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With the lines of war drawn clearly across Sunndian soil things seem black and white. Good or bad, friend or foe, easy distinctions to make in such threatening times. Help is on its way from an expected source, but what if some fail to see it thus? Will adventurers once more shine their light into the darkness and clean away the sorrow? A 2-round regional special set in the kingdom of Sunndi - part battle interactive, part mini-adventure for levels 1 to 10 (APLs 2-8). Part of the Bullywugs War series.
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RPGA® Sanctioned Play

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


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the session Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the session DM. You must be at least a Herald-Level GM to run this adventure.
By sanctioning and reporting this adventure, you accomplish a couple of things. First, it is an official game, and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


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


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

Players Read No Farther

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

Preparing for Play

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

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is split by APL


Along with this adventure, you’ll find a RPGA session tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk adventure record (AR). You need one copy of this for each participating player.

 Living Greyhawk Levels of Play

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

1. Determine the character level for each of the PCs participating in the adventure. Each PC may bring one animal, plus any creatures gained from class abilities to help in combat. (PCs can bring more creatures but they cannot help in combat). If you deem that the animal bestows a significant benefit in combat add the animal’s CR to the level of the PC it is accompanying for calculating APL. (Animals gained from class abilities and one standard horse, warhorse, or riding dog for a PC with Mounted Combat do not affect APL).

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

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


APL also affects the amount of experience and gold a PC can gain at the end of the adventure. A player character more than three levels higher than the APL at which the adventure is played cannot participate. If a player character is more than two levels away from the APL at which the adventure is played, he suffers a 50% penalty to the amount of gold and XP gained in the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


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

1. Enlist a sixth player.

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

These APL calculation rules reference version 7.0 of the Living Greyhawk Campaign Sourcebook. If you are playing this adventure in 2008, check the current version of the LGCS and follow any updated rules presented within. 

Time Units and Upkeep

This is a special 2-round region adventure set in the Silent Valley in the kingdom of Sunndi. Regional characters pay 1 Time Units per round. Characters from outside Sunndi pay 2 TU per round.


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


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


Chapters 1 and 5 of the LGCS present more information about lifestyle and upkeep.

Preparation for Play

SND7-01M Unexpected Enemies does not follow the standard set-up for Living Greyhawk adventures. It consists of two parts: a battle interactive followed by a mini-adventure. The adventure starts with the battle interactive, made up of two short but brutal fights, and ends with the mini that deals with the aftermath of the fight. The adventure is designed with 5 tables in mind, even though there are more options. At the start of each round the PCs have to decide where their interest lies and pick their battle. The choices made during this regional special are going to have an impact on the future of the Bullywug War.

the battle interactive

The battle interactive starts with the PCs choosing a section of the battlefield and that choice decides the terrain and the type of opponents during the first fight. The battle interactive consists of 2 fights fought shortly after one another with a break of roughly 10 minutes in game time in between. In this break the PCs can interact with some of the NPCs, question prisoners or interact with other tables to learn what went on or to cast spells on another (as long as the in game distance is not too long). PCs can also switch regions with other tables, or move into an unoccupied region. Meanwhile the senior DM decides what opponents depending on the situation attack what area for the second fight.


At the start of this first fight and second fight, the encounter is contained one table per region. Throughout the battle PCs (and NPCs of both sides) can help other tables if their characters physically move into the region of the other battle – which might take several rounds depending on the distance. Under no circumstances can a PC and NPCs influence another table from a distance with bows or long ranged spells to prevent the high level characters completely dominating the interactive. The sole exception is the archer unit as discussed in Encounter 4-8.


Moving to other tables is limited by a set of rules to prevent the higher levels dominating the event. These rules apply to the NPCs as well.

· A PC may only move to another table at the request of the other table and if all players agree to the move.

· The PC may not be 2 levels higher than the APL he is moving into. There is no such limitation for lower level character, but such a move is at their own risk.

· The exception is if the fight is over at a particular table, either because one side is routed and fleeing towards another table, or because the PCs are victorious and decide to quickly help another table.

· If a PC switches either alone or as a whole table an equal amount of NPCs may follow. The senior DM makes this decision based on the circumstances (and dramatic effect).

· A PC that switches moves to the new table. NPCs are handed over to the DM of said region.

· Moving to a region that none of the PCs picked at the start of the battle is possible. Each encounter description details what the PCs will find, and at some point in time it will be too late for the PCs to have any effect on this outcome.

To help the organizers of the regional special run this effect properly, each table should wait for the other tables to finish their round. If this proves to be a detriment to the fun of people because of big time differences between various tables the Senior DM can decide to change this rule during the event. In that case a DM should start to carefully count the round the table is at to make synchronization easier if one or more (N)PCs do decide to move.


With the end of the second fight, the battle interactive is over. All the PCs have to do is to see whether they are victorious or not and what to do next. Each table is given the opportunity to discuss their options, and than one PC from each warband is send over to the commander’s tent to discuss what happens next. Here the PCs quickly have to make a decision – and different warbands can choose the same mission. The choice leads to a mini adventure.

the mini adventure

The mini adventures are detailed in separate documents and follow the same rules as a standard adventure. Even though there is a limited selection of choices, different tables can make the same choice, which in some cases would actually be good.

officers in the Sunndian Army

Any character with a rank higher than private within a Sunndian military meta-organization has a commander rating. These apply to the following organizations: the Barakadar, the Burrowers, Bren’s Men, the Grey Scouts, Knight of the Realm [all ranks], the Royal Warders and the Sunndi Army. Due to the military nature of this mission these character’s specialized training helps immensely. Such a character has a commander rating as detailed below.

	Commander Rating
	Equivalent

Rank

	0
	Private

	1
	Corporal

	2
	Sergeant

	3
	Lieutenant

	4
	Captain


During the first round of the adventure each commander has a commander aura that affects allies within 30 feet of the commander that have an Intelligence score of 3 or higher. Allow PCs to make a selection from DM’s Aid 1 at the start of the battle. This aura cannot be changed during the adventure.

New Rule Items

Core adventures often utilize new rules items –including new classes, prestige classes, races, feats, spells, and equipment (including magic items) – that do not appear in any of the three core D&D books (Player’s Handbook, Dungeon Master’s Guide, or Monster Manual). The full write-up of any featured feats, spells, or equipment appears in Appendix 4. Information on featured classes, prestige classes, and races appears in the relevant creature’s stat block. This adventure includes all the information required to run these characters. The DM should double-check that he fully understands any new rule items presented in this adventure before play begins.

Adventure Background

The Bullywug War is not going very well for the Sunndians. They lack the resources for the long drawn out war it has become, and their best soldiers are better equipped to deal with war in forests and mountains. So they can use all help they can get, although the authorities do watch out that the price for such help does not come at too high a price. One of these potential supporters is Ahlissa, but despite somewhat normalized relations between the two nations over the past decade, there still is a lot of distrust. When Ahlissa offers to send weapons, food and other basic supplies as aid in the war, the Sunndians accept after having tried to find the snake in the grass in vain. Now the first and biggest of these caravans is on its way from Hexpools to Pitchfield and the Sunndians wait expectantly to the northwest.


With the war raging on in the south Sunndi has been forced to ignore most of the troubles in the rest of the country. One such troubled spots are the Calling Mines and the escaped convicts and their small following of local fanatics that keep harassing the Ahlissans even though war with Ahlissa is the last the Sunndians can use right now. These ex-convicts in their blind hatred for everything that is Ahlissan don’t care about the war in the south, blaming Ahlissa for it in the first place and claiming that any aid is just an excuse for the Ahlissans to take over the country. Most Sunndians think differently, and they despise these terrorists and raiders, even going so far as to give the Ahlissans permission to hunt them down on Sunndian soil. 


The alliance between the peaceful majority of the Hollow Highland clans and the Ahlissans proved to be very successful. Driven into a corner, and constantly on the move, things are not looking very well for these rebels. They are hungry, low on basic supplies and constantly on the move. Still, they have their supporters both among Ahlissans and Sunndians and have managed to keep operating despite the best efforts. So when these spies inform them of the Ahlissan caravan on their way to Pitchfield, they see their chance to do something about their supplies and to strike a blow against the hated Ahlissans, and perhaps even trigger a reaction that would proof Ahlissan’s true colors towards Sunndi. Luckily for Sunndi, the Burrowers have their own spies among the raiders. Though whether the warning came on time remains to be seen, because by the time Sunndian reinforcements arrive at the caravan the battle is already on the way.

the shadow breach

The Calling Mine convicts have chosen the Silent Valley as their place for the ambush. The choice has been made not only because of its distance from reinforcement (it lies the furthest away from both Axbjerg and Pitchfield), but also since it is a perfect location for such a battle. The valley is relatively open and winding, but its slopes are densely forested. Hence the attackers have a clear view on the defenders, but the cover allows them to come close unseen and to retreat quickly if things go badly. What is more, the winding of the valley splits up the caravan in smaller sections, making it more difficult for the Ahlissans to coordinate their defenses and to send in reinforcements to the different wagons.


The terrain is one of the reasons why the Battle of Osson took place in the valley over 12 years ago in CY 585, but it is this battle that is going to cause unexpected complications in the current one. Shortly after this battle a monument was built in the shape of a big black stone tower. Whether it was the tower, the resonance of the battle or both since that time the valley has been haunted. A sense of foreboding, and dread is felts by all and animals avoid the valley that was soon known as the Silent Valley. With the exception of one short incursion by a follower of Nerull and his undead minions there have been no undead sightings and travel has been surprisingly safe.


One thing that few have noticed though is the fact that the barrier with the Shadow Plane has become thin, and nobody has realized yet that a strong emotion of fear and anger would cause it to be broken while the emotions are still present. So when the battle is fought, a breach is opened and through it come unexpected additional danger for all those present. While it will close by itself soon after the Ahlissans leave the area, the PCs do not know this, and they might send in one or more groups of their own to learn what caused the rift and to close it before it poses a new threat to Sunndi.

Adventure Summary

ESA7-01M Unexpected Enemies is a 2-round Sunndi regional special set in the Silent Valley. It starts with a semi-life-action scene where the characters are briefed on the situation and the rules of the event. Quickly followed by a short battle interactive and more regular mini-mission afterward. The players will be deciding terrain, opponents and the mini-mission afterward. Their choice will have an impact on the Bullywug War later on in the year.

Introduction: While the PCs are spending time in Pitchfield they hear the call for adventurers and mercenaries. An unexpected danger has appeared that requires immediate attention or else Sunndi risks losing the war. The brave and skilled should immediately leave for the barracks before it is too late…

Round 1

Encounter 1 [A Military Briefing]: Once the heroes are called together at the military barracks in Pitchfield, they are briefed on the situation. 

Encounter 2 [Choices to Make]: During the short trip to the Silent Valley the band of adventurers meet a messenger sent by the beleaguered Ahlissan forces. The messenger provides some much needed details on the situation at hand, and it becomes clear help is needed at more spots than there are war-bands. The PCs have to make a hard choice on where their help is most needed – a choice that might well influence the battle at hand if not the whole war.

Encounter 3 [The Ahlissan Forces]: This section provides a description of the caravan and the people that travel with it.

Encounter 4-1 [A Lady in Distress]: The envoy and his bodyguards are desperately trying to fend off a group of kidnappers. Without the aid of the PCs their defenses will be overrun and the envoy and his wife taken hostage.

Encounter 4-2 [Lively Plants]: The plants at the front section of the caravan seem to have come to live - wriggling like snakes and grasping everything alive. To make matters worse some of the trees seem to 

Encounter 4-3 [Civilians With Stings]: The engineers are much better equipped to deal with the raiders than was expected. Arbalests and a shield war keep them save, but they can still use some help. 

Encounter 4-4 [Healer In Need of Healing]: the raiders are always on the lookout for healers, and what better than to kidnap a couple of acolytes in the service of Pelor? 

Encounter 4-5 [The Burning Fuse]: One of the wagons is carrying alchemical gear, including alchemist fire. The wagon has caught fire. Can the PCs quench the flames on time while fighting off the raiders?

Encounter 4-6 [Stragglers with Steel]: One of the wagons loaded with weapons broke its axle and it remained behind. Without the help of the PCs it is an easy prey for the raiders.

Encounter 4-7 [Archers on the Hill]: While of little importance to the war against the Wastrians, two distinct groups of archers make life very difficult during the battle if allowed to remain free. Despite their skill with the bow, they do have some hidden surprises for those who try to oppose them in melee.

Encounter 4-8 [Gathering Intelligence]: The enemy is directed by a small group of commanders. PCs who take the time to capture the runners of the enemy, can try and learn where these commanders are hiding and perhaps face them in the next phase of the battle.

Encounter 5 [In Between Fights]: At the end of the first fight, the raiders temporarily retreat to regroup and to form a plan on how to deal with the sudden arrival of the adventurers. The lull in fighting gives the PCs and Ahlissans the time to regroup and redeploy as well. It also gives them to plan the second phase of the battle.

Encounter 6-1 [It Is Raining Oozes]: When the raiders realize they do not get their hands on the transported goods, they decide that nobody will. Having gathered oozes in clay jars just in case, riders quickly approach those wagons that transport weapons and throw the oozes in their direction, hoping to destroy as much equipment as possible.

Encounter 6-2 [and Swarms]: Oozes can be avoided by soldiers, but to maximize the casualties and chaos, the raiders also throw jars filled with angry swarms of various kinds against which even the best shield wall offers no protection.

Encounter 6-3 [Confusion of the Battle]: Furious, out for petty revenge, and to increase their chances of escape, the leaders send a couple of umber hulks at the strongest opposition in the hope to cause maximum mayhem.

Encounter 6-4 [Shadow Breach]: If matters were not worse enough, the battle seemed to trigger some kind of planar breach in the region and a group of shadow monsters wander in. These do not care about raiders or defenders and attack everything on their tracks.

