skills and Feats: Climb +12, Craft (armor smith) +10, Listen +3, Spot +3, Survival +8, Swim +12; Alertness, Endurance, Iron Will, Power Attack, Skill Focus (craft).


Rage (Ex): 2/day ─ AC 18; Str 24, Con 28; hp 93; Grp +15; Full Atk +14 melee (1d10+11/x3, +1 dwarven waraxe) and +8 melee (1d6+3, gore); SV Fort +17, Ref +6, Will +8.


Alternate Form (Su): A wereboar can assume the form of a boar or a boar-humanoid hybrid. 


Boar Empathy (Ex): Communicate with boars and dire boars, and +4 racial bonus on Charisma-based checks against boars and dire boars. 


Curse of Lycanthropy (Su): Any humanoid or giant hit by the wereboar’s gore attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy. 


Ferocity (Ex): A wereboar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.


Possessions: +1 dwarven waraxe, dagger, cloak of resistance +1, amulet of natural armor +1.
Encounter 8: Water and Fire

Typical Hollow Highlander: Human male/female War1; CR ½; Medium Humanoid (human); HD 1d8+1; hp 6; Init +1; Spd 30 ft.; AC 14, touch 11, flat-footed 13; Base Atk +1; Grp +2; Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); Full Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); AL CN; SV Fort +3, Ref +1, Will +0; Str 13, Dex 12, Con 12, Int 9, Wis 10, Cha 8.


Skills and Feats: Climb +3, Hide +1, Jump +1, Move Silently +1, Swim +0; Stealthy, Point Blank Shot.


Possessions: Longsword, dagger, studded leather, buckler.


Note: Roughly 1/4th of the Hollow Highlanders is human, the other races are mainly dwarves, gnomes and halflings. Remove 1 feat and 4 skill points, modify the abilities and add the racial abilities.
Ahlissan Soldier: Human male/female War1; CR ½; Medium humanoid (human); HD 1d8+1; hp 6; Init +0; Spd 20 ft.; AC 17, touch 10, flat-footed 17; Base Atk +1; Grp +3; Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); Full Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); AL LN; SV Fort +3, Ref +0, Will +0; Str 14, Dex 11, Con 12, Int 10, Wis 10, Cha 8.


Skills and Feats: Handle Animal +3, Intimidate +3, Ride +4; Mounted Combat, Weapon Focus (longsword).


Possessions: Longsword, dagger, chain mail, heavy wooden shield.
Trouble Rouser: Male human Marshal5; CR 5; Medium Humanoid (human); HD 5d8+10; hp 38; Init +4*; Spd 20 ft.; AC 17**, touch 11, flat-footed 16; Base Atk +4; Grp +11; Atk* +3 melee (1d8+3§/x3, masterwork longspear) or +6 melee (1d3+3§, fist) or +1 ranged (1d4+3§, stone); Full Atk* +3 melee (1d8+3§/x3, masterwork longspear) or +6 melee (1d3+3§, fist) or +1 ranged (1d4+3§, stone); SQ Grant move action 1/day, major aura (motivate ardor), minor aura +3 (master of opportunity, motivate charisma, motivate dexterity); AL CN; SV Fort +6, Ref +3, Will +4; Str 14, Dex 12, Con 13, Int 10, Wis 8, Cha 16.


* Includes the minor aura motivate dexterity and motivate ardor.


** Excludes the buckler which he does use when prevented from using his longspear.


Skills and Feats: Bluff +14, Diplomacy +19, Gather Information +8, Knowledge (nature) +7, Knowledge (the Splintered Sun) +5, Perform (oratory) +9, Survival +6; Combat Reflexes, Improved Grapple, Improved Unarmed Strike, Skill Focus (diplomacy).


Languages spoken: Common, Old Oeridian, Dwarfs and Orcish.


Auras (Ex): The marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. 

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

Unless otherwise noted, a marshal's aura affects all allies within 60 feet (including himself) who can hear the marshal An ally must have an intelligence score of 5 or higher and be able to understand the marshal's language to gain the bonus, A marshal's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or under​stood by his allies.

Master of Opportunity: Bonus to Armor Class against attacks of opportunity.

Motivate Charisma: Bonus on Charisma checks and Charisma-based skill checks.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks.

Motivate Ardor: Bonus on damage rolls.

Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies' initiative count; the round continues normally after the marshal's turn is over. (This may mean, for example, that an ally whose ini​tiative count immediately follows the marshal's may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally's turn.)

A character can take only one extra move action per round, (In other words, two marshals can't use this ability on the same ally in the same round.) If an ally chooses not to take the extra move action, it is lost.


Possessions: Masterwork longspear, dagger, handaxe, +1 breastplate, masterwork buckler, cloak of resistance +1, circlet of persuasion, 2 potions of cure light wounds. 
Drunken Warriors (2): Male dwarf Ftr3; CR 3; Medium Humanoid (dwarf); HD 3d10+9; hp 31; Init +0; Spd 20 ft.; AC 20, touch 10, flat-footed 20; Base Atk +3; Grp +5; Atk +7 melee (1d10+2/x3, masterwork dwarven waraxe); Full Atk +7 melee (1d10+2/x3, masterwork dwarven waraxe); SQ Darkvision 60 ft., +2 racial bonus on saves vs. poison, spells and spell-like effects, stability, stonecunning; AL N; SV Fort +7, Ref +2, Will +5; Str 15, Dex 10, Con 16, Int 13, Wis 12, Cha 6.


Skills and Feats: Climb +2, Craft (varies) +6, Jump +2; Combat Expertise, Iron Will, Power Attack, Weapon Focus (dwarven waraxe).


