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For too long, Verbobonc has been without a Viscount. Agents of Veluna, anxious to bring some stability to the troubled vassal province, have announced that a new Viscount must be appointed. Heroes of the land are asked to escort Verbobonc's nobles to Castle Greyfist in Verbobonc City for the event. A one-round Verbobonc interactive for characters level 1-15 (APL 2-14). It is recommended that you play this interactive with the character that played VER8-01 Mediation.
.

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even 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 table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM.  


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


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

Players Read No Farther

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

Preparing for Play

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

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in Appendix 1. For your convenience, that appendix 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). 

 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 determine this modified Average Party Level (APL) follow the steps below:

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

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

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	1/4 & 1/6
	0
	0
	0
	1

	
	1/3 & 1/2
	0
	0
	1
	1

	
	1
	1
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	4
	5
	6

	
	4
	4
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


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

4. If you are running a table of six PCs, add one to that average.

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. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for 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.


Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.


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.

Time Units and Upkeep

[image: image19.jpg]M—wuﬁmuu-EUmuuwﬂwuuuu MMM Hmu.— Om

@ pomy [essny 4q 77 ¢ A 1oo>>u=ob?\

15910,
“Kopreur)




This is a standard one-round Verbobonc regional interactive adventure. All characters native to Verbobonc pay 2 Time Units per round; all others pay 4 Time Units per round.


Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will 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 also avoid the above-described penalties by living off the wild. If the character possesses four or more ranks in the Survival skill and succeeds at a DC 20 Survival check, the character will heal temporary ability damage as if he or she paid for 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). The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

As described in VER8-01 Mediation, the Archclericy of Veluna, which has nominal control over the Viscounty of Verbobonc as a vassal state, has decided that Viscount Langard may never return from his disappearance.  The Celestial Court of the Moons has appointed Richter Warwick to travel to Verbobonc and appoint a new Viscount.


By the end of VER8-01 Mediation, Richter has narrowed this choice down to Lord Wellborn Estival, or Lord Ludovic Langmuir.  Critical events from VER8-01 Mediation will determine who this will be.


In this adventure, heroes of Verbobonc are tasked with the escorting all of the nobles of Verbobonc to Castle Greyfist in the middle of Verbobonc City for the investiture ceremony. 


However, dire forces are at work against the Viscounty.


The first is the mysterious follower of Vecna named Halmadar.  Halmadar has been working behind the scenes for some time, plotting the downfall of the Viscounty.  Recently, Halmadar was able to use the Cult of Vecna in Verbobonc to take over several vampires. Halmadar uses a collection of cultists, vampires, and demons to interrupt the investiture ceremony.


The Church of Trithereon has seen rulership in Verbobonc take a decided downturn, to their way of thinking, in the past several years. Ever the anarchists and forces of change for the good of the people, the Church of Trithereon has decided that now is the time to act against the nobles.  Operating in several disconnected cells (as any good revolutionary organization should), the Trithereons have decided to kidnap the nobles of Verbobonc while they are in town for the investiture ceremony.  They plan to then enact certain demands in exchange for the nobles’ freedom.


The Trithereonites have been substantially aided by a highly-placed spy within Castle Greyfist itself.  This spy, known only as “Masquerade,” has provided incredible amounts of information to the Trithereonites. “Masquerade” has also subtly shifted the attitudes of the Trithereonite’s leaders toward dark motives.


With the plans of the Trithereonites about to come into effect, the word was handed down through the organization that the Trithereonites plan not to kidnap, but to murder, the nobles.  A few of the Trithereonites rebelled against this idea, and seek aid to prevent the murder plots at the last minute.


What the Trithereonites do not know is that “Masquerade” is none other than Halmadar himself. Halmadar thus has two agents working against the nobles: his own cultists (with allied vampires and demons) and the Church of Trithereon.


The only thing stopping Halmadar from mass execution of all of the nobles of Verbobonc is the heroes at hand.

Adventure Summary

Part One: Your Mission, Should You Choose to Accept It

The characters are all together in Jylee’s Inn. The key Velunan envoy from VER8-01 Mediation tells the characters that they will be divided into teams and sent out to escort each of the nobles of the Viscounty to Castle Greyfist for the investiture of the new Viscount.  The other nobles of Verbobonc typically acknowledge the appointment of the new Viscount with a personal appearance at the investiture ceremony; to not do so is a grave insult.

Part Two: Escort Duty

The characters break up into APL-appropriate tables of 6. Each table is assigned a noble to go fetch, and the characters go get their nobles.

Each adventure has three to five encounters, including one roleplaying encounter that can easily devolve into combat, and one combat encounter.

Two key adventures differ from this norm: one is the mission to get Lord Saflynd, and the other is the secret mission to get Lord Shannus.

Part Three: Meet the New Boss

The characters come back together in the courtyard of Castle Greyfist. Each table returns with their escorted nobles (or a report about why they didn’t).  The nobles are presented.

The new Viscount is named. 

A celebration dinner for all of the escorting adventurers is held out in the courtyard of Castle Greyfist while all of the nobles retire to their manors within the city.

Part Four: A Hot Tip about Cold Blooded Murder

At the beginning of this part, all Mounted Borderer characters are pulled aside for the remainder of the Interactive.  The Mounted Borderers all get a side mission, the fallout of which rocks the Mounted Borderers themselves.

All other characters gather back into APL-appropriate tables of 6.  These represent the characters enjoying a feast in Castle Greyfist after a job well done.

As they eat and mingle, each table is approached by an anarchist Trithereonite.  The Trithereonites have planned a grand kidnapping plot against all of the nobles of Verbobonc while they are in town, but the leaders just revealed that the nobles will be killed, not kidnapped; as might be expected from a Chaotic Good organization, some of the members have had second thoughts about the plan.

Unfortunately, the dozen or so Trithereonite dissenters are not in touch with each other; each thinks he is on his own and it is up to him alone to get help. Each of the PC tables is approached by one of these anarchists who has had a change of heart.  The Trithereon tells the characters that an attack on two nobles is imminent, and the characters must choose one of the nobles to protect.

Part Five: To the Defense of the Nobles!

The characters travel to the manor house of the noble they are trying to protect, inform the noble of the assassination plot, and must repel attackers.  At low APLs, these are hard-hearted Trithereonites.  At higher APLs, there are demons supplementing the ranks of the Trithereonites.

Part Six: Mourn the Lost

Result tabulated by the DMs and the organizers. The characters are all brought in together.  An announcement is made about the concerted Trithereonite attack, and that it seemed to be reinforced by demonic and vampiric agents.  A list of those nobles that were saved is read out.  The list of those nobles that were slain is read out. The Church of Trithereon is declared illegal, and worship of Trithereon or possession of a holy symbol of Trithereon is sedition (13 TU jail and exile).  The results of the Mounted Borderer side mission are announced.

PART ONe: Your Mission, should you choose to accept it…

This Part should take 10 to 15 minutes.

The characters are all together in Jylee’s Inn. The Interactive Coordinator in the role of Richter Warwick should read:

Thank you all for coming here to Jylee’s Inn at my request.  Jylee’s has some of Verbobonc City’s best food and service so, please, help yourselves.

As many of you know, I have come to examine the patents of the nobility of Verbobonc in order to determine who has the best claim to the position of Viscount.  Now, I know some of you hold hope that the lost Langard may be found but, even if he is, his claim to the position of Viscount is at best…tenuous.

So, I have made my review, and taken into account the opinions that many of you have confided in me.  Although I have yet to make the formal announcement, I would like to tell you all that the new Viscount of Verbobonc will be…

[Say Lord Wellborn Estival or Lord Ludovic Langmuir, as appropriate from critical event summaries. Wait a moment for the news to sink in.]

In order to formally invest the lord with his title, I am holding an investiture ceremony in three days’ time.  The ceremony will be at Castle Greyfist in the middle of Verbobonc City.

Because Verbobonc has always been cared for by its heroes, I have gathered you hear for a special task.  I would like you to break up into small teams and escort the nobles from around the Viscounty to Castle Greyfist for the investiture ceremony.

Break up into escort teams of 6 or so people each.  If there is a particular noble you would prefer to escort, please let my assistants know.  Otherwise, we will assign each of you a noble to escort to Castle Greyfist.  Are there any questions?

Answer questions as necessary.

The characters should break up into APL-appropriate tables of 6 at this time. Interactive Coordinators should circulate through the room, assigning tables to nobles.  If a table requests a particular noble, and that noble has not yet been assigned, feel free to accede to their wishes.

Each table should get a DIFFERENT noble.

Based on an estimate of 12 tables, here are the nobles to be used:

· Shannus, Mayor of Glory (only if there are at least 4 players loyal to Shannus; choose the “top” six for this mission)

· Lord Wellborn Estival OR Lord Ludovic Langmuir (whichever is NOT the Viscount)

· Lady Elise Brandenburg

· Lord Simon Milinous

· Lord Wendell Rhynehurst

· Waldgraf Corbin Deleveu

· Lord Alywen Saflynd (must be APL 4 or so)

· Lord Roland Galans

· Lord Kosak Chondell (should be APL 6 or lower)

· Lord Jimm of Tulvar

· Marchioness Mirabella Stefania

· Lord Willem Haxx

· Baronet Drenton Vaswell

To each table, hand out the picture of the appropriate noble (see Handout 1).

If there are less than 12 tables, don’t assign the nobles at the bottom of this list. If additional nobles are needed, use the following:

· Lord Darius Velysin

· Lords Burne and Rufus of Doomwall Keep

· Lord DeChutes of DeChutes Ford (vassal of Lord Milinous)

Begin Encounter Two at this time.

part two: escort DUTY (VARIES BY NOBLE)

This Part should take 2 hours.

This is the overview for the mission for all nobles EXCEPT Shannus and Saflynd.  Those nobles have special missions that do not conform to this outline.

This section provides only an encounter outline.  It is up to you to customize this mission to the party you have an, most importantly, to the noble that they are seeking.  An overview of each of the nobles—including where he or she can be found, his or her personality, and other important modifications to this core encounter, are found at the end of this Part.  DO NOT RUN THIS PART WITHOUT FIRST REVIEWING INFORMATION ABOUT THE NOBLE THE PARTY IS ESCORTING.

You should have the characters introduce themselves to each other at this time.

Encounter One:

DIRECTIONS

Richter Warwick takes the characters aside in order to tell them where their noble might be found.  That is, he tells them where in Verbobonc the noble’s lands are found (refer to Map 2), and rough directions to the noble’s mansion upon those lands.

Richter also provides the characters with an ornate invitation to the investiture ceremony, made out to the noble and sealed with the symbol of the Archclericy of Veluna (if the characters open up this invitation, it is nothing more than what it appears).

Richter encourages the characters to be polite to the noble and wary in their task.

Let the players introduce their characters to each other at this time and make travel arrangements.  If the characters do not all have horses or other means of travel, they will have to walk.  As the investiture ceremony is not for a few days, walking is not unreasonable.

Encounter TWO:

A RUN-IN WITH THE LAW

On their way to meet their noble, the party encounters a Mounted Borderer determined to take over their task for them.

On one of the afternoon of their travels, the characters are approached by a tall, blonde man in a Mounted Borderer tabard.  The Mounted Borderer is accompanied by several wiry men armed with rapiers.

This encounter should occur in the late afternoon, on the road.

The man introduces himself as Sir Drofel Wynn of the Mounted Borderers.  He suspects that the characters are on their way to rendezvous with their noble, and admits this to the party.  Sir Drofel believes that lowly adventurers are not fit to escort a noble of Verbobonc, and that the authority granted by that “outsider” Richter Warwick is insufficient to provide the characters with the right to escort a noble.  Sir Drofel demands that the characters turn over any writ of authority or indicia of their task to him (Drofel isn’t sure what the characters have been provided but, if shown the invitation, he realizes that is what he wants). 

· If the characters notice that Sir Drofel is not under full control of his own actions (DC 15 Sense Motive) and reveal this fact, the thugs immediately attack.

· If the characters comply, he snidely takes the invitation and dismisses them to be on their way.  This Part is over for the characters, and their noble never arrives to the investiture ceremony.

· If the characters resist, Sir Drofel becomes increasingly belligerent, and threatens to have his “allies” teach the insolent adventurers a lesson in manners to their superiors. If the characters respond with belligerence, he directs his men to attack, providing them assistance as he is able.

· If the characters seem to waver, Sir Drofel changes his tactic and presents the characters with a quest in another part of the Viscounty: he knows of a small village beset by gnolls, giants, or similar and “deputizes” the characters to take care of the problem while he goes to retrieve the noble. This quest is a sham, invented on the spot by the vampire dominating Sir Drofel.

In the event any of the characters actually have a title or are another Mounted Borderer, Sir Drofel treats them with scorn, implying that they gained their title through dishonest dealings or bribes.

Sir Drofel is truly a Mounted Borderer (he is a Corporal of the Third Company and a personal friend of Waldgraf Corbin Deleveu), and proudly shows the necessary proof of his rank.

Development: His Mind Is Not His Own. Unfortunately, Sir Wynn has been dominated by a vampire seeking to supplant the characters and kill the noble they have been assigned to escort. The thugs with Sir Wynn know this, and have been hired by the vampire to go along with Sir Wynn and, if the need arises, to turn on the dominated Mounted Borderer.  

A DC 15 Sense Motive during the conversation with Sir Drofel is sufficient to reveal that he is not under full control of his own actions. If the characters reveal this, the thugs immediately attack.

If the characters are able to suppress or dispel the dominate effect (such as with protection from evil, resurgence, or magic circle against evil), Sir Drofel immediately comes to their aid against the thugs.  He applies all of his marshal and bard bonuses to help them.

This encounter is very difficult, but is mitigated by the fact that bringing Sir Drofel over to the characters’ side is easy with the right spells or effects.

APL 2 (EL 6)

Sir Drofel Wynn: male human bard 2/marshal 1; hp 18; Appendix 1. 

Thugs (6): male human swashbuckler 1; hp 15 each; Appendix 1. 

APL 4 (EL 8)

Sir Drofel Wynn: male human bard 2/marshal 3; hp 30; Appendix 1. 

Thugs (6): male human swashbuckler 2; hp 23 each; Appendix 1.

APL 6 (EL 10)

Sir Drofel Wynn: male human bard 4/marshal 3; hp 40; Appendix 1. 

Thugs (6): male human swashbuckler 3/rogue 1; hp 37 each; Appendix 1. 

APL 8 (EL 12)

Sir Drofel Wynn: male human bard 5/marshal 4; hp 60; Appendix 1. 

Thugs (6): male human swashbuckler 3/rogue 3; hp 49 each; Appendix 1. 

APL 10 (EL 14)

Sir Drofel Wynn: male human bard 5/marshal 4/war chanter 2; hp 84; Appendix 1. 

Thugs (6): male human swashbuckler 3/rogue 5; hp 58 each; Appendix 1. 

APL 12 (EL 16)

Sir Drofel Wynn: male human bard 5/marshal 4/war chanter 3; hp 91; Appendix 1. 

Thugs (6): male human swashbuckler 3/rogue 8; hp 76 each; Appendix 1. 

APL 14 (EL 18)

Sir Drofel Wynn: male human bard 5/marshal 4/war chanter 3; hp 91; Appendix 1. 

Elbert the Sly: male human bard 14; hp 86; Appendix 1. At APL 14, this bard accompanies his thugs and has already provided them with a great deal of magical support.

Thugs (8): male human swashbuckler 3/rogue 8; hp 76 each; Appendix 1. 

Tactics: So long as he remains dominated, Sir Drofel uses his abilities to best support the thugs. He begins by inspiring courage in himself and his men (bolstered by the inspirational boost spell). He uses his marshal auras (and, at higher level, his ability to grant a move action to his allies) in order to increase their effectiveness. In addition, as able, Sir Drofel uses his spells to incapacitate the most effective characters. At higher levels, he inspires toughness and recklessness upon his men.

The thugs, on the other hand, are more straightforward. They attempt to maintain flanking positions, particularly at higher APLs where they can bring their sneak attack to bear. At APL 14, the thugs’ leader, Elbert the Sly, is with them and provides support as he is able.

Development: Questioning the Fallen. Sir Drofel remembers falling under the gaze of a pale man while camping the previous night.  Sir Drofel only met the thugs this morning. He suspects they are paid mercenaries of some kind.

The thugs are in fact paid mercenaries working for a bard named Elbert the Sly.  They were also paid by the vampire last night to join up with Sir Drofel and assault the characters.  Gleeful to be in a fight, the thugs were happy to take the vampire’s money.  The thugs know only that their employer was pale and wiry: they do not know he is a vampire.  The vampire gave their payment to Elbert the Sly (who is only present at APL 14). 

Encounter THREE:

IF YOU WANT IT DONE RIGHT

The vampire that dominated Sir Drofel realizes that his control is broken (either because the characters freed or defeated Sir Drofel).  The vampire knows that time is short, and makes his attack on the characters early in the night after Sir Drofel’s attack. The vampires are not particularly trusting and will attack the PCs even if the PCs no longer intend to escort the nobles to Verbobonc City.

Ideally, this adventure should occur when the characters are camped somewhere on their journey, but you can also arrange for this attack in an inn as well.  You could even have this attack occur after the characters have already obtained their noble and are returning to Verbobonc City.

The vampire has gained additional help, in the form of a few dominated minions and, at APL 8+, another vampire.

The vampire sends his minions directly into the camp to cause a feint. At higher APLs, the vampire sends in wolves summoned with the children of the night ability as well.

APL 2 (EL 5)

Vampire Spawn: hp 29; Monster Manual. (do not attack any 1st level characters with this opponent) 

Minions (2): male human warrior 2; hp 14 each; Appendix 1. 