Encounter 6-5 [Enemy Head Quarters]: Astute PCs might have learned from where the enemy is lead and send a squad out to disable it. Only the strongest of groups will have a chance of success. Less astute PCs might choose to take on a fake-post that is just a trap.

Encounter 7 [The Aftermath]: Once the battle is over the remaining leaders and the PCs come together to discuss what happens next.

round 2

Each mini adventure available is detailed in a different document. The following adventures are part of this special:

M1 [Into Darkness]: This mini deals with what happens to those groups that enter the breach into the Shadow Plane to find out what is happening and perhaps close it.

M2 [Chasing the Enemy]: Once the battle is over most of the attackers are still at large. Most of the survivors know little, and none of the leaders have shown them selves. This mini deals with those groups that try to chase down the leaders of the attackers or even the ordinary soldiers that were part of the attack.

M3 [Missing Scouts]: A large group of the Ahlissan and Sunndian scouts are missing. PCs trying to track them down, and if needed, rescuing them play this mini.

M4 [Kidnapped]: During the battle the raiders try to kidnap several NPCs. If they succeed, and the PCs try to rescue them, this mini deals with such an attempt.

M5 [Guiding the Caravan]: If the PCs show no interest in any of the above missions and decide to stick with the caravan this is the mini for them.

Conclusion

Finally once the heroes return in Pitchfield they get their just reward for their actions during the Battle of the Silent Tower.

Introduction

At the start of the adventure the PCs are in Pitchfield. The reason for a particular PC’s presence in the capitol of Sunndi is up to the individual player, although it is likely to be related with the Bullywug War south of the city. There is always a demand for adventurers and mercenaries in times like these.


The following will be told by one of the DMs to all the tables at the start of the event:

This morning started with you all waking up or just arriving in the fair city of Pitchfield. Signs of the approaching war can be seen everywhere with civilians leaving for Rieuwood and Glorvardum and soldiers and mercenaries wandering the streets in droves. At some point early in the day you heard heralds loudly proclaiming that the Sunndian Military is looking for mercenaries for an important mission not in the south, but in the north. Whether out of curiosity, greed or a sense of duty, you have all reacted to this call and now you are hear in this hall in the Palace of Lords waiting for the briefing. At the door a half-orc sergeant in full plate noted down your name and assigned you to a table. Now when the briefing is about to start, the command to sit down at your table is shouted through the hall.

Allow the players some moments to settle down, before proceeding with the briefing in Encounter 1.

1: A Military Briefing

Once the players are settled, the speaking DM proceeds in the role as a captain briefing the PCs:

“Welcome and thank you for coming on such a short notice. The reason we asked for a group of soldiers and mercenaries is very simple. We got news this morning that a group of bandits is planning to ambush an Ahlissan caravan traveling from Kalstrand to Pitchfield. While it is protected by a large group of Ahlissan soldiers we fear that will not be enough since the bandits should be aware of those troops. We want you to leave Pitchfield as soon as possible and rush towards this caravan to offer the Ahlissans any aid they require and to deal with these unscrupulous raiders once and for all. Questions?”

During the briefing it is important the players learn the following:

· The caravan is send by the Ahlissan government to support the Sunndians in their war against the bullywugs and wastrians in the south. The caravan is of vital importance, and its save arrival might mean the difference between victory and loss in the overall war. [Note: this is an exaggeration, and astute PCs realize this as well, because if it really is that important, more skilled heroes and more soldiers would have been send on this mission. Still, the results of this battle will have an impact on the overall war.]

· The caravan consists of 22 wagons. 100 soldiers and their officers protect it. The soldiers are mostly light infantry, although there is a small detachment of archers, heavy infantry and scouts.

· A small group of Sunndian scouts have been attached to the caravan since it entered Sunndi.

· The caravan is transporting food, weapons, armor, siege engines, medical supplies, alchemical equipment, a couple of magical items as well as a small group of expert healings and siege engineers.

· The Ahlissan soldiers will remain at Pitchfield as guards at the Embassy and they will be used in case of a battle for Pitchfield. So besides it is the decent thing to do, saving as many of their lives as possible, is also going to be of some help in the coming battles with the Wastrians.

· All these products are important, but the weapons, healers and engineers are especially important.

· The caravan also contains an envoy, an influential Ahlissan noble from the city of Jalpa who is distantly related to Overking Xavener. His death or disappearance would not be very good for diplomatic relations. The Ahlissans care rather much about their nobles.

· The raiders are mostly former prisoners and ex-guards of the Calling Mines that escaped over two years ago during a rebellion and have been plaguing the region ever since. They are probably backed up by fanatics from the Hollow Highland clans, united by their mutual hatred for everything that is Ahlissan. They have been hunted down the last year by Ahlissan forces and small groups of adventurers, and they are likely doing this more for a need of supplies than hatred.

· Grey Scouts and the Burrowers are responsible for this warning, and likely just in time.

· The Ahlissans have been warned through magic, but the caravan already crossed the Greyflood River. The Ahlissan authorities cannot arrange meaningful reinforcements quickly enough even though they are closer. Axbjerg doesn’t have the resources either. 

· The PCs are divided in small squads. These should deal with specific missions on the battlefield, but once finished, or when the need is high, can come to the aid of other squads. [In effect the rules of the battle interactive as discussed in the Preparation For Play section.]

· There will be no additional Sunndian soldiers beyond those currently present during this mission. There are enough Ahlissan soldiers to deal with the common raiders. Those present here should be enough to push the balance in Sunndi’s favor and Sunndi cannot spare more forces due to the war. 

· Each squad will be borrowed a ring of communication which are all attuned to one another. These allow communication between the ring bearers as long as they are within 1 mile of each other. These rings need to be returned after the mission, but should the PCs like them, they can be bought for the normal price of 2,000 gp from the army as a reward for their services.

· The PCs are expected to travel with a speed of 32 miles per day. If the PCs don’t have riding animals of their own light riding horses, heavy riding horses and ponies can be borrowed, both as riding and carrying animals. Page 164 in the Player’s Handbook provides the information on traveling speed and carrying capacities of various riding animals.

· The distance between Pitchfield and the Silent Valley is roughly 60 miles, which is mostly through forest over a decent road.
· If the PCs leave as quickly as possible they should meet the caravan somewhere during tomorrow afternoon.

At the end of the briefing the speaking DM will conclude with the following:

“Just before you go and prepare for the upcoming mission, I would advice you to stick together. I know that some people can travel much faster than others, and speed is of the essence. We have no idea though how many raiders there are nor do we know how skilled they are. If a small group rushes ahead, they might encounter superior forces which you would have been able to deal with as a group as a whole.”

Development: After a few public questions and answers, the PCs get the chance to prepare for the upcoming mission. They can ask additional questions to their DM in the role of their liaison officer as well as buy some last minute supplies and prepare their spells. Pitchfield has a gp limit of 15,000 gp, although a PC still needs to follow the normal access rules. It is also a good time to introduce the PCs to one another and to discuss who will be their squad’s communication soldier at the battlefield. PCs with a command aura should choose an aura now as well. The players get roughly 15 minutes to do so before proceeding with Encounter 2.


As stated above the distance between Pitchfield and the Silent Valley is roughly 60 miles. While the bigger part of the journey is through forest it is at least over a decent road. The speed of light riding horses drops to 32 miles per day if they carry more than 150 pounds (and heavy horses even below that at 200 pounds). So unless all PCs weight less than 150 pounds, and do not forget to include the weight of the saddles (25 pounds) and basic equipment of the PCs, it is likely that it takes them almost 2 days to arrive in the Silent Valley. It is certainly possible the PCs can increase their speed by a little, but all this will do is that the bandits ambush the caravan earlier and the PCs have to travel farther. The end result is the same: the battle will take place in the afternoon the day after the briefing.


Note that going for a forced march makes little sense since that would require 8 additional hours and it would cause the mount to drop dead before arrival. The PCs would also have no chance to prepare new spells. Ultimately it will have no effect since spies of the enemy have spotted the PCs long before and have rushed their ambush.


Since the adventure starts once the PCs enter the battle, there is no point in noting down marching orders and watch duty rosters. Do ask whether there are any long duration buff spells running and at what time (so this is limited to spells with a duration of 1 hour per level or more). Remember high-level casters can cast these spells on PCs on other tables.

2: Choices to Make

Once the PCs are ready with their preparations the speaking DM will address all the players:

You have all been traveling for 1½ days when you suddenly hear a surprised strong voice from the bushes ahead. “Thank the Valorous Knight! You don’t look like bandits, but like the reinforcements promised by the Sunndian authorities. Quick! The caravan is under attack and if you don’t hurry I fear it is going to be too late.” When you look in the direction of the voice you note a sturdy built Oeridian male in the uniform of an Ahlissan soldier. He is lightly armored and armed with a short sword, composite longbow and a dagger. A large bloodstain can be seen on his right shoulder, and on a closer inspection you note the remains of a broken arrow in it.

The soldier is exactly who he says he is. He will tell the PCs the following things:

· He is an Ahlissan scout, and he was send ahead to check for raiders and to see whether the reinforcements where getting near. He and his friend were ambushed. His friend died, but he got away. The raiders blocked his retreat back to the caravan, but he overheard them mentioning they had to rush attacking the caravan, because a large group sell-swords was nearby. So instead he decided to rush ahead to warn these reinforcements.

· The caravan is roughly 20 minutes away on top speed.  Still, if they rush on they should be on time to save the caravan.

· The Ahlissan envoy, his wife and bodyguards ride at the front of the caravan in a couch. 

· The captain was riding in front of the actual caravan. 

· He can point out where the engineers are located in the caravan. They are traveling with a wagon filled with siege engines and schematics.

· He also knows where the healers are traveling together with a wagon filled with healing supplies.

· He has no clue what is transported in each wagon. 

· He knows of one wagon that got separated from the caravan this morning due to a broken axle. He overheard one of the teamsters complaining that all that steel was just too much for the wagon, and he suspects the wagon is carrying weapons or armor. He has no idea whether the wagon is even attacked considering how far behind it is. If it is attacked though they really require help since there are not many soldiers there.

Development: Assuming the follow the scout, the speaking DM should tell the players the following:

Quickly following the scout along the road, you soon hear the sounds of battle in the distance. Taking you to a hilltop nearby you all get a quick overview of the battle. One glance shows you there are eight different areas on the battlefield that a squad could rush to. Each of these sites is some distance from one another, and low hills, bushes and trees block sight between the different fights. For now the Ahlissans are holding up, but you realize that if they are not helped quickly, the battle will be lost. It seems you all have to make a choice of what battle to fight. Each group can choose from the following:

· The envoy’s coach several hundreds of feet ahead of the caravan.

· The front of the caravan where the several Ahlissan soldiers, among which the captain and a banner bearer, are defending themselves against the local flora that seems to have come to life.

· Behind the captain you note three different groups of combat, one probably around the engineers, the second around the healers and one at the back. It is difficult to see from this distance how they are faring.

· On two different hills you note groups of archers raining down death on the Ahlissans below.

· And from what the scout told you, you realize that out of sight there is likely to be an 8th fight going on around the weapon wagon.

The PCs have to decide quickly, and there is little time for arguments. After allowing the individual tables some time to discuss what they want, and they should pick three just in case their first choice is assigned to another table. If the players are quick, they could discuss options with players of other tables. After this short discussion the speaking DM calls out the battle-zones and ask which party is going to that zone. There are more fights than tables, which is done on purpose and the choices made by the PCs determine the outcome of the battle. If two or more groups volunteer for a particular zone, the various tables get the chance to step down. If people cannot come to an agreement quickly, the DM assigns the mission to a group and so on until all tables have picked their zone for the moment.


Once the PCs have picked their fight, the battle can start in earnest. Allow the PCs to cast their ten minute per level spells (assuming the casting time is 1 round or less), as well as 1 spell with a duration of 1 minute per level before the battle is on. Note that the arrival of the PCs is not unexpected, and neither side is surprised. Proceed with Encounter 4, with the exact number depending on the zone your table picked/got assigned.

3: Ahlissan Forces

Ahlissan Soldiers

Ahlissan Captain: male human fighter 4; hp xx; see Appendix 1. 

Ahlissan Lieutenants (3): male/female human fighter 2; hp xx each; see Appendix 1.

Ahlissan Sergeants (9): male/female human warrior 3; hp xx each; see Appendix 1.

Ahlissan Soldiers (80): male/female human warrior 2; hp xx each; see Appendix 1.

Ahlissan Heavy Infantry (11): male/female human fighter 2; hp xx each; see Appendix 1.

Ahlissan Scouts (10): male/female human scout1; hp xx each; see Appendix 1.

Heavy warhorses (4): hp 30 each; see Monster Manual 273 (1 with chain barding, 3 with leather barding).

Ahlissan Civilians

Akal: male human cleric 3; hp 24; see Appendix 1. 

Paladin of Pelor: female half-elf paladin 1; hp xx; see Appendix 1.

Envoy: male human aristocrat 3; hp xx; see Appendix 1.

Envoy's wife: female human expert 2; hp xx; see Appendix 1.

Renizia, main animal handler: female human ranger 3; hp 18; see Appendix 1.

Animal handlers/teamsters (42): male/female human commoner 2; hp 7 each; see Appendix 1.

Healers (3): male/female human expert3; hp 15 each; see Appendix 1.

Engineers (4): male/female human expert 3; hp xx each; see Appendix 1.

Ambassadorial Bodyguards (3): male/female human Rog1/Ftr1; hp 16 each; see Appendix 1.

4-1: A Lady in Distress

Ahlissans present: Envoy, envoy’s wife, 3 envoy’s bodyguards, 1 teamster, 4 riding horses

All APLs

APL 4 (EL 6)

APL 6 (EL 8)

APL 8 (EL 10)

Tactics: bsfsdg

Development:  fdf

No PCs: If no PCs pick this zone during the first fight, the bodyguards are dispatched and the envoy and his wife are kidnapped. In this case the PCs get a second chance to save the nobleman in the mini during part 2 of the event. The opposition present during this encounter survives mostly in tact and is added to that mini.

