Dreams 
are better than reality......

A Dungeon & Dragon adventure

for three to four 1st-level characters 

or two to three 2nd-level characters


By Hal Greenberg

Introduction


A beautiful Elven noblewoman’s spirit is entering your dreams and pleading with you to help save what is left of her village and banish the evil that has tainted her once beautiful land.  Each night for the past week this spirit has pleaded with you to help her and save her land.  Every night you travel closer to the area you believe you see in your dreams and every night her image is getting stronger and more desperate.  Can a small new group of heroes possibly help this Elven noblewoman?  Are you willing to find out?

 
Dreams are better than Reality is a Dungeon & Dragons adventure designed for a party of two - four characters of 1st level.  The DM should feel free to adjust the adventure as necessary to accommodate groups not falling within this range.  However, given the fairly low power level of this adventure, it should be noted that parties of an average of 3rd to 4th level are unlikely to find this a satisfactory challenge.

Preparation 


As the DM, you will need a copy of the Player’s Handbook to run this adventure.  Having a copy of the Dungeon Master’s Guide and the Monster Manual will certainly enhance your ability to present the material in this text.  


The text that is italicized is player information, which you may read aloud or paraphrase when the appropriate time in the text allows.  All the monster and NPC stats have been taken from the appropriate D&D manual and stats are provided in abbreviated form.  The symbol index is:  t means trap,  u means treasure,  o means note,  n means NPC,  m means monster/enemy.  If these symbols look like letters you can download the adventure font at: 

http: //www.angelfire.com/geek/adventure/ 

Then click and drag it to your file font folder and it should now show symbols where the letters were.

Before you begin


This adventure should use the map called “Secret Graveyard” available from the archives map-a week October files from “Wizards of the Coast” games.  The website is located at 

 http://www.wizards.com/dnd/images/mapofweek/TheSecretGraveyard.jpg 

D&D is copywritten and currently owned by “Wizards of the Coast”.


I created this adventure with a small number of players and a low character level so if you have only a few people you know who play D&D you do not have to do much adjusting.  


I will have a few spots in this adventure where you will see an asterisk (*), in these events if you want to add to this adventure (or have me do it) I left some openings to expand with this theme.  If you want a short introductory level adventure, stick to the non-asterisk (*) parts of the adventure.  I hope you enjoy this little foray.

What We Know So Far

   oThere are two ways to start this adventure” Do the characters know each other ?”


 If the answer is NO start here: 


 You have been having dreams of a beautiful Elven noblewoman asking for your assistance in helping purge her land from the evil that has entered it.  Each day you travel the way the spirit informs you and her image feels and seems stronger each and every day.  This last evening you seem to be an active role in your dream she asks you to help and pauses to wait for your answer, you answer yes, why else would you have left your home and traveled this far?  When you awake , you realize you have slept late into the evening, it is getting dark already.  You turn and see next to you a a note that states “This is for you my hero, please help us fend off this evil................Elawynn”  Ahh, you have put a name to that lovely face, you sigh with anticipation and hear others sighing as well, others?   


NOTE: If you chose to read to each PC separately bring all of them in and continue to read. 


All of these people have a vial and are reading a note to themselves.


At this point describe the other PC’s to each other, let them interact for the first time and discuss what has happened.  I would recommend if you have the time to have each PC come in alone and tell them about the dream and the Elven woman thinking they are the only one who is getting this knowledge, let them find out together that the same thing has been happening to all of them



If the answer is YES, and the PC’s already know each other begin here:


You have been having dreams of a beautiful Elven noblewoman asking for your assistance in helping purge her land from the evil that has entered it.  Each day you travel the way the spirit informs you and her image feels and seems stronger each and every day.  This last evening you seem to be an active role in your dream she asks you to help and pauses to wait for your answer, you answer yes, why else would you have left your home and traveled this far?  When you awake , you realize you have slept late into the evening, it is getting dark already.  You turn and see next to you a a note that states “This is for you my hero, please help us fend off this evil................Elawynn”  Ha, you have put a name to that lovely face, you sigh with anticipation and hear  the others sighing as well, all of you have seen the same woman and you can feel that tonight is the night !  You have all discussed her before, why all of you?  How did she know us?  You can not wait for the meeting, where you can finally have an answer  to all these questions.


Start the PC’s at the trees at the lower left edge of map on the trail so they can first get to the clearing and be on the path to encounter 1.  