APL 4 (EL 7)

Vampire Scout: vampire scout 3; hp 26; Appendix 1. 

Minions (2): male human warrior 2; hp 14 each; Appendix 1.

Wolves (4): hp 13 each; Monster Manual. 

APL 6 (EL 9)

Vampire Scout: vampire scout 5; hp 40; Appendix 1. 

Minions (6): male human warrior 2; hp 14 each; Appendix 1. 

Wolves (10): hp 13 each; Monster Manual. 

APL 8 (EL 11)

Vampire Scouts (2): vampire scout 7; hp 54 each; Appendix 1. 

Minions (6): male human warrior 2; hp 14 each; Appendix 1. 

Wolves (10): hp 13 each; Monster Manual. 

APL 10 (EL 13)

Vampire Scouts (2): vampire scout 9; hp 68 each; Appendix 1. 

Minions (6): male human warrior 2; hp 14 each; Appendix 1. 

Wolves (10): hp 13 each; Monster Manual. 

APL 12 (EL 15)

Vampire Scouts (2): vampire scout 11; hp 82 each; Appendix 1. 

Minions (6): male human warrior 2; hp 14 each; Appendix 1. 

Wolves (12): hp 13 each; Monster Manual. 

APL 14 (EL 18)

Greater Vampire Scout: vampire scout 15; hp 110; Appendix 1. 

Lesser Vampire Scout: vampire scout 13; hp 96; Appendix 1. 

Minions (6): male human warrior 2; hp 14 each; Appendix 1. 

Wolves (12): hp 13 each; Monster Manual. 

Tactics: The minions initially attack the party in order to draw out the front-line fighters. The minions are not likely to last long, particularly at high APLs, but they throw tanglefoot bags to delay the party. The minions are dominated and fight accordingly.

Meanwhile, the vampire(s) press the party from behind, materializing out of invisibility in order to attack casters and other back-line characters.  As scouts, the vampires prefer to keep moving and do not take full attacks as long as there is any opportunity for skirmishing.

Encounter FOUR:

GREETINGS, MI’LORD

This is a roleplaying encounter. The characters arrive at their lord’s holdings and meet with their lord.  Generally, the lords are polite to their escorts and treat them with deference (but refer to the specific noble descriptions). 

The noble asks the characters about what’s going on recently (particularly, the events of VER8-01 Mediation), who the characters think the new Viscount will be, etc.  Many nobles, if they find out that the characters already know who the new Viscount will be, may try to wheedle or cajole the information out of them.

Encounter FIVE:

THE ROAD TO VERBOBONC CITY

This is another roleplaying encounter that can be skipped if you are running short on time. 

The trip back to Verbobonc City is mostly uneventful.  At the gates of the city, the characters, with their noble, encounter a corrupt member of the Gentlemen of the Watch accusing a farming family of Trithereonite sympathies. The family is innocent, but the general suspicion that the law feels toward Trithereonites should be clear here.

The Gentlemen of the Watch are indirectly demanding a bribe from the family, and are confident enough (and generally feel that they are sly enough) to do this in front of the characters and their noble.  The bribe amount is not large—maybe three to five gp—but such an amount would clearly bankrupt the poor family, who is only going into Verbobonc City in order to purchase farm supplies. 

How the characters react—and how their noble reacts—gives the characters some insight into the nature of their noble.  How each noble reacts to this situation is set out in their individual descriptions beginning on the next page.

End of Part Two.

Lord Willem Haxx

Lord Haxx is the current Lord Mayor of Verbobonc City, the Viscount’s tax collector, and owner of one of the largest merchant interests in Verbobonc (the Gentle Tradewinds merchant company). He has elevated his shipping company to a quasi-military status as the Viscounty’s merchant marines. Lord Haxx is a power-hungry noble who values the spirit of the law and person codes, particularly when the law can be bent in order to line his own pockets or provide him with further wealth.  He is also a devoted follower of St. Cuthbert. He is also exceedingly well-mannered and will never talk down to any man in public. Lord Haxx is of Lawful Neutral alignment, but leaning dangerously close to Lawful Evil.

The Twist: Lord Haxx’s holdings are very near to Verbobonc City, so the characters may consider this a very easy escort mission.  In fact, Richter points the characters to Lord Haxx’s holdings, as this is where he believes Lord Haxx to be.  However, Lord Haxx has been called away to levy taxes on a particularly valuable shipment of minerals recently uncovered in the town of Irondelve, so he is approximately 80 miles away.  This can be discovered in Verbobonc City with a Gather Information DC of 25 (if the characters doubt Richter’s word for some reason), or is automatically uncovered if the characters travel to Lord Haxx’s estate. The fastest way to Irondelve is to commission a ship up the Velverdyva and then up the Celeb’vara River, although at its highest end the river craft must stop to make frequent portages (the events of Encounters 2 and 3 can occur at this time.  Once the characters meet him in Irondelve, Lord Haxx is willing to accompany them on a hurried race back to Verbobonc City.

In Encounter Five: Lord Haxx watches the bribery proceedings with amusement, and a DC 20 Sense Motive check reveals that he knows exactly what is going on.  If the Gentlemen succeed in liberating a bribe from the family (or from the PCs), Lord Haxx proceeds to greet the guards by name (as Lord Mayor, his calculating mind has catalogued the names of all of the Gentlemen of the Watch) and insist that they are overdue for certain taxes owed by their families in the precise amount of the bribe the guards have pocketed.  Lord Haxx may even ask the characters to force the guards to turn over the amount to Lord Haxx’s keeping, making them his person bruisers for a short time.

Lord Kosak Chondell

Lord Chondell is Verbobonc’s most distant noble.  He lives in an ominous castle high in the Lortmil Mountains near Fortress Hagthar.  Lord Chondell’s people huddle in their hovels at night, afraid of terrors that stalk the land.  Many of them believe Lord Chondell to be a vampire. He lives his life just like the reclusive vampire lord of a gothic castle, surrounded by simpering servants and his harsh House Guard, who are generally as mistrusted as their master. Lord Chondell is not, in fact, a vampire, but an eccentric who believes that acting as the reclusive lord is the best way to maintain his position of power.

The Twist: Lord Chondell is already dead when the characters arrive.  Play up the gothic horror-story nature of their long journey.  Perhaps the sun is shining and people are friendly until the characters cross into Chondell lands.  Then, clouds roll in and rain starts pounding.  The local people are distrusting of strangers, making an arcane sign of protection at the characters when the characters explain where they are going.  The vampire attack in Encounter Three should be particularly creepy; perhaps the vampire’s minions are from Lord Chondell’s own House Guard. In the morning before the characters arrived, a group of Trithereonites (who, like the local populace, believe Lord Chondell to be a vampire) snuck into his bedroom, drove a stake through his heart, cut off his head, and filled his mouth with holy wafers.  Of course, this killed the old noble. Believing their holy task complete (and heedless of the copious amounts of blood leaking from Lord Chondell’s severed neck), the Trithereonites fled.  No one has yet discovered the murder, as it is usual for Lord Chondell to spend entire days alone in his chambers, brooding.  The characters are invited into his castle and led up to his room, and they discover the murder. As the Trithereonites cut of Lord Chondell’s head with a thinaun blade, he cannot be brought back from the dead. A DC 20 Search check in Chondell’s chambers reveals a dropped holy symbol of Trithereon.  There may also be other clues as you see fit, but they should point to a group of Trithereonites as the murderers, and it should be clear they believed they were killing a vampire (a lingering scent of garlic, for example). If you want to mess with the characters further, imply that they might be the ones accused of killing the noble. 

In Encounter Five: Lord Chondell is not present for Encounter Five, being dead.

Marchioness Mirabella Stefania
Lady Stefania was born the daughter and only child of the late Marquis of Visengart, and inherited her title from him. Flaming red hair is the crown that adorns her beautiful slender frame. Gracefulness is a word that does not do her justice: she is poised and appears unruffled no matter the circumstance. Lady Stefania prefers to be found among her people, and is just as comfortable in the local inn as in her private chambers. Although she is quite formal with strangers, she is not stuffy or pompous, and that is re​flected in her easygoing attitude. She knows every man, woman and child in the immediate vicinity of the town of Visengart on a first name basis. In private conversations with her people, Lady Stefania prefers to forgo her title and be simply known as Mirabella. She acts with an authority that belies her age, knowing she has the full support of her people. Lady Stefania is a half-elf, unwed, and is accept​ing gifts for the honor of courtship. However, all suitors must be approved by her father’s formal general, who is Lady Stefania’s closest friend and confidante—and also a centaur. Mirabella’s most distinguishing feature is her oth​erworldly beauty, and her symbol is a rampant tiger.
The Twist: When the PCs arrive at her manor they are politely informed that she is out visiting her citizens. The will be given directions to a small village within her lands, but far enough away that the PCs are likely to arrive an hour or so after sunset. Lady Stefania will be found in the common room of a small and homey inn called the Proud Ermine, hearing the concerns of her citizens first-hand. Once the PCs inform Lady Stephania of their task, she is happy to accompany them, though she will have to return to her manor briefly to prepare. 

In Encounter Five: Lady Stefania is indignant at the attempt by the guards to extort money from the farmers. Not only will she ensure the farmers allowed to pass unhindered, but she will take the names of the guards and ask the PCs to report them to the captain of the watch. 

Waldgraf Corbin Deleveu

Far to the south of the Kron Hills, near the border of the fey lands of Celene, lay the holdings of Lord Deleveu. Lord Deleveu is half-elf, both in race and in the manner he lives his life. Lord Deleveu is firmly aligned with Viscount Lan​gard, but the practicalities of his location make his court seem more elven than human. Lord Deleveu maintains his manor, De​leveu Woods, under the pro​tective boughs of the Gnarley Forest, and rangers both human and elven arrive and leave his manor as they see fit. Lord Deleveu’s wife is known for her kindness and willing​ness to care for any wounded creature ap​pearing at De​leveu Woods seeking aid. In his position far to the south away from most civilization, Lord Deleveu continually faces incursions from the humanoids of the Gnarley Forest, and he maintains an uncomfortable border with the isolationist realm of Celene. Deleveu’s lands contain the large town of Ostverk. As the title of the Lord Mayor of Ostverk is traditionally “Wald​graf,” that is the title Lord Deleveu uses. Lord Deleveu cur​rently occupies the important post of Knight Captain of the Mounted Borderers. This position, along with Ostverk’s large population, makes Lord Deleveu a much more influ​ential noble in Verbobonc than his distant holdings would indicate

The Twist: Assuming the PCs arrive during the day, Lord Deleveu is out patrolling the Gnarley Forest when the PCs arrive, but is expected to return that evening. Initially his wife encourages the PCs to simply wait for him to return, however as night falls and he does not return, she will ask them to go looking for him. As it happened he was ambushed by orcs. Though he was able to fight them off, his horse was slain, hence his delay in returning. At higher APLs (where a fight with common orcs will not take very long) feel free to have the PCs arrive during the attack. When the PCs meet him (whether in the woods or at his home) he has been wounded by the orcs, and will not be fit for hard riding unless he is healed first. 

In Encounter Five: Lord Deleveu is indignant at the attempt by the guards to extort money from the farmers. Not only will he ensure the farmers allowed to pass unhindered, but he will take the names of the guards and ask the PCs to report them to the captain of the watch. 

Baronet Drenton Vaswell

Baronet Drenton Vaswell is a minor lord of the viscounty. His small holding is situated on the northwestern banks of the Velverdyva River and stretch south some ten miles south. He came into his title upon his father’s death from old age in 587 CY. In terms of power, Lord Vaswell is generally overlooked, as he has no connections with any of the churches, armies, or organizations of the Viscounty. He does own a small fleet of ships, used to transport goods and people on Verbobo​nc’s many rivers. It is rumored that he is on friendly terms with the Rhennee bargefolk; certainly, Lord Vaswell openly employs Rhennee in some of his businesses.

The majority of people know Lord Vaswell for his parties. They are said to be lowbrow affairs, attracting merchants and the older children of nobles. He’s been known to pick up a lute and satirize the church, other nobles, and even the Viscount. Many others know him as a forgetful, unfocused lout. It’s been said that he has scheduled jousts against other lords, only not to show up. Lord Vaswell never quite pays attention to details, or even the conversations that he’s engaged in. Some just think he’s an overgrown child.

This opinion couldn’t be further from the truth. Baronet Vaswell has a keen eye and ear, and there isn’t much that gets past him. He often acts like a spoiled lord because he enjoys putting other nobles and rich merchants in their place. He loves pulling pranks. Lord Vaswell is also a follower of Olidammara, though this fact is not widely known. 

While Lord Vaswell can be mean-spirited and rude, he seems to have a good heart and avoids outright cruelty. Lord Vaswell is not above getting his hands dirty helping out those in need, but with an understanding that it’s done his way and only if he benefits. Lord Vaswell is a human, with rich dark features. His skin is cocoa brown, and he keeps his black hair short. He doesn’t wear facial hair, as it gets in the way when he uses disguises. His main goals are to increase his business, gain more followers, and cause problems to his peers just for fun. But above all of these, he wants to enjoy life. And pity the fool who ruins his good time. 
The Twist: When the PCs arrive, Lord Vaswell is hosting a party and the PCs are sent away to return the following day (or the next, or the next). Basically, Lord Vaswell intends to keep right on partying through the investiture ceremony unless the characters are able to convince him otherwise. If the characters include any worshipers of Olidamarra, have influence with Lord Vaswell, or are phenomenally skilled in either Diplomacy (DC 35) or Bluff (DC 25), then Lord Vaswell will joyfully accompany them.

In Encounter Five: Lord Vaswell is likely to notice the extortion but be content to turn a blind eye unless it is called to his attention, at which point he chastises the guards in order to maintain appearances (DC 20 Sense Motive will reveal this). 
Lord Simon Milinous

Soon after Lord Milinous married Lady Asbury, his new bride was kidnapped (Per VER6-06 The Ties That Bind). Her disappearance sent Lord Milinous into a deep, drunken depression. Though various underlings have taken it upon themselves to see to the safety and security of his people, the lands show clear signs of neglect. As such travel times are generally 25% longer than would otherwise be the case. 
The Twist: When the party arrives at Griffon Manor an obviously frustrated steward informs the party that Lord Milinous is not present and he has no idea when Lord Milinous will return. In fact, Lord Milious has gone to private hunting cabin near Cienega Valley. If your table has time (both in and out of character)  they will be directed to Cienega Valley as a likely waypoint; otherwise they will be directed directly to the hunting cabin. Once located, Lord Milious is drunk and obviously depressed. He explains he has no interest in the machinations of the viscounty and will happily remain in his cabin rather than attend the investiture ceremony. He can eventually be convinced to attend, but is in no state to do so. The party will be left with the task of dressing him appropriately and preparing him for the travel. 

In Encounter Five: Lord Milinous fails to notice the guards' attempt at extortion. If it is brought to his attention, he fails to act; instead muttering dejectedly "The depths to which the Viscounty has fallen… If only my dear Elinor were still here." The PCs are welcome to deal with the guards however they wish. 

Lord Wendell Rhynehurst 

The Rhynehursts have a history of being lax rulers, which suits their people just fine. Much power has shifted over the decades into the hands of the various merchant companies in Rhynehurst, but the Lords Rhynehurst still enjoy luxuri​ous lifestyles.  The current Lord, Wendell Rhynehurst, is a spry old bard over fifty years old. Lord Rhynehurst is portly and jolly, and loves to entertain guests. Wendell Rhynehurst is, like all his predecessors, beloved by his people. There are rumors that Lord Rhynehurst not only permits illegal gladiatorial fights in the town of Rhynehurst, but that he is an avid at​tendee at the matches. 

Wendell Rhynehurst has four children. His eldest is a son named Egret, a Knight Commander in the Mounted Borderers, assigned to Fortress Hagthar in the forbidding Lortmils. Egret Rhynehurst is a dour and serious man who is also completely tone deaf. His second son, Braden, is a paladin in the Church of St. Cuthbert. Braden Rhynehurst is loyal to his father and family, but openly disdains the lack of order and lawlessness rampant in his father’s lands. Lord Rhynehurst’s third child, and only daughter, is Mylin​dar Rhynehurst, a strikingly pretty 23-year-old. She is a clever and loyal daughter, and handles more and more of her father’s financial affairs as he ages. Lord Rhynehurst’s youngest son, Ga​rilon Rhynehurst, is twenty. He is a fop​pish and arrogant young noble, but is good-hearted and loyal to his father. Garilon is also the only one of Lord Rhynehurst’s chil​dren to follow in his footsteps as a bard. None of Lord Rhynehurst’s children are yet married.

The Twist: When the PCs arrive at Rhynehurst is not home. Once the PCs can convince members of Lord Rhynehurst's household that their task is both important and urgent they will be informed that he has left for a small town within his lands, which the PCs should be able to reach slightly after sundown. In fact he is has left to attend a gladiatorial fight which is scheduled for sundown the following day (he no longer hold them in the town of Rhynehurst for security reasons). Once located, he can be convinced to leave, but would prefer to remain for the fight. If the PCs seem open to it he may well invite them to attend with him. 

In Encounter Five: Lord Rhynehurst is likely to notice the extortion but be content to turn a blind eye unless it is called to his attention, at which point he chastises the guards in order to maintain appearances (DC 20 Sense Motive will reveal this).

