The Blue Mountains

A D&D Frostburn Adventure Set in the Hyborian Age

Version 6/26/2007
by Jay A. Hafner

Hafner.Jay@Gmail.com
The Blue Mountains are your clan’s next home.  It is your task to do a simple cleaning up before the clan can move in.
This scenario is a D&D Frostburn adventure for four to six 4th–level player characters, although it may be adapted to other level parties by using the “Scaling the Adventure” sidebar.

The Conan( character and themes are property of Conan Properties International LLC.  This is a fan-written adventure and mention of or references to Conan( elements are not a challenge to the trademark or copyright concerned. Conan( the Role-Playing Game is ( 2003 Conan Properties International LLC.  CONAN(, CONAN THE BARBARIAN(, and related logos, character names, and distinctive likenesses thereof are trademarks of Conan Properties International LLC unless otherwise noted.  All Rights Reserved.  Mongoose Publishing Ltd Authorized User.  Conan the Roleplaying Game is released under version 1.0 of the Open Game License.  Hyborian war is a play-by-mail game operated by Reality Simulations Incorporated. See Page 352 of Conan( the Role-Playing Game for the text of the Open Game License.  Any reference to ‘d20 System’ and the ‘d20 System’ logo are trademarks owned by Wizards of the Coast and are used according to the terms of the d20 System license version 1.0a. 

Preface

“This adventure takes you into an exciting new realm of adventure-the world of Conan and the Hyborian Age!  Created by author Robert E. Howard and others, the Hyborian Age forms part of an imaginary prehistory of our Earth.  It is a world filled with ancient and terrible gods, palaces and tombs filled with treasures beyond all record, sorcerers studying long-lost arts, demonic creatures from dimensions outside space, princesses in peril, and beasts from an earlier, more barbaric age.


It is a time when bravery, trickery, and magic decide men’s fates and a steel sword can make the difference between life and death.  For the daring, strong, and clever, there are fortunes to find and lands to rule.  But evil also reigns in dark kingdoms and magic-haunted citadels-evil that strikes horribly and unseen” ~  David Cook “Advanced Dungeons & Dragons Official Game Adventure - Conan Unchained”
Standard Preparation
As the DM you should read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, new monsters, new magic, or equipment presented in the adventure. It may help to highlight particularly important passages or write notes in the side margins. 


In regards to formatting of this adventure, read-aloud text for the players is set aside in ITALICS or in boxes and the Games Master (GM) text will be directly beneath that.  If you paraphrase the read-aloud text, be sure not to miss any important points.


Any questions or suggestions for improvement of this scenario can be sent to the author via EMAIL, as indicated on the front of the scenario.

Special Preparation

This adventure will be enhanced if you have access to the FROSTBURN D&D supplement. 

It is crucial that the DM know something about norse

This scenario could be modified to the ConanRPG by Mongoose publishing by an ambitious DM and further background may be gained by reading Nordheimr entries in the ConanRPG book or the Road of Kings Supplemental book.

New Optional Rules

There are a few new optional rules the DM may wish to utilize to keep a lower magical feel in a gritty world. 

Rule #1:  Steel is Stonger Than Magic

PC spellcasters (i.e. any class that gains spells or magical abilities at level 1) must multiclass with a non-magical class at least every 4th level.  (E.g. Fighter-1/Wizard-3).  Multiclassing and favored classes are eliminated if this rule is used. 

Rule #2:  The Illusion of Magic Item Scarcity

Weapons are not considered magical until they reach at least +3 in bonus.  Otherwise they are considered superior masterwork and may not contain other special enchantments may not exist on weapons until +3 (ghost-touch, frost, etc. would be a +4 weapon).  Cost is ½ listed price for +1 and +2 items.

Rule #3:  Extravagant Living
Gold may be wasted in a village on senseless activities in exchange for experience points.  4 gp may be wasted for every 1 x.p. gained.  This rule allows encourages players to rid themselves of excess wealth without spending it on character power escalation.  Typical activities are smoking black lotus, gambling, wenching, having lavish parties, buying useless trinkets, making bad bargains, etc.

