DEEDS FOR THE KING
In this section the characters are asked to
meet with King Aelok. They have made a name
for themselves and caught his attention. He has
summoned them to complete several tasks.
This section is designed for a party of five 3rd
level characters.

AUDIENCE WITH THE KING
This part starts off with the king’s steward
Rinuson approaching the characters during a
time when they are resting or relaxing.
Rinuson has been asked to retrieve the
characters and take them to the palace. If the
characters refuse, he will remind them that the
king is the absolute authority on this island.
Defying him could lead to imprisonment or
exile.
Rinuson will let the characters finish any
current tasks. He will even offer to pay for any
services owed for their current activity. When
the characters are ready, he will lead them up to
the palace. The trip up to the palace is uneventful
but busy because of the petitioners and nobles
that often go to visit the King. Flanking the gate
to the palace grounds are two serious looking
soldiers. You can tell these are not mere citizen
soldiers. These are veteran kaborin.
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The trip up to the palace is uneventful
but busy because of the petitioners and
nobles who often go to visit the king.
Flanking the gate to the palace grounds
are two serious- looking soldiers. You
can tell these are not mere citizen
soldiers: these are veteran kaborin.
The palace grounds are glorious. There
are bronze and marble statues all about
the grounds honoring the gods and
past heroes. There are also fabulous
gardens that are being cared for by
workers. More kaborin are visible
patrolling the grounds and standing
guard at the palace entrance.
The interior of the palace is just as
fabulous as the exterior. More statues
and busts decorate the hall. There is
a lush carpet that leads up to a raised
platform on which two thrones sit.
The interior of the palace is just as
fabulous as the exterior. More statues
and busts decorate the hall. There is
a lush carpet that leads up to a raised
platform on which two thrones sit.
The audience hall is currently empty
except for a few soldiers. This looks
like it is meant to be a private meeting.
Sitting on one of the thrones is the king.
King Aelok is an impressive figure.
He looks to be close to sixty years of
age, but it’s obvious he was a powerful
warrior in his youth. He stands when you
reach his throne, comes down to your
level, and gives you a long look before
saying, “Thank you for accepting my
invitation. You must be strong if any of
the tales I’ve heard of you are true. I
have need of warriors such as you.”
The king has several problems he needs dealt
with, and he’s looking to the characters for
help.
There is a gathering of Hlakiskos cultists in
the ruins of Sakorinus’s palace. He’s looking for
someone to infiltrate the gathering and assess
the situation. If the characters take on this task
go to Quest: Covert Ops.

If you feel that enough damaging evidence
against Ghirad has been found, then the king
will also let them know he wants Ghirad brought
in for questioning. When you’re ready to run this
adventure, go to Quest: King’s Vengeance.

KING’S VENGEANCE
Ghirad is the second wealthiest man on the
island next to the king, having accumulated a
fortune selling wood to Bosnoka and Kaluda.
The king has allowed this provided Ghirad
doesn’t show favoritism to either nation, as that
restriction helps the king maintain his neutral
position in the war. Ghirad and the other wood
merchants are not happy with that condition
because of the monetary loss it causes them.
About two years ago Ghirad acquired a very
beautiful wife named Khara. Unknown to Ghirad
or anyone else, Khara is a recruit of the Stone
Mother and a member of the Cult of Naegara.
She’s been manipulating Ghirad and pitting
him against the king.
Since then Ghirad has been lavishing her with
wealth and attention, and his ambitions to rule
the island have increased greatly.
In his efforts to undermine the king, Ghirad
has sponsored bandits to harass the roadways,
let monsters loose in the hills, and has been
speaking out against King Aelok at every
opportunity.

THE KING’S REQUEST
This section should only be run if the characters
are here at the king’s request. It is up to you to
decide if the king has enough information to
move on Ghirad. The documents implicating
Ghirad plus the collar or Bakor’s brother should
be enough for the king to act.
The king offers the characters 100 GPs to take
on this task. He also tells them that he wants
Ghirad alive if possible, so he can expose him
to the people. If the characters push for more
money, he will offer an extra 50 GPs if he’s
brought back alive.
If the characters ask why he doesn’t just send
his soldiers, he says it’s because he doesn’t’
want to make a spectacle of this. Ghirad has
been openly speaking out against him.

He can’t afford to let it look like he is silencing
him without cause; however, he can’t let Ghirad
expose the island to the ongoing war between
Bosnoka and Kaluda either. expose the island to
the ongoing war between Bosnoka and Kaluda
either.

TAKING GHIRAD
The characters may be tempted to just bull
their way in and storm the manor; however, this
would create a spectacle which is what the king
is trying to avoid. Also, Ghirad has a lot of guards,
and a lion! This should be enough to encourage
the characters to search the surrounding area
for other options. A perimeter search should
lead them to the hidden tunnel. Of course, an
epic frontal assault is still an option, it just won’t
sit well with the king.
There are several things the characters can
do to try to move stealthily over the wall. You
may have to help them realize these ideas.
They can cause a distraction at the front gate.
Perhaps the villager whose child they rescued
can be convinced to help. They can try to snipe
one of the guards walking the wall, giving them
enough time to run across the clearing and
climb the wall. Lastly, they can use the cover
of darkness to sneak across the clearing to the
base of the wall and then climb up and over
without detection.
Once inside the wall, it will be impossible to
hide in the daylight due to the activity within
the estate. In darkness they can try to hide in
the gardens next to the house. The lion and its
trainer will be making the rounds, so the party’s
group stealth would have to beat their passive
perception.
The best way to get into the house is through
the windows, which have wood shutters that
open out.
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Ghirad’s Estate
Ghirad’s estate is a two-story building
surrounded by a high wall. It lies about
a mile outside of Bofara. Most of the
surrounding area is forested; however,
a 60-foot clearing was created outside
the estate wall for security’s sake.
Terrain. Mostly soft soil outside the
wall. The inside of the compound has
stone walkways laid down.
Weather. Sunny day or cloudless
night
Light. Daylight or starlight
Smells. The smells of cooking from
the scattering of buildings outside the
wall as well as the smell of penned up
animals.
Sounds. Mostly quiet, but there
are sounds of chickens, sheep, and
children playing faintly outside the
wall. Inside the wall the sound of the
lion occasionally roaring or the guards

