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Background:





The village of Timberhaven is designed as a generic village that can be inserted easily into virtually any setting.  It is a lightly fortified trading village deep in the woods, a small center for the production of timber and grain flour.  Timberhaven has a resident population of only around 500 souls (around half living inside the gates of the village, the other half living on small wheat farms in the clear-cut land to the south.  Timberhaven is not a self-sufficient entity; it relies very heavily on trade with a nearby larger town (this could be “Oakhurst” if the party has just completed the Sunless Citadel module) around ten miles to the west.  A small unnamed river stream flows just to the east of the village, large enough to provide water and sanitation (but too small for navigation).  Timberhaven is normally a relatively safe place, although goblin raiders have in the past sometimes occupied the forest west and north of the village.








DM Plot Summary:





Timberhaven is governed by a man holding the title of “Alderman” (a virtually hereditary position almost always held by the Grayson family).  Assisting this official is a “Steward” (also normally hereditary).  However, around fifteen years ago the head of the rival Forson family tried to seize the Alderman position by force; he was defeated and exiled from the village, along with his family.  Over the years, his young son Gul Forson grew up to become a powerful sorcerer, plotting revenge for his father’s disgrace.  





The Heroes have been hired by Ian Becket, a wine merchant from the nearby town, to guard his caravan en route to Timberhaven.  The night that the Heroes arrive in the village is the time the sorcerer Forson enacts his scheme for revenge.  He has hired a doppleganger assassin to take the place of the steward Wentworth and infiltrate the village.  He has also hired a troop of goblin worg-riders led by a gang of bugbears.  While the Heroes repose comfortably in a tavern that night, the dopplerganger will open the river access chute and allow the bugbears into the village.  The bugbears will charge the west gate, overpower the defenders, and open the village to the attacking goblins and worgs.  In a real-time tactical challenge, the Heroes will have to match wits with the rapacious goblins and bugbears, survive the dopplerganger assassin, and rescue the village from the grip of the usurper Gul Forson.











Opponents:





Goblins worg-riders are the most numerous enemy encountered in this module, and they are better than the average goblin.  In addition to possessing standard goblin traits, they are also at least 1st-level warriors (DMG p. 40); for every five full levels that the total character level of the party exceeds ten, they gain another warrior level (so that a party of five 4th-level PCs has twenty total character levels and faces 3rd-level goblin warriors).  These warriors (regardless of level) possess only one more feat (Mounted Combat); they also possess ranks in the Ride skill equal to 2 plus their warrior level.  Worgs are used only as mounts for the goblin warriors, although they may fight on their own after their riders are dispatched.  Use the standard Monster Manual entry, and see Mounted Combat in the Player’s Handbook (p. 138) as well as the Ride skill and Mounted Combat feat.





Each goblin is CR ½ (CR 1 if a 2nd-level warrior, plus one per additional level).  Each worg is always CR 2.





Bugbears (three of them) lead the goblin troop.  In addition to possessing standard bugbear traits, they are also at least 1st-level warriors; for every five full levels that the total character level of the party exceeds ten, they gain another warrior level.  The bugbears also possess one more feat (Weapon Focus for their morning stars).





Each bugbear is CR 3 (plus one per warrior level above 2).





Doppleganger is a unique encounter in this module, posing as the village steward Wentworth.  In addition to possessing standard doppleganger traits, it also possesses a number of levels in the assassin prestige class (DMG, p. 29) equal to the average party level (total levels divided by number of characters, round down).  Regardless of level, it possesses only one extra feat (Improved Unarmed Strike).  It will also possess a number of extra ranks in any needed skill equal to its assassin level.  It is Neutral Evil.





The dopplerganger-assassin is CR 3, plus one per assassin level.