Rule #4:  Spell Bumps

Bump spells up one level that feel too magical or feel “too D&D.”  This doesn’t eliminate elements from the game, but instead encourages players to look at other options.  Most common ones bumped up are:  entangle, invisibility, lesser orb spells, magic missile, spider climb, and fly.

Culture of the Nordheimr Lands

Nordheimr Campaign

The lands of Nordheim are Norse in culture.  It is a cold land with warrior clans struggling under the constant threat of “neighborly” raids, giants, hideous snow apes and worse.

New Optional Human Sub-Races

Ideally, the races listed below will be used instead of D&D races.  They represent the local human sub-races of the Nordheimr lands.

INDIVIDUAL RACIAL BENEFITS

1. All races gain abilities as D&D-Human plus other abilities as listed below.

2. Regional clans:  These clans correspond to the Hyborian War provincial maps (online).

3. Skills :+2 racial background bonus to these skills.

4. Environment (native): +2 bonus to hide, listen, move silently, gather information, survival, and spot checks in the listed environment or in their home country.

5. Magical affinity classes (if any): Any race may take any class, however listed classes grant a +3 to concentration checks.

New Human Sub-Races

Cimmerian

A hillman race that is the barbaric ancestors of the fallen lords of Atlantis.   Clans:  Western Clans (Snowhawk/Canach, Nachta, Galla, Darkwolf), Northern Clans (Diarmaid, Ice Leopards), Southern Clans (Goralian), Cimmerian Heartland (Murrogh, Tunog), Eastern Clans (Raeda). 

· Ability: +2 str, -2 int

· Skills: climb, move silent, survival; 

· Environment:  hills or mountains

· Benefit:  +1 to will saves

· Drawback:  -2 to diplomacy and verbal bluff checks

· Religion:  Crom, Badb (war goddess), Lir (weather, water), Macha (goddess of war, fertility), Morrigan (goddess of war), Nemain (war goddess, wells), and the rest of the Celtic pantheon.

· Language:  Cimmerian

Hyperborean

The Hyperboreans tall, light-haired and fair-skinned.  They are the most ancient of Hyborian races, however they have intermingled with Hyrkanian and Aesir blood.  Clans:  Sigtona (southern), Pomicia (west), Haloga (northwest), Buri (Hyperborean Tundra), Jumala (Hyperbor Valley)

· Abilities:  +2 con/-2 dex

· Skills:  Craft (any), Profession (herder)

· Environment: any cold

· Benefit:  +1 Action Point each level

· Drawback:  -1 to reflex saves

· Religion:  Bori (the old hero god), Baba Yaga, Svarog (sky), Svarazic (fire), Storjunka (stone), Kied Kie Jubmel (lord of the herds)

· Language: Hyperborean

· Magical affinity:  hexblade, sorcerer, wizard, spellcaster, warlock, warmage

Nordheimer - Aesir

Norse clan-based cultures.  Aesir are blonde reavers and war with the Vanir and Hyperboreans.  Clan names: Wolfraven (southwest), Njal (southeast), Vigrid (Asgardian Tundra), Ginnungagap (Frozen Northlands)
· Abilities:  +2 con/-2 dex

· Skills:  Survival, profession (herder or hunter)

· Environment:  any cold

· Benefit/Drawback:  None

· Religion:  Pantheon headed up by Ymir-the frost giant; Hel (underworld);

· Language:  Nordheimr

Nordheimer - Vanir

Norse clan-based cultures. Vanir are red haired and war with the Aesir and Cimmerians.  Most Vanir hunt by Kayak, however there are Longships.  Clan names:  Vestagder (Western Coast), Brising (Blue Mountains), Gunnlod (Blue Mountains), Himinrjot (Swampy Tiaga)

· Abilities:  +2 con/-2 dex

· Skills:  Survival, profession (herder or hunter or fisherman)

· Benefit/Drawback:  None

· Environment:  any cold

· Religion:  Pantheon headed up by Ymir-the frost giant; Hel (underworld);

· Language:  Nordheimr

Pict

Extremely uncivilized ‘savage’ culture.  Tribe names are animalistic:Wolf, Eagle, Sabertooth, Panther, Sea Falcon, Lion, Crow, Beaver, Bear, Cormorant, Otter, Shrike.