Possessions: Masterwork dwarven waraxe, dagger, masterwork full plate, masterwork heavy wooden shield, cloak of resistance +1.
Drunken Ragers (2): Male human Bbn3; CR 3; Medium Humanoid (human); HD 3d12+3; hp 29; Init +0; Spd 40 ft.; AC 17, touch 12, flat-footed 15; Base Atk +3; Grp +5; Atk +6 melee (1d12+3/x3, masterwork greataxe); Full Atk +6 melee (1d12+3/x3, masterwork greataxe); SA Rage 1/day; SQ Uncanny dodge; AL CN; SV Fort +4, Ref +3, Will +2; Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +7, Hide +11, Jump +7, Listen +9, Move Silently +6, Spot +3, Survival +7, Swim +6; Alertness, Power Attack, Stealthy.


Rage (Ex): 1/day─Str 19, Con 17; hp 35; AC 15; Atk +8 melee (1d12+6/x3, masterwork greataxe); SV Fort +6, Ref +3, Will +4.


Possessions: Masterwork Greataxe, dagger, +1 chain shirt, cloak of elvenkind.
Encounter 11: Gardens Run Wild

Boar Topiary Guardians (4): CR 3; Medium Plant; HD 5d8+10; hp 32 hp; Init +3; Spd 40 ft.; AC 17, touch 13, fl at-footed 14; Base Atk +3; Grp +6; Atk +6 melee (2d6+4, gore); Full Atk +6 melee (2d6+4, gore); SA Ferocity, merciful; SQ DR 10/slashing, freeze, low-light vision, plant traits, tremorsense 90 ft., vulnerability to fire; AL N; SV Fort +6, Ref +4, Will +1; Str 17, Dex 16, Con 14, Int —, Wis 10, Cha 1.


Skills and Feats: Move Silently +11; —

Ferocity (Ex): A boar topiary guardian continues to fight without penalty even while disabled or dying.

Merciful (Ex): A topiary guardian can deal non-lethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use non-lethal attacks; any other attack order causes the creature to deal lethal damage. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature.

Possessions: None.  
Appendix 3:

APL 6

Encounter 5: Bloodlust

Barkass: Male dwarf wereboar Bbn6 (hybrid form); CR 9; Medium Humanoid (dwarf, shapechanger); HD 6d12+3d8+56; hp 105; Spd 40 ft.; Init  +2; AC 22, touch 12, flat-footed 20; Base Atk +8; Grp +13; Atk +14 melee (1d10+8/x3, +1 dwarven waraxe) or +13 melee (1d4+5, claw); Full Atk +14/+9 melee (1d10+8/x3, +1 dwarven waraxe) and +8 melee (1d6+2, gore), or +13/+13 melee (1d6+5, claw) and +8 melee (1d6+2, gore); SA Curse of lycanthropy, rage 2/day; SQ Alternate form, boar empathy, DR 10/silver, ferocity, darkvision 60 ft., improved uncanny dodge, low-light vision, +2 racial bonus on saves vs. poison, spells and spell-like abilities, scent, stability, stonecunning; AL CN; SV Fort +16, Ref +8, Will +7; Str 20, Dex 14, Con 24, Int 10, Wis 12, Cha 6.


Skills and Feats: Climb +14, Craft (armor smith) +12, Listen +3, Spot +3, Survival +10, Swim +14; Alertness, Endurance, Improved Bulrush, Iron Will, Power Attack, Skill Focus (craft).


Rage (Ex): 2/day ─ AC 20; Str 24, Con 28; hp 123; Grp +15; Full Atk +16 melee (1d10+11/x3, +1 dwarven waraxe) and +10 melee (1d6+3, gore); SV Fort +18, Ref +8, Will +9.


Alternate Form (Su): A wereboar can assume the form of a boar or a boar-humanoid hybrid. 


Boar Empathy (Ex): Communicate with boars and dire boars, and +4 racial bonus on Charisma-based checks against boars and dire boars. 


Curse of Lycanthropy (Su): Any humanoid or giant hit by the wereboar’s gore attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy. 


Ferocity (Ex): A wereboar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.


Possessions: +1 dwarven waraxe, dagger, cloak of resistance +1, amulet of natural armor +2.
Encounter 8: Water and Fire

Typical Hollow Highlander: Human male/female War1; CR ½; Medium Humanoid (human); HD 1d8+1; hp 6; Init +1; Spd 30 ft.; AC 14, touch 11, flat-footed 13; Base Atk +1; Grp +2; Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); Full Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); AL CN; SV Fort +3, Ref +1, Will +0; Str 13, Dex 12, Con 12, Int 9, Wis 10, Cha 8.


Skills and Feats: Climb +3, Hide +1, Jump +1, Move Silently +1, Swim +0; Stealthy, Point Blank Shot.


Possessions: Longsword, dagger, studded leather, buckler.


Note: Roughly 1/4th of the Hollow Highlanders is human, the other races are mainly dwarves, gnomes and halflings. Remove 1 feat and 4 skill points, modify the abilities and add the racial abilities.
Ahlissan Soldier: Human male/female War1; CR ½; Medium humanoid (human); HD 1d8+1; hp 6; Init +0; Spd 20 ft.; AC 17, touch 10, flat-footed 17; Base Atk +1; Grp +3; Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); Full Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); AL LN; SV Fort +3, Ref +0, Will +0; Str 14, Dex 11, Con 12, Int 10, Wis 10, Cha 8.


Skills and Feats: Handle Animal +3, Intimidate +3, Ride +4; Mounted Combat, Weapon Focus (longsword).


Possessions: Longsword, dagger, chain mail, heavy wooden shield.
Trouble Rouser: Male human Marshal7; CR 7; Medium Humanoid (human); HD 7d8+7; hp 46; Init +1; Spd 20 ft.; AC 20**, touch 11, flat-footed 19; Base Atk +5; Grp +12; Atk +4 melee (1d8+2§/x3, masterwork longspear) or +7 melee (1d3+2§, fist) or +2 ranged (1d4+2§, stone); Full Atk +4 melee (1d8+2§/x3, masterwork longspear) or +7 melee (1d3+2§, fist) or +2 ranged (1d4+2§, stone); SQ Grant move action 1/day, major aura: +2 (motivate ardor, motivate attack), minor aura +4 (master of opportunity, master of tactics, motivate charisma, motivate dexterity); AL CN; SV Fort +7, Ref +4, Will +5; Str 14, Dex 12, Con 13, Int 10, Wis 8, Cha 18.