Outside the Wall
There are some buildings outside the wall of
the estate. These are the homes of the maids,
grounds workers, and guards with families. This
is also where the stables and wolf pens are.
There are two patrols that cover up to one mile
from the estate. If the characters stay in one
place longer than an hour, they will encounter a
patrol.
Encounter: This encounter assumes the
characters only encounter one patrol and it
includes two human brutes and two wolves.
Temple Ruins
About a quarter mile from the estate are
ruins of an ancient temple, little more than
stone flagstones and some collapsed pillars.
It’s impossible to tell which god or goddess the
temple was dedicated to. The stone block that
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served as the base for the altar is still present,
and below it is a tunnel that was built by Ghirad
as an emergency escape route. The tunnel
entrance is covered by a loose flagstone beside
the altar’s base, and the trap door is latched from
inside the tunnel. It requires a DC 13 Wisdom
(Perception) or Intelligence (Investigation)
check to find it and a DC 13 Strength (Athletics)
or Dexterity (Thieves’ Tools) to open it. The
guards don’t know about this tunnel as Ghirad
didn’t want its existence to leak out to his
enemies.
Hidden Tunnel
The hidden tunnel is five feet wide and has
two traps that were designed to slow down or
discourage pursuers when Ghirad is making
his escape. The first trap, which is a spiked pit
trap, is 300 feet from the ruins entrance, and the
second, a poison dart trap, is 500 feet from the
estate grounds entrance.
Spiked Pit Trap
This trap is a pit lined with wooden stakes at its
bottom. It is hidden by a thin reed matt covered
over with dirt.
Trigger. Any weight over 20 lbs. will collapse
the reed matt covering the trap.
Effect. The subject triggering the trap must
succeed on a DC 13 Dexterity saving throw.
On a failure, the subject falls 10 feet and takes
1d6 bludgeoning damage from the fall and 1d4
piercing damage from the spikes. A successful
save indicates the subject did not fall in the trap.
Countermeasures. The pit can be discovered
with a DC 13Wisdom (Perception) or Intelligence
(Investigation) check. Once discovered, it can
easily be maneuvered around.
Poisoned Darts
This trap shoots poisoned darts at anyone
who triggers it and stands within 10 feet of the
pressure plate.
Trigger. There is a pressure plate that is
covered up with dirt, and any weight over 50
lbs. will cause it to trigger.
Effect. When the pressure plate is depressed,
four poisoned darts will shoot out from the
adjacent walls and attack randomly within 10
feet of the pressure plate. The darts attack with

a +3 to hit. The darts are also coated with snake
venom; if struck, the subject must make a DC
13 Constitution saving throw. They take 1d4
piercing damage and 3d6 poison damage on
a failed saving throw. They take 1d4 piercing
damage and half the poison damage on a
successful one.
Countermeasures. The DC to spot them
is 13. With a DC 13 Wisdom (Perception) or
Intelligence (Investigation) check, a character
can deduce the presence of a pressure plate.
Avoiding the pressure plate once spotted is
easily done.

PERIMETER WALL
The whole estate is surrounded by a 20-foot
wall that is five feet wide with a parapet. The
wall has one gate and five sections.
The wall is patrolled by five guards. There is
also one guard watching the gate and a guard
sergeant making rounds or staying in the
guardhouse.
The guards work in 12-hour shifts with one
squad on holiday, so those not on duty are
resting in the lower level of the manor.

Encounter. This encounter includes one
phalanx veteran and six phalanx warriors.
Tactics
The guards are stationed at the gate and
evenly about the walls. The leader will be in the
guard house next to the gate. It takes a guard
one round to traverse one wall. Once the leader
is alerted to the attack, he will hit the gong on
the top of the guard house next to the gate to
alert the house.
If the characters want to sneak past the guards,
have them make a group stealth check against
the guard’s passive perception.
#1 Gatehouse
This is where the guard sergeant is posted.
The off-duty guard sergeant lives in town.
#2 Inner Yard
Like most wealthy estates, Ghirad has
decorated his grounds with statues honoring
the gods and heroes of the land. He has also
landscaped it with beautiful gardens to honor
his wife.
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As a line of defense, Ghirad has raised a lion
as a loyal pet. At night, he lets it roam the inner
yard with its handler. The handler is a large man
named Rikon. In the morning he puts it back in
the cage.
It will take a group stealth against the lion’s
passive perception to get past it. If the guard
house gong was hit, there is no chance for
surprise.
Encounter. This encounter includes one lion
and one human brute.
#3 Tunnel Entrance
Hidden among the flower bushes is a trap door
that leads to the hidden tunnel. This is Ghirad’s
secret escape route.
#4 Lion Cage
This is the lion’s cage. It is barred during the
day. At night the lion is let out with its handler.
The lion’s collar has three 5 GP gems embedded
in it.
#5 Lion Tamer’s Quarters
The lion tamer is a disagreeable fellow who
only likes the company of his beast. Hidden
underneath the floor is his treasure. It takes a
DC 13 Wisdom (Perception) or Intelligence
(Investigation) to find it. It is a bag of 400 CPs,
200 SPs and 10 GPs.
#6 Public Bath
This is the bath the guards and servants use.

