Mahlus In Dahlus
A. The Frontier
Read the following to the PCs:
Ambushed! You knew the roads were not safe,
but surely the caravan could make it. The
brigands slew many. You had no time. Your
weapons and armor were taken. What else
could you do? There were so many. You were
lucky to make it out with your hide still on
your back.
Now where are you? In the wilderness. You
must make your way to a village or
homestead, or surely you’ll perish. But will the
bandits hear you?
Escape the Wilderness (Skill Check)
Setup: To escape the wilderness, the PCs
must demonstrate their wilderness survival
and stealth skills.
Complexity: 1 (requires 8 passes before 4
fails)
Primary Skills: Athletics, Endurance,
Nature, Perception, Stealth
Athletics (DC 13) You rely on your physical
talents to help you survive the ordeal.
Using this skill doesn’t count as a success or
failure for the challenge, but provides a +2
bonus or -2 penalty to the next character’s
stealth or endurance check.
Endurance (DC 13) At least one character in
the party must make an endurance check
each turn to resist the debilitating effects of
wandering in the wilderness and dealing
with exposure to the elements. A failed
check indicates that all members of the
party lose one healing surge, in addition to
counting as a failure.
Nature (DC 13) At least one character in the
party must make a nature check each turn.
You are aware of natural hazards and can
forage for food and water. Failure of this
check causes each character 1d6 damage.
Perception (DC 13) You notice something that
helps you better survive the trek. Using
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this skill doesn’t count as a success or
failure for the challenge, but provides a +2
bonus or -2 penalty to the next character’s
endurance check.
Stealth (DC 13) You know they are out there.
You move swiftly and silently through the
wilderness. If not, you are certain an
arrow will come flying towards you.
Failure of this check causes each character
1d8 damage.
Success: The PCs make it to the edge of
Dahlus.
Failure: The PCs must spend another day in
the wilderness (up to 3 days).

Dahlus, at the Edge of the Empire
When the PCs arrive at the outskirts of Dahlus,
read the following: You slowly make your way
into the hamlet of Dahlus. The rag-tag
assemblage of houses and buildings look tired
and old. You are at clearly on the fringe of
civilization – no symbols of the Empire’s
authority can be seen anywhere. Most
importantly, there does not seem to be any
guards. There are no signs of life outside, save
for the inn at the center of the village: The
Frontier.
Most of the houses in the town are
unwelcoming: if the PCs approach, the doors
are closed and locked. Only a few locations are
immediately available for them to explore and
interact. Ultimately, the PCs should find their
way to The Frontier.

B. The Old Garrison
An old stockade and barracks from a time when
the empire more enthusiastically guarded its
borders. Now, it sits empty; although the
stockade gate is shut, waiting, almost in hope,
of a time when the garrison will return.

C. Horace’s General Supply
Horace’s General Supply is one of the oldest
buildings in Dahlus. It has changed ownership
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over the years, yet Horace has always seemed
to be involved with it in one way or another.
Horace is old but not quite ready to give up on
his establishment. He does not seem to be
concerned about the current scarcity of
supplies. He considers it a cost of business on
the fringe of civilization. Horace will also
suggest that the PCs see Fred at The Frontier if
they have not already.
Times have been tight recently, so items are
scarce and what is available is overpriced.
Horace also only offers 50% of the normal sell
price for items. The General Supply carries the
following items:
▪ Potion of Healing – 100 gp
▪ Belt of Dwarvenkind – 65,000 gp

“Horace
Medium Human ▪ Lurker ▪ Level 1 (100 XP)
HP 22; Bloodied 11
AC 15, FOR 12, REF 13, WIL 14
Speed 6
Senses Perception +0
Initiative +0
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d6 + 3 damage
STR 10 (+0)
DEX 14 (+2) WIS 16 (+3)
CON 10 (+0) INT 14 (+2)
CHA 16 (+3)
Skills none
Alignment Unaligned; Language Common
Equipment Club
Possessions 10 Gold, 50 Silver, 75 Copper

Horace has one task for the PCs if they are
interested. He needs to send a letter over to
Farmer Mahlus. It is urgent. He should
inform the PCs that there has been an issue,
although the reason should not be readily
given: some of the “specialty” items are acting
up. The PCs will be paid 10 Silver to deliver
the letter. The letter is sealed. If the PCs open
the letter, it reads:
“Mahlus, tell your brother that the items are
acting up. Some of the caravan drivers are no
longer wanting to take my goods. – Horace”
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When the PCs arrive at the gate of the Mahlus
Farm (and if it is not yet Part B), Smiley (see
stats in Part B) greets the PCs and agrees to
take the letter to his father, Farmer Mahlus.

D. Skid’s Blacksmith Shop
Skid’s Blacksmith Shop is a gruff locale for a
gruff owner. Short and to the point, Skid
appears to be much more interested in
finishing his work, no matter how crude, than
taking on new business. He has been quite
busy of late and could use some help, though.
Skid will also suggest the PCs see Fred at The
Frontier if they have not already.
Skid is not a particularly skilled blacksmith.
He can do simple metal smithy, anything more
complicated is beyond his craft and capability.
For the PCs, he has in store or can craft basic
weapons and armor. Being on the fringe of
civilization, his rates are considerably high for
the quality of his work: +50% of printed value
for basic metal items. He is also not interested
in honing his skills to craft finer quality items.
Perception Check
DC 10:You notice that Skid has a lot of metal
scraps lying around. He has been busy
recently.
DC 15: There is a scrap of paper lying on the
ground near his anvil. It reads:
“A dozen short swords by the end of the
week. No payment necessary.”
You also notice a strong box in the
corner of the smith. A Strength DC 20
opens the box, which contains 20 gold
and receipts for orders from Short
Thom.

“Skid

the Blacksmith

Large Human ▪ Brute ▪ Level 1 (100 XP)
HP 28; Bloodied 14
AC 13, FOR 16, REF 16, WIL 12
Speed 4
Senses Perception +2
Initiative +5
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Standard Actions
m Hammer (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 2d6 + 3 damage (crit 2d6 + 16)
M Battle Fury ▪ Encounter
When Skid is hurt for the first time: he makes a melee
basic attack with a +4 bonus to the attack roll and
deals an extra 1d6 on a hit
R Handaxe (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +2 vs. AC
Hit: 1d6 + 3 damage
STR 20 (+5)
DEX 20 (+5) WIS 10 (+0)
CON 8 (-1)
INT 10 (+0)
CHA 6 (-2)
Alignment Unaligned; Language Common
Equipment Hammer, 2 Hand Axes, Heavy Leather
Apron, Metal Tongs
Possessions 5 Gold

Skid has two tasks for the PCs if they would like
to help him. He can pay them 1 gold apiece to
complete them.
1. Delivery for The Frontier
Skid needs a few strong backs to make a
delivery to The Frontier. PCs must make a
combined Strength DC (15 per PC). On Pass:
PCs lift the container and can make the
delivery. On Fail: PCs fail to lift the container
(given 3 chances).
2. Delivery to the Mahlus Farm
Skid has a delivery that needs to be made to
Farmer Mahlus. For some reason, he does not
seem pleased about the order, but Farmer
Mahlus really needs the new barrel bands. If
the PCs have not been to the Mahlus Farm,
Skid gives them directions. On Pass: PCs lift
the container and begin delivery. On Fail: PCs
fail to lift the container (given 3 chances).
On the way to the farm, the PCs are stopped by
a ruff looking man. He demands to know what
is in the container. He offers 50 gold apiece to
take the container off of their hands. He is
quite insistent, to the point of belligerence.

“Ruffian

(Human Bandit)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6

3
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 15 Copper

If the PCs still have the container, they are met
at the gate of the farm by Smiley (stats in Part
B), Farmer Mahlus’s son. He gets his brother,
Boris (stats in Part B), to carry the container
back to the farm. Smiley pays the PCs an
additional 5 gold apiece for making the
delivery.

E. Ezra’s House
When the PCs approach Ezra’s House, read: As
you approach the house, you notice that the
door is wide open - seemingly unlike any other
house in the town. You hear what sounds like
struggling and muffled screams coming from
within.
If the PCs choose to investigate, proceed to
Encounter 2.
After the conclusion of Enounter 2, read the
following:
“Did you find the other two? Oh no!!! My son,
they have my son! Please, hurry. They have
my son!”
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The PCs now have the option to pursue the
bandits and rescue Ezra’s son. Ezra has seen
the men before, around the Old Garrison. He
can also provide the PCs with directions to the
Garrison. If they choose to go, proceed to
Encounter 3.
At the conclusion of Encounter 3 and if the son
is returned to Ezra and Sera, read: “Thank
you! Words cannot express how grateful we
are for your assistance. It is not much, but
please take this. We think this is what they
were after. It is safer with you”
Ezra gives the PCs a Magic Holy Symbol

“Magic

Holy Symbol +1

A holy symbol of Moradin, patron of dwarves
Implement Holy Symbol
Enhancement +1 damage to attack
Critical +1d6 damage

Ezra and Sera are still recovering from the
break in. They are now planning to leave their
house and seek their fortunes on the road.
While neither can say for sure, they think the
bandits work for a man named “Sal.”

F. Ruth’s House
When the PCs approach Ruth’s House, read the
following: You approach the house and
suddenly the lights go dark. The door, which
had previously been cracked open, slams shut.
You hear numerous latches and bolts. You
realize that you are clearly not welcome here.

A. The Frontier
The Frontier is the town’s inn. It is the largest
building in Dahlus and one of the few that
shows signs of life.
Perception Check
DC 10:The sign on the front of the inn has been
scratched out. You make out “King and
Country,” what appears to be the
former name of the establishment. A
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somewhat recent sign has been tacked
on that reads “The Frontier.”
When the PCs enter The Frontier, read the
following: Welcome to The Frontier, what
looks to be one of the few signs of life in the
town of Dahlus. There are a couple of ruff
looking men hanging in the shadows, but
innkeeper seems war and inviting. The
innkeeper greets you as you enter:
“Welcome, friends, to the last hospitable inn at
the edge of the empire. My name is Fred and I
am the innkeeper. If you have come looking
for a job, you have come to the right place.”
Fred is tall and unassuming, well into his
golden years, but there is an air of power
around him. When the PCs talk to him, he
seems to answer vaguely.

