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A premonition has led the druids of the Tangles to make peace with Hok this year. Given their past opposition to the Great Hunt, this turn of events seems strange. However, judging from the worried look on the druids’ faces the Great Hunt of 596 CY may be one of the most memorable yet. You hope it isn’t a memory you’ll soon wish to forget. Citizens of the Western Reaches and Old Faith Druids are encouraged to participate in this adventure. This event will include numerous Live-Action Role-Playing opportunities. A Bandit Kingdoms Access Interactive set in the Tangles for APLs 2 to 16.

RPGA Sanctioned Play

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


To sanction an RPGA event you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and is reported back to the RPGA in a timely manner. The person that 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.


By sanctioning and reporting this adventure you accomplish a couple of things. First, it is an official game and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth one (1) point.


This adventure retires from RPGA-sanctioned play on December 31, 2006.


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

Players Read No Further

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 further than this section, you will 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 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 instructions 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 One.


Along with this adventure you will find an RPGA Table Tracking sheet. If you are playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You will 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 proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

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

	CR
	1
	2
	3
	4

	1/4 and 1/6
	0
	0
	0
	1

	1/3 and 1/2 
	0
	0
	1
	1

	1
	1
	1
	2
	3

	2
	2
	3
	4
	5

	3
	3
	5
	6
	7

	4
	4
	6
	7
	8

	5
	5
	7
	8
	9

	6
	6
	8
	9
	10

	7
	7
	9
	10
	11


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, and 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. Animals with different CRs are determined separately using the chart; then, take the highest CR animal (or animals) and add 2 (drop fractions). This result is the effective character level for mixed-CR group of animals. A single PC may only bring four or fewer animals of this type.

3. Sum the results of step 1 and 2 and divide by the number of characters playing in the adventure.  Round up 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 may 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 for the adventure. Further, if the PC is three character levels or more lower than the APL at which this adventure is being played, that PC receives one-half gold for the adventure as well.  This simulates the fact that either the PC was not challenged as much as normal or relied on help from higher-level characters to reach the objectives.


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


Note: 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:

5. Enlist a sixth player.

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

Time Units and Upkeep

This is a standard one-round Regional adventure set in the Bandit Kingdoms. Characters native to the Bandit Kingdoms pay one Time Unit per round; all others pay two Time Units per round.


Adventurer’s Standard Upkeep costs 12gp per Time Unit. Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp 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 scenario.


A character who 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 Survival check (DC 20), 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 the new year rolls in, Guardian General Hok has settled into his position as ruler of the Warfields. His borders are secure, his alliances are secure, he has few, if any, real enemies, and the only thing he needs to worry about is the unpredictable nature of Iuz’s minions. With his successes at solidifying his gains over the last three years, he is promising that the Great Hunt of 596 will be an event that the Bandit Kingdoms will never forget. If only he knew.


This year’s hunt focuses on the destruction of a terrible werewolf lord who has terrorized the forest of late and drawn a number of similar creatures to himself. His predations have not gone unnoticed by Hok, whose citizens have registered numerous complaints about slain livestock on the fringes of the Tangles. Therefore, Hok has resolved to slay this creature in the Hunt this year, giving him sport and letting him play hero at the same time.


Meanwhile, the druids of the Tangles have sensed something awful for many months. Divinations and divine premonitions from Oerth herself have boded some ill fate for the forest in the future and the druids have grown increasingly worried. It is their expert opinion based on the signs they have seen that the event will occur during the Great Hunt. Some druids (led by Gerland) have taken occasion to place the blame on Hok and believe a pre-emptive strike is necessary to prevent this from happening. However, a majority of others agree that Hok does not have the capacity for the disaster they fear is imminent and believe the threat will come from outside the forest. Seeing he could not convince the council, Gerland volunteered to approach Hok himself with this information and offer to join him on the Great Hunt, hoping that he would at least be able to keep an eye on the General. He intends to stop the General in his tracks when he makes his move, but Gerland is greatly mistaken about the source of the threat. As cover for his involvement in the Hunt, Gerland and his druids have claimed they wish to enlist Hok’s men to help them hunt down a destructive abomination called a plague brush. While Hok suspects Gerland has something up his sleeve, he has grown confident in his dealings with the druid over the years, despite their long-standing enmity, and believes that should the druid act up, he will be easy enough to handle.


For nearly five years now, Cranzer of Riftcrag has been aiding Null at Fleichshriver in arcane experiments dedicated to Iuz’s efforts in the Abyss. Cranzer has loathed this work and always found time to dedicate to his own pet projects. One of these was the development of war trolls to augment his armies. Another was a fascination he developed a few years ago with the sect of destructive druids known as blighters; he sought to exploit their abilities to his favor. Towards this end, Cranzer had some of his minions kidnap a blighter from the Burneal Forest far to the north and forced him into subservience. Over the last few years, Cranzer has ambitiously developed a fast-acting elixir with the aid of the blighter, an extremely potent mixture that duplicates and magnifies many times over the effect of a blighter’s defoliation ability.


As governor of the Bandit Kingdoms, Cranzer realizes he holds a tenuous position. The region has fallen apart under his rule: The Warfields is totally out of his control (although Hok’s soldiers do guard Cranzer’s silver tribute wagons as they head through the western BK on their way to Dorakaa, this is more of a part of Hok’s deal with Iuz than with Cranzer). Xavendra and Tadurinal of the Northern Alliance are no longer under his jurisdiction, and seemingly created their own little fiefdom with Jumper’s approval. Prince Zeech seems a bit more wishy-washy than normal. To put the icing on the cake, a recent alliance between Dimre and Stoink has him concerned that yet another rebellious effort is afoot. Thus, Lesser Boneheart Cranzer is paranoid and believes that the entire region conspires against him to remove him from power and send him back to his lord on his knees. He is not about to let that happen. 


During his time at Fleichshriver, he schemed up a project so daring that all would see his power and none would dare oppose him any longer: the complete and utter destruction of the Tangles. Cranzer is aware of the Tangles’ ability to regenerate quickly, but he has researched a powerful arcane ritual to counteract this effect and he is certain that his formula will prove effective.


With the Great Hunt scheduled to occur quite shortly, Cranzer knows he has a captive audience to this effort of massive decimation. Once the druids of the Tangles and the servants of Guardian General Hok witness the event, they are sure to spread the word throughout the realm, not to mention the smoldering husk of forest that will remain where the Tangles once stood, as eternal evidence of Cranzer’s dominion over the Bandit Kingdoms. The cruel mage secretly hopes that this demonstration of ruin and obliteration will be sufficient in the Old One’s eyes to elevate him to the exalted position of Greater Boneheart.

Adventure Summary

This event takes place in two distinct parts. The first part is largely role-play oriented while the second part focuses on tactical missions.


Encounter One: Adventurers from all over and officers from the Western Reaches arrive at Borjed’s Hunting Lodge to partake in the opening festivities: a night of drunken revelry. The event is disrupted midway through by a delegation of Tangles druids led by Gerland who come under a flag of truce. They meet with Hok and his officers privately and when they come out Hok announces that the druids will be his allies for the Great Hunt this year. Those familiar with past Great Hunts might find this odd, as Gerland ferociously attacked Hok’s forces during the Great Hunt of 593 CY.


Encounter Two: The hunt begins in earnest. Gerland and Hok hunt all manner of dire creatures and seek to locate an elusive werewolf lord and his enclave of lycanthropes as well as a plaguebrush that has been running rampant throughout the forest. On the second day of the hunt, the camps in Hok’s company all awaken to a sky filled with yellow smoke and a flurry of stampeding animals. When the animals pass, camp is hastily broken and spellcasters are sent flying to see if they can determine the source of the yellow smoke. Several spellcasters fall from the sky after being engaged by hordes of vrocks who are spreading the contents of numerous vials of some foul concoction all across the forest. Just then, a booming voice echoes throughout the forest proclaiming Cranzer’s dominion over the Tangles. As the flying demons pour Cranzer’s elixir over the whole of the forest, a horde of orcs, ogres and redcaps allied with Cranzer pour out into the camp an attempt to slay the whole company. The adventurers must ensure the survival of Hok’s nobles and the druids of the Tangles.

Preparation for Play

For the purposes of this interactive, the Tangles Forest is considered Sparse (Dungeon Master’s Guide page 87). 50% of the squares contain either a typical tree or light undergrowth. It is possible for a square to contain both. Light undergrowth is difficult terrain, reducing ground movement by half and increasing the DC of Move Silently and Tumble checks by 2. It also provides concealment to any creatures within.


A creature standing in the same square as a typical tree gains a +2 Cover bonus to Armor Class and a +1 Cover bonus to Reflex saves. The presence of a tree does not otherwise affect a creature’s fighting space. Large and Huge creatures may utilize the trees as cover as well, if PCs attack the square that contains the tree when attacking the creature. A typical tree has AC 4, hardness 5, and 150 hp.


Any creature flying more than 5 feet off the ground is unhindered by the undergrowth, but may encounter other difficulties. The canopy of trees makes flying difficult. At a height of 10 feet above the ground, the foliage and leaves from the trees causes ALL squares to function as difficult terrain (reducing fly speeds by half). Additionally, between a height of 10 and 30 feet off the ground, any creature more than 5 feet away has concealment from the character. At a height of 30 feet above the ground, the canopy of trees ends. Movement above the canopy is open sky and therefore does not restrict movement, however, targets underneath the canopy within 10 feet of the canopy top have concealment to targets above the canopy and targets more than 10 feet from the top have total concealment and total cover.

Regional Warning

Casey reads the following to start the Interactive:

It is important to realize at all times that the Bandit Kingdoms are under the control of Iuz, the Old One, a chaotic, evil deity who revels in torture, depravity and trickery. Government officials tend to imitate many of the attributes of their dread lord. Things that you might take for granted in other lands, such as freedom of worship and the rule of law, are not valued by the rulers of the Combination of Free Lords. You may be able to strike at Iuz, but seldom can you strike at him overtly without paying the final price. Be warned, life is short for those who openly defy Old Wicked.

Introduction

At the beginning of this event, the PCs will be arriving at the lodge. Each one will be expected to show an invitation at the door. Judges should be wandering around to witness PC-to-PC interaction (such as the removal of curses), or distributing rumors, etc. 


Once all the PCs have arrived, Casey reads the following text:

Ahh, the Great Hunt. It is time that you got away for some rest and relaxation! Sure, the last hunted ended with a crazy elf druid leading an attack on Hok and his hunters. Sure, the hunt before that ended in a surprise attack by undead, and the slaughter of Borjed himself, and the year before that the woods were overrun by those dang ether creatures, but you doubt anything could go wrong this year! Guardian General Hok has secured his possession of Hallorn since he captured it nearly two years ago, (many of you even helped in that battle!), and the lands surrounding Hallorn are now relatively safe for travelers, residents, and adventurers alike.


The massive lodge has seen many summers, but it is a strong building that looks like it was built for more than just sheltering drunken woodsmen for a summer of revelry. To lend to the militaristic atmosphere, a small army seems to be camped around the lodge. While it could not number more than fifty soldiers, it is clear that they are the General’s honor guard.


Nightfall is fast approaching, and the lodge and surrounding camps offer much entertainment! Now would be a good time to mingle and see who else showed up to participate in the Great Hunt of 596 CY!

Allow the players about 5 minutes to get their bags situated, mingle, etc., before proceeding to Encounter One.

Encounter One: A Celebration of Success

During the first part of the interactive, the PCs will be allowed to mingle and interact with a number of NPCs, including Hok himself and some of his nobles and commanders. These NPCs are briefly detailed below. The mood is merry but proper decorum is maintained by Hok’s men throughout. Numerous wait personnel look to the drinks and appetites of the patrons.


Casey reads the following: 

Suddenly, all of the Army of the Warfields soldiers snap to attention. Standing on the front patio of the lodge is an imposing bearded Flan human, whom many of you recognize as Guardian General Hok. Oddly enough, standing next to him, is a male elf wearing what can only be described as wooden full plate. Mistletoe and holly adorn his long hair, and you can hear the crowd muttering the name, “Gerland”.

Rob Little reads the following (or improvises):

“Greetings, and welcome to the Great Hunt! Please, enjoy my hospitality this night, for tomorrow we hunt canny and wild beasts, beasts who themselves are much more used to hunting than being the hunted. In fact, those with my favor and those with their own prestige may even be invited to accompany me on a search for a voracious and avaricious creature of darkness.”


There is another cause for celebration tonight. This day marks the appointment my dedicated Colonel Marwald as the official mayor of Hallorn. There will be a parade when we return to celebrate the event as well as speeches and all that but I wish to allow each of you the opportunity to congratulate the new mayor first. Three cheers for His Honorable Lordship, Colonel Marwald, Mayor of Hallorn!”


And now, my loyal friends and subjects, eat, drink, and be merry, for Gerland and I have reached an understanding this year. It would be far more dangerous to host the Great Hunt without their permission than would be to do so with their cooperation. To add to that, the fine druids have detected a horrible perversion of nature lurking in the forest and would like aid in seeing it eliminated. Therefore, I propose a toast, ‘to Gerland and the druids of the Old Faith! May their acorns never rot!’”