HOUSE LOWER LEVEL
The off-duty guards and servants are spread
out all over the lower level.
DM Note. Replace the guard’s AC with the
following: Armor Class 12 (clothes, Shield) no
Dexterity bonus.
These are off-duty guards except for the one
posted in the courtyard; therefore, they will not
have armor on. The lower level of the house is
where the kitchen, gymnasium, guard barracks,
servant’s room, bathroom and general living
room is.
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#7 Courtyard
The structures of the main house form a
square around a central courtyard with a statue
of Tabiskon in its center. There will always be
one phalanx warrior on duty in this area.
DM Note. This guard is equipped like the
ones manning the wall.
#8 Guard Barracks
There will always be at least one phalanx
warrior in this room sleeping. There are six
bunks here with two locked chests at the bottom
of each bunk. The guards share the bunks, but
they each have their own chest for their personal
items.
Each chest has 2d6 GPs in it, and the DC to
open or break the lock is 15. One chest has a
20 GPs ruby, and another has a potion of fire
breath.
#9 Servants Quarters
This is where the servants without families
live. There are six beds with six locked chests.
The DC to open or break the locks is 15 and
each chest has 2d6 GPs in it.
#10 General Living Area
This room has several cushions for lounging.
Usually two phalanx warriors are here chatting
or gaming with dice killing time, one of them
may be in the bathroom.
#11 Bath and Laundry
There is chance that one of the phalanx
warriors is here relieving himself.
#12 Gymnasium
The central room on the west side of the house
is the gymnasium. Two unarmored phalanx
warriors are here practicing their onhlakon
skills.
#13 Kitchen
There will always be two servants here who
are 0-level commoners and non-combatants.
There is also a chance for a phalanx warrior to
be in here stealing a snack.

HOUSE UPPER LEVEL
The upper level of the house is the private
quarters of Ghirad and Khara. This level has
three rooms, and two large living areas.
Ghirad and Khara can be in any of the rooms,
so choose which area you want them to be in
when the characters arrive.
Encounter. This encounter includes one
Khara and one fledgling sorcerer (Ghirad).
Tactics
Ghirad will automatically assume the
characters were sent by the king, for he will be
aware of their accomplishments thus far. When
he sees them, he will attack. Also, any combat
in the courtyard lower level will be heard by
anyone in the living area of the upper level.
Khara will not be so hasty to engage the
characters in combat. Not only does she not
want to give away her true form to Ghirad, she
knows that if the characters were sent here by
the king, Ghirad has outlived his usefulness to
her. Her objective will be to get the party to
trust her, so she will play the unhappy wife. If
she succeeds, she will get the party to let her go
and leave. She will offer up the fake letter from
Toran to Ghirad to give more credence to her
story.
If attacked, she will attempt to flee however she
can. Once free, she will take on another persona
and then try to infiltrate the king’s palace.
#14 Private Bath
This is a lavish bath used by Ghirad and Khara.
#15 Balcony
The balcony has a table with four chairs and a
couch. There a lot of pans decorating the room
as well. Khara often comes here to contemplate
her situation and formulate her plans.
#16 Study
This is the room where Ghirad will most likely
be found. The room has several racks filled with
scrolls. Most of the documents are business
recordings for his legitimate logging business;
however, there are a few that describe his illegal
dealings with the Bosnokans.

These scrolls name a Bosnokan spy named
Zaddis Kalis staying in Rikadon and mention
how Toran Dafaska must remain unaware of the
dealings. Finding these scrolls requires a DC 15
Intelligence (Investigation) check.
Treasure
Ghirad has several scrolls stashed among
his documents. He has the following individual
scrolls: Comprehend Languages, Change
Self, Rope Trick and Knock.
#17 Living Area
The upper living area has several couches
and chairs, two braziers, and an ivory statue
of Tabiskon. There are lavish vases and candle
holders about. This room takes up most of the
upper level. Any combat in this room will be
heard by the guard in the courtyard of the lower
level.
Treasure
The ivory statue of Tabiskon is worth 20 GPs.
There are four vases: two worth10 GPs, 1 worth
15 GPs, and 1 worth 25 GPs, and there are two
candle holders worth 5 GPs each.
#18 Bedroom
The bedroom is a lavish affair. The four-poster
bed is hung with silk drapes. The walls are
decorated with images of Ghirad performing
different heroic feats. There is also a locked
chest next to the bed.
Treasure
The chest requires a DC 15 Dexterity (Open
Locks) or Strength check to open. It contains
Khara’s clothing and her jewelry. There is a pearl
necklace worth 20 GPs and three rings with
semi-precious stones worth 5, 10 and 15 GPs.
There is also a potion of poison (remember
that these look-like potions of healing on the
outside). Khara, of course, knows the true nature
of the potion.
There is also the following scroll which Khara
made for use in times of emergencies.
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Ghirad,
Keep turning the people against the
king. Once the final assault is over, you
will be able to assume the throne as
promised.
Toran

A character searching the chest may notice the
false bottom with a DC 13 Wisdom (Perception)
or Intelligence (Investigation) check. In it is a
scroll from Khara’s master. It reads the following.

Khara,
Keep your charge playing the
ambitious lord. We are almost ready to
attack on the eve of the games, so the
King must have his attention on keeping
his lords in line. Do not fail me, and you
will be rewarded with immortality as
promised.
The Stone Mother

Khara keeps this scroll to remind her why she
serves the Stone Mother.

CONCLUSION
The king will be pleased to learn that Ghirad
is finally dealt with. If the characters bring him
back alive, he will pay them an extra 50 GPs.
He prefers Ghirad alive, so he can expose him
to the people of the city before giving him a
public execution. The king will then seize his
estate and logging operation.
If Khara is found out and captured alive, he
will pay another 50 GPs for her. She will be
imprisoned and questioned.
If the king learns about the Stone Mother, he
will ask the characters to find her and stop her.
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If the king is shown the forged letter that
implicates the Bosnokan ambassador Toran,
then the king’s trust in him will drop sharply,
giving the Kaluda ambassador more power on
the island. However, King Aelok knows he can’t
expel Toran lest he show favoritism to Kaluda;
he still doesn’t want to join the war. Showing the
king both the letter implicating Toran from the
chest and the document exonerating him from
Ghirad’s scrolls will raise questions about Khara
since the letter was found in her chest. The spy
Zaddis will also be captured and executed if
found out.