“Fred

the Innkeeper

Large Human ▪ Brute ▪ Level 10 (2500 XP)
HP 436; Bloodied 218
AC 22, FOR 22, REF 22, WIL 22
Speed 6
Senses Perception +2
Initiative +3
Standard Actions
m Greataxe (weapon) ▪ At Will
Attack: Melee 1 (one creature); +13 vs. AC
Hit: 1d12 + 6 damage (crit 1d12 + 16)
M Battle Fury ▪ Encounter
When Fred is hurt for the first time: he makes a melee
basic attack with a +4 bonus to the attack roll and
deals an extra 1d6 on a hit
R Handaxe (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +10 vs. AC
Hit: 1d6 + 5 damage
STR 21 (+10) DEX 18 (+9) WIS 18 (+9)
CON 21 (+10) INT 18 (+9)
CHA 18 (+9)
Skills Athletics +9, Endurance +9
Alignment Unaligned; Language Common
Equipment Hide Armor, Greataxe, 2 Hand Axes

Rates for rooms and food are overpriced, like
much of what is offered in the town:
▪ Room and Board (1 night) – 500 gp
▪ Room and Board (3 nights) – 1250 gp
▪ Room and Board (7 nights) – 2000 gp
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When the PCs ask about jobs, read the
following: “Look, I can help you out for today;
but you are going to need find someone to take
you in after that. The next caravan isn’t due
for another fortnight and you aren’t going to
make it slumming around the town or in the
wild without weapons and supplies. For now,
I have a rat problem. Big ones, in the
basement. I could use a few spare hands to
take care of them. I can give you some
weapons. Just don’t damage the food supplies,
we don’t get many supply caravans any more.
(Fred cheers up) See, old Fred isn’t so bad
after all.”
If the PCs accept the job offer, the men from
the shadows come out and drop several sacks
on the floor. They include all of the weapons,
items, and supplies the PCs had lost when the
caravan was ambushed.
Proceed to Encounter 1.
After Encounter 1 concludes, read the
following:
“Look, you aren’t going to be able to stay here
tonight and I doubt there are many people
around town who would be willing to take in
complete strangers. However, I know of two
people who might be interested: Short Thom
and Farmer Mahlus. Unfortunately, Short
Thom likes ‘em tough. And, from the looks in
your eyes, you ain’t. Farmer Mahlus needs
help and he’ll put you up in his place so long as
you give him a solid day’s work. He’s mean
and something’s not quite right there.
Probably had something to do with that witch
of a wife. Well, anyway, head over to the farm
and I am sure he’ll take you in. And besides, if
anything funny happens, just let old Fred
know. I am certain I can help … ”
The PCs can explore the rest of the town if they
have not done so already. At this point, word
has gotten out that they are heading over to the
Mahlus Farm. While strange, the other NPCs
should push them to head there.
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This concludes Part A – The Frontier once the
PCs head to the farm for employment.
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B. Farmer Mahlus
When the adventurer’s arrive at the Mahlus
farm, read the following: You enter through
the gates of the farm and see yet another tired
looking arrangement of buildings. Animals
occupy the pastures and three men are
finishing up moving barrels at the farm house.
One spots you coming down the path and
grabs his pitch fork. He eyes you wearily.
Farmer Mahlus is a portly man, all callous and
boils. He needs new farm hands, but is wary of
strange vagrants coming from The Frontier.
He appears to be preoccupied with his own
thoughts. He also seems disturbed by
something but, whatever it is, he does not want
the PCs to know about it.
If convinced, he hires the PCs and promises to
pay them and provide them a place to sleep in
exchange for work.
Farmer Mahlus should introduce the PCs to his
sons, Boris and Smiley. Boris is a lump of a
man, clearly the strongman on the farm. Boris
does not speak much, mostly grunts. Smiley is
small and spry, clearly the brains of the bunch.
He is more than happy to chat with the PCs.
Like Farmer Mahlus, Smiley clearly has inner
demons; but, he too does not wish to share
with the PCs. He seems resentful over the
death of his mother.

“Farmer”

Bart Mahlus

Large Human ▪ Soldier ▪ Level 5 (1000 XP)
HP 260; Bloodied 130
AC 21, FOR 18, REF 17, WIL 17
Speed 5
Senses Perception +1
Initiative 5
Traits
Calloused
+2 AC to melee attacks
Standard Actions
m Pitchfork (weapon) ▪ At Will
Attack: Melee 1 (one creature); +10 vs. AC
Hit: 3d4 + 4 damage
Triggered Actions
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M Haymaker (fist) ▪ At Will
Trigger: An enemy moves into or away from an adjacent
space
Effect: Immediate Reaction
Attack: Melee 1 ( triggering creature); +5 vs. AC
Hit: 3d6 + 4 damage, enemy is knocked prone
STR 17 (+4)
DEX 14 (+3) WIS 14 (+3)
CON 17 (+4) INT 12 (+2)
CHA 10 (+1)
Skills none
Alignment Unaligned; Language Common
Equipment Pitchfork, Overalls, Straw Hat
Possessions Sack of 50 silver & 40 copper, Small Key,
Note

“Boris
Large Human ▪ Brute ▪ Level 4 (350 XP)
HP 128; Bloodied 64
AC 16, FOR 18, REF 13, WIL 12
Speed 4
Senses Perception -2
Traits
Calloused
+2 AC to melee attacks
Standard Actions
m Thump (fist) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
Hit: 2d8 + 4 damage
Triggered Actions
M Slam (body) ▪ At Will
Trigger: An enemy hits Farmer Mahlus or Smiley
Effect: Immediate Reaction
Attack: Ranged, attacks all enemies in direct path from
Boris to triggering enemy; +7 vs. AC
Hit: 3d8 + 4 damage, enemy is knocked prone
STR 19 (+6)
DEX 8 (+1)
WIS 6 (0)
CON 14 (+4) INT 6 (0)
CHA 4 (-1)
Skills none
Alignment Unaligned; Language Common
Equipment Overalls, Straw Hat
Possessions Picture of Eilea

“Smiley
Small Human ▪ Skirmisher ▪ Level 4 (350 XP)
HP 104; Bloodied 52
AC 18, FOR 15, REF 17, WIL 16
Speed 6
Senses Perception +6
Traits
Calloused
+2 AC to melee attacks
Standard Actions
m Dagger (weapon) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
Hit: 1d10 + 4 damage
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r Throw Dirt (range) ▪ At Will
Attack: Close Blast 2 (creatures in blast); +1 vs. AC
Hit: 1d6 + 4 damage, enemy is blinded (fail REF DC)
Minor Actions
Shifty ▪ At Will
Smiley can shift 1 square
STR 10 (+2)
DEX 17 (+5) WIS 14 (+4)
CON 12 (+3) INT 16 (+5)
CHA 12 (+3)
Skills none
Alignment Unaligned; Language Common
Equipment Overalls, Straw Hat
Possessions Potion of Healing

The Mahlus Farm
Perception Check
DC 10:The farm appears to have quite a lot of
livestock for such a humble place.
DC 15: One part of the house appears much
newer and stronger than the older
façade.

I. Farmhouse
The farmhouse has little in the way of comforts.
The farmhouse has four key areas: the dining
room, worker’s quarters, family quarters, and
the basement.
1. Dining Room
The dining room contains a portrait on the
wall. On a Perception DC 10, the PCs learn that
it is a woman. On a Perception DC 13, they
notice a pendant. Talking to Mahlus reveals
that this is his wife, Eilea, who passed away. If
the PCs speak “I am so sorry,” a key hole
appears in the place of the woman’s pendant.
A small key triggers the secret passage to the
basement.
2. Workers’ Quarters
The workers’ quarters are sparse. They
include a place to sleep and store the PCs
earthly possessions.
3. Family Quarters
The family quarters are equally sparse.
Farmer Mahlus’s room contains some small
furniture. Upon a DC 15 pass, the PCs find a
small pouch of 100 silver.
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Boris’s room has some toys, trinkets, and
pictures of his mother, Eilea.
Smiley’s room is dark. There is a table with
some Potions of Healing, 1d4 for quantity.
There is also a note on the table that reads:
“I have it. This ends now.”
4. Basement
The basement is only accessible through the
secret passageway in the dining room. The
basement includes three small rooms. Entry
into the second room triggers Encounter 4.
Encounter 4 triggers the end of Part B –
Farmer Mahlus.

II. Farmyard

The farmyard contains several buildings. Of
note is a pathway that runs out of the farm.
This is located behind the dairy barn. Farmer
Mahlus, Boris, and Smiley will always step in to
keep the PCs from taking the path. They
consider it dangerous for PCs who “do not
know what is good for them.”
The PCs can explore the farm, but only find
farm related items (eggs, etc).
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Events
I. Day 1
If the PCs are hired by Farmer Mahlus, he sets
them to work immediately. For each day, the
PCs have three jobs to complete:
Daily Jobs
1. “Process” the Chickens
The PCs can assist in “processing” chickens by
completing the following Skill Challenge
sequence:
a. The chickens are fast, you must be swift to
catch them. Athletics, Acrobatics, or Stealth
DC 15. Reward: 2 silver for each chicken.
b. And now, the messy part. Strength DC 10
for PCs that passed the first part. On Pass:
1 silver. On Fail: 1 copper.
c. Pluck the feathers. Dexterity DC 13 for PCs
that passed the first part. On Pass: 1
silver. On Fail: 1 copper.
2. Milk the Cows
The PCs can milk the cows. Farmer Mahlus
should inform them to be gentle, especially
around Old Bessie. Dexterity DC 13 for all PCs
milking cows except Old Bessie. On Pass: 1
silver. On Fail: The cow kicks the PC for 1d6.
Dexterity DC 17 for the PC milking Old Bessie.
On Pass: 5 silver. On Fail: The cow kicks the
PC for 2d6.
3. Sweep the Barn
The PCs can sweep out the barn for 5 silver
apiece after milking the cows. While sweeping,
they discover a “tough spot” in Old Bessie’s
stall that needs some additional effort. On a
Strength DC 15, the PC that passes the test
finds a folded note containing a small key.
The note reads:
For the one who finds this I am so sorry
Once the tasks are complete, the PCs can move
around the farm and interact with the Mahlus
family. They may also leave the farm to visit
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Dahlus, but Farmer Mahlus should caution
against it. Ever since Short Thom arrived, they
are not welcome in town.

II. Night 1
Read the following to the PCs: Late in the
evening, you hear two clicks. Or did you? It
was a long day.

III. Day 2
The PCs can complete Daily Jobs. They can
also explore around the farm or return to
Dahlus for the afternoon.

IV. Night 2
Read the following to the PCs: Late in the
evening, you awaken to what sounds like a
loud argument. Farmer Mahlus can be heard,
but his voice sounds muffled where you lay.
The PCs have a chance to move to the door or
attempt a DC 15 to listen more closely.
If successful, they know the sounds are coming
from the dining room.
The argument ends and someone loudly leaves
the room. Farmer Mahlus can still be heard
faintly, but now he sounds less angry and
more distressed. You hear a few more
muddled words and then two soft clicks.
If the PCs attempt to sneak to where they heard
the argument, they find that the dining room is
empty. On a Perception DC 10, they notice that
the whole house seems empty.

V. Day 3
Read the following to the PCs: After waking
you head down to the dining room to break
your fast. Farmer Mahlus is waiting for you.
He looks disturbed.
“My sons went out last night and have not
returned. If I know them, they headed out
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down the trail behind the dairy barn. Go find
them, please.”
If the PCs accept the task, proceed to
Encounter 5.
If the PCs refuse to help, Farmer Mahlus
discharges them from his employment. They
must return to The Frontier.

VI. Upon Return
Read the following to the PCs: You return to
the farm. Farmer Mahlus is grieved to learn
that his son, Boris, has died and even more so
that his son, Smiley, is missing. He asks, “did
Boris have anything on him?”
He will appear more distressed after learning
the answer.
He suggests the PCs call it a day.