Now, with that being said, in years past the Great Hunt has always involved a contest. This year, instead of collecting a vast amount of pelts, after the hunt each group shall nominate a Champion of the Hunt. These champions will be invited to dine with me tomorrow night, and each will tell the tale of their day’s deeds. The one who impresses me the most shall be deeded this very lodge, so long as they are a Citizen of the Western Reaches, of course. Well, enough of pomp and circumstance, my comrades; enjoy the wine!”

Casey announces the following:

You have 25 minutes to mingle and arrange yourselves in tables of 6 PCs/Cohorts!

Guardian General Hok: Male human Marshal; AL CN.

General Hok appears to be a very proper and regimented man, but most of this is a façade. In truth, Hok is very capricious and his policies are so thoroughly inconsistent that no one ever knows whether they are violating one of his rules. Nevertheless, he is an inspiring leader on the battlefield and has led his men on more than a few successful raids in his day. These days the Warfields is full of spoils and that is exactly what Hok is here to celebrate tonight.


Hok will engage almost anyone in conversation for at least a minute (long enough to allow a Diplomacy check). However, being an eloquent man himself, Hok is not easily impressed. All checks made to adjust his attitude function as opposed Diplomacy checks. He begins as Unfriendly towards all individuals with the following adjustments: 1) he is Indifferent towards Citizens of the Western Reaches and any soldiers in the Army of the Warfields ranked Sergeant-at-Arms or lower, 2) he is Friendly towards any soldier with a rank of Captain or higher, and 3) +2 for each favor with Hok or the Army of the Warfields.


If Hok is made Hostile, the character either offends him (25% chance) or bores him (75% chance). If offended, he orders them removed from the banquet for the rest of the night. Otherwise, he tells them to bother someone else. He’s not afraid of being blunt.


If Unfriendly, he feigns politeness and asks the PC to leave him to attend to important business.


If Indifferent, he chit chats and makes idle conversation but eventually gets distracted by one of his officers or another more pressing event.


If Friendly, he relates how successful his troops have been over the last year. He mentions a battle in Abarra against a group of bandits and assassins, a skirmish with renegade Reyhu, a large number of encounters with Shield Landers, and even a few Furyondian scout groups. He also invites the PC to move to the Western Reaches, “Finest place in the Combination of Free Lords,” he claims. PCs who qualify to become Citizens of the Western Reaches, and who join that organization, may have 1 TU subtracted from this year’s Annual cost (summon the Triad to notate on the PC’s AR).


If Helpful, he talks about news from the west. Furyondy has captured Molag and makes plans to push further north this year. He is concerned since he knows that the Furyondians and Shield-Landers don’t like him, but as long as they are distracted by Iuz, he knows he’s a lesser threat. He also explains that he has it on good authority that Prince Zeech is planning to announce independence from the Empire too, but tells the character that they did not hear it from him. He even mentions plans to forge an official pact with Baron Horace of Wormhall later this year.

Gerland, Male high-elf Druid; AL CN. 

Gerland is generally not interested in talking to anyone. He is here to keep an eye on Hok and his men. Gerland starts out as Unfriendly towards all PCs except Old Faith Druids of the Northern Reaches, towards whom he is Helpful. To these PCs, he will pull them aside and relay his concerns about the upcoming Great Hunt, saying that recent divinations allude to a great danger, and he will recommend that the PC be prepared to fly tomorrow, as he believes the threat will be aerial in nature.


If asked about the green dragon, he will curtly reply that she is fine and has not proven difficult to control, despite his colleagues’ fears.


Should anyone wish to join the Old Faith Druids of the Northern Reaches, he refers them to Branagen, as he does not have time, nor the inclination, to recruit new PCs.

His Honorable Lordship Colonel Marwald, Mayor of Hallorn: Male human Rgr8; AL N, see Appendix Nine.

Colonel Marwald is charged with handling the day-to-day affairs of the city of Hallorn and is taking some much-needed time off for the Hunt before beginning in his official position as Mayor. Normally a stern and calculating man, he is very jovial for this event and has even gotten a bit drunk.


Colonel Marwald begins as Friendly towards any character since he has had a lot of wine to drink. He is Helpful towards any other officers in the Army of the Warfields.


If Friendly, he talks of troubles in Hallorn. A band of thieves have taken root in the southern district and crime has skyrocketed. These thieves even have the audacity to call themselves the High Tops, even though most of the original High Tops are dead. With increased productivity comes increased brigandry.


If Helpful, he starts spewing off his opinions about Colonel Hor’mar, whom he clearly envies for his closeness to Hok. He boldly claims that he is Hok’s true right-hand man and anyone that disagrees can meet him outside for an old-fashioned duel. He also promises to recommend any PCs who empathize with him for a promotion or to get them into the army with bonus pay. He also flirts with any cute and personable females of medium size (Cha 14+). Female members of the Army of the Warfields who have illicit ideas should be sent to the Triad to adjudicate Marwald’s reaction.


When he wakes up the next morning, he forgets any promises he made the previous night, unless the PC spent the entire evening in Marwald’s company (see above). In this case, he gives the PC a field promotion to the next highest tier of the Army of the Warfields meta-organization (Triad must notate on the PC’s AR). This is typical of the corruption rampant in the Army of the Warfields.

Sourstis: Female half-elf Ftr6; AL CG. See Bandit Kingdoms Mercenaries.

Sourstis is a crowd favorite at Circle of the Crimson Stone matches and fights quite adeptly with a deadly spiked chain. She is a fairly benevolent individual though (she pulls punches to prevent killing her opponents).


Sourstis is willing to speak briefly with anyone long enough for them to alter her attitude. She begins as Indifferent, unless the PC is a member of the Circle of the Crimson Stone, in which case she is Friendly.


If Sourstis is made Hostile, she attempts to trip the PC out of spite, then storms off mentioning something about “sexist pig” (if male) or “racist bitch” (if female and non half-elf).


If Unfriendly, she cuts the conversation short and excuses herself.


If Indifferent, she talks of simple things like the weather and how much she would like to find a match tonight. Sadly, she does not think there are many who would give her much of a challenge.


If Friendly, she offers to induct the PC into the Circle of the Crimson Stone that very night if not already a member. PCs of up to 8th level may challenge Sourstis to a one on one Circle sanctioned fight. If they win, they may join the Circle of Crimson Stone disregarding the normal requirements (summon the Triad to notate the PC’s AR).


PCs who are already members of the Circle may also challenge Sourstis. If they win, they will be promoted to the next tier of that organization as soon as they meet the requirements, disregarding the normal time in tier requirements. She’ll also talk of tales of past fights with them and tells them of her recent trip to Dyvers where she bested a bunch of inexperienced young warriors.


If Helpful, as Friendly, plus she offers tips on fighting some of the other Circle members. She may even invite the PC to join her for a bit of merriment in her room upstairs if the PC is a male human, half-elf, or elf with a Charisma of 15 or higher (contact the Triad to adjudicate). She also tells an unusual tale; last week, she saw a band of travelers pass through Hallorn. They all acted quite awkward, raising their voices unexpectedly at times and talking barely at a whisper at others. They said they were headed north and little else. One of them had a silver bracelet with a purple spiral charm that looked a bit creepy. It looked familiar but she doesn’t know where she has seen it before.

Adlar the Two-Sided: Male human Clr6 (Nerull); hp 48 (Bluff +11, Sense Motive +3). 

Adlar is called the Two-Sided for a good reason. He is beset with bipolar disorder and has horrible mood swings. Among other things, this means he is highly reactive. Any Diplomacy checks made to change his attitude always function as one level better if his attitude is improved or one level worse if his attitude is worsened. He is considered Indifferent towards any PCs he first meets unless that PC has his Gratitude or Enmity, in which case he is Friendly or Unfriendly respectively.


If Hostile, he shouts that the PC is a traitor to Hok and threatens to turn him/her in for the offense. Many of the NPCs know Adlar’s habits and do not take him seriously, but still many stare and make gestures, imposing a -4 Circumstance penalty on that PC for all Charisma-based checks for the rest of the night.


If Helpful, he explains he is a mortician in Hallorn and suggests if the PC ever suffers an untimely death to come visit him for eternal peace at affordable prices. If anyone tries to get secret information out of him, he pretends to be a priest of St. Cuthbert (opposed Bluff by the PC’s Sense Motive) and says he leads a resistance group in Hallorn. He gives the PC an address which he says is the gang’s hideout, but this is actually the address to the town dungeon. He will also confide his elation at recently recovering a relic very valuable to his church that will do great things in the fight against the Old One. Any PC who sees through his lies can persuade him to reveal his affiliations with the Death Cultists, at which point he tries to recruit the character. He says the retirement package is great; all expense-paid eternal servitude for the Heirarchs! Any PC who agrees to join the Death Cultists, and who meets the requirements of the Apprentice tier, may skip the Neophyte tier (summon the Triad to notate on the PC’s AR).


Note: Adlar is highly vindictive. If he sees any PCs with his Enmity, he attempts to poison their drinks later that night with arsenic (DC 13; 1 Con/1d8 Con). Have him make a Bluff check opposed by the PCs’ Sense Motive to distract the PC. If he succeeds, he poisons their drink while they aren’t looking. If the PC beats him, they are not distracted. If the PC beats him by 5 or more, then they notice he is trying to slip something in their drink and may become upset. If this is discovered, Hok has Adlar removed from the lodge for the night.

Private Andersen: Male human (Flan) Marshal2; AL N; see Bandit Kingdoms Mercenaries.

At 20 years old, Private Andersen is a rising young soldier in the Army of the Warfields. Having joined the Army of the Warfields after the Siege of Hallorn, he showed promising leadership skills and a gift for learning new languages during basic training. Private Andersen is in full uniform and is busy trying to impress his officers by recruiting new members for the Army of the Warfields. 


Private Andersen starts as Indifferent to all PCs who are not members of the Army of the Warfields. He is Friendly towards all Army PCs, and to all PCs who express interest in joining the Army. A PC who meets the requirements and joins will have 1 TU waived from the Private tier’s One-time cost requirement (summon the Triad to notate on the PC’s AR).

Branagen: Male human Drd4 (Beory); AL N; see Bandit Kingdoms Mercenaries.

Branagen is clean, trim and has a very full beard that merges with his thick black hair. His dark brown eyes seem to pierce the very fabric of existence with divine wisdom. An opal brooch on his neck fastens a multifaceted green cloak. A thick brown vine around his waist serves as a belt to hold his belongings in a simple pouch.


Branagen is there to keep an eye on the crowd for the Old Faith druids, much as Gerland is keeping an eye on Hok. He starts off as Indifferent to all PCs, Friendly towards all druids or rangers, and Helpful towards all Old Faith Druids of the Northern Reaches PCs. A PC who meets the requirements and joins the Old Faith Druids, will have 1 TU waived from the Aspirant tier’s One-time cost requirement (summon the Triad to notate on the PC’s AR).

Bertello Hennen: Male human (Flan) Swashbuckler4; AL N; see Bandit Kingdoms Mercenaries. 

The handsome, young nephew of Captain Hennen of the Army of the Warfields, Bertello eschewed military service when he came of age to enroll at the Hallorn Fencing Academy. Slender and athletic, Bertello stands 5’10” tall, and weighs 165 lbs. With his tanned skin, brown hair, and brown eyes, Bertello is the very picture of a young Flan. 


Bertello is trying to recruit new students for the Hallorn Fencing Academy. He starts off as Indifferent towards all PCs, Friendly towards PCs who claim to worship Kelanen or claim to be interested in becoming a Student, and Helpful towards clerics/favored souls of Kelanen. A PC that qualifies to be a Student, and joins the organization, will have 1 TU waived from this year’s Annual TU cost (summon the Triad to notate on the PC’s AR).

Myrge Nartson: Female human Favored Soul4 (Trithereon); AL CG; see Bandit Kingdoms Mercenaries.

Myrge is a very attractive human female of mixed descent. Her blond hair and blue eyes hints at the Suloise in her family background. A former acolyte of Elder Chaplain Otolle’s, she is eager to spread the word of the Summoner far and wide (discreetly, of course).


Myrge starts off as Indifferent towards all PCs, Friendly towards all clerics/favored souls of Trithereon or anyone interested in joining Moskol’s Legion, and Helpful towards all members of Moskol’s Legion. A PC that qualifies to join Moskol’s Legion, and joins that organization, will have the One-time cost 200 gp of the Dagger tier waived.


Encounter Two: Let the Hunt Begin!

The Hunt begins. During the first day, each band gets to hunt various creatures (but the creatures are actually hunting the PCs, and tracking them via scent, etc.). The area is firm ground; a DC 15 Track check will reveal some canine prints. Those attempting to follow the prints will simply walk right into the monsters’ paths.


