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The Battle of Pitchfield has raged leaving behind a ravaged land and battle weary soldiers regardless of victory or loss. Surveying the recent destruction, because no battle leaves the land untouched, the heroes get to set the first steps into restoring hope of those who survived and see a nation take its next steps into an uncertain future. A 1-round mini-adventure set in or nearby Pitchfield for character levels 1 to 15 (APL 2 - 14).

Resources for this adventure [and the authors of those works] include Libris Mortis [Andy Collins, Bruce R. Cordell], Magic Item Compendium, Spell Compendium, and title [author]. 

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, 2007. 


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 standard 1-round Regional mini-adventure set in the Kingdom of Sunndi. Due the ending of the campaign no TUs have to be spend for this adventure.


Adventurer’s Standard Upkeep costs 12 gp. Rich Upkeep costs 50 gp per time unit. Luxury Upkeep costs 100 gp per time unit. Characters from outside Sunndi pay twice this amount. 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

This adventure consists basically of two different adventures, one designed for use with characters of level 1 to 9 (APL 2 to 8), subtitled Alone, and one for use with characters of level 9 to 15 (APL 10 to 16), subtitled United. When running this adventure you should limit yourself to the part appropriate for your group. Due to the similarities of both adventures a player can only play one part regardless of whether or not that player has different characters. Each part is treated in a separate section of this document with its own appendices and can easily be separated from the rest to prevent confusion while running this adventure. The Background section of both adventures is the same though.


Some parts of this mini-adventure change depending on the outcome of the battle interactive run at HomeCon XXII run at September 29th in Delft and Schildwolde in the Netherlands. There are basically three possible results: (1) clear victory, (2) stalemate and (3) lost. Before you run this adventure you should ascertain what the end result was and use the relevant sections of each encounter. The differences depending on the outcome are mainly in the location in which this adventure is set, and the mood of the NPCs met as described in each encounter. If the end-result was a victory or a stalemate the adventure is set in Pitchfield, although with a stalemate it is considerably more damaged and dangerous. In case the battle was lost Pitchfield has been burned to the ground and the adventure is set in a large military camp in fields nearby. In case of a victory most NPCs are in a celebratory mood, otherwise the mood is grimmer. Encounter 2 is completely different for each situation. Make sure you use the right version.


Both adventures are set during the night, and it is a dark and overcast plagued by the occasional intense shower. Make sure you are familiar with the rules of fighting in the darkness and the effects of rain. These rain showers reduces visibility ranges by half, resulting in a -4 penalty on Listen, Spot and Search checks in addition to any penalties due to the darkness of the night. Any unprotected flames are automatically extinguishing, protected flames (such as those of lanterns) dance wildly and have a 50% chance of extinguishing. Ranged weapon attacks are at a -4 penalty.


Finally, check whether any PC has any favors with Hazendel and count Kestor or are knights of the realm with any of these two persons. It determines how the two persons react to the PCs in respectively the low-level and high-level 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 2 of each part. 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

A horde of bullywugs under leadership of a cult of Wastrians has invaded Sunndi now three years ago. The horde managed to drive Sunndi into the defense, but it soon grinded into a stalemate and for two years neither side was gaining or loosing ground. Finally, the Wastrians decided for one last go, placing all available resources into one last attack, hoping to break Sunndi’s resistance in one last desperate attempt or be broken them selves. The focus of this last fight is around Pitchfield, capital of Sunndi and seat of king Hazendel and the Congress of Lords.


At the start of this adventure that battle has taken place, and the fate of Sunndi has been decided. Regardless of its outcome the battle has left its scar on the land and its people. It left rulers wondering about their priorities, whether they did a good job and what to do next. All the common man is worried about though is where to sleep…
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Battle Fatigue - Alone

APL 2 – 8 Version

Adventure Summary

SND7-03M Battle Fatigue – Alone is a short mini-adventure set a couple of days after the Battle for Pitchfield run at HomeCon XXII. Things have quieted down a bit since the battle, and the PCs are one of several groups put in charge of keeping the peace. The adventure contains both role-playing and combat parts.

Introduction: The PCs are recruited as peacekeepers and their orders are to patrol the streets of Pitchfield or the paths of the military camp and keep order.

Encounter 1 [Dilemma]: Three groups of soldiers, Ahlissan, Perrenlanders and Sunndians, are having an argument over a location they want to bunk at. Each group wants the location and they are on the verge of coming to blows over it. The PCs have to deal with it before it turns ugly preferably without showing favoritism to one side or the other.

Encounter 2-1 [Drunken Revelry]: Contrary to orders, people have been handing out ale and stronger alcoholic beverages and soon drunken revelers celebrating victory are wandering the streets. 

Encounter 2-2 [Ahlissan Arrogance]: Sunndi would have lost the war without the Ahlissan aid and the soldiers know it. They are acting like the own the place, and just made an arrest in front of the PCs even though they have no right to do so. How do the PCs react?

Encounter 3 [A Lone Soldier]: While patrolling the area the PCs come across a lone elf soldier wandering through the streets or between the tents. His behavior is suspicious. If approached he proves to be depressed, but very curious about the opinion of the PCs on the war, Sunndi’s leaders and Sunndi’s future.

Encounter 4 [Ambushed]: At some point during the conversation with the lone soldier, or when never approached, just before leaving or while following the man, the PCs (or the lone soldier) are ambushed by a group of undead. Whether drawn to the area because of the recent battle or placed to seed havoc among the soldiers remain to be seen. 


While the lone soldier is perfectly capable to defend himself, he will let the PCs do the work to keep up his disguise and to observe the PCs at work.

Conclusion: The morning after their patrols the PCs receives a royal invitation for a visit at the palace. Getting in the palace is somewhat difficult if the Sunndians lost the battle due to the presence of Ahlissan soldiers, but even they do not yet ignore a royal seal. 


It is here the PCs learn the lone soldier was Hazendel himself, who wants to reward the people that helped him in one of his darker moments. They also learn that Hazendel will step down, allowing his sister to become the countess of Esparithen and Count Kestor the new king.

Introduction

It is a couple of days after the Battle of Pitchfield and things have settled down a bit since that fateful battle. Start with the appropriate section below depending on the outcome of the battle and proceed with “At the Command Post”.

Victory

A few days have past since the Battle of Pitchfield and a glorious battle it was. The Wastrians and their undead allies have been defeated with the aid of adventurers, the Pax Mercuri and of course the dedication of many Sunndian soldier both militia and professional. The  unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant the victory was all the more decisive, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would have lost and that with their timely arrival they could collect the pieces and annex the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true.


The last few days have been spent rounding up any remaining enemies, recovering from the battle and burying the dead. Now it appears there is finally time for a celebration, but instead of celebrating, you find yourself with a group of other adventurers at the Command Post in the Palace of Lords awaiting your orders for the night.

The PCs are waiting in a meeting room in the Palace of Lords. The room used to be a rather luxurious meeting room for Sunndi’s government, but it has been in use as a briefing room since shortly before the Battle of Pitchfield. Most of the furniture has been removed, and only the wall carpets and beautiful decorated fireplace remind of its original use. Now its furniture consist of several sturdy looking chairs and a wooden board with a large map of Pitchfield attached to it. The PCs are still part of the army, and they have been requested to attend a briefing for an important task. If they express concern about missing the celebration, they are told that no official celebration is planned until Pitchfield is officially out of danger and there should be no celebrations in the coming days – at least not among the army. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions.

Stalemate

A few days have past since the Battle of Pitchfield and it proved to be a close call. The Wastrians and their undead allies have been defeated, but at a great cost in human life and damage to the city. The unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant the victory was truly secured, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would have lost and that with their timely arrival they could collect the pieces and annex the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true.


The last few days have been spent rounding up any remaining enemies, recovering from the battle and burying the dead. Now it appears there is finally time for a celebration, meager as the victory was, but instead of celebrating, you find yourself with a group of other adventurers at the Command Post in the Palace of Lords awaiting your orders for the night.

The meeting is set in the same room as the meeting set under Victory above. The biggest difference is when the PCs look out of the window. In that case they see a much more damaged city. The mood of the people is also much less celebratory and many more died during the battle. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions

Loss

A few days have past since the Battle of Pitchfield and it proved to be a hollow victory indeed. The Wastrians and their undead allies have been defeated, but at a great cost in human life and Pitchfield had to be abandoned due to raging firestorms that ravaged it at a time that all magic was spend. The unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant it can even be called a victory, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would loose and that with their timely arrival they could collect the pieces and annex the country. If that was their intent, they certainly have succeeded, although right now it is unclear whether they will press their advantage and take over the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true. Only the future will tell…


The last few days have been spent rounding up any remaining enemies, clearing Pitchfield proved to be especially problematic. In fact, the dangers of Pitchfield as well as the extensive damages to the city have forced the armies to abandon the city and set up camp in the fields nearby. Tents are never a good substitution for barracks, and rainy weather, and the scars of war are not making things better. The mood is grim, and there have been no signs of improvement. You find yourself in a big command tent for orders for what no doubt will proof to be a long night. 

The situation is not different from the previous two introductions, except that the briefing is set in a tent. The sound of rain on the tarp forces people to speak loudly, and from beyond the tent typical army sounds can be heard. Inside there are chairs, and there is a board, but it chilly and everything is damp. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions.

At the Command Post

The read aloud text below assumes the meeting is set in the briefing room in Palace of Lords, make adjustments where necessary if it is set in the tent.

After a few minutes of waiting the door is thrown open and an angry looking half-orc sergeant clad in dented full plate barges in. The aide following in his footsteps looks very nervous and keeps his distance from the warrior. The sergeant though does not pay any attention to his aide, examining you for a few seconds before shaking his head.


“You will do,” the half-orc starts with a grunt. “As you can see I am not in a particular good mood since some fob officer got himself drunk/sick/killed, forcing me to do his job as well as mine. So we are going to keep it short. The Watch is understaffed, so we need volunteers to patrol the area to keep the peace and to watch out for saboteurs, looters and worse. You have volunteered. Que… What?”  The half-orc grunts at the aid who had the tenacity to half-heartedly point out you had not volunteered yet, but who quickly went silent after the half-orcs glare.  At this point the half-orc turns towards you again,”Like I said, any questions?”

The half-orc sergeant’s name is Darrosh, but if asked he just introduces himself as sergeant or sir depending on who is asking. He acts the same to people regardless of their rank, although he does address higher ranking officers with their proper title. He just is not in a mood for pleasantries.  If a character complaints about never having volunteered, he just shrugs, their names have been picked by the general, count Kestor for the curious, and when a general selects you, you do not say no. Besides, they get more gold for a night of work than any regular soldier so why not make one useful? Darrosh tells the following in the briefing:

· The PCs have to patrol a designated area for the first half of the night.

· They get paid 5 gp x APL tomorrow morning.

· The job will likely consist of walking around in the rain, breaking up fights between soldiers, arresting people selling and drinking alcohol to soldiers on duty and perhaps deal with the occasional looter. 

· The sergeant is especially worried about the fact that there are three separate armies posted in the area: Ahlissa, Perrenland and Sunndi Fights between the different groups have been on the rise and right now Sunndi cannot deal with any serious international incident.

· The weather is bad, and will remain bad. The army can provide oil-coats, boots and everburning torches for those who don’t have any yet.

· He provides the PCs with a horn which they can use if they need backup. Mind you, he cannot guarantee they will get it on time, since like he said, everybody is overworked already and adventurers should be able to deal with most problems. Even if they cannot, than certainly ordinary soldiers cannot.

· He also hands them a blue and white sash as a badge for their job.

· He has no opinion on the Ahlissans and their late arrival.

· If any of the PCs acted particularly bravely during the Battle, he compliments that particular character.

Development: Members of any military organization in Sunndi cannot refuse the mission without being arrested for subordination or even desertion. Darrosh certainly reminds any character of this, giving them a chance to change their mind. All others can refuse, and Darrosh is certainly not going to spend energy on convincing them otherwise. His aide on the other hand tries to calm down any person that becomes angry at Darrosh’s behavior. Still, there is only so much he can do before Darrosh cuts him short. If the PCs still refuse, the adventure is over for them. At this point a player can still switch characters as long as the rest of the players agree with it and it does not cause too much trouble with the APL.


If the PCs accept the mission and don’t have any questions anymore, Dorrash leaves them in the care of his aide. The aide than takes them to the quartermaster to arrange any necessary supplies. The oil coat, boots and everburning torches are provided for free under the expectations that they are returned after the patrol. The PCs can buy some basic supplies as long as the item in question is 50 gp or cheaper and is from the Player’s Handbook. The only magical potions and scrolls available are those of cure light wounds. Once the PCs are finished with the quartermaster they can set of on their patrol, proceed with Encounter 1.

Troubleshooting: It is expected that the PCs patrol the area assigned to them, either a neighborhood in Pitchfield or part of the military camp. Adventurers being adventurers though there is no guarantee they will follow orders. If they stick to a public area, sergeant Darrosh happens to visit the place as well, reacting angrily when he notes the PCs relaxing. If the PCs do not leave immediately, regardless of any excuses, he releases them of their duty and reports them to their superiors. The adventure is over, see the Conclusion for what happens next. 


If on the other hand, they hide them selves, or just select a new public spot to relax, you need to adjust the adventure somewhat and reduce experience points accordingly. This encounter does not happen at all, Encounter 2 and 3 happen near their hiding spot. Encounter 4 either happens as described, or when they show no interest in the lone soldier, at their hiding spot. In that case the PCs do gain the experience (assuming they actually fight the undead), but not the favor of Hazendel and his sister.

1: Dilemma

Before proceeding with the adventure, determine the parties marching order, running spells and in particular who has what kind of light source with them. The streets of Pitchfield and the paths in between the tents only have a light source at specific spots. It is a dark overcast night and even characters with low-light vision have difficulties with their sight. Only creatures with darkvision can pierce the darkness without a light source. 

It is a dark overcast night and it has been raining on and off since shortly before sunset. It is difficult enough to see beyond the radius of your light source when it dry, but the visibility range is even less during the many rain showers. The rain has also turned the streets/paths in what can be almost described as a swamp and even the few cobbled streets are very slippery. The benefit of the weather is that most trouble keeps under a roof, but the downside is that the mood of those outside is only worse.


You have been patrolling for about an hour, and it has been a quiet if wet and muddy affair, when you suddenly hear loud angry voices nearby. The argument is definitely between several people.

It is dry at the moment. A DC 15 Listen check allows the PCs to realize it is an argument between 3 groups and that apparently the argument is about a place to bunk for the night. A DC 10 Sense Motive check causes the PCs to realize the three groups are on the verge of coming to blows. If the PCs wait too long that is definitely what is going to happen. They still have a few minutes though to prepare them selves.


Read aloud or paraphrase if the PCs go towards the arguing groups (make the necessary adjustments if set in the tent camp):

Turning around the corner you walk into a small courtyard. There are about 15 soldiers standing in three groups, Ahlissa, Sunndians and Perrenlanders with each side shouting at each other. There appears to be no officer among them. Nobody has drawn weapons yet, but a fight is not too far off. Right now they seem to be too absorbed in their arguments to have noted you.

The argument is about who gets to sleep where. The building/tent site assigned to these soldiers is not particular well suited either due to many leaks in the roof or the swampy underground. There are a few good spots though and the fight is about these locations. Each side thinks they should have the good spots – the Ahlissans because they are guests (or because the war would have been lost without them), the Perrenlanders because that is part of the deal (and because without them the Sunndians would have lost) and the Sunndians because they did the brunt of the fighting (and because the Ahlissans are slow lazy bastards who let others die for them, and the Perrenlanders get enough perks as it is). None of them are going to relent.

Soldiers (15): Male human warrior 2; hp 11 each (armed with longswords, studded leather, daggers and wooden heavy shields, 3 of the soldiers also carry a blessed bandage).


Appearance: All soldiers wear their uniforms – blue, white and yellow for Sunndi; brown, green and yellow for Ahlissa; black and tan for the Pax Mercuri. Due to weather the uniforms are wet and muddy, but the wear and tear as well as the amount of minor wounds depends on the outcome of the battle (the worse the outcome the more damage). Regardless of the outcome of the battle, the soldiers have been on the field for days if not weeks and it shows.


Personality: The soldiers are reasonably well disciplined, but either they are hipped up about the victory and looking for a fight, or they are tired, wet and cold and have a short temper as a result. As usual in a group there are one or two spokes persons. 

