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Strange
Shelter

A mini-adventure for four 4™ to
6th-level player characters.
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Copyright 2007, all rights reserved. Produced
under the OGL (see Appendix).

PREPARATION

You (the DM) need the D&D core
rulebooks, including the Player’s
Handbook, the Dungeon Master’s Guide
and the Monster Manual to run this
adventure. This scenario utilizes the D&D
v3.5 rules, but it can easily be used with
the 3.0 rules as well. To get started, print
out the adventure. Read through the
scenario at least once to familiarize
yourself with the situation, threats, and
major NPCs. Text that appears in italics
is player information that you can read
aloud or paraphrase for the players at the
proper times.

ADVENTURE BACKGROUND
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The heroes are in the middle of a long
journey, passing through a semi-wilderness
area.

The area was controlled by goblinoids
until recently, and some are said still to
prowl the area.

ADVENTURE HOOKS

The PCs are traveling and are some
distance from the nearest settlement.
The only signs of civilization are the
occasional frontier-style farmstead;
moreover, even one of those hasn't been
sighted for some hours. As the overcast,
dark day is drawing to a close, suddenly a
loud peal of thunder booms overhead and
drops begin to sprinkle the characters. It
is apparent that the sky is preparing to
unleash a deluge; the cold wind will make
it considerably unpleasant for the heroes
to be out in it. But there seems to be no
place to find shelter. Then, up ahead, the
group sights what seem to be the remains
of a medium-sized farmstead, made from
logs. Apparently deserted, it shows the
marks of a fire because only half the roof
remains. All the walls are standing,
though, and the place will afford
surprisingly good shelter from the brewing
storm.

BEGINNING THE
ADVENTURE

The heroes have a decision to make; seek
shelter in the house or face the storm.

If they seek Shelter, go to Staying in the
FarmHouse.

If they stay in the storm, go to Facing the
Storm.
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STAYING IN THE FARM
HOUSE

If they do take the shelter, the fun really
begins. They are able to find enough dry
wood to light a pleasant fire, and can
make themselves comfortable enough to
get a good night's sleep. If they set a
watch, have the watchman make a DC 25
will save or fall asleep. Have him continue
to make it until he fails. Elves are immune
to this effect and may miss out on the
encounter (DM's decision). Alternately,
the DM may decide that they can take
part because of some peculiar quality of
their trance.

Read this to the PC's who are asleep:

After falling into a fitful sleep, you find
yourself being shaken awake by a comely
young maiden. She is clutching a baby in
swaddling clothes to ber breast and is dressed
in a rustic costume. " Please belp, me,
travelers," she pleads." Another attack! My
busband Alexander and brother are away to
the south and little Agatha and I are in grave
danger. I gave you shelter from the storm.
Please defend us--they are approaching the
farm, the cursed foul raiding creatures!" A
look around indicates that something is strange:
the bouse is fully restored, as it must have
looked when it was lived in. The roof is whole,
there is no fire damage, and the wood floor is
neat and swept. Before you can get your
bearings, bowever, you see through the window
torches approaching from out of the woods.
Guttural shouts and howls reveal that the
torches are born by large orcs. Even more
disturbing, bowever, is the shape that stalks
bebind them--a massive troll. "Please belp us!"
the woman wails, tears streaming _from her
attractive eyes.

They have a decision to make.
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If they help the woman, go to Defending
the Homestead.

If they flee or otherwise do not help the
woman, go to Not Defending the
Homestead.

DEFENDING THE
HOMESTEAD (EL 6.5)

If they stay they must face the monsters.

The fight will be difficult.

Orcs (5): CR 0.5; Size M; HD 1d8+1; hp 5;
Init +0; Spd 30 ft; AC 13, touch 10, FF 13;
BAB +1;

Atk: +4 melee (2d4 + 4/crit 18-20,
Falchion), +1 ranged (1d6 + 3, or javelin);
SA -; SQ Darkvision

60 ft., light sensitivity; SV Fort +3, Ref
+0, Will -2; AL CE; Str 17, Dex 11, Con
12, Int 8, Wis 7,

Cha 6.

Skills and Feats: Listen +1, Spot +I;
Alertness.

Orc, oluk leader: CR I; Size M; HD
2d8+2; hp 10; Init +0; Spd 20 ft (base 30
ft); AC 17, touch

10, FF 17; BAB +2; Atk: +6 melee (1d10 +
4, Bastard), +2 ranged (1d6/crit x3, or
shortbow); SA

SQ Darkvision 60 ft.; SV Fort +3, Ref +0,
Will -2; AL CE; Str 18, Dex 11, Con 12, Int
10, Wis 7,

Cha 8.

Skills and Feats: Listen +1, Spot +I;
Alertness.

Troll: CR 5; Size L; HD 6d8+36; hp €3;
Init +2; Spd 30 ft; AC 16, touch 11, FF 14;
BAB +4; Atk:

+9/+9 melee (1d6 + 6, claws), +4 melee
(1d6 + 3, bite); SA Rend 2d6+9; SQ
Darkvision 90 ft.,

low-light vision, regeneration 5, scent; SV
Fort +11, Ref +4, Will +3; AL CE; Str 23,
Dex 14, Con

23, Int 6, Wis 9, Cha 6.