Sorcerer Gul Forson is also a unique encounter in this module.  Forson possesses a number of levels in the sorcerer class equal to one plus the highest character level in the party.  He is a Neutral Evil human.  His ability scores are STR 12, DEX 13, CON 9, INT 12, WIS 12, CHA 15.  He begins with the feats Improved Initiative and Combat Casting (and will gain Silent Spell and Still Spell, if his level permits).  He possesses a number of ranks in any class skill equal to two plus his sorcerer level, half that in any other needed skill.  He wears Bracers of Armor (+3), a Cloak of Resistance (+3), and a Brooch of Shielding (18 points already used).  His exact spell power will very with the challenge level of the party—his favorite spells are Ray of Frost, Daze, Shield, Magic Missile, Melf’s Acid Arrow, Mirror Image, Summon Monster III, and Hold Person.





The sorcerer is CR 1, plus one per sorcerer level.





Scene 1:  To Timberhaven








The life of an adventurer isn’t always exciting.  Sometimes even the best adventurers find themselves compelled to accept mundane jobs.  After spending the past many days in town fruitlessly waiting for an exciting opportunity to present itself, you were approached by the wine merchant Ian Becket.  “I need a squad of adventurers to escort my caravan to the village of Timberhaven, about ten miles through the woods to the east,” he explains.  “I produce the wine here in town, but the bulk of my profits come from selling casks to the Timberhaven villagers.  I’m setting off at sunrise tomorrow, and I’ll pay each of you twenty gold coins if you get me and my wagon safely to Timberhaven.”





Without any other prospects, you decide to take the offered job.  Setting out at sunrise, you lead Becket through the forest trail east to Timberhaven.  The wine merchant sits at the front of his small wagon pulled by two ponies.  He trusts you to keep an eye out for bandits or for the goblins that occasionally prey upon travelers in these woods.  Even though you set out early in the morning, the thick forest growth blocks out the brightness of the rising sun.  By mid-day you estimate you are nearly half-way to Timberhaven.





Suddenly, trees and undergrowth are snapped and trampled by a number of large wolves!  Mounted on their backs are fearsome-looking goblins, brandishing morning stars as they rapidly pour out of the woods and descend upon the forest path.�
�






The attack consists of two mounted goblin warriors plus one more for every two full characters in the Heroes’ party.  The goblin warriors and their worg mounts appear thirty feet north of the caravan’s position; they are attacking in close order (side by side), and begin inside the cover of the forest (the light foliage counts as one-quarter concealment, providing a 10% miss chance which is negated by lowlight vision or darkvision).  The party may be surprised by this attack (each character must make a Spot or Listen check at DC 15).  The goblins will only fight until one of them (or their mounts) is seriously wounded.  At such a point, they will flee back to the north after one of them shouts in goblin, “Not worth the loss!  Back to the group, plenty of wine soon enough.”





Becket will try to push his ponies to top speed and flee east down the path while the Heroes fight the monsters.  The party can quickly catch up to him after the battle.  If any goblins are killed and their bodies searched, each carries 2d6 gp and 1d10 x 5 sp.


























Scene 2:  Arriving in Timberhaven








After overcoming the sudden goblin assault and catching up to Becket’s wagon, you continue the journey to Timberhaven.  Within a few hours, the forest begins to thin out and the village is visible in the distance.  By the late afternoon, you reach Timberhaven’s west gate.  The village is lightly fortified, surrounded by a fifteen-foot high wooden palisade close to three hundred feet in length along each side.  Wooden watch towers twenty-five feet in height guard each of the four corners.  Becket casually mentions to you that perhaps five hundred people live in and around the village, half within the walls and half on small farms in the clear-cut land just to the south.





As you pass through the gate, you notice it is watched by a solitary village guard; he is only lightly armed (wearing only padded armor and carrying a light crossbow) and strikes you as sleepy-eyed, bored, and undisciplined.  The watch towers in the northwest and southwest corners are also visible as you reach the gate, each occupied by a pair of similar guards.  Apparently, Timberhaven hasn’t faced any outside threats in quite a while.  After all, it isn’t very far from larger and more powerful Oakhurst.