Te first thing the PCs have to do to settle matters is to get their attention (easy) and to get them to listen quietly. The Sunndians are the easiest to be silenced since they are used to adventurers in a position of authority and have learned to respect them. A DC 15 Diplomacy, Intimidate or Profession (soldier) check gets them to shut up. The Perrenlanders and Ahlissans are suspicious, assuming the PCs favor the Sunndians, and it requires a DC 20 Diplomacy, Intimidate or Profession (soldier) check to quiet them down. 


PCs with 5 ranks in Profession (soldier) gain a +2 bonus on Diplomacy and Intimidate in this case. If there is an officer among the PCs they gain a +5 circumstance bonus on the check and any modifiers with the Sunndian military also apply. The DM is free to apply any other appropriate modifiers based on the PCs actions, such as showing an impressive weapon display or flashy spell. If the check fails, the soldiers still listen to the PCs, but they talk out of turn, shout at each other and in general make the PCs life more difficult. In this case they gain a -10 penalty on any consequent social skill checks during this encounter.



Once more or less calmed, the PCs get to assess the problem and they need to come up with a solution. There are 5 good spots, 5 mediocre spots and 5 bad spots. The quickest and easiest solution is to simply assign a spot or call in a higher ranking officer to deal with the problem. This solution also leads to accusations of favoritism, since even if they do try an equal division one or more groups gain more better spots. Random selection is bound to cause a similar dissimilarity in the division of good spots, and accusations of cheating. Calling an officer might make life easier for the PCs, but the officer’s choice does show favoritism. Regardless, the PCs must succeed in a DC 25 Diplomacy or Intimidate check or else a fight starts before the PCs have even left the area.


Another solution would be to find an alternate location. Doing so is easy in Pitchfield, and it does not require a check as long as the PCs are willing to confiscate a nearby building. Doing so is more or less legal, but not without its pitfalls. The owners of the building are not in town, so unless the PCs carefully note down the state the building is in, and make sure HQ knows about it, they have to deal with a complaint sometime after the adventure. See the Conclusion for what happens in this case. If the PCs are unwilling to confiscate a building, finding a proper location is nearly impossible (if it was that easy HQ would not have assigned the soldiers to this area). Finding an alternate location is impossible in the tent camp and the soldiers refuse to camp outside its safety.


Finally, the PCs and soldiers could work together to turn the mediocre and bad sleeping locations into good ones. The exact nature of the work is unimportant, but it could consist of fixing leaks in the roof, digging channels, cleaning out rooms and so in. It requires a DC 20 Craft (house building or another appropriate craft) check and 1 hour of work to upgrade the spots one step. If the check is made by more then 10 it is upgraded by 2 steps. If the PCs get the soldiers to help/or help the soldiers, the duration is halved. Use of the right spells grant an automatic successful assist with the right spells including (but not limited to) mending, make whole and predigitation. Knowledge (engineering) can be used as a substitution for Craft if a character has ranks in the skill. The leader of the work gang must make the Craft check, which can either be one of the PCs or a soldier. The skill check modifier for the soldiers depends on how cooperative they are: the PC must make a DC 20 Diplomacy check. For each 5 points with which they pass the check, the soldiers gain a +2 bonus on the Craft check (either as the leader or to assist the PCs with a DC 10 check – only one check can be made for all the PCs either way). For each 5 points below the base DC the soldiers get a -2 penalty on the check. Remember that with makeshift tools people take a -4 penalty on their Craft check. Getting the right tools on such short notice is impossible. 


If the first check is unsuccessful, a new one can be made in the next hour (or half hour). Once successful, the PCs can safely leave the soldiers alone. If the PCs get the soldiers to work, and than leave them alone, the result depends on how successful the soldiers are at their work. After 1 hour of work they stop, leading to another brawl unless all locations have become good sleeping spots. Of course, the PCs can decide to return after 1 hour, and in that case try a new Diplomacy check to get the soldiers to work again.

Development: If the PCs settle things peacefully, they can proceed on their patrol. Proceed with the appropriate Encounter 2, after which you can return to 1 if they want to return later to check on the soldiers’ progress. If they settled the problem by getting the soldiers to work together, it is going to have a very positive impact on morale of the army as a whole. On the other hand, if they if they just assigned spots and left the soldiers disgruntled, it is going to have a negative impact. Sergeant Darrosh is certainly going to inform the PCs about the consequences of their actions in the debriefing (either offer praise or be very angry).


It is certainly possible the encounter ends in a brawl. Combat wise such a brawl should not be a challenge. The three sides are fighting against each other as well as the PCs and neither side is going for lethal damage. If it happens, the PCs are perfectly in their right to arrest people or call for backup. Since there are several other sleeping spots nearby, backup arrives quickly and the fighting soldiers are round up within a couple of round. Either way the PCs are free to proceed with their patrol and the right Encounter 2 once they have dropped of any prisoners either at HQ or with other watch officers.

2-1: Drunken Revelry

Result Battle of Pitchfield: Victory.

It has started raining again, and there is no sign of it improving soon. It is still early in the evening and you spot the occasional group of soldiers or civilians running from one building to another in a vain attempt to remain dry.  Suddenly you realize there are more people rushing towards a nearby warehouse than you have seen walking on the streets in the last hour. Taking a closer look at the building, you hear the dampened sound of merriment and you can almost feel the warmth of the hearth behind the boarded windows.

If the PCs as watch officers stop one of the people going towards the building, they get a stammered denial. After a bit of pressure the person admits being on his way to a victory celebration. In itself such a celebration is not illegal, but his reaction should alert the PCs to the fact that something is not quiet right about it. A bit more pressure gets the NPC to reveal strong liquor is being served, and that the celebrators include soldiers. If the PCs are not recognizable as watch officers, the NPC tells all this without any prodding.


PCs going over to the warehouse taking a peak through the cracks in the boards hear dancing music, laughter and singing. The windows are too dirty to look through. The smell of freshly baked food is strong and whatever is going on inside the warehouse feels very inviting. 


Going inside does not immediately generate a reaction, everybody is welcome and most people are too busy celebrating to note any newcomers. A few people shout to close the door if the PCs keep it open too long. Among the crowd people note a few civilians, but even more soldiers mostly Sunndians and a couple of Perrenlanders. There is a table loaded with food, and ale, wine and rum are served by two halflings around several large barrels at the end of the room. At the other end four musicians are playing merry dancing tunes on a makeshift platform. No coins are exchanged, and apparently everything is free.

Development: If the PCs have removed their sashes, and there is no clear COs among them, they get a warm welcome, especially soldiers and obvious adventurers get a lot of attention. 


On the other hand if the PCs are wearing their sashes, or have recognizable officers among them, then their appearance is causing a damper on the festivities. Soldiers who see them assume a guarded attitude, while trying to get closer to the doors, ready to bolt. Soon one of the halflings walks over to them. The halfling politely greets the PCs, introducing himself as Alvar and enquiring if anything is wrong. If the PCs show no inclination to arrest or remove anybody, he reacts relieved (although he does try to hide it) and offers them a place at the fireplace and something to eat and drink. If the PCs make it know that serving alcohol to soldiers is prohibited, Alvar becomes worried. He denies know that, saying that he is just a simple grateful citizen who wanted to thank the soldiers and adventurers who risk their lives for Sunndi’s freedom.


The PCs can arrest Alvar and his friend Dolan as well as any soldiers present. In this case the halflings and soldiers try to escape if this happens and the civilians try to hinder the PCs without getting arrested them selves. The Halflings and soldiers do not react with violence, realizing that the celebration is a minor crime while resisting arrest is much more serious (potentially lethal when dealing with adventurers). Otherwise the two halflings try to negotiate with the PCs, preferring to let things proceed as usual, but settling with a promise not to provide any alcoholic beverages to soldiers or even to send all soldiers back to their camps. They are even willing to pay the PCs a bribe, preferably in the form of food and liquor, but if necessary with a few gold pieces (up to 2 gp x APL per PC). They are very careful with offering the gold though since they realize that bribing an officer is a crime and they definitely do so out of sight of the general public. In any event, if the PCs limit the festivities in any way, the public reacts disappointed, and whispers of the influence of Ahlissa being felt can be heard.


Proceed with Encounter 3 once things have settled. If the PCs leave the celebrations Encounter 3 takes place as described. If they stick to the celebrations, you need to make some adjustments. The lone soldier does not stick to the celebrations, and leaves quickly. If the PCs do not follow, or intercept him, the undead do attack the celebration, making the fight much harder due to the presence of a panicking crowd. Luckily for the PCs it takes 1d4 days for a vampire to form at APL 6 and 8.

Treasure:
Accepting a bribe:


APL 2: Coin 4 gp.


APL 4: Coin 8 gp.


APL 6: Coin 12 gp.


APL 8: Coin 16 gp.

Troubleshooting: If the PCs stick to the celebration, even after having defeated the undead, somebody tells their superiors and they are accused for disobeying orders. See the Conclusion for what happens next.

2-2: Ahlissan Arrogance

Result Battle of Pitchfield: Stalemate or Loss. Note that if the battle was lost, this encounter takes place in a military camp and there are no civilians running around. The encounter assumes the PCs are patrolling outside, if this is not the case, the encounter takes place nearby their location if that makes sense. Otherwise they miss this encounter.

It has started raining again, and there is no sign of it improving soon. It is still early in the evening and you spot the occasional group of soldiers or civilians running from one building to another in a vain attempt to remain dry. Suddenly you hear the rustling sound of several persons with spiked boots and wearing armor running over the muddy streets and the typical sounds of weapons being drawn. It is followed by a commanding voice piercing the rattling sound of the rain followed by an angry reply. All you can see in that direction is a wall of darkness and rain.

The events the PCs hear take place about 100 ft. away from their current location just around the corner.  PCs who succeed at a DC 15 Listen check hear that the commanding voice is an Ahlissan who apparently just arrested somebody. The person denies having done anything wrong, and points out that the Ahlissans have no jurisdiction in the first place. If the PCs do nothing, they can hear the sounds of a short shuffle, quickly followed by some angry shouts from others, bystanders most likely. In response to the shouts, the Ahlissans react with threats and several more people are being arrested.


If the PCs rush ahead read aloud or paraphrase the following:

Out of the rain you note five Ahlissan soldiers and an Ahlissan captain surrounding a Sunndian militia-member with two bystanders, all Sunndian militia members as well. The Ahlissan soldiers are heavily armed, half having leveled their halberds at the Sunndian inside their circle and the other half at the bystanders and you. They look worried, ready to use violence or flee depending on the circumstances. The Ahlissan captain has his longsword aimed at the chest of the Sunndian in the middle of the circle, but he looks calmly in your direction. As soon as he notes the sashes you are wearing, he nods calmly and replies with a level commanding voice, “This man knocked a soldier of his majesty unconscious. He is under arrest for assault on an officer, resisting arrest, and insulting his majesty.”

The captain is the knight Rolann of the House of Torquann. He is arrogant, demanding and used to the fact that his orders are followed. He fully expects that the PCs back him up. The Sunndian prisoner is Farn, a blacksmith who could not keep silent.

Sir Rolann: male human (Oeridian) aristocrat 2 (AL LN; Diplomacy +6).


Appearance: Sir Rolann is a muscled lean man of average height with short brown hair and a short beard. He has a sharp nose and a proud attitude. He is richly dressed, wearing the symbols of his rank clearly visible. He wears a high quality breastplate and is armed with a longsword, dagger and crossbow. He speaks with articulate voice, always with at least two words.


Personality: Proud, overbearing, polite to those of an equal or high social standing and commanding to those of a lower social standing. He is deeply loyal to Xavener, and does not broke any insults towards the overking personally or his army. He is a worshipper of Zilchus, believing that his role as a soldier is to keep the peace for the benefit of trade. He abhors prejudice.

Ahllisan soldiers (5): male human (Oeridian) warrior 2 (AL LN).


Appearance: All five soldiers are in their brown and green uniforms and wearing watertight green hooded cloaks, wearing chain mail underneath. They are armed with light crossbows, daggers, short swords and halberds. Their gear shows signs of some wear and tear due to recent use, and the soldiers look tired and highly tense.


Personality: Tense, angry and disciplined.

The Ahlissans tell the following things:

· They were on their way to their assigned barracks when a Sunndian militia member began to insult the overking Xavener and accuse the Ahlissans of treachery and working together with the Wastrians.

· Rolann and his men confronted the Sunndian.

· This man, pointing at Farn stepped in and an argument ensued about the ridiculousness of arresting somebody over a couple of words. 

· Rolann showed great constrained, only expecting an apology, but the peasant refused to grant even that, so eventually Rolann was forced to try and arrest those involved. A small struggle ensued, ending with one of the culprits getting away and the other, pointing at Farn, being caught (after some urging admittedly because the man never ran and showed at least some discipline and courage to face the consequences of his own actions).

· Rolann is aware he has no jurisdiction, but doesn’t Sunndi recognize the right of a citizen’s arrest?

· Besides, Sunndi only exists because of Ahlissan help, so her citizens should at least show some gratitude and treat the Ahlissans like civilized man as opposed to rude ruffians and anarchists.

The arrested Sunndian comes from Pitchfield and is a blacksmith journeyman by profession who has seen action during the last battle. His name is Farn, an honest direct man with a strong sense of fairness and dislike for abusive authorities. The two bystanders are his friends, Bellerak and Jarzaydin, respectively a journeyman and apprentice blacksmith. For now they keep their distance by their friend’s request, but they are visibly angry at the Ahlissan soldiers.

Farn: male human (Oeridian) expert 2 (AL NG; Diplomacy +5).


Appearance: Tall and broad shouldered with short curly brown hair and a crooked nose. He is clean-shaven, wearing simple practical clothes and a heaven blue sash. He is armed with a dagger and carries no other weapons.


Personality: Farn is an honest direct man with a strong sense of fairness and dislike for abusive authorities that he has difficulties from hiding.

Bellerak: male human (Oeridian) expert 1 (AL  N).


Appearance: Short, stocky with brown hair, but growing bald. He is about 20 years old and wears the same type of clothing as Farn and equally armed.


Personality: Bellerak is a silent withdrawn man, utterly loyal to his friends, but who doesn’t care much about what happens outside his direct sphere of influence. He is a bit simple.

Jarzaydin: female human (Oeridian) commoner 1 (AL CG).


Appearance: Jarzaydin is 15 year old with short light brown hair and a boyish appearance. She has no sash and she has a rather deviant look about her.


Personality: Jarzaydin doesn’t like to be silent, especially when her friends are in trouble or she sees something she perceives as an injustice. She can be a bit aggressive and bossy at times, and she has a bit of a temper. She is quick to forgive though, and rarely stays angry for long.

The Sunndians tell the following things:

· Farn and his friends were discussing the Ahlissan soldiers, admittedly rather loud. 

· The Ahlissans overheard and they came barging in, demanding an apology for the so-called insults.

· They acted as if they owned the place, not even listening to reason. So they got angry, a few more insults quickly followed, at which point the Ahlissans immediately tried to arrest them even though have no jurisdiction to do so.

· Citizen arrest my ass, there is no law against insulting any king, and if that king is angry about it, let him charge us in person. Besides, the Ahlissans were suspiciously late.

· He did hit some of the Ahlissan soldiers with his fists, but they kicked him as well. It was pure self-defense.

Development: How ever this situation is resolved is up to the PCs. The simplest method is to arrest the Sunndians, escort them to the brig, write a report and leave. The Ahlissans insist on coming along to make sure the PCs do not just release the Sunndians once out of sight. Convincing them to let the PCs do their job unsupervised requires a DC 25 Diplomacy or DC 15 Intimidate check. Of course, the Sunndians object loudly, especially if Bellerak and Jarzaydin are being arrested. They do not fight although Jarzaydin does try to flee.


On the other hand, if the PCs try to settle matters peacefully they need to make a Diplomacy or Intimidate check opposed by both Rolann and Farn (who both pick Diplomacy regardless of the PCs’ choice) and than role-play according the roll. If the PCs win, both Rolann and Farn settle things peacefully with the highest of the two ‘winning’ unless the PCs prefer another solution. Good arguments from the PCs side should provide some minor bonuses on their check, as do any favors that work on social interactions with the military. Insulting the Ahlissans, their king or treating them with disrespect on the other hand provides penalties the amount depended on the severity of the insults and disrespect. Each person beyond the 2nd assisting on the Diplomacy check provides a -2 penalty on the main check, but do not mention this to the players except through the confusion and irritation it causes with both Farn and Sir Rolann. If Farn, Sir Rolann or both win, nothing is resolved because those that beat the PCs stubbornly refuse to accept a compromise. 