Lord Roland Galans

Though once a very wealthy if not overly popular noble, Lord Galans gambled mightily on the Skyroad and lost big. He has been forced to sell off nearly all of his assets and has fled the manor houses on his lands. He is currently living in a little known hunting cabin within his lands in the Kron Hills.  He knows the hills well and is a skilled horseman. 
The Twist: Lord Galans is not at his manor house, having sold it to creditors from Furyondy.  Lord Galans is currently hiding from creditors. You should make the PCs work for it (with divinations, gather information checks, or influence points) but eventually he can be found in his hunting cabin. Once found, he has no intention of going to the investiture ceremony, as his creditors are certain to be looking for him there. There are a number of ways to get him to the ceremony. He can be convinced either through diplomacy (convincing him that attending the investiture can somehow help him) or intimidation (threatening to reveal his hiding place to others). Alternately, the PCs can come up with a plan to smuggle Lord Galans into and out of Verbobonc City before the creditors can catchhim. HoHHoggg
In Encounter Five: Lord Galans notices the guard's attempt at extortion but does nothing initially. If it is brought it his attention by the PCs (and he is not attempting to keep an especially low profile) he chastises the guards for attempting to take advantage of their positions and the family is allowed to enter without paying the bribe. 

Lady Elise Brandenburg

Lady Elise Brandenburg has only recently laid claim to her estate. Lady Brandenburg, a young teen, comes to power by virtue of the death of her father and brother (VER5-02 Fallen Hero) and then her tutor and regent (VER7-05 The Lion and The Dragon). Lady Elise is refined, poised and polite, but she is very much still a young girl in many ways.  She is also secretly a worshipper of Trithereon, but many adventurers are privy to this secret. She is very much in love with Lord Ludovic Langmuir; although many years older, he has also grown up very sheltered and the two have much in common. Though the two seem to care for each other it is significant that the merger of the two houses would create a very powerful noble family. 

The Twist: Lady Elise Brandenburg cannot be found at Avgustin Manor. Instead she is in Swan looking at possible wedding locations. Once located, she will try to delay leaving as long as possible and will insist on bringing one or more wedding planners with them when they finally do leave. 

In Encounter Five: Lady Elise is somewhat distracted, still discussing wedding plans with a retainer when the party arrives at the gates to Verbobonc City.  If the actions of guards are brought to the noble's attention she chastises the guards, calling attention to the possibility that her husband is a very important noble (if not Viscount). She tries to keep it from them, of course, that she worships Trithereon herself.
Lord Jimm of Tulvar

Lord Faljimm Nizgafal (or “Jimm”) was a wealthy merchant and a spokesperson for the gnomes during their recent rebellion. When things were settled peacefully (VER4-07 Reunification), Jimm was granted a title and lands within the Kron Hills (the first gnomish noble of significant rank). Prince Jimm is a is called by some sources “Gnomeprince” and owns extensive interests in several gnomish merchant houses inside Verbobonc City. With his handlebar moustache, splendid attire and gregarious nature, he cuts a fine figure in the Viscounty. His meetings in Kron are often taken as events of political intrigue, receiving “diplomats” from various factions of gnome politics. Despite his propensity to talk, Jimm actually reveals very little about his own affiliations, preferring to question others to some end rather than espouse a personal viewpoint. Ask any gnome about Jimm, and if you don’t get a tall tale about how the Princehood is just an office held by a different gnome every month, you will get a sly smile as if there’s an inside joke here that the humans aren’t privy to.

The Twist: Prince Jimm is in Tulvar, entertaining a serious argument among the Kron Hills gnomes.  The gnomes are discussing what to do with the recently-deactivated Kron Hills Pylon of the Skyroad.  One faction feels that the structure should be turned over to gnomish wizards for study; others think such study is dangerous, and the Pylon should be left alone. Still others would like to convert it into a gnomish orphanage for the many young gnomes still dispossessed after the giant wars in recent years, but perhaps the tower is too dangerous for that.  Instead, it should first be studied, by powerful gnomish wizards…and so on around and around.  Prince Jimm admits that he cannot leave until the situation is resolved, and asks the characters their opinion.  If the PCs opinion is at least well-reasoned, Prince Jimm rules as they decided and makes his way back to Verbobonc City with the PCs.

In Encounter Five: Prince Jimm feigns ignorance of the whole proceedings, as though the interaction baffles him.  In fact, he uses the incident to test the character of the PCs. If the PCs aid the farmer family against the Gentlemen of the Watch, Jimm is clearly pleased; otherwise, he tut-tuts about the mercenary nature of heroes these days.
Lord Wellborn Estival (USE ONLY IF LANGMUIR IS THE NEW VISCOUNT)

Lord Estival is a early middle-aged noble who recently arrived in Verbobonc.  After proving his connection to the Estival line he took possession of a very small amount of land surrounding his family estate and castle.  Lord Estival has since labored to reverse the evil reputation his family received during the Short War (CY 436).  During that time, the Estivals supported the oppressive and expansionist Keoish forces.  When the combined forces of Veluna, Furyondy and Verbobonc finally routed the Keoish forces, the family fled.  Since his arrival, Lord Wellborn Estival has provided food to the Viscounty during the winter famine and upheld the Viscount’s authority.  

The Twist: Lord Estival is in the ominous Castle Estival, brooding about his loss (as he was not selected, he knows that he lost). Lord Estival is disheartened, but his loss has not dimmed his genial spirits.  He treats the characters well, and asks them about what they know about Richter’s selection process without coming right out and asking the characters whether they supported him or Langmuir.

In Encounter Five: This should be a big roleplaying scene for Lord Estival.  He chastises the Guardsmen for their coarse and impolite manners, and asks the characters to help the family to his manor in the city.  There, he provides them food, some money and some contacts in order to get the goods they are seeking very cheaply.  Emphasize Lord Estival’s generosity even in his adversity.
Lord Ludovic Langmuir (USE ONLY IF ESTIVAL IS THE NEW VISCOUNT)

Lord Langmuir has only recently laid claim to his estate. Rapidly approaching 40, Lord Langmuir comes to power by virtue of his decision to imprison his treasonous mother, the de facto ruler of house Langmuir for most of his life. He has found his courage at last and has slipped into the role of an influential noble with ease and strength, along with no small amount of cunning inherited from his mother. He is very much in love with young Elise Brandenburg, despite their differences in ages, and they are planning to be wed. Though the two seem to care for each other it is significant that the merger of the two houses would create a very powerful noble family. 

The Twist: Lord Langmuir is out being fitted for a wedding suit, and is not at home when the characters arrive.  Unfortunately for them, his mother, the “Iron Lady” Godeleva Langmuir is at home, and she insists that the characters wait for his return (which is not for several hours, it turns out).  She is exceedingly spiteful about her son’s failure to earn the position of Viscount, and she clearly despises Lady Elise.  All in all, this should be an uncomfortable visit to a wicked old grandmother’s house. 

In Encounter Five: Lord Langmuir is indignant at the attempt by the guards to extort money from the farmers. Not only will he ensure the farmers allowed to pass unhindered, but he will take the names of the guards and ask the PCs to report them to the captain of the watch. 
Lord DeChutes

Lord DeChutes is the hereditary lord of DeChutes Ford and the lands that encircle it. Lord DeChutes is not one of the major independent lords of Verbobonc, as he is a vassal of Lord Milinous.  Lord DeChutes’ major accomplishment in life was being born into a noble family. DeChutes is overweight and a physical coward. In his youth, he was considered quite handsome and caused considerable scandal with his carousing and bullying nature. DeChutes is skilled in spreading gossip and misinformation and enjoys playing the nobles of the viscounty against each other. He is aware that his holding is small but also that it sits across one of the most important road junctions within the viscounty. He lacks ambition, merely wishing to maintain his position and income. He has ceded the day-to-day operations of the holding to his agent Cyril Holdforth, and Lord DeChutes trusts this shrewd young man implicitly. DeChutes still considers himself witty and a brilliant conversationalist, but his peers are growing tired of his boorish behavior. His relationship with his subjects is nonexistent, as he has no time to consider those he feels are obviously so far beneath him. Although Lord DeChutes was all but run out of Verbobonc when Simon Milinous took over for Ryjenis the Imposter two years ago, in the recent months, due to Lord Milinous’ neglect of his holdings, Lord DeChutes has been given considerable free reign.

The Twist: There is no unusual twist with Lord DeChutes.

In Encounter Five: Lord DeChutes joins in the guardsmen ill treatment of the family, abusing his authority.
Lords Rufus and Burne of Doomwatch Keep

Lord Velysin is the current Lord Mayor of Verbobonc, and he maintains extensive holdings east of Verbobonc City on the Low Road to Dyvers. Lord Velysin upholds a hard line against crime and corruption, and as Lord Mayor he has the full support of the Church of St. Cuthbert and Viscount Langard. Lord Velysin’s ties with the Church of St. Cuthbert

are particularly close, and the Church has exercised substantial political control in Verbobonc in Lord Velysin’s first term as Lord Mayor. Lord Velysin was elected to a second term early in 593 CY, amid an election fraught with intrigue and violence. Lord Velysin’s actions during the explosive

election were above reproach, even when his eldest son Simon was found murdered. Lord Velysin’s next term as Lord Mayor promises to be much like his last: firm o

The fortress of Doomwatch Keep, near the Temple of Elemental Evil, is the home of Lord Burne, a powerful wizard, and Lord Rufus, a skilled fighter. Both are well-respected and powerful adventurers who settled down in this area about fifteen years ago and decided to make it their home. They were granted titles in exchange for a vow to watch over the area around Hommlet and the Temple of Elemental Evil. Burne and Rufus don’t get involved with adventures any more. Adventurers who come to their door asking for help—or worse, demanding help—are sent to Elmo, a local ranger, or to the town militia. The two Lords are rarely involved with politics of Verbobonc, content to keep their careful watch over the Temple of Elemental Evil.

Lord Rufus is forthright but a little crass at times. Lord Burne is a careful thinker and a long-term planner who is sometimes quick to anger. Neither suffers fools.

These two essentially run the town of Hommlet. When the old village elder passed away, leadership unofficially passed to them by default. They rule very casually; without asking about the keep overlooking the town, a visitor could stay in town for days without knowing that Lords Burne and Rufus exist. 

The Twist: Lords Burne and Rufus see little reason to come with the characters, initially referring them to Elmo and asking Elmo to go in their stead as their representative.  If the characters are very insistent (Diplomacy DC 30), then they agree to attend.

In Encounter Five: Lords Burne and Rufus have little patience for the greedy Gentlemen of the Watch and expect the characters to put a stop to the extortion.
Lord Darius Velysin

Lord Velysin is the former Lord Mayor of Verbobonc, and he maintains extensive holdings east of Verbobonc City on the Low Road to Dyvers. Lord Velysin upholds a hard line against crime and corruption, and as Lord Mayor he had the full support of the Church of St. Cuthbert and Viscount Langard. Lord Velysin’s ties with the Church of St. Cuthbert are particularly close, and the church exercised substantial political control in Verbobonc in Lord Velysin’s term as Lord Mayor. Understandably, Lord Velysin is not popular in some circles, particularly those opposed to the Church of St. Cuthbert, and those opposed to harsh laws (such as the Family). Lord Velysin has lost much of his influence in recent years, but he is an incredibly patient man and suspects that his fortunes may soon turn for the better. 

The Twist: Lord Velysin is holding a vigil for the weakened soul of Bishop Haufren when the characters arrive, and he demands their piety for the duration of their visit.

In Encounter Five: Lord Velysin supports the Gentlemen of the Watch unless shown that their actions are unlawful; at that time, he becomes filled with a cold anger and sees to it that the corrupt Gentlemen are dealt with.
part THREE: MEET THE NEW BOSS

This Part should take 20 minutes.

The characters return to Castle Greyfist with their escorted nobles.  The group returns together, and is addressed by Richter Warwick:

My good friends, welcome to the courtyard of Castle Greyfist here in the heart of Verbobonc City and the heart of all of Verbobonc. I trust you were successful with your mission.  Call out on behalf of your noble as I call you: (the players should holler and the judge should stand up, representing the noble).
· Present Lady Elise Brandenburg!

· Present Lord Wellborn Estival OR Lord Ludovic Langmuir (whichever is NOT the Viscount)!

· Present Lord Simon Milinous!

· Present Lord Wendell Rhynehurst!

· Present Lord Kosak Chondell!

· Present Waldgraf Corbin Deleveu!

· Present Lord Alywen Saflynd!

· Present Lord Roland Galans!

· Present Lord Jimm of Tulvar!

· Present Baronet Drenton Vaswell!

· Present Marchioness Mirabella Stefania!

· Present Lord Willem Haxx!

· (If needed, present Lord Darius Velysin, Lord DeChutes, and Lords Burne and Rufus of Doomwatch Keep)

I can see there is some dire news to be had, and we had best get to the bottom of it before long.  But for now, I invite all of you into the castle for the Investiture ceremony. The nobles of our land are never safer than when adventurers are close at hand.
A long investiture ceremony is held for Lord Wellborn Estival OR Lord Ludovic Langmuir (as applicable). The ceremony itself is not something to dwell on, as right after it is the afterparty: a celebration dinner for all of the escorting adventurers is held out in the courtyard of Castle Greyfist while all of the nobles retreat to their manors within the city.

A few local heroic organizations take advantage of the gathering to discuss their aims and petition for further membership. These include:

· A representative of the Wanderers of Coldeven (WoC meta-org certificates to be handed out).

· A fancy party being held at the Black Rose Manor by the Black Rose Adventuring Company (handouts to be available).

After the characters have had a chance to mingle, have the characters re-muster into their tables of six, to represent their seats around the tables at the celebration feast.  Then go on to Part Four.

part FOUR: A HOT TIP ABOUT COLD BLOODED MURDER

This Part should take 20 minutes.

Pull away all Mounted Borderers at this time; the Mounted Borderers are called away for a side mission to be run by one or two of the judges.

The Reformed Anarchist

The characters again split up into their groups.  As they eat and mingle, each table is approached by an anarchist Trithereonite.  This particular Trithereonite is a simple townsperson (such as a baker named Anders Gloen or a cobbler named Torvent Dassert) and also a secret follower of Trithereon.  Feel free to develop the personality of this reformed anarchist as you see fit.

The anarchist explains that the Trithereonites have planned a grand kidnapping plot against all of the nobles of Verbobonc while they are in town.  Because the church of Trithereon is generally divided up into cells, the anarchist does not know anything about the plan except with respect to two of the nobles.

The Interactive Coordinator will tell you who these two nobles are.  If you have not yet heard, then ask at this time.

The anarchist recently learned from his cell leader that the two nobles will be killed, not kidnapped; furthermore, at APL 4 and above, he learned that an agent from within Castle Greyfist named “Masquerade” is behind the change in plans to murder, not kidnap, two of the nobles. The Trithereonite has learned that “Masquerade” will secretly be sending fiends (of what type, he isn’t sure) to ensure that the nobles are slain. 

As might be expected from a Chaotic Good organization, some of the members have had second thoughts about the plan. This anarchist is among them.  This Trithereonite has changed his mind about participating in the plot (as he signed up for kidnapping, but not murder!) and he wants it stopped. He knew about the gathering of heroes at Castle Greyfist and, impersonating a member of the wait staff, he infiltrated the gathering.  

The anarchist knows that there are high-ranking members of the Church of Trithereon everywhere, and he doesn’t know who to trust.  He can’t go to the Gentlemen of the Watch and the Mounted Borderers are nowhere to be found.  He admits he is taking a risk even talking to the characters, but he needs to get help somewhere. The characters are his last and only hope.

The Trithereonite asks the characters to pick a noble, and says he’ll get help from another group regarding defense of the second noble, the one they don’t choose (but he never does, as the fiends find him and kill him first).

The characters have no time to waste, as the attack could be at any minute, and they must head off to the noble’s manor house within Verbobonc City (only a few minutes away).

For DMs Only: The Whole Plan

The reformed Trithereonite only knows part of the plan.  He assumes that two nobles are going to be killed, while the rest will be kidnapped.  However, all of the nobles are marked for execution tonight.  Only those nobles who the characters elect to defend are likely to survive the night.

Each table of PCs at the Interactive is going to get its own reformed Trithereonite begging for help. Unfortunately, the dozen or so Trithereonite dissenters are not in touch with each other; each thinks he is on his own and it is up to him alone to get help. Each of the PC tables is approached by one of these anarchists who has had a change of heart. 

part FIVE: TO THE DEFENSE OF THE NOBLES!

This Part should take 90 minutes. As the DM, you will probably have to keep this moving at a good clip as there is a fair amount of preparation and a large amount of combat to pack in to that time.

This part details the defense of the noble’s manor house from the attacking Trithereonite forces—as well as darker forces bent on murder.

The Setup

The site for this battle is up to the characters.  The noble is in his or her manor house in Verbobonc City.  The noble manor houses in Verbobonc City are generally not large but have spacious, walled courtyards. 

We recommend a setup like that found on Map 3, but this is entirely up to you.  Keep in mind that the more items you add to the map (trees to perch in, walls to climb, fountains, hedges, etc.), the more exciting the battle.  You could also set up the battle within the confines of the manor house itself; a sample house is included on Map 4. This setup gives the enlarged priests a serious disadvantage, however.

You’re In Danger, Mi’lord

The characters arrive at the noble’s house just after dark, and probably wake the noble with the dire news.  The noble has four guardsmen present, all warriors of levels just lower than the APL (that is, the characters are plainly more powerful). 

The noble is glad that the characters have come and listens to what they have to say.  If the characters are offering defense, the noble is willing to take it.

If the characters mention Trithereon, the noble mentions a strange discovery.  Earlier today, the noble found a small necklace that had clearly been dropped on accident by one of the guards (it was behind a bush, or some other innocuous place).  The symbol is a three-armed rune.  A DC 10 check reveals this to be the holy symbol of Trithereon.