Suddenly, a boisterous voice rings out from the entrance of the High Oak Tavern.  “Ho there, Merchant Becket, I see you’ve brought us more cheer!”  The speaker is a bald middle-aged man, round-faced and pot-bellied, in fine robes.  By his side is a taller, thinner gray-haired man.  Leaning against the tavern door is a younger man in leather armor and carrying a long sword, who follows them only reluctantly.  Becket waves to them as they approach.  “Aye, Alderman Grayson,” he says to the fat man with a smile, “I know how much of my cheer you drink.”  Becket gestures to the thin man and adds, “Steward Wentworth mentioned your need when he rode to Oakhurst a fortnight ago.  I came to your rescue as soon as I could find some stalwart souls to escort me here.  Unlike your good steward, I do not have the nerve to ride through the forest by myself.”





Wentworth smiles weakly but says nothing.  Alderman Grayson looses a hearty chuckle and eyes your group up and down.  “So then, whom do we have here?”�
�



The Alderman (mayor) of the village is only being sociable and really has no interest in the Heroes.  Wentworth is a bit of a cold-fish and speaks only when spoken to.  The young soldier is Pharus (Human, NG, Warrior level 2), sergeant of the village watch; he seems only mildly more professional than the guards he commands.  While the group chats, an elderly man wearing robes and bearing the holy symbol of Pelor will emerge from the marketplace and greet those assembled; he is Borinus (Human, NG, Cleric level 3), head priest of the village shrine.  The conversation should quickly end—the Alderman, Steward, and Sergeant returning to the inn, while Borinus heads to the shrine.





As a side note, the dopplerganger followed Wentworth on his trip to Oakhurst two weeks ago, ambushing him on his way back to Timberhaven, killing him, then taking his place.





“It will take me the rest of the day to sell my wine and gather your payment,” Becket informs you as you enter the village.  “I will pay for your lodging at the High Oak Inn tonight, and tomorrow morning you can depart to wherever you wish.  Why don’t you relax at the Little Yew Tavern, and I will meet you there shortly after nightfall.  I’ll have your money then.”





As Becket turns his wagon south to the village’s small marketplace, you follow his suggestion and make your way to the Little Yew Tavern.  The village is quite bustling, although most of the people you pass are wrapping up the workday and heading to their homes.  You turn south just past the mostly empty village stable and stroll towards the small tavern just inside Timberhaven’s south gate.  You notice a small group of people doing business outside the village warehouse, everyone addressing a short, pudgy man whom they call Dar Cooper, apparently the building’s keeper.  One of the men doing business with him is a tall, burly man you hear addressed as Pol Miller, undoubtedly the village miller and keeper of the nearby granary.  You attract a few stares as you pass the group, although the men manage to offer you polite nods in greeting as they detect you have noticed their staring.





Soon you reach the Little Yew Tavern.  Stepping inside, you are greeted by the barkeep, a short but muscled and broadly built man.  “Hail travelers,” he roars with a smile, “I am Tom Bray, welcome to my tavern.”  He swats his hand at a lovely red-haired girl and says, “Hurry Varina, find out what our visitors want to quench their thirst.”�
�



The small tavern is currently occupied only by a handful of farmers from outside the village walls.  As the hours pass, more and more men will arrive to get drunk.  Eventually, dusk will come and the Heroes will notice there is no sign of Becket.








Wind Direction:





Because the worgs who will be involved in the very next scene possess the scent ability, wind direction will play an important role.  You may want to allow heroes with Intuit Direction, Knowledge (nature), or Wilderness Lore make a check (DC 10) to notice the direction from which the wind is blowing.  The actual direction from which the wind is blowing must be determined by the DM.  If you wish to favor the heroes, you can simply decide that it automatically blows from the northeast (meaning that, since the heroes will must likely be advancing from the south of the village to the north, they will usually be downwind of the worgs); if you wish to make the module harder for the heroes, you can simply decide that it blows from the southwest (meaning that the heroes will usually be upwind of the worgs).  Another possibility is to determine wind direction randomly:  roll 1d8, and a roll of 1 corresponds with due north, 2 with NW, 3 with due east, 4 with SE, 5 with due south, 6 with SW, 7 with due west, and 8 with NW.





The heroes will never be able to surprise worgs if they approach upwind from them.





Scene 3:  Assault on Timberhaven!