Finally (or when they fail finding a compromise) the PCs can simply pick a choice and enforce it. The Ahlissans are disciplined, and they can be ordered away and the Sunndians are not very skilled at combat and they are not so stupid as to confront adventurers. This leaves one side angry which shows itself later on in the relations between the Sunndi and Ahlissa. Unless they tried to find an acceptable compromise, they are also reprimanded – Sunndian watch officers are not serving a dictatorship and since neither side was wrong or right the PCs should have aimed to at least trying to find a compromise.


Note that if the PCs use Intimidate at any point, the Ahlissans formally complain the next morning. This results in a formal warning during the debriefing, but nothing worse happens.


Once the issue is resolved, the PCs are likely to continue on their way patrolling the wet streets or paths where they soon note a lone soldier acting strangely. Proceed with Encounter 3.

3: A Lone Soldier

It is assumed that the PCs are still patrolling the streets when they run across this lone soldier. If this is not the case you need to adjust the text.

It is late, and you are nearing the end of your shift. The rain has stopped for the moment, but clouds still cover the night sky. The streets have been empty for a while most people having sought out there beds a long time ago and since the taverns are not open yet, there is no crowd of late guests on their way home. As you walk around the corner, you spot a lone figure sitting on a bench staring into the darkness beyond. He doesn’t react to your appearance. The hood of his grey cloak has fallen back revealing long silvery hair, pointed ears and the sharp features of elf. The longsword at his belt and the longbow over his shoulder are difficult to miss although they appear to be unremarkable. He wears the uniform of some sorts. Suddenly he appears to note you, rising, nodding in your direction and than starting to move away.

The lone elf wears the uniform of the Grey Scouts which can be recognized with a DC 20 Knowledge (nobility and royalty) check. Sunndians gain a +10 bonus and can make the check untrained. Members of the Sunndian military recognize the uniform automatically. The elf is a grey elf who moves as if extremely tired and he is surrounded by an aura of melancholy. 


The PCs who spend some time talking or observing him can make a DC 30 Spot check to realize he looks a lot like king Hazendel. PCs with one or more favors with king Hazendel gain a +4 bonus on this check. Knights of the Realm in the service of King Hazendel gain a +6 bonus on this check. If asked whether he indeed is Hazendel, he smiles sadly, neither denying nor confirming it. He is under the effect of a mindblank spell cast by an 18th level caster and also wears a ring of mind shielding. Hence divinations and mind effecting spells give no results. If asked, he introduces himself as Solus, the ancient Oeridian word for alone.


If the PCs ignore him, he ignores them, in which case he slowly walks away in the darkness. PCs who follow him realize he appears to be wandering aimlessly almost as if lost inside himself. While Solus is not looking for a conversation, he does reply politely when the PCs ask any question. If the PCs show any interest in him, he will suddenly ask counter questions. He tries to get their opinion on the following items, never showing his opinions, instead trying the PCs to give the subjects more thought by asking questions and pointing out flaws in their reasoning.

· What do they think of the war and its progress since its start? How where they involved? Do they think things should have been done differently?

· What is their opinion on the leadership of Sunndi? What about king Hazendel personally? What about count Kestor or any other lords in the Congress?

· What is their opinion on the leadership of Ahlissa?

· What is their opinion on the late arrival of Ahlissan soldiers?

· What comes first duty or love?

· What cost are the PCs willing to pay for freedom? 

“Solus” (a.k.a. Hazendel): male grey elf fighter 1/wizard 3/cleric 3/mystic theurge 8 (AL CG; cleric of Trithereon). [He lost his connection with Trithereon and has no spells or Turn Undead ability. This is more due to his own feeling of having failed Trithereon than because of any real breach of the tenets of said faith.]


Personality: Depressed, lonely, curious.

Development: If the PCs ignore Hazendel, they are eventually ambushed by the undead as described in Encounter 4. If they get into a lengthy discussion, the undead ambush them instead.

4: Ambushed

At some point during the conversation with the Solus, or when they never approached Solus, at some point during the patrol, they are ambushed by a group of undead. At APL 2 and 4 the undead try to sneak closer, and than rush out towards the PCs. The PCs get a DC 24 Spot check to note the ghouls, a DC 19 Spot check to note the zombies and a DC 25 Spot check to note the mummies. At APL 6 and 8, Maryss and Barak act as if they are being attacked by the undead, hoping to lure the PCs a little bit closer. Astute PCs might wonder why they didn’t hear the screams or sounds of combat earlier.

Terrain: The type of terrain this combats take place at depends on the outcome of the Battle of Pitchfield. Regardless of the outcome, by this time the weather has taken a turn for the worst and it is raining again. Remember that while all undead of darkvision, they are equally hindered by the rain and terrain as the PCs.


Victorious: Unless the PCs took shelter somewhere the battle takes place in the streets of Pitchfield. The city has survived the battle in a relatively good condition. The houses are still in one piece and the streets have not been destroyed. As a result the PCs suffer no movement penalties while moving over the main street (which is about 20 ft. wide), although a DC 11 Balance check is required to run or charge. The side streets are muddy and are considered difficult terrain, costing twice as much movement and inducing a –2 penalty on Balance and Tumble checks unless the PCs somehow has marsh movement. In these alleyways there is ample of covert in the form of abandoned blockades and simple garbage. The doors of the houses are locked, and like the windows, barred over by sturdy wooden boards. The houses are about 20 ft. high, have a flat roof and can be climbed with a DC 17 Climb check.


Draw: Unless the PCs took shelter somewhere the battle takes place in the streets of Pitchfield. The city has been heavily damaged during the battle. Some of the buildings alongside the road are in ruins, providing easy cover and good hiding spots for the undead. At the same time the main streets are damaged at certain spots creating slippery muddy pools of water filled with the remains of the street paving. These pools cover roughly 10% of the street and are considered very difficult terrain. Moving through them cost 4x as much, which can be reduced to 2x as much with a DC 17 Balance check. Running and charging through these pools is impossible. Further than that the terrain is the same as under the victory conditions.


Lost: Unless the PCs took shelter somewhere the battle takes place among the narrow paths between the many tents. All paths are muddy and are considered difficult terrain as the side roads in the city. Remember that this terrain equally affects the undead. The tents are easy to cut through, and inside the ground is firm and dry. The many soldiers sleeping in the area flee at the first sign of serious trouble and the alarm is quickly sounded. The undead (especially the zombies) do not mind killing a couple of warriors, giving the PCs little opportunity to wait for backup without risking the ire of their superiors. The tents provide ample of opportunity to take cover behind or in.

Creatures: The undead are former Sunndian soldiers and they still wear their uniforms and equipment, although it has been damaged in recent battles (tears, bloodstains and the like). Otherwise they look typical for their type of undead. Those corspecrafted look somehow stronger and there is an almost palatable aura of coldness around them.


At APL 6 and 8 Maryss looks like a cleric of Pelor at a first glance. She has long fair hair, a pale skin and deep blue eyes – typical for a Suel. Her clothing is that of a militant member of the church of Pelor and she wears a blue tabard with the symbol of Pelor on it over her armor. Her equipment shows signs of recent battle. Only under close scrutiny can the PCs pick up the clues that something is amiss. Under her clothes she wears a symbol of Nerull, her skin is ice cold to touch and she appears to be able to see much better in the darkness than a human should. Cold hearted and filled with hatred she blames Pelor for her current condition and she focuses on followers of Pelor.


Barak has the typical build of a dwarf with a grayish skin and a long wild black beard. He looks disheveled, his eyes lie deep in his skull and he is dirty. He wears the uniform of the Barakadar. He has become insane, not caring much about anything except his hunger for blood and life-energy.

APL 2 (EL 5)

Ghouls, corpsecrafted (2): hp 17 each; see Appendix 1.

Zombie, human (4): hp 16 each; see Monster Manual 265.

APL 4 (EL 7)

Mummy (2): hp 55 each; see Monster Manual 190. [They wear a chain shirt, and are armed with a dagger, longsword, a light crossbow and the same magical items as the ghouls. They lack the intelligence though to use these items.]

Zombie, corpsecrafted human (4)*: hp 20 each; see Appendix 1.

APL 6 (EL 9)

Maryss: female human vampire cleric 5; hp 33; see Appendix 1.

Barak: male dwarf vampire fighter 5; hp 43; see Appendix 1.

Zombie, corpsecrafted human (6)*: hp 20 each; see Appendix 1.

APL 8 (EL 11)

Maryss: female human vampire cleric 7; hp 53; see Appendix 1.

Barak: male dwarf vampire fighter 7; hp 58; see Appendix 1.

Zombie, corpsecrafted human (10)*: hp 20 each; see Appendix 1.

* Note that these zombies count as having 6 HD for turning.

Tactics: At APL 2 and 4 the tactics of the undead are relatively straightforward. They keep hidden and ambush the PCs. The ghouls ignore paralyzed opponents, although the zombies are not smart enough to do (on the other hand, they are too stupid for a coupe-de-grass as well). The zombies are mostly a nuisance, and they form a good buffer against any cleric’s turning abilities. The ghouls and mummies are smart enough to focus on the real threats. Both of the ghouls start by shooting a screaming bolt mainly trying to get the most opponents in the area of effect and not as much to hit an opponent. The mummies lack the intelligence to use the crossbows.


At APL 6 and 8 Maryss starts by trying to bolster herself and her undead allies, while Barak shoots a screaming bolt into the PCs. Afterwards Maryss keeps her distance while Barak rushes overcome by a mad lust for blood. Maryss than either tries to blind an obvious arcane spellcaster with blindness/deafness or paralyze a strong looking fighter with hold person. At APL 8 she starts with a confusion spell instead. Once this is done, she takes a more defensive role in the fight by keeping herself and Barak healed. She has a deep hatred for everything Pelorite, and ignores better targets if confronted with obvious followers of Pelor although she is not so overcome that she loses all control. Barak’s tactics are simply, switching between using his sword and a slam attack. While not looking for a grapple, he relishes it if somebody is foolish enough to grapple him.


Throughout the fight, “Solus” keeps his distance, only defending himself. If the PCs cannot defeat the undead on their own, he does intervene, but more by indirect support such as by casting a much needed arcane spell or by providing a flanking bonus or assisting somebody on his attack roll or AC. If direct assistance is truly required, he focuses on the zombies first, but switches to the other undead later. Remember that for now he cannot turn undead, nor cast any divine spells. During the fight he remains absolutely silent, and his attacks lack energy. He looks more like an automaton than a living being.  Note that in this case the PCs do not gain his favor even if they made a suitable impression in Encounter 3. In any event, Hazendel is truly battle weary and not his self. The PCs should not get too good an idea on his true fighting and spellcrafting skills.

Treasure: 

Looting the undead


APL 2: Loot 26 gp; Magic 74 gp; 2x potion of lesser vigor (4 gp each), 4x screaming bolt (44 gp each); Total 100 gp.


APL 4: Loot 52 gp; Loot Magic 78 gp; 4x blessed bandage (1 gp each); 2x potion of lesser vigor (4 gp each), 4x screaming bolt (44 gp each); Total 130 gp.


APL 6: Loot 291 gp; Coin 17 gp; Magic 618 gp; +1 breast plate (113 gp), 6x blessed bandage (1 gp each), 2 cloak of resistance +1 (83 gp each), hammersphere (125 gp), 2x potion of lesser vigor (4 gp each), 2x potion of remove blindness (63 gp each), 2x potions of shield of faith (4 gp each), 4x screaming bolt (44 gp each); Total 876 gp.


APL 8: Loot 165 gp; Coin 17 gp; Magic 1389 gp; 2x +1 full plate (221 gp each), +1 heavy wooden shield (96 gp), armbands of might (342 gp), 10x blessed bandage (1 gp each), 2 cloak of resistance +1 (83 gp each), hammersphere (125 gp), 2x potion of lesser vigor (4 gp each), 2x potion of remove blindness (63 gp each), 2x potions of shield of faith (4 gp each), 4x screaming bolt (44 gp each); Total 1571 gp.


Detect magic results: +1 armor and shield (Faint Abjuration), armbands of might (Faint Transmutation), blessed bandage (Faint Conjuration), cloak of resistance +1 (Faint Abjuration), hammersphere (Moderate Transmutation), potion of lesser vigor (Faint Conjuration), potion of remove blindness (Faint Conjuration), potion of shield of faith (Faint Abjuration), screaming bolt (Faint Enchantment).

Development: The vampires who made Maryss and Barak buried their bodies not far from the ambush site. Due to the bad weather, the two have to stick to the ground in gaseous form, and they are rather easy to trail despite the darkness and their attempts to loose anybody trailing them. Otherwise reverse tracking the zombies only requires a DC 11 Survival check (assuming the PCs are carrying a good light source). Their caskets are hidden under a heap of debris or if set in the tent camp in a ditch under a dense patch of brambles. Once there, the PCs should be able to finish of the vampires permanently and get to their loot. If the PCs do not think of chasing the vampires by them selves, Hazendel (coldly if the PCs should know this) reminds them of the powers of vampires in regards to returning from their graves unless beheaded in their grave.


If Hazendel had to actively fight he leaves in disgust immediately, shouting to nobody in particular that he has enough of this fighting, that he has seen way too much carnage and needs a break. If on the other hand the PCs proved to be good combatants, trying to protect Hazendel and other innocents nearby, he thanks them calmly, saying it was a pleasure indeed, but that he needs to get home. If the PCs insist, he is willing to come to HQ with them for questioning.  If the PCs try to follow him, if he notices (Spot +4, Hide +8) he tries to loose anybody trailing him. Otherwise the PCs see him enter the palace grounds through a side-entrance or the central compound that has been set aside for the leaders of Sunndi. At these levels the PCs are not yet skilled enough to sneak into these areas unnoticed. 


Regardless, if the PCs made a good impression during the discussion in Encounter 3, which requires an interest in discussion, not an opinion that is to Hazendel’s liking, and they did reasonably well in the fight with the undead he noticed them. During the briefing the next day, he sends them an invitation for a meeting. During the meeting Hazendel compliments them and give a gift to each of them. See the Conclusion for more details.

Conclusion

Shortly after midnight the shift for the PCs is at an end, and they can return to their sleeping places to enjoy a well-earned rest. The next morning they are debriefed by sergeant Darrosh who wants a full report. Darrosh also uses the time to berate, punish or compliment the PCs for any bad conduct during the mission. The PCs are also paid. If the PCs made a good impression on Hazendel in Encounter 3 and 4, they get a royal invitation to the palace just before leaving the briefing room. If they choose to ignore it, no harm is done, otherwise proceed with “A Visit to the Royal Castle” below.

Treasure:
Reward for a job well done:


APL 2: Coin 10 gp.


APL 4: Coin 20 gp.


APL 6: Coin 30 gp.


APL 8: Coin 40 gp.

Trouble with the Law

While the PCs are hired to patrol the streets of Pitchfield or the paths at the camp, there is no guarantee that they actually do this. If the PCs have decided to spend the night in one place, and there are witnesses, they are accused of disobeying a direct order or a breach of contract. The PCs can deny such accusations or defend them selves. In this case each PC should succeed in a DC 15 Bluff check or one PC in a DC 35 Diplomacy check to prevent being convicted of failing to follow orders. Since each PC is questioned separately, they cannot assist one another on the Bluff check. Remember that any bonuses on social checks due to medals and favors with the military do apply to these checks. It is also assumed they do not tell any elaborate lies because in that case the Bluff and Diplomacy check fails automatically unless all the PCs rehearsed the story in advance. If they did rehears, you can grant a small bonus on the Bluff check. If convicted they gain the Failure in Duty item on the AR.

A Visit to the Royal Castle

The PCs’ welcome depends greatly on the outcome of the Battle of Pitchfield. If it was a victory, showing the seal to the Sunndian knights on watch gets them instantly directed to a garden by a servant for a small private diner with Hazendel and his sister. If the battle was a draw, the knights show signs of stress and they intensively interrogate the PCs and give their equipment a thorough scan before bringing them to the garden. If the battle was lost, the PCs are welcomed by Ahlissan soldiers who at first think the seal is a fake, than call in superiors, before finally after an interrogation and search escorting the PCs to the garden as described above.


During dinner Hazendel and mainly Eyanata question the PCs about their past exploits. Hazendel seems to be depressed and withdrawn, leaving most of the talking to Eyanata. At the end of the meal though he gives each PC a bottle of expensive elven wine and thanks them for their patience and insights. He also wishes them luck in the next endeavor, and who knows, they might see each other in the future.

Favor of Hazendel/Eyanata: It can be spend as a regular favor with countess Eyanata of Esparithen, sister of Hazendel. It might have additional uses in future adventures.


In addition Hazendel gave you a bottle of Intasinudor, expensive very high quality elven wine that is never sold. It can be sold for 200 gp, but selling a gift is highly frowned upon. While the wine is non-magical if served or offered as a gift during negotiations with creatures that appreciate wine you gain a +2 circumstance bonus on the Diplomacy check.