4-2: Lively Plants 

Ahlissans present: Ahlissan captain, heavy warhorse (chain barding), ahlissan sergeant, ?? Ahlissan soldiers.

All APLs

APL 4 (EL 7)

APL 6 (EL 9)

APL 8 (EL 11)

Tactics: dfsdf

Development: sdfsdf

No PCs: The captain is killed and the banner taken. This is a serious blow to morale of the Ahlissans, and during the next fight half of the surviving Ahlissan forces are gone.

4-3: Civilians With Stings 

All APLs

APL 2 (EL 4)

APL 4 (EL 6)

APL 6 (EL 8)

Tactics: sdfsdf

Development: aasd

No PCs: Regardless of whether the PCs are present or not, the engineers will survive without a problem. Instead, if the PCs do involve them selves with this fight, the engineers can shoot their arbalests at the enemy in neighboring zones. 

4-4: Healer In Need

All APLs

APL 4 (EL 7)

APL 6 (EL 9)

APL 8 (EL 11)

Tactics: dfsdf

Development: sdfsdf

No PCs: If there are no PCs present, virtually all of the healing supplies are stolen. Worse, the healers and cleric will be kidnapped. The PCs can try to rescue them in the next round of the event, but without healing of the PCs no Ahlissan that went down during the first fight will recover and losses will be 20% higher.

4-5: The Burning Fuse 

All APLs

APL 2 (EL 4)

APL 4 (EL 6)

APL 6 (EL 8)

Tactics: sdfsdf

Development: aasd

No PCs: At the 3rd round of combat the wagon with the alchemical equipment will explode in a spectacular fashion. Regions nearby will be covered in a rain of burning oil and debris and many Ahlissans will die.

4-6: Stragglers with Steel

All APLs

APL 2 (EL 4)

APL 4 (EL 6)

APL 6 (EL 8)

Tactics: sdfsdf

Development: aasd

No PCs: If no PCs pick this zone during the first fight, the few soldiers present are dispatched and the weapons are stolen. In this case the PCs get a second chance to steal back some of the weapons in the mini during part 2 of the event. The forces assigned to be send to this part in fight 2 will be reassigned to other regions.

4-7: Archers on the Hill

All APLs

APL 2 (EL 4)

APL 4 (EL 6)

APL 6 (EL 8)

APL 8 (EL 10)

Tactics: sdfsdf

Development: aasd

No PCs: If no PCs pick these zones, the archers are free to shoot volleys of arrows at the Ahlissans and PCs throughout the battle. Due to they layout of the battlefield, each group can only cover the first three (envoy, captain, engineers) or the last three (alchemists, healers, engineers) zones. The senior DM determines which area is hit each round.

4-8: Gathering Intelligence

While the raiders are a chaotic bunch, there is some resemblance of hierarchy. While this hierarchy is not nearly as structured as in an official army, there are two obvious leaders in charge of the raid (see Encounter 5-5). These leaders keep their distance from the battlefield, hiding in an illogical place nearby. They are fully aware that they are prime-target for the opposition. Instead they send out highly skilled runners and scouts. These messengers carry orders for the raiders in the field, but more importantly they are the eyes and ears of the two commanders. Capturing such a messenger would be a serious blow to the opposition.


Throughout the battle the PCs have a chance to spot one of these messengers and react as they wish. The DM at a table that is having a relatively easy time, or are finished early (with that round or their fight as a whole) get a signal by the Senior DM. The messenger tries to remain unseen, rolling a Move Silently and Hide check with a –5 penalty for moving at normal speed opposed by the PCs Listen and Spot checks. The scout wonders by relatively nearby, at roughly 30 ft. distance, so the PCs gain a –3 penalty on these checks. Keep in mind that some allies of the PCs have scent or with the right spells blindsense or even blindsight. If spotted, the PCs can react as they wish on the next round. If not, they get a 2nd chance the next round as the messenger moves away. Astute PCs might note in what direction the messenger is moving, and send out a warning to other groups in that general direction with the aid of their rings. If that happens, that DM should take the presence of the messenger into account.

Terrain: As per the battle zone the PCs are at.

Creatures: The messengers are highly trained scouts. They are Oeridians, olive colored skin, short dark brown hair and brown eyes, wearing the clothes of foresters. Their skins are suntanned, and they are thin (if not downright skinny), muscled and dexterous. They are lightly armed and armored, relying on stealth and speed. Like the rest of the raiders they despise the Ahlissans and anybody working with those “monsters”. They are also hungry and ill equipped – their clothing has been patched several times and their weapons also look like they have seen better days.


There are a total of 8 such messengers. Six are always around their commanders as perimeter guards. The other 2 are moving around on the battlefield. If both are captured/disabled than there are 2 less perimeter guards in the next round.

All APLs (EL 4)

Convict Perimeter Guard: male or female human scout 4; Hide +10, Listen +10, Move Silently +10, Spot +10; hp 22; see Appendix 3.

Tactics: The messenger knows he is no match for a group of adventurers in a direct fight. He relies on speed and stealth. He attempts to flee, but if necessary he flees in the direction of allies to allow them to cut off anybody chasing the messenger. He tries to move out of sight to allow him to hide again, staying put until he is absolutely certain his chasers have not seen him before moving on. If cornered his reaction depends on his opponents. If they include any obvious Ahlissans, he fights to the death (preferably taking several Ahlissans with him). If there are no Ahlissans, he fights for a short while before surrendering.

Treasure:
Looting the messenger:


All APLs: Loot 30 gp; Magic 4 gp; potion of cure light wounds (4 gp); Total 34 gp.


Detect magic results: Potion of cure light wounds (Faint Conjuration).

Development: If the messenger got away, he or she might make an appearance at another table later on in the fight. If two messengers have been disabled, no more appear during the first part of the battle. They might show up again in the second part of the fight, but at that time the information they can provide might not be nearly as useful.


If caught (or killed and the PCs have the ability to speak with the dead) the PCs can question him in between the fights. Until that time they have to drag him along, and during this time any of the raiders tries to either free the messenger or if there is no other option kill him. If the messenger survives until that time, and he is conscious, the PCs can finally question him. The information he can give is detailed in Encounter 5-0 What the Enemy Knows.

5: In between fights

At the end of the first fight, the raiders temporarily retreat to regroup and to form a plan on how to deal with the sudden arrival of the adventurers. The lull in fighting gives the PCs and Ahlissans the time to regroup and redeploy as well. It also gives them to plan the second phase of the battle.

wave of darkness

At the end of the first combat the barrier between the Plane of Shadows and the Flanaess is broken. The exact location of the breach depends on the events in Encounter 4. If the alchemist wagon exploded (Encounter 4-5) this happens in that region, otherwise it happens in the region with the most victims (except Encounter 4-6) as determined by the senior DM.


Read aloud or paraphrase the following to the PCs in the region where the breach takes place:

Suddenly a loud crackling noise echoes through the trees followed by a blast of freezing air tinged with the odor of lightning and a spectacular display of colored light. Turning towards the source of both light and breeze you note a crack appearing about 10 feet above the floor that is quickly spreading. Than as suddenly as the spectacular light show appeared it turns into a mass of swirling darkness with tendrils spreading out like tentacles of some kind of sea monster. The darkness is growing, quickly taken the form of a half-sphere. Inside you still see the plants, and objects that were there before, but it is shrouded in darkness almost as if it is a moonless night inside the sphere.

The sphere is rapidly expending and it reaches it maximum size of a diameter of 75 feet after 3 rounds. It is slow enough for anybody to flee the area as any Ahlissan and surviving raider will do. A PC who makes a DC 15 Knowledge (the planes) check recognizes it as a planar breach. If the result is 20 or more they realize it is likely to be a severe breach, most likely with the Plane of Shadow. These characters also realize that entering the region is risky since living things can cross the planar boundaries unwillingly unless they have at least some basic knowledge about the planes. Although as long as the breach is there one should eventually shift back. Most breaches remain at least 1 hour, and they can stay as long as 4 days. If it remains open for more than 1 hour it does so for at least 24 hours. Certain creatures and powerful spellcasters can create a breach and keep it open as long as the magic remains that sustains it. Considering the region (the Silent Valley) and the battle though it is likely to be a natural occurrence. For rules on what happens if a PC enters in the darkness see Encounter 5-4. 


Any PC that stays nearby can make a DC 15 Listen check to hear the sounds of hunting horns and baying hounds in the far distance emanating from the darkness.

Read aloud or paraphrase the following to those PCs not in the region of the breach:

A faint crackling noise can suddenly be heard above the dim of the battle. A chilly breeze quickly follows it. Looking around for its source you note a strange display of lights in the distance that disappears together with the breeze before you can blink your eye. You dimly hear shouts of fear and panic from that direction, but what exactly happened there cannot be seen from where you are standing.

Without more visual clues it is very hard for these characters to guess what happens. The regions close to the breach will soon see Ahlissans (and perhaps raiders) fleeing from the region shouting something about a consuming vortex of darkness having appeared out of nowhere. A DC 30 Knowledge (the planes) check is needed to realize it might be a planar breach of some kind with the description of the vortex sounding awfully like a breach with the negative energy plane. Such breaches though rarely get bigger than 50 feet radius and never bigger than 100 feet. To get more information PCs need to either go to the region, or talk with the witnesses once they calm down. Recognizing the breach in that case is DC 15.

Development: For the moment the effects of the breach might appear to be spectacular, but nothing extra happens until the start of the second fight (see Encounter 5-4). The events described in Encounter 5-4 happen either to the group of PCs examining or guarding the breach or a region nearby as determined by the Senior DM.


Note that the Ahlissans are incredibly worried about the appearance of the breach. They suspect some kind of trickery or foul play by the raiders and they expect a dangerous monster to appear soon. They would prefer to post some adventurers there to keep an eye on it, especially if some PCs report the sounds of the hunting horns. They don’t know much about planar breaches though, and can be calmed by the PCs if the PCs point out this is likely to be a natural occurrence. Little do the PCs know that while it is a natural occurrence, it has drawn some local creatures to the area. Light on the Plane of Shadow works towards the native creatures like flames to moths.

enemy’s command post

If the PCs ask about potential locations for a command post for the enemies, you should let them make a DC 15 Knowledge (geography) or Profession (soldier) check. There are several potential locations. If the check succeeded by 10 or more the character notes a rock outcrop that provides a relative clear view over the battlefield and which by the looks of it can be approached from the ground. 


Checking all the potential locations would be time consuming with no guarantee of success. The only way to check them all within the short lull in the fighting is by flight. If flight is available, for example with the use of a familiar or wild shaping druid (the fly spell just doesn’t last long enough) they note a command tent on the outcrop as well as two ogre and three human guards. The ogres are an illusion though (created by a simple silent image), and in the tent there is only one man (see Encounter 5-5 Fake HQ for more details). Astute scouts can easily learn this by directly interacting with the ogres, or by sneaking closer and taking a peak inside the tent. Otherwise the PCs are bound to learn it when they storm the place or by successfully questioning any of the messengers.


The real HQ is hidden at an illogical place under the cover of trees and it cannot be found by merely flying over the treetops. There is no time for a ground search.

what the enemy knows

Knowledge is power, and even more so on a battlefield. The Ahlissans do not take any prisoners though unless the PCs explicitly request it. They treat the attackers as common bandits not worthy any attention, not to mention that they are very angry about the deaths of their friends. It is likely though that the PCs do try to capture one or more opponents alive for questioning during a lull in the fighting. If they do so, there are three types of opponents the PCs. Each of these knows different things, and need different ways to get the information. If there is time you can role-play the interrogation, otherwise you should summarize the information as presented below. 

Ordinary raiders: While these raiders hold up the appearance of fanatic freedom fighters, they are in reality just desperate hungry people with a low morale. It is relatively easy to get them to talk. Intimidate works as normal with threats of violence being enough. Diplomacy requires their attitude to change from Hostile to Friendly, but retries are allowed as long as the check improved their attitude by at least 1 step. Offering food, or a genuine promise (which might require a Bluff check if a lie) not to kill them each gives a +5 circumstance bonus that stack with one another. Finally, the PCs can try to trick them. In this case a Bluff check can be used opposed by the raiders Sense Motive. Make these checks in secret, since they provide false information (the exact details are up too you, with the ordinary raiders being lousy liars) if the checks fail.


The raiders can tell the following things:

· There are roughly 200 raiders, 2/3rd are humans, and the rest are dwarves and half-orcs. 

· The army is lead by two commanders, a human sorcerer who they just call the Sorcerer, and a female human cleric named Salina. 

· The Sorcerer is feared and can put people into a nightmare filled sleep, which he regularly does as punishment. People are judged by Trithereon while unconscious and if found wanting, they die in that sleep. The sorcerer can read the minds of people. 

· Salina is a cleric of Kurell. Virtually all the freedom fighters love her, because she spends considerable time among them. She provides them with water, food and caring for the sick. Whisper: She has a temper, and if angered she is just as dangerous as the sorcerer, although she always apologizes afterward.

· The command post is at the rock outcrop nearby overlooking the battlefield. [While this not true, these raiders belief it to be true.]

· They use messengers to communicate with the soldiers. These messengers are human scouts. 

· They know nothing about who planned the attack, let alone who gave the information necessary to pull the ambush off.

· The goal of the ambush is to kill as many Ahlissans as possible, hope that the retaliation of the attack by the Ahlissans (which is sure to come) will show the world how truly evil the Ahlissans are and of course to gain new supplies. 

Unit leaders: These reveal information the same way as the ordinary raiders. They know what the ordinary raiders know and the following:

· The human sorcerer is not a human. He keeps his distance from the men, and when he does show up it is in a magical disguise. The disguise is weak though, and it is hard to hide that he is big.