· Skills:  jump, hide, craft weapon (primitive)

· Environment: forest

· Benefits:  Proficient in all primitive weapons 

· Drawback:  Illiterate; -2 to diplomacy

· Religion:  Jhebbel Sag (darkness, fear), Gullah (apes), Jhil (raven, trickster, fertility), animlas

· Language:  Pictish (illiterate)

Religion in Nordheimr

Cosmology:  It is the belief of the people of the Nordic lands that Ymir was the creature that was created from a cow that originated in the nothingness.  It was Ymir that all things flowed and were created including the realms of the cosmos: Nordheim (man), Nidavellir (dwarves and dark dwarves), Jotunheim (frost giants), Muspelheim (fire giants), Alfheim (fey), Hel (the evil dark), and Ysgard (Valhalla and the land of the gods). The Nordheimr lands are prophesied to experience a Frostfell advancement of the glaciers and that a snake will devour the world at the end (called Ragnorok).    

Gods of the Aesir and Vanir

The pantheon of the Nordheimr is headed up by Ymir, the frost giant that sprang from the milk of Audhulma, the primeval cow.  The religion also tells that Buri, the first man, also sprung from the Cow and his offspring are the rest of the pantheon (Odin, Vili, and Ve; Thor and the rest). Ymir is the chief of the pantheon because of his strength.  

Bor, the son of Buri is also the god of the Hyperboreans and married a frost giantess, Bestla.  Their offspring were Odin Vili and Ve.

Ymir literally IS the world.  When Odin, Vili and Ve slew him, the world was created from his body and his spirit is still supreme.

Odin is the god of war; father of the slain; the one-eyed god.  Under Ymir, Odin is favored.  The other two brothers of Odin are Vili and Ve.  Vili is the god of that gave men intelligence and emotion.  Ve is the god that gave men the ability to see and hear.  

Thor, god thunder is son of Odin; opponent of the frost giants; god of strength.

The rest of the pantheon can be easily referenced in numerous books, however it should be made clear that Ymir, not Odin, is supreme in the pantheon of the Nordheimr.

The Frost Giants of Nordheimr worship Thrym, son of Ymir, but also revere Ymir.

http://en.wikipedia.org/wiki/Norse_mythology 

Spirit Gods of the Picts

The Picts revere animal spirits, Jhebbel Sag, Gullah, and the Ghost snake in ghastly ceremonies.

http://en.wikipedia.org/wiki/Native_American_mythology 

Gods of the Hyperboreans

The Hyperboreans worship Bori as their chief god.  Otherwise they worship the Finnish gods.

http://en.wikipedia.org/wiki/Finnish_mythology 

Gods of the Cimmerians

The Cimmerian pantheon is set up with CROM, the uncaring mountain god as it’s chief.  Otherwise it is the Celtic pantheon.  http://en.wikipedia.org/wiki/Celtic_mythology 
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Scenario Background

This scenario is set in Nordheimr in the Hyborian Age.  It includes the lands of Vanaheim and Asgard.  Nordheimr is a northland with a Norse culture.

The Sorska clan has tired of living in the swampy peat bogs of southeast Vanaheim.  They have sent scouts north to the Blue Mountains and have found a reasonable area to migrate to called the Kvasir (Mead) valley.  The problem is that the area is still wild and unsettled. The valley needs to be cleared of several major dangerous elements.

The players may choose to flesh out one of the pregenerated PC’s at the end or create their own

Players Introduction

The red-haired Vanir Norsemen live in a harsh northern wilderness.  They are under constant threat of raiders, giants, and nature itself.


You are brave warriors here, but have not yet made a name for yourselves.  King Sorskadi has summoned you for a chance to fulfill your destinies.
Hand out Player Map 1 and Players Map2:  Regional Map (Southeastern Vanaheim)
Encounter 1  Elder Summoning

Your band of warriors has been assembled in the log hall that is the King’s.  It is decorated with pelts, skulls and weapons.  Numerous elders and fierce warriors are here waiting for you.  

King Sorskadi eyes the PC’s.  He’s already judged their strength and merely needs to give them the details of the trip to the valley.  The purpose of them going to the valley is to clear it for settlement.  It has already been scouted, however the PC’s are to report any information they gain.