DMs Note: The bottle does not need to be noted down on the MIL. If it is sold, it should be noted down in the Items Sold section of the AR and the wine part of the favor should be scratched (preferably by writing down SOLD). The PCs can decide to sell the wine immediately or do so at a later date.

Concluding Text

Before finishing up the adventure and filling in the ARs, read aloud or paraphrase the text below in the appropriate section.

Victory

It has weeks now since the Battle of Pitchfield has been won, and it has slowly become apparent how decisive the victory was. With the defeat of the main horde, all resistance crumpled and the enemy has been kicked back into the swamp. It will take some more months to clear out the region completely, and years to rebuild all that has been destroyed, but prospects have not been looking so good since a long time. 


The real surprise came when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons now that Sunndi is out of danger. For a short time Sunndi was kingless while the Congress debated about a successor. It took them a couple of weeks to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task in peacetime, and many Sunndians are worried.

Stalemate

It has weeks now since the Battle of Pitchfield has been won, but it was a difficult victory indeed. Many enemies escaped alive from the battlefield, and despite the renewed vigor among the military it is going to take time to chase the bullywugs and undead back to the swamp. It will take even more time to clear out the region completely, and years to rebuild all that has been destroyed, but prospects are looking good. 


The real surprise came when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons, but people whisper he was forced to step down due to a conflict between the Congress and him self about his leadership skills. For a short time Sunndi was kingless while the Congress debated about a successor. It took them only a couple of days to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task in peacetime, and many Sunndians are worried especially with the still looming threat in the south.

Loss

It has weeks now since the Battle of Pitchfield has been won, however hollow that victory was. Many enemies escaped alive from the battlefield, and despite the addition of Ahlissan soldiers it is going to take time to chase the bullywugs and undead back to the swamp. It will take even more time to clear out the region completely, and years to rebuild all that has been destroyed. Worse is the fact that a large part of the Sunndian army has been decimated, and without the aid of Ahlissa Pitchfield would have been lost. Without an army, and with a still very real threat from the south, people have started to whisper that Sunndi should join Ahlissa. The people, especially the humans of the central plains, fear that without doing so, the Wastrians will return. 


With this debacle in mind, it came as no real surprise when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons, but it is more likely because of an argument with the Congress of Lords under pressure of Ahlissa. For a short time Sunndi was kingless while the Congress debated about a successor. It took them only a couple of days to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task, and many Sunndians are worried especially with the still looming threat in the south and the ever-demanding Ahlissans to the north.

Replacement of Hazendel

It is likely that some players with favors with Hazendel and/or Kestor or who are knights of the realm in their service have questions about the impact of this change. At the time of this writing the exact state in which Hazendel left Sunndi behind is unknown, so no official decisions have been made yet in this regard. An announcement is going to be made soon after HomeCon.

Campaign Consequences

This scenario has "Campaign Consequences"; that is the outcome of this module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital.


Please send your answers to poc@sunndi.org as soon as possible. General comments about the module are also welcomed at this address.
1. What APL did you play?

2. How did the PCs solve the dilemma in Encounter 1?

3. How did the PCs solve the problem in Encounter 2?

4. Did the PCs earn Hazendel’s favor?

The End

Experience Point Summary

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

1: Dilemma

Dealing with the soldiers without resorting to violence, or allowing it to end up as a brawl:

APL 2 
25 XP

APL 4 
50 XP

APL 6 
80 XP

APL 8 
110 XP

2: Revelry or Arrogance

Solving the issue without simply ignoring it

APL 2 
25 XP

APL 4 
50 XP

APL 6 
80 XP

APL 8 
110 XP

4: Ambushed

Defeat the undead:

APL 2 
150 XP

APL 4 
210 XP

APL 6 
270 XP

APL 8 
330 XP

Discretionary roleplaying award

APL 2 
25 XP

APL 4 
28 XP

APL 6 
20 XP

APL 8 
13 XP

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. 

2-1: Drunken Revelry

Accepting a bribe:


APL 2: Coin 4 gp.


APL 4: Coin 8 gp.


APL 6: Coin 12 gp.


APL 8: Coin 16 gp.

4: Ambushed


APL 2: Loot 26 gp; Magic 74 gp; 2x potion of lesser vigor (4 gp each), 4x screaming bolt (44 gp each); Total 100 gp.


APL 4: Loot 52 gp; Loot Magic 78 gp; 4x blessed bandage (1 gp each); 2x potion of lesser vigor (4 gp each), 4x screaming bolt (44 gp each); Total 130 gp.


APL 6: Loot 291 gp; Coin 17 gp; Magic 618 gp; +1 breast plate (113 gp), 6x blessed bandage (1 gp each), 2 cloak of resistance +1 (83 gp each), hammersphere (125 gp), 2x potion of lesser vigor (4 gp each), 2x potion of remove blindness (63 gp each), 2x potions of shield of faith (4 gp each), 4x screaming bolt (44 gp each); Total 876 gp.


APL 8: Loot 165 gp; Coin 17 gp; Magic 1389 gp; 2x +1 full plate (221 gp each), +1 heavy wooden shield (96 gp), armbands of might (342 gp), 10x blessed bandage (1 gp each), 2 cloak of resistance +1 (83 gp each), hammersphere (125 gp), 2x potion of lesser vigor (4 gp each), 2x potion of remove blindness (63 gp each), 2x potions of shield of faith (4 gp each), 4x screaming bolt (44 gp each); Total 1571 gp.
Conclusion

Reward for a job well done:


APL 2: Coin 10 gp.


APL 4: Coin 20 gp.


APL 6: Coin 30 gp.


APL 8: Coin 40 gp.

Gift from Hazendel (bottle of wine – potentially):


All APLs: Magic PCs x bottle of Intasinudor (200 gp each).*

* Note that the PCs receive the bottle (see the AR) and can choose to sell it, but they have to note it down in the items sold section and write the word “sold” through the wine part of the favor. So it is either the gold OR the wine.

Treasure Cap

APL 2:
225 gp

APL 4: 325 gp


APL 6: 450 gp


APL 8: 650 gp

Total Possible Treasure

APL 2:
314 gp


APL 4: 358 gp


APL 6: 1,118 gp


APL 8: 1,827 gp

Adventure Record Items

Favor of Hazendel/Eyanata: It can be spend as a regular favor with countess Eyanata of Esparithen, sister of Hazendel. It might have additional uses in future adventures.


In addition Hazendel gave you a bottle of Intasinudor, expensive very high quality elven wine that is never sold. It could be sold for 200 gp, but selling a gift is highly frowned upon. While the wine is non-magical if served or offered as a gift during negotiations with creatures that appreciate wine you gain a +2 circumstance bonus on the Diplomacy check.

Failure in Duty: You loose 5 promotion points and if this drops you below the minimum requirement for your current rank you are demoted. Members of the Sunndi military or the Barakadar must spend 8 TU in a labor camp as punishment. 


Non-soldiers gain a high-risk status with the Sunndian Army and the Jade Mask and they cannot become a squire or raise a rank in the Knights of the Realm or join the army. Non-soldiers can remove disfavor can be removed with any favor with the army or member of the Congress of Lords.

Item Access

APL 2:

· Potion of lesser vigor (Adventure; SC)

· Screaming bolt (Adventure; DMG)
APL 4 (all of APL 2 plus the following):

· Blessed bandage (Adventure; MIC)

APL 6 (all of APLs 2-4 plus the following):

· Hammersphere (Adventure; MIC)
APL 8 (all of APLs 2-6 plus the following):

· Armbands of might (Adventure; MIC)

Appendix 1: APL 2

4: Ambushed

Corpsecrafted Ghoul
CR 2

CE medium undead (augmented human)

Init +2; Senses Darkvision 60 ft.; Listen +2, Spot +7

Languages Common 

AC 18, touch 12, flat-footed 16


(+0 size, +2 Dex, +4 armor, +2 natural)

hp 17 (2 HD) 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist turn resistance +6

Fort +0, Ref +2, Will +5

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

Melee bite +4[+0 size, +1 BAB, +3 Str] (1d6+3 plus paralysis) and


claw +2/+2 (1d3+1 plus paralysis)

Ranged light crossbow +3[+0 size, +1 BAB, +2 Dex] (1d8/19-20)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 2 screaming bolts

Abilities Str 17[+4 corpsecrafted], Dex 15, Con –, Int 13, Wis 14, Cha 12

SQ +6 turn resistance
Feats Multiattack 

Skills Balance +4, Climb +4, Hide +4, Jump +4, Move Silently +4, Spot +7

Possessions combat gear plus dagger, longsword, light crossbow, 20 bolts, chain shirt, potion of lesser vigor

Ghoul Fever (Su) Disease—bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex.

Paralysis (Ex) Those hit by a ghoul’s bite or claw attack must succeed on a DC 12 Fortitude save or be paralyzed for 1d4+1 rounds. Elves have immunity to this paralysis.

APL 4

4: Ambushed

Human Corpsecrafted Zombie
CR ½

NE medium undead (augmented human)

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

Languages –

AC 14, touch 9, flat-footed 14


(+0 size, -1 Dex, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Weakness single actions only
Speed 30 ft. in studded leather (6 squares), base movement 30 ft.; can’t run

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
APL 6

4: Ambushed

Maryss



CR 7

Female human vampire cleric 5

NE medium undead (augmented human)

Init +5; Senses Darkvision 60 ft.; Listen +12, Spot +12

Languages Common, Elven 

AC 25, touch 11, flat-footed 24


(+0 size, +1 Dex, +6 armor, +2 shield, +6 natural)

hp 33 (5 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage; undetectable alignment.
Resist cold 10, electricity 10, +4 turn resistance

Fort +5, Ref +5, Will +9

Class F+4, R+1, W+4; Abilities Con +0, Dex +1, Wis +4; R +2 feat; +1 item

Weakness sunlight
Speed 20 ft. in breastplate (4 squares), base movement 30 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk silver light mace +8[+0 size, +3 BAB, +4 Str, +1 weapon] (1d6+3) or

Melee slam +7 (1d6+6 plus energy drain)

Ranged light crossbow +4[+0 size, +3 BAB, +1 Dex,] (1d8/19-20)

Base Atk +3; Grp +7 [+0 size, +3 BAB, +4 Str]
Atk Options dominate (DC 16)

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form, rebuke undead 7/day

Combat Gear hammersphere, potion of remove blindness, 2 screaming bolts

Cleric Spells Prepared (CL 5th):


3rd—blindness (DC 17), dispel magic, magic circle against goodD


2nd—hold person (DC 16), invisibilityD, shield other, undetectable alignment

1st—bane (DC 15), disguise selfD, obscuring mist, shield of faith (2)


0—detect magic (2), guidance, read magic (2)

D: Domain spell. Deity: Nerull. Domains: Evil, Trickery 

(Already cast

Abilities Str 18[12 array, +6 racial], Dex 12[8 array, +4 racial], Con –[13 array], Int 12[10 array, +2 racial], Wis 18[15 array, +2 racial, +1 HD boost], Cha 18[14 array, +4 racial]
SQ 
Feats AlertnessV, Combat ReflexesV, Improved InitiativeV, Improved Turning3, Lightning ReflexesV, Skill Focus (concentration)1
Skills total ranks: cleric 32 Bluff +12[+0 ranks, +4 ability, +8 racial], Concentration +11[+8 ranks, +0 ability, +3 feat], Diplomacy +12[+8 ranks, +4 ability], Heal +12[+8 ranks, +4 ability], Hide +6[+0 ranks, +1 ability, +8 racial, -3 armor], Knowledge (religion) +9[+8 ranks, +1 ability], Listen +12[+0 ranks, +4 ability, +8 racial], Move Silently +6[+0 ranks, +1 ability, +8 racial, -3 armor], Search +9[+0 ranks, +1 ability, +8 racial], Sense Motive +12[+0 ranks, +4 ability, +8 racial], Spot +12[+0 ranks, +4 ability, +8 racial].

Possessions combat gear plus masterwork silver light mace, dagger, light crossbow, 18 bolts, +1 breastplate, mwk heavy wooden shield, cloak of resistance +1, wooden holy symbol of Nerull, spell component pouch, potion of lesser vigor, platinum ring

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Rebuke Undead (Su) Level 6; 7/day; d20+6; 2d6+9 damage.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Barak




CR 7

Male dwarf vampire fighter 5

NE Medium Undead (augmented humanoid)

Init +7; Senses Darkvision 60 ft.; Listen +10, Spot +10

Languages Common, Dwarf 

AC 25, touch 11, flat-footed 24


(+0 size, +1 Dex, +8 armor, +6 natural); +4 dodge bonus vs. giants

hp 43 (5 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage
Resist cold 10, electricity 10, +4 turn resistance, +2 racial bonus on saves vs. spells and spell-like abilities, stability

Fort +5, Ref +7, Will +4

Class F+4, R+1, W+1; Abilities Con +0, Dex +3, Wis +2; R +2 feat; +1 item

Weakness sunlight
Speed 20 ft. in full plate (4 squares), base movement 20 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk greatsword +13[+0 size, +5 BAB, +6 Str, +1 weapon, +1 feat] (2d6+11/19-20) or

Melee slam +11 (1d6+9 plus energy drain)

Ranged mwk light crossbow +9[+0 size, +5 BAB, +3 Dex, +1 weapon] (1d8/19-20)

Base Atk +5; Grp +11 [+0 size, +5 BAB, +6 Str]
Atk Options Cleave, dominate (DC 13), Power Attack

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form

Combat Gear 2 alchemist fire, potion of remove blindness, 2 potions of shield of faith, 2 tanglefoot bag

Abilities Str 22[15 array, +1 HD boost, +6 vampire], Dex 17[13 array, +4 vampire], Con –[14 array], Int 10[8 array, +2 vampire], Wis 14[12 array, +2 vampire], Cha 12[10 array, -2 racial, +4 vampire]
SQ stonecunning
Feats AlertnessV, CleaveF2, Combat ReflexesV, Improved InitiativeV, Improved Toughness3, Lightning ReflexesV, Power Attack1, Weapon Focus (great sword)F1, Weapon Specialization (great sword)F4
Skills total ranks: class  16 Bluff +9[+0 ranks, +1 ability, +8 racial], Climb +17[+8 ranks, +6 ability, +8 climb, -5 armor], Hide +6[+0 ranks, +3 ability, +8 racial, -5 armor], Jump +3[+8 ranks, +6 ability, -6 speed, -5 armor], Listen +10[+0 ranks, +2 ability, +8 racial], Move Silently +6[ +0 ranks, +1 ability, +8 racial, -5 armor], Search +8[+0 ranks, +0 ability, +8 racial], Sense Motive +10[+0 ranks, +2 ability, +8 racial], Spot +10[+0 ranks, +2 ability, +8 racial].

Possessions combat gear plus mwk greatsword, hand axe, dagger, mwk light crossbow, 20 bolts, mwk full plate, platinum ring, cloak of resistance +1.

