
What a Notion 
Things are not well at Fort Fletcher. 

Alan Jones 
The captain of the fort has been acting very strange lately.. 
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Adventure Summary 
This is an adventure for 5 PCs of 4th level. It is set in the mountainous regions between Darokin, Glantri and the 
Broken Lands, but any area that forms the boundary between civilised human lands and barbarous humanoids 
would be suitable. 

Adventure Background 
The PCs arrive at Fort Fletcher after journeying with a caravan through the mountain. When they arrive in the 
midst of a blizzard they are welcomed and asked to visit the captain of the fort who is in one of the mountain 
watch towers. The guard who welcomes them says he has been acting strangely recently. 

Current Events 
Fort Fletcher is a major fort on the border between Darokin, Glantri and the Broken Lands. It is commanded by 
Captain Lucius Ravilla, a stocky but unremarkable man. Stationed at the fort are many soldiers of the Darokin 
army but most are out on patrols looking for orc raiding parties who might be using the blizzard as cover for 
attacks into Darokin and Glantri.  
 



Arrival at Fort Fletcher 

Arriving at the Fort 

For the past few hours your view has been dominated by the Fort Fletcher and her walls that cling tightly to a 
spur of the Silver Sierras. As you approach from the south you catch glimpses of towers on the top of the spur 
catching the last rays of the sun. Nearer at hand the fort rises in two tiers. Nearest you a wall rises some 30’ 
while further back a second wall is some 10’ taller. Towers break up the outline of the wall at regular intervals 
and you can make out the glint of the evening sun on the armour and halberds of the guards that watch the 
approaches night and day. 

The road twists and turns for the last few hundred yards through a maze of sharpened stakes and pointed rocks, 
even this is the supposedly safe southern side of the border. The captain turns to you. “Stay on the track, they 
move it every so often and put extra pit traps in to catch the unwary.”  

A queue has built up at the gate with a few wagons being searched before being allowed into the fort, you are 
the last in the line but are processed before the gate shuts and the sun sets. You are each given a metal token 
with a ‘13’ on one side and a wyvern on the other. “These are your passes, show them to any guard who asks. If 
you lose it or they are tampered with in any way you will be thrown in the cells until we are satisfied. If you 
intend to stay longer than a week see the duty captain at this gate and he will issue a new token. There are 
rooms available at the Drowsy Titan and The Pike, I would recommend the Titan, the food is better and the beds 
cleaner; the Pike is cheaper but we have had reports of rat infestations. Move along.” The guard has obviously 
repeated this mantra numerous times this day but his attention still appears to be intense. 

If the PCs mention the refugees from the mine the guard will nod. “Take them to the Sergeant Major [Shanna] 
Saldana, she will know what needs to be done.” 
Any dwarves may notice that the stone of the walls is of dwarven craftsmanship and is of a very high quality. 
  

The captain takes the wagons to the places allotted to them and says he’ll find you later at the tavern. “I have to 
find someone to do more permanent repairs to the wagons, once that’s done and we’ve got a good price for our 
goods I’ll see what can be had here. Expect to be here three days at least. Take a break, you’ve earned it.”  

The Freed Slaves 
You find Sergeant Major Saldana in small, badly lit room near the gate. She does not look pleased to see you. 
“Thank you for rescuing these civilians. I appreciate the trouble you’ve gone to and they will be mighty glad to be 
freed. I just don’t need another problem with goblin raiders on our side of the Sierras. Can I take your names for 
the records?” She has a worn down, weather beaten appearance but pale as if she has been stuck behind this 
desk for too long. “I’ll see that they are taken back to Detwillon when they have been fed and clothed. You can 
leave them with us.” 
As you leave you hear her bark orders to a soldier to find billets for the former slaves. 
 

The Drowsy Titan 

The tavern is easy to find, a well painted signboard showing a sleeping giant sings over a veranda that on a 
warm day would likely as not be crowded with people drinking and talking. Today however it is empty but a 
warm glow through the horn windows and the thrum of conversation suggests that it is busy inside.  

Busy is not the word, jammed to the rafters would be a better description, the two taprooms are filled almost to 
bursting point with at least four dozen people, most have managed to find a seat at one of the tables but others 
are milling around. Most appear to be locals but there are a number of caravan guards, many still wearing their 
travelling garb.  

You have barely had a chance to catch your breath and look around before a young girl in a clean white and 
blue dress approaches. “What will you be having, I can’t get you a table, we’re busy but there’s space at the bar. 
Will you be wanting rooms? The suite has been taken but there is space in the common room, a single and a 
twin available. Speak up quick though as I believe we will be full tonight. It seems that every caravan from here 
to Thyatis is in!”  

 
Food is available; ‘Dragon Tail’ kebabs, which taste of chicken, goat pie and young swine parcels with apple 
crumble. Green bitter and watermelon sherbet are available to drink.  
 
If the PCs take rooms here they find them to be clean and comfortable. 
 
Overnight someone enters one of the rooms at random and through the PCs gear. There is a DC20 spot chance 
to notice that it has happened. It does not appear that anything has been stolen. 



The Pike  

Stuck down a back street, The Pike is not easy to find. The inn is not named after the fish; instead a long, 
wooden pole with a rusty spike on the end hangs precariously from two lengths of chain above the entrance. 
Locals say that the innkeeper used the weapon to fend off a group of orc raiders when he was a lot younger. 
The inn is busy, and the smell of food, not well cooked wafts from the kitchen at the rear.  

 
If the PCs take rooms they find them to be acceptable. There is a 10% for each PC to be bitten by a flea, which 
for the next day (unless a cure spell (1hp is all that is needed) is cast upon the victim) means that all 
concentration checks are at a -1 penalty.  
 
Overnight someone enters one of the rooms at random and through the PCs gear. There is a DC20 spot chance 
to notice that it has happened. It does not appear that anything has been stolen. 



An Invitation to Supper 

A Message Arrives 

You leave your rooms and take a table in the taproom where a fine breakfast of porridge, fresh buns, boiled 
eggs, fried mushrooms and bacon is served. All washed down with a slightly bitter, dark brown drink. “It’s called 
Qaff, it comes from Sind.” explains the serving girl, “The merchants have been bringing it in for some time now, 
it seems quite popular amongst the richer folk but the price has started to come down as more merchants are 
trading in it.” 

The tavern owner comes across and sketches a bow, “Which one of you would be Kudan?” He waits for the 
Kudan to identify himself, “A message arrived for you after you went to bed, and the page said it could wait until 
the morning.” He passes a sealed square of parchment over to Kudan.  