     Elawynn is a spirit in the truest of senses, (she was once the leader  of this village and has since been dead and buried for hundred of years)of this now “dead and virtually abandon” village, the characters will not find out about this until later in the adventure.  The names and areas I am leaving specifically vague so you can put into any campaign.   

Area 1:  The Clearing


oThis adventure opens in the late afternoon/early evening where the sun is starting to go down and as the group continues down the trail into the clearing.


As you travel down the dirt path you notice the trees thinning and as you keep walking you see a clearing from the trees, an area that looked deserted until you see the village you saw in your dreams, not a vibrant village with elves and humans everywhere but an older more run down version of that image.  


The village once flourished with life, now it is a shadow of what it was once before.  About 140 feet ahead is the party’s first encounter, depending on how dark it is, you first have to determine if they see the 2 Gnolls at the entrance of the village  DC10 as a base, any characters with low-light vision or  darkvision in the party?  revise the roll as needed. 


As you approach the entrance of the village you notice two large creatures with dog like heads and carrying battleaxes and large shields.  They are looking right at you and waiting.......


mGnolls: CR1; Medium-Size Humanoid; HD 2d8+2; hp 11,13; Init+0 (Dex); Spd 20 ft (Scalemail), base 30 ft.; AC 17; Atk Battleaxe +3 melee (1d8+2); SQ Darkvision 60ft.; SV: Fort +4, Ref +0, Will+0; Skills; Listen +3, Spot +3; Feats: Power Attack; AL CE; Stats: Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8, 

Possessions: Scalemail, Battleaxes, Dagger, Large Shields


uTreasure;  Gnoll 1; 800 silver coins (80 gp) and a golden yellow topaz (worth      400gp), 3 vials of Cure Light Wounds (50gp each) 


     Gnoll 2; 100 gold coins, 4 vials of Cure Light wounds (50 gp each)letter from his employer denying him a pay raise

These are paid guards and if the PC’s let them escape they will run (to Area 3) if being defeated, but they will always attack first, to test the strength of the party.

Area 2: The House That Was Sticky


You approach this house  and see no evidence of any one currently living in it, the door is unlocked and slightly open, you can hear no sounds from within and there is no light  exiting from the house.


tAs the PC’s enter the house, they do smell the slight stench of decay, the house looks ransacked but is not damaged, as they explore if they do not mention looking up, then the encounter with the 2 medium size spiders will be a surprise.  The spiders will get a surprise attack and then roll for initiative.






mMonstrous Spider: CR1; Medium-Size Vermin; HD 2d8+2; hp 11,10; Init+3 (Dex); Spd 30ft.,20 ft. climb; AC 14; Atk Bite 1d6 + poison; SA Poison, Web; SQ Vermin; SV: Fort +4, Ref +3, Will+0; Skills; Climb +12, Hide +10, Spot +7, Jump +0; Feats: Weapon Finesse (bite); AL N; Stats: Str 11, Dex 17, Con 12, Int -, Wis 10, Cha 2, 

Possessions: None

   uTreasure: 20 gold pieces are scattered on floor


   uIf they search the house walls on a DC 15 they find a secret compartment with; 900sp (90gp), and Alchemists Fire (2) (40 gp).

Area 3: The Mercenary Barracks


oThe PC’s will go to this house for one of 2 reasons:

First: The Gnoll(s) escaped and ran in this building, if this happens then the Gnolls in the house are not surprised.


You see the building the Gnoll(s) went into and the door is left slightly ajar, a light was on in the building, but has just been extinguished.


Second: The Gnoll(s) did not escape and therefore you must start encounter based on a fresh encounter.  


This building’s upkeep looks like it must have been used recently.

If they are cautious DC12 you may state, That they smell something cooking.

If they look up at the building from the outside DC5 you may state, That they see smoke coming from chimney.

If the PC’s did not surprise the Gnolls then have them have shortbows aimed at the door and then take an action to switch to battleaxes.

If the PC’s surprised the Gnolls have them at the table eating cooked rat and they are surprised and may use the daggers they are eating with to attack.