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Human Corpsecrafted Zombie
CR ½

NE medium undead (augmented human)

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

Languages –

AC 14, touch 9, flat-footed 14


(+0 size, -1 Dex, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Weakness single actions only
Speed 30 ft. in studded leather (6 squares), base movement 30 ft.; can’t run

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
APL 8

4: Ambushed

Maryss



CR 9

Female human vampire cleric 7

NE medium undead (augmented human)

Init +5; Senses Darkvision 60 ft.; Listen +12, Spot +12

Languages Common 

AC 29, touch 11, flat-footed 28


(+0 size, +1 Dex, +9 armor, +3 shield, +6 natural)

hp 53 (7 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage; undetectable alignment; searing light (due to spell immunity).
Resist cold 10, electricity 10, +4 turn resistance

Fort +6, Ref +6, Will +10

Class F+5, R+2, W+5; Abilities Con +0, Dex +1, Wis +4; R +2 feat; +1 item

Weakness sunlight
Speed 20 ft. in breastplate (4 squares), base movement 30 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk silver light mace +10[+0 size, +5 BAB, +4 Str, +1 weapon] (1d6+3) or

Melee slam +9 (1d6+6 plus energy drain)

Ranged light crossbow +6[+0 size, +5 BAB, +1 Dex,] (1d8/19-20)

Base Atk +5; Grp +9 [+0 size, +5 BAB, +4 Str]
Atk Options dominate (DC 17)

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form, rebuke undead 7/day

Combat Gear hammersphere, potion of remove blindness, 2 screaming bolts

Cleric Spells Prepared (CL 7th):


4th—confusionD (DC 18), freedom of movement, spell immunity

3rd—blindness (DC 17), dispel magic (2), magic circle against goodD

2nd—hold person (DC 16), invisibilityD, resist energy, shield other, undetectable alignment

1st—bane (DC 15), disguise selfD, obscuring mist, protection from good, shield of faith (2)


0—detect magic (2), guidance (2), read magic (2)

D: Domain spell. Deity: Nerull. Domains: Evil, Trickery 

(Already cast

Abilities Str 18[12 array, +6 racial], Dex 12[8 array, +4 racial], Con –[13 array], Int 12[10 array, +2 racial], Wis 18[15 array, +2 racial, +1 HD boost], Cha 18[14 array, +4 racial]
SQ 
Feats AlertnessV, Combat ReflexesV, Improved InitiativeV, Improved Turning3, Improved Toughness6, Lightning ReflexesV, Skill Focus (concentration)1
Skills total ranks: cleric 40 Bluff +12[+0 ranks, +4 ability, +8 racial], Concentration +13[+10 ranks, +0 ability, +3 feat], Diplomacy +14[+10 ranks, +4 ability], Heal +14[+10 ranks, +4 ability], Hide +4[+0 ranks, +1 ability, +8 racial, -5 armor], Knowledge (religion) +11[+10 ranks, +1 ability], Listen +12[+0 ranks, +4 ability, +8 racial], Move Silently +4[ +0 ranks, +1 ability, +8 racial, -5 armor], Search +9[+0 ranks, +1 ability, +8 racial], Sense Motive +12[+0 ranks, +4 ability, +8 racial], Spot +12[+0 ranks, +4 ability, +8 racial],

Possessions combat gear plus masterwork silver light mace, dagger, light crossbow, 18 bolts, +1 full plate, +1 heavy wooden shield, cloak of resistance +1, wooden holy symbol of Nerull, spell component pouch, potion of lesser vigor, platinum ring

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Rebuke Undead (Su) Level 8; 7/day; d20+6; 2d6+11 damage.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Barak




CR 9

Male dwarf vampire fighter 7

NE Medium Undead (augmented humanoid)

Init +7; Senses Darkvision 60 ft.; Listen +10, Spot +10

Languages Common, Dwarf 

AC 26, touch 11, flat-footed 25


(+0 size, +1 Dex, +9 armor, +6 natural); +4 dodge bonus vs. giants

hp 58 (7 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage
Resist cold 10, electricity 10, +4 turn resistance, +2 racial bonus on saves vs. spells and spell-like abilities, stability

Fort +6, Ref +8, Will +5

Class F+5, R+2, W+2; Abilities Con +0, Dex +3, Wis +2; R +2 feat; +1 item

Weakness sunlight
Speed 20 ft. in full plate (4 squares), base movement 20 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk greatsword +15/+10[+0 size, +7 BAB, +6 Str, +1 weapon, +1 feat] (2d6+11/19-20) or

Melee slam +13 (1d6+9 plus energy drain)

Ranged mwk light crossbow +11[+0 size, +7 BAB, +3 Dex, +1 weapon] (1d8/19-20)

Base Atk +7; Grp +17 [+0 size, +7 BAB, +6 Str, +4 feat]
Atk Options Cleave, dominate (DC 14), Improved Grapple, Power Attack

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form

Combat Gear 2 alchemist fire, armbands of might, potion of remove blindness, 2 potions of shield of faith, 2 tanglefoot bag

Abilities Str 22[15 array, +1 HD boost, +6 vampire], Dex 17[13 array, +4 vampire], Con –[14 array], Int 10[8 array, +2 vampire], Wis 14[12 array, +2 vampire], Cha 12[10 array, -2 racial, +4 vampire]
SQ stonecunning
Feats AlertnessV, CleaveF2, Combat ReflexesV, Improved GrappleF6, Improved InitiativeV, Improved Toughness3, Improved Unarmed Strike6, Lightning ReflexesV, Power Attack1, Weapon Focus (great sword)F1, Weapon Specialization (great sword)F4
Skills total ranks: class  20 Bluff +9[+0 ranks, +1 ability, +8 racial], Climb +21[+10 ranks, +6 ability, +8 climb, -5 armor, +2 item], Hide +6[+0 ranks, +3 ability, +8 racial, -5 armor], Jump +7[+10 ranks, +6 ability, -6 speed, -5 armor, +2 item], Listen +10[+0 ranks, +2 ability, +8 racial], Move Silently +6[ +0 ranks, +1 ability, +8 racial, -5 armor], Search +8[+0 ranks, +0 ability, +8 racial], Sense Motive +10[+0 ranks, +2 ability, +8 racial], Spot +10[+0 ranks, +2 ability, +8 racial].

Possessions combat gear plus mwk greatsword, hand axe, dagger, mwk light crossbow, 20 bolts, +1 full plate, platinum ring, cloak of resistance +1.

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Human Corpsecrafted Zombie
CR ½

NE medium undead (augmented human)

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

Languages –

AC 14, touch 9, flat-footed 14


(+0 size, -1 Dex, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Weakness single actions only
Speed 30 ft. in studded leather (6 squares), base movement 30 ft.; can’t run

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
Appendix 2: New Rules Item

Feats

Bolster Resistance [General]

(Source: Libris Mortis, page 25)

Undead you raise or create are more resisting to turning than normal.


Prerequisite: Corpsecrafter


Benefit: Each undead you raise or create with any necromancy spell gains +4 turn resistance.

Corpsecrafter [General]

(Source: Libris Mortis, page 25)

Undead you raise or create are tougher than normal.


Benefit: Each undead you raise or create with any necromancy spell gains a +4 enhancement bonus to Strength and +2 hit points per Hit Dice.

Magic Items

Armbands of Might

Price (Item Level): 4,100 gp (9th)

Body Slot: Arm

Caster Level: 3rd

Aura: Faint; (DC 16) transmutation

Activation: –

Weight: 2 lb.

When you wear these armbands, you gain a +2 bonus on Strength checks and Strength-based skill checks.


If you have the Power Attack feat, you also gain a +2 bonus on melee damage rolls for any attack on which you use the Power Attack feat and take a penalty of at least –2 on your attack roll.


Prerequisites: Craft Wondrous Item, bull’s strength.


Cost to Create: 2,050 gp, 164 XP, 5 days.


Source: Magic Item Compendium 72

Blessed Bandage

Hammersphere

Price (Item Level): 1,500 gp (5th)

Body Slot: – (held)

Caster Level: 7th

Aura: Moderate; (DC 18) transmutation

Activation: Standard (command)

Weight: 1/2 lb.

Once per day, when held aloft and activated, this sphere conjures forth a giant hammer. This hammer functions as a spiritual hammer except that it deals 3d6 points of damage on a successful hit. You do not have to concentrate on the hammer or keep the sphere aloft while it attacks.


Prerequisites: Craft Wondrous Item, greater magic weapons, spiritual weapon.


Cost to Create: 750 gp, 60 XP, 2 days.


Source: Magic Item Compendium 161.

Spells

Vigor, lesser

Battle Fatigue – United

APL 10 – 14

Adventure Summary

SND7-03M Battle Fatigue – United is a short mini-adventure set a couple of days after the Battle for Pitchfield run at HomeCon XXII. Things have quieted down a bit since the battle, and the PCs have been asked to accompany Count Kestor while he inspects the troops and the damage done to Pitchfield during the battle. The adventure contains both role-playing and combat parts.

Introduction: The PCs are requested at the Sunndian military HQ where they meet Count Kestor. He is going to inspect the troops, and Pitchfield and he needs able bodied bodyguards both for protection and to make a good impression. He plans to hold the inspections the whole day and to be finished before nightfall.

Encounter 1 [The Wounded]: One of the first tasks Count Kestor sets himself on is inspecting the hospitals. During the visit any PC cleric is definitely going to be approached for help. The local clergy simply does not have the resources to deal with the requests, and even the PCs have to make choices.

Encounter 2-1 [Drunken Revelry]: Contrary to orders, people have been handing out ale and stronger alcoholic beverages and soon drunken revelers celebrating victory are wandering the streets. Kestor fears brawls later that night and asks the PCs to deal with it.

Encounter 2-2 [Sunndi’s Anger]: Kestor has to deal with Ahlissan dignitaries. Meanwhile outside a group of Sunndian soldiers accuse the Ahlissans of improper behavior, demanding resolution of their complaints or else they are going to torch the commanders’ tents.

Encounter 3 [Into the City]: It is getting later than expected, but Count Kestor insists in inspecting the town of Pitchfield, either to talk with the surviving inhabitants or to inspect the damages. It is a lone and somewhat depressing trip, heightened by the beginning darkness and rainshowers. Count Kestor starts talking with the PCs in earnest, curious about their opinion on the war, the leaders of Sunndi and Sunndi's future.

Encounter 4 [Ambushed]: While traversing the streets of Pitchfield the group is ambushed by a group of undead. Assassins or simple undead drawn to the carnage that is a battlefield?

Conclusion: The next day the PCs are invited to the palace where they are rewarded for their aid and learn king Hazendel has retired and Kestor will become the new king.

Introduction

It is a couple of days after the Battle of Pitchfield and things have settled down a bit since that fateful battle. Start with the appropriate section below depending on the outcome of the battle and proceed with “At the Command Post”.

Victory

A few days have past since the Battle of Pitchfield and a glorious battle it was. The Wastrians and their undead allies have been defeated with the aid of adventurers, the Pax Mercuri and of course the dedication of many Sunndian soldier both militia and professional. The  unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant the victory was all the more decisive, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would have lost and that with their timely arrival they could collect the pieces and annex the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true.


The last few days have been spent rounding up any remaining enemies, recovering from the battle and burying the dead. Now it appears there is finally time for a celebration, but instead of celebrating, you find yourself with a group of other adventurers at the Command Post in the Palace of Lords awaiting your orders for the night.

The PCs are waiting in a meeting room in the Palace of Lords. The room used to be a rather luxurious meeting room for Sunndi’s government, but it has been in use as a briefing room since shortly before the Battle of Pitchfield. Most of the furniture has been removed, and only the wall carpets and beautiful decorated fireplace remind of its original use. Now its furniture consist of several sturdy looking chairs and a wooden board with a large map of Pitchfield attached to it. The PCs are still part of the army, and they have been requested to attend a briefing for an important task. If they express concern about missing the celebration, they are told that no official celebration is planned until Pitchfield is officially out of danger and there should be no celebrations in the coming days – at least not among the army. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions.

Stalemate

A few days have past since the Battle of Pitchfield and it proved to be a close call. The Wastrians and their undead allies have been defeated, but at a great cost in human life and damage to the city. The unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant the victory was truly secured, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would have lost and that with their timely arrival they could collect the pieces and annex the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true.


The last few days have been spent rounding up any remaining enemies, recovering from the battle and burying the dead. Now it appears there is finally time for a celebration, meager as the victory was, but instead of celebrating, you find yourself with a group of other adventurers at the Command Post in the Palace of Lords awaiting your orders for the night.

The meeting is set in the same room as the meeting set under Victory above. The biggest difference is when the PCs look out of the window. In that case they see a much more damaged city. The mood of the people is also much less celebratory and many more died during the battle. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions

Loss

A few days have past since the Battle of Pitchfield and it proved to be a hollow victory indeed. The Wastrians and their undead allies have been defeated, but at a great cost in human life and Pitchfield had to be abandoned due to raging firestorms that ravaged it at a time that all magic was spend. The unexpected arrival of a large group of Ahlissan soldiers near the end of the day meant it can even be called a victory, although there are some vicious rumors about why they arrived so late. It almost looks like they had hoped Sunndi would loose and that with their timely arrival they could collect the pieces and annex the country. If that was their intent, they certainly have succeeded, although right now it is unclear whether they will press their advantage and take over the country. Of course, the Ahlissans deny any such accusations, blaming their late arrival on the weather. Considering the main rain showers it certainly might be true. Only the future will tell…


The last few days have been spent rounding up any remaining enemies, clearing Pitchfield proved to be especially problematic. In fact, the dangers of Pitchfield as well as the extensive damages to the city have forced the armies to abandon the city and set up camp in the fields nearby. Tents are never a good substitution for barracks, and rainy weather, and the scars of war are not making things better. The mood is grim, and there have been no signs of improvement. You find yourself in a big command tent for orders for what no doubt will proof to be a long night. 

The situation is not different from the previous two introductions, except that the briefing is set in a tent. The sound of rain on the tarp forces people to speak loudly, and from beyond the tent typical army sounds can be heard. Inside there are chairs, and there is a board, but it chilly and everything is damp. Allow the PCs some time talk among each other before proceed with At the Command Post below.


Note that if the PCs do not know each other this is the time for a short round of introductions.

At the Command Post

After a few minutes of waiting the door opens and a tall lean man with a proud bearing strides in. He has short black hair graying along the temples and a short beard, his face is weathered and he wears expensive albeit comfortable dark colored clothes. The only weapon you see is a bejeweled silver dagger, but the spellcomponent pouch is difficult to miss and there is an aura of power and authority around him. He looks at each of you with his dark brown eyes and than offers his hand. “Welcome, gentlemen and ladies,” he starts with a firm voice. “As some of you know, my name is count Kestor and I am in need of a group of reliable adventurers and you fit the bill.”
PCs who have met count Kestor before immediately recognize him, and the count them. He warmly greets people he knows, enquiring about their health and general well-being, and is curious about new people. Kestor is an educated man, interested in the well-being of others, and who is equally at ease among politicians and adventurers. He does prefer to be addressed by his title, and addresses PCs equally. Unless the PC is secretive about his identity he is fully aware about their titles and background – he did his homework. If the PCs have no interest in pleasantries, he immediately switches to the job at hand, otherwise he chats a bit before coming to the point.


He tells the following during the briefing:

· He is going to visit the soldiers and Pitchfield to check how things are going in person and he needs bodyguards.

· His usual bodyguards are recovering from the Battle of Pitchfield or are busy retaking Corul. So for the last few days he has hired different teams of adventurers to do the job. Although expensive, it is a good way to meet more adventurers, talk about their experiences in the war and see whether they have some good ideas about the future of Sunndi. Of course, adventurers also provide excellent protection, although they can be a bit undisciplined at time he adds smiling.

· The job is from noon until about midnight and during this time he is going to visit a hospital, talk with the Ahlissan leaders and wander randomly through the streets of Pitchfield. The whole program is unannounced and not even the count is certain what route he is going to follow.

· The reward is [50 x APL] gp.

· The weather is going to be bad, but nobody died from a bit of rain. Besides, he is protected by an endure elements spell and can protect some PCs likewise (or all if they have pearls of power).

· He is going by foot. Horses only widen the distance between him and the public.

· Count Kestor does not have time for 1 hour breakfast, lunch or dinner for that matter.

Development: Members of any military organization in Sunndi cannot refuse the mission without being arrested for subordination or even desertion. Count Kestor certainly reminds any character of this, giving them a chance to change their mind. All others can refuse, and besides showing disappointment Kestor is not going to spend energy on convincing them otherwise. If the PCs still refuse, the adventure is over for them. At this point a player can still switch characters as long as the rest of the players agree with it and it does not cause too much trouble with the APL.


If the PCs accept the mission and don’t have any questions anymore, Kestor tells them to meet him at the army HQ at noon. If the PCs require equipment, he provides them with their orders and a note for the quartermaster. Oil coats, boots and everburning torches are provided for free under the expectations that they are returned after the job. The PCs can buy some basic supplies as long as the item in question is 50 gp or cheaper and is from the Player’s Handbook. The only magical potions and scrolls available are those of cure light wounds. Once the PCs are finished with the quartermaster they can start their work as bodyguards, proceed with Encounter 1.

1: The Wounded

The PCs meet count Kestor and an aide at army HQ at noon. Kestor takes a wait-and-see attitude towards the PCs and he lets them take the initiative in regards to safety measures. Regardless of how much initiative the PCs show, ascertain the marching order, and which spells are active before starting with the inspection.


One of the first tasks Count Kestor sets himself on is inspecting the main hospital. The text below assumes the PCs and Kestor appear unannounced and together. If that is not the case you need to make some adjustments.

It is noon and for the moment it is dry, and Pelor shines brightly in the sky. The first grey clouds though have started to appear and it doesn’t take an expert to realize it is not going to remain dry this evening. 


Your first destination is the hospital, which is not very far from your meeting place with Kestor. It is a busy region with soldiers everywhere and your traveling companion draws a lot of attention. The disciplined soldiers keep their distance, saluting when you pass by. The civilians drop their work and rush closer at times leaving you only a narrow path. [Victory/draw:] The people cheer towards you, throwing an occasional flower as well. [Draw:] Although they look tired, and there is not much spirit in the cheers. [Lost:] The people stare grimly at you, a few shouting their thanks and wishing the count luck in the coming ordeals.

