The Scourge of Ekkert’s Gorge

by Chad Lubrecht

An introductory adventure for Fantasy Roleplaying (v3.5) 

For 4 Level 1 Characters

All of this content is OGL compliant, no content is reserved as product identity.

Overview

A small town on the edges of the human Empire of Belfiad has been struck by a series of strange livestock mutilations.  Apparently the work of no animal, the mutilations are accompanied by a strange eerie light on the horizon in the woods to the south. Investigating the light uncovers the work of a sick man channeling an ancient foe.

The town of Ekkert’s Gorge

Ekkert’s Gorge, named for a deep ravine in the Zakath’s Run river, is a farming community and trading center in southeast Tirone on the outskirts of the Belfiad Empire. It is the site of a stone bridge providing access to the goblin lands across the river, and a common stop by the reclusive elves to the south.

The river has carved out a canyon here, which drops thirty feet from rocky cliffs to a rapids torn river. This is the furthest north the river is navigable and many barges  from the south stop here to unload their goods on to caravans for the trip north.

The Great Gorge Bridge is a rock formation crossing over the gorge itself. Over the years it has been worn by weather and looks as natural as the cliffs it connect, but it was originally built by ancient elven wizards to promote trade with the east.

The goblin tribes to the east have been problematic for Ekkert’s Gorge and the people of Belfiad in general in the past. But, since the last goblin wars 300 years ago, there has been a great increase in peaceful trade with the goblins. The rest of Belfiad still prefers not to deal directly with goblins, so towns like Ekkert’s Gorge profit greatly from trade. The Hilgo family and the Figdarrows have both built a small fortune over the years buying from the goblins and shipping goods north to the Free City of Tirone or south to the elven lands for sale.

The Weslien elves to the south still remember the vicious Three Races war that pit the elves against the humans and dwarves (the humans have largely forgotten), and still hold the humans with a measure of disdain and distrust, but as they refuse to deal directly with goblins they trade extensively with the people of Ekkert’s Gorge.

People of Ekkert’s Gorge

Ekkert’s Gorge is a town of about 1200 people, mostly humans but with a community of about 100 halflings living in a neighborhood known as “The Burrow”

Mayor Hugo Smithy – Human Aristocrat 1 – The son of the town’s old blacksmith, Hugo Smithy is the mayor and judge of Ekkert’s Gorge. He abandoned his father’s trade for public service and made strong friends with the Ekkertson family and the church. He served as the former mayor’s personal assistant for many years before being elected mayor 2 years ago when Derby Ekkertson passed away. He is not well liked by the Hilgo family, who complain of increased taxes on trade passing through the town. He wears his black hair trimmed short, and his muscled arms reflect his hobby of dabbling as a blacksmith.

Captain Litros Strongarm – Human Fighter 3 – Litros Strongarm is the captain of the guard. He commands a small force of 12 guardsmen, including his second-in-command Sgt. Barley.  While on duty, Strongarm is an imposing site in shining plate armor carrying a greatsword, in contrast to the lighter arms of most of his men. In his office he is a friendly, talkative man, showing signs of age in his graying blonde hair and muscle slowing going to flab.

Sergeant Barley – Halfling Warrior 5 – Captain Strongarm’s second in command, Barley is in charge of keeping the guardsmen fit and well trained, and also serves as the town’s sheriff. In his sheriff duties, he often argues with the Hilgo family over collecting taxes. Short and compact, out of towners at first may find the young warrior a humorous site in his chain armor, sword and shield, but anyone who gives him trouble will quickly find he is quite skilled at what he does.

Revered Brother Dannick Ross – Human Cleric (Quolen) 3 – The local priest of the Goddess of Life, Quolen. Brother Danny is a quiet man, slouched and balding in his simple grey robes. But his simple humble life makes him well liked by most of the townsfolk, as does his eagerness to help any sick or injured. His flock may not realize it, but he still remembers  the lessons in self-defense his mentors gave him and he won’t hesitate to use his walking staff to defend himself or any of his charges, if the need arises.