COVERT OPS
The cult of Hlakiskos has been operating on
the island for a while; however, its members
never engaged in any activity more damaging
than sacrificing livestock. Then the cult got a
new leader.
Khara was not the only Cult of Naegara
member recruited by the Stone Mother. Her
latest recruit is a warrior who goes by the title
Battle Lord.
The Battle Lord’s task is to use the Cult of
Hlakiskos to attack Fort Naetor on the night of
the assault.

THE BATTLE LORD
The Battle Lord is a mysterious figure to the
cultists and everyone else. No one other than
Aeghi knows the Battle Lord’s identity.
The Battle Lord is a woman named Magha
from the island of Kamorra where warrior
women rule. She was exiled after she failed to
gain leadership through ritual combat.
It was during her emotionally weakened state
that the Cult of Naegara approached her with
promises of glory and immortality
in
exchange for service.

MISSION BRIEFING
Once the characters agree to accept this
mission, the king introduces his son Serrok,
explaining that Serrok commands Fort Naetor.
Serrok imparts the following information to the
characters.
• There is a large gathering of Hlakiskos cult
members on the island east of Kagehuri.
• He believes that the cult has sentries
posted all over the island and in the town
of Kagehuri.
• The cultists follow a new leader named the
Battle Lord.
• Serrok believes the cult has killed
numerous villages from around the island
in ritual sacrifice much like the villagers
the characters may have found in the
Missing Persons adventure.
• The king is offering the party 100 GPs to go
to the island and assess the situation.

ISLAND APPROACH
To get to the island, the characters will need
a boat. The king will sign a scroll that allows
the characters to purchase a rowboat or rent
a keelboat for a week. Any of the villages will
honor this writ.
Serrok will warn that if the cultists are indeed
preparing for an assault, they will have spies in
the port villages looking for people trying to
get to the island uninvited.

Looking Out For Lookouts
The cultists leave a couple of members
stationed in the village of Kagehuri and Ridafona
to watch for people heading to the island. A
DC 13 Wisdom (Perception) or Intelligence
(Investigation) check notices them watching
the characters.
If discovered, the cultist will run away. Each
one is a cultist, so defeating them is not a
problem. If they are not discovered, they will
light a fire which will alert the cultists’ camp on
the island.
If the cultists spies were able to get out a
warning, feel free to have a group of sahuagin
attack the characters as they are boating over
to the island; however, make this an optional
encounter that can be removed if the party
strength is weak. These sahuagin are wielding
the same marked dwarven-made metal
weapons as found in the weapons shed.
Sahuagin Encounter (Optional). This
encounter includes 1d4+2 sahuagin.
Replace the following attacks from the normal
sahuagin statistics.
Battleax. Melee Weapon Attack: +3 to hit, reach
5 ft., one target. Hit: 5 (1d8 + 1) bludgeoning
damage.
Warspear. Melee or Ranged Weapon Attack:
+3 to hit, reach 5 ft. or range 30/120 ft., one
target. Hit: 5 (1d8 + 1) piercing damage.
Beach Landing
When the characters land on the island,
whether they are ambushed depends on if they
were spotted in one of the villages.
There are four camps of cultists stationed
around the small island. Their sole mission is
to watch for intruders. If they were warned that
the characters are coming, or the characters
approach the island during daylight, they will
try to ambush them.
Encounter. This encounter includes two
phalanx veterans and five guards.
Ambush. If the characters alerted the cultists
of their approach, an ambush will be set up
either at the beach or on the trail to the ruins.
Their stealth DC is 13. Check that against
the character’s passive perception or active
investigation if they say they are looking.
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The ritual scar
The characters can easily see that the cultists
have a scar shaped like a spear on their upper
arm.
What the cultists know
Questioning the cultists is hard as they are
fanatics in their loyalty to Hlakiskos; they
have advantage on their insight to counter
intimidation checks.
They know the following information:
• The cultists are gathering for a great
battle that will bring glory in the name of
Hlakiskos.
• Their leader, the Battle Lord, is a warrior
blessed by the god of war and is unmatched
in battle.
• The Battle Lord often speaks to Hlakiskos
through the spear and sometimes even
shouts at him. That doesn’t seem wise.
• The Battle Royale is a glorious thing.
Every night new recruits must participate.
Afterward, branded cultists may challenge
the Battle Lord for leadership of the cult,
but no one has tried yet.
• Sahuagin sometimes come to the camp and
speak with the Battle Lord. No one knows
why.

WAR GOD’S RALLY
The Battle Lord has been calling for cultists
to join the rally in the ruins of Sakorinus’s
stronghold. Currently there are several hundred
gathered from Kagari and the surrounding area.
Each day the cultists hold a battle royale.
Newcomers must enter to join the cult. The
contest is a battle to submission, and magic is
allowed but frowned upon.
Getting close to the gathering isn’t an issue
because the cultists are too busy preparing for
the ritual. When the characters approach the
ruins, read the following description.

You reach the crest of a hill that gives
you a good view of the ruins below.
The ruins look like little more than a
bunch of crumbling walls, but they do
look somewhat defensible. There are
three intact buildings, one command
building and two sheds. Also, it looks
like there could be over three hundred
cultists gathering for an event.