Events of the Day 
If the PCs ask about the captain they can find out the following snippets of information using gather information.  
DC5: The captain is about 30, 5’6” with dark hair and eyes. He’s quite stocky but not fat. He dresses well when 
he isn’t in military gear. 
DC10: He was wounded in Ardelphia and a cleric of Yamuga healed him and he only had eyes for her after that. 
They’ve had a falling out about something since then. 
DC15: People say that he was brought up by wolves after his parents abandoned him in the wilds. 
DC20: He has started to act a bit strangely recently, I think his mind isn’t on the job, I think he is trying to catch 
the eye of a woman. 
DC25: They say he destroyed a temple to Yamuga, by accident, and since that he’s been trying to make it up to 
the cleric or healed him. 

Staying at the Inn 
If the PCs stay in the inn and rest then nothing happens.  

Daytime Encounter 

As you wander you see a street blocked off ahead of you. Going to investigate you see a soldier supervising a 
mixed bunch of a dozen workers repairing the street, laying cobbles and resetting kerbs. From the shackles and 
garish striped trousers the workers are wearing you suspect they are prisoners. Most are humans but there is a 
dwarf and a half-orc amongst them.  

Evening Encounter 

You walk towards the gate into the Upper Bailey as the sun starts to vanish behind the mountains. As you near 
the gate two figures bump into Falamar. “Oh look at the high-and-mighty heroes. Where are you off too, the inns 
here not good enough for you eh? You get the orcs all riled up and then you ride off on another quest leaving us 
to take the consequences.” From the smell of the larger of the two men you guess he is a shepherd. His 
companion, a more foppishly dressed man with slicked back blond hair, puts his hand on the other’s shoulder. 
“Come away Casper, they’re not worth it.” The shepherd spits on the floor at your feet and walks away. 



Death Comes Calling 

Arrival at the Hold 

You are stopped at the gate to the upper bailey. A guard steps forward and asks to see your tokens. He checks 
them and passes them back. “What is your business in the Upper Bailey?” he asks.  

When you show the invitation from the Captain the guard will nod and hand it back with a shallow bow. “You 
can’t miss the Hold; it is the tall copper roofed tower towards the mountainside. Follow this street and turn right 
at the armoury. Show this letter to the guard at the gate and he’ll let you in. Enjoy your evening sirs.”  You climb 
a steep stone ramp that turns left then right as you pass through the wall between the upper and lower baileys. 
You sense rather than see the murder holes in the roof above you and glimpse arrow loops as slashes of 
deeper darkness in the walls to either side. Then you emerge into the Upper Bailey, the streets are wider and 
the buildings have a more permanent, purposeful look to them.  Torches are already burning on each street 
corner eliminating the shadows in which foes could hide. 

The guard is correct it is hard to miss the Hold; its bright copper roof flames in the late rays of sun that still 
pierce the teeth of the mountains. You soon find your way through narrow, empty streets to a gate set in a wall 
that seems much older than those surrounding the bailey. A guard steps out from a small wooden hut and bars 
you way.  

“Your purpose, sir?” he asks politely and when the letter is shown he nods and opens the gate. “The entrance to 
the Hold is through the garden, head slightly right. Knock on the door four times, the password tonight is 
Rampart.” 

He opens the wrought iron gate and ushers you through with another bow. 

If at any point before the notion is removed from the captain the PCs try to leave the tower they find an invisible 
barrier surrounds the Hold. Nothing can pass through the barrier. 
 
The wandering monsters encountered within the hold are those that the captain has freed from the cells in the 
basement in his madness. 

The Ground Floor 
Each round the PCs remain stationary there is a 10% chance that a wandering encounter will occur. 
 
Dice Roll (1d6) Encounter Notes 
1-3 3 Human sized skeletons None 
4-5 3 Medium monstrous centipedes None 
6 1 Ogre sized skeleton Pouch containing 16gp, 3sp 
 
�Skeleton (3), Medium-size:CR1/3;Medium Undead ; HD 1d12 (Undead); hp11, 9, 4; Init +5; Spd 30; AC:13 
(Flatfooted:12 Touch:11); Atk +0 base melee, +1 base ranged; +0 (1d4,2 Claws); SQ: Racial Traits: Undead, 
Immunity: Cold (Ex), Half Damage from Piercing (Ex), Half Damage from Slashing (Ex); AL NE;  
SV Fort +0, Ref +1, Will +2;  
STR 10, DEX 12, CON --, INT --, WIS 10, CHA 11. 
EL 1: DF -3.7: 68xp Each 
 
�Monstrous Centipede (3); HD 1d8 (Vermin); hp 7, 4, 4; Init +2; Spd 40; AC:14 (Flatfooted:12 Touch:12); Atk -
1 base melee, +2 base ranged; +2 (1d6-1,Bite); SA: Poison (Ex) ; SQ: Racial Traits: Vermin; AL N;  
SV Fort +2, Ref +2, Will +0;  
STR 9, DEX 15, CON 10, INT --, WIS 10, CHA 2. 
Skills: Climb +7, Hide +8, Spot +8.  
Feats: Weapon Finesse: Bite. 
Special Attacks: Poison (Ex): Bite, Fortitude save (DC 13), initial and secondary damage 1d3 Dexterity. 
EL 2.2: DF -2.5: 214xp Each 
 
�Skeleton, Large:CR1;Large Undead ; HD 2d12 (Undead); hp22; Init +5; Spd 40; AC:13 (Flatfooted:12 
Touch:10); Atk +2 base melee, +1 base ranged; +2 (1d6+2,2 Claws); SQ: Racial Traits: Undead, Immunity: Cold 
(Ex), Half Damage from Piercing (Ex), Half Damage from Slashing (Ex); AL NE;  
SV Fort +0, Ref +1, Will +3;  
STR 14, DEX 12, CON --, INT --, WIS 10, CHA 11. 
EL 1: DF -3.6: 85xp Each 
 
 



 

 

The Courtyard (0) 

The small courtyard is enclosed on all sides by high walls but still the trees in the garden flourish, in fact they 
seem to be some of the healthiest trees you have seen for some time. Despite the season, all are in leaf and 
you can see apples ripening on the tree to your left. Ahead of you, partially obscured by the trees you can hear 
the sound of a fountain.  

The curved wall of the Hold rise up from the time worn stones of the courtyard and you can just make out a 
wooden door set into it.  

 
If the PCs examine the trees they can sense (Spellcraft or Knowledge Nature DC18) that some magical 
effect is causing the trees to be in leaf out of season. The effect is not harming the trees nor is it evil in any 
way. 
 
The fountain is in the form of a leaping dolphin with water flowing from its mouth into a large bowl 
constructed from a single crystal.  

The Entrance Hall (1) 

The door is made of solid oak weathered to a pale grey by the elements. A worn brass knocker in the form of a 
dolphin and a simple iron ring handle are the only furnishings.  

 
Knocking on the door has no effect. The door is not locked. 
The door will open if pushed (strength check DC12). 
 