Dane Hilgo-Ekkertson – Expert 2, Aristocrat 1 – The Hilgo family owns the largest trading company working out of Ekkert’s Gorge, and are a branch of a large family of traders in Tirone City. Roger Hilgo (Dane’s father) married into the Ekkertson family and gave Dane the combined Hilgo-Ekkertson name to take advantage of the prestige of the founder’s family. Dane is a slick, well-dressed, well-spoken young man. He is used to the comforts his money buys and expects the respect his name commands. He is tall and thin, with dark brown hair. He is a little self-conscious of the large nose his Ekkertson heritage gave him, but all the girls in town agree he is a quite handsome man.

Dandro and Wigs Figdarrow – Gnome Expert 4, Adept 1, Wizard 1, Bard 3 and Gnome Expert 2,  Sorceror 3, Bard 1 – Dandro and his wife are renowned jacks of all trades. They are nrw residents of Ekkert’s Gorge, having moved here only last year with a potion brewing business. A font of a wide variety of knowledge, and much more personable than the local sage Old Man Higgins. They dabble in jewelry crafting and goldsmithing, and manage an unprofitable trading company (they like the interesting things it brings into town. The Hilgo family complains constantly about them undercutting their business).

Strange Happenings

For months now, the mostly peaceful town has been disturbed by wailing sounds at night, apparently originating from the south. Some of the town's younger folk have ventured out to investigate, but returned with vague claims of skeletal beasts.

Just last week, some of the farmers to the south have reported missing and mutilated livestock. The dead animals have been torn apart in a manner unlike any known predators. Bones were removed, along with hearts and bodies were drained of blood. Certainly not wolves, or even goblins. The events happened on a night when the wailing was accompanied by a red glow above the treetops to the south

Mayor Hugo Smithy asks the PCs to help. Seeking out characters who live in Ekkert’s Gorge because they’ve built a reputation as skilled and reliable people, and out-of-towners because travelers always impress him. 

“I've heard that you were sturdy reliable folk. We’ve got a problem and I’d like you to consider offering assistance.  Our farmers south of town are getting hit hard by a recent series of livestock deaths. Not your normal wolves killing stray sheep either, cattle and sheep have all their bones ripped out, the meat left almost untouched, if what they say’s to be believed. I need someone to go have a look, but I can't spare any of the guard. If whatever’s killing the animals keeps coming north into town, I’ll need every man I have. Farmer Egan’s been the hardest hit, and has pressured me to do something.”

Accompanying Mayor Smithy is Revered Brother Dannick Ross (Brother Danny). If the players are reluctant to help, he’ll offer encouragement.

“These are good men and women who can’t afford to be losing so many animals. When winter comes ‘round, many of them are going to find themselves hungry. And a lack of animals will leave many tables in Ekkert’s Gorge a lighter as meat prices go up. Worse, though, the animals may just be the beginning, I fear there may be a danger to the whole town brewing here. If you cannot be enticed to help by the goodness of your heart, the Mayor and I have rounded up a small reward for you, if you put an end to the disturbance.”

The first offer of a reward is 50 gold pieces, but they actually have 100 gold pieces available if a character wins a diplomacy check vs. the mayor (the mayor has diplomacy +8). 

In addition, the Church of Quolen can offer some potions to aid the party if they accept.

“We are a small church around these parts, as you know, so we do not have a lot of the resources that they have in larger towns, but I searched around in our vault and found these. If any of you are badly injured, drink one of these potions. It will help to close the worst of your wounds and Quolen willing keep you alive.”

He provides the party with 4 potions of Cure Light Wounds. If anyone wants more, he can sell them up to two for a donation of 50 gp each.

Farmer Egan

The Egan farm is a mile south of town, a fairly prosperous looking farmstead with cornfields a barn and a two story farmhouse along with some fenced in sheep. Farmer Egan lives here with his wife and three sons. He is excited to see the heroes, glad that the Mayor finally sent some help.