Getting Inside
Getting inside the ruins and mingling among
the cultists is just as easy as it was getting close;
however, the difficulty changes when the battle
royale starts.
When the characters enter the camp, read the
following text.
Wandering the camp, you see that
many of the people are practicing
and gearing up for a fight. You also
see several fierce looking warriors
wondering around the camp sizing up
those that are practicing.
Sitting in front of the command building
is an incredibly fierce-looking warrior.
The warrior wears a full faced horned
helm, blackened half-plate and is
wielding a warspear that shines with
an inner radiance. The warrior passes
its gaze over the camp and as it turns
towards you, it’s as if its eyes are portals
into Underworld.

The ritual scar
It should be obvious to the characters walking
the camp that some of the people have the scar
of a spear on their arm and some of them don’t.
The ones practicing and getting ready to fight
don’t have the scar indicating they might be
initiates.
Avoiding the Battle Royal
The characters can try to avoid the Battle
Royale by putting a fake scar on their upper
arm.
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This requires a DC 13 Charisma (Disguise)
check or a DC 13 Intelligence (Forgery Kit)
check. If they don’t have the scar, they must try
to avoid being rounded up and forced to the
center by making a DC 15 Dexterity (Stealth)
check.
Gathering information
If the characters want to mingle and see
what they can find out, it’s a DC 13 Charisma
(Persuasion) to talk to the cultist or a DC 13
Wisdom (Perception) check to listen in on a
conversation. A successful check gives them one
piece of information provided in the previous
section under “What the Cultists know”.
Failure in these checks means the guard was
too vigilant or the person they were trying to
talk to wasn’t forthcoming. Three failures will
alert the cultist to the character’s presence.
Headquarters Building
The headquarters building is a wood structure
with one door and two windows. There is always
a guard at the door. This building is also where
the Battle Lord sleeps.
The best time for the characters to try to
sneak into this building is when the Battle
Royale is happening. At that time the guard will
be distracted, and the Battle Lord will be at the
event. All other times the check to sneak in is at
a disadvantage. The stealth check to do this is a
DC 13 Dexterity (Stealth) check.
Inside the building is a table with battle plans
on it. The plans clearly show all of the attack
points of the Trident. The map shows Kagehuri
and Fort Naetor being attacked by the Cult of
Hlakiskos, and it shows Ridafona, Bofara, and
Fort Hlabonri being attacked by a force from
the sea. Lastly, it shows another force attacking
Ehodafa from the Underworld. The latter attack
point is marked with a tag that says “Mother.”
Also, inside this building is the cult’s treasure.
The Battle Lord keeps it close to her bed. There
are three chests filled with coins and gems.
The chests are locked with an average lock
requiring a DC 15 Dexterity (Thieves’ Tools) to
unlock them. They are not trapped.
• 56 GPs
• 623 SPs

•
•
•
•

1866 CPs
Five 10 GP gems
Two 50 GP gems
Two gold statues of Hlakiskos worth 25 GP
each

Weapons Shed and Explosives Shed
These small buildings aren’t guarded, but they
are often watched by scared cultists. Sneaking
in is a DC 13 Dexterity (Stealth) check.
Inside the weapons shed are hundreds of
spears and javelins. It is obviously a cache with
enough weapons to arm a battalion-sized force.
About a third of the spears are made of the
same seawater-resistant metal as the ones the
sahuagin used. They have the same creator’s
mark as well.
Inside the explosives shed are casks of oil.
The oil might be used to create firebombs.
Battle Royale
The Battle Royale is a huge initiation test, and
the cult isn’t the kind of organization where you
can choose not to join. Those who don’t enter the
Battle Royale are sacrificed, for the sacrifice of a
coward is powerful to the faithful of Hlakiskos.
When the characters are ready to begin, read
the following boxed text.
The crowd gathers before a platform
where the Battle Lord waits to address
the crowd.
The warrior raises its spear and
shouts at the crowd in a gravely almost
demonic sounding voice, “Warriors,
you are about to partake in a battle
worthy of the one fought between
Bofanok and Hlakiskos himself! Fight
hard and honor the god of battle, and
the winning group will be branded in
his name!
The Battle Lord then pumps its spear
into the air and the whole crowd roars
with cheers.
Those that join are organized into groups and
given a colored arm band that represents their
group.
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The battle is then a fight to the finish with the
last group standing awarded victory. The Battle
Lord needs warriors, so it doesn’t want them
killed trying to join; therefore, killing is frowned
upon, but a blood bath is always cheered by the
followers of The Skewerer.
The characters will have to face three waves of
attackers. Each wave arrives after three rounds
of combat.
DM Note. These encounters are set up to be
easy encounters for a party of five 3rd level
characters. If the characters are struggling, feel
free to have the new waves attack the older
waves as well as the characters or reduce the
number of attackers.
Wave 1. This wave consists of one phalanx
veteran and four phalanx warriors.
Wave 2. This wave consists of one phalanx
veteran, one spy.
Wave 3. This wave consists of one phalanx
veteran and four phalanx warriors.
The Brand
Participating in the Battle Royale initiates
the characters into the Cult of Hlakiskos;
consequently, they will be branded with the
image of a spear on their arms. Characters with
this brand have advantage on Charisma checks
against followers of Hlakiskos.
Describing the Battle
The Battle Royale is made up of multiple
groups all identified by colored armbands.
Each wave represents another group going
after the player characters until wave 3, when it
is just that group and the PCs that are left.
Crowd Reactions. Hlakiskos is the patron of
warriors, so critical hits with weapons will draw
cheers, while the use of magic will elicit boos
and catcalls.