 

You push the door and it opens easily at first before jamming on something before it is a quarter open. A quick 
glance inside reveals the blockage to be caused by a severed hand and you can see a blood splattered on the 
walls and floor of the room beyond the door.  

 
The blood trail leads to the door on the PC’s left. 
 

You stand in a well lit chamber with a simple, pale marble floor. The light comes from three smokeless torches 
set in sconces around the room. A statue of a man in wizard robes with his right hand extended in welcome 
stands in an alcove to your right. There are four other doors from this room, one to your immediate left and right, 
one on the opposite side of the hall and another in the left hand wall. All the doors are wooden, of the same, 
simple design. A scream, muffled but still distinct, echoes from the west.  



PCs listening at the door to the storeroom are likely to hear (Listen DC8) the sound of eating and the 
cracking of bones coming from the other side of the door. The torches go out as soon as they are removed 
from the sconces, which cannot be removed from the wall. 
Shaking the wizard by the hand causes a pleasant musical chime to sound and the statue becomes 
insubstantial revealing a spiral stair leading downwards. The statue becomes solid again 2 rounds later 
unless someone is standing on the pressure plate at the foot of the spiral stairs. 

Small Storeroom (2) 
 

You open the door to see a sickening sight (Fortitude check DC10 or be sickened for 1 round), two human 
figures are eating a third, cracking open the bones and sucking on the marrow therein. They will attack on sight 
any that open the door. 

 
� Ghoul (2):CR1;Medium Undead ; HD 2d12 (Undead); hp13,12; Init +2; Spd 30; AC:14 (Flatfooted:12 
Touch:12); Atk +2 base melee, +3 base ranged; +3/+0 (1d6+1,Bite; 1d3,2 Claws); SA: Create Spawn (Su) , 
Paralysis (Ex) ; SQ: Racial Traits: Undead, Resistance: Turn (Ex): +2; ALCE; SV Fort +0, Ref +2, Will +5; STR 
13, DEX 15, CON --, INT 13, WIS 14, CHA 16. 
Skills: Climb +6, Escape Artist +7, Hide +7, Intuit Direction +3, Jump +6, Listen +7, Move Silently +7, Search +6, 
Spot +7.  
Feats: Multiattack, Weapon Finesse: Bite. 
EL 3: DF -1.6: 170xp Each 

 
The body the ghouls were eating appears to be a servant from what remains of his or her clothes. 
If the PCs leave the hall without despatching the ghouls they will follow the PCs and attack when the PCs 
are busy doing something else (they have good move silently and hide skills).  
 

Public Dining Room (3) 

The finely carved elm panels that line the room have been scored by claws and the solid oak table appears to 
have been gnawed at the corners. A dresser has been turned over and the fine crystal goblets and porcelain 
plates from Ylaruam lie shattered on the floor. Like the entrance hall this room is lit by smokeless torches. 

 
None of the glasses or plates is worth salvaging. 

Small Audience Chamber (4) 
The low dais with its wooden throne dominates this room. Bloody handprints decorate the wall and the rich 
tapestries that once gave the chamber warmth and colour have been torn down and defiled. The body of a 
servant has been draped in the wooden throne. His throat has been torn out and his eyes have been 
gouged from their sockets.  

Stairway (5) 
A spiral stone stairway leads up to the floors above. The treads are worn and in some places have been 
repaired recently. A rope handrail runs around the outer wall.  

Servants’ Dining Room (6) 

Beyond the door at the end of the corridor is a small, simple dining room with several doors leading off of it. On 
the scrubbed wooden table lie the remains of a servant. A strange red mist, vaguely humanoid in shape hovers 
over the body. The air seems tainted with the iron tang of blood. 

 
� Crimson Wraith:CR6;Medium Undead (Incorporeal); HD 5d12 (Undead); hp40; Init +7; Spd 30, Fly, Good 
60; AC:15 (Flatfooted:12 Touch:15); Atk +5 base melee, +5 base ranged; +5 (1d4,Incorporeal touch); SA: Blood 
Drain (Su) (1d4 Temporary Constitution Damage) , Create Spawn (Su) ; SQ: Racial Traits: Undead, Subtype: 
Incorporeal, Unnatural Aura (Su), Daylight Powerlessness (Ex), Resistance: Turn (Ex): +2; AL LE; SV Fort +1, 
Ref +4, Will +6; STR --, DEX 16, CON --, INT 14, WIS 14, CHA 15. 
Skills: Hide +11, Intimidate +10, Intuit Direction +6, Listen +12, Search +10, Sense Motive +8, Spot +12.  
Feats: Alertness, Blind-Fight, Combat Reflexes, Improved Initiative. 
Description: Crimson Wraiths are incorporeal creatures born of evil and darkness. They despise all living things, 
as well as the light that nurtures them. The blood they drain from their victims tinges their incorporeal forms 
crimson, hence the name.  
EL 6: DF 1.4: 480xp Each 

Servant’s Store Room (7) 

This small triangular room contains a few barrels, sacks and chests. 

 
The sacks contain dirty laundry, the chest is empty and the barrel is half full of beer. 



Servant’s Bedroom (8) 

This room contains a narrow bed and very little else, in fact there is little room for anything else. It was probably 
the room of one of the servants. 

Servants’ Bedroom (9) 

This room contains two pairs of bunks. Simple and serviceable but not particularly comfortable you would guess. 



First Floor 
Each round the PCs remain stationary there is a 15% chance that a wandering encounter will occur. 
 
Dice Roll (1d6) Encounter Notes 
1-3 5 Hobgoblins 120gp each 
4-5 3 Ghouls 103gp on each 
6 2 Krenshar None 
 
�Hobgoblin War1 (5): CR 1; Medium Humanoid ; HD 1d8+1(Warrior) ; hp 8, 8, 7, 5, 5; Init +5; Spd 20; AC:15 
(Flatfooted:14 Touch:11); Atk +1 base melee, +2 base ranged; +1 (1d6, Sword, short); SQ: Darkvision (Ex): 60 
ft.; AL LE;  
SV Fort +3, Ref +1, Will +0; STR 11, DEX 13, CON 13, INT 10, WIS 10, CHA 10. 
Skills: Hide -1, Jump -2, Move Silently +1. 
Treasure: Each has 120gp, normal hide armour and normal short sword.  
EL 5.6: DL 1.0: 424xp each 
 