“For about a week now, every morning I’ve gone out to check the animals and every time there’s a couple of sheep lying dead. Strangest thing, ain’t no wolf attack, none of the meat’s been eaten. But all the bones are gone, and the heart and it’s dry like all the blood’s been drained out. My son Rogan stayed up last night,says he saw something creeping onto the fields from down south, with a red glow coming over the treetops. He got scared and ran back inside, so didn’t get a close look at what’s going on. I came out for a look, and there’s definitely some tracks leading back down south from the dead animals. This keeps up I’m going to run out of sheep. Won’t be able to feed the family or have any wool in sell in town. Been begging Mayor Smithy to do something about it. You folk here to put a stop to it?

There are clear tracks leading from the farm, as Egan says. But as they reach the woods it becomes difficult to track. A ranger or a character with the Track feat can follow the tracks easily with a DC 10 Survival check. The tracks will lead to the Ruined Fortress (see below). If the party has no trained trackers, they can hire Jax (Human Ranger 2), a scout for the town guard, who can follow the tracks for 10 gp. Jax will refuse to help investigate the fortress though. “You’re not paying me enough for that. My job’s dangerous enough dealing with bandits and rabid wolves.”

Alternatively, if the party chooses to wait out the night and follow the animal mutilators, they’ll find Egan’s story was true. A red glow comes from over the tree tops, accompanied by a wailing noise. Two skeletal creatures creep onto the fields, kill a sheep and butcher it strangely. They can easily be followed back to the fortress.
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Ruined Fortress

The tracks (or the skeletons) lead the party through the woods to a clearing at the edge of the gorge where the ruins of a fortress stand. Most of the exterior walls have fallen, along with all but one of the interior buildings. A tower still stands precariously in the northwest. A rotted wood and metal door once blocked access to the interior, but it now hangs open.

The Tower

This thirty foot tall tower is one of only two building still standing . It is still connected to remnants of the wall, and has numerous holes in the stone sides. Inside is a rotting wooden staircase spiraling up to the roof. A single skeleton (human warrior skeleton, see MM pg 226) waits in the shadows to protect it from intruders. It is humanoid in form, but the arms and legs seem to be the wrong proportions, and the head is shaped more like a goat skull than a human.

BEAST SKELETON (MEDIUM)

Medium Undead

Hit Dice: 1d12 (6 hp)

Initiative: +5

Speed: 30' (6 squares)

Armor Class: 13 (+1 dex, +2 natural), touch 11, flatfooted 12

Base Attack/Grapple: +0/+1

Attack: Spear +1 melee (1d8 +1/x3) or claw +1 melee(1d4+1)

Full Attack: Spear +1 melee (1d8 +1/x3) or 2 claws +2 melee (1d4+1)

Special Qualities: Damage Reduction 5/Bludgeoning, darkvision 60 ft, immunity to cold, undead traits

Saves: Fort +0, Ref +1, Will +2

Abilities: Str 13, Dex 13, Con -, Int -, Wis 10, Cha 1

Feats: Improved Initiative

CR: 1

Alignment: Always Chaotic Evil

If anyone attempts to climb the stairs, they will break 10 feet up. Reflex check DC 10 to avoid falling for 1d6 damage. There are stone supports for the stairs that will support weight. A DC 15  search check will verify that the steps are too weak to support a medium character.

A trap door at the top of the stairs opens to an open air roof. There is a small wooden tripedal stand here (2 feet tall, with a shallow bowl in the center), and a sturdy wooden with cushion. The chair and the stand look much newer than the rest of the fortress.

The Stable

This building was once a stable, as evidence by the horse skeletons buried by under remains of the wall. These are just normal skeletons, not undead, and will not attack.