Refusing to join
If the characters refuse to join, they will be
considered cowards. The Battle Lord will then
order them to be captured and sacrificed.
The characters will not want to surrender.
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Make it plain to them that their only option is to
flee. Most of the people at the gathering won’t
interfere. Getting away should be a series of skill
checks. If you must make a battle encounter, hit
them with small easy encounters. The makeup
of wave 1 of the Battle Royale is a good example
of an easy encounter.
Another option is to make them use their skills to
escape. All the DCs should be around 13 unless
you have a reason to make it harder or easier.
Sample checks could be Athletics to climb the
wall, Intimidation to get people out of their way,
Stealth to blend into the crowd, and Insight to
read the crowd and figure out the best escape
route.
Challenging the Battle Lord
About an hour after the Battle Royale, the
Battle Lord will address the assembly to offer
the opportunity for cultists to challenge for
rulership of the cult.
Challenging the Battle Lord is easy, for
Hlakiskos doesn’t allow cowards among his
ranks.The Battle Lord must accept all challenges,
but the Battle Lord gets to determine how and
when the challenge is administered.
The crowd is starting to settle down
now that the Battle Royale is over. Then
a hush falls across the assembly as the
Battle Lord once again walks onto the
platform. She passes her gaze over
the crowd before saying, “Warriors of
Hlakiskos, who would challenge me
for leadership? Who would be the new
favored champion of the god of battle?
Think before you step forward, for this
fight is to the death!”
Immediately following the speech, the crowd
roars its approval. This the opportunity for the
characters to step forward and challenge the
Battle Lord. If they are still hurting from their
previous battle, make it plain to them that this
challenge occurs every day. They can wait a day
and get a long rest.
When the characters accept the challenge,
read the following boxed text.

The crowd goes quiet as the Battle
Lord walks into the circle. The warrior
looks every bit the avatar of Hlakiskos
himself. Her spear is a magnificent
weapon with a cross guard of an eagle
in flight. As you watch, you see the
Battle Lord shake it in frustration and
tell it to shut up.
Before the battle, the Battle Lord
holds her spear high in the air and
says, “Hlakiskos The Skewerer, I
sacrifice these brave warriors in your
honor through ritual combat. Bless our
upcoming battle with glory, so blood
may continue to flow in your name.”
The Battle Lord then looks at you and
says, “Your death is now!”
That’s when you hear another voice
coming from her location say, “By
Porinus’s tail - fin, why must you be so
dramatic?”
The Battle Lord’s group consists of the Battle
Lord and two favored lieutenants. This combat
is different than the Battle Royale in that it is a
no-holds-barred fight to the death. There is no
surrender. If the characters are losing and want
to surrender, remind them that their only option
is to run. Feel free to use the skill challenge
rules listed earlier. It’s up to you as the DM to
decide if you want to let them get away. Keep in
mind that a Total Party Kill is very demoralizing
and often ends gaming groups.
Encounter. This encounter includes one battle
lord, one human brute and one fledgling
sorcerer.
DM Note. If this encounter takes place a
short rest after the Battle Royale, it will be a
very hard battle for the characters considering
their hit points and resource loses. As the only
encounter for the day, it will be much easier.
Remind the characters that they do have the
option to challenge her the next day.
Tactics
The Battle Lord will send the brute to take on
the most fearsome looking PC first hoping he
will soften that PC up. The Battle Lord is no fool.
The sorcerer will target priests and wizards.

Treasure
The Battle Lord carries Poraisos, but it only
functions as a warspear +1 in her hands. The
spear continually lectures on the misuse of the
cultists and won’t unlock its abilities. This is a
source of great frustration for the Battle Lord.
The spear was given to the Battle Lord by
Aeghi, and the spear knows this; however, she
used the sahuagin to deliver it, so it doesn’t
know how to get to Aeghi.
Not Challenging the Battle Lord
Taking out the Battle lord is the best option;
however, if the characters aren’t interested in
fighting her, they have another option. They
can settle for gathering information about the
assault; this is enough to report to the king and
call the mission a success.

CONCLUSION
If the characters killed the Battle Lord, then
one of their party is now the new Battle Lord.
This means that person now commands the cult;
however, if the characters don’t maintain the
rituals, then the assembly will dissipate within
two days.
If the characters didn’t challenge the Battle
Lord, they can return to the king and report what
they know. If they know about the assault, then
Serrok will attack the fort in two days’ time and
win; however, the Battle Lord will not be found.
If the characters didn’t discover the plans for
the assault, then the king has no reason to order
the attack.
Reputation
If the characters kill the Battle Lord and let
the cult dissipate, the king will regard them as
heroes and look upon them favorably. If they
kill the Battle Lord and continue the sacrifices,
then the king’s son will attack the ruins with two
triremes and two biremes full of warriors. The
characters will be considered enemies. If they
just report what they found, then they will be
paid.
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DEVELOPMENT
At this point, the characters should have made
many friends with the locals and achieved good
standing with the king. This is a good time for the
characters to complete unfinished quests or do
side quests you have planned. The characters
should be 4th level before starting the next part
of this chapter.
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REPUTATION CONSIDERATIONS
There are several tasks that need to be
accomplished in this chapter. The plans that
lay out the Trident’s assault path need to be
discovered, the timing of the assault needs
to be realized, and Ghirad or Khara must be
neutralized.
If the characters accomplished at least two of
these tasks and are considered loyal to the king
and not incompetent, then the king will give
them an extra reward: Ghirad’s estate along
with Boskari citizenship. Any of the staff the
characters keep on will need to be paid, and the
characters will be expected to answer the king’s
call to join his army if Boskari is threatened.

NPC Descriptions
Every adventure has colorful characters that the heroes encounter during their exploits. This
chapter provides guidelines on how to portray those characters; however, you are encouraged to
use them in a way that best fits your campaign.

Key NPCs
The following NPCs play a significant part in the story that may expand beyond one chapter.