High APL tables can join Hok in hunting the werewolf lord (APL 14) or seeking the plague brush (APL 16).


The werewolf lord’s minions picked up on the scent of the invaders quickly and have already been stalking them when the Hunt begins. During the Hunt, each party will be subjected to an attack by a group of creatures. Each group attempts to approach with stealth, using Hide and Move Silently to get within striking distance. For each set of creatures, roll a Hide and Move Silently check opposed by the PCs’ Spot and Listen checks respectively to check for surprise. If the PCs all fail to beat the creatures’ checks by 2 or more, then the creatures use a surprise round to make a partial charge (assuming terrain allows; otherwise they merely close to melee) at a distance of 20 feet. If any PCs succeed one of the checks by 2 or more, the PC with the greatest difference between his check and the creatures’ gets to act in a surprise round with the wolves (if any PCs tie for the greatest difference, then they both get to act in the surprise round). For each point by which the PC’s check beats the creatures, place them 10 feet further from the party, to a maximum of 100 feet (the maximum encounter distance for this type of terrain). For simplicity, roll only ONE set of checks for each creature type in the attacking group.


For instance, at APL 2, if the wolves make a Hide check of 17 and a Move Silently check of 12, then the PCs must make a Spot check of 19 or higher or a Listen check of 14 or higher to detect the wolves before they take a surprise round. If Falamir the rogue gets a Spot check of 21, the highest in his group, then he sees the wolves from 40 feet away, at which point the encounter begins, and Falamir may act in the surprise round with the wolves. Any PC who also rolled a 21 for their Spot check would also get to act in the surprise round. The creatures attack as soon as they see that they have been spotted.


Each party is separated by time and distance, so they may not aid each other in this battle. The encounters are presumed to take place at various different times and locations for each group. Each judge therefore runs the table through their encounters separately. Once a table is done, they may set up camp. Since all camps have been instructed to set up within shouting distance of each other the PCs may mingle again during the evening after the Hunt once they are done with their battle.

APL 2 (EL 4)

Wolves (6): hp 13 each; Hide +2, Move Silently +3; see Monster Manual page 283.

Note: Reduce the number of wolves to 4 if more than half of the PCs at the table are 1st level.

APL 4 (EL 6)

Wolves (6): hp 13 each; Hide +2, Move Silently +3; see Monster Manual page 283.

Worgs (3): hp 30 each; Hide +4, Move Silently +6; see Monster Manual page 256.

APLs 2-4 Tactics: The creatures are hungry and attack the smallest PCs first. The worgs are smart enough to target unarmored or lightly armored characters in preference to others. They are pack hunters, and they attempt to gang up on PCs whenever possible. The wolves try to avoid provoking obvious attacks of opportunity like rushing past one character to attack another, but may do so if it is necessary to flank a PC. The worgs are smart enough to avoid all attacks of opportunity but those that are absolutely necessary.


If the creatures knock a PC unconscious, they attempt to flee with their dinner if the PC does not encumber them more than a heavy load (150 lbs. for a wolf, 260 lbs. for a worg). The PC’s remains (bones and equipment) may later be recovered by a character spending 1 TU searching the forest.

APL 6 (EL 8)

Worgs (6): hp 30 each; Hide +4, Move Silently +6; see Monster Manual page 256.

Shadow Mastiff: hp 30; Hide +8, Move Silently +8; see Monster Manual page 222.

APL 8 (EL 10)

Worgs (6): hp 30 each; Hide +4, Move Silently +6; see Monster Manual page 256.

Shadow Mastiffs (4): hp 30 each; Hide +8, Move Silently +8; see Monster Manual page 222.

APL 10 (EL 12)

Shadow Mastiffs (4): hp 30 each; Hide +8, Move Silently +8; see Monster Manual page 222.

Advanced Elite Shadow Mastiffs (2): hp 92 each; Hide +8, Move Silently +12; see Appendix Five.

APL 12 (EL 13)

Shadow Mastiffs (4): hp 30 each; Hide +8, Move Silently +8; see Monster Manual page 222.

Advanced Elite Shadow Mastiffs (4): hp 92 each; Hide +8, Move Silently +12; see Appendix Six.

APLs 6-12 Tactics: As APLs 2-4 for the worgs. The shadow mastiffs are a bit different. First of all, they are effectively invisible giving them a +20 bonus to Hide checks while moving (+40 when stationary) unless a PC is using daylight or true seeing since their shadow blend ability grants them total concealment which blocks line of sight. Second of all, most PCs are unable to see them, meaning such PCs are always flat-footed to their attacks and they enjoy a +2 bonus on their attack rolls (unless of course, the PC has uncanny dodge). Note that only effects which specifically negate concealment (such as faerie fire, but not glitterdust or see invisibility) can make these creatures easily visible. Effects like glitterdust give the creatures a -40 penalty to their Hide check (for a net -20 penalty; -0 when stationary) and may allow a PC to more easily pinpoint the creature’s square, but attacks directed at the creature still suffer the 50% miss chance for total concealment as long as there are shadows in the area (which is practically everywhere for a forest). Remember that mundane light sources, even a light or continual flame spell, do not negate the shadow blend ability.


In the surprise round (or first round if the PCs are not surprised), the shadow mastiffs use their bay ability to attempt to divide the PCs. Otherwise they behave as the worgs.

APL 14 (EL 15)

Werewolf Lord: hp 132; AC 30, touch 13, flat-footed 26 (+6 armor, +5 shield, -1 size, +4 Dex, +6 natural); Hide +6, Move Silently +12; see Monster Manual page 174.

Advanced Half-Red Dragon Dire Wolves (4): hp 142 each; see Appendix Seven.

APL 14 Tactics: A Triad member will probably be running this APL, but here are some suggested tactics anyway.


The werewolf lord prefers to fight in his hybrid form, while wielding his trusty bastard sword one-handed (which his hybrid stats already presume in the Monster Manual). Because of this preference, he had his armor and shield crafted in Large size so that he could better take advantage of them. He will seek to target small and unarmored PCs first. If he sees a silver weapon being leveled against him, he will focus his attacks on the wielder while directing the half-red dragon dire wolves to attack that PC as well.


On the first round, the half-red dragon dire wolves will attempt to catch as many PCs as they can in their breath weapon and then move into a good position for a charge. The following round, they use dire charge to spring into melee with claws and teeth bared. After that, they will attempt to flank and attack small and unarmored PCs first (maximum carrying capacity of 6,400 lbs.).


If any of the PCs becomes unconscious, the werewolf lord will order one of the half-red dragon dire wolves to carry the body off (they understand Common, but cannot speak it).

APL 16 (EL 17)

Plague Brush: hp 387; see Appendix Eight.

APL 16 Tactics: A Triad member will probably be running this APL, but here are some suggested tactics anyway.


The maximum encounter distance for the plague brush in increased to 180 feet because of its enormous size. The PCs will either hear it or see it coming, but it will be aware of them too unless they are hiding, invisible, etc. 


Due to its immense size and plant-like nature, its movement will not be impeded by something as puny as light undergrowth and typical trees. This is a Triad-level rules interpretation of the Core rules for this scenario only.


Its spores have a 30-foot radius. However, it is not uncommon for high-level PCs to cast hero’s feast everyday, making them immune to poison. Hence, the poison is only likely to be a concern if hero’s feast is somehow dispelled.


The plague brush will roll on through the forest at full speed, Trampling anything in its way. See Trample rules on page 316 of the Monster Manual. It attempts to scoop any creatures in its path as it does so. If it is not attacked, it simply continues on its path. It only responds to creatures who use offensive actions, such as attacking or casting a spell that targets it or includes it in the area of effect. However, the object of the mission is to destroy the plague brush so it will likely be attacked eventually.


PCs remaining inside the plague brush are each subjected to one slam attack at a -4 penalty on the plague brush’s turn as they are tossed to and fro inside the writhing mass of vegetable matter. This attack will always deal lethal damage. The plague brush does not drop creatures that stop resisting grapple checks (such as those who become unconscious). Creatures that stop resisting the plague brush will eventually be dropped by the plant creature after 1d10x10 minutes unless it is destroyed first. Creatures who are grappled at the time a plague brush is destroyed fall randomly into one of the squares the plague brush previously occupied and are entangled by the mass of plant matter. Disentangling a creature from a destroyed plague brush is similar to removing creatures from the effect of a web spell. Fire may be used to burn the entangling plants away (dealing and addition 2d4 points of damage to creatures in the area of effect) or the creature may extricate itself with a successful DC 20 Strength check or DC 25 Escape Artist check, thereafter moving through it each round by making Strength or Escape Artist checks and moving 5 feet for each full 5 points by which their check beats 10.


Remember, piercing weapons suffer a 20% miss chance against it.

Development: Each table should nominate a Champion of the Hunt after the beasts are slain. If the table cannot reach a consensus on who this should be (everyone at that table MUST agree), then they do not get a Champion of the Hunt.


All Champions should be sent to the Triad. That evening after the Hunt, General Hok will ask them to regale the tales of the day. The PC may make one Perform (storytelling or oratory) check. They may NOT take 10 or 20 on this check. If Hok notices them wearing any obvious Charisma enhancing magic items (such as a circlet of persuasion), he will ask them to remove it first to make the playing field level, unless of course they are willing to lend it to others to use as well.


PCs who had previously made Hok Friendly will receive a +2 Circumstance bonus on this check. PCs who had previously made Hok Helpful will receive a +4 Circumstance bonus on this check. Players who declare that they are living a Lifestyle higher than Standard, in order to gain a bonus, instead suffer a -10 Circumstance penalty as Hok is not impressed by fluffy pomp and circumstance and considers the character a sissy. The Triad might award a +2 Circumstance bonus for excellent role-playing during the story telling.


Ties go to the PC with the highest bonus. If the bonuses are equal, Hok has them retell their story until there is no longer a tie (i.e., keep rolling off). The PC with the highest Perform score wins Hok’s admiration AND is named Lord of Borjed’s Hunting Lodge IF they are a Citizen of the Western Reaches. If a PC is not a Citizen of the Western Reaches, the PC will be invited to move his residency there, which he must do at the end of this event in order to gain this benefit. If a PC declines this honor, the offer goes to the PC with the next-highest score.


Borjed’s Hunting Lodge is a private meta-org that the PC may head, and he may invite 10 other PCs (belonging to other players) to join. The Triad will create special meta-ARs for this. 

Encounter Three: Stampede!

Around twilight, while things wind down for the evening and everyone makes camp, there is a din in the forest. A horde of animals stampede through the camp presaging the arrival of Cranzer’s forces. As Hok wraps up the ceremony naming a PC Lord of Borjed’s Hunting Lodge, a thundering sound is heard throughout the forest. The DC of the Listen check to hear the stampede is -10 so it is assumed that all PCs succeed at this check. At this point, Hok cries for everyone to take cover, and the PCs must divide up into their respective tables once again.


The swarms and mobs presented below are merely representative. The animals stampeding through the Tangles are of a various and diverse nature, birds, snakes, badgers, bears, antelope, etc., but it is simpler to use a few representative swarm types than to create new stat blocks for dozens of different kinds of swarms.

APL 2 (EL 4)

Bat swarm: hp 13; see Monster Manual page 237.

Rat swarms (2): hp 18 each; see Monster Manual page 239.

APL 4 (EL 6)

Bat swarms (2): hp 13 each; see Monster Manual page 237.

Rat swarms (2): hp 18 each; see Monster Manual page 239.

APL 6 (EL 7)

Bat swarms (2): hp 13 each; see Monster Manual page 237.

Rat swarms (4): hp 18 each; see Monster Manual page 239.

APL 8 (EL 9)

Bat swarms (2): hp 13 each; see Monster Manual page 237.

Rat swarms (2): hp 18 each; see Monster Manual page 239.

Mob of light horses: hp 195; see Appendix Four.

APL 10 (EL 10)

Mob of light horses: hp 195; see Appendix Five.

Mob of giant eagles: hp 195; see Appendix Five.

APL 12 (EL 12)

Mob of light horses (2): hp 195 each; see Appendix Six.

Mob of giant eagles (2): hp 195 each; see Appendix Six.

APL 14 (EL 14)

Mob of light horses (5): hp 195 each; see Appendix Seven.

Mob of giant eagles (3): hp 195 each; see Appendix Seven.

APL 16 (EL 16)

Mob of light horses (10): hp 195 each; see Appendix Eight.

Mob of giant eagles (6): hp 195 each; see Appendix Eight.

Tactics: This is a straightforward encounter. The swarms/mobs on the ground may occupy a 10 ft. by 10 ft. or 20 ft. by 20 ft. area, but they are no higher than 5 ft. for swarms and 10 ft. for mobs. The flying mobs however, take up an entire 20 ft. by 20 ft. by 20 ft. area (the area between the canopy top and the ground swarms). So it will be difficult to avoid the swarms unless the PC has a way to fly above the canopy.