The Barracks

The other standing building appears to have been recently repaired. The door is solid and latched shut, but not locked. Inside are a bed, a weapon rack (three medium, and 2 small spears), a chest (full of moldy clothes sized for goblins, a small sack of 100 silver coins, and a small piece of blue quartz (5gp)). The rug on the floor looks new and well-made (worth 5 gp). A DC 10 search check, or any attempt to move the rug will reveal a trap door underneath.

If the party can’t find the trap door, eventually a pair of skeletons (as in The Tower) will emerge from the trap door and attack.
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The Lower Levels

1) Barracks

The trap door reveals steps leading down to another barracks room. It is lit by lanterns in three corners and features 2 beds and 2 chests (same contents as above, except one has an ivory statue of a wolf worth 55gp). Unless the group made an effort to be quiet while exploring the room above, there are two goblins armed with spears here ready to attack. (If the group was being stealthy, the goblins are asleep).  2 more goblins are standing outside the door, and will join the combat on the second round.

Goblin

Small Humanoid

Hit Dice: 1d8 +1 (5 hp)

Initiative: +1

Speed: 30' (6 squares)

Armor Class: 15 (+1 size, +1 dex, +3 studded leather), touch 12, flatfooted 14

Base Attack/Grapple: +1/-3

Attack: Spear +2 melee (1d6/x3) or Shortsword +2 melee(1d6/19-20) or Darts +3 ranged (1d3)

Special Qualities: Darkvision 60 ft

Saves: Fort +3, Ref +1, Will -1

Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6

CR: 1/2

Alignment: Usually Neutral Evil

2) Sorceror’s Room

This room is more finally decorated than the barracks. There is a bed, a chest and a worktable.  A goblin sorcerer (Figgit) waits here with a pair of skeleton guards. On the second round of combat, the skeletons from area 3 will join (if they haven’t already been defeated)

Figgit: Goblin Sorceror 1

Small Humanoid

Hit Dice: 1d4 + 4 (8 hp)

Initiative: +2

Speed: 30' (6 squares)

Armor Class: 13 (+1 size, +2 dex), touch 13, flatfooted 11

Base Attack/Grapple: +1/-5

Attack: Spear +1 melee (1d6 -1x3), Sling +3 ranged (1d3 -1)

Special Qualities: Darkvision 60 ft, Spells

Saves: Fort +1, Ref +2, Will +4

Abilities: Str 8, Dex 14, Con 12, Int 10, Wis 14, Cha 16

Feats: Toughness

CR: 1

Alignment: Chaotic Evil

Spells: CL 1 +0 melee touch, +3 ranged touch

1 (DC 14, 4/day): Mage Armor, Magic Missile

0 (DC 13, 5/day): Daze, Detect Magic, Mage Hand, Mending

Skills: Craft: Alchemy +2, Hide +6, Jump -7, Know: Arcana +2, Move Silently +6, Ride +6, Spellcraft +4

The chest contains small robes, a pair of books (one on goblin mythology, one on magical theory, both written in goblin), a scroll of Magic Missile and 2 potions of Cure Light Wounds). On the worktable are a pair of candles, a stack of parchment and a gemmed silver chalice (worth 100 gp)

3) Prison Cells

There are four cells here closed off iron-barred doors. Each cell contains rotten hay and rat-infested bedding. The closer two cells each house a skeleton (Spot DC 12 to notice they’re undead), who will attack when approached.

4) Training Hall

This looks like a training gym. In contrast to the rest of the underground complex, the floor is covered in wooden planks and scattered with hay, and the walls and ceilings in wood and plaster. The wood and plaster show signs of damage from weapons and bodily impacts. Three old tapestries hang from the wall, depicting scenes of battle (worth 5 gp each).

There are racks of mock weapons and training dummies here. An overturned wooden cot is in the northeast corner. But the room is dominated by a large beastial skeleton. It’s head is assembled from broken skulls of several animals, stapled together and its arms and legs are several bones lashed together.

Also hidden in the room (DC 24 spot to notice) is a goblin warrior armed with shortsword and darts (and wearing a 5gp silver ring).