* The above stats exclude any auras!

** Excludes the buckler which he does use when prevented from using his longspear.


Skills and Feats: Bluff +17, Diplomacy +22, Gather Information +9, Knowledge (nature) +7, Knowledge (the Splintered Sun) +5, Listen +3, Perform (oratory) +12, Spot +3, Survival +6; Alertness, Combat Reflexes, Improved Grapple, Improved Unarmed Strike, Skill Focus (diplomacy).


Languages spoken: Common, Old Oeridian, Dwarfs and Orcish.


Auras (Ex): The marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. 

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

Unless otherwise noted, a marshal's aura affects all allies within 60 feet (including himself) who can hear the marshal An ally must have an intelligence score of 5 or higher and be able to understand the marshal's language to gain the bonus, A marshal's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or under​stood by his allies.

Master of Opportunity: Bonus to Armor Class against attacks of opportunity.

Master of Tactics: Bonus on damage rolls when flanking.
 
Motivate Ardor: Bonus on damage rolls.


Motivate Attack: Bonus on melee attack rolls.

Motivate Charisma: Bonus on Charisma checks and Charisma-based skill checks.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks.

Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies' initiative count; the round continues normally after the marshal's turn is over. (This may mean, for example, that an ally whose ini​tiative count immediately follows the marshal's may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally's turn.)

A character can take only one extra move action per round, (In other words, two marshals can't use this ability on the same ally in the same round.) If an ally chooses not to take the extra move action, it is lost.


Possessions: Masterwork longspear, dagger, handaxe, +1 full plate, masterwork buckler, vest of resistance +1, cloak of charisma +2, circlet of persuasion, 2 potions of cure moderate wounds. 
Drunken Warriors (2): Male dwarf Ftr5; CR 5; Medium Humanoid (dwarf); HD 5d10+15; hp 49; Init +0; Spd 20 ft.; AC 22, touch 10, flat-footed 22; Base Atk +5; Grp +8; Atk +10 melee (1d10+5/x3, masterwork dwarven waraxe); Full Atk +10 melee (1d10+5/x3, masterwork dwarven waraxe); SQ Darkvision 60 ft., +2 racial bonus on saves vs. poison, spells and spell-like effects, stability, stonecunning; AL N; SV Fort +8, Ref +2, Will +5; Str 16, Dex 10, Con 16, Int 13, Wis 12, Cha 6.


Skills and Feats: Climb +4, Craft (varies) +9, Jump +4; Combat Expertise, Iron Will, Power Attack, Weapon Focus (dwarven waraxe), Weapon Specialization (dwarven waraxe).


Possessions: Masterwork dwarven waraxe, dagger, +1 full plate, +1 heavy wooden shield, cloak of resistance +1.
Drunken Ragers (2): Male human Bbn5; CR 5; Medium Humanoid (human); HD 5d12+5; hp 45; Init +0; Spd 40 ft.; AC 17, touch 12, flat-footed 15; Base Atk +5; Grp +8; Atk +9 melee (1d12+4/x3, masterwork greataxe); Full Atk +9 melee (1d12+4/x3, masterwork greataxe); SA Rage 2/day; SQ Improved uncanny dodge; AL CN; SV Fort +5, Ref +3, Will +2; Str 16, Dex 14, Con 13, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +10, Hide +12, Jump +10, Listen +11, Move Silently +12, Spot +3, Survival +9, Swim +9; Alertness, Power Attack, Stealthy.


Rage (Ex): 2/day─Str 20, Con 17; hp 55; AC 15; Atk +11 melee (1d12+7/x3, masterwork greataxe); SV Fort +7, Ref +3, Will +4.


Possessions: Masterwork greataxe, dagger, +1 chain shirt, cloak of elvenkind, boots of elvenkind.

Encounter 11: Gardens Run Wild

Lion Topiary Guardians (2): CR 7; Large Plant; HD 10d8+40; hp 85 hp; Init +2; Spd 40 ft.; AC 17, touch 11, fl at-footed 15; Base Atk +7; Grp +18; Atk +13 melee (1d6+7, claw); Full Atk +13/+13 melee (1d6+7, claw) and +8 melee (1d8+3, bite); Space/Reach: 10 ft./10 ft.; SA Improved grab, merciful, pounce, rake 1d6+3; SQ DR 10/slashing, freeze, low-light vision, plant traits, tremorsense 90 ft., vulnerability to fire; AL N; SV Fort +11, Ref +5, Will +3; Str 25, Dex 14, Con 18, Int —, Wis 10, Cha 1.


Skills and Feats: Move Silently +10; —

Improved Grab (Ex): To use this ability, a lion topiary guardian must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and can rake on subsequent rounds. 

Pounce (Ex): If a lion topiary guardian charges a foe, it can make a full attack, including two rake attacks. Rake (Ex): Attack bonus +13 melee, damage 1d6+3.

Merciful (Ex): A topiary guardian can deal non-lethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use non-lethal attacks; any other attack order causes the creature to deal lethal damage. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature.

Possessions: None.
Appendix 4: 

APL 8

Encounter 5: Bloodlust

Barkass: Male dwarf wereboar Bbn8 (hybrid form); CR 11; Medium Humanoid (dwarf, shapechanger); HD 8d12+3d8+77; hp 138; Spd 40 ft.; Init  +2; AC 22, touch 12, flat-footed 20; Base Atk +10; Grp +15; Atk +16 melee (1d10+8/x3, +1 dwarven waraxe) or +15 melee (1d4+5, claw); Full Atk +16/+11 melee (1d10+8/x3, +1 dwarven waraxe) and +10 melee (1d6+2, gore), or +15/+15 melee (1d6+5, claw) and +10 melee (1d6+2, gore); SA Curse of lycanthropy, rage 3/day; SQ Alternate form, boar empathy, DR 10/silver, DR 1/─, ferocity, darkvision 60 ft., improved uncanny dodge, low-light vision, +2 racial bonus on saves vs. poison, spells and spell-like abilities, scent, stability, stonecunning; AL CN; SV Fort +18, Ref +9, Will +8; Str 20, Dex 14, Con 24, Int 10, Wis 12, Cha 6.