The swarms and mobs simply run through the PCs as quickly as possible and off the scene. Hence, this encounter doesn’t present as much danger as it might otherwise imply. At low APLs this makes little difference. At APL 8+, in order to challenge the tables a bit more, each mob attempts to grapple one PC in its path and continue the grapple until the PC breaks free (this represents being tossed to and fro by the creatures and shunted along with them). Treat the mobs as having improved grab for these purposes.


Bear in mind for this encounter that these creatures are not out for blood. They are merely trying to escape the path of Cranzer’s destructive elixirs of defoliation. Survival instincts have kicked in, making them irrational and violent. However they are still unintelligent and not at all interested in hanging around for a fight. Hence, they do not stop to attack PCs who attack them, nor do they care for PCs who attempt to hide with Otiluke’s resilient sphere, forcecage, or similar effects.

Development: It is possible some PCs may attempt to fly to above the canopy to get a better idea of what is going on or to avoid the swarms. This is perfectly acceptable but not very wise. A PC who comes to the top of the canopy will see hundreds of flying fiends spilling an awful green-brown liquid over the forest in an outward spiral pattern while a few others dance in the air (these are vrocks at various stages of a dance of ruin). The PC has 1d3 rounds to seek cover or otherwise end up in the area of a dance of ruin (unless of course the PC manages to kill one of the vrocks by himself, which is unlikely). These PCs also automatically see Gerland mounting his roc animal companion along with several other druids who mount creatures varying from pegasus to giant owl taking the fight to the vrocks, but they are seriously outmatched. Only Gerland seems to be doing well. PCs making a DC 30 Spot check can see a medium sized humanoid figure through a sparse area of the canopy dressed in robes carrying a red staff about 500 feet away walking towards the battlefield surrounded by ogre magi and a pair of war trolls.


While soaring above the canopy may expose a PC to the dangers of the dance of ruin, it does give them some advance warning of the army moving on the ground. Such PCs get an extra round worth of actions to prepare before the attack begins. If they can alert their party by the time the stampede ends, their party members each get an extra round worth of actions as well.


After the stampede, Rob Little or another judge reads the following to everyone:

As the fur, feathers, scales, and shells settle to the ground you look around you and see the camp is in utter disarray. You are just about to begin healing and making repairs when a booming voice echoes throughout the forest.


“Subjects of the Empire of Iuz, I command your attention!” it shouts, “Hear the words now of Cranzer, faithful servant of the Lord of Pain who rules from his unholy throne in the City of Skulls: this land is MY LAND! I am your ruler and you shall bow only to me. As chastisement for your petty rebellion and disrespect for the word of my law, I shall make a demonstration now for all the Flanaess to see. Know that Cranzer of Riftcrag is the only master of the Bandit Lands and that his power is unmatched by ANY within that realm. Witness now the destruction of all you hold dear!”


Suddenly, a horde of orcs, giants, and wicked looking little men with giant scythes pour out of the foliage and undergrowth all around you as demons dive from the sky to take to battle. Flashes of light followed by explosions leave you seeing spots and ring your ears as the army surges forward. Between your band and the oncoming forces are a number of incapacitated and wounded comrades from the Hunt, apparently injured from the stampede and the initial onslaught of spellworkers. They will undoubtedly be slain if you do not rescue them quickly!

At this point, Warfields spellcasters and druids begin to flee from demons in the sky and bring back horrible reports of decimation to the immediate south. PCs in the air above the canopy see hordes of vrocks coursing through the skies carrying cauldrons of a foul liquid. At the same time a band of orcs, giants, and evil fey slip quietly into the camp to add to the confusion. PCs on the ground see figures casting shadows from the sky above but due to the cover provided by the canopy cannot see the fullest extent of the pending danger. However, they may see the infantry moving across the ground.


While Cranzer is speaking through his ghost sound spell, Casey, Britt, and Theo start dancing in the middle of the APL 14-16 tables (mimicking the movements of a vrock’s dance of ruin to represent a group of disguised vrocks). If no one reacts appropriately to this within 18 seconds real time, roughly the time it takes Cranzer to speak, a dance of ruin goes off on these tables, increasing the ELs by 1. At each table, there will be an NPC or group of NPCs the PCs must rescue to get favors at the end. These NPCs are grievously wounded from the stampede and some have been otherwise incapacitated. The PCs begin the encounter roughly 30 feet from these NPCs, regardless of the starting distance for the monsters.


Cranzer’s troops are approaching stealthily as he speaks. To determine encounter starting distance, roll Hide and Move Silently checks for each group of attackers opposed by the PCs’ Spot and Listen checks respectively. For each point by which they beat the attackers’ Hide checks, move them back 10 ft. to a maximum of 100 ft. away. Alternately, for each FOUR points by which they beat the attackers’ Move Silently checks, move them back 10 ft. to a maximum of 100 ft. away (the noise from the stampede drowns sound out easily). Choose whichever starting distance is greater. If the PCs do not beat the attackers by enough to place them 30 ft. away, then the attackers get a surprise round 30 ft. away. For simplicity, roll only ONE set of checks for each creature type in the attacking group. PCs only see those creatures whose Hide checks they beat and only hear those whose Move Silently checks they beat.


After the last character has acted on the first round of combat, the first wave of elixir of defoliation is dumped upon the forest where the PCs are located. The elixir does 10d6 points of damage to all plant matter (including creatures of the plant type) per round for ten rounds, but doesn’t bother typical PCs except for having a rancid odor. This quickly decimates huge swathes of the forest. At the end of the second round nearly all the leaves are gone from the forest canopy and creatures below the canopy now receive only concealment from creatures above. At the end of the third round leaf cover is completely gone and only tree trucks themselves provide any kind of cover or concealment. Also at this point, spells that rely on vegetation cease functioning on all squares except those containing trees. At the end of the fifth round, all normal trees are shriveled and no longer provide cover or provide a suitable area for spells requiring vegetation. At the end of the tenth round, even the oldest and mightiest trees are decayed and ruined. Although undergrowth rots away like the other plants, it still hinders terrain as it did before.


After Gerland is dead or five rounds of combat have gone on (whichever comes first), Hok calls for a retreat (if he is still alive). If Hok is dead, Marwald calls for a retreat (if he has been resuscitated) as soon as the General falls. Otherwise, the druids collectively call for retreat once Gerland dies. At this point the PCs should get the hint that retreating and living to fight another day is the better part of valor. Hopefully they will have the NPCs in tow when they do back out.

Note: For this part of the event, each table will need to have semi-synchronized timing. As such, each table will be given five minutes to complete each round of battle. No table may proceed to the next round until each table is done. This is because Cranzer will enter the fray as soon as Gerland is killed and if tables are acting on different rounds, we wouldn’t want Cranzer getting engaged with multiple parties during the same round.

All opponents approach in a spread out echelon formation to prevent area effects from being utterly disastrous.

APL 2 (EL 4)

Redcap: hp 22; Hide +12, Move Silently +8; see Appendix One.

Orcs (4): hp 4 each; Hide -1, Move Silently -1; see Monster Manual page 203.

[rescue] Hunters (2): male human War1; hp -1 of 5 each; see Appendix Nine.

Tactics: The orcs attack the weakest looking foes first. The redcap focuses on spellcasters when possible.

APL 4 (EL 6)

Redcap: hp 22; Hide +12, Move Silently +8; see Appendix Two.

Ogre: hp 29; Hide -8, Move Silently -4; see Monster Manual page 199.

Orcs (6): hp 4 each; Hide -1, Move Silently -1; see Monster Manual page 203.

[rescue] Hunters (4): male human War1; hp -1 of 5 each; see Appendix Nine.

Tactics: The orcs and ogre attack the weakest looking foes first. The redcap focuses on spellcasters when possible.


If the PCs received advance warning and put up defensive area effects like entangle, the creatures take cover behind a massive tree if they can’t go around it and wait for the elixir of defoliation to take effect, then they charge in to attack.

APL 6 (EL 9)

Elder Redcap: hp 114; Hide +24, Move Silently +20; see Appendix Three.

Ogres (4): hp 29 each; Hide -8, Move Silently -4; see Monster Manual page 199.

[rescue] Private Andersen: Male human (Flan) Marshal2 (Kelanen); hp 3 of 17; see Bandit Kingdoms Mercenaries.

Tactics: The ogres attack the weakest looking foes first. The elder redcap focuses on spellcasters when possible.


If the PCs received advance warning and put up defensive area effects like entangle, the creatures take cover behind a massive tree if they can’t go around it and wait for the elixir of defoliation to take effect, then they charge in to attack.

APL 8 (EL 11)

Elder Redcaps (2): hp 114 each; see Appendix Four.

Ogre Mage: hp 37; Hide -6 (invisible), Move Silently -2; see Monster Manual page 200.

Ogres (4): hp 29 each; Hide -8, Move Silently -4; see Monster Manual page 199.

[rescue] Myrge Nartson: Female human Favored Soul4 (Trithereon); hp 3 of 27; see Bandit Kingdoms Mercenaries.

Tactics: The ogres attack the weakest looking foes first. The ogre mage enters combat with invisibility and casts cone of cold during its first action. In following rounds, it uses invisibility again and then moves to ready actions to attack spellcasters when they begin casting. The elder redcaps focus on spellcasters when possible.


If the PCs received advance warning and put up defensive area effects like entangle, the creatures take cover behind a massive tree if they can’t go around it and wait for the elixir of defoliation to take effect, then they charge in to attack.

APL 10 (EL 14)

Elder Redcaps (4): hp 114 each; Hide +24, Move Silently +20; see Appendix Five.

Redcap Mage: redcap Sor11; hp 101; Hide +14, Move Silently +10; see Appendix Five.

Ogre Mage: hp 37; Hide -6 (invisible), Move Silently -2; see Monster Manual page 200.

Ogre Barbarian (3): male ogre Bbn4; hp 79 each; Hide -6, Move Silently -2; see Monster Manual page 199.

[rescue] Adlar the Two-Sided: Male human Clr6 of Nerull; hp 13 of 48; see Appendix Nine.

Tactics: All monsters begin the fight with mass fly (CL 15). The ogre barbarians attack the weakest looking foes first. The ogre mage enters combat with invisibility and casts cone of cold during its first action. In following rounds, it uses invisibility again and then moves to ready actions to attack spellcasters when they begin casting. The elder redcaps focus on spellcasters when possible. The redcap mage casts haste during the first round and on subsequent rounds either tries to capture characters in a nasty area effect like Evard’s black tentacles or readies to disrupt area effect spells with dispel magic or a damaging or blocking spell (like lightining bolt or Otiluke’s resilient sphere). If none of these options are enticing, he buffs his fellows with spells like greater mage armor or stoneskin.


If the PCs received advance warning and put up defensive area effects like entangle, the mage attempts to dispel them first.
APL 12 (EL 16)

Advanced Elder Redcaps (2): hp 225 each; Hide +33, Move Silently +29; see Appendix Six.

Elder Redcap Mage: elder redcap Sor12; hp 255; see Appendix Six.

Vrocks (4): hp 115 each; heroism and mirror image pre-cast; see Monster Manual page 48.
[rescue] Sourstis: Female half-elf Ftr6; hp 0 of 52; see Bandit Kingdoms Mercenaries.

Tactics: All monsters begin the fight with mass fly (CL 16). The elder redcaps focus on spellcasters when possible. The elder redcap mage casts haste during the first round and on subsequent rounds either tries to capture characters in a nasty area effect like Evard’s black tentacles or readies to disrupt area effect spells with greater dispel magic or a damaging or blocking spell (like lightining bolt or Otiluke’s resilient sphere). If none of these options are enticing, he buffs his fellows with spells like greater mage armor or stoneskin. One vrock attempts a stunning screech each round as long as they each have an attempt left. The others try to infect as many characters as possible with spores while trying to corral their foes into an area for the mage to get them with an area effect.


If the PCs received advance warning and put up defensive area effects like entangle, the mage attempts to dispel them first.
APL 14 (EL 18; 19 with dance of ruin)

Advanced Elder Redcaps (2): hp 225 each; Hide +33, Move Silently +29; see Appendix Seven.

Elder Redcap Mage: elder redcap Sor12; hp 255; see Appendix Seven.

Vrocks (6): hp 115 each; heroism and mirror image pre-cast; see Monster Manual page 115.

War Trolls (4): hp 138 each; see Appendix Seven.
[rescue] His Honorable Lordship Colonel Marwald, Mayor of Hallorn: Male human Rgr8; hp -4 of 48; see Appendix Nine.

Tactics: All monsters begin the fight with mass fly (CL 16). The elder redcaps and war trolls focus on spellcasters when possible. The elder redcap mage casts haste during the first round and on subsequent rounds either tries to capture characters in a nasty area effect like Evard’s black tentacles or readies to disrupt area effect spells with greater dispel magic or a damaging or blocking spell (like lightining bolt or Otiluke’s resilient sphere). If none of these options are enticing, he buffs his fellows with spells like greater mage armor or stoneskin. One vrock attempts a stunning screech each round as long as they each have an attempt left. The others try to infect as many characters as possible with spores while trying to corral their foes into an area for the mage to get them with an area effect.


