{ WwWiMrds Of The Coast
(] Pungeons & Dragons v3.x Cﬁules

Is Requisgd To Use '||sSul ent 1 " i Sl L 1-
System Sl S ' B N SRR A e



After resting from your last adventure, your group is approached by a page from the
Village Elder's Guild with an invitation for drinks later at the West Side Inn. The page has
no other information to offer the party.........

(later that day....)

as you approach the inn, you see the same page you seen earlier standing outside the
doors. He then notices you and motions to you for you to follow him. As sooh as your
eyes adjust to the common rooms darkness, you hotice that the room is completely
empty except for an elderly looking man wearing important looking robes. The page
motions for you to sit down. Once you have been seated, the page quietly walks over to
the robed man and whispers something in his ear.....

"Greetings, My name is Efder Antar ... Let me get right to the point of this meeting iff
may ... The son of a very close friend of mine has been kidnapped ... He has been
contacted by them with ransom demands ... My friend has decided that it might be
wise to pay the ransom ... | have convinced my friend to offer you this job ... Of course
there are conditions to what we are willing to pay for such services ...

"Yoiur payment is as folfows, 800gp if the son and the kidnappers are returned alive
along with the ransom, 700gp if the kidnappers was killed, 600gp if the kidnappers
escape with nothing, 400qgp if the kidnappers escape with the ransom, and anything efse
is just plain unacceptable ... | cannot offer you any more since this is the only offer being
made ... Of course there is a bonus if you have complete success ... | personally will give
each of you 1 Favor Token usable only by the person it is givento.”



Once the party has accepted this job |, the page will give the party a leather scroll case
with a map to the pay-off site along with 6 Elder Guards with the ransom payoff in a locked
chest. If the party doesn't want the guards, the Elder will point out that they are not an
option. He will also point out that the guards will only fight to defend the ransom and are not
retainers of the party, but have been retained by the Village Elder's Guild. The party is then
instructed they have the rest of the day to prepare for the trip.......

The ransom site is near the beach at a ruined beach shack made of stone. The trip takes
about a day's ride down Beachside Road where they must leave their horses along with 2
of the Elder Guards to watch the horses. From this point the party and 4 guards must walk
for another half day through marsh to get to the beach shack. At the shack, there are 10
kidnappers. Depending on how the party decides to approach the shack will determine how
prepared the Kidnappers will be. Some options the party may take is as follows (but these
are just examples as with most gamers, they are hard to second guess ... )



Beachside Road

The map above is what the page hands the party. Like all maps. the true accuracy is fair at
hes. The party should contain at least 1 PC with the tracking skill. If by chance the party
does lose their way, the DM could create an encounter with some vile swamp dweller.




The Stone Shack

(1) 4 half-orc's remain inside the
shack keeping a look-out for any
intruders.

(2) 5 half-orcs patrol the parameter

Since there are many differant.
actions that the PC's may take, | can

only offer a few ideas. One thing for
certain is that if the PC's decide an all
out attack, the prisoner will most
definitly die at some point. Without a
well thought out plan, this mission will
most likely end in failure or even death.

The Kidnappers will be more than happy to do a trade of the prisoner for the chest of
gold. If the party tried diplomacy, the child will be turned over and the leader and 5 of his
half-orcs will retreat to the woods while the half-orcs with crossbows will guard their
escape. If the PC's try to pursue, they will open fire upon the PC's to try to stop them.

Stealth may be another option. The only problem with stealth is that on the third turn
after the first kidnapper is Killed or subdued, there is a base 15% per turn he will be
missed. With each additional half-orc being killed or subdues, the DM should add
another 10% each turn. Once they are missed, the leader will try to flee to the woods.



Village Elders' Guard Stat Block

Male Human War1; Medium Humanoid ; HD 1d8 (Warrior) ; hp 8; Init+ 0; Spd 30; AC 10; Atk + 1 base melee,
+ 1 base ranged; AL LN; SV Fort+ 2, Ref+ 0, Will+ 0; STR 10, DEX 10, CON 10, INT 10, WIS 10, CHA 10.