� Ghoul (3):CR1;Medium Undead ; HD 2d12 (Undead); hp 22, 21, 9; Init +2; Spd 30; AC:14 (Flatfooted:12 
Touch:12); Atk +2 base melee, +3 base ranged; +3/+0 (1d6+1,Bite; 1d3,2 Claws); SA: Create Spawn (Su) , 
Paralysis (Ex) ; SQ: Racial Traits: Undead, Resistance: Turn (Ex): +2; ALCE;  
SV Fort +0, Ref +2, Will +5; STR 13, DEX 15, CON --, INT 13, WIS 14, CHA 16. 
Skills: Climb +6, Escape Artist +7, Hide +7, Intuit Direction +3, Jump +6, Listen +7, Move Silently +7, Search +6, 
Spot +7.  
Feats: Multiattack, Weapon Finesse: Bite. 
Treasure: 103gp on each. 
EL 4.2: DF -0.5: 255xp each 

 
�Krenshar (2): CR1; Medium Magical Beast; HD 2d10 (Magical Beast); hp 17, 16; Init +2; Spd 40; AC:15 
(Flatfooted:13 Touch:12); Atk +2 base melee, +4 base ranged; +2/+0 (1d6,Bite; 1d4,2 Claws); SA: Scare (Ex) ; 
SQ: Scent (Ex); ALN;  
SV Fort +3, Ref +5, Will +1; STR 11, DEX 14, CON 11, INT 6, WIS 12, CHA 13. 
Skills: Hide +4, Jump +4, Listen +4, Move Silently +6.  
Feats: Multiattack. 
The krenshars will howl first then attack if they are spotted otherwise they will stalk the PCs and attack the ones 
at the rear. 
EL 3: DF -1.6: 170xp each.  
 
 

 

The Staircase (10) 

As soon as you step out of the stair onto the landing you can smell smoke, bitter acrid smoke but you cannot 
see the source of it. 



Dining Room (11) 

A large well furnished dining room with a sizeable hexagonal table in the centre. Against one wall is a dresser 
containing fine china and glass while to the north is a small, round table whose top is inlaid with a variety of 
semi-precious and precious stones. A few bottles of wine and brandy crowd the table top. 

Displayed on the east wall is an assortment of weapons: a kukri, a light mace, a shortspear and a club. All 
appear to have seen some use. They are attached to the wall in a decorative arrangement with brass hooks and 
stables.  

 
A knowledge geography check at DC10 will reveal that this is a map of the known world, rubies and 
emeralds have been set in the top of the table to act as scrying foci. The table itself is magical and can be 
used to cast telepathy through it. The captain currently uses it as a drinks table. The table has a permanent 
Nystul’s Undetectable Aura cast upon it.  
 

Librarian’s Room (12) 
This room has a small but comfortable bed, a slightly threadbare rug, a washstand and a chest in it. The 
chest contains some spare clothes. 

The Library 

On opening the door you are greeted by a wave of heat and thick acrid smoke. Once this clears you can make 
out the shadowy forms of tall bookcases silhouetted in the light of several small bonfires.   

Near the centre of the room you see two shadowy figures apparently roasting a third above one of the fires, the 
figure is making faint pleading sounds but the other creatures are ignoring them. The smoke is so thick it is 
difficult to see clearly beyond the ends of your outstretched arms. 

�Ghoul, Ghast (2):CR3;Medium Undead ; HD 4d12 (Undead); hp 33, 34; Init +2; Spd 30; AC:16 (Flatfooted:14 
Touch:12); Atk +3 base melee, +4 base ranged; +4/+1 (1d8+1,Bite; 1d4,2 Claws); SA: Create Spawn (Su) , 
Stench (Ex) , Paralysis (Ex) ; SQ: Racial Traits: Undead, Resistance: Turn (Ex): +2; AL CE;  
SV Fort +1, Ref +3, Will +6; STR 13, DEX 15, CON --, INT 13, WIS 14, CHA 16. 
Skills: Climb +6, Escape Artist +8, Hide +8, Intuit Direction +3, Jump +6, Listen +8, Move Silently +7, Search +6, 
Spot +8.  
Feats: Multiattack, Weapon Finesse: Bite. 
Special Attacks: Stench (Ex): The stink of death and corruption surrounding these creatures is sickening. Those 
within 10 feet must succeed at a Fortitude save (DC 15) or be wracked with nausea, suffering a -2 circumstance 
penalty to all attacks, saves, and skill checks for 1d6+4 minutes. 
Paralysis (Ex): Those hit by a ghast's bite or claw attack must succeed at a Fortitude save (DC 15) or be 
paralyzed for 1d6+4 minutes. Even elves are vulnerable to this paralysis. 
EL 5: DL 0.4: 339xp Each 

 
If the PCs listen at the door they will hear (DC12) the sounds of the fire, (DC18) the sounds of the tortured 
librarian. They will also feel that the door is hot and sense that the smoke is coming from behind the door. 
This will give then a +4 bonus on their fortitude save when the door is opened (DC12 or be sickened for 
1d4 rounds and be unable to cast spells with verbal components for that duration). Placing something over 
the nose and mouth BEFORE opening the door adds a further +4 to the PCs roll.  
The librarian is on 1hp and takes a further 1d4 points of fire damage each round until he is removed from 
the library or the fires are extinguished.  
A search of the room reveals that the ghasts have been very thorough in their destruction though a old and 
partially damaged map can be found amongst the ashes (search DC15).    
 

  



Second Floor 
Each round the PCs remain stationary there is a 20% chance that a wandering encounter will occur. 
 
Dice Roll (1d6) Encounter Notes 
1-3 2 Gnolls 500sp, 1 peridot (50), potion Clairaudience/Clairvoyance, potion 

Tongues 
4-5 1 Displacer Beast  None 
6 4 Ogre Skeletons None 
 
�Gnoll (2):CR1; Medium Humanoid; HD 2d8+2 (Humanoid); hp 15, 13; Init +0; Spd 20; AC:17 (scale mail) 
(Flatfooted:17 Touch:10); Atk +3 base melee, +1 base ranged; +3 (1d8+2,Battleaxe); +1 (1d6,Shortbow); SQ: 
Darkvision (Ex): 60 ft.; AL CE;  
SV Fort +4, Ref +0, Will +0; STR 15, DEX 10, CON 13, INT 8, WIS 11, CHA 8. 
Skills: Listen +3, Spot +3.  
Feats: Armour Proficiency: medium, Power Attack, Shield Proficiency, Simple Weapon Proficiency. 
EL 3: DF -1.6: 170xp each 

 
�Displacer Beast (1):CR4;Large Magical Beast ; HD 6d10+24 (Magical Beast); hp 51; Init +4; Spd 40; AC:18 
(Flatfooted:14 Touch:13); Atk +11 base melee, +9 base ranged; +11/+6 (1d6+6,2 Tentacles; 1d8+3,Bite); SQ: 
Displacement (Su), Resistance: Ranged Attacks (Su): 2; AL LG;  
SV Fort +9, Ref +9, Will +3; STR 22, DEX 18, CON 18, INT 10, WIS 13, CHA 8. 
Skills: Hide +8. 
EL 4: DF -0.6: 240 each 