King Aelok Karagos
Age 58
Gender Male
Stat Block Warlord
Pronunciation Ay-lock Kar-rah-goes

Medium human (pikaluda),LG

Origin. Aelok is the king of Boskari. His great grandfather founded the
current dynasty. In his youth, he fought against the dragonborn empire in the
Kaluda navy. He was a celebrated warrior and a valued captain in their fleet.
Description. Aelok is a tall lean man with a full mane of graying hair despite
being almost 60 years of age. He is tall and lean, and he keeps his beard full
and neatly trimmed. His attire is of good quality but simple. This reflects his
personality, for he is often direct and to the point.
Personality. Aelok is a warrior and a diplomat. He holds himself with confidence and expects his
commands to be obeyed; however, he is known to be a compassionate and pious king as well. These
traits have earned him the love of his people.
The King often shows favoritism towards soldiers and deference to clergy but not to the point where
he will go against his conscience. He is also quick to show disfavor to rude guests or braggarts. He
absolutely despises liars and deceivers.

Serrok Karagos
Medium human (pikaluda), LG
Age 28
Gender Male
Stat Block Phalanx Captain (new)
Pronunciation Ser-rok Kar-rah-gose
Origin. Serrok is the son of Aelok. He’s sailed a couple of times with his
father and fought some pirates, but he longs to lead a unit in battle.
Description. Serrok is tall and lean like his father. He is a spitting image
of what Aelok probably looked like when he was young.
Personality. Serrok is ambitious, but he isn’t reckless. He also lacks
some of the humility his father has and is a bit demanding.
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Other NPCs
The following NPCs play a role, but their presence will most likely only be in the Boskari section
of the book.

Ghirad Saepis
Medium Human (pibosnoka), NE
Age 59
Gender Male
Stat Block Fledgling Sorcerer (new)
Pronunciation Geer-ahd Say-pis
Origin. Ghirad Saepis is the second most
powerful man on the island next to the King.
He’s a powerful wood merchant who rules
Bofara as if it was his own personal kingdom.
Ghirad served with Bosnoka in the war with the
dragonborn.
Ghirad claims to be a descendant of Sakorinus,
the legendary hero who founded Boskari, and
because of this he feels he is better suited to
rule the island than the King. He also has some
magical ability and claims this comes from the
divine bloodline his ancestor and he share.
Description. Ghirad is a man in his late fifties
like King Aelok, but his enjoyment of the finer
things in life has left him a bit out of shape
whereas Aelok still trains with his warriors. He
also has balding brown and gray hair with a
large bushy beard.
Personality. Ghirad is a man who is used to
getting what he wants and assuming people will
follow his commands. Please and thank you are
not in his vocabulary unless he is speaking to
Fhara. If he feels he’s been slighted or betrayed,
he has no qualms about using whatever
resources he must to get his revenge.

Khara
Medium monstrosity (shapechanger), NE
Age Unknown
Gender N/A
Stat Block Doppelganger
Pronunciation Ka-hah-ra
Origin. The doppelganger has many names
and many tales of origin, but is currently known
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as Khara, a young woman from a poor family
in Kagehuri. Ghirad became infatuated with
her while he was traveling through the village
one day on his way to Ridafona and invited her
back to his estate, where he lavishes her with
attention.
Description. The doppelganger is currently
taking the form of a young woman with honey
blonde hair and blue eyes of uncommon beauty.
Men and women alike find her fascinating due
to her ability to read thoughts and be what they
desire.
Personality. Khara is the ultimate manipulator,
with a personality that changes depending
on who the doppelganger is currently
communicating with.

Rinuson
Medium human (pikaluda), LN
Age 62
Gender Male
Stat Block Commoner
Pronunciation Ree-new-son
Origin. Rinuson has worked for the Karagos
family all his adult life. The King’s father rescued
him from pirates who had killed his parents
when he was a child.
Description. Rinuson is a man of average
height, slight build with a balding head and a
neatly trimmed beard. He always appears well
groomed and in fine cloths.
Personality. Rinuson keeps his emotions
in check. The King often calls him a “stick in
the mud” with affection. He’s a very focused
individual who puts the Kings needs before his
own; however, this armor of professionalism
tends to break down when children are involved.

New Magic Items
In this chapter is a list of unique magic items that can be found in this adventure.

Poraisos

Weapon (war spear) Rarity Varies
(Requires Attunement)
This war spear has a shaft made from oak. The
butt end is shaped like the tail feathers of an
eagle, and the cross guard looks like an eagle in
flight. The spear’s name means “Ancient Father.”

History
The founder of Boskari was a mighty pirate
named Sakorinus. Despite his strength ,
Sakorinus made many mistakes as a leader
that ended with many of his crew dying
needlessly; consequently, when he knew he
was approaching death, he prayed to Porinus to
show him a way to advise his descendants on
how to be good leaders. Porinus answered his
prayer, offering to make a spear that Sakorinus
could invest a portion of his soul into, thereby
granting the spear an awakened intelligence
and his knowledge. Through the spear, his
would be able to benefit from his wisdom.

Sentience
Abilities. Poraisos is a weapon with an
Intelligence of 12, a Wisdom of 17, and a
Charisma of 18. It has hearing and normal
vision out to a range of 60 feet. The weapon can
speak, read, and understand kagari. It can also
communicate with its wielder telepathically.
While attuned to it, Poraisos also understands
every language its wielder knows.
Personality. Poraisos speaks with a bold
but understanding tone and likes to use
colorful language. The war spear understands
a character who wants to jump headlong into
battle but will always voice caution advice isn’t
followed, it will curse like only a pirate can and
give one last attempt to convince the character
of the error of their ways. 		
Purpose. The war spear’s purpose is to guide
and instruct its wielder on how to be a wise
leader. If the wielder shows evil tendencies
or partakes in careless acts that endanger
their comrades, the war spear will chastise the
wielder and continue to give a lecture on the
benefits of caution. If the wielder continues to
disregard its advice, it will not unlock any of its
advanced abilities and only functions as a war
spear +1.