There are two new Gnolls in the barracks and any that survived the initial attack.


mGnolls: CR1; Medium-Size Humanoid; HD 2d8+2; hp 11,13; Init+0 (Dex); Spd 20 ft (Scalemail), base 30 ft.; AC 16; Atk Battleaxe +3 melee (1d8+2); SQ Darkvision 60ft.; SV: Fort +4, Ref +0, Will+0; Skills; Listen +3, Spot +3; Feats: Power Attack; AL CE; Stats: Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8, 

Possessions: Scalemail, Battleaxes, Dagger, Shortbow, 20 arrows

uTreasure: Gnoll 3; 90 gold pieces, deep blue spinal gemstone (200 gp), 



scroll-arcane-Melf’s acid arrow(12, cl3), identify (11 cl1) worth 275 gp


    Gnoll 4; 500silver pieces (50 gp), breastplate human/elf sized (200gp)


The barracks are dirty, scattered amongst the mess is rotten food, tatters of clothes, 1 arrow, one locked wooden chest, and a note.


oIf anyone can read Goblin the note says: 


Gruff- Me thinks you help not enough, help more keep all out of here.   Scrum


uThere is a chest that is locked, it is a simple lock and a wood chest that could be opened by force if needed.  The chest contains: Half Plate (600 gp), a masterwork dagger (302 gp), antitoxin(50 gp), and a masterwork rapier (320 gp).

Area 4: Empty House


This house looks in ill-repair, but it is in livable condition, the door is locked and no one appears to be in it at the moment.


This is a empty house that has nothing of value in it.  If the characters insist on searching, you may give them a worthless trinket.  An example would be one bent bronze earring, old knapsack (with holes), dead rat.

Area 5: Torture Room #2


This house seems in use , but is not in very good shape, you can see  holes in the structure of the building, and it is locked by a sliding wood plank from the outside.  


There are no windows in this building unlike most of the other building that the windows are boarded up, and the holes in the building are to high up for a PC to peak into.  If for some reason the PC’s have a fly spell, you can describe the following:


You see a room filled with rusty weapons, torture equipment, chains and a battered elf.

tThe PC’s will be able to open the locked door with ease.  This is a Doppelganger who is disguised as an Elf.  He will wait and tell them a story and then attack.  He was captured by the Gnolls and kept slipping his bonds so they keep him in there until they decide what to do. When the PC’s open the door read them the following:


You see a room filled with rusty weapons, torture equipment, chains and a battered elf.  The “Elf” speaks common and thanks the PC’s for freeing him.  He tells them there is some treasure in a secret compartment on the east wall.  


As the PC’s search, the “Elf” waits for the appropriate time and will attack, if he is losing and can escape he will try to do so.  There is no secret compartment on the east wall.  If the PC’s search the whole building there is a crate used to stand on for hooking people up on the chains that has not been ransacked.  

   uThe crate contains: one gemstone chrysoberel (130gp), 200 gold pieces, and a divine scroll with the following spells: Cure Light Wounds (12 cl3) X2, and Zone of Truth (12 cl3) (250 gp).  This crate may be important to bring some of the characters back up to health, and after this encounter to be successful in Area 6.

         mDoppelganger: : CR3; Medium-Size Shapechanger; HD 4d8+4(20 hp); Init+1(Dex); Spd 30ft; AC 15; Atk 2 slams(1d6+1) +4 melee; SA Detect Thoughts ; SQ Alter self, immunities; SV: Fort +5, Ref +5, Will+6; Skills; Bluff +12, Disguise+12, Listen +11, Sense Motive +6 , Spot +8, ; Feats: Alertness, Dodge; AL N; Stats: Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 13 

Possessions: None

Area 6: Elf POW


This house seems in use , but is not in very good shape, you can see  holes in the structure of the building, and it is unlocked, you hear moans coming from the building.

When you open the door you see a male High Elf chained on the wall.  He is in pain and appears to be fading in and out of consciousness.


This is a real Elf a 3rd level Ranger who lives in the area and was protecting the burial site of Elawynn.  He is acting, and will feign being in and out of consciousness until he can trust the PC’s.  He is willing to join the team to help clear this area if the PC’s ask, if a PC’s character died, you could have him play F’lornd if you choose.