If the PCs received advance warning and put up defensive area effects like entangle, the mage attempts to dispel them first.
APL 16 (EL 20; 21 with dance of ruin)

Advanced Elder Redcap Berserkers (2): male redcap Bbn4; hp 331 each; Hide +31, Move Silently +32; see Appendix Eight.
Elder Redcap Mages (2): elder redcap Sor12; hp 255; see Appendix Eight.
War Trolls (4): hp 138 each; see Appendix Eight.

Advanced Elite Vrocks (4):
[rescue] Guardian General Hok: Male human Marshal; 80 hp down, blinded, 2 negative levels.

Tactics: All monsters begin the fight with mass fly (CL 16). The elder redcaps focus on spellcasters when possible. One elder redcap mage casts haste during the first round while the others either try to capture characters in a nasty area effect like Evard’s black tentacles or ready to disrupt area effect spells with greater dispel magic or a damaging or blocking spell (like lightining bolt or Otiluke’s resilient sphere). If none of these options are enticing, they buffs their fellows with spells like greater mage armor or stoneskin. They attempt to corral their foes into an area for a mage to get them with an area effect.


If the PCs received advance warning and put up defensive area effects like entangle, the mages attempt to dispel them first.
All APLs (EL 18)

Cranzer of Riftcrag: male human Wizard.

Cranzer’s Tactics: The third round after the defoliator elixir is released all PCs see Gerland flying through the sky atop his roc companion, felling demons left and right with a scimitar that burns with white light. At some point during the round, the PCs will see the robed figure (a project image illusory Cranzer; the real Cranzer is under cover of superior invisibility) in the back unleash an awful spell towards Gerland that wracks him with an incredible amount of arcane power. The spell utterly saps him of all magical enhancements which creates numerous visible magical wisps that course towards Cranzer and surround him with raw spell power. A DC 24 Spellcraft check will identify this as a reaving dispel spell (a successful DC 20 Spot or Listen check is required to see or hear enough components of the spell to be allowed the Spellcraft check as the battle is fairly far away). Cranzer takes 10 on his dispel checks (using Arcane Mastery) and successfully reaves all of Gerland’s spells. The following round, Gerland attempts to call down a quickened flame strike upon the robed figure (granting him a Will save to recognize the illusion). If he succeeds the save, he casts greater dispel magic on the illusory Cranzer, hoping to draw the mage out. Cranzer (or his illusory double) then soars into the air after Gerland and blasts him with a twin scorching ray spell, followed by a quickened magic missile. If Gerland still stands the next round and is aware that Cranzer is an illusion, he casts true seeing followed by a quickened bear’s endurance to give himself more hit points; if he still doesn’t recognize the illusion, he attempts to engage “Cranzer” in melee, granting him a new save if he hits. Cranzer then finishes Gerland off with a charge from his staff followed by another magic missile (if necessary) quickened by his lesser quicken metamagic rod. Barring immensely absurd amounts of luck, it should take Cranzer no more than three rounds to eliminate Gerland.

As soon as Gerland is finished, Cranzer then turns his eyes to the battlefield. If his project image spell remains, he continues to use it to probe the battlefield, looking for those Wanted by the Church of Iuz and especially any who associate themselves with Hellstone Tower. His primary targets are those who are in the Hellstone Tower meta-organization (assuming he recognizes them if they are disguised, he may get a bonus on this check, depending on the WCI score of the character; he has also pursued Tarroush for long enough that he recognizes the rune of Tarroush for what it is and can see it with arcane sight unless the PC has cast Nystul’s magic aura on it). After that, he targets those with the highest WCI scores. Failing that, he targets characters with symbols of Pelor, St. Cuthbert, Vecna, or Nerull visible. He attempts to eradicate such PCs each round on his initiative, including as many of their fellows in his area effects as possible. He does not care if he kills his own troops in the process. In no event does he bother with any characters at tables below APL 10.


If any PCs turn on Cranzer and devote their full attention to him, it is quite likely Cranzer will flee. He is confident his superior invisibility spell will be hard to breach and his contingent spells protect him from the most dangerous spells. The first time he sees such a spell leveled at him, he will attempt to turn it on the caster using his various array of counterspelling abilities. Should any character become aware of him via true seeing and manage to level a spell at him that either forces him to roll a “save or die” save, takes him below 75% of his base hit points (57 or lower), or forces one of his more valuable contingent spells to fire, the true coward inside Cranzer comes out and he uses his next action to return to Riftcrag via greater teleport.
Treasure: It’s unlikely much treasure will be recovered in this encounter since the PCs are greatly outnumbered. Despite the risks it entails, PCs may loot items they find on their foes if they wish to take the time to do so.


APL A: Loot: xx gp; Coin: yy gp; Magic: zz gp – item name (value gp each per single item).


APL B: Loot: 0 gp; Coin: 10 gp; Magic: 255 gp – scroll of haste (2 @ 31 gp each), +1 rapier (193 gp).

Development: After the PCs escape the battlefield they can see a swathe of devastation behind them. Injured NPCs can be taken to one of Hok’s two priests for tending, a cleric of Kelanen and a cleric of Kord, both 7th level. He also has a handful of warmages and a 10th level wizard who provide cover fire as the hunting party retreats back to Borjed’s Hunting Lodge. Cranzer’s forces do not pursue the group long since they are quickly called back to finish the business of destroying the Tangles.

Conclusion

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

The End

Experience Point Summary

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

Encounter One

Experience objective


APL2 AA xp


APL4 AA xp


APL6 AA xp


APL8 AA xp

Encounter Two


APL2 BB xp


APL4 BB xp


APL6 BB xp


APL8 BB xp

Story Award

Objective(s) met:


APL2 CC xp


APL4 CC xp


APL6 CC xp


APL8 CC xp

Discretionary roleplaying award


APL2 DD xp


APL4 DD xp


APL6 DD xp


APL8 DD xp

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

Total possible experience:


APL2 ZZ xp


APL4 ZZ xp


APL6 ZZ xp


APL8 ZZ xp

[Sum of all experience awards above.]

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic items are the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


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

Encounter One:  Introduction


APL A: Loot: 0 gp; Coin: 50 gp; Magic: 0 gp.

APL B: Loot: 0 gp; Coin: 100 gp; Magic: 0 gp.

APL C: Loot: 0 gp; Coin: 150 gp; Magic: 0 gp.

Encounter Two:  


APL A: Loot: 12 gp; Coin: 0 gp; Magic: 13 gp – scroll of protection from arrows (13 gp).

APL B: Loot: 25 gp; Coin: 0 gp; Magic: 180 gp – scroll of protection from arrows (13 gp), ring of protection +1 (167 gp).

APL C: Loot: 16 gp; Coin: 0 gp; Magic: 214 gp – potion of cure light wounds (2 @ 8 gp each), scroll of haste (31 gp), ring of protection +1 (167 gp).

Total Possible Treasure


APL A: Loot: 12 gp; Coin: 50 gp; Magic: 13 gp; Total: 75 gp.


APL B: Loot: 25 gp; Coin: 100 gp; Magic: 180 gp; Total: 305 gp.


APL C: Loot: 16 gp; Coin: 150 gp; Magic: 214 gp; Total: 380 gp.

Special

See AR

Items for the Adventure Record

See AR

Appendix One – APL 2

Encounter Three





Redcap: CR 2; Small fey; HD 4d6+8; hp 22; Init +5; Spd 30 ft.; AC 13, touch 12, flat-footed 12 [+1 size, +1 Dex, +1 natural]; BAB/Grp +2/+4;  Atk +3 melee (2d4+7/x4, medium scythe)* or +4 ranged (1d6+3, medium sling]; SA eldritch stone, powerful build; SQ damage reduction 5/cold iron, low-light vision; AL CE; SV Fort +3, Ref +5, Will +5; Str 14, Dex 13, Con 14, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +12, Intimidate +8, Listen +8, Move Silently +8, Spot +8, Survival +8; Improved Initiative, Power Attack.


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Appendix Two – APL 4

Encounter Three





Redcap: CR 2; Small fey; HD 4d6+8; hp 22; Init +5; Spd 30 ft.; AC 13, touch 12, flat-footed 12 [+1 size, +1 Dex, +1 natural]; BAB/Grp +2/+4;  Atk +3 melee (2d4+7/x4, medium scythe)* or +4 ranged (1d6+3, medium sling]; SA eldritch stone, powerful build; SQ damage reduction 5/cold iron, low-light vision; AL CE; SV Fort +3, Ref +5, Will +5; Str 14, Dex 13, Con 14, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +12, Intimidate +8, Listen +8, Move Silently +8, Spot +8, Survival +8; Improved Initiative, Power Attack.


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Appendix Three – APL 6

Encounter Three





Elder Redcap: CR 7; Small fey; HD 12d6+72; hp 114; Init +9; Spd 30 ft.; AC 21, touch 16, flat-footed 16 [+1 size, +5 Dex, +5 natural]; BAB/Grp +6/+12;  Atk +11 melee (2d4+13/x4, medium scythe)* or +13 ranged (1d6+7, medium sling]; Full Atk +11/+6 melee (2d4+13/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +10, Ref +13, Will +9; Str 22, Dex 21, Con 22, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +24, Intimidate +16, Listen +18, Move Silently +20, Spot +18, Survival +16; Alertness, Cleave, Improved Initiative, Power Attack, Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Appendix Four – APL 8

Encounter Three





Mob of light horses: CR 8; Gargantuan animal (mob of large animals); HD 30d8+60; hp 195; Init +0; Spd 50 ft.; AC 10, touch 7, flat-footed 9 [-4 size, +1 Dex, +3 natural]; BAB/Grp: +22/+36; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+3; SQ mob anatomy; AL N; SV Fort +19, Ref +18, Will +9; Str 14, Dex 13, Con 15, Int 2, Wis 10, Cha 6. 


Skills and Feats: Listen +3, Spot +3; Endurance, Improved Bull RushB, Improved OverrunB, Run.


Expert Grappler (Ex): A mob of light horses can maintain a grapple without penalty and still make attacks against other targets (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.


Trample (Ex): A mob of light horses that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+3 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 27) to take half damage.


Mob Anatomy (Ex): A mob of light horses has no clear front or back and no discernable anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its hit dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the results of negative energy) and thus cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and some evocation spells.


Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of a specific individual caught up in a mob. If a mob is dispersed by nonlethal attacks, there are no casualties. If the mob is dispersed by lethal attacks, assume that 30% of its number is slain and 30% is reduced to 0 hit points. To determine a specific individual’s fate, simple roll d%: a result of 01-30 indicates death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escaped relatively unscathed.

Elder Redcap: CR 7; Small fey; HD 12d6+72; hp 114; Init +9; Spd 30 ft.; AC 21, touch 16, flat-footed 16 [+1 size, +5 Dex, +5 natural]; BAB/Grp +6/+12;  Atk +11 melee (2d4+13/x4, medium scythe)* or +13 ranged (1d6+7, medium sling]; Full Atk +11/+6 melee (2d4+13/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +10, Ref +13, Will +9; Str 22, Dex 21, Con 22, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +24, Intimidate +16, Listen +18, Move Silently +20, Spot +18, Survival +16; Alertness, Cleave, Improved Initiative, Power Attack, Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Appendix Five – APL 10

Encounter Two





Advanced Elite Shadow Mastiff: CR 9; Large outsider (extraplanar); HD 8d8+56; hp 92; Init +5; Spd 50 ft.; AC 15, touch 10, flat-footed 14 [+1 Dex, -1 size, +5 natural]; BAB/Grp: +8/+22; Atk +17 melee (1d8+15, bite); Space/Reach 10 ft./5 ft.; SA bay, trip; SQ darkvision 60 ft., shadow blend, scent; AL NE; SV Fort +13, Ref +7, Will +6; Str 30, Dex 13, Con 24, Int 4, Wis 10, Cha 14. 


Skills and Feats: Hide +8, Listen +11, Move Silently +12, Spot +11, Survival +11*; Ability Focus (bay), Dodge, Improved Initiative, TrackB.


Languages: understand Common.


Bay (Su): When a greater shadow mastiff howls or barks, all creatures except evil outsiders within a 300-foot spread must succeed on a DC 18 Will save or become panicked for 2d4 rounds. This is a sonic mind-affecting fear effect. Whether or not the save is successful, an afflicted creature is immune to the same mastiff’s bay for 24 hours. The save DC is Charisma based.


Trip (Ex): A greater shadow mastiff that hits with its bite attack can attempt to trip the opponent as a free action (+14 check modifier) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the greater shadow mastiff.


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


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

Encounter Three





Mob of light horses: CR 8; Gargantuan animal (mob of large animals); HD 30d8+60; hp 195; Init +0; Spd 50 ft.; AC 10, touch 7, flat-footed 9 [-4 size, +1 Dex, +3 natural]; BAB/Grp: +22/+36; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+3; SQ mob anatomy; AL N; SV Fort +19, Ref +18, Will +9; Str 14, Dex 13, Con 15, Int 2, Wis 10, Cha 6. 