VII. Night 3
Read the following to the PCs: You awake to
noise coming from downstairs. Farmer
Mahlus bursts into the room shouting “how
dare you bring them here!”
Encounter 6.
Note: Encounter 6 will lead to Encounter 4, if
the basement has not been accessed yet.
The farm is in shambles. The animals have
been slaughtered or let loose. In the chaos, the
PCs should be encouraged to head back to
Dahlus.
This concludes Part B: Farmer Mahlus
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Equipment Scale Armor, Heavy Shield, Short Sword

C. Short Thom
“Human

Notes
The conclusion of Part B leaves changes the
available places the PCs can visit. Note the
following changes:
1. Mahlus Farm
The Mahlus Farm is in ruins. While the
farmhouse stands, much of its contents are
either rubble or scattered. It can still be
searched. The farmyard is empty: the livestock
and harvested goods have been taken by
looters. Each time the PCs enter a building or
room, roll 1d20:
0 – 15
Nothing Happens
16 – 18 1 KoboldDragonshield
19 – 20 1 Human Bandit
Treat these as informal encounters.

“Kobold

Dragonshield

Small Natural Humanoid ▪ Soldier ▪ Level 2 (125 XP)
HP 36; Bloodied 18
AC 18, FOR 14, REF 13, WIL 13
Speed 5
Senses Perception +2, Darkvision
Initiative +4
Traits
Mob Attack
The Kobold gains a +1 bonus to attack rolls per Kobold
ally adjacent to its target
Standard Actions
m Short Sword (weapon) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
Hit: 1d6 + 3 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
Triggered Actions
Dragonshield Tactics ▪ Encounter
Trigger: An adjacent enemy shifts away from or moves
adjacent to the Kobold
Effect: The Kobold shifts 1 square (immediate action)
STR 14 (+3)
DEX 13 (+2) WIS 12 (+2)
CON 12 (+2) INT 9 (+0)
CHA 10 (+1)
Skills Resist +5 Acid, Acrobatics +5, Stealth +7,
Thievery +7
Alignment Evil; Language Common, Draconic

Bandit

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver

2. Ezra’s House
The house of Ezra and Sera is now vacant. The
doors has never been repaired, so the PCs can
explore and even occupy the house if they so
choose. If the PCs did not do the encounter,
then house simply looks like it has been
“ransacked.”
3. The Abandoned Garrison
The stockade is walled up. There appears to be
someone there, but there is no way for the PCs
to tell for sure except for muffled sounds.
4. Ruth’s House
Remains of unchanged. This is of special note
because the PCs should be aware of the house
but should not come in contact with Ruth until
necessary in the plot.
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Events
The PCs should return to the town. It is
possible for them to head down the path
behind the barn, but the path ends at a cave
and what looks to be a very old and very large
stone door. It will not open and cannot be
opened by breaking it. If the PCs insist on
opening it, see Part D – Hell to Pay for the
rules regarding the door.
With the changes to Dahlus, the PCs should be
encouraged to head back to The Frontier.
When the PCs enter The Frontier, read:
As you enter the inn, Fred looks genuinely
surprised to see you. It seems word has
already spread of what happened at the farm.
There are a few more men milling around the
inn. They barely notice you, gambling and
carrying on – as if a little more life has
returned to the town. Fred greets you:
“Well now, I thought for sure I would not see
you around again from what I heard
happened over at the farm. Looks like you
might be tough enough after all. Good. With
all the trouble in these parts lately, I could
really use a few more people that know how to
survive. You see, I’m Fred Thom – but most
people call me Short Thom.
I offer protection in these parts to those in
need. I help them survive. Of course, I can’t
do it for free, but that’s just the cost of doing
business with me.
I figure you’re pretty shaken at the moment,
but those ruffians that seem to have taken a
liking to you won’t try anything funny while
you’re with me. Besides, you can help me take
care of them … permanently. I can offer pay
and a place to stay, if you want it. What do
you say?”
Short Thom should be insistent on the PCs
taking his offer. The bandits that keep
pestering the town seem to keep getting
stronger and in more numbers. Banding
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together may be Dahlus’s best chance of
survival. Besides, the next caravan does not
arrive for at least another week.
He is genuine in his offer, although a DC 15
check reveals that his face belies intentions that
may not be quite what they seem. He needs
something, but he also sees a mutual benefit to
your employment.
The reveal of the tall and slender Fred as Short
Thom may or may not come as a surprise to the
PCs. This should answer why Short Thom’s
hideout is not also revealed previously, as it is
The Frontier.
Short Thom gets his name from his short
temper. He is quick to come to decisions,
which are often brutal yet logically sound. He
is a business man, but he also knows that his
“business” is highly territorial. Trouble has
come to Dahlus and Short Thom sees an
opportunity to provide a “service” to the
community. He offers protection and supplies,
a scarcity so far from the influence of the King.
If the PCs choose not to work for Short
Thom, then they have free reign of the
town for three days. Short Thom may
still try to offer them tasks, depending
on how the first conversation goes. They
may still explore the other road, which
will still trigger the raid on the farm.
They may also explore the ruined temple
found on that road. Regardless, the
third day will still end with Sal coming to
claim Smiley (see end of Part C).

Day 1
The Frontier is noticeably more active,
although the Perception DC 10 will reveal that
these men look like they are pretty rough cut
and not what the PCs would expect for town
folk. These men are gambling, playing darts,
and engaging in other forms of entertainment,
which the PCs can participate in. Cheating can
happen and both the PCs and NPCs can be
accused of cheating. If the PCs win too much

Mahlus In Dahlus
gold, the losing NPC(s) could threaten and try
to ambush them once they leave The Frontier.
These events can be done throughout this part.
The inn’s menu has opened up to the PCs,
which they can purchase for more reasonable
prices:
▪ Beer – 1 gp
▪ Wine – 2 gp
▪ Brandy – 4 gp
▪ Soup-o-the-Day – 5 sp
▪ Sausage-in-a-Bun – 2 sp
A Perception DC 10 will also reveal to the PCs
that the inn’s food stores seem overflowing,
which is a stark contrast to what they found in
when clearing out the rats in Part A.
Short Thom should approach the PCs about a
job he needs done. Read the following:
“Hey, boys! I hope you are well rested,
because I could really use your assistance. Old
Fred has been helping one of the local farmers
out, but his help has gone unappreciated. You
see, our friend was really down on his luck:
his entire seed stores had spoiled, leaving him
with a field that could not be planted. Well,
Old Thom felt pity for the man, which, can you
blame me? So I gave him some of my finest
seed to sow and told him he could pay me back
after the harvest, with some modest interest of
course.
Well, here’s the problem: the harvest has
come and passed, yet Old Fred still hasn’t
gotten his thanks. So I need some strapping
young lads to help remind him of his
obligation to be courteous. You see, without
courtesy, Old Fred can’t keep helping people
out. What do you say?”
If the PCs accept, Short Thom fills them in on
the details. The farmer’s name is Eli and he
lives at the end of the northeast path running
out of town. He owes Short Thom 1000 gp for
the seed, 50% of which he is willing to let the
PCs have.

12
The northeast path should be uneventful and
should take the PCs about 2 hours to walk.
About halfway down the path is another path
that leads to the ruined temple. When they
arrive at that junction, read:
As you walk, you notice what looks to be a
freshly made trail that leads into the forest.
Perception Check
DC 10:Wheel ruts dig deep into the soft earth.
Whoever it was, they were carting
something heavy.
DC 15: There are, in fact, two sets of ruts: the
second set is much lighter.
If the PCs follow the trail, read:
The wheels are easy to see at first, but the
dense forest soon makes spotting the path
difficult. Continuing down the path will
require use of your training, and you may
want to consider how you are going to get
back.
Follow the Trail (Skill Check)
Setup: To follow the trail, the characters must
demonstrate their wilderness and tracking
skills.
Complexity: 3 (requires 8 passes before 4
fails)
Primary Skills: Athletics, Endurance,
Nature, Perception
Athletics (DC 13) You rely on your physical
talents to help you survive the ordeal.
Using this skill doesn’t count as a success or
failure for the challenge, but provides a +2
bonus or -2 penalty to the next character’s
stealth or endurance check.
Endurance (DC 13) You resist the debilitating
effects of wandering in the wilderness and
dealing with exposure to the elements.
Using this skill doesn’t count as a success or
failure for the challenge, but provides a +2
bonus or -2 penalty to the next character’s
perception check.
Nature (DC 13) At least one character in the
party must make a nature check each turn.
You are aware of natural hazards. Failure
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of this check causes each character 1d6
damage.
Perception (DC 13) At least one character in the
party must make a perception check each
turn. You follow the tracks, even when the
brush makes it hard to do so.
Success: The PCs make it to a clearing in the
forest.
Failure: The PCs must find the trail and
continue on their journey. The stress of
travel has cost them each to lose a healing
surge for the day.
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fighting, some with farm implements , some
with swords.
If the PCs decide to enter, proceed to
Encounter 8.
At the conclusion of the encounter, the PCs
have the opportunity to interact with Eli (if
alive) and Sara (if alive) while the surviving
farmhands clean up the mess and tend to the
wounded. This conversation is not scripted but
should incorporate the following elements:

Ruined Temple

▪

The path leads the PCs into the forest for about
an hour. When they reach the temple, read the
following:

▪

The dense forest gives way to a small clearing.
In the center stands a very old temple. From
the low domes and block carvings, it appears
to be dwarvish. The doors leading in have
been smashed.
If the PCs enter, proceed to Encounter 7.
The book that the PCs find in the temple
includes a translation of dwarven runes and
notes on an extensive dwarven tomb. It should
play a key role in “guiding” the PCs in Part D.
After exploring the temple, the PCs should
return back to the main path. Depending on
whether they marked their trail, the PCs may
need to complete another Skill Check.
Eli’s Farm
Continued travel down the main path brings
them to Eli’s Farm. When they approach, read:
Before you make it to the gate to the farm, you
hear shouts coming from many different
places. As you get closer, you hear the sounds
of metal and men fighting.
The PCs have a chance to scout around the
fence to see what is happening. No DC is
needed: men, women, and some kobolds are

▪

▪

Eli claims he only owes Short Thom 200
gp, but the seed he gave him was no
good. If pressed by a DC check, he
insists that this is the case.
Eli only has 200 gp to pay Short Thom.
He has no idea how he can get the
remaining gold.
Eli sent his daughter a day ago to ask for
an extension and to plead to lower the
interest. They have not seen her since.
They were set to go to town, but were
attacked by raiders.
Eli feels like he needs Short Thom’s
protection. He can’t sit in the middle of
two dangerous sides.

If any of the surviving creatures were from the
raiding party, the PCs can attempt to
interrogate them. They should not get much
information, other than the name “Sal.”
At this point, the PCs can decide what they will
do with Eli, Sara, and the surviving farmhands.
It should be getting late in the afternoon, so the
PCs should decide if they return to town or stay
at the farm for the night. There are no
additional encounters.
When the PCs return to The Frontier, Short
Thom will react based on what the PCs chose to
do:
▪
▪

If the PCs give Short Thom the money,
he rewards them with 50%, as promised.
If the PCs do not give Short Thom the
money, they can either tell the truth or
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lie. If they lie, they must pass a Bluff DC
15. Otherwise, Eli and Sara will end up
in the Garrison as “guests” with their
daughter in Day 3.