This scene is best run as a continuous, real-time (within reason) tactical encounter.  The enemy forces should respond to the party’s actions, and multiple combats may occur in short order as different groups of opponents reach the heroes.





Gul Forson and the Wentworth doppleganger are unique encounters, found only in a particular area (the Steward’s house).  The three bugbears are also set encounters, found in specific areas.  The goblin worg-riders, however, require more DM control and discretion.  The exact number of goblins and worgs taking part in this scene depends on the size of the party—there will be five goblins (and worg mounts) per character in the Heroes’ party.  However, the goblins and worgs are divided between many different areas, and it is up to the DM to decide how many are in any one particular area at any one particular time as well as where they move in response to what the heroes are doing.





It is now well after dusk, and the tavern is getting more crowded.  Most of the men are local farmers from the countryside, and they are already roaring drunk.  Poor Varina is busy serving them, suffering no shortage of gropes and fondles as she passes.  One particularly clumsy fondling causes Varina to drop a serving tray, the clay mugs shattering as they hit the floor.  Suddenly, the tavern door explodes open—literally!  It is smashed open, flying off its hinges and breaking in two from impact.  The tavern is in chaos, with drunk farmers scattering to the sides and rear of the room.  Bursting through the door is a group of snarling worgs and shrieking goblins—just like the ones that attacked you in the woods earlier today!  Your party are the only armed men in the tavern, and the invaders seem to focus on you almost instantly…�
�



This is just a small band of looters—only one goblin (and worg) for every two members of the heroes’ party is recommended (minimum 2).  They entered the tavern to kill and loot, not expecting to find armed adventurers.  They will flee if things go badly for them.  The heroes would be foolish to allow these foes to escape and warn the other invaders.  After winning this fight, the heroes will probably step outside the tavern to investigate.





During the chaos of combat, all tavern’s occupants either hide or flee the building.  No one is in sight inside the tavern now.  Outside the tavern, chaos also reigns.  Dozens of people are running in panic, not stopping for anything.  You infer that some people in the distance are rushing towards the west gate; closer by, you see many people running out through the south gate, which is unguarded and flung wide open.





The sun is only a faint glow along the horizon, and moderate darkness fills the sky.  Pockets of light flicker inside Timberhaven from fires burning in the distance—you guess that a number of buildings in the north side of the village are on fire, and less than two hundred feet west of your position the village’s southwest watch tower is in flames.  Even in this dim and uneven light, however, you see dead bodies littering the ground around the stables, the warehouse, and the village center.  What do you do?�
�



There are no other attackers in sight near the tavern or the south gate.  If the heroes try to flee out the south gate, they will be confronted by wailing village women begging the armed men to go back in and save their homes and families.  The party has a number of possible courses of action, based on which map areas they wish to investigate.  Each area may contain enemies or possibly those willing to help. The rows of unlabeled buildings in the northern section of the village are individual houses, many of them burning; there is nothing of importance to the adventure inside these huts, merely hiding or cowering villagers and bodies of the goblins’ victims.  Eventually, they should make their way to the Alderman’s house (perhaps some villagers they save in another area will encourage them to check out his house and see if he is still alive).  However, the heroes should always proceed carefully—the goblins have darkvision and worgs have scent (so the heroes should try to stay downwind of them), and the party’s movements through Timberhaven could draw enemy attacks (DM’s discretion).  The enemies will not necessarily fight to the death—especially the goblin worg-riders will be more likely to flee through one of the gates and run off into the woods if badly hurt.





As this scene begins, it is after dusk—moderate darkness provides one-quarter concealment outside of the range of a direct light source.  After an hour’s time, nightfall comes and the darkness provides one-half concealment.  Lowlight vision decreases the effective concealment by one step (one-half becomes one-quarter, etc.), and darkvision negates the penalty entirely.  Nearby burning buildings act as double-range torches.