Skills and Feats: Climb +16, Craft (armor smith) +14, Listen +5, Spot +3, Survival +12, Swim +14; Alertness, Endurance, Improved Bulrush, Iron Will, Power Attack, Skill Focus (craft).


Rage (Ex): 3/day ─ AC 20; Str 24, Con 28; hp 160; Grp +17; Full Atk +18/+13 melee (1d10+11/x3, +1 dwarven waraxe) and +12 melee (1d6+3, gore); SV Fort +20, Ref +9, Will +10.


Alternate Form (Su): A wereboar can assume the form of a boar or a boar-humanoid hybrid. 


Boar Empathy (Ex): Communicate with boars and dire boars, and +4 racial bonus on Charisma-based checks against boars and dire boars. 


Curse of Lycanthropy (Su): Any humanoid or giant hit by the wereboar’s gore attack in animal or hybrid form must succeed on a DC 15 Fortitude save or contract lycanthropy. 


Ferocity (Ex): A wereboar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.


Possessions: +1 dwarven waraxe, dagger, cloak of resistance +2, amulet of natural armor +2.
Encounter 8: Water and Fire

Typical Hollow Highlander: Human male/female War1; CR ½; Medium Humanoid (human); HD 1d8+1; hp 6; Init +1; Spd 30 ft.; AC 14, touch 11, flat-footed 13; Base Atk +1; Grp +2; Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); Full Atk +2 melee (1d3+1§, fist) or +2 melee (1d8+1/19-20, longsword); AL CN; SV Fort +3, Ref +1, Will +0; Str 13, Dex 12, Con 12, Int 9, Wis 10, Cha 8.


Skills and Feats: Climb +3, Hide +1, Jump +1, Move Silently +1, Swim +0; Stealthy, Point Blank Shot.


Possessions: Longsword, dagger, studded leather, buckler.


Note: Roughly 1/4th of the Hollow Highlanders is human, the other races are mainly dwarves, gnomes and halflings. Remove 1 feat and 4 skill points, modify the abilities and add the racial abilities.
Ahlissan Soldier: Human male/female War1; CR ½; Medium humanoid (human); HD 1d8+1; hp 6; Init +0; Spd 20 ft.; AC 17, touch 10, flat-footed 17; Base Atk +1; Grp +3; Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); Full Atk +4 melee (1d8+2/19-20, longsword) or +3 melee (1d3+2§, fist); AL LN; SV Fort +3, Ref +0, Will +0; Str 14, Dex 11, Con 12, Int 10, Wis 10, Cha 8.


Skills and Feats: Handle Animal +3, Intimidate +3, Ride +4; Mounted Combat, Weapon Focus (longsword).


Possessions: Longsword, dagger, chain mail, heavy wooden shield.
Trouble Rouser: Male human Marshal9; CR 9; Medium Humanoid (human); HD 9d8+18; hp 67; Init +1; Spd 20 ft.; AC 20**, touch 11, flat-footed 19; Base Atk +6; Grp +13; Atk +9/+4 melee (1d8+3§/x3 plus 1d6§, +1 merciful longspear) or +8/+3 melee (1d3+2§, fist) or +3 ranged (1d4+2§, stone); Full Atk +9/+4 melee (1d8+3§/x3 plus 1d6§, +1 merciful longspear) or +8/+3 melee (1d3+2§, fist) or +3 ranged (1d4+2§, stone); SQ Grant move action 2/day, major aura: +2 (motivate ardor, motivate attack, resilient troops), minor aura +4 (master of opportunity, master of tactics, motivate charisma, motivate constitution, motivate dexterity); AL CN; SV Fort +9, Ref +5, Will +6; Str 14, Dex 12, Con 14, Int 10, Wis 8, Cha 18.


* The above stats exclude any auras!


** Excludes the buckler which he does use when prevented from using his longspear.


Skills and Feats: Bluff +19, Diplomacy +24, Gather Information +9, Knowledge (nature) +7, Knowledge (the Splintered Sun) +5, Listen +6, Perform (oratory) +12, Spot +6, Survival +6; Alertness, Combat Reflexes, Endurance, Improved Grapple, Improved Unarmed Strike, Skill Focus (diplomacy).


Languages spoken: Common, Old Oeridian, Dwarfs and Orcish.


Auras (Ex): The marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. 

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

Unless otherwise noted, a marshal's aura affects all allies within 60 feet (including himself) who can hear the marshal An ally must have an intelligence score of 5 or higher and be able to understand the marshal's language to gain the bonus, A marshal's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or under​stood by his allies.

Master of Opportunity: Bonus to Armor Class against attacks of opportunity.

Master of Tactics: Bonus on damage rolls when flanking.
 
Motivate Ardor: Bonus on damage rolls.


Motivate Attack: Bonus on melee attack rolls.

Motivate Charisma: Bonus on Charisma checks and Charisma-based skill checks.

Motivate Constitution: Bonus on Constitution checks and Con​stitution-based skill checks.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks. 

Resilient Troops: Bonus on all saves.


Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies' initiative count; the round continues normally after the marshal's turn is over. (This may mean, for example, that an ally whose ini​tiative count immediately follows the marshal's may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally's turn.)

A character can take only one extra move action per round, (In other words, two marshals can't use this ability on the same ally in the same round.) If an ally chooses not to take the extra move action, it is lost.