Allow the PCs some time to react to the crowd and to protect the count. Kestor smiles and waves towards the crowd, but he is in a hurry, so he keeps his distance without much prodding from the PCs.

After about 30 minutes walking you finally arrive at the hospital [or when the battle was lost: the compound] right next to the temple of Pelor [or when the battle was lost: the pavilion dedicated to Pelor]. The building shows signs of recent damage, but it is still in one piece. It is a big three story building covered with white cracked plaster, wide windows, situated at a small green town square. People walk in and out, and wounded soldiers can be seen on the square enjoying the last rays of sun before the afternoon rains start. As soon as you step up the steps towards the main entrance a small elderly human woman with curly grey hair rushes towards you. She wears the clothing of a cleric of Pelor, and she looks rather nervous.


“Welcome. Welcome,” she starts with a shrill voice making a gesture somewhere in between bowing and offering her hand, showing her uncertainty on what to do. “My name is Elyshia. How can I, I mean we, help you? Erm… my lord?”

Elyshia is a low-ranking cleric of Pelor out of spells and ill-prepared to deal with high ranking guests. Her superiors are all over the place, most of them resting after a long night, helping the army with the cleanup, at various other makeshift hospitals in town or having died in the battle. She is busy, but she is more than willing to give count Kestor a tour, hoping that he can offer more aid to the wounded and the sick. During the tour, she carefully observes the PCs, trying to find out whether or not there is a cleric or healer among them. She is too nervous to ask it directly, and tries to lure them out by showing them a few of the worst cases, all of which require powerful spells to cure.


She bring the PCs to the first two persons if the battle was victorious, the first four if the battle was a draw and all six if the battle was lost. It is done in sequential order because more clerics have died if the results of the battle were worse. There are only humans in this hospital. While the staff is overworked, dealing with normal wounds and ordinary diseases they can deal with. It are the magical inflicted maladies and curses that cause the most problems. If the PCs over to use some of their daily spells (or even scrolls), Kestor offers to pay for any material components spend in the process. Kestor cautions against excessive use of spells. The day is long, and the PCs are his bodyguards.

Namisha: female human (Suel) warrior 2.


Appearance: Namisha is a Pitchfield watch officer whose patrol was ambushed by a group of undead in the streets. She probably was once pretty, but now she is covered with boils.


Personality: She is ashamed of her condition and she hides behind a blanket when visitors enter her room.


Problem: She suffers from mummy rot and requires first a remove curse and than a cure disease. See the Monster Manual for more details. She is very weak, and without help she will die in a couple of days. Even casting the remove curse is going to be a great help since it is the caster level check that is making it so difficult for the clerics of Pelor to cure her.

Delak: male human (Oeridian) fighter 3.


Appearance: Delak is an officer in the Sunndian army. He is a sturdy man of average height and build. He looks very pale, his eyes lying deep in his skull and he breathes in gasps.


Personality: Too weak and tired to care. He collapsed shortly after the battle and has been more or less catatonic since than. 


Problem: Delak has struggled with a ghost during the battle of Pitchfield which drained a considerable amount of his Constitution before adventurers could defeat the ghost. He is kept in quarantine, because the healers fear he might get a disease and die in his current weakened condition. Still, his life is not immediately threatened and other patients have a higher priority. He requires a restoration or a more powerful spell. 

Quiana: female human (Oeridian) wizard 3.


Appearance: Tall and thin wizard with short brown hair and an unhealthy complexion. 


Personality: Always busy, highly frustrated she cannot do a thing, cursing those Wastrian clerics for the condition she in, always complaining. She hates them even more for forcing her away from her research in New Keep.


Problem: Quiana has been blinded by blindness/deafness spell. She does not require immediate attention, and fully understands other patients get attention first. Still, she is highly frustrated because she cannot do a thing while blind. A dispel magic against a 5th caster level or remove blindness/deafness is needed to cure her.

Nirdosh: male human (Suel) expert 3.


Appearance: Nirdosh is an engineer who worked at the ballistae on the city walls. The enemy had trapped one of the boxes with the javelins and opening the box triggered the symbol. He has been tied to his bed, his clothes and bed are very dirty and he randomly babbles, screams to be put out of his misery or shouts angrily at passersby.


Personality: Nirdosh used to be intelligent, good natured man. Now he is an insane wrack, who wants to die.


Problem: Nirdosh has been the victim of a symbol of insanity and he requires a heal or limited wish spell to be restored to his former self.

Bazour: male human (Oeridian) ranger 1 (used to be ranger 3).


Appearance: Bazour is a lieutenant from the Grey Scouts. He wears simple comfortable forester cloths. He is pale, and looks disheveled.


Personality: Bazour has been raised by the elves and used to be carefree, patient and with a deep love for nature. Seeing several of his friends turn in wights before his eyes left their scars. He is not sure how he survived, but he suspects adventurers chased away the undead.


Problem: He lost 2 levels to a wight. He requires a restoration spell.

Maelor: male human (Flan) scout 2.


Appearance: Maelor is a scout in the Pax Mercuri. He has short black hair, a broad nose and a blood drenched bandage around his shoulder and upper body. The wound is infected and does not get healed.


Personality: Silent, observant, grim. Due to the disease he is feverish, hardly aware of the world.


Problem: Maelor has been infected with demon fever. He is very ill, and while he is likely to live on for some time while under the care of the healers, chances are he will die. He requires a remove disease spell and if possible a restoration spell as well to restore the 4 points of Constitution that he has lost permanently due to the disease’s drain.

Development: Whether the PCs offer their services or not, eventually Kestor leaves the building for a visit to the Ahlissan dignitaries. He expects the PCs to come along. If the battle of Pitchfield was a victory, that visit proceeds out of earshot of the PCs and there are not problems. After the meeting it is already late, it has started raining but Kestor insists on still visiting Pitchfield. Proceed with Encounter 2-1. If the battle of Pitchfield was a draw or it was lost, then there are problems during the meeting with the Ahlissans, proceed with Encounter 2-2.

2-1: Drunken Revelry

Result Battle of Pitchfield: Victory.

It has started raining again, and there is no sign of it improving soon. It is still early in the evening and you spot the occasional group of soldiers or civilians running from one building to another in a vain attempt to remain dry.  You realize there are more people rushing towards a nearby warehouse than you have seen walking on the streets in the last hour. Taking a closer look at the building, you hear the dampened sound of merriment and you can almost feel the warmth of the hearth behind the boarded windows. Count Kestor looks at you, shrugging his shoulders.

If the PCs stop one of the people going towards the building, the person stutters a bit before saying he was just passing by. Only after a bit of pressure does the person state being on his way to a victory celebration. In itself such a celebration is not illegal, but his reaction should alert the PCs to the fact that something is not quiet right about it. A bit more pressure gets the NPC to reveal strong liquor is being served, and that the celebrators include soldiers. 


PCs going over to the warehouse taking a peak through the cracks in the boards hear dancing music, laughter and singing. The windows are too dirty to look through. The smell of freshly baked food is strong and whatever is going on inside the warehouse feels very inviting.


Count Kestor is neutral on the subject. On the one hand, such a celebration is the perfect way to talk with the common citizen. It is also illegal to serve strong liquor and he can hardly condone such a thing by visiting and doing nothing. He can also imagine it is a safety nightmare for the PCs. So he leaves the decision to visit up to the PCs, but if they go in, he expects the PCs to at least take a token action against liquor being served to the soldiers. There is a good reason for keeping soldiers sober. Tension is high, and drunken people are much more likely to fight. Besides, there are still rumors of small groups of enemies hidden within the city and they would make short work of drunken soldiers.

Development: Going inside does not immediately generate a reaction, everybody is welcome and most people are too busy celebrating to note any newcomers. A few people shout to close the door if the PCs keep it open too long. Among the crowd people note a few civilians, but even more soldiers mostly Sunndians and a couple of Perrenlanders. There is a table loaded with food, and ale, wine and rum are served by two halflings around several large barrels at the end of the room. At the other end four musicians are playing merry dancing tunes on a makeshift platform. No coins are exchanged, and apparently everything is free.


If the PCs are alone and don’t mention the problem of serving liquor to soldiers, they can join the celebrations without a hitch. If Kestor is with them, soon people recognize them, and quickly everybody silently stares at the man, opening a path to the now very nervous halflings. While passing the crowd, soldiers salute and civilians bow. It is obviously, count Kestor is highly respected among the common man. The halflings nervously greet the count and the PCs, introducing themselves as Alvar and Dolan and welcoming the honored visitors to the celebrations at the same time apologizing for the poor quality of the food and drink (which is not true). Count Kestor waits for a few possible awkward moments for the PCs to deal with the halflings. If the PCs don’t do so, or already have done is he thanks the halflings for the invitation, stating he will remain only for a short while and making a short rallying speech for those present. Afterwards he sticks around for about half an hour, enjoying a drink, some food and chatting with the locals. Once done, he leaves to proceed with his tour of the city.


If the PCs make it know that serving alcohol to soldiers is prohibited, Alvar becomes worried. He denies know that, saying that he is just a simple grateful citizen who wanted to thank the soldiers and adventurers who risk their lives for Sunndi’s freedom. The PCs can arrest Alvar and his friend Dolan as well as any soldiers present. Count Kestor certainly does not object, although it is visible he would prefer another solution. In this case the halflings and soldiers try to escape and the civilians try to hinder the PCs without getting arrested them selves. The halflings and soldiers do not react with violence, realizing that the celebration is a minor crime while resisting arrest is much more serious (potentially lethal when dealing with adventurers). Otherwise the two halflings try to negotiate with the PCs, preferring to let things proceed as usual, but settling with a promise not to provide any alcoholic beverages to soldiers or even to send all soldiers back to their camps. In any event, if the PCs limit the festivities in any way, the public reacts disappointed, and whispers of the influence of Ahlissa being felt can be heard.

2-2: Sunndi’s Anger

Kestor has to deal with Ahlissan dignitaries. Meanwhile outside a group of Sunndian soldiers accuse the Ahlissans of improper behavior, demanding resolution of their complaints or else they are going to torch the commanders’ tents.

3: Into The City

It is getting later than expected, but Count Kestor insists in inspecting the town of Pitchfield, either to talk with the surviving inhabitants or to inspect the damages. It is a lone and somewhat depressing trip, heightened by the beginning darkness and rainshowers. Count Kestor starts talking with the PCs in earnest, curious about their opinion on the war, the leaders of Sunndi and Sunndi's future.

4: Ambushed

Terrain: The type of terrain this combats take place at depends on the outcome of the Battle of Pitchfield. Regardless of the outcome, by this time the weather has taken a turn for the worst and it is raining again. Remember that while all undead of darkvision, they are equally hindered by the rain and terrain as the PCs.


Victorious: Unless the PCs took shelter somewhere the battle takes place in the streets of Pitchfield. The city has survived the battle in a relatively good condition. The houses are still in one piece and the streets have not been destroyed. As a result the PCs suffer no movement penalties while moving over the main street (which is about 20 ft. wide), although a DC 11 Balance check is required to run or charge. The side streets are muddy and are considered difficult terrain, costing twice as much movement and inducing a –2 penalty on Balance and Tumble checks unless the PCs somehow has marsh movement. In these alleyways there is ample of covert in the form of abandoned blockades and simple garbage. The doors of the houses are locked, and like the windows, barred over by sturdy wooden boards. The houses are about 20 ft. high, have a flat roof and can be climbed with a DC 17 Climb check.


Draw: Unless the PCs took shelter somewhere the battle takes place in the streets of Pitchfield. The city has been heavily damaged during the battle. Some of the buildings alongside the road are in ruins, providing easy cover and good hiding spots for the undead. At the same time the main streets are damaged at certain spots creating slippery muddy pools of water filled with the remains of the street paving. These pools cover roughly 10% of the street and are considered very difficult terrain. Moving through them cost 4x as much, which can be reduced to 2x as much with a DC 17 Balance check. Running and charging through these pools is impossible. Further than that the terrain is the same as under the victory conditions.


Lost: The scenery is the same as above, except that there are virtually no whole buildings and the streets and houses are abandoned.

Creatures: Bone nagas look like skeletal dark nagas. Whisper has been downgraded somewhat on purpose.


Wheeps look like the rotting corpse of an elderly human (or ogre at APL 14) with wisps of gray hair and the tattered remains of its clothing. It has no eyes, and a black ichor drips out of the empty sockets, dripping down all over its body. It leaves a trail of the same black ichor behind, although the rain washes this away quickly.


The zombies look like ordinary zombies made of Sunndian soldiers. They have an aura of coldness around them and are much quicker than normal zombies.


Doran looks the typical cleric of Nerull with a black armor decorated with skulls and scythe patters. He stole the silver mace from a cleric of Pelor and finds perverse pleasure in using it. 

All  APLs

Count Kestor: male human (Oeridian) Wiz12?; hp xx; see Appendix 1.

APL 10 (EL 14)

Dorann: Male human vampire cleric 9; hp xx; see Appendix 1.

Whisper: bone naga; hp xx; see Appendix 1.

Korvak: male wheep; hp xx; see Appendix 1.

Zombie, corpsecrafted fast human (10)*: hp 20 each; see Appendix 1.

APL 12 (EL 16)

Dorann: Male human vampire cleric 11; hp xx; see Appendix 1.

Whisper: bone naga sorcerer 2; hp xx; see Appendix 1.

Korvak: male advanced wheep 16 HD; hp xx; see Appendix 1.

Zombie, corpsecrafted fast human (10)*: hp 20 each; see Appendix 1.

APL 14 (EL 18)

Dorann: Male human vampire cleric 13; hp xx; see Appendix 1.

Whisper: bone naga sorcerer 4; hp xx; see Appendix 1.

Korvak: male advanced wheep 20 HD; hp xx; see Appendix 1.

Zombie, corpsecrafted fast human (10)*: hp 20 each; see Appendix 1.

* Note that these zombies count as having 6 HD for turning.

Tactics: sdfsdf

Treasure:
Looting the undead:


APL 10: Magic XX gp; armbands of might (342 gp), 10x blessed bandage (1 gp each), hammersphere (125 gp), 2x screaming bolt (44 gp each); Total XX gp.

Conclusion

Treasure:
Pay for the job:


APL 10: Coin 500 gp.


APL 12: Coin 600 gp.


APL 14: Coin 700 gp.

Concluding Text

Before finishing up the adventure and filling in the ARs, read aloud or paraphrase the text below in the appropriate section.

Victory

It has weeks now since the Battle of Pitchfield has been won, and it has slowly become apparent how decisive the victory was. With the defeat of the main horde, all resistance crumpled and the enemy has been kicked back into the swamp. It will take some more months to clear out the region completely, and years to rebuild all that has been destroyed, but prospects have not been looking so good since a long time. 


The real surprise came when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons now that Sunndi is out of danger. For a short time Sunndi was kingless while the Congress debated about a successor. It took them a couple of weeks to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task in peacetime, and many Sunndians are worried.

Stalemate

It has weeks now since the Battle of Pitchfield has been won, but it was a difficult victory indeed. Many enemies escaped alive from the battlefield, and despite the renewed vigor among the military it is going to take time to chase the bullywugs and undead back to the swamp. It will take even more time to clear out the region completely, and years to rebuild all that has been destroyed, but prospects are looking good. 


The real surprise came when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons, but people whisper he was forced to step down due to a conflict between the Congress and him self about his leadership skills. For a short time Sunndi was kingless while the Congress debated about a successor. It took them only a couple of days to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task in peacetime, and many Sunndians are worried especially with the still looming threat in the south.

Loss

It has weeks now since the Battle of Pitchfield has been won, however hollow that victory was. Many enemies escaped alive from the battlefield, and despite the addition of Ahlissan soldiers it is going to take time to chase the bullywugs and undead back to the swamp. It will take even more time to clear out the region completely, and years to rebuild all that has been destroyed. Worse is the fact that a large part of the Sunndian army has been decimated, and without the aid of Ahlissa Pitchfield would have been lost. Without an army, and with a still very real threat from the south, people have started to whisper that Sunndi should join Ahlissa. The people, especially the humans of the central plains, fear that without doing so, the Wastrians will return. 