 
 �Skeleton, Large (3) :CR1;Large Undead ; HD 2d12 (Undead); hp 22, 21, 20; Init +5; Spd 40; AC:13 
(Flatfooted:12 Touch:10); Atk +2 base melee, +1 base ranged; +2 (1d6+2,2 Claws); SQ: Racial Traits: Undead, 
Immunity: Cold (Ex), Half Damage from Piercing (Ex), Half Damage from Slashing (Ex); AL NE;  
SV Fort +0, Ref +1, Will +3;  
STR 14, DEX 12, CON --, INT --, WIS 10, CHA 11. 
EL 4.2: DF -0.5: 255xp Each 
 

 

 
 

Staircase (14) 

The stair ends here and opens out onto a long corridor lit by the same smokeless torches you have seen 
elsewhere. Three doors lead off of the corridor; two on the west side and one on the east. The one on the east 
has a clearly written sign on it. “Do not try to open this door, it is false and trapped. I know not how to enter the 
room that obviously lies behind it. This means YOU.”  



If any of the PCs are stupid enough to try to open the door they discover it is trapped. All PCs in the hexes 
marked with an ‘x’ on the map are caught in the trap. The door is indeed false, it does not open or lead 
anywhere. 
 

� Crushing Walls: CR 1; the walls on either side of the door swing inwards and crush the PCs by the door; 
Reflex save Avoids (DC 20); Search (DC 21); Disable Device (DC 25); 

 

Personal Servant’s Room (15) 

This is a simply furnished but comfortable room that contains nothing more than a bed and a chest.  

 
The chest contains spare clothes; the quality suggests that they belong to someone of importance within 
the household.  

Waiting Room (16) 
This sparsely furnished room has the air of a waiting room about it. A simple table and three stools are the 
only furnishings. 
 

Master Bedroom (17) 

This simply furnished room is reminiscent of a soldier’s tent rather than a bedroom of a high ranking official. You 
can still make out where ornate tapestries hung on the walls and scuff marks where large pieces of furniture 
used to be; instead a simple bed (behind heavy, tapestry curtains), a battered chest, an armoire and a 
nightstand are the only furnishings. 

 
The chest contains spare travelling clothes, the armoire more ornate clothing suitable for formal and state 
business.  

Dressing Room (18) 

A number of armoires line the walls of this room; the only other item is a dressing table. 

 
The armoires are empty and the dressing table has little more than a small hand mirror, a china jug and 
bowl and a cut-throat razor in an ivory handle.  

Bathroom (19) 

A fireplace in the corner is laid ready for use and in front of it stands an empty wooden tub.  



Study (20) 

This room is ornately furnished with heavy tapestries and rugs on the walls and floor. A mirror on the wall has an 
ornate frame of entwined snakes. Empty bookcases line one wall and a large iron-bound chest sits below the 
mirror. It seems that this room has not been visited since the wizard left many years ago and yet there are fresh 
flowers in a vase and no dust has collected anywhere.  

 
It is guarded by an invisible stalker who will kill first and ask questions later. Most of the valuable items were 
removed when the wizard left but he left the stalker behind as a ‘present’ for those that were to follow. 
The chest is magically trapped. 
 
� Cursed Chest: CR 2; the victim is nauseated for 3d6 rounds. If a successful save is made then the victim 
just takes 2d6 points of damage.; Fortitude save Avoids (DC 16); Search (DC 29 ); Disable Device (DC 29);    
 
The chest contains the following items: 
A +1 dagger with an onyx handle (the weapon is silent; it makes no sound when dropped or struck). 
A +1 crossbow bolt. 
Six +1 arrows, all of which appear to be badly damaged (but in fact are not). 
A ring of warmth.  
A potion of hiding. 
A Scabbard of Sharpening 
This apparently normal looking scabbard resizes to the size and shape of the edged weapon placed in it (dagger 
to great sword). Activation of its magical property is by command word “Acuto”. A Knowledge Arcana check at 
DC30 or an identify spell is needed to gain this word. It is made from blue leather with silver and gold leaves 
embroidered on the face. When empty it appears only big enough to hold a dagger. 
Once per day gives an edged weapon an enhancement bonus (stacks with all existing bonuses on weapon up 
to +5) to attack and damage. Determine randomly by rolling a d12. Enhancement lasts 1 hour per 4 levels of the 
wielder (up to 5 hours maximum):  
1-8:  +1 
9-10:  +2 
11:  +3 
12:  Roll again but add a talent. 
 
As soon as the mirror is touched a trio of dretch will appear in the room. They will attack the next round. The first 
will cast darkness (20 minutes no save), the second stinking cloud (2 rounds Fort DC12) and the third scare (2 
rounds Will DC12). The second round they will attack with claws and bites.  
 
� Demon, Dretch (3):CR2;Small Outsider (Chaotic,Evil); HD 2d8 (Outsider); hp 14, 11, 11; Init +0; Spd 20; 
AC:16 (Flatfooted:16 Touch:11); Atk +3 base melee, +3 base ranged; +3/+1 (1d4,2 Claws; 1d4,Bite); SA: 
Summon Tanar r̀i (Sp) , Spell-like Abilities Darkness 2 At Will Scare 2 At Will Telekinesis 2 At Will Stinking 
Cloud 2 1 ; SQ: Telepathy (Su), Immunity: Electricity (Ex), Immunity: Poison (Ex); ALCE;  
SV Fort +3, Ref +3, Will +3; STR 10, DEX 10, CON 10, INT 5, WIS 11, CHA 11. 
Skills: Hide +4.  
Feats: Multiattack. 
EL 5.2: DF 0.5: 360xp each. 
 



First Basement 
Each round the PCs remain stationary there is a 15% chance that a wandering encounter will occur. 
 