BEAST SKELETON (LARGE)

Large Undead

Hit Dice: 4d12 (22 hp)

Initiative: +4

Speed: 30' (6 squares)

Armor Class: 11 (-1 size, +2 natural, +3 hide), touch 9, flatfooted 14

Base Attack/Grapple: +3/+12

Attack: Greatclub +8 melee (2d8 + 7) or claw +8 melee(1d6 + 5)

Full Attack: Greatclub +8 melee (2d8 + 7) or 2 claws +8 melee (1d6 + 5)

Space/Reach: 10 feet/10 feet

Special Qualities: Damage Reduction 5/Bludgeoning, darkvision 60 ft, immunity to cold, undead traits

Saves: Fort +1, Ref +1, Will +2

Abilities: Str 21, Dex 10, Con -, Int -, Wis 10, Cha 1

Feats: Improved Initiative

CR: 2

Alignment: Always Chaotic Evil

5) Aven Ro’s Lab

This room is hung with dark red fabrics, and its main feature is a large marble worktable. On the table are two large vats, one containing blood and one with animal hearts and 2 golden candlesticks decorated with the scales of the god Zakath (LN God of Death and Judgement), worth 15gp each.

The door entering the room is locked (DC20, DC 18 to break, 15 hp 5 hardness), and set with a trap. Anyone opening the door without disabling the trap triggers a cascade of falling stone. (CR1, Atk +10, 1d6+1 from falling rocks toanyone at doorway. Search DC 14, Disable device DC 20).

Aven Ro (Wizard:Necromancer 2) is here with his two hobgoblin bodyguards Bozz and Jagg. He is enraged at being disturbed and sends Bozz and Jagg to kill the intruders, while he hangs back and fights with his magic.

Aven Ro: Human Wizard (Necromancer) 2

Medium Humanoid

Hit Dice: 2d4 + 7 (14 hp)

Initiative: +1

Speed: 30' (6 squares)

Armor Class: 11 (+1 dex), touch 11, flatfooted 10

Base Attack/Grapple: +1/+1

Attack: Quarterstaff +1 melee (1d6) or Dagger +1 melee (1d4) or L. Crossbow +2 ranged (1d8)

Special Qualities: Spells, Familiar (Fang)

Saves: Fort +2, Ref +1, Will +3

Abilities: Str 10, Dex 12, Con 14, Int 16, Wis 11, Cha 12

Feats: Toughness, Combat Casting

CR: 2

Alignment: Neutral Evil

Spells: CL 1 +1 melee touch, +2 ranged touch

1 (DC 14, 3+1/day): Cause Fear(x1), Magic Missile(x2), Ray of Enfeeblement(x1)

0 (DC 13, 4/day): Daze, Flare, Ghost Sound, Ray of Frost, Touch of Fatigue

Skills: Concentragion +6, Decipher Script +7, Diplomacy +2, Gather Information +2, Intimidate +4, Know: Arcana +7, Know: The Planes +7, Spellcraft +7, Spot +1

Magic Items: Scroll: Magic Missile(1)

Fang: Viper Familiar 1

Tiny Animal

Hit Dice: 1d8 (7 hp)

Initiative: +7

Speed: 15' (3 squares)

Armor Class: 18 (+2 size, +3 dex, +3 natural armor), touch 15, flatfooted 15

Base Attack/Grapple: +3/-10

Attack: Bite +6 melee (1d3)

Space/Reach: 2.5ft/0

Special Qualities: Poison

Saves: Fort +1, Ref +2, Will +4

Abilities: Str 4, Dex 17, Con 11, Int 10, Wis 12, Cha 2

Feats: Improved Initiative, Weapon Finesse

Bozz: Hobgoblin Fighter 1

Medium Humanoid

Hit Dice: 1d10 +2 (12 hp)

Initiative: +1

Speed: 20' (6 squares)