     nF’lournd: 3rd level Ranger, Elf. 4’11’’, 115 lbs, STATS: Str 14(+2), Dex 16(+3), Con 11(+0), Int 13(+1), Wis 13(+1), Cha 11(+0); HP 17; SPD 30ft; INT +3(+3 Dex); SV For +3(+3 base), Ref +4 (+1 base, +3 Dex), Will +2 (+1 base, +1 Wis);  Att : Melee+6 (+3 base, +2 Str, +1 MW longsword) Ranged +7 (+3 base, +3 Dex, +1 MW longbow); AC 17 (chainshirt); Lang. Common, Elven, Goblin; Skills: Alchemy +3.5 (+2.5 rank, +1 Int), Forgery +3.5 (2.5 Rank, +1 Int), Gather Info. +2 (+2 Rank), Hide +3 (+3 Dex), Intuit Direction +5 (+4 Rank, +1 Wis), Listen +3 (+1 Wis, +2 Racial), Move Silently +3 (+3 Dex), Open Lock +4 (+1 Rank, +3 Dex), Ride +9 (+6 Rank, +3 Dex), search +3 (+2 Rank, +1 Int), Spellcraft +3 (+2 Rank, +1 Int), Spot +3 (+1 Wis, +2 Racial); Feats: Dodge, Mobility, Track, Two-Weapon Fighting (last two due to being a Ranger) 

Possessions: His equipment is in a pile to the left of where he is chained up.  Chain Shirt of Fortitude (Light) (1400 gp), MW Longsword (315gp), MW Longbow (375 gp),  Potion of Invisibility (cl 10) (500 gp) and 112 gp in a sack.  


There is nothing else of value in the room.

Area 7: Slave’s Quarters


This house seems in use , but is not in very good shape, you can see  holes in the structure of the building, and it is locked by a sliding wood plank from the outside.  You do however hear some screams and it sounds like a scuffle is going on inside.  The door appears to be easily opened by lifting the bar up.


This is the slave quarters where the Gnolls are keeping 3 Female Elf slaves, (Commoners Lvl 1, hp 2,2,3), they are currently in a fight with the Gnoll who is inside trying to get them to obey an order, due to language problems both parties seem very agitated.  In this room is a cooking area with pieces of flesh in a pot cooking of a unknown (good thing) origin.  There are three areas of hay and miscellaneous items owned by the Elves,  of no apparent value.

 
mGnoll: CR1; Medium-Size Humanoid; HD 2d8+2; hp 13; Init+0 (Dex); Spd 20 ft (Scalemail), base 30 ft.; AC 16; Atk Battleaxe +3 melee (1d8+2); SQ Darkvision 60ft.; SV: Fort +4, Ref +0, Will+0; Skills; Listen +3, Spot +3; Feats: Power Attack; AL CE; Stats: Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8, 

Possessions: Scalemail, Battleaxe

uTreasure: 80 gold pieces

Area 8: Captains Quarters


This building seems in better condition than the rest, it  is the nicest building in the village.  The door is closed and you can hear some arguing inside.  It appears to be an angry but non-violent argument.


This is the Gnoll captain’s quarters and this will be a tough battle, the argument is with a Hobgoblin, and if anyone knows Goblin (F’lourd) you can decipher that he is upset that they have not found Elawynn’s bones yet, and Ploigh is very upset and may send his own men to take over, and the Gnolls will not get the rest of their fee.

If the PC’s can decipher, paraphrase like this:


... is upset that they have not found Elawynn’s bones yet, and Ploigh is very upset and.......may send his own men to take over, and the ........you will not get the rest of the fee.


oThe occupants of this building will be totally surprised when the PC’s come in, there is 1Hobgoblins, and 1 Gnoll.  The Gnoll Captain and Hobgoblin Leader will be at the table sitting and spilling ale and throwing food in sheer disgust of how the conversation has turned. The stats for them are as follows:



mScrum the Gnoll Captain: CR3; Medium-Size Humanoid; HD 4d8+2; hp 24; Init+4 (Dex); Spd 20 ft (Scalemail), base 30 ft.; AC 17; Atk Battleaxe +5 melee (1d8+3); SQ Darkvision 60ft.; SV: Fort +4, Ref +0, Will+0; Skills; Listen +3, Spot +3; Feats: Power Attack, Improved Initiative; AL CE; Stats: Str 16, Dex 10, Con 14, Int 10, Wis 11, Cha 8, 

Possessions: MW Scalemail, MW Battleaxe


mHobgoblin Leader: CR2; Medium-Size Goblinoid; HD 4d8+1; hp 17; Init+5 (Dex); Spd base 30 ft.; AC 16; Atk MW Longsword, +2 melee (1d8+1); SQ Darkvision 60ft.; SV: Fort +3, Ref +1, Will+0; Skills; Hide +1, Listen +3, Move Silently +3, Spot +3; Feats: Alertness, Improved Initiative; AL LE; Stats: Str 12, Dex 13, Con 13, Int 11, Wis 11, Cha 10, 

Possessions:  MW Studded Leather, Small shield, MW Longsword, Potion: Cure Light Wounds, and a note in Goblin which reads: Get Bones, if Scrum kant, you will, or will be eaten by “Crusher”.....Ploigh


uThe room has nothing of real value except under the bed of Srum, underneath the mattress is the following: 400 gold pieces, 3 vials of Cure Light Wounds (50gp each), and boots of elvenkind.