Prior scouting has revealed the following opponents, but not their precise locations:

· Ogres

· Aesir raiding outpost

· Ruins of the giants

· It is expected that this valley has not been settled by the Aesir or the Vanir because of the presence of the giants so find out their status and return to us alive or at least having died with honor!

The King will answer any questions to the best of his ability.  There is no reward as this quest is expected of the great warriors of the clan.  They may keep any loot they find.

Give the group the Player’s Scout Map of the valley
Encounter 2:  The River Krosker

It has been a day’s northward journey from the village of Sorska. The Krosker river rages ahead.  It originates somewhere in the haunted Eiglophian mountains, flows through the bogs and eventually to the cost.  This time of year, spring, it is a wide and swift waterway typically crossed by raft.
The PC’s will need to figure a way to cross. They most common way is to build a raft.  Appropriate skills such as rope-use or profession skills will be helpful.  Basic crossing of the river on a raft does not require great skill, but it does require great strength.

Maneuvering the raft across will be difficult due to the current.  It will require three successful strength checks (DC 20, 22, and 15 respectively).  Aid-another is acceptable. to get across and avoid impact on rocks or logs.  Any failure requires all to make balance checks (DC 12) to avoid falling in the river. Swim checks are DC 15 and hypothermia is possible if someone remains in the water too long.

Encounter 3:  Northward

It is nearly absolute wilderness for much of your walk.  Gone are the peat bogs of the area around the village and here are fertile wildlands and game appears plentiful.  Ahead, the rocky Blue Mountains are in sight.  Their perpetual snow-capped peaks rising majestically to the sky.

Along the route, the DM should designate one player to spot some strange tracks crossing the route north (remember, there is no north-south trail).  They are the tracks of a group of Aesir raiders (see later encounter).  If the PC’s are able to track them, they can get the jump on the Aesir.  Otherwise they, themselves will be tracked down and ambushed by the Aesir raiders.  The DC to track the Aesir down is track/survival DC 15 (one retry is possible).  A successful track/survival check of 11 or more will determine that they are booted footprints and that it is probably a small  raiding party.

Survival checks for food are appropriate.

VALLEY LOCATIONS A-I

These locations are numbered by location.  The PC’s may head in any direction once entering the valley.  See DM’s Map: Kvasir "mead" Valley
The DM should help the PC’s sketch a map of the valley as they discover new areas with Player Handout Map 1.  Initially, all that will be visible will be the mountains in the distance and the trees around them.

As the PC’s explore, they will come across multiple old ruins and stones from the ancient Vanir that lived here and subsequent Giant clan came.  

The DM should reference the Valley Map.
Location A: Valley Entrance

A great valley opens before you surrounded by snow-capped mountains.  It is appears perhaps 12 miles wide.  Much of the view is obscured by stands of trees, but several miles ahead is a great lake.

This area has numerous game trails and is a high traffic area for encounters.  The occurrence is 50% per hour.  Any encounters here should be equal or lesser in EL to the party APL.

Location B:  The Thing on the Peak  (EL:  4)

There is an enormous snow-capped mountain peak to the south flanked on the west by a smaller peak.

The griffon spies the PC’s from a mountain peak and attacks.  It’s mate will attack on a subsequent day when the PC’s are at the lake.

Creature:  Griffons (2):  hp 59, 59 (MM p.139)

Treasure: standard

Location C: Waterfall A – Aesir raider camp  (EL: 6)

A waterfall cascades down hundreds of feet between the mountains here. 

The Aesir are camped 200 yards to the northeast of the waterfall in a small series of caves and keep a scout watching their narrow, access trail. Unless the PC’s are undergoing declared measures to hide, they will be easily spotted and ambushed.  

Creatures:  Aesir raiders (see appendix).  These wolf-pelted warriors are here to kill and murder Vanir and ogres as proof of their bravery.  The Aesir will start with a volley of rocks to injure and unbalance the PC’s.

Treasure: standard

Location D:  Lake (EL: 5)

A large lake fills part of this valley.  Waterfowl appear abundant here.  Two streams enter the lake from the northeast and southeast respectively.  The entire north shore is wooded.

The lake water itself is safe however two female bears patrol the lakeside and are very territorial.  