Dice Roll (1d6) Encounter Notes 
1-3 1 Ghoul None 
4-5 1 Phantom Fungus None 
6 1 Vampire Spawn 500gp, Potion Bull’s Strength (3), Summon Swarm (3) 
 

� Ghoul (1):CR1;Medium Undead ; HD 2d12 (Undead); hp 22; Init +2; Spd 30; AC:14 (Flatfooted:12 Touch:12); 
Atk +2 base melee, +3 base ranged; +3/+0 (1d6+1,Bite; 1d3,2 Claws); SA: Create Spawn (Su) , Paralysis (Ex) ; 
SQ: Racial Traits: Undead, Resistance: Turn (Ex): +2; ALCE;  
SV Fort +0, Ref +2, Will +5; STR 13, DEX 15, CON --, INT 13, WIS 14, CHA 16. 
Skills: Climb +6, Escape Artist +7, Hide +7, Intuit Direction +3, Jump +6, Listen +7, Move Silently +7, Search +6, 
Spot +7.  
Feats: Multiattack, Weapon Finesse: Bite. 
Treasure: 103gp on each. 
EL 1: DF -3.6: 85xp each 

 
�Phantom Fungus (1):CR3;Medium Plant ; HD 2d8+6 (Plant); hp 15; Init +0; Spd 20; AC:14 (Flatfooted:14 
Touch:10); Atk +3 base melee, +1 base ranged; +3 (1d6+3,Bite); SQ: Racial Traits: Plant, Improved Invisibility 
(Su); ALN;  
SV Fort +6, Ref +0, Will +0; STR 14, DEX 10, CON 16, INT 3, WIS 11, CHA 9. 
Skills: Move Silently +5. 
EL 3: DF -1.6: 170xp each 

 
�Vampire Spawn (1):CR4;Medium Undead ; HD 4d12 (Undead); hp 18; Init +6; Spd 30; AC:15 (Flatfooted:13 
Touch:12); Atk +5 base melee, +4 base ranged; +5 (1d6+4,Slam); SA: Charm (Su) , Energy Drain (Su) , Blood 
Drain (Ex) ; SQ: Racial Traits: Undead, Gaseous Form (Su), Spider Climb (Ex), Resistance: Turn (Ex): +2, Fast 
Healing (Ex): 2; ALCE;  
SV Fort +1, Ref +5, Will +5; STR 16, DEX 14, CON --, INT 13, WIS 13, CHA 14. 
Skills: Bluff +8, Climb +8, Hide +10, Jump +8, Listen +11, Move Silently +11, Profession (Lawyer) +10, Search 
+8, Sense Motive +11, Spot +11.  
Feats: Alertness, Improved Initiative, Lightning Reflexes, Skill Focus: Profession (Lawyer). 
Appears to be a servant at first glance, closer inspection (Spot DC15) shows him to have gaunt, feral features. 
EL 4: DF -0.6: 240xp each 

 

 



Antechamber (21) 

The spiral stairs end in a chamber some 15’ square devoid of any features other than the metal doors in the 
east and south walls. The floor is smooth, polished grey stone. As the last of you step off of the foot of the stairs 
a chime sounds from above. The door to the east has numerous claw marks near the handle. 

 
This signals that the statue has once again blocked the stairs from above. Anyone who steps onto the 
lower step will cause the chime to sound and once again the statue will vanish for two rounds. 
Neither of the two doors are locked nor trapped. 

Wizard’s Laboratory (22) 

The door opens onto a large well lit chamber. Wooden benches are covered with shattered glass and pottery 
and a brazier lies over turned in the far corner. As you look on two large, cat like creatures turn and howl, 
horrifically pulling the flesh back from their muzzle as they do so. 

 
�Krenshar (2): CR1; Medium Magical Beast; HD 2d10 (Magical Beast); hp 17, 13; Init +2; Spd 40; AC:15 
(Flatfooted:13 Touch:12); Atk +2 base melee, +4 base ranged; +2/+0 (1d6,Bite; 1d4,2 Claws); SA: Scare (Ex) ; 
SQ: Scent (Ex); ALN;  
SV Fort +3, Ref +5, Will +1; STR 11, DEX 14, CON 11, INT 6, WIS 12, CHA 13. 
Skills: Hide +4, Jump +4, Listen +4, Move Silently +6.  
Feats: Multiattack. 
EL 3: DF -1.6: 170xp each. 
 

PCs need to make a Will save (DC12) or act as if a fear spell is upon them. After the howl the krenshars 
will attack the PCs, they have just emerged from stasis and are hungry. They smelt something edible in 
here and have ransacked it looking for food.  
 
Each time a PCs searches here there is a diminishing chance of finding something from the following list 
starting at DC15 and increasing by 5 each round. Once the search difficulty reaches 30 let the PCs know 
that there is nothing more to find. Each search takes 1 round, and may attract more wandering monsters. 
If the PCs beat the search check by 20 they find a Minor Ring 
If the PCs beat the search check by 15-19 they find a Major Potion 
If the PCs beat the search check by 10-14 they find a Medium Potion 
If the PCs beat the search check by 5-9 they find a Minor Potion 
If the PCs beat the search check by less than 5 they find 1d10 gold pieces. 
 

Narrow Corridor (23) 
A narrow corridor runs south from the antechamber, before turning east after about 50’. On each side there 
are a number of sturdy iron doors, one halfway down on the right is badly dented and a loud hammering 
comes from inside. 
 
None of the doors are locked or trapped. Most are empty. They can only be opened from the outside and 
will shut and lock unless the PCs spike them open or stop them from closing in some way. 
 
Room 23c contains a medium earth elemental that is trying to break free. It has been trying for several 
rounds and has already done 25 points of damage to the door and continues to do 1d8-8-10 points of 
damage each round.   
 

� Elemental, Medium-size Earth:CR3;Medium Elemental (Earth); HD 4d8+12 (Elemental); hp24; Init -1; Spd 
20; AC:18 (Flatfooted:18 Touch:9); Atk +8 base melee, +2 base ranged; +8 (1d8+7,Slam); SA: Earth Mastery 
(Ex) , Push (Ex) ; SQ: Racial Traits: Elemental; ALN; SV Fort +7, Ref +0, Will +1; STR 21, DEX 8, CON 17, INT 
4, WIS 11, CHA 11. 
Skills: Listen +7, Spot +7.  
Feats: Power Attack. 
EL 3: DF -1.6: 170xp each 

 

Temporal Stasis Cells (23 a - m) 
All the rooms are identical; featureless stone walls, floors and ceilings. They contain no furniture or any 
other item whatsoever. Each door has a hardness of 10, 60 hit points and a break DC of 28.  
 



The Bound Dragon (23b) 
Room 23b is the only other room that has not yet had the creature inside freed on this level. 

The door opens easily inside is a dragon with dull, mottled brown scales. It barely comes up to your knees and it 
appears to be frozen, in fact if it wasn’t for the spark of intelligence in its eyes you would think it was a very 
lifelike statue.  

 
�Dragon, Brass, Wyrmling:CR2;Tiny Dragon (Fire); HD 4d12+4 (Dragon); hp30; Init +0; Spd 60, Burrow 30, 
Fly, Average 150; AC:15 (Flatfooted:15 Touch:12); Atk +6 base melee, +6 base ranged; +6/+1 (1d4,Bite; 1d3,2 
Claws); +6 (1d6,Breath Weapon); SA: Breath Weapon (Su) , Spell-like Abilities Speak with Animals 1 At Will ; 
SQ: Immunity: Paralysis (Ex), Immunity: Sleep Effects (Ex), Immunity: Fire (Ex), Blindsight (Ex), Keen Senses 
(Ex), Subtype: Fire; ALCG;  
SV Fort +5, Ref +4, Will +4; STR 11, DEX 10, CON 13, INT 10, WIS 11, CHA 10. 
Skills: Hide +8, Knowledge (History) +6, Knowledge (Local) +6, Knowledge (Nature) +5, Listen +6, Search +6, 
Spot +6.  
Feats: Clinging Breath, Flyby Attack. 