The map areas are detailed here in alphabetical order:





Alderman’s House:





You approach the largest home in the village, a grand two-story affair that would stand out as a quality building in even a large town.  In Timberhaven, where most homes are merely one-story huts, it outclasses all other buildings.  From a distance, the Alderman’s house does not appear damaged, but as you draw closer you notice that some of the shutters have been pulled off and that the front door has been smashed open.�
�



If the heroes use Search inside the house, they will find an old serving woman hiding under a pile of clothes in the upper level.  If the heroes do not think to search, then you might allow a Spot or Listen check (to see the clothes tremble, or hear her wimpering).  The old woman’s name is Marya, and the heroes will need to calm her first.





After calming the terrified old woman, you get her to reveal that her name is Marya.  She has been a serving woman in the Alderman’s house since her childhood, helping to care for the past three Aldermen.  “Merciful Pelor!” she exclaims, “I was certain you were those horrible brutes come back to finish me off!”  You convince her that you are not part of the goblins’ war party and slowly elicit an account of events from her.





“Gul Forson, it was!” she states emphatically.  “Even though it was, oh, fifteen years since I last seen him, and he was ere but a child then, I recognized him immediately.  Looks like his slain wicked father, he does.”  You explain that you are travelers and know nothing of Timberhaven’s past.  “Oh, truly?  Then you do not know that Old Forson tried to seize the office of Alderman fifteen years ago this very night.  The Forsons and the Graysons have long competed for the office of Alderman, but the Graysons had come out on top for many years.  But Old Forson gathered a small band of followers and tried to overthrow Old Grayson by force of arms.  Nay, the villagers would have none of it and rallied around Old Grayson.  Old Forson was killed in the fighting, his followers scattered, and his family exiled from Timberhaven.  Young Gul Forson swore revenge that night, but since he was only a child no one paid him any heed.  It was said that the child later apprenticed himself to a vicious old warlock of the north woods, learning his dark craft.  I suppose the story was true!”





Finally, you manage to get Marya to explain how this relates to the current situation.  “Oh bless me,” she gasps, “here I was boring you with our old history.  But it was Gul Forson who forced his way into the house, accompanied by the biggest, more horrible brute I had have seen!  Together they captured and bound the Alderman.  I hid under these clothes to save my life, but as they carried the Alderman off I heard Young Forson say they would take him to the Steward’s house.  Why there, I cannot imagine!  Oh, poor Wentworth!”�
�



Marya is at her wit’s end and knows little else.  She will go back to hiding.





Baker’s Shop:





You smell the bakery sooner than you see it clearly.  The building, nestled near the marketplace in the west side of the village, has clearly been ransacked.  You see the slaughtered body of the baker lying just outside the shop’s door.  Through the smashed portal, you see a couple of shadowy figures ransacking the interior.�
�



The figures are goblin warriors (2), gorging themselves on bread and pastries.  Their worgs are hiding on the opposite side of the building.  The heroes may gain surprise.





Barracks, Northwest:





The northwestern section of the village is all aglow thanks to the northern barracks, the building casting flickering light as it burns wildly.  As for the guards, you suspect that some have suffered a gruesome death inside the conflagration; at least two of them managed to escape, though, and their slain corpses lie near the southeast corner.�
�



Although there are no signs of life here, observant heroes might notice a large group of worgs and their riders fifty feet to the north of the burned barracks, by the watchtower.





Barracks, Southeast:





This part of the village seems to have not suffered much damage yet.  Light from distant burning buildings is rather faint here.  Still, you can tell the southern barracks is not yet damaged.  The long, broad single-floor thatched building still stands, its doors barricaded and window shutters pulled shut.  Circling the building, apparently oblivious to your approach, are a number of goblin worg-riders; they brandish javelins, morning stars, and fiery torches as they close in on the building.  One particularly bulky goblin stands on foot, seeming to direct the action with a series of curt, guttural commands.�
�



This is a sizable band of attackers—at least one goblin (and worg) for every member of the heroes’ party is recommended (minimum 4).  One of the three bugbears is also with this group.  The heroes will very likely be able to gain surprise if they are at all stealthy.  The men inside the barracks will make no effort to help in the battle, but they will open up the doors after the attackers have been slain.