If the party points this out, the noble is immediately distrustful of his or her four guardsmen.  It is impossible to tell which guardsman owned the necklace.  All profess innocence, and all appear to be telling the truth (in fact, the necklace was secretly planted by an anarchist of Trithereon earlier to throw suspicion onto the guards).

Unless the characters think of the idea first, the noble comes up with the plan to dismiss the guards for the evening and have the characters guard him or her instead.

If the characters demand payment, the noble agrees to pay any reasonable amount.  Any character playing in this interactive is very likely to get maximum gold for their APL anyway.

The characters are likely to come up with several plans to protect the noble through the night, from protective spells to illusory duplicates.  The only plan the noble will not abide is to leave the manor house. If the noble is dignified (such as Lady Elise, Lord Deleveu or Lord Haxx), the the noble refuses to let “craven anarchists” have their way. If the noble is not dignified (Lord Vaswell, Lord Milinous), then he is too craven to leave the manor, but tries to cover this up with bluster.

The Attackers Arrive

Sometime long after the characters arrive (1d4 hours), the Trithereonite attackers make their move. The attack comes in two waves, as set forth below.

· The first wave is designed to breach the defenses of the manor house.  To that end, the anarchists all have scaling ladders and the Trithereonite priests (who are already buffed and are Large size from their enlarge person spell) cast shatter on any lock on the noble’s gate or door.

· The second wave is designed to get at and kill the noble. The second wave enters the map FOUR rounds after the first wave. Members of the second wave have shards of thinaun, to be used to capture the noble’s soul as he or she is killed, to prevent resurrection.  At high APLs, the second wave consists of demons who teleport directly to the noble and try to kill the noble.

· We have not statted out any of the nobles.  Assume that any noble is an 8th level aristocrat with +7 on any necessary save, an AC of 15, and 45 hit points. Nobles flee to the characters if attacked, and do not fight back.

Development: Don’t Split the Party: characters that split the party to defend both nobles are in for a nasty surprise. The characters are very unlikely save both nobles. Send the smaller group (or, if split evenly, the lowest-level group) to the interactive coordinator for a side defense mission that is quite likely doomed to bring failure to both halves of the table.

Tactics: These forces are trying to kill the noble that the characters are protecting. However, they know that they  are most likely to succeed if the noble’s guardians (that is, the characters) are defeated first.  Therefore, although these foes won’t pass up an easy chance to attack the noble, they likely concentrate their efforts on any characters that are present first.

APL 2:


WAVE 1 (EL 5)

Priest of Trithereon: male and female human cleric 3; hp 39; Appendix 1. 

Lesser Anarchists (4): male and female human warrior 1; hp 19 each; Appendix 1. 


WAVE 2 (EL 6)

Priests of Trithereon (3): male and female human cleric 3; hp 39 each; Appendix 1. 

APL 4


WAVE 1 (EL 7)

Priest of Trithereon (2): male and female human cleric 3; hp 39 each; Appendix 1. 

Lesser Anarchists (8): male and female human warrior 1; hp 19 each; Appendix 1. 


WAVE 2 (EL 8)

Priests of Trithereon (3): male and female human cleric 3; hp 39 each; Appendix 1. 

Babau: hp 66, Monster Manual. While the Priests in this wave make a frontal assault, the babau teleports right in with the noble. This babau wears a thinaun claw-sheath.

APL 6


WAVE 1 (EL 9)

Priests of Trithereon (3): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (2): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 


WAVE 2 (EL 10)

Priests of Trithereon (6): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (2): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 

Babau (2): hp 66 each, Monster Manual. While the Priests and Anarchists in this wave make a frontal assault, the babau teleport right in with the noble. These babau wear thinaun claw-sheaths.

APL 8


WAVE 1 (EL 11)

Priests of Trithereon (6): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (4): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 


WAVE 2 (EL 12)

Babau Rogues (2): babau rogue 4; hp 137 each; Appendix 1. 

APL 10


WAVE 1 (EL 13)

Priests of Trithereon (6): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (4): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 

Roc: hp 207; Monster Manual.  This roc attacks only airborne opponents.

Hound of Trithereon: hp 127; Appendix 1. 


WAVE 2 (EL 14)

Babau Rogues (4): babau rogue 4; hp 137 each; Appendix 1. 

APL 12


WAVE 1 (EL 15)

Priests of Trithereon (6): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (4): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 

Roc: hp 207; Monster Manual.  This roc attacks only airborne opponents.

Greater Hound of Trithereon: hp 285 each; Appendix 1. 


WAVE 2 (EL 15)

Babau Rogues (6): babau rogue 4; hp 137 each; Appendix 1.  Two of these rogues teleport near the characters, in order to distract them, while four teleport in to attack the noble.

APL 14


WAVE 1 (EL 17)

Priests of Trithereon (6): male and female human cleric 3; hp 39 each; Appendix 1. 

Anarchists (4): male and female human swashbuckler 3/rogue 3; hp 51 each; Appendix 1. 

Roc: hp 207; Monster Manual.  This roc attacks only airborne opponents.

Greater Hounds of Trithereon (2): hp 285 each; Appendix 1. 


WAVE 2 (EL 18)

Babau Rogues (4): babau rogue 8; hp 171 each; Appendix 1. 

part six: mourn the lost

This Part should take about 10 minutes.

Result tabulated by the DMs and the organizers. The characters are all brought in together.  An announcement is made about the concerted Trithereonite attack, and that it seemed to be reinforced by demonic agents.  A list of those nobles that were saved is read out.  The list of those nobles that were slain is read out. The Church of Trithereon is declared illegal, and worship of Trithereon or possession of a holy symbol of Trithereon is sedition (13 TU jail and exile). 

The results of the Mounted Borderer side mission are announced.

Everyone gets their ARs and goes home, proud to have saved at least one of the nobles of Verbobonc from extermination!

Each judge should fill out the AR for the players at his or her table.  The Interactive Coordinators should coordinate handing out other certificates, as applicable, as well.

The End

Experience Point Summary

All characters participating in this interactive circle the APL equal to their character level (round down if character level is odd).  Each character earns the maximum amount of XP for the APL played.  A judge should feel free to award less than this amount if the character did not substantially participate in the event.
Treasure Summary

All characters participating in this interactive circle the APL equal to their character level (round down if character level is odd).  Each character earns the maximum amount of gp for the APL played, from his or her share of the treasure gained from the adventure

Items for the Adventure Record

Useful Connections: You have made valuable connections with several other adventurers throughout Verbobonc.  Write the name of one item set from the Magic Item Compendium here: ________________________. At the end of any Verbobonc regional adventure or interactive, including this one, you may purchase one and only one item from this item set.

Influence Point with the Nobles of Verbobonc: Your heroic defense of one of their own did not go unnoticed.  You gain an Influence Point with every surviving noble in Verbobonc.  Write the name of the noble you defended here.  Any infamy or disfavor with this noble is voided and you can never again gain infamy or disfavor with this noble: _________________________

One with the Viscounty: After the harrowing events of these days, your connection with the Viscounty of Verbobonc runs deep.  Choose one of these items you already own, if any: Gnomish Spectacles, Wormslayer, Strength of the Land, Shield of Rockhall, or Ring of Estival.  All upgrades to this item are now at half cost for you.  If upgrades could only be performed after a Verbobonc regional adventure or after playing a certain number of Verbobonc regional adventures, from this AR forward any adventure counts as a Verbobonc adventure for this purpose (only). This does not reduce any prerequisites, such as a minimum base attack bonus or skill rank, needed to upgrade the item.

Item Access

APL 2

· Amulet of fortune prevailing (Freq: Adventure, MIC, 5,000 gp)

· Armband of elusive action (Freq: Adventure, MIC, 800 gp)

· Blessed bandage (Freq: Adventure, MIC, 10 gp)

· Boots of swift passage (Freq: Adventure, MIC, 5,000 gp)

· Cloak of elemental protection (Freq: Adventure, MIC, 1,000 gp)

· Gloves of manual prowess (Freq: Adventure, MIC, 3,000 gp)

· Ring of mystic healing (Freq: Adventure, MIC, 3,500 gp)

· Shirt of the fey (Freq: Adventure, MIC, 15,000 gp)

· Third eye clarity (Freq: Adventure, MIC, 3,000 gp)

· Add warning to any weapon (Freq: Adventure, MIC)

· Add magic-eating to any armor (Freq: Adventure, MIC)

APL 10-14 (as APL 2 plus)
· Belt of battle (Freq: Adventure, MIC, 12,000 gp)

· Pale blue rhomboid ioun stone (Freq: Adventure, DMG, 8,000 gp)

· Ring of freedom of movement (Freq: Adventure, DMG, 40,000 gp)

· Rogue’s vest (Freq: Adventure, MIC, 18,000 gp)

OTHER CERTIFICATES:

In addition, we’d like the following special certificates, only one to be given out to each table:

To the character who provided the most inspiration to his or her comrades:

A Shining Beacon of Hope

You rallied the defense of your team against the assassins sent to eliminate a noble of Verbobonc.  You have learned that hope can light even the darkest of times. You can call forth, as an immediate action one time only, a light from within yourself. This acts as a light spell (caster level equals character level) and, for the duration of the effect, you gain SR equal to your character level +10 against any spell with the shadow descriptor. 

To the most aggressive character:

Overwhelming Aggression

You saved one of the nobles of Verbobonc from assassination by taking the fight to the enemy as much as possible.  You understand that the best defense is a good offense, and the following feat is now Open to you:

Reckless Offense

You can shift your focus from defense to offense.

Prerequisite: Base attack bonus +1.

Benefit: When you use the attack action or full attack action in melee, you can take a penalty of –4 to your Armor Class and add a +2 bonus on your melee attack roll. The bonus on attack rolls and penalty to Armor Class last until the beginning of your next turn. 



To the sneakiest character:

Courage from the Shadows

You fought against the assassins sent to slay a noble of Verbobonc from the shadows and were successful. The noble has made certain contacts available to you, and the following feats are now Open to you:

Cloak Dance

You are skilled at using optical tricks to make yourself seem to be where you are not.

Prerequisites: Hide 10 ranks, Perform (dance) 2 ranks.

Benefit: You can take a move action to obscure your exact position. Until your next turn, you have concealment. Alternatively, you can take a full-round action to entirely obscure your exact position. Until your next action, you have total concealment.

Deadly Precision

You empty your mind of all distracting emotion, becoming an instrument of deadly precision.

Prerequisite: Dex 15, base attack bonus +5.

Benefit: You have deadly accuracy with your sneak attacks. You can reroll any result of 1 on your sneak attack’s extra damage dice. You must keep the result of the reroll, even if it is another 1.

To all other characters at the table:

Stalwart Defender

You showed exceptional bravery in the defense of your noble, and did not give up ground even when hard pressed.  One time only, as a spell-like ability (caster level equals character level), you may activate unyielding roots (Spell Compendium) on yourself. 

Appendix 1:

APL 2

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 3

Male human Bard 2/Marshal 1

N Medium humanoid (human)

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

Minor Aura Master of tactics (+2 bonus to damage while flanking)

Languages Common, Gnome, Halfling 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 18 (3 HD)

Fort +3, Ref +4, Will +4
Speed 30 ft. (6 squares)

Melee masterwork rapier +2[+1 BAB, +0 Str, +1 weapon] (1d6/18-20)

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

Base Atk +1; Grp +1

Atk Options bardic music (countersong, fascinate, inspire courage +1), Combat Expertise

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 2nd):


1st (1/day)—inspirational boost, tasha’s hideous laughter (DC 14)


0 (3/day)—daze (DC 13), detect magic, light, message, prestidigitation
Abilities Str 10, Dex 12, Con 13, Int 14, Wis 8, Cha 15 

SQ bardic knowledge +4

Feats Combat Expertise, Improved Initiative, Spell Focus (enchantment), Skill Focus (Diplomacy) 

Skills total ranks: bard 45, marshal 7 Bluff +8[+6ranks, +2 ability], Concentration +6[+5 ranks, +1 ability], Diplomacy +15[+6 ranks, +2 ability, +4 synergy, +3 feat], Gather Information +7[+5 ranks, +2 ability], Intimidate +8[+4 ranks, +2 ability, +2 synergy], Listen +5[+6 ranks, -1 ability], Perform (sing) +7[+5 ranks, +2 ability], Ride +4[+5 ranks, -1 ability], Spellcraft +7[+5 ranks, +2 ability], Use Magic Device +7[+5 ranks, +2 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Thugs
CR 1

Male human Swashbuckler 1

CN Medium humanoid (human)

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

Languages Common

AC 15, touch 12, flat-footed 13


(+2 Dex, +3 armor)

hp 15 (1 HD)

Fort +4, Ref +2, Will +1
Speed 30 ft. (6 squares)

Melee rapier +4[+1 BAB, +2 Dex, +1 feat] (1d6+1/18-20)

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

Base Atk +1; Grp +2

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

Feats Toughness, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: 16 Bluff +4[+4 ranks, +0 ability], Jump +4[+4 ranks, +1 ability, -1 armor], Sense Motive +5[+4 ranks, +1 ability], Tumble +5[+4 ranks, +2 ability, -1 armor]
Possessions studded leather armor, rapier, dagger, cloak of elemental protection, traveler’s outfit

PART TWO, ENcounter three: if you want it done right

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics), Divine Vigor

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Lesser Anarchists
CR 1/2

Male or female human Warrior 1

CN Medium humanoid (human)

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

Languages Common 

AC 14, touch 11, flat-footed 13


(+1 Dex, +3 armor)

hp 19 (1 HD)

Immune poison, fear

Fort +2, Ref +1, Will +2 
Speed 30 ft. (6 squares)

Melee heavy flail +3 (1d10+1/19-20)

Ranged dagger +3[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4+1/19-20)

Base Atk +1; Grp +2

Combat Gear alchemist’s fire, tanglefoot bag

Pre-Cast Spells heroes’ feast (CL 13th, included in statistics)

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

Feats Iron Will, Toughness 

Skills total ranks: class XX CLimbIntimidate +4, Knowledge (local: VTF) +1 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions studded leather armor, heavy flail, dagger

APL 4

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 5

Male human Bard 2/Marshal 3

N Medium humanoid (human)

Init +5 (+8); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+3 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+3 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 30 (5 HD)

Fort +4, Ref +5, Will +5
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +4[+3 BAB, +1 weapon] (1d6/18-20)

Ranged dagger +4[+3 BAB, +1 Dex] (1d4/19-20)

Base Atk +3; Grp +3

Atk Options bardic music (countersong, fascinate, inspire courage +1), Combat Expertise

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 2nd):


1st (1/day)—inspirational boost, tasha’s hideous laughter (DC 15)


0 (3/day)—daze (DC 14), detect magic, light, message, prestidigitation
Abilities Str 10, Dex 12, Con 13, Int 14, Wis 8, Cha 16 

SQ bardic knowledge +4

Feats Combat Expertise, Improved Initiative, Spell Focus (enchantment), Skill Focus (Diplomacy) 

Skills total ranks: bard 45, marshal 21 Bluff +11[+8 ranks, +3 ability], Concentration +6[+5 ranks, +1 ability], Diplomacy +18[+8 ranks, +3 ability, +4 synergy, +3 feat], Gather Information +8[+5 ranks, +3 ability], Intimidate +13[+8 ranks, +3 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +9[+6 ranks, +3 ability], Ride +7[+8 ranks, -1 ability], Spellcraft +7[+5 ranks, +2 ability], Use Magic Device +7[+5 ranks, +2 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Thugs
CR 2

Male human Swashbuckler 2

CN Medium humanoid (human)

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

Languages Common

AC 15, touch 12, flat-footed 13


(+2 Dex, +3 armor)

hp 23 (2 HD)

Fort +5, Ref +3, Will +1
Speed 30 ft. (6 squares)

Melee rapier +5[+2 BAB, +2 Dex, +1 feat] (1d6+1/18-20)

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

Base Atk +2; Grp +3

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

Feats Toughness, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: 20 Balance +3[+0 ranks, +2 synergy, +2 ability, -1 armor], Bluff +5[+5 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Sense Motive +6[+5 ranks, +1 ability], Tumble +8

[+5 ranks, +2 ability, +2 synergy, -1 armor]
Possessions studded leather armor, rapier, dagger, cloak of elemental protection, traveler’s outfit

PART TWO, ENcounter three: if you want it done right

Vampire Scout 3
CR 5

NE Medium undead (augmented human)

Init +9; Senses darkvision 60 ft.; Listen +19, Spot +19

Languages Common, Flan

AC 24 (25), touch 14 (15), flat-footed 24 (25)


(+4 Dex, +6 natural, +4 armor, +1 skirmish); Dodge; uncanny dodge

hp 26 (3 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +2, Ref +9, Will +5; reroll 1/day

Weakness vampire weaknesses 
Speed 40 ft. (8 squares); spider climb
Melee slam +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+5 plus energy drain)

Ranged mighty composite (Str +5) shortbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +2; Grp +7

Atk Options blood drain, children of the night, dominate (DC 14), skirmish (+1d6/+1 AC)

Combat Gear potion of invisibility

Abilities Str 20, Dex 19, Con —, Int 12, Wis 14, Cha 17

SQ alternate form, battle fortitude +1, create spawn, fast movement +10 ft., gaseous form, skirmish (+1d6/+1 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Combat Reflexes, Dodge, Improved Initiative, Iron Will, Lightning Reflexes, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +5, Bluff +11, Climb +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +18, Jump +17, Knowledge (dungeoneering) +7, Knowledge (nature) +4, Listen +19, Move Silently +18, Search +9, Sense Motive +10, Spot +19, Survival +9 (+11 underground), Tumble +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus masterwork chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, amulet of fortune prevailing, leather cloak