Armor Class: 17 (+1 dex, +4 scale mail, +2 shield), touch 11, flatfooted 16

Base Attack/Grapple: +1/+3

Attack: Longsword +4 melee (1d8 + 2/19-20) 

Special Qualities: Darkvision 60'

Saves: Fort +6, Ref +1, Will +0

Abilities: Str 14, Dex 12, Con 14, Int 10, Wis 10, Cha 10

Feats: Great Fortitude, Weapon Focus: Longsword

CR: 1

Alignment: Neutral Evil

Jagg: Hobgoblin Fighter 1

Medium Humanoid

Hit Dice: 1d10 +1 (11 hp)

Initiative: +6

Speed: 20' (6 squares)

Armor Class: 18 (+2 dex, +4 scale mail, +2 shield), touch 12, flatfooted 16

Base Attack/Grapple: +1/+3

Attack: Masterwork Scimitar +5 melee (1d6 + 2/18-20) 

Special Qualities: Darkvision 60'

Saves: Fort +2, Ref +3, Will +0

Abilities: Str 14, Dex 12, Con 14, Int 10, Wis 10, Cha 10

Feats: Improved Initiative, Weapon Focus: Scimitar

CR: 1

Alignment: Neutral Evil

6) Aven Ro’s Bedroom

A simple looking bedroom with a bed, dresser, and standing mirror. 2 medium skeletons hide (DC 10 to spot) here and will attack anyone entering the room. The dresser contains 2 silver daggers, 50gp, and 2 small jade stones (70gp each) the Orb of Souls and Aven Ro’s Journal

Orb of Souls – a 4 inch diameter glass ball. Aven Ro uses this to control his minions over a distance, and to search for other shards of the Necromancer King (He is sure another is in the area). Without Aven Ro to empore it each night, it quickly loses its power and becomes a mundane glass ball.

Aven Ro’s Journal – The personal journal of the necromancer in area 5. It tells how he realized he has been possessed by a piece of the soul of the Necromancer King. At first he attempted to purge himself of this evil soul with the help of a Priest of Zakath in Tirone and a brief encounter with a priestess of Loretta (Goddess of Undeath). But ultimately he decided to embrace his new identity, took the name Aven Ro and began his search for other shards of the Necromancer. He created his Orb of Souls to seek out these souls and it lead him to Ekkert’s Gorge. He inhabited this abandoned fortress while he refines his search and sends out his minions to build up his army.
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7) Lower dungeon

Unlike most of the rest of these chambers, this room is not lit at all. Chains hang from the wall for securing prisoners, a couple of which remain in skeletal form. But currently a large skeletal beast (as in area 4) and two medium skeletons wander this room. They head toward anyone bringing light into the room and attack.

8) Caved in room

This was once more of the dungeon, but  it has mostly caved in. Some chains still hang from the wall. From the rubble, a large monstrous centipede (as MM pg 286) pulls out attacking a new food source.

Searching the caved in area DC 15 will find a tunnel leading down. This quickly narrows becoming difficult to hold a lantern and crawl through. An escape artist check DC 15 is necessary to avoid becoming stuck. DC 15 Strength to become unstuck. Eventually empties out into the gorge, about 10 feet above the river.

Aftermath

Back in town, the mayor will thank the heroes  for their brave work, and pay them their reward of 50gp (or more if they convinced him to pay extra). “Excellent work defending Ekkert’s Gorge. I’m going to recommend you get a commendation from the Count.”

Local merchants will buy most of the looted equipment at half-listed prices. Art objects and gems fill fetch most of their value with the Figdarrows, less at other merchants. Goblin armor are clothes are too dirty and low quality to be of much interest to anyone.

The Figdarrows or Old Man Higgins will be quite interested in the books, particularly the journal of Aven Ro. They will be quick to tell long stories about the Necromancer King. Old Man Higgins actually remembers the war, though he was only a boy. His father told him quite exaggerated accounts of his heroics at the time.