Possessions: +1 merciful longspear, dagger, handaxe, +1 full plate, masterwork buckler, vest of resistance +1, cloak of charisma +2, circlet of persuasion, 2 potions of cure moderate wounds. 
Drunken Warriors (2): Male dwarf Ftr7; CR 7; Medium Humanoid (dwarf); HD 7d10+28; hp 74; Init +0; Spd 20 ft.; AC 24, touch 11, flat-footed 24; Base Atk +7; Grp +10; Atk +12 melee (1d10+5/x3, masterwork dwarven waraxe); Full Atk +12/+7 melee (1d10+5/x3, masterwork dwarven waraxe); SQ Darkvision 60 ft., +2 racial bonus on saves vs. poison, spells and spell-like effects, stability, stonecunning; AL N; SV Fort +9, Ref +3, Will +6; Str 16, Dex 10, Con 16, Int 13, Wis 12, Cha 6.


Skills and Feats: Climb +6, Craft (varies) +11, Jump +6; Combat Expertise, Improved Disarm, Improved Toughness, Iron Will, Power Attack, Weapon Focus (dwarven waraxe), Weapon Specialization (dwarven waraxe).


Possessions: Masterwork dwarven waraxe, dagger, +1 full plate, +2 heavy wooden shield, cloak of resistance +1, ring of protection +1.
Drunken Ragers (2): Male human Bbn7; CR 7; Medium Humanoid (human); HD 7d12+14; hp 68; Init +6; Spd 40 ft.; AC 17, touch 12, flat-footed 15; Base Atk +7; Grp +10; Atk +11 melee (1d12+4/x3, masterwork greataxe); Full Atk +11/+6 melee (1d12+4/x3, masterwork greataxe); SA Rage 2/day; SQ DR 1/─, improved uncanny dodge; AL CN; SV Fort +7, Ref +4, Will +3; Str 16, Dex 14, Con 15, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +12, Hide +13, Jump +12, Listen +13, Move Silently +13, Spot +3, Survival +11, Swim +11; Alertness, Improved Initiative, Power Attack, Stealthy.


Rage (Ex): 2/day─Str 20, Con 17; hp 83; AC 15; Atk +13 melee (1d12+7/x3, masterwork greataxe); SV Fort +9, Ref +4, Will +5.


Possessions: Masterwork greataxe, dagger, +1 chain shirt, amulet of health +2, cloak of elvenkind, boots of elvenkind.

Encounter 11: Gardens Run Wild

Lion Topiary Guardians (4): CR 7; Large Plant; HD 10d8+40; hp 85 hp; Init +2; Spd 40 ft.; AC 17, touch 11, fl at-footed 15; Base Atk +7; Grp +18; Atk +13 melee (1d6+7, claw); Full Atk +13/+13 melee (1d6+7, claw) and +8 melee (1d8+3, bite); Space/Reach: 10 ft./10 ft.; SA Improved grab, merciful, pounce, rake 1d6+3; SQ DR 10/slashing, freeze, low-light vision, plant traits, tremorsense 90 ft., vulnerability to fire; AL N; SV Fort +11, Ref +5, Will +3; Str 25, Dex 14, Con 18, Int —, Wis 10, Cha 1.


Skills and Feats: Move Silently +10; —

Improved Grab (Ex): To use this ability, a lion topiary guardian must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and can rake on subsequent rounds. 

Pounce (Ex): If a lion topiary guardian charges a foe, it can make a full attack, including two rake attacks. Rake (Ex): Attack bonus +13 melee, damage 1d6+3.

Merciful (Ex): A topiary guardian can deal non-lethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use non-lethal attacks; any other attack order causes the creature to deal lethal damage. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature.

Possessions: None.
Appendix 5: 

The Fair

Barak Bardor (Armourer): Male dwarf War3/Exp 7 (NG).


Appearance: You see a dwarf that stands about 4 feet 10 inches in height. He has black hair. His beard is groomed in to tree braids which are each decorated by a bead in the form of an anvil. His eyes are grey and constantly looking over the customers that are looking at his merchandise. He has a gruff look on his face. His build is muscular and he’s wearing a blacksmith’s leather apron over a sleeveless tunic and a pair of breaches. His forearms wear the scars of burns that go with his profession. He has a tattoo on his left upper arm of the symbol of Moradin.


Personality: Although he is a merchant, he is not very talkative. He lets his customers look over his wares and when they ask him a question he is polite but curt in answering. He takes his job seriously and somehow prices go up, when people criticize his merchandise. 

Colmar ‘Weaponbane’ Blackrock (Weaponsmith): Male gnome Exp9 (NG)


Appearance: This sturdy gnome has a twinkle in his eye. He has reddish hair and moustache. His eyes are green and he has a ruddy complexion. His light brown clothes are plain with a little embroidery at the end of his sleeves, his pants and the collar. The embroidery is in dark brown and the patterns are mostly vines and leaves. 


Personality: He greets the customers enthusiastically and starts to talk and display his merchandise. He is a happy fellow and it’s very difficult to ruin his mood. If any customers are wearing adamantine weapons, he is very interested in them, since he has never worked adamantine into weapons yet.

Calanddra ‘Iron eyes’ Uvarkk (Fletcher): Female gnome Exp15 (N)


Appearance: This female gnome wears a heavily embroidered blue dress, with patterns of leaves and flowers in the colors, green and red. She has piercing blue grey eyes and long blond hair which is held back by a braid. She has an aura of calm around her. Although she looks rather youthful, close by you can see a few wrinkles around her eyes.


Personality: She treats every client with respect and takes the time to show them her wares and display there use. She is honest in her trade and she feels offended if the customers try to haggle. She never drops her prices unless a customer has a special bow or arrow to trade.

Santo ‘Distiller’ Raulnor (Alchemist): Male gnome Adp10 (NG)


Appearance: This gnome doesn’t seem so healthy as others of his race. His face is pale and his eyes are grey green. His hair is light brown and he wears an unadorned black robe. 


Personality: When you approach his stall, it seems that this gnome is muttering to himself. It’s hardly audible and when you get closer, he seems to notice you and looks up: ‘Ah, customer’s, how may I be of service’. Although he is very helpful, you still feel a bit uneasy around this little fellow. 