Skirmish (Ex) A vampire scout gains a +1 competence bonus to AC and deals an extra 1d6 damage on all attacks during any round in which he moves at least 10 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics) , freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Lesser Anarchists
CR 1/2

Male or female human Warrior 1

CN Medium humanoid (human)

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

Languages Common 

AC 14, touch 11, flat-footed 13


(+1 Dex, +3 armor)

hp 19 (1 HD)

Immune poison, fear

Fort +2, Ref +1, Will +2 
Speed 30 ft. (6 squares)

Melee heavy flail +3 (1d10+1/19-20)

Ranged dagger +3[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4+1/19-20)

Base Atk +1; Grp +2  (freedom of movement)

Combat Gear alchemist’s fire, tanglefoot bag

Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

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

Feats Iron Will, Toughness 

Skills total ranks: class XX CLimbIntimidate +4, Knowledge (local: VTF) +1 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions studded leather armor, heavy flail, dagger

APL 6

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 7

Male human Bard 4/Marshal 3

N Medium humanoid (human)

Init +5 (+8); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+3 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+3 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 40 (7 HD)

Fort +5, Ref +6, Will +6
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +7[+5 BAB, +1 weapon, +1 feat] (1d6/18-20)

Ranged dagger +6[+5 BAB, +1 Dex] (1d4/19-20)

Base Atk +5; Grp +5

Atk Options bardic music (countersong, fascinate, inspire courage +1, inspire competence), Combat Expertise

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 4th):


2nd (0/day)—harmonize*, hold person (DC 16)


1st (3/day)—comprehend languages, inspirational boost, tasha’s hideous laughter (DC 15)


0 (3/day)—daze (DC 14), detect magic, light, message, prestidigitation

* already cast prior to combat

Abilities Str 10, Dex 12, Con 13, Int 14, Wis 8, Cha 16 

SQ bardic knowledge +6

Feats Combat Expertise, Improved Initiative, Spell Focus (enchantment), Skill Focus (Diplomacy), Weapon Focus (rapier) 

Skills total ranks: bard 63, marshal 21 Bluff +13[+10 ranks, +3 ability], Concentration +10[+9 ranks, +1 ability], Diplomacy +20[+10 ranks, +3 ability, +4 synergy, +3 feat], Gather Information +8[+5 ranks, +3 ability], Intimidate +13[+8 ranks, +3 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +13[+10 ranks, +3 ability], Ride +7[+8 ranks, -1 ability], Spellcraft +11[+9 ranks, +2 ability], Use Magic Device +8[+5 ranks, +3 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Thugs
CR 4

Male human Swashbuckler 3/rogue 1

CN Medium humanoid (human)

Init +3; Senses Listen +5, Spot +5

Languages Common 

AC 16, touch 13, flat-footed 13


(+3 Dex, +3 armor)

hp 37 (4 HD)

Fort +5, Ref +7, Will +4
Speed 30 ft. (6 squares)

Melee rapier +7[+3 BAB, +3 Dex, +1 feat] (1d6+1/18-20)

Ranged dagger +6[+3 BAB, +3 Dex] (1d4+1/19-20) 

Base Atk +3; Grp +4

Attack Options sneak attack +1d6

Combat Gear boots of swift passage
Abilities Str 13, Dex 16, Con 14, Int 8, Wis 12, Cha 10 

SQ trapfinding
Feats Iron Will, Toughness, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 8 Balance +4[+0 ranks, +2 synergy, +3 ability, -1 armor], Bluff +6[+6 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +5[+4 ranks, +1 ability], Sense Motive +7[+6 ranks, +1 ability], Spot +5[+4 ranks, +1 ability], Tumble +11

[+7 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus studded leather armor, rapier, dagger, cloak of elemental protection, traveler’s outfit

PART TWO, ENcounter three: if you want it done right

Vampire Scout 5
CR 7

NE Medium undead (augmented human)

Init +10; Senses darkvision 60 ft.; Listen +21, Spot +21

Languages Common, Flan

AC 25 (26), touch 15 (16), flat-footed 25 (26)


(+5 Dex, +6 natural, +4 armor, +1 skirmish); Dodge, Mobility; uncanny dodge

hp 40 (5 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +2, Ref +11, Will +5; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 40 ft. (8 squares); spider climb
Melee slam +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+5 plus energy drain)

Ranged mighty composite (Str +5) shortbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +3; Grp +8

Atk Options blood drain, children of the night, dominate (DC 15), skirmish (+2d6/+1 AC)

Combat Gear potion of invisibility

Abilities Str 20, Dex 20, Con —, Int 12, Wis 14, Cha 17

SQ alternate form, battle fortitude +1, create spawn, fast movement +10 ft., gaseous form, skirmish (+2d6/+1 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Combat Reflexes, Dodge, Improved Initiative, Iron Will, Lightning Reflexes, Mobility, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +8, Bluff +11, Climb +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +21, Jump +19, Knowledge (dungeoneering) +9, Knowledge (nature) +4, Listen +21, Move Silently +21, Search +9, Sense Motive +10, Spot +21, Survival +11 (+13 underground), Tumble +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus masterwork chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, amulet of fortune prevailing, leather cloak

Skirmish (Ex) A vampire scout gains a +1 competence bonus to AC and deals an extra 2d6 damage on all attacks during any round in which he moves at least 10 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics) , freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Anarchists
CR 6

Male and female human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armor); +1 dodge bonus

hp 51 (6 HD)

Immune poison, fear

Fort +5, Ref +8, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) or tanglefoot bag +9 (entangled)

Base Atk +5; Grp +6 (freedom of movement)

Attack Options sneak attack +2d6
Combat Gear tanglefoot bag, gloves of manual prowess
Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

Abilities Str 13, Dex 16, Con 12, Int 8, Wis 12, Cha 12 

SQ trapfinding, trap sense +1
Feats Blind-Fight, Iron Will, Leadership, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +9[+8 ranks, +0 ability], Diplomacy +5[+0 ranks, +4 synergy, +0 ability], Disable Device +6[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +8[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +12[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, dagger 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

APL 8

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 9

Male human Bard 5/Marshal 4

N Medium humanoid (human)

Init +5 (+9); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+4 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+4 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 60 (9 HD)

Fort +6, Ref +6, Will +7
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +8/+3[+6 BAB, +1 weapon, +1 feat] (1d6/18-20)

Ranged dagger +7[+6 BAB, +1 Dex] (1d4/19-20)

Base Atk +6; Grp +6

Atk Options bardic music (countersong, fascinate, inspire courage +1, inspire competence), Combat Expertise, grant move action 1/day

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 5th):


2nd (1/day)—glitterdust (DC 16), harmonize*, hold person (DC 18)


1st (4/day)—comprehend languages, inspirational boost, tasha’s hideous laughter (DC 17)


0 (3/day)—daze (DC 16), detect magic, light, message, prestidigitation

* already cast prior to combat

Abilities Str 10, Dex 12, Con 14, Int 14, Wis 8, Cha 18 

SQ bardic knowledge +7

Feats Combat Expertise, Greater Spell Focus (enchantment), Improved Initiative, Spell Focus (enchantment), Skill Focus (Diplomacy), Weapon Focus (rapier) 

Skills total ranks: bard 72, marshal 28 Bluff +16[+12 ranks, +4 ability], Concentration +14[+12 ranks, +2 ability], Diplomacy +23[+12 ranks, +4 ability, +4 synergy, +3 feat], Gather Information +9[+5 ranks, +4 ability], Intimidate +17[+11 ranks, +4 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +16[+12 ranks, +4 ability], Ride +9[+10 ranks, -1 ability], Spellcraft +13[+11 ranks, +2 ability], Use Magic Device +9[+5 ranks, +4 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), cloak of charisma +2, spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Grant Move Action (Su) Once per day, as a standard action, a marshal may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. 

Thugs
CR 6

Male human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 16, touch 13, flat-footed 13


(+3 Dex, +3 armor); +1 dodge bonus

hp 49 (6 HD)

Fort +6, Ref +8, Will +5; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +10[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) 

Base Atk +5; Grp +6

Attack Options sneak attack +3d6

Combat Gear boots of swift passage
Abilities Str 13, Dex 16, Con 14, Int 8, Wis 12, Cha 10 

SQ trapfinding, trap sense +1
Feats Daring Outlaw, Iron Will, Toughness, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +8[+8 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +7[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +13

[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus studded leather armor, masterwork rapier, dagger, cloak of elemental protection, traveler’s outfit 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. 

PART TWO, ENcounter three: if you want it done right

Vampire Scout 7
CR 9

NE Medium undead (augmented human)

Init +10; Senses darkvision 60 ft.; Listen +23, Spot +23

Languages Common, Flan

AC 26 (30), touch 15 (19), flat-footed 26 (30)


(+5 Dex, +6 natural, +5 armor, +2 skirmish, +2 improved skirmish); Dodge, Mobility; uncanny dodge

hp 54 (7 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +3, Ref +12, Will +6; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 40 ft. (8 squares); flawless stride; spider climb
Melee slam +11[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+5 plus energy drain)

Ranged mighty composite (Str +5) shortbow +10[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +5; Grp +10

Atk Options blood drain, children of the night, dominate (DC 16), skirmish (+2d6/+2 AC), improved skirmish (+4d6/+3 AC)

Combat Gear potion of invisibility

Abilities Str 20, Dex 20, Con —, Int 12, Wis 14, Cha 17

SQ alternate form, battle fortitude +1, create spawn, fast movement +10 ft., flawless stride, gaseous form, skirmish (+2d6/+2 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Combat Reflexes, Dodge, Improved Initiative, Improved Skirmish, Iron Will, Lightning Reflexes, Mobility, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +10, Bluff +11, Climb +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +23, Jump +21, Knowledge (dungeoneering) +11, Knowledge (nature) +4, Listen +23, Move Silently +23, Search +9, Sense Motive +10, Spot +23, Survival +13 (+15 underground), Tumble +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, amulet of fortune prevailing, leather cloak

Flawless Stride (Ex) A vampire scout can move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.  This ability does not let him move more quickly through terrain that requires a Climb check or a Swim check to navigate, nor can he move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.  A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load. 

Skirmish (Ex) A vampire scout gains a +2 competence bonus to AC and deals an extra 2d6 damage on all attacks during any round in which he moves at least 10 feet.  This increases to a +4 competence bonus to AC and an extra 4d6 damage on all attacks during any round in which he moves at least 20 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics) , freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Anarchists
CR 6

Male and female human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armor); +1 dodge bonus

hp 51 (6 HD)

Immune poison, fear

Fort +5, Ref +8, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) or tanglefoot bag +9 (entangled)

Base Atk +5; Grp +6 (freedom of movement)

Attack Options sneak attack +2d6
Combat Gear tanglefoot bag, gloves of manual prowess
Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

Abilities Str 13, Dex 16, Con 12, Int 8, Wis 12, Cha 12 

SQ trapfinding, trap sense +1
Feats Blind-Fight, Iron Will, Leadership, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +9[+8 ranks, +0 ability], Diplomacy +5[+0 ranks, +4 synergy, +0 ability], Disable Device +6[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +8[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +12[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, dagger 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

Babau Rogue 4
CR 10

CE Medium outsider (chaotic, evil, tanar’ri)

Init +4; Senses darkvision 60 ft.; Listen +20, Spot +16

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 26, touch 14, flat-footed 26


(+4 Dex, +8 natural, +4 armor) uncanny dodge

hp 137 (11 HD); DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 14

Fort +13, Ref +12, Will +8; evasion

Speed 30 ft. (6 squares)

Melee* 2 claws +13 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+10) and bite +10 [+/-X size, +X BAB, +X Str, +X weapon, +X feat](1d6+7)

Base Atk +10; Grp +16

Atk Options aligned strike (chaotic and evil), Cleave, Power Attack, sneak attack +4d6

Special Actions summon tanar’ri

Spell-Like Abilities (CL 7th)

At will—darkness, dispel magic, see invisibility, greater teleport (self plus 50 pounds of objects only)

*4-point Power Attack
Abilities Str 22, Dex 18, Con 24, Int 14, Wis 15, Cha 14

SQ protective slime (DC 20), trapfinding, trap sense +1 

Feats Cleave, Multiattack, Power Attack, Weapon Focus (claw) 

Skills total ranks: class XX CLimbClimb +16[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disable Device +12, Disguise +12, Escape Artist +14, Hide +25, Jump +13, Listen +20, Move Silently +23, Open Lock +14, Search +20, Sleight of Hand +15, Spot +16, Survival +2 (+4 following tracks), Tumble +20, Use Rope +4 (+6 with bindings)

Possessions masterwork chain shirt, gnawed dwarf fingers, thinaun claw-greaves.  
Protective Slime (Su) A slimy red jelly coats a babau rogue’s skin.  Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage.  A magic weapon may attempt a DC 20 Reflex save to avoid taking this damage.  A creature who strikes the babau rogue with an unarmed attack, unarmed strike, touch spell or natural weapon takes this damage as well but can negate the damage with a DC 20 Reflex save.  The DCs are Constitution-based.
Summon Demon (Sp) Once per day, a babau rogue can attempt to summon one normal babau with a 40% chance of success.  This ability is the equivalent of a 3rd-level spell. 
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PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 11

Male human Bard 5/Marshal 4/War Chanter 2

N Medium humanoid (human)

Init +5 (+9); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+4 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+4 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 84 (11 HD)

Fort +9, Ref +6, Will +7
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +10/+5[+8 BAB, +1 weapon, +1 feat] (1d6/18-20)

Ranged dagger +9[+8 BAB, +1 Dex] (1d4/19-20)

Base Atk +8; Grp +8

Atk Options bardic music (countersong, fascinate, inspire courage +1, inspire competence), Combat Expertise, grant move action 1/day, war chanter music (inspire toughness (+4 hit points))

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 5th):


2nd (1/day)—glitterdust (DC 16), harmonize*, hold person (DC 18)


1st (4/day)—comprehend languages, inspirational boost, tasha’s hideous laughter (DC 17)


0 (3/day)—daze (DC 16), detect magic, light, message, prestidigitation

* already cast prior to combat

Abilities Str 10, Dex 12, Con 14, Int 14, Wis 8, Cha 18 

SQ bardic knowledge +7

Feats Combat Expertise, Greater Spell Focus (enchantment), Improved Initiative, Spell Focus (enchantment), Skill Focus (Diplomacy), Weapon Focus (rapier) 

Skills total ranks: bard 72, marshal 28, war chanter 14 Bluff +16[+12 ranks, +4 ability], Concentration +16[+14 ranks, +2 ability], Diplomacy +25[+14 ranks, +4 ability, +4 synergy, +3 feat], Gather Information +14[+10 ranks, +4 ability], Intimidate +20[+14 ranks, +4 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +18[+14 ranks, +4 ability], Ride +9[+10 ranks, -1 ability], Spellcraft +13[+11 ranks, +2 ability], Use Magic Device +9[+5 ranks, +4 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), cloak of charisma +2, spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Grant Move Action (Su) Once per day, as a standard action, a marshal may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. 

Inspire Toughness A war chanter with 9 or more ranks in Perform (sing) or Perform (oratory) can use his song or poetics to impart a kind of berserk resiliency on his allies (including himself). To be affected, an ally must be able to hear the war changer sing (or speak). The effect lasts for as long as the ally hears the war chanter sing and for 5 rounds thereafter. An affected ally receives +2 temporary hit points for every class level of the war chanter.

War Chanter Music War chanter music follows the same rules as bardic music. War chanter levels stack with bard levels for the purpose of determining how often a character can use war chanter music or bardic music. War chanter levels do not stack with bard levels for determining which songs a bard has access to.

Thugs
CR 8

Male human Swashbuckler 3/rogue 5

CN Medium humanoid (human)

Init +3; Senses Listen +12, Spot +12

Languages Common 

AC 16, touch 13, flat-footed 16


(+3 Dex, +3 armor); uncanny dodge, +1 dodge bonus

hp 58 (8 HD)  DR 3/cold iron
Fort +6, Ref +9, Will +5; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11/+6[+6 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+2/18-20)

Ranged dagger +9/+4[+6 BAB, +3 Dex] (1d4+1/19-20) 

Base Atk +6; Grp +8

Attack Options sneak attack +4d6

Combat Gear boots of swift passage
Abilities Str 14, Dex 16, Con 14, Int 8, Wis 12, Cha 10 

SQ trapfinding, trap sense +1, uncanny dodge
Feats Combat Reflexes, Daring Outlaw, Iron Will, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 40 Balance +10[+6 ranks, +2 synergy, +3 ability, -1 armor], Bluff +11[+11 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +8[+5 ranks, +2 ability, +2 synergy, -1 armor], Listen +12[+11 ranks, +1 ability], Search +2[+3 ranks, -1 ability], Sense Motive +7[+6 ranks, +1 ability], Spot +12[+11 ranks, +1 ability], Tumble +15

[+11 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus studded leather armor, masterwork rapier, dagger, shirt of the fey, cloak of elemental protection, traveler’s outfit 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

PART TWO, ENcounter three: if you want it done right

Vampire Scout 9
CR 11

NE Medium undead (augmented human)

Init +12; Senses darkvision 60 ft.; Listen +25, Spot +25

Languages Common, Flan

AC 27 (31), touch 16 (20), flat-footed 27 (31)


(+5 Dex, +6 natural, +5 armor, +1 deflection, +2 skirmish, +2 improved skirmish); Dodge, Mobility; uncanny dodge

hp 68 (9 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +4, Ref +13, Will +7; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 40 ft. (8 squares); flawless stride; spider climb
Melee slam +12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+5 plus energy drain)

Ranged mighty composite (Str +5) shortbow +11[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +6; Grp +11

Atk Options blood drain, children of the night, dominate (DC 18), skirmish (+3d6/+2 AC), improved skirmish (+5d6/+4 AC), Spring Attack

Combat Gear potion of invisibility, belt of battle, amulet of fortune prevailing

Abilities Str 20, Dex 20, Con —, Int 12, Wis 14, Cha 18

SQ alternate form, battle fortitude +1, camouflage, create spawn, fast movement +10 ft., flawless stride, gaseous form, skirmish (+3d6/+2 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Combat Reflexes, Dodge, Improved Initiative, Improved Skirmish, Iron Will, Lightning Reflexes, Mobility, Spring Attack, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +12, Bluff +11, Climb +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +25, Jump +23, Knowledge (dungeoneering) +13, Knowledge (nature) +4, Listen +25, Move Silently +25, Search +9, Sense Motive +10, Spot +25, Survival +15 (+17 underground), Tumble +19[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, ring of protection +1, leather cloak

Camouflage (Ex) A vampire scout can use the Hide skill in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment. A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Flawless Stride (Ex) A vampire scout can move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.  This ability does not let him move more quickly through terrain that requires a Climb check or a Swim check to navigate, nor can he move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.  A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load. 

