Scene One: Interview with a landholder

Setting: The town of Vala, in an elegantly paneled reception room hall. The decoration is rich and antique, reflecting an older era.  Herne, a middle aged elf, sits in a straight backed chair behind a small table.  On the wall behind him is a rich tapestry showing an ancient battle.


“Thank you for answering my request for assistance. As I mentioned, the matter is urgent. Together you look like a fine group, one I can trust with this task.”

( Herne: Heavy set for an elf, with a calm voice and demeanor... except for his rumpled appearance and bags under his eyes.  (Insight DC 10: He hasn’t slept since the visit.)

( His great-grandfather’s ghost [General Caldern, vassal of the dragonborn Torath of Arkosia] appeared to him three nights ago and told him that his resting place is disturbed.

( Herne will pay 100 gold to the group for fixing the problem and allowing his great grandfather to rest peacefully.

( The tomb is about 10 miles to the east, across a stream. A trail remains where a road used to pass. He is buried under a hill marked with a pillar.


( If asked, he lies there because that’s where he fell in defense of Arkosia.


( The old entry, from the top, was sealed with heavy granite blocks

Preparation: The PCs can purchase any equipment costing 5 gp or less in town. Research will reveal the following:


( Nature, DC 15: The howl of wolves has been heard in the direction of the tomb


( History, DC 15: General Caldern fell defending the [Dragonborn] Arkosian Empire against the Tiefling led assault of Barad-Dur.


( History DC 20, Religion DC 15: The general and the men who died with him are likely buried together in the tomb.


( Streetwise 10: The last group to head east, two merchants and a pair of guards, has not returned.  They are 3 days overdue.

Scene Two: A warning

A few miles east of town, as the road approaches a low hill, a band of goblins steps out and orders them to halt.  “Go back to your town; we don’t want to carry your big corpses around.”  (The other goblins laugh.)


Opposition: A goblin warrior [L1 skirmisher], four goblin cutters [L1 minions], and two gray wolves [L2 skirmishers].


Tactics: Warriors charge down flanks of hill while goblin harries from hilltop.  Once the minions engage, the wolves try and flank the lightest armored person and the warrior closes.


Loot: They have several bolts of cloth [20#, worth 12 gp], 4 SP, 34 GP, 2 human made long swords, 2 human leather armor (damaged and bloody), 1 week rations each.

Scene Three: The rotten bridge


You have reached the stream.  It is murky in places, about 30’ across but probably only 4-5 feet deep, swiftly running with mostly steep banks. It is crossed by a 10’ wide wooden bridge along the old road.


Nature 20, Perception 20, Dungeoneering 15: The decrepit old bridge is unlikely to hold more than 200 pounds without falling apart.


Nature 15: The swift current and slick rocks make fording the stream unpleasant.


Ambush: Across the stream, behind some trees are a pair of kobold slingers [Art 1, MM 168] who attack as soon as a PC reaches the middle of the bridge.  If anything enters the water, a visejaw crocodile [Soldier 4, MM 45] enters from the north edge of the map and tries to grab on to the swimmer.


The bridge: If someone with a total weight [including equipment] of more than 200# steps on the weakened boards in the center span, they may crash through into the water below. Reflexive acrobatics vs. DC 15 allows PC to jump clear of weak spot as wood falls through.  

Fall to water: Attack +8 vs. Fortitude; success dazes the victim. (Daze: You grant combat advantage, You can take either a standard action, a move action, or a minor action on your turn (you can also take free actions). You can’t take immediate actions or opportunity actions,  You can’t flank an enemy.) Save ends.


In the stream (however you entered), athletics checks are required:

( Athletics 15 or slip, granting combat advantage to foes while you regain your balance.

( Athletics 20 to move more than 2 squares per move action.

Scene Four: A ghostly warrior

The ghost of Epona, a lieutenant of General Caldern appears to the PCs.  She will forgive any attacks until she starts speaking.  She explains that if the PCs are worthy, she would like to assist them... but if they’re young puppies, unread for the threat ahead, she’d hate to encourage them.

( This is a skill challenge; primary skills (DC 15) are History, Diplomacy, and Bluff. Five successes before 3 failures is a total victory, see below.

( Epona was a Paladin; anyone identifying themselves as a Paladin of a good god gets a +5 circumstance bonus to their first check.  (Paladins of unaligned gods get +2; evil automatically fail and she departs.)

( She served dragonborn; a dragonborn referencing their fallen empire gains +2 on the check.  A tiefling has a –2 circumstance bonus to all checks, since she fell to their army.

( Insight or Religion DC 15 indicates that she is probably here because this is where she died.  (If this inspires a search, it also grants +2 to perception checks to find the sword.)

( If the PCs succeed, she will describe the upcoming impediments this way, “No foe stands between you and the hill.  The foul kobolds have burrowed into the side of the hill; you will the gout of their excavation on the north slope. They lair in the hill, not the chamber below. They are led by a dark priest who rouses our noble dead to his service.”

( On even partial success (3+ successes (she’ll tell them) or successful DC 20 perception), they find her skeletal remains and blade. She urges them to use it for good.

( The sword is a +1 Vicious Longsword.  [It adds +1 attack & damage does +1d12 on a crit.]

( She disappears after they pick up the sword or 3 failures.

Scene Five: In the tunnels

Raw dirt is mounded outside a newly excavated tunnel.  Inside the tunnel (which quickly narrows to 5’ wide), about 30’ back behind a bend, is a larger chamber where the minions rest.  Further in the hillside along the twisted tunnel are three more nooks, each with the Dragonshield kobolds.

( 3 Dragonshield Kobolds [MM168, L2 soldier] and 4 Kobold Minions [MM167].

Tactics: Minions stay in the chamber, trying to stay out of ranged attack line of sight. The dragon shields will push into the hall if necessary to press the attack or take advantage of the squeezing invaders.

Loot: 17 gp, 33 sp, equipment.

Scene Five: Down the stairs into the charnel pit

They descend into the Charnel Pit. [Points of Conflict premade encounter].  Reminder: Draw only what they can see as they descend the stairs. The undead archers fire at whoever is closest; the beetles eat anyone in their trench, if they can.


DC 25 perception to hear chanting, see the dim blue light coming from the cracked doorway underneath the central stage during the fight.  Afterwards, auto-success to searchers.

Scene Six: The final fight

The final showdown.  The secret door is open and an eerie blue light illuminates the room below.  Two Phantom Warriors [MM 116, Soldier 4] stand ready to attack anyone who enters the room or attacks them.  Initially around the corner is the chanting Kobold Wrymrpriest [MM 168, Artillery 3 leader], who will abandon the fight as soon as the Phantom Warriors engage.


Tactics: The Phantom Warriors screen the Wyrm Priest who throws his orbs of necrotic energy. His Incite Faith is replaced with “Empower the Dead”; the same effect but affects undead rather than Kobolds.


Loot: The wyrm priest has an Onyx sculpture of a black dragon worth 250 GP and a +1 orb.


Aftermath: The ghost of General Caldern appears and thanks the PCs for allowing him to return to the Raven Queen’s lands.  He asks them to take his war banner back to his heir as token of their success.  If they do so, he is overjoyed an increases their reward to 200 GP.  Quest XP: 500.