Zelazadda Merrymar (Animal Handler): Female gnome Rgr12 (N) 


Appearance: You see a female gnome of average height (about 3 feet). She wears an outfit that sports the colors green and brown and is unadorned. Her hair is dark brown as are her eyes. On a chain around her neck, she wears a whistle. She has a stern look on her face.


Personality: If you approach her stall, she points to a sign that says: Do not touch or feed the animals. In dealing with her, you feel somewhat left out. It’s as if she introduces you to her animals, instead of the other way around. She doesn’t seem to notice this or do this on purpose. Every other way she is as helpful as she can be.


There is one cage behind her stall that attracts a lot of notice. When you move closer to the stall and take a better look you notice a catlike creature that growls back at you. 

Zelda and Roscoe Aumble (Bakers): Female and male halfling Exp5 (CG)  


Appearance: Zelda has red cheeks, blue eyes and blond hair which she wears braided and is adorned with flowers. She wears a purple skirt with a pink blouse and a red vest and soft red boots.


Roscoe also has red cheeks, but his eyes are brown as is his hair. He wears blue pants with a purple blouse and a green vest. 


Personality: This happy couple welcomes you with open arms. They are happy to let you taste their goods and persuade you in to buying any of their delicious goods (bread, tarts, cakes, cookies, buns, muffins, etc.). They treat their clients as if they were the king himself.

Halandar ‘Tomato nose’ Greznar (Greengrocer): Male gnome Exp5 (CG) 


Appearance: You notice right away that this gnome’s nose is as red as a tomato. Halandar has brown eyes and auburn hair. He has a ruddy complexion and a very red nose. His green clothes are plain with a little gold embroidery in patterns of chestnuts. 


Personality: This happy gnome has a thing for farming. He is good at it and that is to be seen in his merchandise. His vegetables are bigger than what your used too and when you had a taste, it’s clear that they taste better too. He is more then willing too explain how he has achieved this and starts a long story about keeping records of the weather so he could ascertained the right date for harvesting and know what his plants would need to grow the perfect vegetables. He also sells herbs and is able to tell you of their healing attributes.

Danko ‘Sweet tooth’ Spenrak (Candyman): Male gnome Exp6 (CN)


Appearance: A gnome with brown hair and brown eyes greets you. He is wearing a small trimmed beard. When he smiles at you, you notice that his teeth don’t look so healthy. He is wearing a simple gray outfit which has several stains in all kinds of colors. The embroidery on the outfit is faded, but resembles all kinds of berries.


Personality: The stall of this gnome is surrounded by children and their seem to be all kinds of colorful objects at display. When you approach, you hear the gnome snarling: ”Don’t touch that, you little wretch, unless you can pay for it.” He treats his customers with utmost respect (he is almost groveling), unless they are children which he seems to keep an eye on all the time. He seems very suspicious of the children and his attention is a little split between the children and his paying customers.

Fonkin ‘Bookworm’ Zook (Bookseller): Male gnome Exp6

Appearance:

Personality:
Hilda Rumnaheim (Seamstress): Female dwarf Exp8 (LG)


Appearance: You never saw a dwarf that was dressed better then this female dwarf. She wears her steep brown hair long, bound back by a colorful scarf. Her burgundy dress is made of a silk like fabric and is of a perfect cut.  


Personality: When you approach this stall, you see that the stall owner is looking you up and down. At some people she shakes her head, as if she doesn’t like what she sees. “And a good day to you, sir/mam. How can I be of service? Is it a cloak you need, a dress, a tunic, maybe?” She is very helpful and seems to be quick to pick up on the personal tastes of her customers.

Joylin Stonemark (Jeweler): Female dwarf Adept 8 (LG).


Appearance: This dwur lady wears her grey hair in several braids. Her dress is of an expensive make and green in color. Her eyes are grey. She is of an average height (4 feet).


Personality: This dwur lady is stern and serious when it comes to her merchandise. The jewelery that she displays ranges from cheap to the expensive. 

Appendix X

New Rules Items

	
	Base
	Fort
	Ref
	Will
	
	Auras Known

	Level
	Attack Bonus
	Save
	Save
	Save
	Special
	Minor
	Major

	1st
	+0
	+2
	+0
	+2
	Skill Focus (Diplomacy), minor aura
	1
	0

	2nd
	+1
	+3
	+0
	+3
	Major aura +1
	1
	1

	3rd
	+2
	+3
	+1
	+3
	—
	2
	1

	4th
	+3
	+4
	-1
	+4
	Grant move action I/day
	2
	1

	5th
	+4
	+4
	+1
	+4
	—
	3
	2

	6th
	+4
	+5
	+2
	+5
	—
	3
	2

	7th
	+5
	+S
	+2
	+5
	Major aura +2
	4
	2

	8th
	+6/+1
	+6
	+2
	+6
	Grant move action 2/day
	4
	2

	9th
	+6/+1
	+6
	+3
	+6
	—
	5
	3

	10th
	+7/+2
	+7
	+3
	+7
	—
	5
	3

	nth
	+8/+3
	+7
	+3
	+7
	—
	5
	3

	12th
	+9/+4
	+8
	+4
	+8
	Grant move action 3/day
	6
	3

	13th
	+9/+4
	+8
	+4
	+8
	—
	6
	3

	14th
	+10/+5
	+9
	+4
	+9
	Major aura +3
	6
	4

	15th
	+11/+6/+1
	+9
	+5
	+9
	—
	7
	4

	16th
	+12/+7/+2
	+10
	+5
	+ 10
	Grant move action 4/day
	7
	4

	17th
	+12/+7/+2
	+10
	+5
	+10
	—
	7
	4

	18th
	+13/+8/+3
	+11
	+6
	+ 11
	—
	7
	4

	19th
	+14/+9/+4
	+11
	+6
	+11
	—
	8
	4

	20th
	+15/+10/+5
	+12
	+6
	+12
	Grant move action 5/day, major aura +4
	8
	5


Marshal
Marshals have the following game statistics.