 
The dragon is the subject of a temporal stasis field cast by the wizard that once occupied the tower. To 
remove the stasis a dispel magic spell at DC29 must be cast on the dragon.  
If successful the dragon will look around and howl. First speaking in draconic, then in common it will ask 
where the wizard is, then where its mother is. It will be grateful to the PCs actions in freeing it but not be 
able to offer them any assistance. It gives its name as Agham-Vaeros, or Fiery-Metal in the common 
tongue. He was caught while he was hunting with his mother, he saw a goat on the mountain side 
swooped down and before he could fly off the human wizard stepped forward and cast a spell. Then he 
woke up here.  

Store Rooms (24) 
The doors along the southern length of the passage open into small store rooms. Between the second and 
third doors is a magical trap. 
 

� Animated Weapon: CR 5; the person who trips the trap is attacked by their own weapon for 1d4+1 rounds, 
they cannot drop the weapon, the attack is against the victims flat-footed AC. Will save avoids (DC 16); Search 
(DC 29); Disable Device (DC 29); 

 
Two large, cracked urns with broken wax stoppers stand propped against the south wall. Grain, rye or 
barley, has spilled out on the floor. 
Two chests are the only contents of this room. Opening them causes a cloud of mold ridden flour to rise 
up. A reflex save for those within 5’ at DC10 is needed to avoid inhaling the cloud of spores. Those that fail 
the save must make a Fortitude save at DC16 or come down with Cackle Fever, (1 day incubation, 1d6 
points of temporary wisdom damage).  
Several rotting sacks have spilt their contents, charcoal, on the floor of this storeroom.   
A stack of sacks containing dried beans which have collapsed into a stinking, pile of dusty rubbish. 
A pile of chests containing a variety of items, carved lintels for fireplaces, wall sconces and ceramic floor 
tiles. 

Stairway (25) 

A wide straight stair leads downwards, the air is cool and damp and somewhat sour.  



Lower  Basement 
Each round the PCs remain stationary there is a 20% chance that a wandering encounter will occur. 
 

Dice Roll (1d6) Encounter Notes 
1-3 1 Large Monstrous Scorpion  None 
4-5 1 Carrion Crawler None 
6 1 Thoqqua Once only. 
 

���� Vermin, Monstrous Scorpion, Large:CR2;Large Vermin ; HD 4d8+8 (Vermin); hp 24; Init +0; Spd 50; AC:14 
(Flatfooted:14 Touch:9); Atk +5 base melee, +2 base ranged; +5/+0 (1d6+3,2 Claws; 1d6+1,Sting); SA: Poison 
(Ex) , Improved Grab (Ex) , Squeeze (Ex) ; SQ: Racial Traits: Vermin; ALN;  
SV Fort +6, Ref +1, Will +1; STR 17, DEX 10, CON 14, INT --, WIS 10, CHA 2. 
Skills: Climb +11, Hide +3, Spot +7. 
Special Attacks:  
Improved Grab (Ex): To use this ability, the monstrous scorpion must hit with its claw attack. If it gets a hold, it 
hangs on and stings. 
Squeeze (Ex): A monstrous scorpion that gets a hold on an opponent of its size or smaller automatically deals 
damage with both claws, biting and stinging at its full attack value. 
Poison (Ex): Sting, Fortitude save (DC 18), initial and secondary damage 1d6 Strength. 

 
�Carrion Crawler:CR4;Large Aberration ; HD 3d8+6 (Aberration); hp 20; Init +2; Spd 30, Climb 15; AC:17 
(Flatfooted:15 Touch:11); Atk +3 base melee, +3 base ranged; +3/-2 (+2,8 Tentacles; 1d4+1,Bite); SA: Paralysis 
(Ex) ; SQ: Scent (Ex); ALN;  
SV Fort +3, Ref +3, Will +5; STR 14, DEX 15, CON 14, INT 3, WIS 15, CHA 6. 
Skills: Climb +11, Listen +5, Spot +5.  
Feats: Alertness. 
Special Attacks:  
Paralysis (Ex): Those hit by a carrion crawler's tentacle attack must succeed at a Fortitude save (DC 13) or be 
paralyzed for 2d6 minutes. 

 
� Thoqqua:CR2;Medium Elemental (Earth,Fire); HD 3d8+3 (Elemental); hp 23; Init +1; Spd 30, Burrow 20; 
AC:18 (Flatfooted:17 Touch:11); Atk +4 base melee, +3 base ranged; +4 (1d6+3,Slam); SA: Heat (Ex) , Burn 
(Ex) ; SQ: Subtype: Fire, Tremorsense (Ex): 60 ft.; ALN;  
SV Fort +2, Ref +2, Will +2; STR 15, DEX 13, CON 13, INT 6, WIS 12, CHA 10. 
Skills: Intuit Direction +4, Jump +6, Listen +6, Move Silently +5. 
Special Attacks: 
Heat (Ex): Merely touching or being touched by a thoqqua automatically deals 2d6 points of fire damage. 
Burn (Ex): When a thoqqua hits with its slam attack, the opponent must succeed at a Reflex save (DC 13) or 
catch fire. The flame burns for 1d4 rounds if not extinguished sooner. The burning creature can use a full-round 
action to put out the flame (see page 86 in the Dungeon Master’s Guide for more information on catching on 
fire). 
Special Qualities:  
Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save. 
Tremorsense (Ex): Thoqquas can automatically sense the location of anything within 60 feet that is in contact 
with the ground. 

 
 



 

Flooded Corridor (26) 
The stairs end in a corridor that is flooded with an inch or two of foul smelling water. The corridor turns west 
then south. Solid looking iron doors similar to those on the floor above break up the monotony of the 
smooth stone walls.  

Store Rooms (27a-b) 
These small rooms were probably store rooms but are now empty. In the corridor between the two rooms is 
a magical trap.  
 

� Headache Trap: CR 5; The victim suffers with headaches for 1d6+1 hours (-2 to AC, Attack, Damage and 
skill checks); Will save Avoids (DC 16); Search (DC 29); Disable Device (DC 29); 

Temporal Stasis Cells (28) 
An empty 10’ square cell. 
An empty 10’ square cell. 
An empty 10’ square cell. 
The door to this cell has been melted into a puddle of twisted slag. 
 