Background

The Necromancer King

75 years ago, the Necromancer King was a powerful wizard who bent the world’s magical energies to raise a huge army of undead. He tried to use this army to take over Belfiad, but he was ultimately defeated by a group of heroes, best known for their leader the warrior peasant Litten. He escaped with his life, never captured, but his armies and his power base were destroyed. After his defeat he attempted to perform a dark ritual to gain unending “life” by transforming himself to a Ghelst, an undead spirit fully in charge of his magical abilities. But something and wrong and his spirit was shattered. The shards of the Necromancer King’s soul have angrily stalked the world for decades. On piece has possessed a local wizard’s apprentice, compelling him to murder his master and turn his learning toward Necromancy. He has but a small fraction of the Necromancer King’s power, but for a wizard of his experience he is uncommonly skilled at raising undead minions. He believes that he is destined to regain all the powers ant title of the Necromancer King, and complete his aborted attempt to take over the world. First, he needs to collect the other shards of the Necromancer King’s spirit.

Pregenerated PCs / Helper NPCs

The following character are provided to quickly get into the game if the players do not wish to generate characters, or if the party is short handed and wants extra help.

Sister Debra Smithy - Brother Danny's apprentice. She has finished all her training, and is ready to be ordained as a Revered Sister, but Brother Danny is waiting for the chance to have a higher-ranked priest do the ceremony. A devout believer in Quolen's reverance of life and desire for Peace as a good end in itself, like Brother Danny, she is still trained in martial skills to defend her charges when necessary. She prefers to wield her walking staff as a weapon.

SISTER DEBRA SMITHY

Female Human Cleric 1

LG Medium Humanoid

Init +0; Listen +3, Spot +3

Languages Common

---------------------

AC 14, touch 10, flat-footed 14

   (+4 armor)

hp 9 (1d8+1)

Fort +3, Ref +0, Will +5

---------------------

Speed 20ft.

Melee weapon Quarterstaff +1 (1d6+1) and

   Unarmed Strike +1 (1d3+1)

Ranged weapon Crossbow, Light -2 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +1

Combat Gear Bolts, Crossbow, Crossbow, Light, Gauntlet (from Armor), Quarterstaff, Scale Mail, Unarmed Strike

Domains: Good, Healing

Cleric Spells Prepared (CL 1, +1 melee touch, +0 ranged touch):

1 (DC 14, 2+1/day) - Bless, Doom, Cure Light Wounds

0 (DC 13, 3/day) - Guidance, Light, Mending

---------------------

Abilities Str 12 Dex 10 Con 12 Int 10 Wis 16 Cha 11

Feats Combat Casting, Spell Focus - Enchantment

Skills Concentration 4 ranks(+5), Diplomacy 4 ranks (+4), Knowledge: Religion 4 ranks (+4)

Possessions combat gear plus Backpack (empty), Bedroll, Candle, Case, map or scroll (empty), Explorer's Outfit, Holy symbol, wooden, Ink (1 oz. vial, black), Inkpen, Money, Pot, iron, Pouch, belt (empty), Rope, silk (50 ft.)

Kaggin - One of a small band of dwarven outcasts that have taken up living on the outskirts of Ekkert's Gorge. Like their leader, Dorfin, Kaggin is a fearless warrior with a temper. He still has extreme pride in his dwarf heritage and a love of fine craftsmanship.

KAGGIN

Male Dwarf Barbarian 1

CG Medium Humanoid

Init +1; Senses Darkvision (60 feet); Listen +5, Spot +1

Languages Common, Dwarven

---------------------

AC 14, touch 11, flat-footed 13

   (+1 Dex, +3 armor)

hp 13 (1d12+1)

Fort +3, Ref +1, Will +1

---------------------

Speed 30ft.