· There is something odd about Salina. She appears human, but her hands feel cold and clammy and she never looks somebody in the eyes. She can definitely see as well in the darkness as a dwarf.

· There are supporters of the cause both among the Ahlissans in Hexpools and the Calling Mines as well as the Sunndians in the Hollow Highlands, Rieuwood and Pitchfield. They don’t know whom though.

· Things are going badly for the freedom fighters, and they needed this ambush to succeed or else risk permanent defeat. They knew about the ambush long in advance, but they didn’t know the details in case of traitors until the very last moment.

· The raiders know what is expected and have free reign to react to unexpected situations until ordered otherwise. So they don’t rely too much on their commanders. Killing them would be more of a morale blow than a real tactical one.

Messengers: The messengers are fanatics, and they gain a +5 circumstance bonus on any check to resist revealing any more information than the basic.

· The sorcerer is a mercenary hired by Salina and the bosses of the movement. He is not a human, but a snake with the head of a human. They cannot give much more information on his appearance though. [Since the dark naga is the only naga with unconscious inducing poison, a DC 24 Knowledge (dungeoneering) check reveals that it is likely the sorcerer is a dark naga once the PCs put these two pieces of information together.]

· The bodyguards are not ogres, but highly trained minotaurs who serve the naga. They are thickheaded, but incredibly skilled with the ax and very strong.

· They can tell the PCs where the leaders are hiding during the battle. If the check to gain information fails, they point out the logical position for such a command post on a rock outcrop that grants a good view on the battlefield.

· They know that Selina is not the highest ranked leader of the movement. She is one of the higher-ranking members, but there are others like her. They cannot give the details on the other leaders, keeping their distance from others on purpose in case of capture.

· They can give rather detailed accounts of the amount of forces on their side. They know of the oozes, as well as a group of large bug-like creatures that burrow through the earth. Unlike the minotaurs or the snake though, those are servants of the movement and under direct command of Salina.

6-1: It Is Raining Oozes

6-2: and Swarms

6-3: Confusion of the Battle

APL 6 (EL 9)

Umber Hulks (2): hp 71 each; see Monster Manual 249.

APL 8 (EL 11)

Umber Hulks (4): hp 71 each; see Monster Manual 249.

6-4: Shadow Breach

The region that was breached is now partially overlapping with the Plane of Shadow and it counts as a severe breach. It is 75 feet in diameter. The trait that overlaps the region is the darkness trait that effects the region with the following effects:

· Impeded magic. Spells that use or generate light or fire may fizzle when cast on the Plane of Shadow. A spellcaster attempting a spell with the light or fire descriptor must succeed on a Spellcraft check (DC 20 + the level of the spell). Spells that produce light are less effective in general, because all light sources have their ranges halved on the Plane of Shadow.

· The region is as dark as during a moonless night (so low-light vision doesn’t work without a light source). All light sources have their ranges halved. Darkvision works as normal. Without a light source and/or darkvision opponents are covered with concealment (20% miss chance).

· A character entering the region has 20% to accidentally enter the Plane of Shadow (or back). A DC 15 Knowledge (the planes) check increases this to 100% if done on purpose. For simplicity sake assume it effects the whole group of players.

Read aloud or paraphrase to those in the shadow breach region:

Judging by the sounds echoing through the trees the raiders have resumed their assault on the caravan. They, like the Ahlissan soldiers, seem to avoid the area of darkness, leaving you alone with your companions to stare into its nearly impenetrable darkness. Suddenly you hear the clear sound of a hunting horn from the darkness for a mere blink of an eye you note a large man-like creature with the horns of a deer made out of shadows sitting on what looks like a horse with flaming eyes and smoking hooves. Than it is gone, but the rushing of leaves and the sound of claws scratching the forest floor warns you several creatures are making their way towards you.

Neither side is surprised. Roll initiative as normally. A DC 17 Spot check (DC 13 at APL 8) is required to see the individual shadow mastiffs roughly 50 feet away from the PCs. Otherwise they appear in sight during their turn of the initiative.

If the PCs are busy fighting somewhere else and are targeted by the shadow mastiffs they need to roll a DC 23 Spot (DC 19 at APL 8) or Listen check. If they succeed they note the shadow mastiffs dashing their way just on time. Otherwise they are surprised by the hounds.

Terrain: The terrain is the same as it was in the previous fight – lightly forested with trees and bushes providing some measurement of cover and concealment. Note that even outside the planar breach there is enough shadow due to the canopy of the trees for the shadow mastiff’s shadow blend ability to work.


Inside the breach light conditions are similar to a moonless night providing concealment to those not inside a light radius (unless the attacker has darkvision). Maximum range of sight is roughly 60 feet.

Creatures: A pack of large dogs with a smooth clack coat and mouth of sharp teeth attack the PCs. These dogs seem to blend in with the darkness and it is difficult to pinpoint their location. They all wear studded black colors. They are trained as hunting dogs, the kind that kill their prey, and they see the PCs as prey.

APL 4 (EL 7)

Shadow Mastiffs (2): hp 30 each; see Monster Manual page 222.

APL 6 (EL 9)

Shadow Mastiffs (4): hp 30 each; see Monster Manual page 222.

APL 8 (EL 11)

Shadow Mastiffs, advanced 7 HD (4): hp 67 each; see Appendix 2.

Tactics: Shadow mastiffs are cunning canine predators who tend to focus on one prey at a time, circling and outflanking their enemies. They start their assault with two of hounds baying in an attempt to split up the opposition. These bays have a devastating effect on any Ahlissan soldiers in the area; luckily the common raiders are equally affected. Unlike regular shadow mastiffs these focus on those not affected by their howls, being trained to see those as prey by their master. The dogs do not fight to the death, and flee in the direction of the shadow breach if at 10 hit points or less or when only 1 is still standing.

Treasure:
None.

Development: With the defeat of the dogs the shadow breach returns to its former abandoned silent darkness. Nothing more happens until it closes naturally or the PCs choose to enter it. The man-like creature never shows itself after the first time.


If the PCs actually manage to capture one of the mastiffs alive and have some means to communicate with it (requiring telepathy), all they learn is that these dogs serve the Master. The dogs love the Master and they live for the hunt. 


6-5: Enemy Head Quarters
Throughout the first part of the battle the PCs might realize that somebody is leading the raiders, and decide that doing something about it is a good idea. The commanders are no fools though, and the most obvious command post is a trap. Only by asking the right questions under the right pressure would the messengers reveal the real location of the leaders.

Fake command post

Read aloud or paraphrase the following to somebody flying over the command post:

The rock outcropping is easy to miss at first glance. It is covered with bushes and even the cliff is overgrown with yellowish grass. It blends in quiet well with the canopy. Only on closer inspection do you realize it is more than a simple overgrown hilltop. You also note a green command tent and several figures hiding between the bushes among which are two ogres lazily sitting against the rocks. There are at least three human raiders.


The slopes of the outcrop are overgrown cliffs, and would have been relatively easy to climb were it not for their dampness. It is difficult to estimate the height of the cliff, but it is likely to be around 50 feet. There seems to be a small steep trail leading up from below.

PCs making a DC [APL 6: 23; APL 8: 25] Spot check note the boulders along the rim of the outcrop. Their purpose probably is to be thrown on anybody climbing the cliff or walking the trail. Note that animal compendiums and even familiars might lack the intelligence and knowledge to recognize these boulders for what they are.


People getting really close, hopefully without being seen, might realize the ogres are just an illusion. Observing them within earshot counts as interaction since a minor image spell is being used and that spell does not include sound or smell. Anybody looking into the tent sees that it is empty except for a gnome who stares intensely at the two ogres.

Read aloud or paraphrase the following to somebody approaching it from below:

Carefully moving up the slope of a ridge, you soon see a large rock towering up and above the tree canopy. It has a diameter of [if approaching from the east or west:] roughly 50 feet [or if approaching from the north or south:] roughly 90 feet and looks relatively easy to climb since it is overgrown with small bushes and yellow grass.

PCs who circle the outcropping realize it is not round, but oval. It towers roughly 60 ft. above the forest floor, except at the east side where a steep ridge rises to roughly 25 ft. below it. There is a small, but difficult trail at the south side that leads from the ridge to the top. PCs who get really close need to make Hide and Move Silently checks opposed by the raiders on top. If successful, and assuming they observe the rock for some time they note the human guards on top with a DC 21 Spot check (distance penalties included). The ogres are out of sight from below.

Terrain: A map of the area can be found at the DM’s Aid section. The fake command post has been built on a rock outcrop of a hill ridge. It towers 60 ft. above the forest floor below, and 25 ft. above the ridge. Climbing the rocks requires a DC 20 Climb check – the rock itself is not smooth, but the raiders made it wet and slippery. View to the top of the rock is blocked by the treetops that rise up to 30 feet. To shoot at the ridge somebody has to stand directly under it.


There are no trees on the ridge, just a lot of bushes (which are not on the map) that are roughly 20 ft. high and to thin to support small and medium sized characters. This area is considered difficult terrain, but offers cover against any archers on top of the cropping (and vise versa). 


A small steep trail leads up from the ridge to the top of the outcrop. The trail is considered difficult terrain, and it is a steep slope (moving up costs 4 squares of movement). It has no protection against any potential archers on top.


The top of the outcrop is relatively flat except for a couple of large boulders. Alongside the ridge there are several medium sized boulders ready to be thrown down at anybody storming the ridge. The raiders set up a command tent which blocks sight, but not effect. There are remains of a campfire, but it has been out for several hours.

Creatures: There are three human raiders on top of the outcrop. These humans are of Oeridian decent and wear hide armor, javelins and greatclubs. They look malnourished and ill kempt. There is a hint of madness in their eyes. They are under orders to make it appear the outcrop is important, and they are ready to die to keep up appearances.


The gnome sorcerer is a coward at heart. He is just there for the illusion of the ogres. As soon as the hill is under attack, he quaffs his potion of invisibility, reads the scroll of fly and flies off. He immediately surrenders if confronted by any violence.


The two ogres are just an illusion, and everybody that interacts with them gains a DC 14 Will save.

Trap: The raiders had some time to prepare and they placed several large boulders at the top of the cliffs. These only need a little push to fall down on anybody standing or climbing directly below. The person pushing the boulder does not even have to show himself. People making a DC 23 or 25 Spot check note these rocks and can guess their purpose. At APL 6 there are 6 rocks at each of the three sides of the outcrop. At APL 8 there are 7 rocks and they are slightly larger and have sharper edges. The raiders can push these down, attacking as described in the trap stat blocks in Appendix 2. Anybody climbing needs to make a [DC 10 + damage] Climb check or fall down. Remember that unless a character has a climbing speed they loose their Dexterity bonus to AC.


Characters directly below the ridge can try to cause the boulders to fall down without being actively pushed by targeting the cliff side directly under them (targeting a section of the trap so to speak). Unless they are flying or levitating though they have to step in line of the falling boulders though.

All APLs

Nazim: male gnome sorcerer 1; hp 4; see Appendix 1.

Hollow Highland Raider 4 (3): hp 13 each; see Appendix 1.

APL 6 (EL 8)

Boulder Rain: see Appendix 2.

APL 8 (EL 10)

Boulder Rain: see Appendix 2.

Tactics: Throw boulders on the heads of everybody climbing the ridge without showing their faces to any archers below. Try to bull rush anybody off the rock that is standing on top. Fight to the death if that is impossible.


Their weaknesses are flying opponents, or when people climb the rocks from different directions at the same time. They can be only at so many places at the same time… 

Treasure: Nothing significant. The location is of no tactical or moral significance, and conquering it does not generate recognition points.

Development: What happens next depends greatly on the speed with which the PCs learned that this was just a fake. If there was no combat at all, for example, when learned in between the battles by a flying scout, than the PCs are free to rush to another battle zone and take on another mission. If the PCs did spend rounds on the fight, it should be treated as any other fight. In which case the PCs have a chance to rush back to the main battlefield to aid the others, although it takes 1 round at full speed before they arrive at any of the other battle zones. It is impossible to learn of the real command post before the end of the battle, and once done, the commanders are long gone (see the mini M2 Chasing the Enemy for details if the PCs decide to chase them down after the battle).


Note that this fake command post might be frustrating for the PCs. Just remember that they get xp as normal, and they can still chase down the leaders after the battle. 

real command post

The real command post is well hidden and some distance from the battlefield.

Terrain: A map of the area can be found at the DM’s Aid section.

Creatures: The commander is the human female Salina, an embittered cleric of Kurell filled with rage and feelings of revenge against the Ahlissan military. The kindness with which she treats her men is a reminder of how she once was before being imprisoned in the Calling Mines for a short time – although even her men sometimes feel the brunt of her madness. She treats the umber hulks as humans. She has short brown hair, strange black eyes without any white, a clammy slimy pale-grayish skin and she is almost unnatural flexible. When her hat of disguise is active though she looks like a pretty Oeridian woman.


She escaped long before the rebellion of CY 594. It was deep below the Mines that she came across allies in her quest for vengeance. She never met them though, and if the PCs somehow get her to talk about her time there, all she can tell is that they talked to her in her head. She is convinced they are real, but she is clearly insane, and most sane people would think the voices are just her imagination.


They are protected by a group of elite raiders who form a wide perimeter guard around the post. They are fanatically devoted to Salina’s well-being. Unlike her, they are ordinary Oeridian humans. Like her they have been at the receiving end of Ahlissan brutality. They wear forester clothing, and are very skilled in remaining unseen. Due to their trackless step ability they don’t leave any tracks.

All APLs (EL 12)

Hissaleth: male dark naga; hp 58; see Appendix 3.

Salina: female human cleric 8 of Kurell; hp 59; see Appendix 3.

Bodyguards (2): male minotaur barbarian 3; hp 78 each; see Appendix 3.

Convict Perimeter Guards (6): male and female human scout 4; Hide +10, Listen +10, Move Silently +10, Spot +10; hp 22 each; see Appendix 3.