Creatures:  Bears, Brown (2): hp 58, 51  MM 269

Treasure: none

Location E:  Ruins of the Giants – Ogre residence (EL: 6)

A massive timber hall is on this long cliff face.  It was obviously built for giants.  Part of the roof chimney has caved-in with neglect.  Smoke rises from the main chimney.  To the side of the hall is a 40 foot tall cave opening surrounded by rocky mine-tailings. 

The hall is inhabited by particularly tall ogres.  Two of them are out hunting and two are in the hall dressed in giant clothing and wearing giant helmets.

Creature:  Ogres (2)

Treasure: standard

Location E2:  The Cave of the Giants

The cave of the giants is both a working cave and an iron mine that dates back to the habitation of the valley by the previous Vanir.  The mine portion of the cave has simple, typical dungeon encounters (use DMG encounter charts), but the cave portion has been boarded-up and leads to more dangerous things.  This area has been left for the DM to detail.  If the players press exploration of this area, simply have it caved-in where they will need tools and time to make room to get through.  The tools can be found in the Vanir village they came from as the tools here were destroyed or lost by the giants and ogres.

Location F:  Fir Stand (EL: 4)

The fir stand here is tangled with dead trees, vines, creating a maze-like arrangement.

Lairing here is a terrible troll.  He is jealous of the ogres and awaits the chance to kill them.  He speaks to the PC’s if he gets the chance accusing them of working for the ogres.

Creature:  Nagcollin, the Troll: hp 63 (MM 247)

Treasure: standard

Location G:  The Great Field

Large mounds surround a single stone monument on the grassy valley floor.  A smoldering,burned-out long-house is nearby.

Five burial mounds of the giants are here in the field.  They surround a massive stone with runic inscriptions.  Although difficult to see, there are older inscriptions on the stone that are of Vanir-origin that can be identified with a Decipher script (DC 20).

Five giants’ names are inscribed on the stone with a short poem of the destruction of Vanir warriors.

The older Vanir runes speak of the original burial mounds and that they contained warriors of the Eagle and Wolf as well as another poem of heroism over the great white apes that inhabited the valley prior.  A search of the area reveals the scattered bones of the warriors as well as several items (eagle broaches, helmets, spear tips, axe heads and broadswords).

The long-house has been burned in the past by the giants and recently re-started again by the ogres in area H.  It is still smoldering and has been ransacked before, but a treasure (4th) level may be found with a Search DC 20 check.

Location H:  The Secret Valley Exit West

The creek running from the lake has become rapids as it exits the valley through a steep, narrow pass.  The forestation here hides it’s exit from the valley and no apparent trail is visible on either side.

The other two ogres are here trying to find a safe way through the narrows.

Creatures:  Hjonjirgar, Mjojirgar - Ogres (2)

Treasure: standard

Development:  This exit valley leads to another Vanir clansland known for its skills in working iron.

Location I:  Geyser Valley

The valley beyond the trees is like something out of a dream.  Pools of hot or boiling water and geysers spring from the ground.  A perpetual mist enshrouds the land and makes it difficult to see.

Evil fey/nymph’s live here in various places leading men to their deaths in hot geysers.    1d4 will be encountered in any one geyser.

The lands around the geyser valley are also rife with strange and sometimes hostile creatures.  A series of caves are around the cliffs and contain burials of the ancient ice peoples who first settled these lands.  There is a tale written in ochre on one wall that may be deciphered an solve some of the riddle of this valley.

Creature:  (6) Vodyanoi (Frostburn p.160) or Nymph.  They are immune to the boiling waters of the hotpools and geysers here.

Treasure: triple standard

Random encounters

Numerous other creatures live in this valley.  There are wolves, black bear, mountain lions and many herbivores but there are also some sentient evil creatures who have set up residence (use DMG or Frostburn random encounter charts as necessary for any fill-in information).

All hostile creatures killed and natural creatures used as supplies should count towards the x.p. of the adventure.

Conclusion

This adventure only represents a small portion of the actual amount of adventuring that can occur in the Kvasir valley.

When the valley is effectively cleared of it’s major inhabitants, the party will be highly honored in the clan and will be chosen for more duties.