Day 2
Short Thom will approach the PCs with another
job for the day:
“Old Fred has some good news for you! I am
taking a much needed break for tending the
inn and need someone, or should I say
someones, to look after the place in my stead.
It’s only for the night. I think you can handle
it. Look, Old Fred’s managed to do it, and if
Old Fred can do it, I am sure you can manage.
Besides, you can keep all the tips. So, what do
you say?”
If the PCs agree to watch The Frontier, they
initiate the following Skill Check:
Watching The Frontier (Skill Check)
Setup: To run The Frontier, the PCs must run
the bar and keep the patrons happy.
Complexity: 3 (requires 8 passes before 4
fails)
Primary Skills: Bluff, Diplomacy, Intimidate,
Insight
Bluff (DC 13) At least one character in the party
must make a bluff check each turn. Hey,
this tastes like horse-p***! Of course not,
good sir, it is the finest brandy from the
heart of the empire. A success gives you
4d8 gp.
Diplomacy (DC 13) An argument starts
between two patrons. Drinks are on the
house! Using this skill doesn’t count as a
success or failure for the challenge, but
provides a +2 bonus or -2 penalty to the
next character’s bluff check.
Intimidate (DC 13) least one character in the
party must make an intimidate check each
turn. What? This was 1 gp yesterday!
Success gives you 2d8 gp. Failure of this
check causes each character 1d4 damage.
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Insight (DC 13) I know, I know. Tell me about
it. Sure, sure. A success gives you 4d8.
Success: The PCs serve the patrons.
Failure: The PCs lose their tips and must run
the Skill Check again (3 attempts)
The Skill Check ends when a group of men
storm into the inn. They demand to see Short
Thom. When prompted, they mention that
they have a message from Sal.
Encounter 9.
After the encounter, Short Thom arrives and
asks about the men. He thanks you for dealing
with them and gives each PC 50 gp.

Day 3
In the morning, Short Thom should appear
insistent on speaking with the PCs:
“Well, there are the heroes of the night! Rest
assured, Old Fred is seeing to making sure
those men never bother the good folks of this
town again. But, I do need some help. You
see, Old Fred has had a “guest” for few days
now over at the Old Garrison and he simply
does not want to help keep this town safe.
Now, I’ve tried to reason with him, but
sometimes reason alone isn’t going to work –
if you catch what I am saying. So, I would like
you fellas to help persuade him otherwise. He
has something that I think might be of great
use to Old Fred. A pendant of sorts. He claims
he doesn’t have it, but I think he just does not
want to help. I need it. Can you do this for
Old Fred?”
Short Thom will offer up to 2,000 gp for each
PC to help him out.
Short Thom reminds the PCs that his “guest” is
staying at the Old Garrison. The stockade gate
should now be open for the PCs to enter.
When the PCs enter the Old Garrison, read:
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You enter the stockade. A number of halfstarved men sit around a fire in the center of
the grounds. One asks: “Oy, are you the fellas
Short Thom sent to have a chat with our
guest? My name is Bohrs.”
He leads you to the barracks. At the end of the
soldiers’ quarters are four small rooms that
have been converted to cells. You see Smiley
sitting quietly in the first room. His eyes look
hollow and his features are gaunt. There is
also a young woman in the next cell. She is
curled up into a ball, staring at the floor in
front of her.
If the PCs lied to Short Thom about the money,
Eli and Sera will also be in the cell across from
Smiley.
The man opens the door to Smiley’s cell and
lets you in. He says: “you have about an hour
before Short Thom wants him back at The
Frontier. He didn’t say in how many pieces,
though.” You hear the sound of the door
shutting and the click of the lock.
The PCs now have the opportunity to interact
with Smiley. The flow of the conversation and
the techniques the PCs employ are up to them.
Smiley should be hesitant to give them
information at first, and should require some
coaxing and trust to tell his story. Note - the
way you deliver the narrative can be altered,
but here is the general flow:
Please, listen to me. The town has descended
into madness. Ever since mom got that
pendant a few months ago, there has been
nothing but trouble.
My uncle Sal used to be a good guy. Sure, he
was a smuggler, but he never killed anyone.
Now, he is a monster. Ever since my dad gave
mom the pendant from those ruins, Sal has
been jealous and tried to take it from her. Dad
just thought it looked pretty and didn’t see
why everything had to be sent out with the
caravans. So he kept it, maybe as extra
payment for stuffing all those chickens and
taking on all of that livestock.
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After mom died, Short Thom arrived. He’s
been nothing but trouble. I’ve heard he got
pushed out of one of the big cities by the
imperial guards. Now my uncle Sal and Short
Thom have rival gangs that have killed most
of the townsfolk.
It’s that pendant! It’s evil. It calls to them and
plays on their greed.
I thought getting the pendant to Short Thom
would end this madness. I arranged a break
in on our house. I stole the pendant from my
dad and hid it where I told Thom’s men to look
so no one would have to get hurt. After our
last meeting, though, I had second thoughts
and got scared. I went with Boris to Uncle
Sal’s place with the pendant, but we were
ambushed along the way. That’s why I’m
here. Somehow, I lost the pendant. I thought
for sure Short Thom had it, but he keeps
asking about it.
Why did Boris have to die?
I have to get out and tell Aunt Ruth to leave.
They will be coming after her when they find
out about her “gift.”
After the PCs finish talking to Smiley, the either
Bohrs or Short Thom unlocks the door.
Short Thom has his men take Smiley back to
The Frontier. He then asks the PCs what
Smiley told them and if he revealed where he
was hiding the pendant. Regardless of what
the PCs say, Old Fred tells them he cannot let
them out now that they know about the
pendant. They must stay as “guests” until he
can figure out what to do with them. He
finishes with “no hard feelings.”
The lock can be broken with a Strength DC 19,
picked by a relevant DC 17, or the PCs can
figure out another approach.
Once they open the door, proceed to
Encounter 10.
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At the conclusion of the encounter, the PCs
may decide freely where to go.
If they return to the Old Garrison, proceed to
Encounter 11A.
If the PCs go to take any road out of town,
proceed to Encounter 11B.
If the PCs remain in town, the following events
unfold:
Sal and his men (and kobolds) arrive in town,
read:
You sense a great power in the air, a greasy
feel that puts you at great unease. Shadows
moving at the southeast side of town become a
band of men and kobolds. At the head of the
group is tall, but weathered looking man.
They quickly move down the road towards
The Frontier. When they arrive, the
weathered man calls out:
“Short Thom, I’ve heard you have my nephew.
Release him and I just might let you live.”
There is no reply. The silence from the inn is
deafening.
“Very well. You leave me no choice.”
From the sound of his voice, there really was
never a choice.
Proceed to Encounter 11C.
This concludes Part C: Short Thom
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D. Hell to Pay
Setup
The town of Dahlus has been leveled. Few
buildings survived, except for one: Ruth’s
House. This is where the PCs begin Part D:
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section of Part D will be included with the
relevant room. Rooms will be labeled with a
number which corresponds with the labeling
used on the dungeon map.

1. Entrance to the Tomb
When the PCs approach the entrance, read:

You awaken after the blast to find that you are
not dead. This immediate comfort is replaced
by the confusion of not knowing where you
are. A woman that looks remarkably like
Farmer Mahlus’s wife, Eilea, enters the room.

The path ends at the mouth of a shallow cave
in front of what appears to be solid rock.
There is etching in the stone that outlines an
archway, which the path leads directly up to.

The PCs have freedom to converse with Ruth.
Here is the key information for the interaction:

If the PCs have the book, they should be
encouraged to read it. They will find the
following entry:

▪ The woman’s name is Ruth and she is the
sister of Eilea.
▪ She is adept at magic, like her sister, but
the townsfolk keep their distance.
▪ She noticed Eilea changed after getting
“that gift” from her husband. She
started acting strange, almost as if she
was possessed or disturbed.
▪ She has always been wary of Sal. She
thinks he killed Eilea, not Short Thom,
for the pendant.
▪ She can sense the magic within the
pendant and she is very afraid.
▪ She fears that the PCs must go to Sal’s
hideout to stop him or kill him. The
hideout is down a trail back behind
Farmer Mahlus’s farm, past the barn.
Ruth will also give the PCs a book that
contains a translation of dwarven runes and
notes on a dwarven tomb that she found
outside of The Frontier. She will also given
them the +1 Holy Symbol of Moradin if
they did not save Eli and Sera. This only
happens if the PCs did not find the book at the
temple.

The Entrance of the Tomb. Solid rock. No
trickery or strength can break it. Etching
reads:
Only the purest of heart in the eyes of Moradin can
make the truest leap of faith
“Only the purest of heart in the eyes of
Moradin can make the truest leap of faith.”
No DC check will succeed in discerning or
gaining entry through the door. The PC
carrying the +1 Holy Symbol of Moradin
will notice the following: as you approach the
stone, your holy symbol flares as if it was the
sun.
The PC that carries the holy symbol can pass
through the entryway, but there is a 1 square
pit on the other side. Thus, the PC should
make a running leap through the entrance.

2. The Long Hall

After the PCs enter the tomb, read:

Notes on the Tomb of the Dwarven King

The way before you is narrow and dark.
From what you can see, the stonework is
meticulously crafted.

Because this part of the adventure is a classic
dungeon crawl, separate encounters will not be
used. Instead, all of the information to run this

The long hall is narrow and dark. Towards the
end of the hall are three arrow slits on both
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sides. The PCs can perceive these slits with
darkvision, a light source, or a Perception DC
17, otherwise they go unnoticed. The arrow
slits come from two corridors on either side of
the Long Hall that connect to the Great Hall of
the King. This represents the first line of
defense for the tomb. They are both occupied
by a single human mage, who will fire on the
PCs as they make their approach.

“Human

Mage (A)

Medium Human ▪ Level 4 (175 XP)
HP 42; Bloodied 21
AC 17, FOR 13, REF 14, WIL 15
Speed 6
Senses Perception +5
Initiative +4
Standard Actions
m Quarterstaff (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 damage
r Magic Missile (weapon) ▪ At Will
Attack: Ranged 20 (one creature); +7 vs. REF
Hit: 2d4 + 4 force damage
R Dancing Lightning ▪ Encounter
Attack: Ranged 10 (three targets); +7 vs. REf
Hit: 1d6 + 4 lightning damage
a Thunder Burst ▪ Encounter
Area burst 1 within 10; +7 vs. FOR
1d8 + 4 thunder damage, and the target is dazed
(save ends)
STR 10 (+2)
DEX 14 (+4) WIS 17 (+5)
CON 12 (+3) INT 18 (+6)
CHA 12 (+3)
Skills Arcana +11
Alignment Evil; Language Common
Equipment Robes, Quarterstaff, Wand

3. The Great Hall of the King
The great hall is expansive, but empty. Six
pillars support the vaulted ceiling. Apart for
the meticulous carvings, the room is wholly
unremarkable.
When the PCs enter the hall, read:
The hall before you extends into the darkness.
Columns support the massive ceiling. The hall
appears empty.
If the PCs read the book from the temple,
read:
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The Great Hall of the King. Empty. Five
doors, starting from the entryway and
moving clockwise: Long Hall Entrance, Long
Hall Corridor Left, Servants’ Quarters, Long
Hall Corridor Right, Soldiers’ Barracks.