Tactics: Keep in mind that Hissaleth has an anticipate teleportation running!


The perimeter guards are hiding 100 ft. away from the command post, and roughly 100 ft. away from the nearest other perimeter guard. They have taken 10 on their Hide check, and hence spotting them requires a DC 20 Spot check modified by distance. Hissaleth has a message spell running with Salina and the perimeter guards, and checks upon them every few minutes. The guards do not sound the alarm by shouting (unless there is no other way), but the guard has to point at Hissaleth to pass a message along. PCs can recognize the gesture with a DC 20 Spellcraft check. If the alarm is sounded, they prepare for the fight. Salina realizes she is too slow to outrun most opposition and this region is relatively defensible. If the scouts have seen only one or two PCs, they order the perimeter guards to disable the opposing spies. 


Once the combat is on, Salina and Hissaleth keep their back to the rock with the two minotaurs position themselves between the two commanders and any opposition. If confronted with ranged attacks, they seek total cover behind the trees and rocks. Meanwhile Salina and Hissaleth use their spells to help the minotaurs and hinder the opposition. Salina focuses on healing. Hissaleth primarily buffs, casting glitterdust and grease (heightened and sculpted if required) as well if that looks like a better tactic. During the fight the scouts harass the PCs from a distance with their bows while remaining on the move. They try to snipe, inducing a -20 to their Hide checks, but don’t expect to succeed all too well. They don’t let them selves be drawn into melee, and keep their distance from one another to prevent being hit by area spells.


The minotaurs are fanatically loyal to Hissaleth and Salina and they fight to the death if necessary (and without orders to the contrary) and Hissaleth has no problems with sacrificing them. Hissaleth is a coward at heart, and he makes sure he always has two spells slots available for swift expeditious retreat and if at 50% or less of his hit points he flees ordering the minotaurs to cover his retreat. If fleeing is impossible, he remains until at 25% of his hit points at which point he tries to bribe the opposition in letting him go, or else surrender. If ordered to call the minotaurs he back, he tries to bluff the PCs into believing they are under Salina’s command, if necessary even taking the risk of just giving the minotaurs a nonsensical order in Giant. He prefers the minotaurs to deal as much damage as possible, since it increases his chance of a successful escape. Only when forced to give his word, does he begrudgingly keep it. He is lawful evil though and loves to twist it. Salina on the other hand fights to the death, realizing she is going to be executed anyway. The scouts flee as soon as their two commanders are slain, or they are at 25% or less of their hit points. If cornered, they surrender instead.

Treasure:
Looting the leaders:


All APLs: Loot 286 gp; Coin 83 gp; Magic 1,182 gp; +1 full plate (221 gp), +1 heavy wooden shield (96 gp), brooch of shielding (125 gp), 3x cloak of resistance +1 (83 gp each), 2x hat of disguise (150 gp each), 6x potions of cure light wounds (4 gp each), 2x potion of cure moderate wounds (25 gp each), potion of remove blindness (63 gp), scroll of remove paralysis (13 gp); Total 1,551 gp.


Detect magic results: +1 full plate (Faint Abjuration), +1 heavy wooden shield (Faint Abjuration), brooch of shielding (Faint Abjuration), cloak of resistance +1 (Faint Abjuration), hat of disguise (Faint Illusion), potion of cure light wounds (Faint Conjuration), potion of cure moderate wounds (Faint Conjuration), potion of remove blindness (Faint Conjuration), scroll of remove blindness (Faint Conjuration).

Development: bla bla [Defeat = recognition points]

7: The Aftermath

Guiding the Caravan: The Ahlissans are rightfully confident that they can find Pitchfield without the aide of local scouts. They are also certain nobody will attack the caravan on the remaining part of the trip. They don’t need any babysitters and prefer the PCs to hunt down the criminals behind the attack. Astute PCs should realize though that the Ahlissans might run into a conflict with the locals without some guidance from a Sunndian. If a PC points this out, the Ahlissans grudgingly admit that some help from local adventurers might be useful.

Shadow Breach: Once the battle is over, PCs have all the time to investigate the shadow breach. Encounter 5-0 provides an accurate description of the region, although by now its size is 75 feet diameter. As said before, the Ahlissans know nothing about the Planes, and to them the breach forms a serious danger. They personally don’t care much about it, preferring to leave it alone. After all, the breach is a local threat. They will advice the PCs though to investigate it since it would pose a serious threat to the local region and perhaps even Sunndi as a whole. This is especially true if anybody saw the figure and mentions it. Somebody who uses shadow mastiffs as hunting dogs has nothing good in mind.


Some PCs might remember that there is a monastery nearby, inhabited by the caretakers of the Black Tower. The caretakers consist of followers of Pelor, Sehanine Moonbow and Moradin. The monastery is roughly half a day riding away, but PCs who played SND3-03M Trouble from Above and/or SND4-02 Whispers in the Dark might know some of its members personally and they can send a sending for advice. These clergy though are specialized in the history of war and dealing with undead, they know little to nothing about the planes in general let alone the Plane of Shadows in specific. They would also advice the PCs to investigate the breach to check whether it can be closed and whether or not there is some kind of threat to Sunndi hidden inside its darkness.


Ultimately it is up to the PCs to decide whether or not they would send in 1 or more parties to investigate the breach. A quick scouting party would find a region disturbingly similar to the Silent Valley albeit somehow twisted into a nightmarish version of it. There are clear tracks from a group of riders (horses) and canines leading to and away from the breach. There is nothing out of the ordinary to be seen. PCs going into the breach proceed with mini M1 Into Darkness.

Missing Scouts: While talking about the events that lead up to the ambush, the Ahlissans mention that the Sunndian and Ahlissan scouts disappeared shortly before the attack. The PCs can tell what happened with some of the Ahlissan scouts, but there is no clue on the whereabouts of the Sunndian scouts. The Ahlissan authorities accuse the Sunndian scouts of having betrayed them. How else could the raiders set up such a perfect ambush and know exactly which cargo was kept where. They even go so far as to accuse the scouts of having sabotaged the weapon wagon – although a quick look at the wagon reveals that to be unlikely. If curiosity is not enough to entice a group of PCs to investigate the scouts’ fate, than the Ahlissans demands for justice might.

round 2

The PCs can pick one of the following mini-adventures. 

M1 [Into Darkness]: This mini deals with what happens to those groups that enter the breach into the Shadow Plane to find out what is happening and perhaps close it.

M2 [Chasing the Enemy]: Once the battle is over most of the attackers are still at large. Most of the survivors know little, and none of the leaders have shown them selves. This mini deals with those groups that try to chase down the leaders of the attackers or even the ordinary soldiers that were part of the attack.

M3 [Missing Scouts]: A large group of the Ahlissan and Sunndian scouts are missing. PCs trying to track them down, and if needed, rescuing them play this mini.

M4 [Kidnapped or stolen]: During the battle the raiders try to kidnap the envoys and the healers or steal the weapons. If they succeed, and the PCs try to rescue/retrieve them, this mini deals with such an attempt.

M5 [Guiding the Caravan]: If the PCs show no interest in any of the above missions and decide to stick with the caravan this is the mini for them.

Encounter 1 text goes here. Repeat this type of layout for each subsequent encounter. Each encounter is split up into subsections; below are the subsections, their descriptions, and the order in which they appear.


Text that should be read aloud should use the “Read Aloud Text” style. It provides a distinct format that will set it off from the other text in the adventure. Keep these sections as brief as possible. 

The path forks ahead. One path bends to the right, leading into a dense forest. Eerie noises emanate from those dark sylvan depths. The other path leads to the left into a group of craggy hills. A flock of vultures flies in lazy circles over those highlands. 
The section that follows the read-aloud text provides the DM with information on interesting features, NPCs, traps, and other specifics of the encounter that play off the read-aloud text. This information immediately follows the read-aloud text and is not set off in any special way. Simple encounters can get by with just a general description. However, a particularly complex encounter might require more structure.


For items that need statistics, use the following format:


Wooden Doors: 1 in. thick; hardness 5; hp 10; AC 5; Break DC 18.

Trap: This section describes in detail any traps (magic or mundane) that PCs might trigger in the encounter. Remember: dwarves can use their Search skill to locate difficult stonework traps just like rogues can, anyone can search for traps whose DC to find them is 20 or less, and anyone can take 20 on a search for traps. (See DMG 71-74 for example traps). Below is one such example: 


Poisoned Arrow Trap: CR 3; mechanical; touch trigger; manual reset; lock bypass (Open lock DC 30); Atk +12 ranged (1d8 plus poison, arrow); poison (Large monstrous scorpion venom, DC 14 Fortitude save resists, 1d4 Con/1d4 Con); Search DC 19; Disable Device DC 15.
Creatures: Describe any creature the PCs might encounter here. This section provides a physical description, mannerisms, general motivations, and background of the monster.


Include a creature’s abbreviated statistics. Monsters presented in the Monster Manual use the Monster Stat Block detailed below and include only the number of creatures appearing, the creatures’ hit points, and special equipment, as well as a Monster Manual page number for easy reference. Full statistics for creatures that cannot be found in the Monster Manual, such as creatures from new sources or advanced creatures, appear in Appendix 1.


An NPC’s hit points should equal the average of the potential variable total (what you can roll for) plus any modifiers due to feats, conditions, and the creature’s Constitution score. Round down any fractions. Remember that characters created using the elite array get maximum hit points from their first Hit Die.


Example: male human fighter 3; hp 30, Con 16. (10 + 5.5 + 5.5 + 9).

Use the following templates for the various types of stat blocks.


Abbreviated Stat Block: NPCs the PCs will not fight.


Mulroony: male gnome barbarian 12/rogue 6.


Abbreviated Stat Block with Skill Modifier: NPCs who may make a Skill check during the adventure, but who the NPCs are not expected to fight.


Teldarrin: male human sorcerer 14 (Sense Motive +5).


Monster Stat Block: Monsters that appear in the adventure as the standard Monster Manual variety monster.

APL 2 (EL 2)


Human Commoner Zombies (3): hp 10, 9, 8; Monster Manual 266.

APL 4 (EL 4)


Human Commoner Zombies (6): hp 10, 9, 9, 8, 8, 8; Monster Manual 266.

APL 6 (EL 6)


Troglodyte Zombies (6): hp 29, 28, 27, 27, 25, 24; Monster Manual 266.

Reference Stat Block: Advanced or class monsters or NPCs that the PCs may fight should not include the full stat block in the adventure text but, instead, a reference stat block should appear in the adventure text.

APL 2 (EL 2)


Gurlg the Thug: male human warrior 3; hp 24; Appendix 1. 

APL 4 (EL 4)


Gurlg the Thug: male human warrior 5; hp 40; Appendix 1.

APL 6 (EL 6)


Gurlg the Thug: male human warrior 7; hp 56; Appendix 1.

Full Stat Block: Advanced or classed monster or NPCs that the PCs may fight use this type of stat block. Full stat blocks are included in Appendix 1. The adventure text should only include the reference stat block shown above. 


The stat block below utilizes hidden text settings to keep track of the calculations required to ensure important parts of the character or NPC are correct. The editor uses this information to check the stat block’s calculations. An example of a stat block completed in the required format is included in Appendix 1.


To view hidden text click Tools > Options > View tab > Hidden Text. To hide hidden text follow the same procedure. 


After inserting hidden text check to make sure that the formatting of the stat block is still correct. Sometimes extra spaces creep in between normal and hidden text which moves commas and such. Bare this in mind when checking your formatting. 


To print hidden text click File > Print > Options > Hidden Text.

Tactics: Describe the opponent’s combat tactics here.


Treasure: Refer to the Treasure section of this adventure to determine what the PCs find here.

Development: Sometimes the PCs’ actions have unusual ramifications or affect later encounters. Describe these changes and developments here.

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
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.

4: First Fight

Defeating one set of opponents in first fight

APL 2 
100 XP

APL 4 
150 XP

APL 6 
200 XP

APL 8 
250 XP

5: Second Fight

Defeating one set of opponents in second fight

APL 2 
100 XP

APL 4 
150 XP

APL 6 
200 XP

APL 8 
250 XP

Discretionary roleplaying award

APL 2 
25 XP

APL 4 
38 XP

APL 6 
50 XP

APL 8 
63 XP

Maximum Total Possible Experience
APL 2 
225 XP

APL 4 
338 XP

APL 6 
450 XP

APL 8 
563 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. 


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

Conclusion

Rewards paid for services:


APL 2: Coin: 225 gp.

APL 4: Coin: 325 gp.

APL 6: Coin: 450 gp.


APL 8: Coin: 650 gp. 

Treasure Cap


APL 2: Coin: 225 gp.

APL 4: Coin: 325 gp.

APL 6: Coin: 450 gp.


APL 8: Coin: 650 gp. 

Total Possible Treasure


APL 2: Coin: 225+gp.

APL 4: Coin: 325+gp.

APL 6: Coin: 450+gp.


APL 8: Coin: 650+gp.

Adventure Record Items

Favor of the Sunndi Army: Choose one of the following benefits when signing the AR. You can spend the favor at a later date.

__Regular favor

__Gain access to the following spells from Spell Compendium: cyclonic blast, explosive cascade, great thunderclap, scorch, and wall of smoke. 

__Gain access to the following spells from Spell Compendium: divine protection, mass aid, and mass align weapon.

__Gain one-time access to one of the following items: drums of panic, drums of marching (MIC), eversmoking bottle, Quaal’s feather token (tree – max. 2 tokens), sign of the favored (HB), sphere of awakening (MIC).

__Gain one-time [50xAPL played] gp price reduction when buying or upgrading a magical weapon or armor if bought from the Sunndian army (so not to items from the items found section or non-Sunndian army favors).