Area 9: Hired help


This building is in adequate condition and has no lock, you can read the PC’s the following:


This building has seen better days, but is not as run down as some of the others, there is no noise coming from this building and you see no lock on the door.  


In this building are two hired hands the hobgoblin leader brought, one a Wizard and his companion a rogue, he was hoping they could find the bones and get him back in Ploighs favors.  They are also at a table but the wizard is studying and the rogue is twirling a dagger on the table.  They are:


mDaerek the Damned:2nd level Wizard, Human. 5’11’’, 185 lbs, STATS: Str 7(-2), Dex 15(+2), Con 12(+1), Int 15(+2), Wis 11(+0), Cha 7(-2); HP 9; SPD 30ft; INT +2(+2 Dex); SV For +3(+3 base), Ref +4 (+1 base, +3 Dex), Will +2 (+1 base, +1 Wis);  Att : Melee -1(+1 base, -2 Str, Silver Dagger 1d4) Ranged +4 ( +1 base, +2 Dex, MW Sling +1 1d4 ); AC 13 (12 base, +1 bracers) ; Lang. Common, Abyssal, Goblin; Skills: Disguise +0 (+2 Rank, -2 Cha), Gather Information -1(+1 Rank, -2 Cha), Handle Animal +0 (+2 Rank, -2 Cha), Hide +2 (+2 Dex), Knowledge (nature) +4 (+2 Rank, +2 Int), Listen +0, Move Silently +2 (+2 Dex), Perform-1.5 (+0.5 Rank, -2 Cha), Pick Pocket +4 (+2 Rank, +2 Dex), Scry +7 (+5 Rank, +2 Int), Sense Motive +2 (+2 Rank), Spot +0 ; Feats: Extend Spell, Scribe Scroll, Simple weapons proficiency (sling)


Spells Known:  Lvl 0: Daze, Det. Magic, Light, Mage Hand

                     Lvl 1: Identify, Magic Missile, Summon Monster I


Possessions: MW Sling (301gp), 50 bullets, Bracers of Armor +1 (1000 gp), 550 gold pieces.  Black robed, black nail polish, black hair and goatee, tries to be very evil looking, but just does not get the effect he is looking for, looks as comical as he does evil. 

** (If you want a possible long term enemy for the PC’s have a note in his possession,) this note will read:  Brother, if you must go on this foolish mission, to help a goblinoid no less even to find a magically hidden graveyard,  for  only a pittance of wealth, then take one of my henchman to help, be back soon I do like my favorite apprentice at the tower.............Dunrick the Damned**


oTactics: He will cast spells and cast stones (sling) from a distance, he will do anything not to be in 1/1 combat. 


mRagnuff the Witty:3rd level Rogue, Female, Human. 6’, 199 lbs, STATS: Str 8(-1), Dex 15(+2), Con 11(+0), Int 18(+4), Wis 10(+0), Cha 9(-0); HP 18; SPD 30ft; SV For +1(+1 base), Ref +5 (+3 base, +2 Dex), Will +1 (+1 base, +1);  Att : Melee +2 (+2 base, -1 Str, +1 MW Short Sword (1d6), MW Daggers (1d4) ) Ranged +5 ( +2 base, +2 Dex, +1 Mw Daggers (1d4) ); AC 15 (12 base, studded leather) ; Lang. Common, Abyssal, Gnoll, Celestial, Draconic, Halfling, Terran, Undercommon; Skills: Alchemy +5 (+1 Rank, +4 Int), Appraise +10 (+6 Rank, +4 Int), Balance +8 (+6 Rank, +2 Dex), Bluff +1 (+2 Rank, -1 Cha), Climb +5 (+6 Rank, -1 Str), Craft +10 +6 Rank, +4 Int), Disable Device +10 (+6 Rank, +4 Int), Handle Animal +1 (+2 Rank, -1 Cha), Heal +2 (+2 Rank), Hide +2 (+2 Dex), Knowledge (religion) +4 (+2 Rank, +4 Int), Listen +4 (+4 Rank), Move Silently +2 (+2 Dex), Open Lock +3 (+1 rank, +2 Dex), read Lips +9 (+5 Rank, +4 Int), Sense Motive +6 (+6 Rank), Spot +0, Swim +5 (+6 Rank, -1 Str), Tumble +9 (+5 Rank, +2 Dex, +2 Focus); Feats: Dodge, Skill Focus (tumble), Weapon Finesse (sword, short) 