If the PCs have not encountered the thoqqua as a wondering encounter yet the creature will still be in the 
cell and will attack the PCs on sight. 
 

The Summoning Chamber (29) 

This room is about 15’ by 40’ and shows signs of damage everywhere you look. The walls are pock marked and 
scorched; the floor is littered with chips of rock below the surface of the scummy water. The ceiling is soot 
blackened particularly at the western end where a fiery pentagram is burning despite the presence of the water. 
Standing at the centre is a figure clasping a longsword in one hand and a wand in the other. Spittle flies from his 
mouth as he speaks. “Leave us, it must be done, it must be done.” 

The figure is a man, probably in his early 30’s, about 5’6” in height and sturdily built, his hair is black and curly, 
with a short trimmed moustache and beard and you glimpse studded leather armour under his military tunic. His 
most striking feature however, is his eyes which sparkle with blue lightning. Over one shoulder is slung a 
battered leather satchel. 

As you enter the room he leaves the pentagram to attack 

He fights as if a confusion spell is upon him. He will either (on a d20 roll): 



01-08 Fight normally,  
09-12 Attack an invisible foe.  
13-17 Use the wand  
18-20 Rage or do nothing if he is already raging.  

 
When he is reduced to less than 10hp he will collapse to the floor as the notion leaves him, stunned. The 
notion then tries to possess each of the PCs (Will save at DC15). Each round the PC is possessed use the 
table above to determine what the PC does (for 13-17 the PC casts a random spell or does nothing if they 
have no spells). Each round the PC may make another saving throw. After all the PCs have saved/been 
possessed the notion will vanish. 
 
Those affected will be afflicted with a maddening rage; everyone is an enemy and must be destroyed.  
  



The Aftermath 
If the captain is still alive after the battle with the PCs he will apologise for what has happened. 
 

“I’m terribly sorry; I don’t know what came over me. I was helping the librarian in the library, I have managed to 
find a buyer for a stack of books that we found when sorting and cataloguing what was left from when we took 
over the tower from the Glantrians all those years ago, you know what its like when you move in to a new place, 
it always takes longer to get things ordered than you think. Anyway, I was flicking through this book when I 
suddenly felt an intense rage and madness come over me; it was if someone else was controlling my limbs. I 
fear I may have hurt the librarian when he got in my way. What ever was controlling me took me down a flight of 
stairs I never knew existed into these cellars where I found this satchel and this wand. I then went from room to 
room freeing all these hideous creatures. The creatures! Where are they! They could be rampaging through the 
fort! We must stop them!” 

 
He becomes quite animated until he is reassured that the PCs have dealt with them.  
 
If the captain is dead then the PCs will find in the captain’s satchel a book, blank apart from the first few pages. 
They will also have to face a military trial.  
 

“Klarmont 17; 928: Typical! Just as I have finished my experiments with a successful result I have to leave. The 
Council will ‘compensate me for my troubles’; they can’t understand what I have done here so how can they 
repay me. I will leave the cellars hidden, the mundanes in Darokin will never find their way in and the temporal 
stasis will keep my little pets safe until we buy the land back in a few years. My latest guest is well ensconced in 
the library, I’ll send for those books when I get to my new tower and then I can study it in more detail.” 

Once the notion is free from the captain the force wall is dispelled. The old wizard put that in place just in case 
something like this happened.  
 
The captain will reward the PCs with 100 daros for rescuing him and another 200 daros for killing the creatures 
along with any items they found on the creatures that did not belong to the servants etc. He also lets them have 
the wand.  
 
 

  
 

  

 

 

 

 
 
 
 
 
 
 
 



Appendix 1: Important NPCs 

Captain Lucius Ravilla 

���� Captain Lucius Ravilla, Male Human Bbn2/Rgr5: CR 7; AL CN; Medium Humanoid; HD 2d12+5d10+28; hp 
74 (Disabled -4/Dying -18/Injury 18); Init +3; Spd 40;  
AC 18 (FF 18, Touch 13);  
Atk   +8/+3 base melee, +10/+5 base ranged; Grapple +8;  
        +10/+5 Melee (+1 Longsword 1d8+2/crit 19-20/x2);  
        +11/+6 Ranged (Mighty composite longbow +1, Masterwork 1d8+1/crit 20/x3);  
        +9/+4 Melee (Dagger, Masterwork 1d4+1/crit 19-20/x2);  
        +8/+3 Melee (+1 Longsword 1d8+2/crit 19-20/x2) and +7 Melee (Dagger, Masterwork 1d4/crit 19-20/x2);  
        +8/+3 Melee (Unarmed 1d3+1/crit 20/x2);  
 
Class Features:  
Barbarian: Rage (1x/day, 8+Con Mod Rounds), Barbarian Fast Movement, Uncanny Dodge (Dex bonus to AC); 
Ranger: Favoured Enemies (2), Improved Two-Weapon Fighting, Track, Spells, Favoured Enemy: Vermin (+2), 
Favoured Enemy: Magical Beast (+1);  
 
SV Fort +11, Ref +4, Will +2; STR 13, DEX 17, CON 18, INT 13, WIS 13, CHA 14. 
 
Skills: Appraise +1, Balance +3, Bluff +2, Climb +11, Concentration +4, Diplomacy +2, Disguise +2, Escape 
Artist +3, Forgery +1, Gather Information +2, Handle Animal +12, Heal +1, Hide +13, Intimidate +2, Jump +7, 
Listen +3, Move Silently +3, Perform +2, Ride +15, Scry +1, Search +11, Sense Motive +1, Spot +7, Swim -5, 
Use Rope +3, Wilderness Lore +11.  
 
Feats: Track, Mounted Combat, Weapon Focus: Longsword, Armour Proficiency: medium, Simple Weapon 
Proficiency, Extended Rage, Shield Proficiency, Alertness, Armour Proficiency: light. 
 
Ranger Spells (--/1): 1-Bloodhound (1). 
 
Coins: 6533 gp.  
Weapons: +1 Longsword; Arrow, Silvered, Masterwork x5; Arrows (20), Masterwork; Dagger, Masterwork; 
Mighty composite longbow +1, Masterwork.  
Armour: +2 Studded leather: Shadow (+10 to hide).  
Goods: Coin: gp (6533). 
 
Captain Ravilla – History 
Captain Ravilla – Character Sheet 



Appendix 2: Consolidated Treasure Lists 
 
Loc
atio
n 

Description Value 
W
eig
ht 

Taken By 

11 Masterwork Kukri 308   
11 Masterwork Light Mace 305   
11 Masterwork Shortspear 302   
11  Masterwork Club 300   
11 Scrying Table 70000   
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
     
 



Appendix 5: Role Playing Bonuses 
Taking the slaves to the sergeant.  1pt each 



Appendix 6: Handouts 

The Invitation 
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