__Members of the Sunndian Army can petition to complete Darkwater Skirmish training (contact triad at poc@sunndi.org).

Promotion Points:
; Decoration Points:
Total Promotion Points:

Battle of the Unexpected Enemy: This small green and black ribbon is a service decoration in recognition of your actions during the fight. NPCs from the Sunndian automatically recognize it. Other characters need to succeed in a DC 20 Knowledge (history) check. You gain a +1 circumstance bonus with Diplomacy or Bluff against anybody recognizing the ribbon.

Fey Wine: You have gained 1 bottle of magical fey wine. This golden clear liquid functions like a potion of heroism, but it is highly intoxicating. If quaffed the character should make a DC 18 Fortitude saving throw or take 1d3 Dexterity and 1d3 Wisdom damage. The bottle cannot be sold.

Item Access

All APLs:

· Brooch of shielding (Adventure; DMG)HQ
· Hat of disguise (Adventure; DMG)HQ
· Ring of communication (Regional; MIC)
appendix 1: the ahlissans

Animal handlers

Renizia, main animal handler
CR 3

Female Human Ranger 3 

AL N Medium Humanoid (human)

Init +2; Senses Listen +7, Spot +7 (+2 vs. animals)

Languages Common, 
AC 15, touch 12, flat-footed 13

(+2 Dex, +3 armor); 

hp 18 (3 HD); 

Fort +3, Ref +5, Will +2 Class F+3, R+3, W+1; Abilities Con +0, Dex +2, Wis+1; 
Speed 30 ft. in studded leather (6 squares);

Melee Greatsword +5 [+3 BAB, +2str]  (2d6+3)

Ranged +1Mighty (+2) Composite Longbow +7[+3 BAB, +2 dex, +1 weapon focus, +1 magic] (1d8+3/x2) or 

Base Atk +3; Grp +5

Atk Options Point Blank Shot, Rapid Shot, favored enemy (animal) +2
Combat Gear potion of cure light wounds
Abilities Str 14, Dex 15, Con 10, Int 8, Wis 13, Cha 12

SQ wild empathy

Feats Endurance (B), Point Blank Shot, Precise Shot, Rapid Shot (B), Track (B), Weapon Focus (Longbow)

Skillstotal ranks: class 36: Handle Animal +9[+6ranks, +1 ability, +2 synergy], Listen +7[+6ranks, +1 ability,], Knowledge (geography) +5[+6ranks, -1 ability], Knowledge(nature) +5[+6ranks, -1 ability], Spot +7 +6ranks, +1 ability] Survival +6[+6ranks, +1 ability,]

Possessions combat gear plus great sword, hand axe, dagger, +1 mighty composite longbow, mwk studded leather, 40 arrows.

Animal Handler
CR 1

Male/Female Human Commoner 2 

AL N Medium Humanoid (human)

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

Languages Common, 
AC 9, touch 9, flat-footed 9

(-1 Dex,); 

hp 7 (2 HD); 

Fort +1, Ref -1, Will +0 Class F+0, R+0, W+0; Abilities Con +1, Dex -1, Wis+0; 
Speed 30 ft. (6 squares);

Melee -5 dagger +0 whip [0 BAB,0 str]  (1d4)

Ranged whip [0 BAB, -1 dex,, -4 proficiency] (1d3) 

Base Atk +0; Grp +0

Combat Gear 

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

Feats Endurance, Skill Focus (Handle Animal)

Skillstotal ranks: class 5: Handle Animal +9[+5 ranks, +1 ability, +3 skill focus] 

Possessions none of use.

envoy and team

Envoy’s Bodyguards
CR 2

Male/female Human Fighter 1/Rogue 1

AL N Medium Humanoid (human)

Init +1; Senses Listen +5, Spot +5; 

Languages Common 
AC 19, touch 11, flat-footed 18  

(+1 Dex, +6 armor, +2 shield); Dodge

hp 16 (2 HD); 

Fort +4, Ref +3, Will +1 Class F+2, R+2, W+0; Abilities Con +2, Dex +1, Wis+1; 
Speed 30 ft. in light armor (6 squares), base movement 30 ft.

Melee Mwk longsword +5[1 BAB,2str, mwk, weapon focus]  (1d8+2/ 19-20) or 

Melee dagger +3[1 BAB,2str,]  (1d4+2 / 19-20)

Ranged Lt crossbow +2[1 BAB, 1 dex,] (1d4+2/19-20) or

Ranged dagger +2[1 BAB,1 dex,]  (1d4+2 / 19-20)

Base Atk +1; Grp +3

Atk Options Combat Reflexes

Special Actions sneak attack +1d6
Combat Gear potion of cure light wounds, tanglefoot bag, 3x smokesticks
Abilities Str 14, Dex 13, Con 15, Int 10, Wis 12, Cha 8

SQ Trapfinding

Feats Combat Reflexes, Dodge, Weapon Focus (longsword)

Skillstotal ranks: class 44: Balance +3[+4ranks, +1 ability, -2 armor check], Diplomacy +3[+4ranks, -1 ability,], Disable Device +5[+4ranks, +1 ability,], Intimidate +4[+5ranks, -1 ability], Knowledge (local: Splintered Suns) +5[+4ranks, +1 ability], Listen +5 +4ranks, +1 ability], Ride +4 +3ranks, +1 ability], Search +5 +4ranks, +1 ability], Sense Motive +5 +4ranks, +1 ability], Spot +5 +4ranks, +1 ability] 
Possessions Combat gear plus mwk longsword, 3x daggers, light crossbow, 20 bolts, mwk chain shirt, mwk heavy wooden shield

healers

Akal
CR 3

Male Human Cleric 3 

AL N Medium Humanoid (human)

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

Languages Common, Elven
AC 21, touch 11, flat-footed 20

(+1 Dex, +10 armor); 

hp 24 (3 HD)

Fort +5, Ref +1, Will +5 Class F+3, R+1, W+3; Abilities Con +2, Dex +0, Wis+2; 
Speed 20 ft. in full plate (4 squares), base movement 30 ft.;

Melee light mace +1 [2 BAB,-1str]  (1d6-1/x2)

Base Atk +2; Grp +1

Atk Options greater turning 1/day, quicken turn undead 5/day (+4, 2d6+5, 3rd), spontaneous curing 
Combat Gear scrolls of remove paralysis, wand of lesser vigor (20 charges) 

Spells Prepared (CL 3rd):

2nd—calm emotions (DC 14), cure moderate woundsD, lesser restoration
1st—cure light woundsD, magic weapon, remove fear, sanctuary (DC 13) 

0—cure minor wounds, detect magic, guidance, mending, read magic
D: Domain spell. Deity: Pelor; Domains: Healing, Sun
Abilities Str 8, Dex 12, Con 14, Int 10, Wis 15, Cha 13

Feats Augment Healing, Combat Casting, Quicken Turning

Skillstotal ranks: class 24: Concentration +8[+6 ranks, +2 ability] (+12 combat casting), Heal +8[+6 ranks, +2 ability], Knowledge (religion) +6[+6 ranks, 0 ability] 

Possessions combat gear plus light mace,  dagger, mwk full plate, large shield

Healers
CR 2

Female/Male Human Expert 3 

AL N Medium Humanoid (human)

Init +0; Senses Listen +8, Spot +8

Languages Common, Elven
AC 14, touch 10, flat-footed 14

(+0 Dex, +4 armor); 

hp 15 (3 HD); 

Fort +3, Ref +1, Will +5 Class F+1, R+1, W+3; Abilities Con +2, Dex +0, Wis+2; 
Speed 30 ft. (6 squares);

Melee dagger +1 [2 BAB,-1str]  (1d4-1)

Ranged mwk Light crossbow +2 [2 BAB,0 Dex]  (1d8/19-20)

Base Atk +2; Grp +1

Atk Options Rapid Reload
Combat Gear 2x scrolls of sanctuary, 2x scrolls of obscuring mist, scroll of expeditious retreat
Abilities Str 8, Dex 10, Con 15, Int 12, Wis 14, Cha 13

Feats Rapid Reload, Skill Focus (heal), Skill Focus (use magic device)

Skillstotal ranks: class 42: Diplomacy +6[+5ranks, +1 ability], Handle Animal +6[+5ranks, +1 ability], Heal +11 +6ranks, +2 ability, +3 skill focus], Listen +8[+6ranks, +2 ability,], Knowledge (local: Splinted Suns) +6[+5ranks, -1 ability], Ride +6 +4ranks, +0 ability, +2 synergy], Spot +8 +6ranks, +2 ability], Spellcraft +6 (+8 for scrolls)[+5ranks, +1 ability,], Use Magic Device +10 (+12 for scrolls)[+6ranks, +1 ability,+3 skill focus]
Possessions combat gear plus dagger, mwk light crossbow, 20 bolts, chain shirt, 2 healer’s kits.

The hollow Highland Raiders

Hollow highlander 1
CR 1

Male/Female Human Warrior 2

AL CN Medium

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

Languages Common
AC 14, touch 11, flat-footed 13

(+1 Dex, +3 armor);

hp 13 (2 HD)
Fort +3, Ref +1, Will +0 Class F+03, R+0, W+0; Abilities Con +0, Dex +1, Wis+0 

Speed 20 ft. (4 squares)

Melee Greatclub +4 [+2 BAB, +1 Str, +1Focus  (1D10+1) or


dagger +3[+2 BAB, +1 Str (1d4+1/19-20)
Ranged Javelin +3[+2 BAB +1 Dex (1d6+1)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +3

Atk Options Power Attack

Combat Gear 

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

Feats Power Attack, Weapon Focus (Greatclub).

Skillstotal ranks: 10 class 10: Jump +0[+5 ranks, +1 ability] –6 speed,Climb +6 +5 ranks; +1 ability

Possessions combat gear plus hide armor, greatclub, 6x javelins, dagger

Hollow highlander 2
CR 1

Male/Female Dwarven Warrior 2

AL CN Medium 

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

Languages Common
AC 14, touch 9, flat-footed 14 

(-1 Dex, +3 armor; +2 shield);

hp 17 (2 HD)
Fort +5, Ref +0, Will +0 Class F+03, R+0, W+0; Abilities Con +2, Dex +0, Wis+0 Race +2 vs spells +2 vs poison
Speed 20 ft. (4 squares)

Melee Heavy Pick +4 [+2 BAB, +1 Str, +1Focus  (1D6+1/x4) or


dagger +3[+2 BAB, +1 Str] (1d4+1/19-20)
Ranged Javelin +2[+2 BAB +1 Dex] (1d6+1)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +3

Combat Gear 

Abilities Str 13, Dex 9, Con 14, Int 10, Wis 11, Cha 6

Feats Weapon Focus (Heavy Pick).

Skillstotal ranks: 10 class 10: Jump +0[+5 ranks, +1 ability] –6 speed,Climb +6 +5 ranks; +1 ability 

Possessions combat gear plus studded leather armor, heavy wooden shield, heavy pick, 6x javelins, dagger

Hollow highlander 3
CR 1

Male/Female Human Warrior 2

AL CN Medium

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

Languages Common
AC 14, touch 11, flat-footed 13

(+1 Dex, +3 armor);

hp 13 (2 HD)
Fort +3, Ref +1, Will +0 Class F+03, R+0, W+0; Abilities Con +0, Dex +1, Wis+0 

Speed 30 ft. (6 squares)

Melee Flail +4 [+2 BAB, +1 Str, +1Focus  (1D8+1/19-20) or


dagger +3[+2 BAB, +1 Str (1d4+1/19-20)
Ranged Javelin +3[+2 BAB +1 Dex (1d6+1)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +3

Combat Gear 

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

Feats Run, Weapon Focus (Flail).

Skillstotal ranks: 10 class 10 Jump +6(+4 extra on running jump)[+5 ranks, +1 ability], Climb +6 +5 ranks; +1 ability 

Possessions combat gear plus studded leather armor, flail, 6x javelins, dagger

Hollow highlander 4
CR 1

Male/Female Human Warrior 2

AL CN Medium

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

Languages Common
AC 14, touch 11, flat-footed 13

(+1 Dex, +3 armor);

hp 13 (2 HD)
Fort +3, Ref +1, Will +0 Class F+03, R+0, W+0; Abilities Con +0, Dex +1, Wis+0 

Speed 20 ft. (4 squares)

Melee Javelin +4 [+2 BAB, +1 Str, +1Focus  (1D6+1) or


dagger +3[+2 BAB, +1 Str (1d4+1/19-20)
Ranged Javelin +4[+2 BAB +1 Dex (1d6+1) + (Point Blank Shot)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +4

Combat Gear 

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

Feats Point Blank Shot, Weapon Focus (Javelin).

Skillstotal ranks: 10 class 10: Jump +0[+5 ranks, +1 ability] –6 speed,Climb +6 +5 ranks; +1 ability 

Possessions combat gear plus hide armor, greatclub, 12x javelins, dagger

Hollow highlander 5
CR 2

Male/Female Human fighter 2

AL CN Medium

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

Languages Common
AC 17, touch 11, flat-footed 17

(+2 Dex, +5 armor);

hp 16 (2 HD); Die Hard
Fort +3, Ref +2, Will +0 Class F+3, R+0, W+0; Abilities Con +0, Dex +2, Wis+0 

Speed 20 ft. (4 squares)

Melee Short Sword +5 [+2 BAB, +2 Str, +1Focus  (1D6+2/19-20) or

Melee Short Sword +3/+3 [+2 BAB, +2 Str, +1Focus –2 Two-WF  (1D6+2/19-20)/ (1D6+1/19-20)


Dagger +4[+2 BAB, +2 Str (1d4+2/19-20)
Ranged Dagger +4+2 BAB +2 Dex (1d4+2)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +4

Combat Gear 

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

Feats Die Hard, Endurance, Two-Weapon Fighting Weapon Focus (short sword) 

Skillstotal ranks: 10 class 10: Jump +1[+5 ranks, +2 ability] –6 speed, Climb +7 +5 ranks; +2 ability 

Possessions combat gear plus chainmail, 2x short swords, 2x daggers

Hollow highlander 6
CR 1

Male/Female Half-Orc Warrior 2

AL CN Medium

Init +1; Senses Darkvision 60 ft.; Listen +0, Spot +0; 

Languages Common
AC 14, touch 11, flat-footed 13

(+1 Dex, +3 armor);

hp 13 (2 HD)
Fort +3, Ref +1, Will +0 Class F+03, R+0, W+0; Abilities Con +0, Dex +1, Wis+0 

Speed 20 ft. (4 squares)

Melee Greatclub +4 [+2 BAB, +2 Str,  (1D10+3) or


dagger +4[+2 BAB, +2 Str (1d4+2/19-20)
Ranged Javelin +3[+2 BAB +1 Dex (1d6+2)

Space  5ft.; Reach  5 ft. 