When the last of the goblin attackers have been overcome, the doors to the barracks slowly open.  A soldier sticks his head out, trying to figure out who saved the barracks.  It is the village sergeant, Pharus.  “It’s you!” he exclaims.  “Well, uh, we are most grateful for your assistance.  We’ve been battling these filthy creatures, or, well, holding out against their assault, uh, since they first stormed through the west gate.”  He then points over his shoulder to the southeast watch tower and adds, “I have two men up there, and two inside with me.  I think we can hold the southern district until the goblins grow tired and leave.  We appreciate your aid, but you should escape through the south gate while you can and return to your homes.”�
�



Pharus and the guards seem most reluctant to take any part in the fighting.  However, if the heroes can convince him that the Alderman still lives and that there is a chance of saving the village, he will lead his men into the fight.  He may or may not pull his two men from the watch tower, as the heroes recommend.  (Heroes might try using Diplomacy at DC 12 or Bluff at DC 14 to win Pharus over.)  





Pharus is a 2nd-level Warrior (with a chain shirt, a small steel shield, and a long sword), and his guards are 1st-level (with padded armor, daggers, and light crossbows).  Rather than rolling them as separate combatants, simply allow the presence of Pharus to negate one goblin and worg in a battle and every two guards to negate one goblin and worg (they skirmish with them and chase them off); one guard will perish in each such an exchange, and Pharus will be wounded the first time he is so used and killed after the second time.





Forge/Smithy:





The Forge and Smithy are located right next to each other, tucked into the southwestern corner of the village.  The entrances to both buildings face opposite each other, probably so the smithy and walk out of the forge carrying a load and immediately enter his shop by the shortest route.  Tonight, however, such convenience only seems to help the looters.  Worgs and goblins swarm in between the two buildings, milling back and forth with valuable ironworks they hope to carry off as plunder.  This area is somewhat well-lit thanks to the leaping flames emanating from the southwest watch tower.�
�



This is a medium-sized group of enemies, one goblin (and worg) plus at least one for every two members of the heroes’ party (minimum 3).  Due to their open position and the light of the burning tower, surprise will be difficult (but possible for stealthy heroes).





Grain Mill:





You see the motion of the mill’s large arms spinning in the wind before you see much else of this little tower-like building.  Although everything is dark, you do not notice any foes nearby or another other signs of activity.  You do not hear the sound of mill stones working inside, so perhaps the mill is abandoned.�
�



Indeed, the mill is abandoned.  Grain and flour stores have also been emptied out.





Granary:





You notice that the tall silo with pulley-operated loading docks is totally closed off as you approach.  There is a very large double door on the western side of the silo, and it too seems closed up tightly.  Along the north side of the silo is a small group of goblins and worgs, noticeable by the flickering torches they carry.  They must be debating whether simply to torch the granary or to force their way in and steal the grain stores.�
�



This is just a small band of looters—only one goblin (and worg) for every two members of the heroes’ party is recommended (minimum 2).  They may be surprised with stealth.





High Oak Inn:





This two-story L-shaped building has been barricaded against the goblin invasion.  The travelers staying inside have thrown up piles of debris in front of the entryways, and the doors have been fastened shut.  The shutters of most windows are also closed tight, although a few are open a crack and armed men (probably the residents of those rooms) can be seen peeking out at the chaos in the streets below.�
�



The goblins have not yet bothered with the defensible inn, preferring to take out the towers or sack the shops first.  The innkeeper (Moran Brewer) can be convinced (Diplomacy check at DC 10) to open the doors to the Heroes if they are seeking sanctuary.  The inn is crowded with perhaps two-dozen refugees, including Ian Becket.  There are only a couple armed men, and no one will leave the inn to help fight outside.





Lumber Mill:





This long, one-story rectangular building is close to the south gate of the village, which the goblins apparently have not yet attacked.  The lumber mill also looks untouched, although the water-wheel is motionless and the building is totally silent.�
�



The mill has been abandoned.  Only stacks of unprocessed logs remain inside.