Abilities: Charisma is especially impor​tant for marshals because it improves their standing with those they lead, as well as permit​ting them to magnify the efforts of the group. Constitution is important for a marshal's staying power. Intelligence is impor​tant for the many skills required by marshals to complete their commissions.

Alignment: Any,


Hit Die: d8.


Class Skills: The marshal's class skills (and the key ability for each skill) are Bluff (Cha), Diplomacy (Cha), Handle Animal (Cha), Intimidate (Cha), Knowledge (Int), Listen (Wis), Perform (Cha), Ride(Dex), Sense Motive (Wis), Speak Language (n/a), Spot [Wis), Survival (Wis), and Swim (Str).

Skill Points at 1st Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.
Class Features
All of the following are class features of the marshal. 


Weapon and Armor Proficiency: Marshals are pro​ficient with all simple and martial weapons, with all types of armor (heavy, medium, and light), and with shields (except rower shields).

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

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

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

Unless otherwise noted, a marshal's aura affects all allies within 60 feet (including himself) who can hear the marshal An ally must have an intelligence score of 5 or higher and be able to understand the marshal's language to gain the bonus, A marshal's aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or under​stood by his allies.

A marshal begins play knowing one minor aura of his choice. As his marshal level increases, he gains access to new auras, as indicated on the table above.

All bonuses granted by a marshal's auras are circumstance bonuses that do not stack with each other.

Minor Aura: 

A minor aura lets allies add the marshal's Charisma bonus (if any) to certain rolls.

Accurate Strike: Bonus on rolls made to confirm critical hits. 


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

Demand Fortitude: Bonus on Fortitude saves. 


Determined Caster: Bonus on rolls to overcome spell resistance.


Force of Will: Bonus on Will saves.

Master of Opportunity: Bonus to Armor Class against attacks of opportunity.

Master of Tactics: Bonus on damage rolls when flanking. 


Motivate Charisma: Bonus on Charisma checks and Charisma-based skill checks.

Motivate Constitution: Bonus on Constitution checks and Con​stitution-based skill checks.

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks.

Motivate Intelligence: Bonus on Intelligence checks and Intelli​gence-based skill checks.

Motivate Strength: Bonus on Strength checks and Strength-based skill checks.

Motivate Wisdom: Bonus on Wisdom checks and Wisdom-based skill checks.

Over the Top: Bonus on damage rolls when charging. 

Watchful Eye: Bonus on Reflex saves.


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

Hardy Soldiers: The marshal's allies gain damage reduction equal to the amount of bonus the aura provides. For example, if the marshal is 10th level, everyone affected gains DR2/-. 


Motivate Ardor: Bonus on damage rolls.


Motivate Attack: Bonus on melee attack rolls.


Motivate Care: Bonus to Armor Class.

Motivate Urgency: Allies' base land speed is increased by a number of feet equal to 5x the amount of bonus the aura pro​vides. For example, the allies of a 10th-level marshal (+2 major aura) add 10 feet to their base land speed.


Resilient Troops: Bonus on all saves.


Steady Hand: Bonus on ranged attack rolls.


Skill Focus (Diplomacy): Because a marshal has a way with people, he gains this feat as a bonus feat. If the marshal already has the feat, he can choose a different one.

Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies' initiative count; the round continues normally after the marshal's turn is over. (This may mean, for example, that an ally whose ini​tiative count immediately follows the marshal's may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally's turn.)

At 8th level, a marshal gains the ability to grant an extra move action to his allies twice per day. The frequency increases to three times per day at 12th level, four times per day at 16th level, and five times per day at 20th level.

A character can take only one extra move action per round, (In other words, two marshals can't use this ability on the same ally in the same round.) If an ally chooses not to take the extra move action, it is lost.

Topiary Guardian

This neatly trimmed shrub has been impeccably sculpted into the shape of an animal. A topiary guardian is a shrub or bush sculpted into the shape of an animal and then animated by arcane magic. As much decoration as defence, these creatures guard the courtyards of kings and nobles, blending in seamlessly among ordinary hedge sculptures. The guardians spring to life only when an intruder enters the garden. Topiary guardians are as much construct as plant. They are not naturally mobile plant creatures; like golems, their animating force is a spirit from the Elemental Plane of Earth that has been bound to the body via magic. As a result, druids find them distasteful at best, and an abomination at worst. The wealthy landowners who keep the creatures in their gardens rarely worry about such issues, however. They consider the extra security of having a topiary guardian patiently waiting to spring on thieves or assassins more important than the shrub’s “feelings.” A topiary guardian is the same size as the creature it imitates, so a lion topiary guardian would have a lion’s dimensions. However, a guardian is composed mostly of tiny branches and leaves, making it much lighter than a flesh-and-blood creature of the same size; it weighs only one-quarter as much as its flesh-and-blood counterpart. Topiary guardians do not speak, but do rustle slightly as they move.
Combat

A topiary guardian follows the orders of its creator if he is within 90 feet. If un-commanded, it continues to follow the last order it received to the best of its ability, though it attacks any creature that at-tacks it. The guardian’s creator can leave simple orders, such as “Attack any creature entering the gar-den at night,” that the guardian can follow. If a guardian is protecting the home of an important government figure, it is often given orders to pin opponents rather than kill them. Captured intruders can then be arrested and interrogated by the local guard.  Topiary guardians sense vibrations through the ground, making them excellent sentries. When a topiary guardian spots an intruder, it stays perfectly still until the intruder comes within 30 or 40 feet. The animated bush then simply charges, often catching the foe off guard. 