Base Atk +2; Grp +4

Combat Gear 

Abilities Str 15, Dex 12, Con 11, Int 7, Wis 10, Cha 6

Feats Blind-Fight

Skillstotal ranks: 5 class 10: Climb +7 +5 ranks; +2 ability 

Possessions combat gear plus hide armor, greatclub, 6x javelins, dagger

Appendix 2: APL 2

This appendix is for listing the various monsters that are not straight out of the MM. Break the encounters down by APL and list the full stat block of all non-standard monsters. Sort the monsters by encounter.

1: Encounter Name




Monster Name
CR XX
Gender race class level
*list non core race or class source 

AL Size type (subtype)

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

Languages Common 

AC XX, touch XX, flat-footed XX

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp XX (XX HD); regeneration/fast healing; DR 

Immune 
Resist ; SR XX
Fort +X (+X against poison), Ref +X, Will +X
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed xx ft. in armor type (xx squares), base movement xx ft., other movement mode XX ft.;

Melee weapon +X[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (damage) or/and
Ranged weapon +X[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (damage)

Space X ft.; Reach X ft.

Base Atk +X; Grp +X [+x size, +x BAB, +x Str,+x feat]
Atk Options 

Special Actions 

Combat Gear 

Class Spells Prepared (CL Xth):


9th—


8th—


7th—


6th—


5th—


4th—


3rd—


2nd—


1st—


0—

D: Domain spell. Deity: XX. Domains: Name, Name 

OR

Class Spells Known (CL Xth):


9th (x/day)—


8th (x/day)—


7th (x/day)—


6th (x/day)—


5th (x/day)—


4th (x/day)—


3rd (x/day)—


2nd (x/day)—


1st (x/day)—


0 (x/day)—

(Already cast

Spell-Like Abilities (CL Xth):


At Will—


3/day—


2/day—


1/day—

(Already cast

Abilities Str XX[xx array, +/-x racial, +x HD boost, +x item], Dex XX[xx array, +/-x racial, +x HD boost, +x item], Con XX[xx array, +/-x racial, +x HD boost, +x item], Int XX[xx array, +/-x racial, +x HD boost, +x item], Wis XX[xx array, +/-x racial, +x HD boost, +x item], Cha XX[xx array, +/-x racial, +x HD boost, +x item]
SQ 
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class XX Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Skill +#[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],

Possessions combat gear plus 

Spellbook spells prepared plus 0—

Special Attack/Quality (XX) 

Special Attack/Quality (XX) 

Special Attack/Quality (XX) 

Skills 

Trap Title
CR X
Description see text.

Search DC XX; Type mechanical/magic
Trigger location/detection/touch/timed; Init +X
Effect describe
Duration x rounds

Destruction AC XX; hp XX; hardness XX
Disarm Disable Device DC XX
APL 4

APL 6

6-5: Fake command Post

Boulder Rain
CR 8

Description see text.

Search DC 23 Spot; Type mechanical

Trigger location; Init +4

Effect Two dropped boulder (Atk +8, 4d6 points of bludgeoning damage) per round

Duration 18 boulders

Destruction AC 18; hp 20; hardness 8 (each area to drop boulder)

APL 8

5-4: Shadow breach

Shadow Mastiff (Advanced)
CR 7

NE Large Outside (Extraplanar)

Init +4; Senses Darkvision 60 ft., scent; Listen +11, Spot +11

Languages Common (they cannot speak)

AC 14, touch 10, flat-footed 14


(-1 size, +0 Dex, +5 natural); Dodge

Miss Chance 50% (shadow blend)

hp 67 (7 HD) 

Fort +12, Ref +7, Will +8

Race F+7, R+7, W+7; Abilities Con +5, Dex +0, Wis +1; other bonuses

Speed 50 ft. (10 squares), base movement 50 ft.

Melee bite +13[-1 size, +7 BAB, +7 Str] (2d6+10)

Space 10 ft.; Reach 5 ft.

Base Atk +7; Grp +18 [+4 size, +7 BAB, +7 Str]
Atk Options 

Special Actions Bay, trip

Abilities Str 25, Dex 11, Con 21, Int 4, Wis 12, Cha 13

SQ Shadow Blend
Feats Dodge1, Improved Initiative3, Improved Natural Attack6,TrackB
Skills total ranks: race 50 Hide +6[-4 size, +10 ranks, +0 ability], Listen +11[+10 ranks, +1 ability], Move Silently +10[+10 ranks, +0 ability], Spot +11[+10 ranks, +1 ability], Survival +11[+10 ranks, +1 ability]
Possessions None 

Bay (Su) When a shadow mastiff howls or barks, all creatures except evil outsiders within a 300-foot spread must succeed on a DC 14 Will save or become panicked for 2d4 rounds. This is a sonic mind-affecting fear effect. Whether or not the save is successful, an affected creature is immune to the same mastiff’s bay for 24 hours.

Trip (Ex) A shadow mastiff that hits with its bite attack can attempt to trip the opponent as a free action (+11 check modifier) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the shadow mastiff.

Shadow Blend (Su) In any condition of illumination other than full daylight, a shadow mastiff can disappear into the shadows, giving it total concealment. Artificial illumination, even a light or continual flame spell, does not negate this ability. A daylight spell, however, will.

Skills A shadow mastiff has a +4 racial bonus on Survival checks when tracking by scent.

6-5: Fake command Post

Boulder Rain
CR 10

Description see text.

Search DC 25 Spot; Type mechanical

Trigger location; Init +5

Effect Two dropped boulder (Atk +10, 6d6 points of bludgeoning damage) per round

Duration 21 boulders

Destruction AC 20; hp 25; hardness 8 (each area to drop boulder)

appendix 3: Raider’s Headquarters

Hissaleth
CR 8

Male dark naga

LE Large Aberration

Init +2; Senses Darkvision 60 ft.; Listen +15, Spot +15

Aura anticipate teleportation (35 ft.)

Languages Common, Giant, Infernal, Undercommon

AC 18, touch 11, flat-footed 16


(-1 size, +2 Dex, +4 armor, +3 natural)

hp 58 (9 HD) 

Immune any form of mind reading, poison
Fort +5, Ref +5, Will +8 (+10 vs. all charm effects)

Speed 40 ft. (8 squares)

Melee sting +7 (2d4+2 plus poison) and


Bite +2 (1d4+1)

Ranged spells +7[-1 size, +6 BAB, +2 Dex] (varies)

Space 10 ft.; Reach 5 ft.

Base Atk +6; Grp +12 [+4 size, +6 BAB, +2 Str]
Atk Options poison (DC 16, nightmare filled sleep 2d4 minutes), spells

Special Actions 

Sorcerer Spells Known (CL 7th):


3rd (4/day)—anticipate teleportation, haste

2nd (7/day)—glitterdust (DC 15), scorching ray, web (DC 15)


1st (6/day)—charm person (DC 14), grease (DC 14), mage armor, ray of enfeeblement, swift expeditious retreat

0 (5/day)—detect magic, light, mage hand, message, open/close, prestidigitation, read magic
(Already cast

Spell-Like Abilities (CL 9th):


At Will—detect thoughts (DC 15)

(Already cast

Abilities Str 14, Dex 15, Con 14, Int 16, Wis 15, Cha 17

SQ 
Feats Alertness, Combat Casting, Eschew Materials, Heighten Spell, Sculpt Spell

Skills Bluff +9, Concentration +13 (+17 when combat casting), Diplomacy +11, Disguise +15 (+17 acting), Intimidate +5, Listen +15, Sense Motive +8, Spellcraft +12, Spot +15

Possessions combat gear plus brooch of shielding, hat of disguise, 500 gp focus.

Salina
CR 8

Female human cleric 8

CN Medium Humanoid (human)

Init -1; Senses Darkvision 20 ft.; Listen +3, Spot +7

Languages Common, Undercommon

AC 23, touch 9, flat-footed 23


(-1 Dex, +9 armor, +3 shield, +2 natural)

hp 59 (8 HD) 

Resist 5 cold

Fort +9, Ref +2, Will +10

Class F+6, R+2, W+6; Abilities Con +2, Dex -1, Wis +4; Madness W-1; +1 item

Speed 20 ft. in full plate (4 squares), base movement 30 ft, swim 30 ft.

Melee morningstar +6/+1[+6 BAB, +0 Str] (1d8) 

Ranged light crossbow +5[+6 BAB, -1 Dex] (1d8/-19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8 [+6 BAB, +0 Str, +2 feat]
Atk Options turn undead 4/day

Special Actions 1/day +4 bonus on single Will save or Wisdom check, 1/day reroll any d20 roll, spontaneous cure

Combat Gear potion of remove blindness, scroll of remove paralysis

Cleric Spells Prepared (CL 8th):


4th—airwalk, confusionD (DC 18), greater magic weapon (2) ((

3rd—dispel magic (2), invisibility purge, magic circle against good, rageD

2nd—close wounds, resist energy (2), shield other(, touch of madnessD (DC 16)


1st—command (2) (DC 15), entropic shieldD, obscuring mist, sanctuary (DC 15), shield of faith. 


0—create water (3) (((, detect magic, detect poison, guidance

D: Domain spell. Deity: Kurell. Domains: Luck, Madness* 

* Spell Compendium 276

(Already cast 

Abilities Str 10[10 array], Dex 8[8 array], Con 14[14 array], Int 12[12 array], Wis 18[15 array, +2 HD boost, +1 item compensation], Cha 13[13 array]
SQ 
Feats Aberration Blood (flexible limbs)*H, Bestial Hide*1, Inhuman Vision*3, Waterspawn*6

* Lords of Madness 180 

Skills total ranks: class 44 Concentration +13[+11 ranks, +2 ability], Heal +8[+5 ranks, +4 ability, -1 madness], Knowledge (arcane) +6[+5 ranks, +1 ability], Knowledge (the planes) +6[+5 ranks, +1 ability], Knowledge (religion) +7[+6 ranks, +1 ability], Spellcraft +12[+11 ranks, +1 ability], Spot +7[+0 ranks, +4 ability, -1 madness, +4 feat], Swim -2[+0 ranks, +0 ability, +8 feat, -10 armor]
Possessions combat gear plus morningstar, dagger, light crossbow, 20 bolts, +1 full plate, +1 heavy wooden shield, wooden holy symbol, spell component pouch, cloak of resistance +1, hat of disguise

Minotaur Bodyguards
CR 7

Male minotaur barbarian 3

NE Large Monstrous Humanoid

Init +2; Senses Darkvision 60 ft., scent; Listen +8, Spot +8

Languages Giant 

AC 20 (18), touch 10 (8), flat-footed –


(-1 size, +2 Dex, +4 armor, +5 natural); natural cunning (1 has a shield other running: +1 deflection)

hp 78 (96) (9 HD) (1 has a shield other running)

Immune natural cunning
Fort +12 (+14), Ref +9, Will +10 (+12)

Race F+2, R+5, W+5; Class F+3, R+1, W+1; Abilities Con +4, Dex +2, Wis +1; Feat F+2, W+2; +1 item

Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee +2 great axe +18 (+20)/+13 (+15)[-1 size, +9 BAB, +7 Str, +2 weapon] (3d6+12(+15)/x3) and


Gore +10 (+12) (1d8+3 (+4))

Melee throwing axe +15 (+17)/+10 (+12) (1d8+7(+9)) and


Gore +10 (+12) (1d8+3 (+4))

Ranged sling +10[-1 size, +9 BAB, +2 Dex] (1d6+7(+9))

Ranged throwing axe +10 (1d8+7(+9))

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +20 (+22)[+4 size, +9 BAB, +7 Str]
Atk Options power attack, powerful charge 4d6+10 (4d6+13)

Special Actions rage 1/day

Combat Gear potion of cure moderate wounds

Abilities Str 24 (28)[15 array, +8 racial, +1 HD boost], Dex 14[13 array, +1 HD boost], Con 18 (22)[14 array, +4 racial], Int 6[10 array, -4 racial], Wis 12[12 array], Cha 6[8 array, -2 racial]
SQ 
Feats Great Fortitude1, Iron Will3, Power Attack6, Track9
Skills total ranks: race 9, barbarian 6 Intimidate +1[+3 ranks, -2 ability], Listen +8[+3 ranks, +1 ability, +4 racial], Search +2[+0 ranks, -2 ability, +4 racial], Spot +8[+3 ranks, +1 ability, +4 racial], Survival +7[+6 ranks, +1 ability]
Possessions combat gear plus large mwk great axe (+2 due to greater magic weapon), large sling, 10 large bullets, large dagger, 4x large throwing axes, large chain shirt, cloak of resistance +1

Natural Cunning (Ex) Although minotaurs are not especially intelligent, they possess innate cunning and logical ability. This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies. Further, they are never caught flat-footed.

Powerful Charge (Ex) A minotaur typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play. In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +9 attack bonus that deals 4d6+10 (4d6+13) points of damage.

Rage (Ex) 9 rds, +4 Str, +4 Con, +2 Will saves, -2 AC (values between brackets).