Skills and Feats: Listen +5, Spot +6;
Alertness, Iron Will, Track.




W .FARLANOUWERLA.COM

The dark folk attack with ferocity and
employ tactics on an individual level, but
they generally do not employ group

tactics.

If the PCs die, they must make a Fort
save DC I5 or die in real life; even if they
succeed they suffer a -2 morale penalty to
attacks and skill checks for two days
because the horrific memory of death has
shaken their confidence.

If they succeed, go to Resolution

NOT DEFENDING THE
HOMESTEAD

Read this:

You turn tale, and, like cowards, flee the place,
back into the raging storm.

The obvious death of the young goodwife
and her baby should weigh on their
conscious; if they are good their gods will
not be pleased. Paladins and clerics may
have to atone. Good aligned characters
will be haunted by bad dreams for some
time to come: every night for two weeks,
they will have to make a DC 15 will save
or suffer a -I penalty to all skill checks,
saves, and attack roles because of tiredness
and guilt from their bad dreams.

Plus, they will have to face the storm.

Go to Facing the Storm.

FACING THE STORM

If the heroes do not take the shelter, pelt
them with all the fury of the storm; use
the rules for hypothermia if the season is
cold. If it is not, make them make
fortitude saves DC 17 or catch a cold (-I
on all skill checks and attacks for 3 days).
All of the following apply.
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Hail: -4 to Listen checks, 5% chance of 1
hp of damage.

Thunderstorm: I lighting bolt/hour, base
10% chance to target a character in metal
armor, 1% chance to target a character not
wearing metal. Adjust upwards or
downwards if characters are in the open or
on high ground, or if they take cover. 1d10
x 1d8 hp damage if it hits, REF save

DC 20 for half.

Severe Wind: -4 to ranged attacks and
Listen checks. 50% of protected flames
extinguished, all unprotected. T: blown
away, S: knocked down, M: checked.
Heavy Rain: -6 to Spot, Search, Listen and
ranged attacks. Extinguishes 100% of
flames, 75% if protected.

Hypothermia: Characters must make a DC
15 (+1 per previous attempt) FORT save
per hour or take 1d6 nonlethal cold
damage. Damage cannot be recovered until
characters get warm. The survival skill
may add a bonus to this attempt. See the
skill description.

RESOLUTION

The woman leads the PC's into the
bedroom. Shifting aside a trunk, she
removes a loose floorboard and takes out a
box. Inside the box is four large gems (100
sp each [or 100 gp in most D&D
campaigns) as well as a potion of cure
moderate wounds. The woman gives the
treasure to the heroes with obvious
gratitude, but inexplicably with tears of
sadness still streaming down her face.

As they reach for the treasure, suddenly,
the heroes awaken. The storm has passed
and dawn is beaming through the
dilapidated walls of the burnt farmhouse.
It was all a dream... or was it? A search
check DC 10 (DC 25 if the heroes were
not led to it in the dream) will reveal a
box beneath a loose floorboard in what
was once the bedroom. The box contains 4
large gems and an old, but still full vial.
As they take the items, the wind whistling




W FARLANOWERLO.COIM F Q.RLHFI a

2SS ET . o

through the holes in the wall seems to say
"thank youuuuuu."

Treasure

Gems (4): 100 sps (gold in non-Farland
campaigns) each

Potion of Cure moderate wounds

APPENDIX ONE: MAP
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APPENDIX TWO: OGL

This adventure is produced under the Open
Gaming License (see below).

All non-OGL content is copytight 2003 S. Baker.
All rights reserved.

Have fun!

START OF LICENSE

Open Gaming License v1.0a

Designation of Open Game Content

The following are product identity and not open
game content:

-Textual Descriptions including place and
character names

-Maps and artwork

-Farland Campaign

-Farland Campaign details

The following are designated as Open Game
Content:

-Ability Scores (Charisma)

-Armor Class

-Base Attack Bonus

-Combat Basics

-Equipment

-Game rules

- Character Classes

- Prestige Classes

For all non-product identity skills, feats, spells,
powers, items, weapons, conditions, races:
-Names are OGC

-Descriptions are OGC

-Any associated data is OGC

The text of the Open Gaming License itself is not
Open Game Content. Instructions on using the
License are provided

within the License itself. More information on the
Open Game License can be found at
www.opengamingfoundation.org.

The terms of the Open Gaming License Version
1.0a are as follows:

Open Gaming 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.

L 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

2 AN O

FARLANO

reproduce, license, rent, lease, sell, broadcast,
ublicly 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. ()

"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.
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3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors
grant You a perpetual,

worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If
You are contributing original material as Open
Game Content, You

represent that Your Contributions are Your
original creation and/or You have sufficient rights
to grant the rights conveyed

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.

. 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.
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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 1.0a Copyright 2000,Wizards
of the Coast, Inc.

Adventure - Strange Shelter, maps, Farland, the
World of Farland, Farland Campaign, are
Copyright 2007 S. Baker.

System Reference Document Copyright
2000,Wizards of the Coast, Inc; Authors Jonathan
Tweet, Monte Cook, Skip

Williams, based on original material by E.Gary
Gygax and Dave Arneson.

END OF LICENSE