Possessions:
Weapons: Longsword.
Shields: Shield, small, wooden.

Skills:

Heal + 1, Move Silently + 2, Ride + 2, Sense Motive + 2.
Feats:

Armor Proficiency: medium, Combat Reflexes.

Favor Token

This token bestows a minor favor from the Village Elders.
Only the person it was presented to can use it. To use it,
one must seek audience with at least 3 of the Village
Elders, Then, and only then, may you request a favor.
Some favors might include a visit to their ancient library,
a hights stay, future tasks that they may need done, and
the like. In all reality, it is up to each DM to set the limits of
this item..........




Master Villian List

Leader: Eirik, male human Rog10: CR10; Size M (5 ft., 4 in. tall); HD 10d6+10; hp 46; Init +4 (+4 Dex); Spd
30 ft.; AC 14 (+4 Dex); Attack +111+6 melee, or +11/1+6 ranged; SV Fort +4, Ref +11, Will +4; AL NE;
Str 18, Dex 18, Con 12, Int 19, Wis 13, Cha 12.

Languages Spoken: Aquan, Common, Gnoll, Terran.

Skills and feats: Appraise +12, Decipher Script +16, Disable Device +17, Escape Artist +17,
Forgery +15, Hide +17, Intimidate +13, Knowledge {Local) +17, Listen +1, Move Silently +15, Open
Lock +17, Search +13, Sense Motive +5, Spot +1, Survival +5, Use Magic Device +14, Use Rope
+18; Combat Expertise, [Evasion], Point Blank Shot, Precise Shot, Quick Draw, Skill Focus {Use
Rope).

Possessions: 16,000 gp in gear.

Henchmen: Half-Orc, Male; Ftr1; Medium Humanoid ; HD 1d10+1 (Fighter) ; Init+ 3; Spd 30; AC 13; Atk + 5
base melee + 4 base ranged; SGQ): Dark'-.-'lsmn (Ex); AL CN; SV Fort + 3, Ref + 3, Wlll -1; STR 18,
DEX 186, CDN12 INT 7, WIS 8, CHA 6.

Possessions:

Weapons: Bolts, crosshow (20); Crosshow, repeating; Morningstar.

Armor: Chainmail. Skills:
Shields: Shield, small, wooden. Move Silently + 3.5.
Feats:
4 Half-Orcs are armed with Armor Proficiency: medium, Two-Weapon Fighting.

crossbow and 2 morningstars

5 Half-Orcs are armed with 2
morningstars only




All text and maps are to be considered Open Game Content and can be used under the
OGL that is included with this game suppliment. All trademarks of Wizards of the Coast and
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OPEN GAME LICENSE Version 1.0a

The following text is the property of
Wizards of the Coast, Inc.

and is Copyright 2000

Wizards of the Coast, Inc
("Wizards™). All Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have contributed Open Game Content;
{b)"Derivative Material” means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c] "Distribute™ means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"0Open Game Content” means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not emhody the Product ldentity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content hy the Contributor, and means
any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product
Identity. {e) "Product ldentity” means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special ahilities; places,
locations, environments, creatures, equipment, magical or supernatural ahilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the Product ldentity, and which
specifically excludes the Open Game Content; {f) "Trademark™ means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License hy the Contributor {g)
"Use”, "Used” or "Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. {h) "You" or "Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only he Used under and in terms of this License. You must affiz such a notice to any Open Game Content that you Use. No terms may
he added to or subtracted from this License except as described by the License itself. No other terms or conditions may he applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed hy this License.



6.Motice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product ldentity: You agree not to Use any Product ldentity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product ldentity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product ldentity in Open Game Content does not constitute a challenge to the ownership of that Product
ldentity. The owner of any Product ldentity used in Open Game Content shall retain all rights, title and interest in and to that
Product ldentity.

8. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any

authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inahility to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the

Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of hecoming aware of the breach. All sublicenses shall survive the termination of this License.
14 Beformation: If any provision of this License is held to be unenforceable, such provision shall he reformed only to the extent

necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.