With this debacle in mind, it came as no real surprise when Hazendel announced his resignation as the king of Sunndi and count of Esparithen. During a short speech he told that he is stepping down because of private reasons, but it is more likely because of an argument with the Congress of Lords under pressure of Ahlissa. For a short time Sunndi was kingless while the Congress debated about a successor. It took them only a couple of days to choose count Kestor, who has proven his loyalty and skill ample of times during what has become known as the Wastrian War. Only time can tell whether he is up to the task, and many Sunndians are worried especially with the still looming threat in the south and the ever-demanding Ahlissans to the north.

Replacement of Hazendel

It is likely that some players with favors with Hazendel and/or Kestor or who are knights of the realm in their service have questions about the impact of this change. At the time of this writing the exact state in which Hazendel left Sunndi behind is unknown, so no official decisions have been made yet in this regard. An announcement is going to be made soon after HomeCon.

Campaign Consequences

This scenario has "Campaign Consequences"; that is the outcome of this module will directly affect future events in the course of the campaign. The answers to some of the questions below may seem trivial or pointless, but because of the complex nature of the back-story and campaign all information requested is vital.


Please send your answers to poc@sunndi.org as soon as possible. General comments about the module are also welcomed at this address.
5. What APL did you play?

6. How did the PCs solve the dilemma in Encounter 1?

7. How did the PCs solve the problem in Encounter 2?

8. Did Kestor survive?

The End

Experience Point Summary

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

1: The Wounded

Spending a decent amount of resources on helping the wounded:

APL 10 
60 XP

APL 12 
120 XP

APL 14 
180 XP

4: Ambushed

Defeating the undead (half if Kestor is killed):

APL 10 
420 XP

APL 12 
480 XP

APL 14 
540 XP

Story Award

Objective(s) met:

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Discretionary roleplaying award

APL 10 
195XP

APL 12 
188 XP

APL 14 
180 XP

Total Possible Experience

APL 10 
675 XP

APL 12 
788 XP

APL 14 
900 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. 

4: Ambushed

APL 2: Loot 12 gp; Magic 13 gp; scroll of protection from arrows (13 gp); Total 25 gp.

APL 4: Loot 25 gp; Magic 180 gp; scroll of protection from arrows (13 gp), ring of protection +1 (167 gp); Total 205 gp.

APL 6: Loot 16 gp; Magic 214 gp; 2 potions of cure light wounds (8 gp each), scroll of haste (31 gp), ring of protection +1 (167 gp); Total 230 gp.

Conclusion

Pay for the job:


APL 10: Coin 500 gp.


APL 12: Coin 600 gp.


APL 14: Coin 700 gp.

Treasure Cap


APL 10: 1,150 gp.



APL 12: 1,650 gp.


APL 14: 3,300 gp.

Total Possible Treasure


APL 10:


APL 12:


APL 14:

Adventure Record Items

Favor of King Kestor: It can be spend as a regular favor with king Kestor.


In addition, Kestor paid a highly skilled artist to make a small statue or painting (circle your choice) commemorating your battle with the undead and the rescue of Kestor. It depicts an action of your choice in that battle written under this favor’s text. The work art might have additional effects in future adventures, or can be sold for 200 gp.

Item Access

APL 10:

· Armbands of might (Adventure; 4,100 gp; MIC)

· Blessed bandage (Adventure; 10 gp; MIC)

· Circlet of persuasion (Adventure; DMG)

· Hammersphere (Adventure; 1,500 gp; MIC)

· Screaming bolt (Adventure; DMG)

· Scroll of anticipate teleportation (Adventure; SC)

APL 12 (all of APL 10 plus the following):

· Scroll of benign transposition (Adventure; SC)

· Scroll of surefooted stride (Adventure; SC)

APL 14 (all of APLs 10-12 plus the following):

· Quicksilver boots (Adventure; MIC)

· Ring of counterspells (Adventure; DMG)

· Wand of benign transposition (Adventure; SC)
Appendix 1:  APL 10

4: Ambushed

Dorann


CR 11

Male human vampire cleric 9

NE medium undead (augmented human)

Init +5; Senses Darkvision 60 ft.; Listen +12, Spot +12

Languages Common 

AC 29, touch 11, flat-footed 28


(+0 size, +1 Dex, +9 armor, +3 shield, +6 natural)

hp 67 (9 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage; undetectable alignment; magic missile (due to spell immunity), searing light (due to spell immunity), freedom of movement.
Resist cold 10, electricity 10, +4 turn resistance

Fort +7, Ref +7, Will +11

Class F+6, R+3, W+6; Abilities Con +0, Dex +1, Wis +4; R +2 feat; +1 item

Weakness sunlight
Speed 20 ft. in breastplate (4 squares), base movement 30 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk silver light mace +11/+6[+0 size, +6 BAB, +4 Str, +1 weapon] (1d6+3) or

Melee slam +10 (1d6+6 plus energy drain)

Ranged light crossbow +7[+0 size, +6 BAB, +1 Dex,] (1d8/19-20)

Base Atk +6; Grp +10 [+0 size, +6 BAB, +4 Str]
Atk Options death touch (roll 9d6, if higher then hp creature dies), dominate (DC 18)

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form, rebuke undead 7/day

Combat Gear hammersphere, potion of remove blindness, 2 screaming bolts

Cleric Spells Prepared (CL 9th):

5th—greater command (DC 20), slay livingD (DC 19)

4th—confusionD (DC 19), freedom of movement (2), spell immunity

3rd—animate deadD, blindness (DC 17), invisibility purge, magic circle against good (2)


2nd—hold person (DC 17), invisibilityD, resist energy (2), shield other, undetectable alignment

1st—bane (DC 15), disguise selfD, obscuring mist, protection from good, shield of faith (2)


0—detect magic (2), guidance (2), read magic (2)

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

(Already cast

Abilities Str 18[12 array, +6 racial], Dex 12[8 array, +4 racial], Con –[13 array], Int 12[10 array, +2 racial], Wis 19[15 array, +2 racial, +2 HD boost], Cha 18[14 array, +4 racial]
SQ 
Feats AlertnessV, Combat ReflexesV, Improved InitiativeV, Improved Turning3, Improved Toughness6, Lightning ReflexesV, Skill Focus (concentration)1, Spell Focus (Enchantment)

Skills total ranks: cleric 48 Bluff +15[+0 ranks, +4 ability, +8 racial, +3 item], Concentration +15[+12 ranks, +0 ability, +3 feat], Diplomacy +17[+10 ranks, +4 ability, +3 item], Heal +14[+10 ranks, +4 ability], Hide +4[+0 ranks, +1 ability, +8 racial, -5 armor], Knowledge (religion) +13[+12 ranks, +1 ability], Listen +12[+0 ranks, +4 ability, +8 racial], Move Silently +4[+0 ranks, +1 ability, +8 racial, -5 armor], Search +9[+0 ranks, +1 ability, +8 racial], Sense Motive +12[+0 ranks, +4 ability, +8 racial], Spellcraft +5[+4 ranks, +1 ability], Spot +12[+0 ranks, +4 ability, +8 racial],

Possessions combat gear plus masterwork silver light mace, dagger, light crossbow, 18 bolts, +1 full plate, +1 heavy wooden shield, cloak of resistance +1, circlet of persuasion, wooden holy symbol of Nerull, spell component pouch, platinum ring, 2x 50 gp onyxes

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Rebuke Undead (Su) Level 10; 7/day; d20+9; 2d6+13 damage.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Whisper
CR 11

Bone naga*

* MM II 35

LE Large Undead

Init +5; Senses Darkvision 60 ft., detect thoughts, see invisibility; Listen +12, Spot +12

Languages Common, telepathy 250 ft.

AC 20, touch 10, flat-footed 19


(-1 size, +1 Dex, +4 mage armor, +6 natural); Dodge

hp 97 plus 15 temporary (15 HD); DR 5/bludgeoning

Immune cold, mind reading, mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist ; SR 23

Fort +5, Ref +8, Will +11

Race F+5, R+5, W+9; Abilities Con +0, Dex +1, Wis +2; feat R +2 
Speed base movement 40 ft. (8 squares)

Melee sting +9[-1 size, +7 BAB, +3 Str] (2d4+3 plus poison) and


Bite +4 (1d4+1 plus poison)

Ranged ranged touch +8 (varies)

Space 10 ft.; Reach 10 ft.

Base Atk +7; Grp +14 [+4 size, +7 BAB, +3 Str]
Atk Options 

Special Actions poison bite (DC 17, 1d4/1d4 Str), poison sting (DC 17, 1d4/1d4 Con)

Combat Gear scroll of anticipate teleportation
Sorcerer Spells Known (CL 11th):


5th (4/day)—wall of force, waves of fatigue


4th (6/day)—dimensional anchor, dimension door, enervation


3rd (7/day)—dispel magic, fly, ray of exhaustion (DC 17), stinking cloud  (DC 16)


2nd (6/day)—blindness/deafness (DC 16), command undead (DC 16), false life, glitterdust (DC 15), see invisibility


1st (5/day)—grease (DC 14), mage armor, magic missile, ray of enfeeblement, shield


0 (6/day)—acid splash, detect magic, ghost sound, mage hand, mending, message, prestidigitation, read magic, touch of fatigue (DC 14)

(Already cast

Abilities Str 16[start], Dex 13[start], Con –[start], Int 16[start], Wis 15[start], Cha 17[start]
SQ 
Feats Alertness, Combat Casting, Dodge, Improved Initiative, Lightning Reflexes, Spell Focus (necromancy)

Skills Bluff +12, Concentration +14 (+18 when casting defensively), Diplomacy +7, Hide +11, Intimidate +12, Listen +12, Sense Motive +8, Spellcraft +14, Spot +12
Possessions combat gear plus 

Detect Thoughts (Su) A bone naga can continuously detect the thoughts of those around it. This ability functions like a detect thoughts spell (CL 9th, DC 15), and it is always active.

Korvak
CR 11

Male wheep*

*Libris Mortis 132

LE Medium Undead

Init +2; Senses Blindsight 60 ft., darkvision 60 ft.; Listen +8, Spot +8

Languages Common 

AC 33, touch 17, flat-footed 30


(+0 size, +2 Dex, +4 mage armor, +5 deflection, +12 natural); Dodge, Mobility

hp 58 (9 HD); fast healing 10; DR 5/magic and piercing

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +8, Ref +10, Will +13

Race F+3, R+3, W+6; Abilities Con +0, Dex +2, Wis +2; unholy grace +5

Speed 30 ft. in no armor (6 squares)

Melee claw +16/+16[+0 size, +4 BAB, +11 Str, +1 feat] (1d8+11 plus poison tears) and


Bite +13 (1d6+5 plus poison tears)

Base Atk +4; Grp +15 [+0 size, +4 BAB, +11 Str]
Atk Options poison (DC 19, 1d6/1d6 Constitution)

Special Actions weeping dirge (DC 19)

Combat Gear 

Abilities Str 33[start], Dex 15[start], Con –[start], Int 6[start], Wis 14[start], Cha 20[start]
SQ unholy grace
Feats Dodge, Mobility, Multiattack, Weapon Focus (claw) 

Skills Hide +8, Listen +8, Move Silently +8, Spot +8

Possessions combat gear plus 

Poison Tears (Ex) The poison tears that continually pour from a wheep’s empty eyes are actually an injury poison that coats the creature’s claws and fills its mouth. Whenever a wheep succeeds on a claw or bite attack, its foe is subject to the poison –injury, Fortitude DC 19, initial and secondary damage 1d6 Con. The save DC is Charisma-based. After an hour, the poisonous bile decomposes and evaporates, losing all efficacy.

Unholy Grace (Su) A wheep adds its Charisma modifier as a bonus on all its saving throws and as a deflection bonus to its Armor Class (already figured into the statistics above).

Weeping Dirge (Su) When it chooses (which is almost always, unless moving silently), a wheep can spend a free action each round crying and blubbering. All who hear the wheep’s awful, grave-born sorrow must make DC 19 Will saves or be shaken for the duration of the encounter. Once a particular creature saves against a wheep’s dirge, that creature cannot be affected again by the same wheep for 24 hours. This is a sonic effect. The save DC is Charisma-based.

Human Corpsecrafted Fast Zombie
CR 1

NE medium undead (augmented human)

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

Languages –

AC 16, touch 11, flat-footed 14


(+0 size, -1 Dex, +2 dodge, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Speed 60 ft. in studded leather (6 squares), base movement 60 ft.

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
APL 12

4: Ambushed

Dorann


CR 13

Male human vampire cleric 11

NE medium undead (augmented human)

Init +5; Senses Darkvision 60 ft.; Listen +12, Spot +12

Aura antilife shell

Languages Common 

AC 31, touch 11, flat-footed 30


(+0 size, +1 Dex, +10 armor, +4 shield, +6 natural)

hp 81 (11 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage; undetectable alignment; magic missile (due to spell immunity), searing light (due to spell immunity), freedom of movement.
Resist cold 10, electricity 10, +4 turn resistance

Fort +9, Ref +8, Will +13

Class F+7, R+3, W+7; Abilities Con +0, Dex +1, Wis +4; R +2 feat; +2 item

Weakness sunlight
Speed 20 ft. in breastplate (4 squares), base movement 30 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk silver light mace +13/+8[+0 size, +8 BAB, +4 Str, +1 weapon] (1d6+3) or

Melee slam +12 (1d6+6 plus energy drain)

Ranged light crossbow +9[+0 size, +6 BAB, +1 Dex,] (1d8/19-20)

Base Atk +8; Grp +12 [+0 size, +8 BAB, +4 Str]
Atk Options death touch (roll 11d6, if higher then hp creature dies), dominate (DC 19)

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form, rebuke undead 7/day

Combat Gear hammersphere, potion of remove blindness, 2 screaming bolts

Cleric Spells Prepared (CL 11th):

6th—antilife shell, mislead

5th—flame strike (DC 19), greater command (DC 20), slay livingD (DC 19)

4th—confusionD (DC 19), divine power, freedom of movement (2), spell immunity

3rd—animate deadD, blindness (DC 17), deeper darkness, invisibility purge, magic circle against good (2)


2nd—hold person (DC 17), invisibilityD, resist energy (2), shield other, undetectable alignment

1st—bane (DC 15), disguise selfD, comprehend languages, obscuring mist, protection from good, shield of faith (2)


0—detect magic (2), guidance (2), read magic (2)

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

(Already cast

Abilities Str 18[12 array, +6 racial], Dex 12[8 array, +4 racial], Con –[13 array], Int 12[10 array, +2 racial], Wis 19[15 array, +2 racial, +2 HD boost], Cha 18[14 array, +4 racial]
SQ 
Feats AlertnessV, Combat ReflexesV, Improved InitiativeV, Improved Turning3, Improved Toughness6, Lightning ReflexesV, Skill Focus (concentration)1, Spell Focus (Enchantment)

Skills total ranks: cleric 56 Bluff +15[+0 ranks, +4 ability, +8 racial, +3 item], Concentration +17[+14 ranks, +0 ability, +3 feat], Diplomacy +17[+10 ranks, +4 ability, +3 item], Heal +14[+10 ranks, +4 ability], Hide +4[+0 ranks, +1 ability, +8 racial, -5 armor], Knowledge (religion) +15[+14 ranks, +1 ability], Listen +12[+0 ranks, +4 ability, +8 racial], Move Silently +4[+0 ranks, +1 ability, +8 racial, -5 armor], Search +9[+0 ranks, +1 ability, +8 racial], Sense Motive +12[+0 ranks, +4 ability, +8 racial], Spellcraft +9[+8 ranks, +1 ability], Spot +12[+0 ranks, +4 ability, +8 racial],

Possessions combat gear plus masterwork silver light mace, dagger, light crossbow, 18 bolts, +2 full plate, +2 heavy wooden shield, cloak of resistance +2, circlet of persuasion, wooden holy symbol of Nerull, spell component pouch, platinum ring, 2x 50 gp onyxes

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Rebuke Undead (Su) Level 12; 7/day; d20+9; 2d6+15 damage.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Whisper
CR 13

Bone naga* sorcerer 2

* MM II 35

LE Large Undead

Init +5; Senses Darkvision 60 ft., detect thoughts, see invisibility; Listen +12, Spot +12

Languages Common, telepathy 250 ft.

AC 20, touch 10, flat-footed 19


(-1 size, +1 Dex, +4 mage armor, +6 natural); Dodge

hp 110 plus 15 temporary (17 HD); DR 5/bludgeoning

Immune cold, mind reading, mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist ; SR 23

Fort +5, Ref +8, Will +14

Race F+5, R+5, W+9; Class F+0, R+0, W+3; Abilities Con +0, Dex +1, Wis +2; feat R +2 
Speed base movement 40 ft. (8 squares)

Melee sting +10[-1 size, +8 BAB, +3 Str] (2d4+3 plus poison) and


Bite +5 (1d4+1 plus poison)

Ranged ranged touch +9 (varies)

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +15 [+4 size, +8 BAB, +3 Str]
Atk Options 

Special Actions poison bite (DC 17, 1d4/1d4 Str), poison sting (DC 17, 1d4/1d4 Con)

Combat Gear scroll of anticipate teleportation, 2 scrolls of benign transposition, 2 scrolls of surefooted stride.