Marketplace:





A flimsy wooden fence encloses an area perhaps 50 feet by 70 feet.  There are no shortage of openings in the fence permitting passage inside.  In the open area contained within the fence, tents and small wooden stalls are set up by the dozen.  Naturally, at this time of night they are all closed.  If any trader had been here when the attack began, they have certainly long fled or have been already killed.�
�



There are no goods left in here without traders to sell them.  If you feel this adventure is going too easy for the heroes, you can insert an encounter with a scavenging Dire Boar here (it can be a pet of the bugbears brought along).





River Access Chute:





Located about half-way along the east palisade is a 5 foot-by-5 foot shaft covered by a hinged panel.  The shaft turns into a chute which slopes down to the river below, allowing the villagers to dump sewage and other waste products conveniently.  However, as you draw closer you see that the panel has been pushed inwards and knocked off its hinges.  The wood planks in the palisade by the small opening have been torn off, widening the passage through the wooden wall.�
�



A small goblin war-party (one goblin and worg if the party numbers fewer than four members, two if it numbers more than four) is still guarding this point at which they first breached the village’s defenses.  The enemy will likely attack with surprise (hurling javelins) unless the party makes a Spot or Listen check (DC 15).





Shrine to Pelor:





Located in the center of the village, this Shrine to Pelor was once a fine architectural achievement for a settlement as small as Timberhaven.  But now, it is a flaming wreck.  The four small cells (single-room stone buildings serving as a home to a priest) along the east side of the burning shrine still stand, lit up by the bright glow of the flames.  You spot multiple figures patrolling the cells, as if they have prisoners trapped inside.�
�



The figures are those of a large war party—one goblin (and worg) for every member of the heroes’ party.  Because of the bright flames (treat this area as full, normal light), surprise will be difficult for all but the stealthiest party.  Unlike many of the goblins in this city, these goblins fighting under the command of this bugbear will not flee unless he flees first.  The goblins will take advantage of cover, hurling javelins from behind the stone cells.  A clever party may try to lure the worg-riders away with hit-and-run tactics.





Inside the cells are the village head priest Borinus and his three apprentices.  If rescued from their captures, they will be more than happy to offer their healing services to the party—Borinus is a 3rd-level cleric of Pelor (Spells per Day 4/4/3), his apprentices are 1st level (Spells per Day 3/2), and all have Healing as their domain spell.  The priests will then do their best to fight the fire consuming the shrine and will not join the battle.





Stables:





This long, thin rectangular building is not yet damaged, although all the broad double doors have been thrown open.  The smell of horses is still fresh, and the hay is still damp upon the trampled ground.  There once were many mounts stabled inside, but they have long since been released (and presumably ridden) by fleeing villagers.�
�



A small group of up to two goblins and worgs might still be inside the stable.





Steward’s House:





The Steward’s residence is the second-best house in the village, a noticeable step down in quality from the nearby Alderman’s mansion.  The Steward’s house only one story and would not stand out in most small towns—it is a straightforward wood-and-thatch affair.  Unlike most houses in Timberhaven, this one is untouched.  The shutters are closed up, as is the building’s one door (along the west wall).�
�



The door is barred closed from the inside (DC 18 to force open, Hardness 5, HP 15).  The shutters are far weaker and can be easily hacked open.  If the Heroes break in…





The interior of the Steward’s residence is a single long room, filled with basic villager furnishings (bed, wood stove, and the like), although of a slightly higher quality.  Bound tightly by ropes and lying helplessly on the floor is a terrified Alderman Grayson.  Towering over him and gloating with savage glee is a tall, thin, muscular young man in long brown robes with a flowing gray cloak.  In front of him is a particularly large, muscled goblin-like creature.  Flanking this pair is Wentworth, who immediately notices your arrival on the premises.  Wentworth drops to his knees, throwing his hands up in the air.  “Save me!” he shouts to you, “They forced me to help them!”  The robed man and his brute bodyguard immediately face you, preparing to attack!�
�



One of the three bugbears is here, serving as Forson’s bodyguard.  The bugbear (with a +1 large steel shield) tries to block the heroes from reaching Forson.  The sorcerer will keep his distance, using his mag