Possessions: Bandoleer with 4 MW Daggers (302 gp each) (one in her hand), a MW Short Sword (310 gp), Studded Leather (25 gp),  Everburning torch(on table) (90 gp), Potion of Heroism (900 gp), 247 gold pieces.


oTactics: She is quick and smart, treat her as such (she has a higher Int than Daerek), she will throw her dagger and try to take the Heroism potion and then attack the PC’s with her short sword while using weapon finesse and her tumble+dodge skills to weave in and out of harm’s way.  She is a hired hand of Daerek’s older brother so she will do her best to save him, but will attempt to flee if the opportunity arises, and Daerek is dead or will be soon.

The NPC’s in this encounter may attempt to “but their way out of harm” if the PC’s talk to them, and the NPC’s feel the odds are to great.  This may be a good opportunity for some Cha skills to be used.  The NPC’s will give up gold, the potion, but not weapons.  


o** If you are using the note for a PC nemesis than make sure the note is in a bag with Daerek’s gold, so the PC’s are aware of a more powerful possible enemy......how dare you steal from my brother theme**.


No other items of value are in this room, basic building, 2 beds wash basin table etc.....But what Daerek is studying is a map of the area(make a bad rough version of tht map and leave blank the whole area of the graveyard and make patch of grass, and srawled on the map in common is the words: “Correllon’s honor” is the key,” they are underlined and the words magic, hidden, and location? are scrawled on the map written hastily. 

AREA 10: The Scarecrow


You see an area of farmland with a scarecrow in the middle .  As you look at it,  it moves it’ s hand up and curls it’s first finger towards you and signals for you to come closer.  As you approach, you notice it is an Elf male, badly beaten with a note in common on it, it reads: “ Youse tell us wher  her bonz are or u end up like me.......and there is a smiley face at the bottom”, it is written in the elves blood.  As you approach the elf he whispers in common “wwwwaaattteerrr”, as the PC’s give him water his voice becomes slightly louder and clearer, he states “Kill me please, I am dying, take the note off and bury me then put this note on Scrum’s dead body, Please, her secret is still safe with me, she is to the Northwest of the village beyond the clearing and through the trees you must go to the rock shaped like the crescent moon and say a phrase, but hence i do not know that phrase, find the magic phrase and go see her, she is waiting.” and with that the Elf dies with a smile on his face and you can see he is at peace with himself.


This encounter is exactly as told to the PC’s, you can add a little more flavor, if the PC’s have not freed the Elven women yet, tell them that he is a husband and was trying to save his wife, or  if he sees F’lournd he may have a conversation with him about her bones are still safe with him.   You can use this encounter if the PC’s have missed anything you feel they should have discovered, or use as is written.

Area 11: The Secret Graveyard


ooVERY IMPORTANT---THIS ENCOUNTER WILL NOT HAPPEN UNTIL THEY GET THE LOCATION AND THE CORRECT AREA TO STAND FROM THE ELF POW, AND THE CORRECT PHRASE TO STATE (WHEN BY THE ROCK) FROM DAEREK THE DAMNED’S MAP!!!!!!!


If the PC’s have not completed the above this area will appear as a open grassy area in the middle of the trees, there is the off chance that if they search the area they will see the crescent moon shaped rock DC25.  But unless searching for it it will be difficult.


This area is a graveyard, it has beautifully decorated headstones, and at the center of the graveyard is a ethereal image of Elawynn.  There is nothing else of interest in the graveyard.  As the PC’s approach her image, tell them that she is even more beautiful than she was in her dreams.