Skills Minotaurs have a +4 racial bonus on Search, Spot, and Listen checks.

Convicts Perimeter Guards
CR 4

Male/female human scout* 4

*Complete Adventurer 10 

CN Medium Humanoid (human)

Init +4; Senses Listen +10, Spot +10

Languages Common 

AC 16, touch 13, flat-footed 13


(+3 Dex, +3 armor); Dodge, Mobility, Uncanny Dodge; 5 ranks Tumble

hp 22 (4 HD) 

Fort +3, Ref +7, Will +2

Class F+1, R+4, W+1; Abilities Con +1, Dex +3, Wis +1; Class F+1

Speed 40 ft. in studded leather (6 squares), base movement 40 ft.

Melee hand axe +5[+3 BAB, +2 Str,] (1d6+2/x3) 

Ranged shortbow +6[+3 BAB, +3 Dex] (1d6/x3) or

Ranged throwing axe +6 (1d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5 [+3 BAB, +2 Str]
Atk Options skirmish (+1d6, +1 AC)

Special Actions 

Combat Gear 2x alchemist fire, potion of cure light wounds, 2x tanglefoot bag

Abilities Str 14[14 array], Dex 16[15 array, +1 HD boost], Con 13[13 array], Int 10[10 array], Wis 12[12 array], Cha 8[8 array]
SQ trackless step, trapfinding
Feats Alertness*B, DodgeH, Mobility1, Track3
Skills total ranks: class 63 Balance +5[+0 ranks, +3 ability, +2 synergy], Climb +6[+4 ranks, +2 ability], Hide +10[+7 ranks, +3 ability], Jump +13[+5 ranks, +2 ability, +2 synergy, +4 speed], Knowledge (dungeoneering) +5[+5 ranks], Knowledge (geography) +1[+1 ranks, +0 ability, +0 synergy], Knowledge (nature) +3[+1 ranks, +0 ability, +2 synergy], Listen +10[+7 ranks, +1 ability, +2 feat], Move Silently +10[+7 ranks, +3 ability], Search +5[+5 ranks, +0 ability], Spot +10[+7 ranks, +1 ability, +2 feat], Survival +8 (+10 underground, +10 tracking)[+7 ranks, +1 ability], Tumble +12[+7 ranks, +3 ability, +2 synergy] 

Possessions combat gear plus hand axe, dagger, 3x throwing axes, shortbow, 20 arrows, mwk studded leather

Appendix 4: New Rules Items

Domains

Madness

Granted Power: You subtract 1 from all Wisdom-based skill checks and all Will saves. However, once per day, you can see and act with the clarity of true madness: Add one-half your level to a single Wisdom-based skill check or Will save. You must choose to use this benefit before the check or save is rolled.

1. Confusion, lesser

2. Touch of madness
3. Rage
4. Confusion
5. Bolts of bedevilment
6. Phantasmal killer
7. Insanity
8. Maddening scream
9. Weird

Source: Spell Compendium 276

Feats

Aberration Blood [Aberrant]

One of your ancestors was an aberration and has passed the taint of its aberrant physiology down through the generations to you. This taint manifests physically in your appearance in some noticeable way.


Prerequisite: Humanoid.


Benefit: You gain a physical feature that grants you a racial bonus on one type of check; once you select the check to which this bonus applies (as well as the corresponding feature) you cannot change it later. The bonus must be chosen from the following list:

Flexible Limbs
+2 bonus on Grapple checks


Special: You can select this feat more than once. Each time you select this feat, choose a different aberrant feature and gain the bonus associated with it.


Source: Lords of Madness 178.

Bestial Hide [Aberrant]

Your skin is thicker, scalier, or furrier than normal.


Prerequisites: Aberration Blood.


Benefit: Your natural armor bonus to AC improves by 1 for every two aberrant feats you possess.


Source: Lords of Madness 179.

Inhuman Vision [Aberrant]

You possess the inhuman eyes of some strange creature. They might look segmented or larger or without pupils. You might have eyestalks.


Prerequisite: Aberration Blood.


Benefit: You gain a racial bonus on Spot checks equal to the number of aberrant feats that you possess.


The range of your darkvision improves by 5 feet for every aberrant feat that you possess.


If you do not already have darkvision, you gain darkvision out to 5 feet for each aberrant feat you possess.


Source: Lords of Madness 180

Sculpt Spell

You can alter the area of your spells.


Prerequisite: Any metamagic feat.


Benefit: You can modify an area spell by changing the area’s shape to either a cylinder (10-foot radius, 30 feet high), a 40-foot cone, four 10-foot cubes, a ball (20-foot-radius spread) or a 120-foot line. The sculpted spell woks normally in all respects except for its shape. For example, a lightning bolt whose area is changed to a ball deals the same amount of damage, but affects a 20-foot-radius spread.


A sculpted spell uses a spell slot one level higher than the spell’s actual level


Source: Complete Arcane 83

Waterspawn [Aberrant]

Your abnormal body and heritage has become more pronounced. You have prominent fins and are supremely well adapted to the icy deeps.


Prerequisites: Aberration Blood, one other aberrant feat.


Benefit: You gain a Swim speed equal to your land speed. This also grants you a +8 racial bonus on Swim checks, the ability to take 10 on any Swim check, and the ability to use the run action while swimming.


You gain resistance to cold 5. You can breathe air and water with equal ease.


Source: Lords of Madness 182.

Magic Items

Ring of Communication

Price (Item Level): 2,000 gp (6th)

Body Slot: Ring

Caster Level: 5th
Aura: Faint; (DC 17) divination

Activation: Free (mental)

Weight: –

Each of these identical silver rings is inscribed with the Draconic word for friendship.

When you activate a ring of communication, for the next minute you can clearly hear any words spoken by anyone within 1 mile who is wearing another ring of communication to which you are attuned. The volume of the speech and the background noise at either end make no difference; whispers are audible above even the sounds of combat.


Any two or more ring wearers need only touch their rings together (a standard action) and speak the command word in unison to attune the rings to each other. Any number of rings can become attuned to one another in this manner, so long as all are touched together at the same time.


A ring remains attuned to the others until you attune it to a different ring.


Prerequisites: Forge ring, detect thougts.

Cost to Create: 1,000 gp, 80 xp, 2 days.


Source: Magic Item Compendium 122.

Mundane Equipment

List alphabetically; see above.

Spells

Anticipate Teleportation

Abjuration

Level: Sorcerer/Wizard 3

Components: V, S, F

Casting Time: 10 minutes

Range: One willing creature touched

Area: 5ft./level emanation from touched creature.

Duration: 24 hours.

Saving Throw: None

Spell Resistance: No

The subject of the spell is surrounded by an invisible aura that anticipates and delays teleportation of any creature into spell’s area. Any teleportation spell or effect (including all spells with teleportation description) can be anticipated, making the spells recipient instantly aware of exact location where teleporting creature will arrive (subject to restrictions below), the creatures size and how many other creatures (and their size) are arriving with it. The spell also delays the arrival of teleporting creature by 1 round, so it arrives on its own initiative count immediately before its next turn, generally giving the recipient of the spell and anyone else made aware of the information 1 round to act or ready weapons. The teleporting creature(s) do not perceive this delay. 


Since teleporting creature does not necessarily arrive at precise location it intends, this spell affects a creature arriving in range, even if its original destination was elsewhere. For a creature that intends to teleport into range but inadvertently arrives outside the spell’s area, the spell gives recipient awareness that a creature has attempted to teleport into range and delays the creature as normal, but doesn’t give any awareness as to the actual location of it’s imminent arrival. The spell has no effect on creatures attempting to teleport away from the spell’s area, though if their destination is within the area, the spell will affect re-entry as normal.


Focus: A tiny hourglass of platinum and crystal costing 500 gp, which must be carried or worn by the spell’s recipient while spell is in effect.


Source: Spell Compendium, page 13
Expeditious Retreat, Swift

Transmutation

Level: Bard 1, sorcerer/wizard 1

Components: V

Casting Time: 1 swift action

Duration: 1 round

This spell functions like expeditious retreat PH 128), except as noted above.


Source: Spell Compendium 85

Touch of Madness

Enchantment [Mind-Affecting]

Level: Madness 2

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes

You can cause on living creature to become dazed by making a successful touch attack. If the target creature does not make a successful Will save, its mind is clouded and it takes no actions for 1 round per caster level.

Appendix 5:

The Silent Valley and the Mourning Tower

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


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

Description

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


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


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


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


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


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

The Mourning Tower

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

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

Death

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

The Caretakers

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


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

History and Myths

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


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

Game Mechanics

Most of the effects described above are purely role-playing. Elves, druids and wild animals though feel highly uncomfortable in this place. Wild animals only enter under the cajoling of a good friend and even then they are skittish and act strangely (especially at night). Unless the wild animal, druid or elf succeeds at a Will save (DC 10) during sleep the character will act as if shaken (see DMG) for the whole next day.
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DM’s aid 2: Command aura

Any character with a rank higher than private within a Sunndian meta-organization has a commander rating. These apply to the following organizations: the Barakadar, the Burrowers, Bren’s Men, the Grey Scouts, Knight of the Realm [all ranks], the Royal Warders and the Sunndi Army. Due to the military nature of this mission these character’s specialized training helps immensely. Such a character has a commander rating as detailed below.

	Commander Rating
	Equivalent

Rank

	0
	Private

	1
	Corporal

	2
	Sergeant

	3
	Lieutenant

	4
	Captain


During this adventure each commander has a commander aura that affects allies within 30 feet of the commander that have an Intelligence score of 3 or higher. Allow PCs to make a selection from the list below at the start of the battle. This aura cannot be changed.

Animal Commander:
You are adept at using warbeasts to assault your foes–and bringing them back alive when the battle is done.


Prerequisites: Commander rating 1, any neutral alignment, wild empathy class feature.


Benefit: Animal and magical beast allies within 30 feet of you gain a +2 morale bonus on saving throws. This aura affects allies with Intelligence scores of 1 or higher.

Archery Commander:
You have a knack for directing arrows from the archers in your command.


Prerequisite: Commander rating 2, any chaotic alignment, Point Blank Shot.


Benefit: Allies with 30 feet of you gain a +1 morale bonus on ranged attacks.

Deathslayer Commander:
Your allies battle undead with exceptional fervor.


Prerequisite: Commander rating 2, any good alignment, ability to turn undead.


Benefit: Living allies within 30 feet of you deal an exta 1d6 points of damage on melee attacks made against undead creatures. This benefit is considered a morale bonus.

Defensive Commander:
The orders you give in combat always keep the safety of your troops paramount.


Prerequisite: Commander rating 2, lawful good alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus to Armor Class.

Dwarf Commander: 

You are adept at inspiring your troops to stand fast against giants and other foes of the dwarf people.


Prerequisite: Commander rating 3, dwarf, lawful good alignment.


Benefit: Dwarf allies within 30 feet of you gain a  +2 morale bonus to Armor Class, or a +4 morale bonus to AC against giants.

Elf Commander:
You are particularly good at safeguarding the elves under your command.


Prerequisite: Commander rating 3, elf, chaotic good alignment.


Benefit: Elf allies within 30 of you gain a +2 morale bonus on saving throws.

Feral Commander:
You can whip animals under your command into a bloodthirsty frenzy.


Prerequisite: Commander rating 3, any neutral alignment, Handle Animal 5 ranks.


Benefit: animal and magical beast allies within 30 feet of you gain a +2 morale bonus on attack rolls. This aura affects allies with intelligence scores of 1 or higher.

Maneuvering Commander:
You keep your soldiers always on the move, looking for the weakest points in your enemies’ defenses.


Prerequisite: Commander rating 2, chaotic good alignment.


Benefit: Any ally who starts her turn within 30 feet of you and moves at least 10 feet gains a +2 morale bonus on the next melee attack roll she makes during her turn.

Melee Commander:
You are most effective when inspiring your soldiers to take the fight to the enemy in hand-to-hand combat.


Prerequisite: Commander rating 3, any lawful alignment, base attack bonus +2 or higher.


Benfit: Allies within 30 feet of you gain a +1 morale bonus on melee attack rolls.

Mobile Commander:
Your troops are exceptionally fleet of foot.


Prerequisite: Commander rating 3, any chaotic alignment.


Benefit: Any ally who begins his turn within 30 feet of you gains a 5-foot bonus to his speed. This benefit is considered a morale bonus.

Opportunistic Commander:
You can direct your soldiers to take advantage whenever your enemies are distracted or overwhelmed.


Prerequisite: Commander rating 1, any chaotic alignment.


Benefit: Allies within 30 feet of you deal an extra 1d6 points of damage on any successful attack of opportunity. This benefit is considered a morale bonus.

Protective Commander:
Your allies benefit from your protective guidance.


Prerequisite: Commander rating 1, any lawful alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus on saving throws.

Spellslinging Commander:
The spellcasters in your command are inspired by your presence and can channel extra energy into their combat spells.


Prerequisite: Commander rating 3, ability to cast 1st-level spells, Spellcraft 5 ranks.


Benefit: Any area spell cast by an ally within 30 feet of you deals an extra 1d6 points of damage. Only spells that deal damage gain this bonus. This benefit is considered a morale bonus.

Enemy auras

The officers of the enemy can select some additional auras that are only available to evil aligned characters.

Bloodthirsty Commander:
You are most effective when you direct your troopers to finish of wounded enemies.


Prerequisite: Commander rating 3, any evil alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus on damage rolls against wounded creatures.

Necromantic Commander:
Your unliving allies battle the living with exceptional fervor.


Prerequisite: Commander rating 2, any evil alignment, ability to command or rebuke undead.


Benefit: Undead allies within 30 feet of you that have an Intelligence score of 1 or higher deal an extra 1d6 points of damage on melee attacks made against living creatures. This benefit is considered a morale bonus.

Player Handout X
Player handouts go in this section. Use page breaks between each. If you don’t have any handouts, remove this section. 
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