4. Soldiers’ Barracks
The Barracks house Sal’s bandits. Sleeping
supplies, food stuffs, and other assorted crates
are stacked and littered throughout the room.
When the PCs enter the Barracks, read:
As you enter, shouts arise from within the
Barracks. Sal’s bandits have taken up
residence and they are not pleased to have
visitors.
Encounter Level 4 (700 XP)
Bandits and Kobolds are scattered throughout
the Barracks. The following creatures are in
the encounter:
2 Human Bandits
2 Human Lackeys
5 Kobold Minions
1 Kobold Dragonshield

“Human

Lackey (L)

Medium Human ▪ Level 7 (75 XP)
HP 1
AC 19, FOR 17, REF 14, WIL 15
Speed 6
Senses Perception +4
Initiative +3
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +12 vs. AC
Hit: 6 damage
Mob Rule
The human lackey gains +2 power bonus to all
defenses while at least two other human lackeys are
within 5 squares of it.
STR 16 (+6)
DEX 11 (+3) WIS 12 (+4)
CON 14 (+5) INT 10 (+3)
CHA 13 (+4)
Alignment Evil; Language Common
Equipment Leather Armor, Club
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“Human

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Evil; Language Common
Equipment Hide Armor, Mace, Dagger

“Kobold

Minion (M)

Small Natural Humanoid ▪ Level 1 (25 XP)
HP 1
AC 15, FOR 11, REF 13, WIL 11
Speed 6
Senses Perception +1, Darkvision
Initiative +3
Standard Actions
m Javelin (weapon) ▪ At Will
Attack: Melee 1 (one creature); +5 vs. AC
Hit: 4 damage
r Javelin (weapon) ▪ At Will
Attack: Ranged 10/20 (one creature); +5 vs. AC
Hit: 4 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
STR 8 (+3)
DEX 16 (+3) WIS 12 (+1)
CON 12 (+1) INT 9 (-1)
CHA 10 (+0)
Skills Stealth +4, Thievery +4
Alignment Evil; Language Common, Draconic
Equipment Hide Armor, Light Shield, 3 Javelins

“Kobold

Dragonshield (D)
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Small Natural Humanoid ▪ Soldier ▪ Level 2 (125 XP)
HP 36; Bloodied 18
AC 18, FOR 14, REF 13, WIL 13
Speed 5
Senses Perception +2, Darkvision
Initiative +4
Traits
Mob Attack
The Kobold gains a +1 bonus to attack rolls per Kobold
ally adjacent to its target
Standard Actions
m Short Sword (weapon) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
Hit: 1d6 + 3 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
Triggered Actions
Dragonshield Tactics ▪ Encounter
Trigger: An adjacent enemy shifts away from or moves
adjacent to the Kobold
Effect: The Kobold shifts 1 square (immediate action)
STR 14 (+3)
DEX 13 (+2) WIS 12 (+2)
CON 12 (+2) INT 9 (+0)
CHA 10 (+1)
Skills Resist +5 Acid, Acrobatics +5, Stealth +7,
Thievery +7
Alignment Evil; Language Common, Draconic
Equipment Scale Armor, Heavy Shield, Short Sword

If the PCs read the book from the temple,
read:
The Soldiers’ Barracks. Dust and rot.
A crate near the entrance to the Store Room
contains 600 gp, 800 sp, and 700 cp. A
second crate near the Room of Weights and
Measures contains a set of Plate Mail Armor
and a Falchion. There is also a weapon rack
that contains 2 Battleaxes, a Throwing
Hammer, a Greataxe, and 10 Short
Swords.

5. Soldiers’ Store Room
The Soldiers’ Store Room has been converted
into a home for livestock until the bandits can
figure out a more permanent solution. A lift
that gains access to the outside world is
positioned opposite of where the PCs should
enter. The room is filled with cows, chickens,
and sheep.
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When the PCs enter the Soldiers’ Store Room,
read:
The sound and stench of livestock permeate
the room. This is where Farmer Mahlus’s
remaining herds must have been rounded up
to. A lift of sorts that explains the cattle’s
presence stands at the other end of the room.
So do its operators.
Encounter Level 3 (600 XP)
The bandits’ collective attention was focused
on lifting a particularly mean cow (Old Bessie).
They are arrayed around the lift before they
move to engage the PCs. Creatures in the
encounter:
1 Human Mage
3 Human Bandits
4 Kobold Minions

“Human

Mage (A)

Medium Human ▪ Level 4 (175 XP)
HP 42; Bloodied 21
AC 17, FOR 13, REF 14, WIL 15
Speed 6
Senses Perception +5
Initiative +4
Standard Actions
m Quarterstaff (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 damage
r Magic Missile (weapon) ▪ At Will
Attack: Ranged 20 (one creature); +7 vs. REF
Hit: 2d4 + 4 force damage
R Dancing Lightning ▪ Encounter
Attack: Ranged 10 (three targets); +7 vs. Ref
Hit: 1d6 + 4 lightning damage
a Thunder Burst ▪ Encounter
Area burst 1 within 10; +7 vs. FOR
1d8 + 4 thunder damage, and the target is dazed
(save ends)
STR 10 (+2)
DEX 14 (+4) WIS 17 (+5)
CON 12 (+3) INT 18 (+6)
CHA 12 (+3)
Skills Arcana +11
Alignment Evil; Language Common
Equipment Robes, Quarterstaff, Wand

“Human

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
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HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Evil; Language Common
Equipment Hide Armor, Mace, Dagger

“Kobold

Minion (M)

Small Natural Humanoid ▪ Level 1 (25 XP)
HP 1
AC 15, FOR 11, REF 13, WIL 11
Speed 6
Senses Perception +1, Darkvision
Initiative +3
Standard Actions
m Javelin (weapon) ▪ At Will
Attack: Melee 1 (one creature); +5 vs. AC
Hit: 4 damage
r Javelin (weapon) ▪ At Will
Attack: Ranged 10/20 (one creature); +5 vs. AC
Hit: 4 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
STR 8 (+3)
DEX 16 (+3) WIS 12 (+1)
CON 12 (+1) INT 9 (-1)
CHA 10 (+0)
Skills Stealth +4, Thievery +4
Alignment Evil; Language Common, Draconic
Equipment Hide Armor, Light Shield, 3 Javelins

If the PCs read the book from the temple,
read:
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The Soldiers’ Store Room. Crates, casks,
vases, and urns. All ashen.

6. The Room of Weights and Measures
The Room of Weights and Measures is the
entrance to the treasure vault of the dwarven
king. There is a scale set on a pedestal in the
center of the room. The scale has three plates
on each side. On each wall adjacent to the
entrance is set four vases, each inscribed with a
different rune: A, B, C, D, E, F, G, and H.
The door across from the entrance is sealed by
a stone slab.
When the PCs enter the room, read:
Before you is the treasure keeper’s chamber.
Dwarves are known to be protective of their
troves, so it is understandable to see a scale
with which to keep the king’s jewels safe from
thieves. The scale is set upon a pedestal, with
three plates on each side. Along the wall you
see vases, each with a unique dwarven rune.
The way in front of you is shut.
A Perception DC 10 will reveal the runes to the
PCs.
If the PCs read the book from the temple,
read:
“The Room of Weights and Measures. Eight
vases, one is not the same. Set them on the
scale to find the one. The vases change after
two.”
Weights and Measures (Puzzle)
The eight vases in the room each have an
inscription: A, B, C, D, E, F, G, or H. 7 of the
vases weigh the same. The scale in the center
of the room has three plates on each side, each
plate being the size to hold one vase. The PCs
must find the vase does not weigh the same as
the other 7 in two attempts. If they succeed,
the door to the vault opens. If they fail, the
weights in the vases change and they must
attempt the puzzle again.
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7. The Treasure Vault
The Treasure Vault has already been raided by
Sal and the bandits. A few chests still remain
in the back of the vault, which each sit in front
of a giant statue. The chests are marked in
runes not translatable, but the symbol matches
the statue.
If the PCs read the book from the temple,
read:
The Treasure Vault. Mounds of gold. Unsure
of chests.
If the PCs attempt to move or open the chests,
the statue is activated and it engages them.
The other two chests and statues disappear.
Encounter Level 3 (600 XP)
The following creatures are in the encounter:
1 Stone Golem

“Stone

Golem (G)

Large Natural Animate ▪ Level 7 (600 XP)
HP 176; Bloodied 88
AC 23, FOR 23, REF 15, WIL 15
Speed 6; can’t shift
Senses Perception +7, darkvision
Initiative +3
Standard Actions
m Slam (weapon) ▪ At Will
Attack: Reach 2; +12 vs. AC
Hit: 2d6 + 5 damage
M Double Attack (weapon) ▪ At Will
The Golem makes two slam attacks
M Golem Rampage ▪ Recharge (d6 roll of 5 & 6)
The Golem moves up to its speed + 2. For each
creature’s space it enters, it performs a slam
attack. It provokes opportunity attacks as usual
and must end its movement in an unoccupied
space.
c Death Burst ▪ When at 0 HP
Close burst 1; +12 vs. AC
2d6 + 5 damage, the space it occupied is now difficult
terrain
STR 24 (+10) DEX 7 (+1)
WIS 8 (+2)
CON 24 (+10) INT 3 (-1)
CHA 3 (-1)
Alignment Neutral; Language -
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The leftmost chest contains a +1 Staff of the
War Mage and a +1 Sylvan Armor.
The central chest contains a +1 Thunder
Greataxe and a +1 Razor Armor.
The rightmost check contains a +1
Flameburst Hammer and a Level 3 Shield
of Protection.
No other items can be found in the room. The
chests do not reappear.

8. Servants’ Quarters
The Servants’ Quarters appears much like the
Barracks. Whatever the dwarf king left behind
has turned to ash and has been removed by the
bandits. In their place, crates of supplies are
stacked throughout the room. Sal is located in
the center of the room, he should appear highly
disturbed.
When the PCs enter the Servants’ Quarters,
read:
You see Sal standing before you, tormented.
He is clutching the pendant while yelling:
“No! I will not give you back! You are mine
and I shall keep you! I am your master!” His
eyes begin to glow as he turns to face you. He
then screams: “They will not do your bidding!
They are weak! Watch me destroy them!”
Encounter Level 6 (875 XP)
Sal will immediately begin to attack the PCs.
He will not stop until they are destroyed.