Skirmish (Ex) A vampire scout gains a +2 competence bonus to AC and deals an extra 3d6 damage on all attacks during any round in which he moves at least 10 feet.  This increases to a +4 competence bonus to AC and an extra 5d6 damage on all attacks during any round in which he moves at least 20 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics) , freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Anarchists
CR 6

Male and female human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armor); +1 dodge bonus

hp 51 (6 HD)

Immune poison, fear

Fort +5, Ref +8, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) or tanglefoot bag +9 (entangled)

Base Atk +5; Grp +6 (freedom of movement)

Attack Options sneak attack +2d6
Combat Gear tanglefoot bag, gloves of manual prowess
Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

Abilities Str 13, Dex 16, Con 12, Int 8, Wis 12, Cha 12 

SQ trapfinding, trap sense +1
Feats Blind-Fight, Iron Will, Leadership, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +9[+8 ranks, +0 ability], Diplomacy +5[+0 ranks, +4 synergy, +0 ability], Disable Device +6[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +8[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +12[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, dagger 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

Hound of Trithereon
CR 10

CN Large magical beast

Init +1; Senses darkvision 60 ft., low-light vision, scent; Listen +8, Spot +8

Languages —

AC 27, touch 10, flat-footed 26


(-1 size, +1 Dex, +17 natural)

hp 127 (15 HD); fast healing 10  DR 5/-

SR 21 

Fort +12, Ref +10, Will +7

Speed 50 ft. (10 squares)

Melee bite +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+8) and 2 claws +17 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+4)

Base Atk +15; Grp +27 (freedom of movement)

Space 10 ft.; Reach 5 ft.

Atk Options Power Attack, trample 2d6+12 (Reflex DC 25 half), vorpal bite

Pre-Cast Spells freedom of movement (CL 13th, included in statistics)

Abilities Str 27, Dex 13, Con 17, Int 2, Wis 14, Cha 9

Feats Alertness, Awesome Blow, Diehard, Endurance, Improved Bull Rush, Power Attack 

Skills total ranks: class XX CLimbListen +8, Spot +8, Survival +8 
Vorpal Bite (Ex): On a successful critical hit against a creature of up to one size category larger than itself, the Hound's bite attack severs the opponents head (if it has one) from its body. Though some creatures, such as golems and undead other than vampires, are not affected by the loss of their heads, most creatures die when their heads are cut off.

Babau Rogue 4
CR 10

CE Medium outsider (chaotic, evil, tanar’ri)

Init +4; Senses darkvision 60 ft.; Listen +20, Spot +16

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 26, touch 14, flat-footed 26


(+4 Dex, +8 natural, +4 armor) uncanny dodge

hp 137 (11 HD); DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 14

Fort +13, Ref +12, Will +8; evasion

Speed 30 ft. (6 squares)

Melee* 2 claws +13 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+10) and bite +10 [+/-X size, +X BAB, +X Str, +X weapon, +X feat](1d6+7)

Base Atk +10; Grp +16

Atk Options aligned strike (chaotic and evil), Cleave, Power Attack, sneak attack +4d6

Special Actions summon tanar’ri

Spell-Like Abilities (CL 7th)

At will—darkness, dispel magic, see invisibility, greater teleport (self plus 50 pounds of objects only)

*4-point Power Attack
Abilities Str 22, Dex 18, Con 24, Int 14, Wis 15, Cha 14

SQ protective slime (DC 20), trapfinding, trap sense +1 

Feats Cleave, Multiattack, Power Attack, Weapon Focus (claw) 

Skills total ranks: class XX CLimbClimb +16[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disable Device +12, Disguise +12, Escape Artist +14, Hide +25, Jump +13, Listen +20, Move Silently +23, Open Lock +14, Search +20, Sleight of Hand +15, Spot +16, Survival +2 (+4 following tracks), Tumble +20, Use Rope +4 (+6 with bindings)

Possessions masterwork chain shirt, gnawed dwarf fingers, thinaun claw-greaves. 

Protective Slime (Su) A slimy red jelly coats a babau rogue’s skin.  Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage.  A magic weapon may attempt a DC 20 Reflex save to avoid taking this damage.  A creature who strikes the babau rogue with an unarmed attack, unarmed strike, touch spell or natural weapon takes this damage as well but can negate the damage with a DC 20 Reflex save.  The DCs are Constitution-based.
Summon Demon (Sp) Once per day, a babau rogue can attempt to summon one normal babau with a 40% chance of success.  This ability is the equivalent of a 3rd-level spell. 




APL 12

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 12

Male human Bard 5/Marshal 4/War Chanter 3

N Medium humanoid (human)

Init +5 (+9); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+4 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+4 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling 

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 91 (12 HD)

Fort +9, Ref +7, Will +8
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +11/+6[+9 BAB, +1 weapon, +1 feat] (1d6/18-20)

Ranged dagger +10[+9 BAB, +1 Dex] (1d4/19-20)

Base Atk +9; Grp +9

Atk Options bardic music (countersong, fascinate, inspire courage +2, inspire competence), Combat Expertise, grant move action 1/day, war chanter music (inspire recklessness, inspire toughness (+6 hit points))

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 9th):


2nd (1/day)—glitterdust (DC 16), harmonize*, hold person (DC 18)


1st (4/day)—comprehend languages, inspirational boost, tasha’s hideous laughter (DC 17)


0 (3/day)—daze (DC 16), detect magic, light, message, prestidigitation

* already cast prior to combat

Abilities Str 10, Dex 12, Con 14, Int 14, Wis 8, Cha 19 

SQ bardic knowledge +7

Feats Combat Expertise, Greater Spell Focus (enchantment), Improved Initiative, Practiced Spellcaster, Spell Focus (enchantment), Skill Focus (Diplomacy), Weapon Focus (rapier) 

Skills total ranks: bard 72, marshal 28, war chanter 21 Bluff +16[+12 ranks, +4 ability], Concentration +17[+15 ranks, +2 ability], Diplomacy +26[+15 ranks, +4 ability, +4 synergy, +3 feat], Gather Information +14[+10 ranks, +4 ability], Intimidate +21[+15 ranks, +4 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +19[+15 ranks, +4 ability], Ride +12[+13 ranks, -1 ability], Spellcraft +13[+11 ranks, +2 ability], Use Magic Device +9[+5 ranks, +4 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), cloak of charisma +2, spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Grant Move Action (Su) Once per day, as a standard action, a marshal may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. 

Inspire Recklessness (Su) A war chanter with 12 or more ranks in any Perform skill can use his song or poetics to inspire an often dangerous, but very effective, ferocity in one of her allies within 60 feet (or in himself). The effect lasts for as long as the ally hears the war chanter sing and for 5 rounds thereafter. An affected ally (or the war chanter himself) is inspired to recklessness, gaining the ability to decrease his Armor Class by a number less than or equal to his base attack bonus and add the same number to his melee attack rolls as a morale bonus.


On his action, before making any attack rolls in a round, the affected character must choose to subtract a number from his Armor Class and add the same number to all melee attack rolls (this number may be 0). The penalty to Armor Class and the bonus on attack rolls apply until the character’s next action.

Inspire Toughness A war chanter with 9 or more ranks in Perform (sing) or Perform (oratory) can use his song or poetics to impart a kind of berserk resiliency on his allies (including himself). To be affected, an ally must be able to hear the war changer sing (or speak). The effect lasts for as long as the ally hears the war chanter sing and for 5 rounds thereafter. An affected ally receives +2 temporary hit points for every class level of the war chanter.

War Chanter Music War chanter music follows the same rules as bardic music. War chanter levels stack with bard levels for the purpose of determining how often a character can use war chanter music or bardic music. War chanter levels do not stack with bard levels for determining which songs a bard has access to.

Thugs
CR 11

Male human Swashbuckler 3/rogue 8

CN Medium humanoid (human)

Init +3; Senses Listen +15, Spot +15

Languages Common 

AC 16, touch 13, flat-footed 16


(+3 Dex, +3 armor); improved uncanny dodge, +2 dodge bonus

hp 76 (11 HD)  DR 3/cold iron
Fort +7, Ref +11, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +14/+9[+9 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+2/18-20)

Ranged dagger +12/+7[+9 BAB, +3 Dex] (1d4+1/19-20) 

Base Atk +9; Grp +11

Attack Options sneak attack +6d6

Combat Gear boots of swift passage
Abilities Str 14, Dex 16, Con 14, Int 8, Wis 12, Cha 10 

SQ improved uncanny dodge, trapfinding, trap sense +2
Feats Combat Reflexes, Daring Outlaw, Iron Will, Power Attack, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 64 Balance +11[+7 ranks, +2 synergy, +3 ability, -1 armor], Bluff +14[+14 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +8[+5 ranks, +2 ability, +2 synergy, -1 armor], Listen +15[+14 ranks, +1 ability], Search +13[+14 ranks, -1 ability], Sense Motive +7[+6 ranks, +1 ability], Spot +15[+14 ranks, +1 ability], Tumble +18

[+14 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus studded leather armor, masterwork rapier, dagger, shirt of the fey, cloak of elemental protection, traveler’s outfit 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +2 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load. 

PART TWO, ENcounter three: if you want it done right

Vampire Scout 11
CR 13

NE Medium undead (augmented human)

Init +14; Senses darkvision 60 ft.; Listen +27, Spot +27; blindsense 30 ft.

Languages Common, Flan

AC 28 (33), touch 17 (22), flat-footed 28 (33)


(+6 Dex, +6 natural, +5 armor, +1 deflection, +3 skirmish, +2 improved skirmish); Dodge, Mobility; uncanny dodge

hp 82 (11 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +5, Ref +17, Will +7; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 50 ft. (8 squares); flawless stride; spider climb
Melee slam +14/+9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+5 plus energy drain)

Ranged mighty composite (Str +5) shortbow +14[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +8; Grp +13

Atk Options blood drain, children of the night, dominate (DC 19), skirmish (+4d6/+3 AC), improved skirmish (+6d6/+5 AC), Spring Attack

Combat Gear potion of invisibility, belt of battle, amulet of fortune prevailing

Abilities Str 20, Dex 22, Con —, Int 12, Wis 14, Cha 18

SQ alternate form, battle fortitude +2, blindsense 30 ft., camouflage, create spawn, fast movement +20 ft., flawless stride, gaseous form, skirmish (+3d6/+3 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Combat Reflexes, Dodge, Improved Initiative, Improved Skirmish, Iron Will, Lightning Reflexes, Mobility, Spring Attack, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +15, Bluff +11, Climb +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +30, Jump +25, Knowledge (dungeoneering) +15, Knowledge (nature) +4, Listen +27, Move Silently +30, Search +9, Sense Motive +10, Spot +27, Survival +17 (+19 underground), Tumble +22[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus masterwork chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, gloves of dexterity +2, ring of protection +1, rogue’s vest, leather cloak

Camouflage (Ex) A vampire scout can use the Hide skill in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment. A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Flawless Stride (Ex) A vampire scout can move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.  This ability does not let him move more quickly through terrain that requires a Climb check or a Swim check to navigate, nor can he move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.  A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load. 

Skirmish (Ex) A vampire scout gains a +3 competence bonus to AC and deals an extra 4d6 damage on all attacks during any round in which he moves at least 10 feet.  This increases to a +5 competence bonus to AC and an extra 6d6 damage on all attacks during any round in which he moves at least 20 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing
Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics) , freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Anarchists
CR 6

Male and female human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armor); +1 dodge bonus

hp 51 (6 HD)

Immune poison, fear

Fort +5, Ref +8, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) or tanglefoot bag +9 (entangled)

Base Atk +5; Grp +6 (freedom of movement)

Attack Options sneak attack +2d6
Combat Gear tanglefoot bag, gloves of manual prowess
Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

Abilities Str 13, Dex 16, Con 12, Int 8, Wis 12, Cha 12 

SQ trapfinding, trap sense +1
Feats Blind-Fight, Iron Will, Leadership, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +9[+8 ranks, +0 ability], Diplomacy +5[+0 ranks, +4 synergy, +0 ability], Disable Device +6[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +8[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +12[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, dagger 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

Greater Hound of Trithereon
CR 15

CN Large magical beast

Init +2; Senses darkvision 60 ft., low-light vision, scent; Listen +15, Spot +15

Languages —

AC 28, touch 11, flat-footed 26


(-1 size, +2 Dex, +17 natural)

hp 285 (30 HD); fast healing 10  DR 5/-

SR 21 

Fort +21, Ref +19, Will +12

Speed 50 ft. (10 squares)

Melee* bite +27[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+21/19-20) and 2 claws +24 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+16)

Space 10 ft.; Reach 5 ft.

Base Atk +30; Grp +43 (freedom of movement)

Atk Options Power Attack, trample 2d6+12 (Reflex DC 34 half), vorpal bite

Pre-Cast Spells freedom of movement (CL 13th, included in statistics)

*12-point Power Attack
Abilities Str 28, Dex 14, Con 18, Int 2, Wis 14, Cha 10

Feats Alertness, Awesome Blow, Diehard, Endurance, Improved Bull Rush, Improved Critical (bite), Improved Natural Attack (bite), Multiattack, Power Attack, Weapon Focus (bite) 

Skills total ranks: class XX CLimbListen +15, Spot +15, Survival +9 
Vorpal Bite (Ex): On a successful critical hit against a creature of up to one size category larger than itself, the Hound's bite attack severs the opponents head (if it has one) from its body. Though some creatures, such as golems and undead other than vampires, are not affected by the loss of their heads, most creatures die when their heads are cut off.

Babau Rogue 4
CR 10

CE Medium outsider (chaotic, evil, tanar’ri)

Init +4; Senses darkvision 60 ft.; Listen +20, Spot +16

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 26, touch 14, flat-footed 26


(+4 Dex, +8 natural, +4 armor) uncanny dodge

hp 137 (11 HD); DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 14

Fort +13, Ref +12, Will +8; evasion

Speed 30 ft. (6 squares)

Melee* 2 claws +13 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+10) and bite +10 [+/-X size, +X BAB, +X Str, +X weapon, +X feat](1d6+7)

Base Atk +10; Grp +16

Atk Options aligned strike (chaotic and evil), Cleave, Power Attack, sneak attack +4d6

Special Actions summon tanar’ri

Spell-Like Abilities (CL 7th)

At will—darkness, dispel magic, see invisibility, greater teleport (self plus 50 pounds of objects only)

*4-point Power Attack
Abilities Str 22, Dex 18, Con 24, Int 14, Wis 15, Cha 14

SQ protective slime (DC 20), trapfinding, trap sense +1 

Feats Cleave, Multiattack, Power Attack, Weapon Focus (claw) 

Skills total ranks: class XX CLimbClimb +16[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disable Device +12, Disguise +12, Escape Artist +14, Hide +25, Jump +13, Listen +20, Move Silently +23, Open Lock +14, Search +20, Sleight of Hand +15, Spot +16, Survival +2 (+4 following tracks), Tumble +20, Use Rope +4 (+6 with bindings)

Possessions masterwork chain shirt, gnawed dwarf fingers, thinaun claw-greaves. 

Protective Slime (Su) A slimy red jelly coats a babau rogue’s skin.  Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage.  A magic weapon may attempt a DC 20 Reflex save to avoid taking this damage.  A creature who strikes the babau rogue with an unarmed attack, unarmed strike, touch spell or natural weapon takes this damage as well but can negate the damage with a DC 20 Reflex save.  The DCs are Constitution-based.
Summon Demon (Sp) Once per day, a babau rogue can attempt to summon one normal babau with a 40% chance of success.  This ability is the equivalent of a 3rd-level spell. 