Skills and Feats: Listen +3, Spot +3; Endurance, Improved Bull RushB, Improved OverrunB, Run.


Expert Grappler (Ex): A mob of light horses can maintain a grapple without penalty and still make attacks against other targets (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.


Trample (Ex): A mob of light horses that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+3 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 27) to take half damage.


Mob Anatomy (Ex): A mob of light horses has no clear front or back and no discernable anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its hit dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the results of negative energy) and thus cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and some evocation spells.


Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of a specific individual caught up in a mob. If a mob is dispersed by nonlethal attacks, there are no casualties. If the mob is dispersed by lethal attacks, assume that 30% of its number is slain and 30% is reduced to 0 hit points. To determine a specific individual’s fate, simple roll d%: a result of 01-30 indicates death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escaped relatively unscathed.

Mob of giant eagles: CR 8; Gargantuan magical beast (mob of large magical beasts); HD 30d10+30; hp 195; Init +0; Spd 10 ft., fly 80 ft. (average); AC 12, touch 9, flat-footed 9 [-4 size, +3 Dex, +3 natural]; BAB/Grp: +30/+46; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+6; SQ evasion, mob anatomy; AL NG; SV Fort +18, Ref +20, Will +11; Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10. 


Skills and Feats: Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15, Survival +3; Alertness, Flyby Attack, Improved Bull RushB, Improved OverrunB.


Expert Grappler (Ex): See mob of light horses.


Trample (Ex): A mob of giant eagles that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+6 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 29) to take half damage.


Evasion (Ex): With a successful Reflex save against an attack that allows a Reflex save for half damage, a mob of giant eagles takes no damage.


Mob Anatomy (Ex): See mob of light horses.

Elder Redcap: CR 7; Small fey; HD 12d6+72; hp 114; Init +9; Spd 30 ft.; AC 21, touch 16, flat-footed 16 [+1 size, +5 Dex, +5 natural]; BAB/Grp +6/+12;  Atk +11 melee (2d4+13/x4, medium scythe)* or +13 ranged (1d6+7, medium sling]; Full Atk +11/+6 melee (2d4+13/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +10, Ref +13, Will +9; Str 22, Dex 21, Con 22, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +24, Intimidate +16, Listen +18, Move Silently +20, Spot +18, Survival +16; Alertness, Cleave, Improved Initiative, Power Attack, Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Redcap Mage: male redcap Sor 11; CR 11; Small fey; HD 4d6+12 plus 11d4+33; hp 86 (101); Init +7 (+9); Spd 30 ft.; AC 19 (29), touch 15 (17), flat-footed 16 (24) [+1 size, +3 (+5) Dex, +2 (+6) armor, +1 deflection, +2 natural, (+4 shield)]; BAB/Grp +7/+8;  Atk +7 melee (2d4+5/x4, medium scythe)* or +13 (+15) ranged (1d6+2, mwk medium sling] or +11 (+13) ranged (ray spell); Full Atk +6/+1 melee (2d4+5/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 5/cold iron, low-light vision; AL CE; SV Fort +10, Ref +13 (+15), Will +16; Str 12, Dex 16 (20), Con 17, Int 10, Wis 14, Cha 19.


* Includes adjustments for Power Attack.


Skills and Feats: Concentration +14, Hide +12 (+14), Intimidate +8, Listen +8, Move Silently +8 (+10), Spellcraft +11, Spot +8, Survival +8; Eschew Materials, Greater Spell Focus (evocation), Improved Initiative, Power Attack, Practiced Spellcaster, Spell Focus (evocation).


Languages: Common and Sylvan.


Eldritch Stone (Su): See redcap.


Powerful Build (Ex): See redcap.


Sorcerer Spells Known (6/7/7/7/7/4; CL 15): 0—acid splash, detect magic, disrupt undead, flare (DC 16), light, mage hand, ray of frost, read magic, resistance; 1st—charm person (DC 15), grease (DC 15), magic missile, ray of enfeeblement, shield; 2nd—glitterdust (DC 16), cat’s grace, false life, resist energy, scorching ray; 3rd—dispel magic, greater mage armor, haste, lightning bolt (DC 19); 4th—Evard’s black tentacles (+23), Otiluke’s resilient sphere (DC 20) stoneskin; 5th—cone of cold (DC 21), mass fly.


Active Spells: cat’s grace (CL 15), false life (CL 15), greater mage armor (CL 15), mass fly (CL 15), shield (CL 15), stoneskin (CL 15); this adjusts his spells available as follows (6/6/5/6/6/3).

Possessions: amulet of natural armor +1, bracers of armor +2, ring of protection +1, cloak of resistance +3, wand of magic missile (9th; 20 charges), medium scythe, mwk medium sling, 10 bullets, four 250 gp pouches of diamond dust.


Physical Description: See redcap.

Appendix Six – APL 12

Encounter Two





Advanced Elite Shadow Mastiff: CR 9; Large outsider (extraplanar); HD 8d8+56; hp 92; Init +5; Spd 50 ft.; AC 15, touch 10, flat-footed 14 [+1 Dex, -1 size, +5 natural]; BAB/Grp: +8/+22; Atk +17 melee (1d8+15, bite); Space/Reach 10 ft./5 ft.; SA bay, trip; SQ darkvision 60 ft., shadow blend, scent; AL NE; SV Fort +13, Ref +7, Will +6; Str 30, Dex 13, Con 24, Int 4, Wis 10, Cha 14. 


Skills and Feats: Hide +8, Listen +11, Move Silently +12, Spot +11, Survival +11*; Ability Focus (bay), Dodge, Improved Initiative, TrackB.


Languages: understand Common.


Bay (Su): When a greater shadow mastiff howls or barks, all creatures except evil outsiders within a 300-foot spread must succeed on a DC 18 Will save or become panicked for 2d4 rounds. This is a sonic mind-affecting fear effect. Whether or not the save is successful, an afflicted creature is immune to the same mastiff’s bay for 24 hours. The save DC is Charisma based.


Trip (Ex): A greater shadow mastiff that hits with its bite attack can attempt to trip the opponent as a free action (+14 check modifier) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the greater shadow mastiff.


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


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

Encounter Three





Mob of light horses: CR 8; Gargantuan animal (mob of large animals); HD 30d8+60; hp 195; Init +0; Spd 50 ft.; AC 10, touch 7, flat-footed 9 [-4 size, +1 Dex, +3 natural]; BAB/Grp: +22/+36; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+3; SQ mob anatomy; AL N; SV Fort +19, Ref +18, Will +9; Str 14, Dex 13, Con 15, Int 2, Wis 10, Cha 6. 


Skills and Feats: Listen +3, Spot +3; Endurance, Improved Bull RushB, Improved OverrunB, Run.


Expert Grappler (Ex): A mob of light horses can maintain a grapple without penalty and still make attacks against other targets (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.


Trample (Ex): A mob of light horses that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+3 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 27) to take half damage.


Mob Anatomy (Ex): A mob of light horses has no clear front or back and no discernable anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its hit dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the results of negative energy) and thus cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and some evocation spells.


Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of a specific individual caught up in a mob. If a mob is dispersed by nonlethal attacks, there are no casualties. If the mob is dispersed by lethal attacks, assume that 30% of its number is slain and 30% is reduced to 0 hit points. To determine a specific individual’s fate, simple roll d%: a result of 01-30 indicates death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escaped relatively unscathed.

Mob of giant eagles: CR 8; Gargantuan magical beast (mob of large magical beasts); HD 30d10+30; hp 195; Init +0; Spd 10 ft., fly 80 ft. (average); AC 12, touch 9, flat-footed 9 [-4 size, +3 Dex, +3 natural]; BAB/Grp: +30/+46; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+6; SQ evasion, mob anatomy; AL NG; SV Fort +18, Ref +20, Will +11; Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10. 


Skills and Feats: Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15, Survival +3; Alertness, Flyby Attack, Improved Bull RushB, Improved OverrunB.


Expert Grappler (Ex): See mob of light horses.


Trample (Ex): A mob of giant eagles that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+6 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 29) to take half damage.


Evasion (Ex): With a successful Reflex save against an attack that allows a Reflex save for half damage, a mob of giant eagles takes no damage.


Mob Anatomy (Ex): See mob of light horses.

Advanced Elder Redcap: CR 11; Small fey; HD 18d6+162; hp 225; Init +12; Spd 30 ft.; AC 27, touch 19, flat-footed 19 [+1 size, +8 Dex, +8 natural]; BAB/Grp +9/+18;  Atk +18 melee (2d4+17/19-20/x4, medium scythe)* or +18 ranged (1d6+10, medium sling]; Full Atk +18/+13 melee (2d4+17/19-20/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 15/cold iron, low-light vision; AL CE; SV Fort +15, Ref +19, Will +12; Str 28, Dex 27, Con 28, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +33, Intimidate +22, Listen +24, Move Silently +29, Spot +24, Survival +22; Alertness, Cleave, Improved Critical (scythe), Improved Initiative, Power Attack, Track, Weapon Focus (scythe).


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Elder Redcap Mage: male redcap Sor12; CR 13; Small fey; HD 12d6+84 plus 12d4+84; hp 240 (255); Init +11 (+13); Spd 40 ft.; AC 28 (40), touch 20 (22), flat-footed 21 (31) [+1 size, +7 (+9) Dex, +2 (+6) armor, +2 deflection, +6 natural, (+4 shield)]; BAB/Grp +12/+17;  Atk +16 melee (2d4+11/x4, medium scythe)* or +22 (+24) ranged (1d6+6, medium sling]; Full Atk +16/+11/+6 melee (2d4+11/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +15, Ref +19 (+21), Will +18; Str 20, Dex 24 (28), Con 25, Int 10, Wis 14, Cha 22.


* Includes adjustments for Power Attack.


Skills and Feats: Concentration +19, Hide +26 (+28), Intimidate +21, Jump +10, Listen +19, Move Silently +22 (+24), Spellcraft +12, Spot +19, Survival +17; Alertness, Cleave, Eschew Materials, Greater Spell Focus (evocation), Improved Initiative, Power Attack, Practiced Spellcaster, Spell Focus (evocation), Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): See redcap.


Powerful Build (Ex): see redcap.


Sorcerer Spells Known (6/8/8/7/7/6/4; CL 16): 0—acid splash, detect magic, disrupt undead, flare (DC 18), light, mage hand, ray of frost, read magic, resistance; 1st—charm person (DC 17), grease (DC 17), magic missile, ray of enfeeblement, shield; 2nd—glitterdust (DC 18), cat’s grace, false life, resist energy, scorching ray; 3rd—displacement, greater mage armor, haste, lightning bolt (DC 21); 4th—Evard’s black tentacles (+24), Otiluke’s resilient sphere (DC 22) stoneskin; 5th—cone of cold (DC 22), mass fly; 6th—greater dispel magic.


Active Spells: cat’s grace (CL 16), false life (CL 16), greater mage armor (CL 16), mass fly (CL 16), shield (CL 16), stoneskin (CL 16); this adjusts his spells available as follows (6/7/6/6/6/5/4).


Possessions: amulet of natural armor +1, bracers of armor +2, ring of protection +2, cloak of charisma +2, boots of striding and springing, wand of magic missile (9th; 20 charges), medium scythe, mwk medium sling, 10 bullets, two 250 gp pouches of diamond dust.


Physical Description: See redcap.

Appendix Seven – APL 14

Encounter Two





Advanced Half-Red Dragon Dire Wolf: CR 8; Large dragon; HD 15d10+60; hp 142; Init +6; Spd 50 ft., fly 100 ft. (average); AC 21, touch 11, flat-footed 19 [-1 size, +2 Dex, +3 armor, +7 natural); BAB/Grp +11/+27;  Atk +23 melee (1d6+12, claw); Full Atk +23/+23 melee (1d6+12, 2 claws) and +22 melee (1d8+6, bite); Space/Reach 10 ft./5 ft.; SA breath weapon, trip; SQ darkvision 60 ft., immunity to fire, sleep, and paralysis, low-light vision, scent; AL CE; SV Fort +13, Ref +11, Will +6; Str 35, Dex 15, Con 19, Int 4, Wis 12, Cha 12. 


Skills and Feats: Hide +10, Listen +3, Move Silently +10, Spot +3, Survival +7*; Ability Focus (breath weapon), Dire Charge†, Improved Initiative, Improved Multiattack†, Multiattack, TrackB, Weapon Focus (claw).


Languages: Common (understand only, can’t speak).


Breath Weapon (Su): 30 ft. cone, once per day, damage 6d8 fire, Reflex DC 23 half. The save DC is Constitution based.


Trip (Ex): A dire wolf that hits with a bite attack can attempt to trip its opponent (+16 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the dire wolf.


Skills: A dire wolf has a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks. *It also has a +4 racial bonus on Survival checks when tracking by scent.


Possessions: mwk studded leather barding.