“Sal

(S)

Medium Human ▪ Level 4 Solo (875 XP)
HP 220; Bloodied 110
AC 18, FOR 18, REF 16, WIL 20
Speed 5
Senses Perception +14
Initiative +11
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +8 vs. AC
Hit: 1d8 + 4 damage, +5 ongoing psychic damage
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(save ends)
R Vision of Death ▪ Recharge (d6 roll of 5 & 6 )
Attack: Ranged 10 (one creature); +12 vs. WIL
Hit: 2d6 + 7 psychic damage, and the target is dazed
(save ends)
c Corruption ▪ Recharge (d6 roll of 6 )
Close burst 5; +12 vs. FOR
2d6 + 5 psychic damage
STR 20 (+7)
DEX 13 (+3) WIS 18 (+6)
CON 15 (+4) INT 14 (+4)
CHA 24 (+9)
Skills Arcana +11
Alignment Evil; Language Common, Dwarvish
Equipment Plate Armor, Mace, Pendent

After the encounter, read: After Sal is
defeated, the glow from his eyes fades away.
He is mortally wounded but asks you to come
closer. His voice is faint, but clear: “Please,
return the pendant to King’s tomb. It belongs
with her. I did not mean for this to happen … I
am so sorry …”
Whichever PC picks up the pendant will begin
to hear voices alternating between pleading to
be returned and promises of power and
destruction. One voice, in particular, should
encourage the PC to harm the others in the
party.
If the PCs read the book from the temple,
read:
The Servants’ Quarters. The king treated his
servants well, if only his payments were in
gold.

9. Servants’ Store Room
The Servants’ Store Room is small. There are
no longer any vases or urns, but there are
possibly captives. If any of the townsfolk from
the Old Garrison were not freed or if Smiley is
still alive, then they are in this room and can be
set free.

10. Tapestry Room
The room has two arched doorways, both are
open and do not contain doors. The Tapestry
Room contains eight tapestries. The tapestries
are woven images depicting the king’s
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achievements and conquests. They are
presented in chronological order starting from
the left and proceeding clockwise around the
room. The tapestries have aged and the images
are difficult to discern. Touching the tapestries
will cause them to crumble; however, beneath
each tapestry is a description for the PCs to
translate. If they have the book, the
translations have already been completed.
Tapestry #1
Prince Damrog is born and given the Axe of
Feldhing
Prince Damrog is born and given the Axe of
Feldhing.
Tapestry #2
Prince Damrog slays two bears on the eve of Feast
of Moradin
Prince Damrog slays two bears on the eve of
the Feast of Moradin.
Tapestry #3
Prince Damrog wears the rose to honor Sfira in
combat
Prince Damrog wears a rose to honor Sfira in
combat.
Tapestry #4
Prince Damrog is crowned King of the Verdant
Hills
Prince Damrog is crowned King of the
Verdant Hills.

23
King Damrog weds Melran, daughter of
Galran. He rerturns with the Hammer of
Ghorn.
Tapestry #7
King Damrog slays the dragon Ystrund
King Damrog slays the dragon, Ystrund.
Tapestry #8
King Damrog claims a pendant from the dragons
horde
King Damrog claims a pendant from the
dragon’s horde.

11. The Dragon’s Chamber
The Dragon’s Chamber is a simple room with
five key features: there is a meticulously
carved statue of a dragon set against the wall
opposite of the PCs; its hands are clasped
around a timer mechanism; on an adjacent wall
is a lever; the floor in the center of the room is
smooth and sensitive to weight; and the
entryway is currently open.
When a PC (or PCs) enters the room, read:
The chamber you see before you is sparse.
Across from you is a statue of a dragon, which
*appears* normal but very life-like. It its
hands is a mechanism that looks like a sand
timer. On your left is what clearly looks to be
a doorway, although it is blocked by a stone
slab. On your right is a lever. The floor in
front of you is jet black and smooth.

Tapestry #5
King Damrog wages the War of the Flowers with
Galran Lord of the Iron Mountain

If the PCs read the book from the temple,
read:

King Damrog wages the War of the Flowers
with Galran, Lord of the Iron Mountain.

“The dragon’s secret. If the sand runs out … ”
This is the last entry in the book. The last
legible words look to have been written
hurriedly.

Tapestry #6
King Damrog weds Melran daughter of Galran He
rerturns with the Hammer of Ghorn

The Dragon’s Secret (Puzzle)
Once a PC steps onto the jet black floor, the
entryway is closed shut by a stone slab and the
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timer activates. The sand begins to pour out of
the timer, with the PCs having approximately
20 seconds before the timer runs out. The
room will begin to get noticeably warmer as the
time runs out and steam begins to come from
the nostrils of the dragon statue. Pulling the
lever will reset the timer, but the walls will
move inward a few feet. When the timer runs
out, the slab leading deeper into the tomb will
open. The entryway remains sealed until the
PCs trigger the puzzle again.

12. The False Tomb
Eight shields adorn the walls of the tomb, each
with a different figure inlaid in gold:
1. Rose
2. Dragon
3. Pendant
4. Two Bears
5. Flower
6. Axe
7. Crown
8. Hammer
The inscription on the king’s sarcophagus
reads:
Here lays Damrog son of Farrog King of the
Verdant Hills
Here lays Damrog, son of Farrog, King of the
Verdant Hills.
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If the PCs attempt to place the pendant in the
queen’s sarcophagus, nothing happens. The
voices in the possessor’s head should be
emphatic about it being the wrong woman.
The intensity of the voices should increase if
the PCs continually fail to enter the tomb.
Seeking an Audience with the King (Puzzle)
This puzzle relies on information taken from
the Tapestry Room. The tapestries provide a
chronological order of the king’s conquests that
is necessary to solve the puzzle. Each of the
eight shields corresponds to a tapestry in the
Tapestry Room. PCs must strike the shields in
chronological order to reveal the real tomb of
the king. The order is: 6, 4, 1, 7, 5, 8, 2, 3. If
they do, a portion of the wall recedes and the
real tomb of the king is revealed.

13. The King’s Tomb
When the PCs enter the tomb, read:
The tomb is much smaller and more humble in
appearance. Two sarcophagi sit closely
together in the center of the room. The lid to
one is askew. There are simple inscriptions on
the lids.
A Perception DC 10 reveals the runes on the
closed sarcophagus, which the PCs can
translate:
Damrog Eternally Faithful

The inscription on the queen’s sarcophagus
reads:

Damrog, Eternally Faithful

Here lays Melran daughter of Galran Queen of the
Verdant Hills

A Perception DC 10 reveals the runes on the
open sarcophagus, which the PCs can translate:

Here lays Melran, daughter of Galran, Queen
of the Verdant Hills.

The sarcophagus appears to have been open
for quite some time. Far longer than any
recent grave robber.

Both lids are askew. The king’s sarcophagus is
empty except for a simple mallet, while the
queen’s contains dust and small remnants of
bone.

Sfira Eternally Beloved
Sfira, Eternally Beloved
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When the PC with the pendant approaches the
open sarcophagus or if the lid on the closed
sarcophagus is opened, a dark wraith appears
before them and commands:
“Return to my beloved what has been unjustly
stolen.”
The PCs trigger and encounter. The wraith has
Initiative +5 and no other stats, it cannot be
killed nor affected by skill attempts.
On the wraith’s turn, it will issue the same
command and then perform an attack that hits
one PC – reducing HP to 1. This process
repeats until all PCs are down to 1. Then, the
Wraith will target one PC and kill it.
The encounter ends when the pendant is placed
in Sfira’s sarcophagus.
Then read:
The moment the pendant is placed with Sfira,
the wraith begins to fade. It again can rest in
peace with its beloved. A glowing light
intensifies and you are washed over by its
glow. The blinding light disrupts your senses!
You open your eyes again and see that you are
outside of the tomb. The etchings that once
decorated the entrance have faded and your
symbol of Moradin no longer glows.
You return to Dahlus to find the town in ruins.
Yet amidst the rubble, some old men begin to
raise timbers over the ruined foundation of the
inn and behind the sign that still stands: King
and Country.
A few hours later, a caravan arrives. Harried,
but willing to take you on their return trip –
back into the heart of the empire.
This ends Part D: Hell to Pay
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Encounter 1
Rats in the Cellar
Encounter Level 1 (400 XP)
Setup
This cellar is located beneath The Frontier.
The cellar features one main room that serves
as the primary storage for casks and other
goods. There are also several rooms that
branch from the main room, most are
contained within the original foundation of the
inn while one is dug into the earth. The Giaant
Rats are all located in the main cellar. 1 Rat
Swarm is located in one of the side storage
rooms while the other 2 are located in the
concealed room. When the PCs enter the
cellar, only the Giant Rats within line of sight
of the stairs are visible.
The encounter includes the following creatures:
5 Giant Rat (G)
3 Rat Swarms (S)
As the adventurer’s enter the cellar, read: The
narrow descent into the cellar puts you at ill
ease. The end of the stairs opens up to the
main room of the cellar. From what little you
can see, there are barrels and crates stacked
along the walls. The shapes of a few torches
are outlined on the pillars supporting the
middle of the inn. You also hear a shuffling
noise somewhere ahead of you. This place
feels old, and evil.
Perception Check (Cellar)
DC 10: The cellar seems as though it has not
been used properly in years.
DC 15: You clearly see the outline of several
rooms along the sides. There is also a
strange part of the wall that does not look
like the rest of the foundation. The sound
of many things scampering can be heard in
that direction.
DC 20: There are a lot of crates and barrels,
but none seem to be the type for storing
food. If they are, trying the food might be
a very bad idea.
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Tactics
The Giant Rats (G) will scurry in an attempt to
move away from the PCs. When cornered, they
will become aggressive. The Rat Swarms (S)
should be more aggressive and immediately
move to attack the PCs.

“Giant

Rat (G)

Small Natural Beast ▪ Minion ▪ Level 1 (25 XP)
HP 1; Bloodied 0
AC 15, FOR 13, REF 15, WIL 12
Speed 6, Climb 3
Senses Perception +5, Low-light Vision
Initiative +3
Standard Actions
m Bite (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 3 damage
STR 12 (+1)
DEX 17 (+3) WIS 10 (+0)
CON 12 (+1) INT 2 (-4)
CHA 6 (-2)
Skills none
Alignment Unaligned; Language Squeak

“Rat

Swarm (S)

Medium Natural Beast ▪ Skirmisher ▪ Level 2 (125 XP)
HP 36; Bloodied 18
AC 15, FOR 13, REF 15, WIL 11
Speed 4, Climb 2
Senses Perception +6, Low-light Vision
Initiative +3
Standard Actions
m Swarm of Teeth (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d6 + 3 damage, and ongoing 3 damage (save
ends)
STR 12 (+2)
DEX 17 (+4) WIS 10 (+1)
CON 12 (+2) INT 2 (-3)
CHA 9 (0)
Skills none
Alignment Unaligned; Language Squeak
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Features of the Area
The main cellar has six pillars that support the
middle beams of the inn. There are five rooms
that branch from the main room. Four are
within the foundation, one is dug into the
earth; however that room is concealed, loosely,
by dirt. The only source of light is from the
stairs, although torches a present along the
walls for the PCs to light.
Hidden Room: Uncovering the room does
not require a skill check but it does take 1
standard action. Searching the room using a
DC 13 Check will reveal 2 very old Potions of
Healing.
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Encounter 2
Calls of Distress
Encounter Level 2 (500 XP)
Setup
The house is simple, containing a sitting room,
dining room, kitchen, and two bedrooms.
There is clear evidence of forced entry: the
sitting room shows signs of struggle, with one
NPC subdued; at the point of PC entry, the
action appears to be centered on one of the
bedrooms. Two bandits are focused on trying
to enter the bedroom and are hidden from the
PCs. Two bandits have just subdued Ezra (E)
and move to engage the PCs upon entry.
The encounter includes the following creatures:
4 Human Bandits (B)
1 Ezra, NPC (E)
1 Sera, NPC (S)
As the PCs enter the house, read: You set foot
into what clearly appears to be a robbery in
progress. A man appears bloodied and
unconscious on the floor. You also hear
screams from further back in the house. There
is little time to assess the situation further, as
you are set upon by two men.