Sorcerer Spells Known (CL 13th):


6th (4/day)—disintegrate, greater dispel magic


5th (6/day)—feeblemind (DC 19), wall of force, waves of fatigue


4th (7/day)—bestow curse (DC 19), dimensional anchor, dimension door, enervation


3rd (7/day)—fly, ray of exhaustion (DC 18), slow (DC 17), stinking cloud  (DC 17)


2nd (6/day)—blindness/deafness (DC 17), command undead (DC 17), false life, glitterdust (DC 15), see invisibility


1st (5/day)—grease (DC 15), mage armor, magic missile, ray of enfeeblement, shield


0 (6/day)—acid splash, detect magic, ghost sound, mage hand, mending, message, prestidigitation, read magic, touch of fatigue (DC 15)

(Already cast

Abilities Str 16[start], Dex 13[start], Con –[start], Int 16[start], Wis 15[start], Cha 18[start, +1 HD]
SQ 
Feats Alertness, Combat Casting, Dodge, Improved Initiative, Lightning Reflexes, Spell Focus (necromancy)

Skills Bluff +13, Concentration +20 (+24 when casting defensively), Diplomacy +8, Hide +11, Intimidate +13, Knowledge (arcane) +5, Listen +12, Sense Motive +8, Spellcraft +16, Spot +12
Possessions combat gear plus 

Detect Thoughts (Su) A bone naga can continuously detect the thoughts of those around it. This ability functions like a detect thoughts spell (CL 9th, DC 15), and it is always active.

Korvak
CR 13

Male advanced wheep*

*Libris Mortis 132

LE Medium Undead

Init +7; Senses Blindsight 60 ft., darkvision 60 ft.; Listen +11, Spot +11

Languages Common 

AC 34, touch 18, flat-footed 31


(+0 size, +3 Dex, +4 mage armor, +5 deflection, +12 natural); Dodge, Mobility

hp 104 (16 HD); fast healing 10; DR 5/magic and piercing

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +10, Ref +12, Will +17

Race F+5, R+5, W+10; Abilities Con +0, Dex +2, Wis +2; unholy grace +5

Speed 30 ft. in no armor (6 squares)

Melee claw +21/+21[+0 size, +8 BAB, +12 Str, +1 feat] (1d8+12 plus poison tears) and


Bite +18 (1d6+6 plus poison tears)

Base Atk +8; Grp +20 [+0 size, +8 BAB, +12 Str]
Atk Options poison (DC 22, 1d6/1d6 Constitution)

Special Actions weeping dirge (DC 24)

Combat Gear 

Abilities Str 34[start, +1 HD], Dex 16[start, +1 HD], Con –[start], Int 6[start], Wis 14[start], Cha 20[start]
SQ unholy grace
Feats Ability Focus (weeping dirge), Dodge, Improved Initiative, Mobility, Multiattack, Weapon Focus (claw) 

Skills Hide +13, Listen +11, Move Silently +13, Spot +11

Possessions combat gear plus 

Poison Tears (Ex) The poison tears that continually pour from a wheep’s empty eyes are actually an injury poison that coats the creature’s claws and fills its mouth. Whenever a wheep succeeds on a claw or bite attack, its foe is subject to the poison –injury, Fortitude DC 22, initial and secondary damage 1d6 Con. The save DC is Charisma-based. After an hour, the poisonous bile decomposes and evaporates, losing all efficacy.

Unholy Grace (Su) A wheep adds its Charisma modifier as a bonus on all its saving throws and as a deflection bonus to its Armor Class (already figured into the statistics above).

Weeping Dirge (Su) When it chooses (which is almost always, unless moving silently), a wheep can spend a free action each round crying and blubbering. All who hear the wheep’s awful, grave-born sorrow must make DC 24 Will saves or be shaken for the duration of the encounter. Once a particular creature saves against a wheep’s dirge, that creature cannot be affected again by the same wheep for 24 hours. This is a sonic effect. The save DC is Charisma-based.

Human Corpsecrafted Fast Zombie
CR 1

NE medium undead (augmented human)

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

Languages –

AC 16, touch 11, flat-footed 14


(+0 size, -1 Dex, +2 dodge, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Speed 60 ft. in studded leather (6 squares), base movement 60 ft.

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
APL 14

4: Ambushed

Dorann


CR 15

Male human vampire cleric 13

NE medium undead (augmented human)

Init +5; Senses Darkvision 60 ft.; Listen +14, Spot +14

Aura antilife shell

Languages Common 

AC 31, touch 11, flat-footed 30


(+0 size, +1 Dex, +10 armor, +4 shield, +6 natural)

hp 95 (13 HD); fast healing 5; DR 10/silver and magic

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage; undetectable alignment; magic missile (due to spell immunity), searing light (due to spell immunity), freedom of movement.
Resist cold 10, electricity 10, positive energy 10, +4 turn resistance; SR 25 (spell resistance)

Fort +10, Ref +9, Will +16

Class F+8, R+4, W+8; Abilities Con +0, Dex +1, Wis +6; R +2 feat; +2 item

Weakness sunlight
Speed 20 ft. in breastplate (4 squares), base movement 30 ft., climb 20 ft. (permanent spider climb effect).

Melee mwk silver light mace +14/+9[+0 size, +9 BAB, +4 Str, +1 weapon] (1d6+3) or

Melee slam +13 (1d6+6 plus energy drain)

Ranged light crossbow +10[+0 size, +9 BAB, +1 Dex,] (1d8/19-20)

Base Atk +9; Grp +13 [+0 size, +9 BAB, +4 Str]
Atk Options death touch (roll 13d6, if higher then hp creature dies), dominate (DC 20)

Special Actions alternate form, blood drain, children of the night, create spawn, gaseous form, rebuke undead 7/day

Combat Gear hammersphere, potion of remove blindness, quicksilver boots, ring of counter spells (dispel magic), 2 screaming bolts

Cleric Spells Prepared (CL 13th):


7th—screenD, spell resistance

6th—antilife shell, harm (DC 22), mislead


5th—flame strike (DC 21), greater command (DC 22) (2), righteous might, slay livingD (DC 21)


4th—confusionD (DC 21), divine power, freedom of movement (2), recitation, spell immunity

3rd—animate deadD, blindness (DC 19), deeper darkness, invisibility purge, magic circle against good (2)


2nd—hold person (DC 19) (2), invisibilityD, resist energy (2), shield other, undetectable alignment

1st—bane (DC 17), disguise selfD, comprehend languages, obscuring mist, protection from good, shield of faith (2)


0—detect magic (2), guidance (2), read magic (2)

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

(Already cast

Abilities Str 18[12 array, +6 racial], Dex 12[8 array, +4 racial], Con –[13 array], Int 12[10 array, +2 racial], Wis 22[15 array, +2 racial, +3 HD boost. +2 item], Cha 18[14 array, +4 racial]
SQ 
Feats AlertnessV, Combat ReflexesV, Improved InitiativeV, Improved Turning3, Improved Toughness6, Lightning ReflexesV, Positive Energy Resistance, Skill Focus (concentration)1, Spell Focus (Enchantment)

Skills total ranks: cleric 56 Bluff +15[+0 ranks, +4 ability, +8 racial, +3 item], Concentration +17[+14 ranks, +0 ability, +3 feat], Diplomacy +17[+10 ranks, +4 ability, +3 item], Heal +16[+10 ranks, +6 ability], Hide +4[+0 ranks, +1 ability, +8 racial, -5 armor], Knowledge (religion) +15[+14 ranks, +1 ability], Listen +14[+0 ranks, +6 ability, +8 racial], Move Silently +4[+0 ranks, +1 ability, +8 racial, -5 armor], Search +9[+0 ranks, +1 ability, +8 racial], Sense Motive +14[+0 ranks, +6 ability, +8 racial], Spellcraft +9[+8 ranks, +1 ability], Spot +14[+0 ranks, +6 ability, +8 racial],

Possessions combat gear plus masterwork silver light mace, dagger, light crossbow, 18 bolts, +2 full plate, +2 heavy wooden shield, cloak of resistance +2, circlet of persuasion, amulet of wisdom +2, wooden holy symbol of Nerull, spell component pouch, platinum ring, 2x 50 gp onyxes

Alternate Form (Su) A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Blood Drain (Ex) A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su) Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Create Spawn (Su) A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial.

Dominate (Su) A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Gaseous Form (Su) As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Rebuke Undead (Su) Level 14; 7/day; d20+9; 2d6+17 damage.

Skills Vampires have a +8 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Whisper
CR 15

Bone naga* sorcerer 4

* MM II 35

LE Large Undead

Init +5; Senses Darkvision 60 ft., detect thoughts, see invisibility; Listen +12, Spot +12

Languages Common, telepathy 250 ft.

AC 20, touch 10, flat-footed 19


(-1 size, +1 Dex, +4 mage armor, +6 natural); Dodge

hp 124 plus 20 temporary (19 HD); DR 5/bludgeoning

Immune cold, mind reading, mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist ; SR 23

Fort +7, Ref +10, Will +16

Race F+5, R+5, W+9; Class F+1, R+1, W+4; Abilities Con +0, Dex +1, Wis +2; feat R +2; +1 item 
Speed base movement 40 ft. (8 squares), fly 40 ft. (average) (overland flight)

Melee sting +11[-1 size, +9 BAB, +3 Str] (2d4+3 plus poison) and


Bite +6 (1d4+1 plus poison)

Ranged ranged touch +10 (varies)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +16 [+4 size, +9 BAB, +3 Str]
Atk Options 

Special Actions poison bite (DC 17, 1d4/1d4 Str), poison sting (DC 17, 1d4/1d4 Con)

Combat Gear scroll of anticipate teleportation, 2 scrolls of surefooted stride, wand of benign transposition.

Sorcerer Spells Known (CL 15th):


7th (4/day)—limited wish, waves of exhaustion


6th (6/day)—disintegrate, greater dispel magic, repulsion (DC 20)


5th (5/day)—cone of cold (DC 19), feeblemind (DC 19), overland flight, wall of force


4th (6/day)—bestow curse (DC 19), dimensional anchor, dimension door, enervation


3rd (7/day)—fly, ray of exhaustion (DC 18), slow (DC 17), stinking cloud  (DC 17)


2nd (7/day)—blindness/deafness (DC 17), command undead (DC 17), false life, glitterdust (DC 15), see invisibility


1st (5/day)—grease (DC 15), mage armor, magic missile, ray of enfeeblement, shield


0 (6/day)—acid splash, detect magic, ghost sound, mage hand, mending, message, prestidigitation, read magic, touch of fatigue (DC 15)

(Already cast

Abilities Str 16[start], Dex 13[start], Con –[start], Int 16[start], Wis 15[start], Cha 18[start, +1 HD]
SQ 
Feats Alertness, Combat Casting, Dodge, Empower Spell, Improved Initiative, Lightning Reflexes, Spell Focus (necromancy)

Skills Bluff +13, Concentration +20 (+24 when casting defensively), Diplomacy +8, Hide +11, Intimidate +13, Knowledge (arcane) +5, Listen +12, Sense Motive +8, Spellcraft +16, Spot +12
Possessions combat gear plus cloak of resistance +1

Detect Thoughts (Su) A bone naga can continuously detect the thoughts of those around it. This ability functions like a detect thoughts spell (CL 9th, DC 15), and it is always active.

Korvak
CR 15

Male advanced wheep*

*Libris Mortis 132

LE Large Undead

Init +6; Senses Blindsight 60 ft., darkvision 60 ft.; Listen +13, Spot +13

Languages Common 

AC 34, touch 16, flat-footed 32


(-1 size, +2 Dex, +4 mage armor, +5 deflection, +14 natural); Dodge, Mobility

hp 130 (20 HD); fast healing 10; DR 5/magic and piercing

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +11, Ref +12, Will +19

Race F+6, R+6, W+12; Abilities Con +0, Dex +2, Wis +2; unholy grace +5

Speed 30 ft. in no armor (6 squares)

Melee claw +26/+26[-1 size, +10 BAB, +16 Str, +1 feat] (1d8+16 plus poison tears) and


Bite +23 (1d6+8 plus poison tears)

Space 10 ft.; Reach 10 ft.
Base Atk +10; Grp +30 [+4 size, +10 BAB, +16 Str]
Atk Options poison (DC 24, 1d6/1d6 Constitution)

Special Actions weeping dirge (DC 26)

Combat Gear 

Abilities Str 43[start, +2 HD, +8 size], Dex 14[start, +1 HD, -2 size], Con –[start], Int 6[start], Wis 14[start], Cha 20[start]
SQ unholy grace
Feats Ability Focus (weeping dirge), Dodge, Improved Initiative, Mobility, Multiattack, Power Attack, Weapon Focus (claw) 

Skills Hide +10, Listen +13, Move Silently +14, Spot +13

Possessions combat gear plus 

Poison Tears (Ex) The poison tears that continually pour from a wheep’s empty eyes are actually an injury poison that coats the creature’s claws and fills its mouth. Whenever a wheep succeeds on a claw or bite attack, its foe is subject to the poison –injury, Fortitude DC 24, initial and secondary damage 1d6 Con. The save DC is Charisma-based. After an hour, the poisonous bile decomposes and evaporates, losing all efficacy.

Unholy Grace (Su) A wheep adds its Charisma modifier as a bonus on all its saving throws and as a deflection bonus to its Armor Class (already figured into the statistics above).

Weeping Dirge (Su) When it chooses (which is almost always, unless moving silently), a wheep can spend a free action each round crying and blubbering. All who hear the wheep’s awful, grave-born sorrow must make DC 26 Will saves or be shaken for the duration of the encounter. Once a particular creature saves against a wheep’s dirge, that creature cannot be affected again by the same wheep for 24 hours. This is a sonic effect. The save DC is Charisma-based.

Human Corpsecrafted Fast Zombie
CR 1

NE medium undead (augmented human)

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

Languages –

AC 16, touch 11, flat-footed 14


(+0 size, -1 Dex, +2 dodge, +3 armor, +2 natural)

hp 20 (2HD); DR 5/slashing 

Immune mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects, any effect that requires a Fortitude save (unless the effect also works on objects or is harmless), critical hits, nonlethal damage, ability drain, energy drain, damage to their physical ability scores and massive damage.
Resist +4 turn resistance

Fort +0, Ref -1, Will +3

Speed 60 ft. in studded leather (6 squares), base movement 60 ft.

Melee longsword +4[+0 size, +1 BAB, +3 Str] (1d8+4/19-20) or

Melee slam +4 (1d6+3)

Base Atk +1; Grp +4 [+0 size, +1 BAB, +3 Str]
Atk Options 

Special Actions 

Combat Gear 

Abilities Str 16[+4 corpse crafted], Dex 8, Con –, Int –, Wis 10, Cha 1

SQ +4 turn resistance
Feats Toughness

Skills –

Possessions combat gear plus longsword, dagger, light crossbow, 10 bolts, studded leather, blessed bandage
Appendix 2: New Rule Items

Feats

Positive Energy Resistance

Items

Quicksilver Boots

Price (Item Level): 3,500 gp (8th)

Body Slot: Feet

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

Activation: Swift (command)

Weight: –

Quicksilver boots give you the ability to flash across the battlefield with a moment’s impulse. When you activate these boots, you can move a distance up to your land speed (as if using a move action to do so). This extra movement follows all the normal rules for movement, except that you can move across water or other liquid without falling in (as long as you start and finish on solid ground). You provoke attacks of opportunity as normal for movement, though the rapidity of your travel makes you form blurry, providing concealment against such attacks.


This ability functions two times per day.


Prerequisites: Craft Wondrous Item, blur, expeditious retreat.


Cost to Create: 1,750 gp, 140 XP, 4 days.


Source: Magic Item Compendium 119.

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
Benign Transposition

Recitation

Conjuration (Creation)

Level: Cleric 4, Purification 3

Components: V, S, DF

Casting Time: 1 standard action

Range: 60 ft.

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

Duration: 1 round/level

Saving Throw: None

Spell Resistance: Yes

The spell affects all allies within the spell’s area at the moment you cast it. Your allies gain +2 luck bonus to AC, on attack rolls, and on saving throws, or a +3 luck bonus of they worship the same deity as you.


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


Source: Spell Compendium, page 170
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