With the valley cleared, the clan can move northward, which may be an adventure in itself… 

The End

Player and DM’s Figure 1:  Nordheimr Map
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Players Map2:  Regional Map (Southeastern Vanaheim)
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DM’s Map: Kvasir "mead" Valley

SCALE:  1 hex equals 1 mile
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Player’s Scout Map of the valley
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Stat Blocks

Aesir Raiders

CR1

CN Medium male human warrior 2
Init +2; Senses Listen +0, Spot +0
Languages  Nordheimr
AC 17, touch 12, flat-footed 15
Hp 13 (2 HD)
Fort +4, Ref +2, Will +0 

Speed 20 
Melee spear +4 (1d8+3/x3; 20ft), battleaxe +4 (1d8+3/X3)

Ranged spear +4 (1d8+3/x3; 20ft)

Base Atk +2; Grp +4

Atk Options Power attack

Combar Gear   

Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8

SA/SQ 

Feats Power attack

Skills: Climb +6, Intimidate +2, Jump +6, Swim +6

Possessions chainmail, weapons, 1d10 sp, wolf pelt
Pre-generated Character #1

Mjola Starkadsen

Male Vanir Barbarian 4

N Medium humanoid (human)
Init +2; Senses Listen +3, Spot +3
Languages  Nordheimr
AC 19, touch 12, flat-footed 10
Hp 35 (4HD)
Fort +5, Ref +3, Will +2 

Speed 40 (8 squares)
Melee mwk “dwarven” waraxe +9 (1d10+3/x3) or mwk spear +8 (1d8+4, x3)

Ranged mwk spear +7 (1d8+4, x3; 20ft)

Base Atk +4; Grp +3

Atk Options Rage 2/day; power attack

Combar Gear   4 potions of healing, 

Abilities Str 16, Dex 14, Con 13, Int 10, Wis 12, Cha 8

SA/SQ Fast movement, Uncanny Dodge, Trap sense+1

Feats Exotic weapon (waraxe), Weapon Focus (waraxe), Power Attack

Skills: Climb +7, Listen +7, Jump +7, Survival +7

Possessions combat gear, weapons, mwk breastplate, mwk heavy wooden shield, adventuring gear in backpack

Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Bbn1/Clr3 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4
Pre-generated Character #2

Hoener Starkadsen

Male Vanir Barbarian 4

N Medium humanoid (human)
Init +6; Senses Listen +3, Spot +3
Languages  Nordheimr
AC 17, touch 12, flat-footed 10
Hp 35 (4HD)
Fort +5, Ref +3, Will +2 

Speed 40 (8 squares)
Melee mwk “dwarven” urgrosh +5/+5 (1d8+3/1d6+3 x3)

Ranged mwk halfspear +7 (1d6+3, x3; 20ft)

Base Atk +4; Grp +3

Atk Options Rage 2/day

Combar Gear   4 potions of healing, alchemist fire (2)

Abilities Str 16, Dex 15, Con 12, Int 10, Wis 12, Cha 8

SA/SQ Fast movement, Uncanny Dodge, Trap sense+1

Feats Two weapon fighting, exotic weapon proficiency (“dwarven” urgrosh), improved init

Skills: Climb +7, Listen +7, Jump +7, Survival +7

Possessions combat gear, weapons, mwk breastplate, torches, adventuring gear in backpack
Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Bbn1/Clr3 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4

Pre-generated Character #3

Skeggi

Male Vanir Cleric of Thor 4

N Medium humanoid (human)
Init +3; Senses Listen +4, Spot +4
Languages  Nordheimr
AC 20, touch 13, flat-footed 15
Hp 25 (4HD)
Fort +5, Ref +4, Will +8 

Speed 20
Melee  mwk warhammer +5 (1d8+1/x3)

Ranged  mwk shortspear +6 (1d6+1; 20)

Base Atk +3; Grp +4

Atk Options  turn undead

Combar Gear   4 potions of healing

Spells Prepared (CL 4th, +5 touch)


2nd-cure mod (2), hold person (DC 14), Aid


1st-command (DC 13) (2), cure light wounds, sanctuary , shield of faith


0 – resistance (2), cure minor (3)

Abilities Str 13, Dex 16, Con 12, Int 13, Wis 15, Cha 10

SA/SQ 

Feats Iron will, Spell penetration, Combat expertise

Skills: bluff +5, concentration +8, diplomacy +6, knowledge (religion) +5, liten +4, search +3, spot +4