Melee weapon Greataxe +4 (1d12+4) and

   Javelin +0 (1d6+3) and

   Unarmed Strike +4 (1d3+3) and

   Warhammer +4 (1d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Combat Gear Greataxe, Javelin, Studded Leather, Unarmed Strike, Warhammer

---------------------

Abilities Str 16 Dex 12 Con 12 Int 10 Wis 13 Cha 8

Feats Power Attack

Skills Climb 4 ranks (+6), Handle Animal 4 ranks (+3), Listen 4 ranks (+5), Survival 4 ranks (+5)

Possessions combat gear plus Alchemist's fire (flask), Backpack (empty), Bedroll, Explorer's Outfit, Fishing net, 25 sq. ft., Money, Sledge, Spade or shovel, Tent, Waterskin

Jiffry – A well-known troublemaker out of the Burrow, Jiffry is a young halfling with a free spirit. He's had several close calls with the law, barely escaping capture for petty theft and trespassing. While his sense of personal property is lax, he avoids doing serious harm to anyone.

JIFFRY

Male Halfling Rogue 1

CN Small Humanoid

Init +7; Listen +7, Spot +5

Languages Common, Elven, Halfling

---------------------

AC 16, touch 14, flat-footed 13

   (+1 size, +3 Dex, +2 armor)

hp 6 (1d6)

Fort +1, Ref +6, Will +2

---------------------

Speed 20ft.

Melee weapon

   Shortsword +1 (1d4) or

   Shortsword -3 (1d4) and Shortsword -7 (1d4)

Ranged weapon Crossbow, Heavy +4 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp -4

Atk Options Sneak Attack +1d6

Combat Gear Bolts, Crossbow, Crossbow, Heavy, Leather, Shortsword, Shortsword

---------------------

Abilities Str 10 Dex 16 Con 10 Int 13 Wis 12 Cha 12

Feats Improved Initiative

Skills Disable Device 4 ranks (+5), Forgery 4 ranks (+5), Hide 4 ranks (+11),  Listen 4 ranks (+7), Move Silently 4 ranks (+9), Open Lock 4 ranks (+7), Search 4 ranks (+5), Spot 4 ranks (+5), Tumble 4 ranks (+7)

Possessions combat gear plus Backpack (empty), Bedroll, Explorer's Outfit (Free), Money, Rope, silk (50 ft.), Thieves' tools

Trilla – A young woman from a long line of magical adepts, Trilla is innately talented in the arcane arts. She has trained and studied with most of the learned and magically trained townsfolk and considers a wide-range of magical knowledge to be a path to enlightenment and greater power.

TRILLA

Female Human Sorcerer 1

NG Medium Humanoid

Init +1; Listen +0, Spot +2

Languages Common, Draconic

---------------------

AC 11, touch 11, flat-footed 10

   (+1 Dex)

hp 4 (1d4)

Fort +0, Ref +1, Will +2

---------------------

Speed 30ft.

Melee weapon Longspear +0 (1d8) and

   Morningstar +0 (1d8) and

   Unarmed Strike +0 (1d3)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Combat Gear Longspear, Morningstar, Unarmed Strike

Sorcerer Spells Known (CL 1, +0 melee touch, +1 ranged touch):

1 (DC 14, 4/day) - Mage Armor, Magic Missile

0 (DC 13, 5/day) - Daze, Light, Mage Hand, Touch of Fatigue

---------------------

Abilities Str 10 Dex 13 Con 10 Int 12 Wis 10 Cha 16

Feats Dodge, Spell Focus - Evocation

Skills Concentration 4 ranks (+4), Knowledge: Arcana 4 ranks (+5), Spellcraft 4 ranks (+5)

Possessions combat gear plus Backpack (empty), Blanket, winter, Case, map or scroll (empty), Money, Scholar's Outfit (Free)

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)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by 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 Identity" 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 abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities 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 Identity, 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 by 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 be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.Offer 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 by this License.

6.Notice 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 Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. 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 Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: 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 Inability 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 becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be 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.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich baker, Andy Collins, David noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave Arneson.

The Scourge of Ekkert's Gorge Copyright 2011, Chad Lubrecht