Tactics
Having presumably just incapacitated a man,
the Bandits in the sitting room set upon the
PCs. They will attempt to kill the PCs;
however, they will try to flee once they have
reached 25% of HP. The other two bandits are
hidden from view until they enter the PCs’ line
of sight. They will not have gained entry into
the bedroom until after they are spotted by the
PCs. At that point, the bandits must destroy
the door (HP 30). One Bandit should always
try to attack the door, while the other engages
the PCs.
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Features of the Area
The house is simple. There are knifes in the kitchen
that can be thrown. One bedroom door is locked
and requires the door to be destroyed (HP 30).
Even with the door smashed, entry into the
bedroom is obstructed by a bed which requires a
Strength DC 15 to move. The other bedroom door
has already been broken open. The sitting room
has debris scattered throughout, which hinders
movement.

“Human

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver
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“Ezra

(E)

Medium Human ▪ Lurker ▪ Level 1 (100 XP)
HP 20; Bloodied 10
AC 15, FOR 11, REF 13, WIL 14
Speed 6
Senses Perception +2
Initiative +3
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d6 + 3 damage
STR 8 (-1)
DEX 8 (-1)
WIS 16 (+3)
CON 8 (-1)
INT 14 (+2)
CHA 16 (+3)
Skills none
Alignment Lawful Good; Language Common

“Sera

(S)

Medium Human ▪ Lurker ▪ Level 1 (100 XP)
HP 20; Bloodied 10
AC 15, FOR 11, REF 14, WIL 14
Speed 6
Senses Perception +2
Initiative +3
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d6 + 3 damage
STR 8 (-1)
DEX 8 (-1)
WIS 12 (+1)
CON 8 (-1)
INT 16 (+3)
CHA 16 (+3)
Skills none
Alignment Lawful Good; Language Common
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Encounter 3
Save the Child
Encounter Level 2 (500 xp)
Setup
The encounter occurs just outside of the Old
Garrison. The bandits should be in front of the
stockade gate, which is closed. There should be
a well approximately 50 feet (10 spaces) away
from the entrance.
The encounter includes the following creatures:
Bandit Leader (L)
Body Guard (B)
As the PCs approach the Garrison, read:
As you approach the bandits, they turn to face
you. “Oi! What do you want?”
The bandits no longer have the child and will
not reveal this information to the PCs. They
should get angry with the PCs for pestering
them. The PCs can resolve the encounter
through combat, intimidation, bribery, etc;
however, combat should ensue if any of these
attempts fail (discretion of DM).

Tactics
Combat should be straight forward. The
bandits will set upon the PCs. The Bodyguard
should remain in close proximity to the leader
at all times unless a combat advantage becomes
apparent.

Features
The terrain should be flat, with gravel/sand
from the road as the only non-grass terrain.
The well (50 ft away from stockade entrance) is
not open. The child is located out of sight on
the other side of the well. A Perception DC 10
will pick up his soft cries.

“Bandit

Leader (L)

Medium Human ▪ Skirmisher ▪ Level 4 (350 XP)
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HP 106; Bloodied 53
AC 18, FOR 15, REF 17, WIL 15
Speed 6
Senses Perception +1
Initiative +7
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 3d8 Gold

“Bodyguard

(B)

Medium Human ▪ Soldier ▪ Level 3 (150 XP)
HP 47; Bloodied 23
AC 18, FOR 16, REF 15, WIL 14
Speed 5
Senses Perception +6
Initiative +5
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +10 vs. AC
Hit: 1d6 + 1 damage
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
Combat Advantage
The bodyguard deals an extra 1d6 damage on melee
and ranged attacks against any target it has combat
advantage against
STR 16 (+4)
DEX 14 (+3) WIS 11 (+1)
CON 15 (+3) INT 10 (+1)
CHA 12 (+2)
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Club, 4 Daggers
Possessions 1d6 Copper
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Encounter 4
Something Wicked
Encounter Level 3 (600 xp)
Setup
The encounter occurs in the basement of the
Mahlus farm house. There are three rooms:
the cellar with stairs; Eilea’s study; and small
storage room. Eilea’s body is located in her
study on a bed. The storage room is locked and
requires a relevant DC 15 to open.
Eilea’s study contains a bed, desk, and book
shelf, which can be explored by the PCs.
If Farmer Mahlus is still alive, he should make
his appearance in this encounter. His starting
location will either be next to Eilea’s body or
behind the PCs on the stairs depending on how
the PCs enter the basement. Farmer Mahlus
will have ¼ of his usual HP (65) and is only
worth 350 XP.
The encounter contains the following
creatures:
Farmer Mahlus (M)
Mad Wraith (E)
When the PCs enter the basement and if
Mahlus is still alive, read:
You enter the basement. The cellar is dim, but
light is coming from the next room. Mahlus
cries out: “What are you doing? Why have
you interrupted my work? Eilea, it is too
soon! No…”
When the PCs enter Eilea’s study, read:
This room feels like magic. You see a book
shelf and a desk with many vials and tubes –
all look freshly used. Your attention quickly
shifts, though, to the bed … a woman begins to
stir. Something is wrong, though. A struggle
seems to be happening within her pale skin.
What can only be described as wretched
screams, made hoarse by death, come from
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the body. The screams get louder, then stop,
and the body slumps back down. A rush of
black lifts from the body and the lights go out.
Roll initiative.

“Farmer”

Bart Mahlus

Large Human ▪ Soldier ▪ Level 5 (350 XP)
HP 65
AC 21, FOR 18, REF 17, WIL 17
Speed 5
Senses Perception +1
Initiative 5
Traits
Calloused
+2 AC to melee attacks
Standard Actions
m Pitchfork (weapon) ▪ At Will
Attack: Melee 1 (one creature); +10 vs. AC
Hit: 3d4 + 4 damage
Triggered Actions
M Haymaker (fist) ▪ At Will
Trigger: An enemy moves into or away from an adjacent
space
Effect: Immediate Reaction
Attack: Melee 1 ( triggering creature); +5 vs. AC
Hit: 3d6 + 4 damage, enemy is knocked prone
STR 17 (+4)
DEX 14 (+3) WIS 14 (+3)
CON 17 (+4) INT 12 (+2)
CHA 10 (+1)
Skills none
Alignment Unaligned; Language Common
Equipment Pitchfork, Overalls, Straw Hat
Possessions Sack of 50 silver & 40 copper, Small Key,
Note

“Mad

Wraith (Eilea)

Medium Shadow ▪ Controller ▪ Level 6 (250 XP)
HP 54; Bloodied 27;
AC 18, FOR 15, REF 18, WIL 17
Speed Fly 6
Senses Perception +6, darkvision
Initiative +8
Traits
Mad Whispers
Any enemy within a range (aura) of 3 at the start of the
wraith’s turn takes 5 psychic damage unless it is deaf.
If the wraith is hit with radiant damage, this trait is
negated until the end of the wraith’s next turn.
Standard Actions
m Touch of Madness ▪ At Will
Attack: Melee 1 (one creature); +8 vs. WILL
Hit: 1d6 + 5 psychic damage, and the target takes a -2
penalty to WILL defense (save ends)
M Touch of Chaos ▪ Recharge on d6 roll of 5 & 6
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Attack: Melee 1 (one creature); +9 vs. WILL
Hit: 2d6 + 4 psychic damage, and the target moves up

to its speed and makes a basic attack against its nearest
ally as a free action
STR 6 (+1)
DEX 20 (+8) WIS 6 (+1)
CON 12 (+4) INT 11 (+3)
CHA 19 (+7)
Skills Stealth +13
Alignment Chaotic evil; Language Common

Features of the Area
Searching the desk, the PCs find the following:
Ritual Book (50 gp)
Holy Symbol (10 gp)
8x Flasks (3 gp each)
Orb (15 gp)
Searching the bookshelf, the PCs will find that
the books crumble at their touch. The magic
has gone out of them.
The storage room is locked, a relevant DC 15
will unlock it. There is a crate and a small
chest in the room. The crate contains 8 short
swords and 8 leather armor. The small
chest contains 500 gp and 800 sp.
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Encounter 5
Find the Brothers
Encounter Level 2 (525 XP)
Setup
Creatures in the encounter:
4 Kobold Minions (K)
2 Kobold Dragonshields (D)
1 Human Mage (M)

Features
“Kobold

Minion (K)

Small Natural Humanoid ▪ Level 1 (25 XP)
HP 1
AC 15, FOR 11, REF 13, WIL 11
Speed 6
Senses Perception +1, Darkvision
Initiative +3
Standard Actions
m Javelin (weapon) ▪ At Will
Attack: Melee 1 (one creature); +5 vs. AC
Hit: 4 damage
r Javelin (weapon) ▪ At Will
Attack: Ranged 10/20 (one creature); +5 vs. AC
Hit: 4 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
STR 8 (+3)
DEX 16 (+3) WIS 12 (+1)
CON 12 (+1) INT 9 (-1)
CHA 10 (+0)
Skills Stealth +4, Thievery +4
Alignment Evil; Language Common, Draconic
Equipment Hide Armor, Light Shield, 3 Javelins

“Kobold

Dragonshield (D)

Small Natural Humanoid ▪ Soldier ▪ Level 2 (125 XP)
HP 36; Bloodied 18
AC 18, FOR 14, REF 13, WIL 13
Speed 5
Senses Perception +2, Darkvision
Initiative +4
Traits
Mob Attack
The Kobold gains a +1 bonus to attack rolls per Kobold
ally adjacent to its target
Standard Actions
m Short Sword (weapon) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
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Hit: 1d6 + 3 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
Triggered Actions
Dragonshield Tactics ▪ Encounter
Trigger: An adjacent enemy shifts away from or moves
adjacent to the Kobold
Effect: The Kobold shifts 1 square (immediate action)
STR 14 (+3)
DEX 13 (+2) WIS 12 (+2)
CON 12 (+2) INT 9 (+0)
CHA 10 (+1)
Skills Resist +5 Acid, Acrobatics +5, Stealth +7,
Thievery +7
Alignment Evil; Language Common, Draconic
Equipment Scale Armor, Heavy Shield, Short Sword

“Human

Mage (M)