Possessions combat gear, weapons, mwk breastplate, mwk heavy wooden shield, adventuring gear in backpack
Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Bbn1/Clr3 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4

Pre-generated Character #4

Lokasenn

Male Vanir Barbarian 1/Rogue 3

N Medium humanoid (human)
Init +8; Senses Listen +5, Spot +3
Languages  Nordheimr
AC 16, touch 14, flat-footed 12
Hp 27 (4HD)
Fort +6, Ref +8, Will +3 

Speed 40 ft
Melee mwk long sword +4 (1d8/19-20x2)

Ranged shortbow (1d6/x3; 60ft)

Base Atk +3; Grp +0

Atk Options Rage 1/day

Combar Gear   potion of bull’s strength, potion of cure moderate wounds (3)
Abilities Str 10, Dex 18, Con 13, Int 8, Wis 12, Cha 13

SA/SQ trapfnding, trap sense +1, Fast movement

Feats: Dodge, Improved initiative, point blank shot

Skills: Balance +8, Disguise +5, Climb +7, Handle animal +3, Hide +12, Jump +4, Listen +7, Move silently +10, Sleight of hand +6, Spot +3, Survival +3, Tumble +9

Possessions combat gear, masterwork long sword, leather armor, masterwork thieves tools, pouch with 8 gp. , adventuring gear in backpack
Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Bbn1/Clr3 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4

Pre-generated Character #5

Regin

Male Vanir Ranger 4

N Medium humanoid (human)
Init +1; Senses Listen +6, Spot +6
Languages  Nordheimr
AC 16, touch 11, flat-footed 15
Hp 30 (4HD)
Fort +5, Ref +3, Will +2 

Speed 30 (8 squares)
Melee mwk longword +8 (d8+2/19-20) or mwk longsword +6 (d8+2/19-20) and short sword +5 (d6+1/19-20)

Ranged mwk composite shortbow + 6 (1d6+2/x3)

Base Atk +4; Grp +4

Atk Options favored enemy humanoid (Aesir) +2

Combar Gear   4 potions of healing, potion of spider climb

Abilities Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 10

SA/SQ wild empathy +6

Feats track, run, two weapon fighting, point blank shot

Skills: Climb +6, handle animal +5, jump +6, listen +6, spot +6, survival +6

Possessions combat gear, +1 chain shirt, weapons, 7 gp, adventuring gear in backpack
Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Bbn1/Clr3 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4

Pre-generated Character #6

Eddanir

Male Vanir Bard 4

N Medium humanoid (human)
Init +1; Senses Listen +7, Spot +7
Languages  Nordheimr
AC 17, touch 11, flat-footed 14
Hp 20 (4HD)
Fort +2, Ref +5, Will +3 

Speed 30 
Melee Broadsword +4 (1d8; 19-20/x3)

Ranged shortbow +5 (1d6 x3)

Base Atk +3; Grp +3

Atk Options -

Combar Gear   4 potions of healing, potion of bulls strength (2)
Spells Prepared (Brd 4th, +4 touch; 3/2/0)


2nd-hold person (DC 14)


1st- cure light wounds, expeditious retreat, animate rope


0 – cure minor (3)

Abilities Str 10, Dex 13, Con 12, Int 14, Wis 8, Cha 16

SA/SQ Bardic music, bardic knowledge, countersong, fascinate, inspire courage +1, inspire competence

Feats Dodge, Mobility, Combat Casting 

Skills perform (pipes), spellcraft, gather information, listen, decipher script, diplomacy, knowledge (history), sleight of hand, disguise.

Possessions combat gear, mwk chain shirt, mwk, heavy wooden shield, weapons , adventuring gear in backpack

Character #1 – Mjola Starkadsen:  Son of the legendary Starkad, warrior of Ymir and Odin

Character #2 – Hoener Starkadsen - Bbn4

Character #3 – Skeggi  - Clr4 of Thor

Character #4 – Lokasenn - Bbn1/Rog3

Character #5 – Regin - Rng4

Character #6 – Eddanir - Brd4
worldwide scenario.doc

Page 6