You see a beautiful graveyard beyond the trees, the headstones are made of all types of stone, metal, glass and some substances you are not quite sure of.  In the center is a translucent image above a headstone of some substance that is blue/silver and moves as if is liquid, as you approach the image you notice it is Elawynn, she speaks to you”Thank all of you, you are the heroes I new you could be.  You have saved my body on this planet from those evil thieves and for that I am eternally grateful.  I know my village is no longer and that makes me very sad, but to save what remains and to let my bones and the bones of my ancestors rest in peace is all I ask.  I have no reward for you all I have is a bit of my soul, to watch over you and protect you when you need it.  With that the image starts to weep and she cries (as many tears as PC”s plus F’lournd) there are in her hand and then she opens her palm and there are (that #) of pins.  These pins are made out of the material her headstone is made out of and is in the shape of a intricate coat of arms. 


 uThese pins are of the coat of arms of Elawynn’s family and are +1 pins of protection (same exact abilities as a +1 ring of protection).  They do not glow, but the detail and the material of the pin should indicate that they are something special.


As she lowers the pins to the top of her headstone, her image seems to start  to fade, she whispers thank you and starts to dissipate.  As you come back into focus you realize that you are fully healed from any wounds you might have sustained, but you hear some noises to the south of you.


oThe PC’s have all their hit points back to full strength. , and any spells that were used are now memorized once again as if sleeping and studying. The noises they are hearing are from area 12 and this will be the last encounter for the game.

Area 12:  Open battle ground


ooVERY IMPORTANT THIS ENCOUNTER WILL NOT HAPPEN BEFORE THE PC’S GO TO AREA 11 AND TALK TO ELAWYNN!!!!!!!

This is a party of Hobgoblins to take over the search for Elawynn’s bones, they are approaching the town not the PC’s.  There will be twice the amount of Hobgoblins as PC’s plus a Sergeant (2x PC [and Flournd if he was an NPC] +1).  They will roll to see if they hear or spot the PC’s when they come through the trees, the encounter will have them about 40’ ft. apart unless the PC’s see them and the Hobgoblins are caught by surprise, then determine how far away the PC’s want to be but still be in hiding.  


mHobgoblins: CR1/2; Medium-Size Goblinoid; HD 1d8+1; hp 5; Init+1 (Dex); Spd base 30 ft.; AC 15; Atk longsword +1 melee, +2 ranged (1d8); SQ Darkvision 60ft.; SV: Fort +3, Ref +1, Will+0; Skills; Hide +1, Listen +3, Move Silently +3, Spot +3; Feats: Alertness; AL LE; Stats: Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10, 

Possessions: Studded Leather, Small shield, longsword. 1d10 gold pieces on each.


mHobgoblin Sergeant: CR2; Medium-Size Goblinoid; HD 4d8+1; hp 17; Init+5 (Dex); Spd base 30 ft.; AC 16; Atk MW Longsword, +2 melee (1d8+1); SQ Darkvision 60ft.; SV: Fort +3, Ref +1, Will+0; Skills; Hide +1, Listen +3, Move Silently +3, Spot +3; Feats: Alertness, Improved Initiative; AL LE; Stats: Str 12, Dex 13, Con 13, Int 11, Wis 11, Cha 10, 

Possessions:  MW Studded Leather, Small shield, MW Longsword, 212 gold pieces and a gemstone (ruby) (248 gp) in his left boot.  

     o** If you want to continue this adventure have a map in his possessions and an x where it indicates “Ploigh’s Kamp”, that should lead them into a direction to have them take on Ploigh and his minions.**

In Conclusion



Defeating the bands of Gnolls and Hobgoblins, saving the bones of a long lost Elven Princess and getting the spoils that was left behind should make for any adventures night.  Give bonus experience (if you feel the PC’s deserve it) for each PC as follows: +50 for saving  the Elven slaves, +50 if they got all notes and understood the plan of the Gnolls, +100 if they figured out the doppleganger before he shapechanged.  The village itself is in need of repair and there will be a few Elves who will approach them and thank them for their assistance.  The PC’s will overhear the Elves stating it will be about 200 gold pieces to repair the damage and start over with the crops.  If the PC’s give them 200 gold pieces (give or take 200) give them an additional 100 experience each and will find themselves welcome in the village as heroes and will never have to pay for food or lodging when they are staying.  As for further adventures, will word spread to Ploigh about the destruction of his warband?  Will Daerek’s brother seek revenge on the humiliation or death of Daerek?  Will Elawynn call on the PC’s at a later date to help the Elves with another mission?  No matter, let the PC’s enjoy the feast of heroes the Elves will celebrate with them, let the Elves of the village gawk at the mystical pin, of the coat of arms from their former leader.  Let the heroes feel like heroes tonight, but remind them “Dreams are better than reality............” so who knows what will happen tomorrow. 
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