Medium Human ▪ Level 4 (175 XP)
HP 42; Bloodied 21
AC 17, FOR 13, REF 14, WIL 15
Speed 6
Senses Perception +5
Initiative +4
Standard Actions
m Quarterstaff (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 damage
r Magic Missile (weapon) ▪ At Will
Attack: Ranged 20 (one creature); +7 vs. REF
Hit: 2d4 + 4 force damage
R Dancing Lightning ▪ Encounter
Attack: Ranged 10 (three targets); +7 vs. Ref
Hit: 1d6 + 4 lightning damage
a Thunder Burst ▪ Encounter
Area burst 1 within 10; +7 vs. FOR
1d8 + 4 thunder damage, and the target is dazed
(save ends)
STR 10 (+2)
DEX 14 (+4) WIS 17 (+5)
CON 12 (+3) INT 18 (+6)
CHA 12 (+3)
Skills Arcana +11
Alignment Evil; Language Common
Equipment Robes, Quarterstaff, Wand

Mahlus In Dahlus
Encounter 6
Betrayed
Encounter Level 2 (500 XP)
Setup
Creatures in the encounter:
2 Human Lackeys (L)
2 Human Bandits (B)
1 Human Beserker (H)

Features
“Human

Lackey (L)

Medium Human ▪ Level 7 (75 XP)
HP 1
AC 19, FOR 17, REF 14, WIL 15
Speed 6
Senses Perception +4
Initiative +3
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +12 vs. AC
Hit: 6 damage
Mob Rule
The human lackey gains +2 power bonus to all
defenses while at least two other human lackeys are
within 5 squares of it.
STR 16 (+6)
DEX 11 (+3) WIS 12 (+4)
CON 14 (+5) INT 10 (+3)
CHA 13 (+4)
Alignment Evil; Language Common
Equipment Leather Armor, Club

“Human

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
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Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver

“Human

Beserker (H)

Medium Human ▪ Brute ▪ Level 4 (175 XP)
HP 66; Bloodied 33
AC 15, FOR 15, REF 14, WIL 14
Speed 7
Senses Perception +3
Initiative +3
Standard Actions
m Greataxe (weapon) ▪ At Will
Attack: Melee 1 (one creature); +7 vs. AC
Hit: 1d12 + 4 damage (crit 1d12 + 16)
M Battle Fury ▪ (Free when first bloodied) Encounter
The Human Beserker makes a melee basic attack with
a +4 bonus to the attack roll and deals an extra
1d6 damage on a hit.
R Handaxe ▪ At Will
Attack: Range 5/10 (one creature); +5 vs. AC
Hit: 1d6 + 3 damage
STR 17 (+5)
DEX 12 (+3) WIS 11 (+2)
CON 16 (+5) INT 10 (+2)
CHA 12 (+3)
Skills Athletics +9, Endurance +9
Alignment Chaotic Evil; Language Common
Equipment Hide Armor, Greataxe, 2 Handaxes

Mahlus In Dahlus
Encounter 7
Dwarf Temple
Encounter Level 3 (600 XP)
Setup
Creatures in the encounter:
3 Dwarf Skeletons Guards (D)

Features
“Dwarf

Skeleton Guard (D)

Undead Dwarf ▪ Soldier ▪ Level 5 (200 XP)
HP 64; Bloodied 32
AC 17, FOR 18, REF 15, WIL 17
Speed 5
Senses Perception +2
Initiative +1
Standard Actions
m Warhammer (weapon) ▪ At Will
Attack: Melee 1 (one creature); +11 vs. AC
Hit: 1d10 + 3 damage
M Shield Bash ▪ Minor, Recharge (5&6)
Attack: Melee 1 (one creature); +9 vs. FOR
Hit: 2d6 + 3 damage, enemy is knocked prone or
moved 1 space
R Throwing Hammer ▪ At Will
Attack: Range 5/10 (one creature); +10 vs. AC
Hit: 1d6 + 3 damage
STR 17 (+5)
DEX 10 (+2) WIS 14 (+4)
CON 16 (+5) INT 11 (+2)
CHA 12 (+3)
Skills Athletics +9, Endurance +9
Alignment Neutral; Language Equipment Plate Armor, Heavy Shield, Warhammer, 3
Throwing Hammers
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Mahlus In Dahlus
Encounter 8
Farm Raid
Encounter Level 3 (625 XP)

Creatures in the encounter:
4 Kobold Minions (K)
5 Human Rabble (R)
3 Human Bandits (B)

Features

Minion (K)

Small Natural Humanoid ▪ Level 1 (25 XP)
HP 1
AC 15, FOR 11, REF 13, WIL 11
Speed 6
Senses Perception +1, Darkvision
Initiative +3
Standard Actions
m Javelin (weapon) ▪ At Will
Attack: Melee 1 (one creature); +5 vs. AC
Hit: 4 damage
r Javelin (weapon) ▪ At Will
Attack: Ranged 10/20 (one creature); +5 vs. AC
Hit: 4 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
STR 8 (+3)
DEX 16 (+3) WIS 12 (+1)
CON 12 (+1) INT 9 (-1)
CHA 10 (+0)
Skills Stealth +4, Thievery +4
Alignment Evil; Language Common, Draconic
Equipment Hide Armor, Light Shield, 3 Javelins

“Human

STR 14 (+2)
DEX 10 (+0) WIS 10 (+0)
CON 12 (+1) INT 9 (-1)
CHA 11 (+0)
Alignment Evil; Language Common
Equipment Club

“Human

Setup

“Kobold

36

Lackey (R)

Medium Human ▪ Level 2 (31 XP)
HP 1
AC 15, FOR 13, REF 11, WIL 11
Speed 6
Senses Perception +0
Initiative +0
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 4 damage
Mob Rule
The human lackey gains +2 power bonus to all
defenses while at least two other human lackeys are
within 5 squares of it.

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver

Mahlus In Dahlus
Encounter 9
Local Trouble
Encounter Level 3 (600 XP)
Setup
Creatures in the encounter:
4 Tough Bandits (B)

“Tough

Bandits (B)

Medium Human ▪ Skirmisher ▪ Level 3 (150 XP)
HP 47; Bloodied 23
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +10 vs. AC
Hit: 1d10 + 3 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d6 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d10 + 3 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver
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Mahlus In Dahlus
Encounter 10
Local Trouble
Encounter Level 4 (750 XP)
Setup
Creatures in the encounter:
1 Bandit Leader (L)
1 Bandit Bodyguard (B)
8 Human Lackeys (A)

“Bandit

Leader (L)

Medium Human ▪ Skirmisher ▪ Level 4 (350 XP)
HP 106; Bloodied 53
AC 18, FOR 15, REF 17, WIL 15
Speed 6
Senses Perception +1
Initiative +7
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 3d8 Gold

“Bodyguard

(B)

Medium Human ▪ Soldier ▪ Level 3 (150 XP)
HP 47; Bloodied 23
AC 18, FOR 16, REF 15, WIL 14
Speed 5
Senses Perception +6
Initiative +5
Standard Actions
m Club (weapon) ▪ At Will
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Attack: Melee 1 (one creature); +10 vs. AC
Hit: 1d6 + 1 damage
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
Combat Advantage
The bodyguard deals an extra 1d6 damage on melee
and ranged attacks against any target it has combat
advantage against
STR 16 (+4)
DEX 14 (+3) WIS 11 (+1)
CON 15 (+3) INT 10 (+1)
CHA 12 (+2)
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Club, 4 Daggers
Possessions 1d6 Copper

“Human

Lackey (L)

Medium Human ▪ Level 7 (75 XP)
HP 1
AC 19, FOR 17, REF 14, WIL 15
Speed 6
Senses Perception +4
Initiative +3
Standard Actions
m Club (weapon) ▪ At Will
Attack: Melee 1 (one creature); +12 vs. AC
Hit: 6 damage
Mob Rule
The human lackey gains +2 power bonus to all
defenses while at least two other human lackeys are
within 5 squares of it.
STR 16 (+6)
DEX 11 (+3) WIS 12 (+4)
CON 14 (+5) INT 10 (+3)
CHA 13 (+4)
Alignment Evil; Language Common
Equipment Leather Armor, Club

Mahlus In Dahlus
Encounter 11A, B, C
Assault on The Frontier
Encounter Level Setup
Creatures in the encounter (waves):
4 Kobold Minions (K)
2 Human Bandits (B)
1 Human Mage (W)

“Kobold

Minion (K)

Small Natural Humanoid ▪ Level 1 (25 XP)
HP 1
AC 15, FOR 11, REF 13, WIL 11
Speed 6
Senses Perception +1, Darkvision
Initiative +3
Standard Actions
m Javelin (weapon) ▪ At Will
Attack: Melee 1 (one creature); +5 vs. AC
Hit: 4 damage
r Javelin (weapon) ▪ At Will
Attack: Ranged 10/20 (one creature); +5 vs. AC
Hit: 4 damage
Minor Actions
Shifty (weapon) ▪ At Will
The Kobold shifts 1 square
STR 8 (+3)
DEX 16 (+3) WIS 12 (+1)
CON 12 (+1) INT 9 (-1)
CHA 10 (+0)
Skills Stealth +4, Thievery +4
Alignment Evil; Language Common, Draconic
Equipment Hide Armor, Light Shield, 3 Javelins

“Human

Bandit (B)

Medium Human ▪ Skirmisher ▪ Level 2 (125 XP)
HP 37; Bloodied 18
AC 16, FOR 12, REF 14, WIL 12
Speed 6
Senses Perception +1
Initiative +6
Standard Actions
m Mace (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, and the bandit shifts 1 square
r Dagger (weapon) ▪ At Will
Attack: Ranged 5/10 (one creature); +6 vs. AC
Hit: 1d4 + 3 damage
M Dazing Strike ▪ Encounter
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 + 1 damage, enemy is dazed until Bandit’s
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next turn
Combat Advantage
The human bandit deals an extra 1d6 damage on
melee and ranged attacks against any target it has
combat advantage against
STR 12 (+2)
DEX 17 (+4) WIS 11 (+1)
CON 13 (+2) INT 10 (+1)
CHA 12 (+2)
Skills Stealth +9, Streetwise +7, Thievery +9
Alignment Chaotic Evil; Language Common
Equipment Leather Armor, Mace, 4 Daggers
Possessions 2d8 Silver

“Human

Mage (W)

Medium Human ▪ Level 4 (175 XP)
HP 42; Bloodied 21
AC 17, FOR 13, REF 14, WIL 15
Speed 6
Senses Perception +5
Initiative +4
Standard Actions
m Quarterstaff (weapon) ▪ At Will
Attack: Melee 1 (one creature); +4 vs. AC
Hit: 1d8 damage
r Magic Missile (weapon) ▪ At Will
Attack: Ranged 20 (one creature); +7 vs. REF
Hit: 2d4 + 4 force damage
R Dancing Lightning ▪ Encounter
Attack: Ranged 10 (three targets); +7 vs. Ref
Hit: 1d6 + 4 lightning damage
a Thunder Burst ▪ Encounter
Area burst 1 within 10; +7 vs. FOR
1d8 + 4 thunder damage, and the target is dazed
(save ends)
STR 10 (+2)
DEX 14 (+4) WIS 17 (+5)
CON 12 (+3) INT 18 (+6)
CHA 12 (+3)
Skills Arcana +11
Alignment Evil; Language Common
Equipment Robes, Quarterstaff, Wand