APL 14

PART TWO, ENCounter TWO: A RUN-IN WITH THE LAW

Sir Drofel Wynn
CR 12

Male human Bard 5/Marshal 4/War Chanter 3

N Medium humanoid (human)

Init +5 (+9); Senses Listen +7, Spot -1

Minor Aura Motivate dexterity (+4 bonus on Dexterity checks, Dexterity-based skill checks, and initiative checks), master of tactics (+4 bonus to damage while flanking)

Major Aura Motivate urgency (+5 ft. bonus to speed)

Languages Common, Gnome, Halfling 

AC 17, touch 13, flat-footed 16


(+1 Dex, +4 armor, +2 deflection)

hp 91 (12 HD)

Fort +11, Ref +9, Will +10
Speed 30 ft. (6 squares) or 35 ft. (7 squares) with aura

Melee masterwork rapier +11/+6[+9 BAB, +1 weapon, +1 feat] (1d6/18-20)

Ranged dagger +10[+9 BAB, +1 Dex] (1d4/19-20)

Base Atk +9; Grp +9

Atk Options bardic music (countersong, fascinate, inspire courage +2, inspire competence), Combat Expertise, grant move action 1/day, war chanter music (inspire recklessness, inspire toughness (+6 hit points))

Combat Gear potion of cure light wounds, tanglefoot bag

Bard Spells Known (CL 9th):


2nd (1/day)—glitterdust (DC 16), harmonize*, hold person (DC 18)


1st (4/day)—comprehend languages, inspirational boost, tasha’s hideous laughter (DC 17)


0 (3/day)—daze (DC 16), detect magic, light, message, prestidigitation

* already cast prior to combat

Abilities Str 10, Dex 12, Con 14, Int 14, Wis 8, Cha 19 

SQ bardic knowledge +7

Feats Combat Expertise, Greater Spell Focus (enchantment), Improved Initiative, Practiced Spellcaster, Spell Focus (enchantment), Skill Focus (Diplomacy), Weapon Focus (rapier) 

Skills total ranks: bard 72, marshal 28, war chanter 21 Bluff +16[+12 ranks, +4 ability], Concentration +17[+15 ranks, +2 ability], Diplomacy +26[+15 ranks, +4 ability, +4 synergy, +3 feat], Gather Information +14[+10 ranks, +4 ability], Intimidate +21[+15 ranks, +4 ability, +2 synergy], Listen +7[+8 ranks, -1 ability], Perform (sing) +19[+15 ranks, +4 ability], Ride +12[+13 ranks, -1 ability], Spellcraft +13[+11 ranks, +2 ability], Use Magic Device +9[+5 ranks, +4 ability]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, daggers (2), cloak of charisma +2, ring of protection +2, vest of resistance +2, spell component pouch, traveler’s outfit 

Auras (Ex) A marshal may project one minor aura and one major aura at a time. Projecting an aura is a swift action. The aura remains in effect until the marshal uses a free action to dismiss it or activates another aura of the same kind (major or minor). A marshal can have an aura in effect continually; thus, an aura can be in effect at the start of a combat encounter even before the marshal takes his first turn.


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


Unless otherwise noted, a marshal’s aura affects all allies within 60 feet (including himself) who can hear the marshal. An ally must have an Intelligence score of 3 or higher and be able to understand the marshal’s language in order to gain the bonus. A marshal’s aura is dismissed if he is dazed, unconscious, stunned, paralyzed, or otherwise unable to be heard or understood by his allies.


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

Grant Move Action (Su) Once per day, as a standard action, a marshal may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. 

Inspire Recklessness (Su) A war chanter with 12 or more ranks in any Perform skill can use his song or poetics to inspire an often dangerous, but very effective, ferocity in one of her allies within 60 feet (or in himself). The effect lasts for as long as the ally hears the war chanter sing and for 5 rounds thereafter. An affected ally (or the war chanter himself) is inspired to recklessness, gaining the ability to decrease his Armor Class by a number less than or equal to his base attack bonus and add the same number to his melee attack rolls as a morale bonus.


On his action, before making any attack rolls in a round, the affected character must choose to subtract a number from his Armor Class and add the same number to all melee attack rolls (this number may be 0). The penalty to Armor Class and the bonus on attack rolls apply until the character’s next action.

Inspire Toughness A war chanter with 9 or more ranks in Perform (sing) or Perform (oratory) can use his song or poetics to impart a kind of berserk resiliency on his allies (including himself). To be affected, an ally must be able to hear the war changer sing (or speak). The effect lasts for as long as the ally hears the war chanter sing and for 5 rounds thereafter. An affected ally receives +2 temporary hit points for every class level of the war chanter.

War Chanter Music War chanter music follows the same rules as bardic music. War chanter levels stack with bard levels for the purpose of determining how often a character can use war chanter music or bardic music. War chanter levels do not stack with bard levels for determining which songs a bard has access to.

Thugs
CR 11

Male human Swashbuckler 3/rogue 8

CN Medium humanoid (human)

Init +3; Senses Listen +15, Spot +15

Languages Common 

AC 18, touch 15, flat-footed 18


(+3 Dex, +3 armor, +2 deflection); improved uncanny dodge, +2 dodge bonus

hp 76 (11 HD)

Fort +11, Ref +15, Will +10; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +16/+11[+9 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+4/18-20)

Ranged dagger +14/+9[+9 BAB, +3 Dex] (1d4+3/19-20) 

Base Atk +9; Grp +11 (freedom of movement)

Attack Options sneak attack +6d6

Combat Gear boots of swift passage
Abilities Str 14, Dex 16, Con 14, Int 8, Wis 12, Cha 10 (+2 morale bonus on all ability checks)

SQ improved uncanny dodge, trapfinding, trap sense +2
Feats Combat Reflexes, Daring Outlaw, Iron Will, Power Attack, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 64 Balance +11[+7 ranks, +2 synergy, +3 ability, -1 armor], Bluff +14[+14 ranks, +0 ability], Diplomacy +4[+0 ranks, +4 synergy, +0 ability], Intimidate +2[+0 ranks, +2 synergy, +0 ability], Jump +8[+5 ranks, +2 ability, +2 synergy, -1 armor], Listen +15[+14 ranks, +1 ability], Search +13[+14 ranks, -1 ability], Sense Motive +7[+6 ranks, +1 ability], Spot +15[+14 ranks, +1 ability], Tumble +18

[+14 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus studded leather armor, masterwork rapier, dagger, ring of protection +2, vest of resistance +2, cloak of elemental protection, traveler’s outfit 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +2 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load. 

Elbert the Sly
CR 14

CN Medium humanoid (human) Bard 14

Init +8; Senses Listen +19, Spot +2, see invisibility
Languages Common, Dwarven, Elven, Giant, Gnome, Halfling

AC 23, touch 17, flat-footed 19


(+4 Dex, +6 armor, +3 deflection)

hp 86 (14 HD)

Fort +15, Ref +21, Will +18

Immune fear 
Speed 30 ft. (6 squares)

Melee masterwork rapier +15/+10 [+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+2/18-20)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +10 (freedom of movement)

Bard Spells Known (CL 14th; +14 melee touch, +18 ranged touch):


5th (1/day)—greater dispel magic, greater heroism, song of discord (DC 20)


4th (1/day)—cure critical wounds, dimension door, freedom of movement, modify memory (DC 19) 


3rd (2/day)—gaseous form, glibness, good hope, see invisibility 


2nd (4/day)—detect thoughts, glitterdust (DC 17), silence, tongues 


1st (5/day)—cure light wounds, feather fall, inspirational boost, Tasha’s hideous laughter (DC 16)


0 (4/day)—daze (DC 15), detect magic, know direction, mage hand, message, prestidigitation
Pre-cast Spells: greater heroism (CL 14, factored into these stats), good hope (CL 14, factored into these stats), see invisibility (CL 14) 

Abilities Str 10, Dex 18, Con 12, Int 20, Wis 14, Cha 20 (+2 morale bonus on all ability checks)
SQ bardic knowledge +19, bardic music 14/day (inspire courage +3, countersong, fascinate, inspire competence, suggestion, inspire greatness, song of freedom)

Feats Combat Expertise, Craft Wondrous Items, Forge Ring, Great Fortitude, Improved Initiative, Skill Focus (Concentration)

Skills Blufftotal ranks: class XX CLimbBLuffBlu +26[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +25, Diplomacy +32, Escape Artist +25, Gather Information +28, Knowledge (local) +26, Knowledge (nobility and royalty) +26, Listen +23, Perform (chant) +26, Sleight of Hand +27, Spellcraft +26[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +2 mithral chain shirt, masterwork rapier, ring of protection +3, ring of freedom of movement, vest of resistance +4, headband of intellect +2, amulet of health +2, cloak of charisma +6.

PART TWO, ENcounter three: if you want it done right

Greater Vampire Scout 15
CR 17

NE Medium undead (augmented human)

Init +15; Senses darkvision 60 ft.; Listen +31, Spot +31; blindsense 30 ft.

Languages Common, Flan

AC 33 (39), touch 21 (27), flat-footed 33 (39)


(+7 Dex, +6 natural, +6 armor, +2 Cumbrous Dodge, +2 deflection, +4 skirmish, +2 improved skirmish); Dodge, Mobility , Elusive Target; uncanny dodge

hp 110 (15 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +7, Ref +20, Will +9; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 50 ft. (8 squares); flawless stride; spider climb
Melee slam +18/+13/+8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+6 plus energy drain)

Ranged mighty composite (Str +5) shortbow +18[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +11; Grp +17

Atk Options blood drain, children of the night, dominate (DC 21), hide in plain sight; skirmish (+5d6/+4 AC), improved skirmish (+7d6/+6 AC), Spring Attack

Combat Gear potion of invisibility, belt of battle, amulet of fortune prevailing

Abilities Str 22, Dex 25, Con —, Int 12, Wis 14, Cha 18

SQ alternate form, battle fortitude +2, blindsense 30 ft., camouflage, create spawn, fast movement +20 ft., flawless stride, gaseous form, hide in plain sight, skirmish (+4d6/+4 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Blind-Fight, Combat Reflexes, Cumbrous Dodge, Dodge, Elusive Target, Improved Initiative, Improved Skirmish, Iron Will, Lightning Reflexes, Mobility, Spring Attack, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +20, Bluff +11, Climb +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +35, Jump +30, Knowledge (dungeoneering) +19, Knowledge (nature) +4, Listen +31, Move Silently +35, Search +9, Sense Motive +10, Spot +31, Survival +21 (+23 underground), Tumble +27[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +2 chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, pale blue rhomboid ioun stone, gloves of dexterity +4, ring of protection +2, rogue’s vest, leather cloak

Camouflage (Ex) A vampire scout can use the Hide skill in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment. A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Flawless Stride (Ex) A vampire scout can move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.  This ability does not let him move more quickly through terrain that requires a Climb check or a Swim check to navigate, nor can he move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.  A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load. 

Skirmish (Ex) A vampire scout gains a +4 competence bonus to AC and deals an extra 5d6 damage on all attacks during any round in which he moves at least 10 feet.  This increases to a +6 competence bonus to AC and an extra 7d6 damage on all attacks during any round in which he moves at least 20 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Lesser Vampire Scout 13
CR 15

NE Medium undead (augmented human)

Init +14; Senses darkvision 60 ft.; Listen +29, Spot +29; blindsense 30 ft.

Languages Common, Flan

AC 28 (33), touch 17 (22), flat-footed 28 (33)


(+6 Dex, +6 natural, +5 armor, +1 deflection, +3 skirmish, +2 improved skirmish); Dodge, Mobility, Elusive Target; uncanny dodge

hp 96 (13 HD); fast healing 5; DR 10/silver and magic

Resist cold 10, electricity 10; turn resistance +4
Fort +6, Ref +18, Will +8; evasion; reroll 1/day

Weakness vampire weaknesses 
Speed 50 ft. (8 squares); flawless stride; spider climb
Melee slam +16/+11[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+6 plus energy drain)

Ranged mighty composite (Str +5) shortbow +15[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5/x3)

Base Atk +9; Grp +15

Atk Options blood drain, children of the night, dominate (DC 20), skirmish (+5d6/+3 AC), improved skirmish (+7d6/+5 AC), Spring Attack

Combat Gear potion of invisibility, belt of battle, amulet of fortune prevailing

Abilities Str 22, Dex 23, Con —, Int 12, Wis 14, Cha 18

SQ alternate form, battle fortitude +2, blindsense 30 ft., camouflage, create spawn, fast movement +20 ft., flawless stride, gaseous form, skirmish (+4d6/+3 AC), trackless step, trapfinding, uncanny dodge, undead immunities
Feats Alertness, Blind-Fight, Combat Reflexes, Dodge, Elusive Target, Improved Initiative, Improved Skirmish, Iron Will, Lightning Reflexes, Mobility, Spring Attack, Track, Weapon Focus (slam) 

Skills total ranks: class XX CLimbBalance +17, Bluff +11, Climb +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +32, Jump +28, Knowledge (dungeoneering) +17, Knowledge (nature) +4, Listen +29, Move Silently +32, Search +9, Sense Motive +10, Spot +29, Survival +19 (+21 underground), Tumble +24[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 chain shirt, mighty composite (Str +5) shortbow with 20 arrows and 20 silver arrows, pale blue rhomboid ioun stone, gloves of dexterity +2, ring of protection +1, rogue’s vest, leather cloak

Camouflage (Ex) A vampire scout can use the Hide skill in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment. A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Flawless Stride (Ex) A vampire scout can move through any sort of terrain that slows movement (such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.  This ability does not let him move more quickly through terrain that requires a Climb check or a Swim check to navigate, nor can he move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.  A vampire scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load. 

Skirmish (Ex) A vampire scout gains a +3 competence bonus to AC and deals an extra 5d6 damage on all attacks during any round in which he moves at least 10 feet.  This increases to a +5 competence bonus to AC and an extra 7d6 damage on all attacks during any round in which he moves at least 20 feet.  The extra damage applies only to attacks taken during his turn.  This damage also applies to ranged attacks against targets up to 30 feet away.  Creatures without discernable anatomies and creatures immune to extra damage from critical hits are immune to this additional damage.  A vampire scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex) A vampire scout leaves no trail in natural surroundings and cannot be tracked.

Uncanny Dodge (Ex) A vampire scout retains his Dexterity bonus to AC when flat-footed or targeted by an unseen foe (he still loses his Dexterity bonus if paralyzed or otherwise immobile).

Minion
CR 1

Male human warrior 2

LE Medium humanoid (human)

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

Languages Common

AC 16, touch 10, flat-footed 16


(+5 armor, +1 shield)

hp 14 (2 HD)

Fort +4, Ref +0, Will -1

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee longsword +3 (1d8+1/19-20)

Ranged club +2 (1d6+1) or tanglefoot bag +2 (entangled)

Base Atk +2; Grp +3

Combat Gear tanglefoot bag

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

Feats Alertness, Toughness

Skills Handle Animal +4, Intimidate +4, Listen +1, Spot +1, Swim +0

Possessions combat gear plus chainmail, light wooden shield, club, longsword, signal whistle

PART FIVE: TO THE DEFENSE OF THE NOBLES!

Priest of Trithereon
CR 3

Male or female human cleric 3

CN Medium humanoid (human)

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

Languages Common 

AC 16, touch 10, flat-footed 16


(-2 Dex, +4 armor, +2 shield, +2 deflection); ignore attack of opportunity 1/day

hp 39 (3 HD)

Immune poison, fear

Fort +4, Ref -1, Will +6 

Speed 40 ft. (8 squares)

Melee unarmed +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 nonlethal) or shortspear +6 (1d8+3)

Ranged shortspear +2 [+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3)

Base Atk +2; Grp +5 (freedom of movement)

Space 10 ft.; Reach 10 ft.
Atk Options feat of strength 1/day (+3 to Str for 1 round), turn undead 3/day

Combat Gear ring of mystic healing 

Cleric Spells Prepared (CL 3rd):


2nd—hold person (DC 14), shatter* (DC 14), sound burst (DC 14) 

1st—enlarge person*, protection from law, sanctuary (DC 13), shield of faith 

0—detect magic, detect poison, light, mending

* Domain spell. Domains: Chaos (cast chaos spells at +1 caster level), Strength (feat of strength 1/day)

Pre-Cast Spells enlarge person (included in statistics), shield of faith (included in statistics), protection from law (not included in statistics), heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics), Divine Vigor (included in statistics)

Abilities Str 16, Dex 6, Con 12, Int 10, Wis 15, Cha 13 

Feats Divine Vigor, Improved Unarmed Combat, Quick Draw

Skills total ranks: class XX CLimb Escape Artist +0, Heal +6, Open Lock +4

Possessions combat gear plus masterwork chain shirt, masterwork heavy wooden shield, masterwork shortspear, armband of elusive action, spell component pouch, holy symbol of Trithereon, sliver of thinaun, masterwork thieves’ tools

Anarchists
CR 6

Male and female human Swashbuckler 3/rogue 3

CN Medium humanoid (human)

Init +3; Senses Listen +10, Spot +10

Languages Common 

AC 17, touch 13, flat-footed 14


(+3 Dex, +4 armor); +1 dodge bonus

hp 51 (6 HD)

Immune poison, fear

Fort +5, Ref +8, Will +6; evasion
Speed 30 ft. (6 squares)

Melee masterwork rapier +11[+5 BAB, +3 Dex, +1 weapon, +1 feat] (1d6+1/18-20)

Ranged dagger +8[+5 BAB, +3 Dex] (1d4+1/19-20) or tanglefoot bag +9 (entangled)

Base Atk +5; Grp +6 (freedom of movement)

Attack Options sneak attack +2d6
Combat Gear tanglefoot bag, gloves of manual prowess
Pre-Cast Spells heroes’ feast (CL 13th, included in statistics), freedom of movement (CL 13th, included in statistics)

Abilities Str 13, Dex 16, Con 12, Int 8, Wis 12, Cha 12 

SQ trapfinding, trap sense +1
Feats Blind-Fight, Iron Will, Leadership, Weapon Finesse, Weapon Focus (rapier) 

Skills total ranks: swashbuckler 24, rogue 24 Balance +6[+2 ranks, +2 synergy, +3 ability, -1 armor], Bluff +9[+8 ranks, +0 ability], Diplomacy +5[+0 ranks, +4 synergy, +0 ability], Disable Device +6[+0 ranks, +2 synergy, +0 ability], Jump +7[+5 ranks, +1 ability, +2 synergy, -1 armor], Listen +10[+9 ranks, +1 ability], Sense Motive +8[+6 ranks, +1 ability], Spot +10[+9 ranks, +1 ability], Tumble +12[+9 ranks, +3 ability, +2 synergy, -1 armor]
Possessions combat gear plus masterwork chain shirt, masterwork rapier, dagger 

Dodge Bonus (Ex) A swashbuckler is trained at focusing her defenses on a single opponent in melee. During her action, she may designate an opponent and receive a +1 dodge bonus to her armor class against melee attacks from that opponent. She can select a new opponent on any action. A swashbuckler loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

Greater Hound of Trithereon
CR 15

CN Large magical beast

Init +2; Senses darkvision 60 ft., low-light vision, scent; Listen +15, Spot +15

Languages —

AC 28, touch 11, flat-footed 26


(-1 size, +2 Dex, +17 natural)

hp 285 (30 HD); fast healing 10  DR 5/-

SR 21 

Fort +21, Ref +19, Will +12

Speed 50 ft. (10 squares)

Melee* bite +27[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+21/19-20) and 2 claws +24 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+16)

Space 10 ft.; Reach 5 ft.