Merciful (Ex): A topiary guardian can deal non-lethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use non-lethal attacks; any other attack order causes the creature to deal lethal damage. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature.  
Skills: A topiary guardian has a +8 racial bonus on Move Silently checks.
Construction

Creating a topiary guardian begins with acquiring a perfectly sculpted topiary of a boar, lion, or triceratops. Shaping the plant takes six weeks and requires a DC 25 Craft (gardening), Craft (sculpting), or Profession (gardener) check. After the topiary has been properly crafted, the creator must treat it with rare tinctures and oils costing 1/25th the base price of the guardian (800 gp for a Medium topiary guardian, 2,400 gp for a Large topiary guardian, or 4,600 gp for a Huge topiary guardian). Once the topiary is properly treated, the animating ritual can commence. The entire ritual for animation must take place outdoors, since the shrub remains dependent on sun, rain, and soil until the final day of the procedure. 

CL 13th; Craft Construct, awaken, geas/quest, limited wish, creator must be a 13th-level caster; Price 20,000 gp (Medium), 60,000 gp (Large), 115,000 gp (Huge); Cost 10,800 + 800 XP (Medium), 32,400 gp + 2,400 XP (Large), 62,100 gp + 4,600 XP (Huge). 
Alternative Topiary Guardians

Creating a topiary guardian that mimics a different animal (of Medium, Large, or Huge size) is possible. Start with the base creature’s normal statistics and make the following changes. 

Size and Type: The creature’s type changes to plant. Recalculate base attack bonus, saves, and skill points based on the topiary guardian’s Hit Dice (see below). Size is unchanged. 

Hit Dice: Topiary guardians have Hit Dice according to their size. Medium topiary guardians have 5 HD, Large topiary guardians 10 HD, and Huge topiary guardians 20 HD. 

Speed: Land speed same as base creature. A topiary guardian does not gain any burrow, climb, fly, or swim speed of the creature on which it is based. 

Special Attacks: A topiary guardian gains the following special attack. 

Merciful (Ex): A topiary guardian can deal nonlethal damage with any of its attacks without taking the standard –4 penalty on attack rolls. The creature chooses whether to deal lethal or nonlethal damage depending on the orders it is given by its creator. Orders to capture or subdue enemies cause the topiary guardian to use nonlethal attacks; any other attack order causes the creature to deal lethal damage. 
Special Qualities: A topiary guardian gains the follow-ing special qualities. 

Damage Reduction (Ex): A topiary guardian has damage reduction 10/slashing. 

Freeze (Ex): A topiary guardian can hold itself so still that it appears to be a normal sculpted shrub. An observer must succeed on a DC 30 Spot check to notice that a topiary guardian is actually an animated creature. 

Tremorsense (Ex): A topiary guardian has tremorsense out to 90 feet. 

Vulnerability to Fire: Topiary guardians are vulnerable to fire. 

Abilities: A topiary guardian has a specific set of ability scores based on its size, as given below. 

Medium: Str 17, Dex 16, Con 14, Int —, Wis 10, Cha 1. 

Large: Str 25, Dex 14, Con 18, Int —, Wis 10, Cha 1. 

Huge: Str 33, Dex 12, Con 22, Int —, Wis 10, Cha 1. 

Skills: A topiary guardian has a +8 racial bonus on Move Silently checks. 

Environment: Any. 

Organization: Solitary or garden (2–8). 

Challenge Rating: As base creature +1 or by size (Medium 3, Large 7, Huge 12), whichever is higher. 

Treasure: None. 

Alignment: Always neutral. 

Advancement: —. 

Level Adjustment: —.

Player’s Handout 1:

The Festival Schedule
Festival programme
Day 1

Morning


( The Fair (till midnight)

Midmorning   

( Opening Ceremony

Midday  


( Raft building for the raft competition on the third day (for our kids and grownups) (till sunset)





( Stone throwing competition (22 lbs., 28 lbs., 56 lbs.)


( Sheep herding competition 

Midafternoon

( Foot-racing competition (short track and mountain track)


( Treasure hunt (for our kids) 

Afternoon


( Throwing daggers competition 


( Performance competition 

Sunset


( Torchlight ceremony (in remembrance of our heroes) 

Day 2

Morning


( The Fair (till midnight)


( Grand Picnic 

Midmorning


( Hammer throwing competition (5 lbs., 15 lbs, 30 lbs.)





( Sack Race (for our kids) 


( Raft building for the raft competition on the third day (for our kids and grownups) (till sunset)

Midday


( Food competition 


( Riding dog competition 

Midafternoon

( Archery competition 


( Drinking competition 

Afternoon


( Sheep dog competition

Sunset


( Dance festival 

Day 3

Morning


( The Fair (till midnight)


( Raft race (for our kids)


( Tug of war competition 

Midmorning


( Wrestling competition 





( Raft race (for grownups)

Midday


( 10- foot pole throwing competition (16 lbs., 22 lbs., 28 lbs. and 56 lbs.)





( Twin Race (for our kids) 

Midafternoon

( Climbing competition 

Afternoon


( Marriage ceremony

Sunset


( Musical festival 

Midnight


( Firework display 

If you would like to join any of the festivities or are willing to hand a helping hand, please report to Colmarr Uvarkk for further details.

Player’s Handout 2: 
Map of Nonzfyr Valley
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	B.
	Bridges
	10.
	Stage and food and drinking stalls

	G.
	Guardpost & guards
	11.
	Raft building space

	1.
	Climbing competition
	12.
	Water mill

	2.
	Defensive ridge/ Ahlissan camp
	13.
	Waterfall

	3.
	Entrances to Gnome burrows
	14.
	Start Raft race adults

	4.
	Shooting and Throwing competitions
	15.
	Start Raft race kids

	5.
	Stairs to defensive ridge
	16.
	Finish Raft race

	6.
	Sack race (for kids)

Twin race (for kids)
	17.
	Treasure hunt (for kids)

	7.
	Wrestling Area
	18.
	Hollow willow & Guards camp

	8.
	Sheep herding competition

Riding dog competition

Sheep dog competition

Tug of war competition

10-foot pole throwing competition
	19.
	Clans & commoners camp

	9.
	Opening Ceremony

Performance competition

Torchlight ceremony

Grand Picnic

Food competition

Drinking competition

Dance festival

Marriage ceremony

Musical festival

Firework display
	20.
	The Fair
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