Physical Description: This enormous beast has a lupine shape and walks on all fours, but its maw is lined with cruel and unnaturally sharp teeth and its hide shows tough patches of scarlet scales while great red wings spring from its back. A trickle of smoke wafts from its nostrils as it growls at you with obvious malice in its heart.


† Draconomicon

Encounter Three





Mob of light horses: CR 8; Gargantuan animal (mob of large animals); HD 30d8+60; hp 195; Init +0; Spd 50 ft.; AC 10, touch 7, flat-footed 9 [-4 size, +1 Dex, +3 natural]; BAB/Grp: +22/+36; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+3; SQ mob anatomy; AL N; SV Fort +19, Ref +18, Will +9; Str 14, Dex 13, Con 15, Int 2, Wis 10, Cha 6. 


Skills and Feats: Listen +3, Spot +3; Endurance, Improved Bull RushB, Improved OverrunB, Run.


Expert Grappler (Ex): A mob of light horses can maintain a grapple without penalty and still make attacks against other targets (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.


Trample (Ex): A mob of light horses that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+3 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 27) to take half damage.


Mob Anatomy (Ex): A mob of light horses has no clear front or back and no discernable anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its hit dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the results of negative energy) and thus cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and some evocation spells.


Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of a specific individual caught up in a mob. If a mob is dispersed by nonlethal attacks, there are no casualties. If the mob is dispersed by lethal attacks, assume that 30% of its number is slain and 30% is reduced to 0 hit points. To determine a specific individual’s fate, simple roll d%: a result of 01-30 indicates death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escaped relatively unscathed.

Mob of giant eagles: CR 8; Gargantuan magical beast (mob of large magical beasts); HD 30d10+30; hp 195; Init +0; Spd 10 ft., fly 80 ft. (average); AC 12, touch 9, flat-footed 9 [-4 size, +3 Dex, +3 natural]; BAB/Grp: +30/+46; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+6; SQ evasion, mob anatomy; AL NG; SV Fort +18, Ref +20, Will +11; Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10. 


Skills and Feats: Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15, Survival +3; Alertness, Flyby Attack, Improved Bull RushB, Improved OverrunB.


Expert Grappler (Ex): See mob of light horses.


Trample (Ex): A mob of giant eagles that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+6 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 29) to take half damage.


Evasion (Ex): With a successful Reflex save against an attack that allows a Reflex save for half damage, a mob of giant eagles takes no damage.


Mob Anatomy (Ex): See mob of light horses.

Advanced Elder Redcap: CR 11; Small fey; HD 18d6+162; hp 225; Init +12; Spd 30 ft.; AC 27, touch 19, flat-footed 19 [+1 size, +8 Dex, +8 natural]; BAB/Grp +9/+18;  Atk +18 melee (2d4+17/19-20/x4, medium scythe)* or +18 ranged (1d6+10, medium sling]; Full Atk +18/+13 melee (2d4+17/19-20/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 15/cold iron, low-light vision; AL CE; SV Fort +15, Ref +19, Will +12; Str 28, Dex 27, Con 28, Int 11, Wis 12, Cha 13.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +33, Intimidate +22, Listen +24, Move Silently +29, Spot +24, Survival +22; Alertness, Cleave, Improved Critical (scythe), Improved Initiative, Power Attack, Track, Weapon Focus (scythe).


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Possessions: medium scythe, medium sling, 10 bullets.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.


Source: Monster Manual III page 138.

Elder Redcap Mage: male redcap Sor12; CR 13; Small fey; HD 12d6+84 plus 12d4+84; hp 240 (255); Init +11 (+13); Spd 40 ft.; AC 28 (40), touch 20 (22), flat-footed 21 (31) [+1 size, +7 (+9) Dex, +2 (+6) armor, +2 deflection, +6 natural, (+4 shield)]; BAB/Grp +12/+17;  Atk +16 melee (2d4+11/x4, medium scythe)* or +22 (+24) ranged (1d6+6, medium sling]; Full Atk +16/+11/+6 melee (2d4+11/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +15, Ref +19 (+21), Will +18; Str 20, Dex 24 (28), Con 25, Int 10, Wis 14, Cha 22.


* Includes adjustments for Power Attack.


Skills and Feats: Concentration +19, Hide +26 (+28), Intimidate +21, Jump +10, Listen +19, Move Silently +22 (+24), Spellcraft +12, Spot +19, Survival +17; Alertness, Cleave, Eschew Materials, Greater Spell Focus (evocation), Improved Initiative, Power Attack, Practiced Spellcaster, Spell Focus (evocation), Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): See redcap.


Powerful Build (Ex): see redcap.


Sorcerer Spells Known (6/8/8/7/7/6/4; CL 16): 0—acid splash, detect magic, disrupt undead, flare (DC 18), light, mage hand, ray of frost, read magic, resistance; 1st—charm person (DC 17), grease (DC 17), magic missile, ray of enfeeblement, shield; 2nd—glitterdust (DC 18), cat’s grace, false life, resist energy, scorching ray; 3rd—displacement, greater mage armor, haste, lightning bolt (DC 21); 4th—Evard’s black tentacles (+24), Otiluke’s resilient sphere (DC 22) stoneskin; 5th—cone of cold (DC 22), mass fly; 6th—greater dispel magic.


Active Spells: cat’s grace (CL 16), false life (CL 16), greater mage armor (CL 16), mass fly (CL 16), shield (CL 16), stoneskin (CL 16); this adjusts his spells available as follows (6/7/6/6/6/5/4).


Possessions: amulet of natural armor +1, bracers of armor +2, ring of protection +2, cloak of charisma +2, boots of striding and springing, wand of magic missile (9th; 20 charges), medium scythe, mwk medium sling, 10 bullets, two 250 gp pouches of diamond dust.


Physical Description: See redcap.

War Troll: CR 12; Large giant; HD 12d8+84; hp 138; Init +7; Spd 30 ft.; AC 31, touch 12, flat-footed 28 [-1 size, +14 natural armor, +5 breastplate, +3 Dex]; BAB/Grp +12/+22;  Atk +23 melee (2s8+15/19-20, mwk greatsword) or +15 ranged (2d6+10, mwk composite longbow); Full Atk +23/+18/+13 melee (2d8+15/19-20, mwk greatsword) and +19 melee (1d6+5, bite) +21/+21 melee (1d8+10, 2 claws) and +19 melee (1d6+5, bite) or +15/+10/+5 ranged (2d6+10, mwk composite longbow); Space/Reach 10 ft./10 ft.; SA dazing blow; SQ damage reduction 5/adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20; AL NE; SV Fort +13, Ref +11, Will +12; Str 31, Dex 16, Con 29, Int 8, Wis 15, Cha 10. 


Skills and Feats: Listen +11, Spot +12; Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (greatsword).


Languages: Giant.


Dazing Blow (Ex): The force of a war troll’s blow can be overwhelming. If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round. The save DC is Constitution based.


Regeneration (Ex): Unlike with their lesser cousins, acid (not fire) deals normal damage to a war troll. If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes. The creature can reattach the severed member instantly by holding it to the stump.


Possessions: mwk large greatsword, mwk large composite longbow [Str +10], large breastplate.


Physical Description: This hulking creature stands upright. Although it has the feral features of a troll, its rubbery green skin has a dark, metallic tinge and it wears substantial armor. The creature holds a greatsword with ease and is clearly a skilled warrior.

Appendix Eight – APL 16
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Plague Brush: CR 17; Colossal plant; HD #d#+# [(creature kind)] plus #d#+# [(class kind)]; or (for NPC) #d#+#; hp #; Init #; Spd # ft., second movement mode # ft. ([maneuverability for aerial movement]); AC #, touch #, flat-footed # [AC modifiers]; BAB/Grp +#/+#;  Atk +# melee [(weapon stats, attack type)] or +# ranged [(weapon stats, attack type)]; Full Atk +#/# melee [(weapon stats, attack type)] or +#/# ranged [(weapon stats, attack type)]; Space/Reach [if other than 5 ft./5 ft.]; SA [Short descriptions of special attacks, complex descriptions go under Special Attacks]; SQ [Short descriptions of special qualities, complex descriptions (if necessary) should be additionally included under Special Qualities below]; AL [alignment abbreviation] SV Fort +#, Ref +#, Will +#; Str #, Dex #, Con #, Int #, Wis #, Cha #. 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


Languages: List languages in alphabetical order, first letter of each capitalized.


Special Ability name or Special Quality name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


Possessions: [Items worn or carried].


Physical Description: (if significant) [Details about appearance]

Encounter Three





Mob of light horses: CR 8; Gargantuan animal (mob of large animals); HD 30d8+60; hp 195; Init +0; Spd 50 ft.; AC 10, touch 7, flat-footed 9 [-4 size, +1 Dex, +3 natural]; BAB/Grp: +22/+36; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+3; SQ mob anatomy; AL N; SV Fort +19, Ref +18, Will +9; Str 14, Dex 13, Con 15, Int 2, Wis 10, Cha 6. 


Skills and Feats: Listen +3, Spot +3; Endurance, Improved Bull RushB, Improved OverrunB, Run.


Expert Grappler (Ex): A mob of light horses can maintain a grapple without penalty and still make attacks against other targets (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.


Trample (Ex): A mob of light horses that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+3 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 27) to take half damage.


Mob Anatomy (Ex): A mob of light horses has no clear front or back and no discernable anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its hit dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the results of negative energy) and thus cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and some evocation spells.


Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of a specific individual caught up in a mob. If a mob is dispersed by nonlethal attacks, there are no casualties. If the mob is dispersed by lethal attacks, assume that 30% of its number is slain and 30% is reduced to 0 hit points. To determine a specific individual’s fate, simple roll d%: a result of 01-30 indicates death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escaped relatively unscathed.

Mob of giant eagles: CR 8; Gargantuan magical beast (mob of large magical beasts); HD 30d10+30; hp 195; Init +0; Spd 10 ft., fly 80 ft. (average); AC 12, touch 9, flat-footed 9 [-4 size, +3 Dex, +3 natural]; BAB/Grp: +30/+46; Atk (5d6, mob); Space/Reach 20 ft./0 ft.; SA expert grappler, trample 2d6+6; SQ evasion, mob anatomy; AL NG; SV Fort +18, Ref +20, Will +11; Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10. 


Skills and Feats: Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15, Survival +3; Alertness, Flyby Attack, Improved Bull RushB, Improved OverrunB.


Expert Grappler (Ex): See mob of light horses.


Trample (Ex): A mob of giant eagles that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+6 points of damage. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC 29) to take half damage.


Evasion (Ex): With a successful Reflex save against an attack that allows a Reflex save for half damage, a mob of giant eagles takes no damage.


Mob Anatomy (Ex): See mob of light horses.

Advanced Elder Redcap Berserker: male redcap Bbn4; CR 15; Small fey; HD 18d6+198 plus 4d12+44; hp 331; Init +13; Spd 30 ft.; AC 33, touch 20, flat-footed 33 [+1 size, +9 Dex, +5 armor, +8 natural]; BAB/Grp +13/+25;  Atk +25 melee (2d4+22/19-20/x4, mwk medium scythe)* or +24 ranged (1d6+13, medium sling]; Full Atk +25/+20/+15 melee (2d4+22/19-20/x4, mwk medium scythe)*; SA eldritch stone, powerful build, rage 2/day; SQ damage reduction 15/cold iron, low-light vision, trap sense +1, uncanny dodge; AL CE; SV Fort +21, Ref +21, Will +14; Str 34, Dex 29, Con 32, Int 10, Wis 14, Cha 10.


* Includes adjustments for Power Attack.


Skills and Feats: Hide +31, Intimidate +25, Listen +29, Move Silently +32, Spot +27, Survival +27; Alertness, Blind-Fight, Cleave, Improved Critical (scythe), Improved Initiative, Power Attack, Track, Weapon Focus (scythe).


Languages: Common and Sylvan.


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (SUCH AS during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Rage (Ex): 2/day.

Rage Statistics: hp 375; AC 31, touch 18, flat-footed 31; BAB/Grp +13/+27;  Atk +27 melee (2d4+25/19-20/x4, mwk medium scythe)* or +24 ranged (1d6+15, medium sling]; Full Atk +27/+22/+17 melee (2d4+25/19-20/x4, mwk medium scythe)*; SV Fort +23, Will +16; Str 38, Con 36.


* Includes adjustments for Power Attack.


Possessions: mwk breastplate, mwk medium scythe, medium sling, 10 bullets, boots of elvenkind.


Physical Description: You see a very short, tough-looking old man with leathery skin, iron boots, and bright red hat. He is wielding a scythe that looks too large for him. His wicked grin is lined with sharp teeth.