Base Atk +30; Grp +43 (freedom of movement)

Atk Options Power Attack, trample 2d6+12 (Reflex DC 34 half), vorpal bite

Pre-Cast Spells freedom of movement (CL 13th, included in statistics)

*12-point Power Attack
Abilities Str 28, Dex 14, Con 18, Int 2, Wis 14, Cha 10

Feats Alertness, Awesome Blow, Diehard, Endurance, Improved Bull Rush, Improved Critical (bite), Improved Natural Attack (bite), Multiattack, Power Attack, Weapon Focus (bite) 

Skills total ranks: class XX CLimbListen +15, Spot +15, Survival +9 
Vorpal Bite (Ex): On a successful critical hit against a creature of up to one size category larger than itself, the Hound's bite attack severs the opponents head (if it has one) from its body. Though some creatures, such as golems and undead other than vampires, are not affected by the loss of their heads, most creatures die when their heads are cut off.

Babau Rogue 8
CR 14

CE Medium outsider (chaotic, evil, tanar’ri)

Init +4; Senses darkvision 60 ft.; Listen +25, Spot +21

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 26, touch 14, flat-footed 26


(+4 Dex, +8 natural, +5 armor), improved uncanny dodge

hp 171 (15 HD); DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 14

Fort +16, Ref +18, Will +14; evasion

Speed 30 ft. (6 squares)

Melee* 2 claws +16 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+10) and bite +13 [+/-X size, +X BAB, +X Str, +X weapon, +X feat](1d6+7)

Base Atk +13; Grp +19 (freedom of movement)

Atk Options aligned strike (chaotic and evil), Cleave, Power Attack, sneak attack +6d6

Special Actions summon tanar’ri

Spell-Like Abilities (CL 7th)

At will—darkness, dispel magic, see invisibility, greater teleport (self plus 50 pounds of objects only)

*4-point Power Attack
Abilities Str 22, Dex 18, Con 24, Int 14, Wis 16, Cha 14

SQ protective slime (DC 20), trapfinding, trap sense +2 

Feats Cleave, Iron Will, Lightning Reflexes, Multiattack, Power Attack, Weapon Focus (claw) 

Skills total ranks: class XX CLimbClimb +20[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disable Device +16, Disguise +12, Escape Artist +14, Hide +29, Jump +13, Listen +25, Move Silently +27, Open Lock +18, Search +24, Sleight of Hand +19, Spot +21, Survival +3 (+5 following tracks), Tumble +24, Use Rope +4 (+6 with bindings)

Possessions +1 chain shirt, ring of freedom of movement, vest of resistance +2, gnawed dwarf fingers, thinaun claw-greaves. 

Protective Slime (Su) A slimy red jelly coats a babau rogue’s skin.  Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage.  A magic weapon may attempt a DC 20 Reflex save to avoid taking this damage.  A creature who strikes the babau rogue with an unarmed attack, unarmed strike, touch spell or natural weapon takes this damage as well but can negate the damage with a DC 20 Reflex save.  The DCs are Constitution-based.
Summon Demon (Sp) Once per day, a babau rogue can attempt to summon one normal babau with a 40% chance of success.  This ability is the equivalent of a 3rd-level spell. 

Appendix 2:

NEW RULES ITEMS

Feats

Cumbrous Dodge


You have a change to dodge attacks that hit you, but at a cost.


Prerequisite: Dodge, Tumble 4 ranks.


Benefit: You may activate this feat as a free action. You gain a +2 bonus to your Armor Class for the rest of the current encounter. At the end of the encounter, you are fatigued. For details on fatigue, see the Condition Summary in the DUNGEON MASTER’s Guide.

Source: Savage Species
Daring Outlaw


You combine grace and stealth to deadly effect.


Prerequisite: Grace+1, sneak attack +2d6.


Benefit: Your rogue and swashbuckler levels stack for the purpose of determining your competence bonus on Reflex saves from the grace class feature and the swashbuckler's dodge bonus to AC. For example, a 7th-level rogue/4th-level swashbuckler has grace +2 and gains a +2 dodge bonus to AC, as if she were an 11th-level swashbuckler.


Your rogue and swashbuckler levels also stack for the purpose of determining your sneak attack bonus damage. For example, a 7th-level rogue/4th-level swashbuckler would deal an extra 6d6 points of damage with her sneak attack, as though she were an 11th-level rogue.


Source: Complete Scoundrel
Divine Vigor


You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead attempts to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma modifier.

Source: Complete Warrior
Elusive Target [Tactical]


Trying to land a blow against you can be a maddening experience.


Prerequisite: Dodge, Mobility, base attack bonus +6.


Benefit: The Elusive Target feat enables the use of three tactical maneuvers.


Negate Power Attack: To use this maneuver, you must designate a specific foe to be affected by your Dodge feat. If that foe uses the Power Attack feat against you, the foe gains no bonus on the damage roll but still takes the corresponding penalty on the attack roll.


Diverting Defense: To use this maneuver, you must be flanked and you must designate one of the flanking attackers to be affected by your Dodge feat. The first attack of the round from the designated attacker automatically misses you and may strike the other flanking foe instead; the attacking creature makes an attack roll normally, and its ally is considered flat-footed. If the designated attacker is making a full attack against you, its second and subsequent attacks function normally.


Cause Overreach: To use this maneuver, you must provoke an attack of opportunity from a foe by moving out of a threatened square. If the foe misses you, you can make a free trip attempt against this foe, and the foe does not get a chance to trip you if your attempt fails.


Source: Complete Warrior
Improved Skirmish 


With a few extra steps, you gain even greater benefits from your skirmishing combat style.


Prerequisite: Skirmish +2d6/+1 AC.


Benefit: If you move at least 20 feet away from where you were at the start of your turn, your skirmish damage increases by 2d6 and your competence bonus to AC from skirmish improves by 2.


Normal: A scout’s bonus damage and AC bonus apply if she moves at least 10 feet away from where she was at the start of her turn.


Special: A scout can select Improved Skirmish as one of her scout bonus feats (Complete Adventurer 13).


Source: Complete Scoundrel
Practiced Spellcaster


Choose a spellcasting class that you possess. Your spells cast from that class are more powerful.


Prerequisite: Spellcraft 4 ranks.


Benefit: Your caster level for the chosen spellcasting class increases by 4. This benefit can't increase your caster level to higher than your Hit Dice. However, even if you can't benefit from the full bonus immediately, if you later gain Hit Dice in levels of nonspellcasting classes, you might be able to apply the rest of the bonus. For example, a human 5th-level sorcerer/3rd-level fighter who selects this feat would increase his sorcerer caster level from 5th to 8th (since he has 8 Hit Dice). If he later gained a fighter level, he would gain the remainder of the bonus and his sorcerer caster level would become 9th (since he now has 9 Hit Dice). 


A character with two or more spellcasting classes (such as a bard/sorcerer or a ranger/druid) must choose which class gains the feat's effect. This feat does not affect your spells per day or spells known. It increases your caster level only, which would help you penetrate spell resistance and increase the duration and other effects of your spells.


Special: you may select this feat multiple times. Each time you choose it, you must apply it to a different spellcasting class. For instance, a 4th-level cleric/5th-level wizard who had selected this feat twice would cast cleric spells as an 8th-level caster and wizard spells as a 9th-level caster.

Source: Complete Arcane
Magic Items

Amulet of Fortune Prevailing


You can activate an amulet of fortune prevailing (as an immediate action) to reroll a saving throw. You must activate this ability before the success or failure of the saving throw has been determined, and you must use the second result, even if it’s lower. You can’t use this ability if you have already rerolled the save for any reason.


An amulet of fortune prevailing functions once per day.


Moderate (DC 19) abjuration; CL 9rd; Craft Wondrous Item, break enchantment; Price 5,000 gp; Weight 1 lb.


Source: Magic Item Compendium
Armband of Elusive Action


An armband of elusive action allows you to protect yourself from the hazards of battlefield chaos. When it is activated (as an immediate action), the band allows you to avoid provoking a single attack of opportunity that your actions would otherwise incur.


Faint (DC 16) transmutation; CL 3rd; Craft Wondrous Item, cat’s grace or evade attack; Price 800 gp; Weight 1 lb.


Source: Magic Item Compendium
Belt of Battle 


A belt of battle helps you avoid being caught off guard in combat an allows occasional bursts of extra activity.  While worn, it grants you a +2 competence bonus on initiative checks. This is a continuous effect and requires no activation.


In addition, a belt of battle has 3 charges, which are renewed each day at dawn. Each time you activate the belt, one of the black pearls set into the buckle turns white. The pearls return to normal when the belt’s charges renew. Spending 1 or more charges (as an swift action) grants you an extra action, which must be taken immediately (before you take any other actions).


1 charge: 1 move action.


2 charges: 1 standard action.


3 charges: 1 full-round action.


Moderate (DC 19) transmutation; CL 5th; Craft Wondrous Item, haste; Price 12,000 gp; Weight -.


Source: Magic Item Compendium
Boots of Swift Passage 


When activated (as a move action), boots of swift passage teleport you up to 20 feet in any direction (with no chance of error).


You must have line of sight and line of effect to your destination to use the boots. You can’t use the boots to move into a space occupied by another creature, nor can you teleport into a solid object; if you attempt to do so, the boots’ activation is wasted. You can bring along objects weighing up to your maximum load, but you can’t bring another creature with you.


Boots of swift passage function five times per day.


Moderate (DC 18) conjuration; CL 7th; Craft Wondrous Item, dimension door; Price 5,000 gp; Weight 1 lb.


Source: Magic Item Compendium
Cloak of Elemental Protection 


When you activate a cloak of elemental protection (as an immediate action), you gain resistance 10 against a single energy type of your choice (acid, cold, electricity, fire or sonic). This protection lasts until the start of your next turn.


A cloak of elemental protection functions once per day. You must wear a cloak of elemental protection for 24 hours before you can access its abilities. If it is taken off, it becomes inactive until worn for an additional 24 hours.


Faint (DC 16) abjuration; CL 3rd; Craft Wondrous Item, resist energy; Price 1,000 gp; Weight 1 lb.


Source: Magic Item Compendium
Gloves of Manual Prowess 


Gloves of manual prowess allow you to temporarily excel at tasks involving fine manual dexterity. These gloves have 3 charges, which are renewed each day at dawn. Spending 1 or more charges (as an swift action) grants you a competence bonus on the next Disable Device, Forgery, Open Lock, Sleight of Hand, or Use Rope check you make.  You must begin the check within 1 round of activating the gloves. You can’t apply this bonus when you take 10 or take 20—it only applies on a check you actually roll.


1 charge: +5 competence bonus.


2 charges: +7 competence bonus.


3 charges: +10 competence bonus.


Faint (DC 16) transmutation; CL 3rd; Craft Wondrous Item, cat’s grace; Price 3,000 gp; Weight —.


Source: Magic Item Compendium
Ring of Mystic Healing 


A ring of mystic healing provides a boost to your healing spells. When casting cure spells, you gain a +1 competence bonus to your caster level. This is a continuous effect and requires no activation.


In addition, this ring has 3 charges, which are renewed each day at dawn. Spending 1 or more charges (as an swift action) grants a bonus to the damage healed by the next cure spell you cast before the end of your next turn.


1 charge: +2d6 points of healing.


2 charges: +3d6 points of healing.


3 charges: +4d6 points of healing.


Faint (DC 17) conjuration; CL 5th; Forge Ring, cure serious wounds; Price 3,500 gp; Weight —.


Source: Magic Item Compendium
Rogue’s Vest 


While wearing this vest, you gain a +2 competence bonus on Hide and Move Silently checks, and a +2 competence bonus on Reflex saves.  In addition, if you have the skirmish, sneak attack, or sudden strike ability, you deal an extra 1d6 points of damage when making such an attack.


Strong (DC 21) divination; CL 13th; Craft Wondrous Item, cat’s grace, invisibility, true strike; Price 18,000 gp; Weight 1 lb.


Source: Magic Item Compendium
Shirt of the Fey 


When donned, a shirt of the fey fades away, becoming almost impossible to see.  This shirt grants you damage reduction 3/cold iron.


Moderate (DC 18) transmutation; CL 7th; Craft Wondrous Item, stoneskin; Price 15,000 gp; Weight 1 lb.


Source: Magic Item Compendium
Spells

Critical Strike

Divination

Level: Assassin 1, bard 1, sorcerer/wizard 1

Components: V

Casting Time: 1 swift action

Range: Personal

Target: You

Duration: 1 round


Upon uttering the ancient phrase that completes the spell, you feel the weapon in your hand drawn toward a creature standing nearby.


Whenever you make a melee attack against a flanked foe or against a foe denied its Dexterity bonus, you deal an extra 1d6 points of damage, your weapon’s threat range is doubled (as if under the effect of keen edge), and you gain a +4 insight bonus on rolls made to confirm critical threats. The increased threat range granted by this spell doesn’t stack with any other effect that increases your weapon’s threat range. Creatures immune to extra damage from sneak attacks are immune to the extra damage dealt by your attacks.


Source: Spell Compendium
Harmonize

Transmutation

Level: Bard 2

Components: V,S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 min/level (D)


You blend magic and music seamlessly. While this spell is in effect, starting a bardic music effect requires only a move action. Concentrating on a bardic music effect that requires concentration still requires a standard action.

 
Source: Races of Stone
Inspirational Boost

Enchantment (Compulsion) [Mind-Affecting, Sonic]

Level: Bard 1

Components: V, S

Casting Time: 1 swift action

Range: Personal

Target: You

Duration: 1 round or special; see text


You concentrate on assisting your friends as you begin the short chant and simple handchopping motion necessary to cast the spell. As you finish, the spell’s chant allows you to segue easily into bolstering your allies.


While this spell is in effect, the morale bonus granted by your inspire courage bardic music increases by 1.


The effect lasts until your inspire courage effect ends. If you don’t begin to use your inspire courage ability before the beginning of your next turn, the spell’s effect ends.


Source: Spell Compendium
Invisibility, Swift

Illusion (Glamer)

Level: Assassin 2, bard 1

Components: V

Casting Time: 1 swift action

Range: Personal

Target: You

Duration: 1 round


With a whispered syllable you complete the spell. You notice that others look past you as if you weren’t there.


This spell functions like invisibility (PH 245), except as noted above.


Source: Spell Compendium
PLAYER HANDOUT 1: NOBLE ILLUSTRATIONS
Lord Wellborn Estival
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Lord Roland Galans
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LORD SIMON MILINOUS
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LORD WENDELL RHYNEHURST
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LADY ELISE BRANDENBURG
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LORD LUDOVIC LANGMUIR
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WALDGRAF CORBIN DELEVEU
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LORD ALYWEN SAFLYND
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LORD KOSAK CHONDELL
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BARONET DRENTON VASWELL
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PRINCE JIMM OF TULVAR
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SHANNUS OF GLORY

[image: image12.jpg]



MARCHIONESS MIRABELLA STEFANIA
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LORD WILLEM HAXX
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Map 1:

Map OF VERBOBONC CITY

Jylee’s Inn is #5. Castle Greyfist is in city center. Noble manor houses are scattered throughout the city.
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Map 2:

Map OF VERBOBONC

This map shows the areas controlled by the nobles of Verbobonc.
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Map 3:

SAMPLE COURTYARD MAP

Here is a courtyard map that can be used for Part Five.
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Map 4:

SAMPLE MANOR MAP

Here is a manor map that can be used for Part Five.
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Before the Interactive truly begins, identify any of the following people, as they receive special instructions as noted in the adventure text:


Members of the Church of Trithereon meta-org


Members of the Mounted Borderers meta-org


Truly devout followers of Shannus (members of Shannus’ House Guard, or truly dedicated Protectors of the Iron Wood with a Blade of the Iron Wood).








Based on the original Dungeons & Dragons® rules created by E. Gary Gygax and Dave Arneson and the new Dungeons & Dragons game designed by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, and Peter Adkison.

This game product contains no Open Game Content. No portion of this work may be reproduced in any form without permission of Wizards of the Coast. To learn more about the Open Gaming License and the d20 System license, please visit www.wizards.com/d20
This is an official RPGA® play document. To find out more about the RPGA and to learn more on how you can sanction and run Dungeons & Dragons game events of all sizes, visit our website at www.rpga.com.
Visit the Living Greyhawk website at www.rpga.com.

For questions specific to this document and your region, visit the Verbobonc website at www.verbobonc.net and  e-mail your triad point of contact (POC). For LIVING GREYHAWK campaign questions email rpgahq@wizards.com
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