Elder Redcap Mage: male redcap Sor12; CR 13; Small fey; HD 12d6+84 plus 12d4+84; hp 240 (255); Init +11 (+13); Spd 40 ft.; AC 28 (40), touch 20 (22), flat-footed 21 (31) [+1 size, +7 (+9) Dex, +2 (+6) armor, +2 deflection, +6 natural, (+4 shield)]; BAB/Grp +12/+17;  Atk +16 melee (2d4+11/x4, medium scythe)* or +22 (+24) ranged (1d6+6, medium sling]; Full Atk +16/+11/+6 melee (2d4+11/x4, medium scythe)*; SA eldritch stone, powerful build; SQ damage reduction 10/cold iron, low-light vision; AL CE; SV Fort +15, Ref +19 (+21), Will +18; Str 20, Dex 24 (28), Con 25, Int 10, Wis 14, Cha 22.


* Includes adjustments for Power Attack.


Skills and Feats: Concentration +19, Hide +26 (+28), Intimidate +21, Jump +10, Listen +19, Move Silently +22 (+24), Spellcraft +12, Spot +19, Survival +17; Alertness, Cleave, Eschew Materials, Greater Spell Focus (evocation), Improved Initiative, Power Attack, Practiced Spellcaster, Spell Focus (evocation), Track.


Languages: Common and Sylvan.


Eldritch Stone (Su): See redcap.


Powerful Build (Ex): see redcap.


Sorcerer Spells Known (6/8/8/7/7/6/4; CL 16): 0—acid splash, detect magic, disrupt undead, flare (DC 18), light, mage hand, ray of frost, read magic, resistance; 1st—charm person (DC 17), grease (DC 17), magic missile, ray of enfeeblement, shield; 2nd—glitterdust (DC 18), cat’s grace, false life, resist energy, scorching ray; 3rd—displacement, greater mage armor, haste, lightning bolt (DC 21); 4th—Evard’s black tentacles (+24), Otiluke’s resilient sphere (DC 22) stoneskin; 5th—cone of cold (DC 22), mass fly; 6th—greater dispel magic.


Active Spells: cat’s grace (CL 16), false life (CL 16), greater mage armor (CL 16), mass fly (CL 16), shield (CL 16), stoneskin (CL 16); this adjusts his spells available as follows (6/7/6/6/6/5/4).


Possessions: amulet of natural armor +1, bracers of armor +2, ring of protection +2, cloak of charisma +2, boots of striding and springing, wand of magic missile (9th; 20 charges), medium scythe, mwk medium sling, 10 bullets, two 250 gp pouches of diamond dust.


Physical Description: See redcap.

War Troll: CR 12; Large giant; HD 12d8+84; hp 138; Init +7; Spd 30 ft.; AC 31, touch 12, flat-footed 28 [-1 size, +14 natural armor, +5 breastplate, +3 Dex]; BAB/Grp +12/+22;  Atk +23 melee (2s8+15/19-20, mwk greatsword) or +15 ranged (2d6+10, mwk composite longbow); Full Atk +23/+18/+13 melee (2d8+15/19-20, mwk greatsword) and +19 melee (1d6+5, bite) +21/+21 melee (1d8+10, 2 claws) and +19 melee (1d6+5, bite) or +15/+10/+5 ranged (2d6+10, mwk composite longbow); Space/Reach 10 ft./10 ft.; SA dazing blow; SQ damage reduction 5/adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20; AL NE; SV Fort +13, Ref +11, Will +12; Str 31, Dex 16, Con 29, Int 8, Wis 15, Cha 10. 


Skills and Feats: Listen +11, Spot +12; Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (greatsword).


Languages: Giant.


Dazing Blow (Ex): The force of a war troll’s blow can be overwhelming. If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round. The save DC is Constitution based.


Regeneration (Ex): Unlike with their lesser cousins, acid (not fire) deals normal damage to a war troll. If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes. The creature can reattach the severed member instantly by holding it to the stump.


Possessions: mwk large greatsword, mwk large composite longbow [Str +10], large breastplate.


Physical Description: This hulking creature stands upright. Although it has the feral features of a troll, its rubbery green skin has a dark, metallic tinge and it wears substantial armor. The creature holds a greatsword with ease and is clearly a skilled warrior.

Advanced Elite Vrock: CR 12; Large outsider (chaotic, extraplanar, evil, tanar’ri); HD 14d8+98; hp 161; Init +3; Spd 30 ft., fly 50 ft. (average); AC 23, touch 12, flat-footed 20 [-1 size, +3 Dex, +11 natural]; BAB/Grp +14/+27;  Atk +22 melee (2d6+9, claw); Full Atk +22/+22 melee (2d6+9, 2 claws) and +20 melee (1d8+4, bite) and +20/+20 melee (1d6+4, 2 talons); Space/Reach 10 ft./10 ft.; SA dance of ruin, spell-like abilities, spores, stunning screech, summon tanar’ri; SQ damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 17, telepathy 100 ft.; AL CE; SV Fort +18, Ref +12, Will +11; Str 28, Dex 17, Con 28, Int 14, Wis 14, Cha 18. 


Skills and Feats: Concentration +26, Diplomacy +6, Hide +16, Intimidate +21, Knowledge (arcana) +19, Listen +27, Move Silently +20, Search +19, Sense Motive +19, Spellcraft +21, Spot +27, Survival +2 (+4 following tracks); Cleave, Combat Reflexes, Multiattack, Power Attack, Quicken Spell-Like Ability (mirror image).


Languages: Abyssal, Celestial, and Draconic.


Dance of Ruin (Su): To use this ability, a group of at least three advanced elite vrocks must join hands in a circle, dancing wildly and chanting. 


At the end of 3 rounds of dancing, a wave of crackling energy flashes outward in a 100-foot radius. All creatures except for demons within the radius take 20d6 points of damage (Reflex DC 21 half). Stunning, paralyzing, or slaying one of the vrocks stops the dance. The save DC is Charisma-based.


Spell-Like Abilities: At will—mirror image, telekinesis (DC 19), greater teleport (self plus 50 pounds of objects only); 1/day—heroism. Caster level 12th. The save DCs are Charisma-based.


Spores (Ex): An advanced elite vrock can release masses of spores from its body once every 3 rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores’ growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water.


Stunning Screech (Su): Once per hour an advanced elite vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 26 Fortitude save or be stunned for 1 round. The save DC is Constitution-based.


Summon Demon (Sp): Once per day an advanced elite vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell.


Skills: Vrocks have a +8 racial bonus on Listen and Spot checks.


Physical Description: This creature looks like a cross between a large human and a huge vulture. It has strong, sinewy limbs covered with small gray feathers, a long neck topped with a vulture head, and vast feathered wings.

Appendix Nine – NPCs

Adlar the Two-Sided: Male human Clr6 of Nerull; CR 6; Medium humanoid (human); HD 6d8+16 (cleric); hp 48; Init –1; Spd 20 ft.; AC 19, touch 9, flat-footed 19 [–1 Dex, +8 armor, +2 shield]; BAB/Grp: +4/+5;  Atk +6 melee (1d8+1, mwk heavy mace) or +3 ranged (1d8/19-20, light crossbow); SA rebuke undead 5/day; SQ spontaneous casting (inflict); AL LE; SV Fort +8, Ref +1, Will +8; Str 12, Dex 9, Con 16, Int 12, Wis 17, Cha 15. 


Skills and Feats: Bluff +11, Concentration +9, Diplomacy +4, Heal +7, Knowledge (arcana) +6, Knowledge (religion) +6, Profession (mortician) +7, Spellcraft +5; Blind-FightB, Endurance, Diehard, Improved Turning.


Languages: Common, Old Oeridian.


Cleric Spells Prepared (5/5/5/4): 0—cure minor wounds, detect magic, light, purify food and drink, read magic; 1st—bless, cause fearD (DC 14), command (DC 14), cure light wounds, magic weapon; 2nd—cure moderate wounds, enthrall (DC 15), invisibilityD, shatter (DC 15), undetectable alignment; 3rd—animate deadD, blindness/deafness (DC 16), deeper darkness, dispel magic.


Active Spells: undetectable alignment (CL 6).

Possessions: +1 half plate, mwk heavy mace, light crossbow, 10 bolts, gold holy symbol of Nerull (250 gp), silver holy symbol of St. Cuthbert, necklace of fireballs type II, scroll of cure serious wounds, scroll of entropic shield, six black onyx gems (25 gp each), 2 gp.


Physical Description: This man is of mixed human descent. He has dark eyes indicative of a bit of Baklunish blood and curly black hair. He has about a week’s worth of stubble on his face and the left side of his face bears a scar from an old slashing wound.

Hunter: Male human War1; CR 1/2; Medium humanoid (human); HD #d#+# [(creature kind)] plus #d#+# [(class kind)]; or (for NPC) #d#+#; hp #; Init #; Spd # ft.[, second movement mode # ft. ([maneuverability for aerial movement]); AC #, touch #, flat-footed # (AC modifiers); BAB/Grp: +#/+#;  Atk: +# melee [(weapon stats, attack type)] or +# ranged [(weapon stats, attack type)]; Full Atk: +#/# melee [(weapon stats, attack type)] or +#/# ranged [(weapon stats, attack type)]; Space/Reach [if other than 5 ft./5 ft.]; SA [Short descriptions of special attacks, complex descriptions go under Special Attacks]; SQ [Short descriptions of special qualities, complex descriptions (if necessary) should be additionally included under Special Qualities below]; AL [alignment abbreviation].

SV Fort +#, Ref +#, Will +#; 

Str #, Dex #, Con #, Int #, Wis #, Cha #. 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


Languages: List languages in alphabetical order, first letter of each capitalized.


Special Ability name or Special Quality name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


Possessions: [Items worn or carried].


Physical Description: (if significant) [Details about appearance]

His Honorable Lordship Colonel Marwald, Mayor of Hallorn: Male human Rgr8; CR 8; [Size] [type] [(subtype)]; HD #d#+# [(creature kind)] plus #d#+# [(class kind)]; or (for NPC) #d#+#; hp #; Init #; Spd # ft.[, second movement mode # ft. ([maneuverability for aerial movement]); AC #, touch #, flat-footed # (AC modifiers); BAB/Grp: +#/+#;  Atk: +# melee [(weapon stats, attack type)] or +# ranged [(weapon stats, attack type)]; Full Atk: +#/# melee [(weapon stats, attack type)] or +#/# ranged [(weapon stats, attack type)]; Space/Reach [if other than 5 ft./5 ft.]; SA [Short descriptions of special attacks, complex descriptions go under Special Attacks]; SQ [Short descriptions of special qualities, complex descriptions (if necessary) should be additionally included under Special Qualities below]; AL [alignment abbreviation].

SV Fort +#, Ref +#, Will +#; 

Str #, Dex #, Con #, Int #, Wis #, Cha #. 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


Languages: List languages in alphabetical order, first letter of each capitalized.


Special Ability name or Special Quality name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


Possessions: [Items worn or carried].


Physical Description: (if significant) [Details about appearance]


Spells Prepared (#/#/#; base DC = # + spell level [* +x, ** +y]): 0—[cantrip, cantrip (2)]; 1st—[first, first]; 2nd—[second].

Rules Appendix

Ghastrobe

The ghastrobe has the traditional black and bloodstained-white design of robes worn by priests of Iuz. It confers a +6 enhancement bonus to Dexterity and a +4 natural armor bonus (the same bonuses as a standard ghast) to the wielder. Undead are automatically treated as having a friendly attitude (see Player’s Handbook pg. 72 for rules on NPC attitudes) towards a character wearing a ghastrobe. Clerics attempting to rebuke or command undead are treated as two levels higher than normal for the purposes of such commands when they wear this magical item.


In addition, the wearer of a ghastrobe radiates a stench identical to that of ghasts, and can cause paralysis with a touch attack 3/day with a duration of 1d10 rounds. A DC 13 Fortitude saving throw negates this effect.


Moderate necromancy; CL 10th; Craft Rod, create undead, ghoul touch; Price 68,000 gp.
Lesser Bonerod

This insidious item is one favored by the clergy of Iuz and the chosen in his service. The item is made out of one single bone carved into the likeness of a skull totem the top of which is blood red. When created, this rod has 20 charges and crumbles to dust when used up. The rod has the following abilities.

· Bone Shards – When used, the rod fires forth a cone of razor sharp bone fragments. This is a 30 ft. cone that does 6d4 points of damage. A successful Reflex save (DC 13) halves this damage. Activating this ability is a standard action that costs 1 charge and may be used by anyone.

· Bone Dance – When used, the rod casts animate dead per the spell as a 6th level cleric. These undead serve the wielder of the rod until they are destroyed or control is wrested from the wielder (such as by commanding undead). Activating this ability is a standard action that costs 2 charges and may only be used by those with animate dead available to them on their spell list.

· Skull Activation – By holding the rod, the wielder can determine the power and effect of any skull found on the legendary Road of Skulls within 100 ft. In addition, if the wielder is a cleric of Iuz, the wielder may activate the special powers of any such skull within 100 ft. This is a standard action that dos not expend a charge.

Faint evocation and necromancy; CL 6th; Craft Rod, creator must worship Iuz, animate dead, shatter; Price 9,000 gp.

Player Handout One
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