Statistics
Poraisos at its base is a war spear +1. The
war spear is unique because it will unlock its
abilities as its wielder grows in power, but only
if it has decided the wielder is worthy.
The war spear’s rarity escalates with its
wielder’s character level. Its sentience doesn’t
affect its rarity. See the following table for the
abilities that become available as its wielder
gains levels.
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Father’s Guidance. Starting at 1st level the
wielder can cast guidance 3 times per day.
Returning. Starting at 1st level the weapon
flies back to your hand after each attack when
thrown.
Monstrosity Bane. . Starting at 5th level, when
you hit a monstrosity, the creature takes an extra
2d6 damage of the weapon’s type and must
succeed on a DC 15 Strength saving throw or
fall prone. For this weapon, “monstrosity” refers
to any creature with the monstrosity type.
At 11th level the extra weapon damage against
monstrosities increases to 2d8.
At 17th level, when you roll a 20 on an
attack roll made with this weapon against a
monstrosity, the monstrosity must succeed on a
DC 17 Constitution saving throw or die.
Eagle’s Wings. At 5th level the throwing range
of the weapon doubles, going from a range of
20/60 feet to 40/120 feet.
At 11th level it doubles again, becoming 80/240
feet.
At 17th level it doubles again, becoming
160/480 feet.
Whenever the spear is thrown beyond 60 feet,
Poraisos gives off the loud screech of a bird of
prey.

Father’s Protection. Starting at 11th level,
the spirit of Sakorinus protects the wielder by
shielding them from potential death blows. The
first time the wielder takes damage that would
drop them to 0 hit points , the wielder instead
drops to 1 hit point, and Poraisos only functions
as a +1 war spear until the next dawn.
If the wielder is subjected to an effect that
would kill them instantaneously without dealing
damage, that effect is negated, and Poraisos
then functions only as a +1 war spear until the
next dawn.
Father’s Embrace. Starting at 17th level, while
you hold the war spear, it creates an aura in a
10-foot radius around you. You and all creatures
friendly to you in the aura have advantage on
saving throws against spells and other magical
effects. If you have 17 or more levels in the
paladin class, the radius of the aura increases to
30 feet.

Unlocked Abilities
Character Level
1-4
5-10
11-16
17-20
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Rarity
Uncommon
Rare
Very Rare
Legendary

Abilities
+1 war spear, Father’s Guidance, Returning
Monstrosity Bane, Eagle’s Wings
+2 war spear, Father’s Protection
+3 war spear, Father’s Embrace

New Monsters
This chapter lists the monsters that are unique to this adventure or modified from their original
description.

Battle Lord
Medium humanoid (pibosnoka), LE
Armor Class 18 (Half-Plate Armor + Shield)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

17
(+3)

12
(+1)

14
(+2)

9
(-1)

8
(-1)

13
(+1)

Saving Throws WIS +1, CHA +3
Skills Athletics +5
Senses Passive Perception 9
Languages Comon
Challenge 3 (700 XP)
Legendary-Resistances (1/day). If the Battle
Lord fails a saving throw, she can choose to
succeed instead.
Discipline of the War God. The Battle Lord
has advantage on saving throws against being
charmed or frightened.

As an action, the Battle Lord can perform a gaze
attack on any enemy within 30 ft. of her. Unless
the target is averting its gaze, it must make a DC
13 Wisdom saving throw or become frightened
for one minute. The target may make another
saving throw at the end of each turn. Once the
target saves vs this attack, it becomes immune
to its effects for the next 24 hours.

Legendary Actions
The Battle Lord can take 2 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time
and only at the end of another creature’s turn.
The Battle Lord regains spent legendary actions
at the start of its turn.
Weapon Attack. The Battle Lord makes a
weapon attack.
Command Ally. The Battle Lord targets one
ally it can see within 30 feet of it. If the target
can see and hear the Battle Lord, the target can
make one weapon attack as a reaction.
Gaze of Terror (2 actions). The Battle Lord
makes a Gaze of Terror attack.

Fledgling Sorcerer
(Ghirad)

Actions
Multi-attack. The Battle Lord makes two
melee attacks.
Poraisos. Melee or Ranged Weapon Attack:
+6 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 8 (1d8 + 4) piercing damage, or 9 (1d10 +
4) piercing damage if used with two hands to
make a melee attack.
Javelin. Melee or Ranged Weapon Attack: +5
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 6 (1d6 + 3) piercing damage in melee or 6
(1d6 + 3) piercing damage at range.
Gaze of Terror. The gift granted to the Battle
Lord by the Cult of Naegara is a terrifying gaze.

Medium humanoid (pibosnoka), N
Armor Class 13 (Leather Armor)
Hit Points 34 (5d+10)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

11
(+0)

14
(+2)

14
(+2)

10
(+0)

13
(+1)

14
(+2)

Skills Arcana +2, Animal Handling +3,
Deception +4Senses Passive Perception 11
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Languages Kagari
Challenge 1 (200 XP)

Brute. A melee weapon deals one extra die of
its damage when the brute hits with it (included
in the attack).

Spellcasting. Ghirad is a 3rd-level spellcaster.
His spellcasting ability is Charisma (spell save
DC 12, +4 to hit with spell attacks). He has the
following sorcerer spells prepared:
• Cantrip (at-will): fire bolt, mage hand,
mending, poison spray
• 1st level (4 slots): charm person, chromatic
orb, expeditious retreat
• 2nd level (3 slots): scorching ray
Sorcery Points. Ghirad has 3 sorcery points.
He can spend 1 or more sorcery points to gain
one of the following benefits:
Heightened Spell. When he casts a spell
that forces a creature to make a saving throw
to resist the spell’s effects, Ghirad can spend
3 sorcery points to give one target of the spell
disadvantage on its first saving throw against
the spell.
Quicken Spell. When Ghirad casts a spell, he
can spend 2 sorcery points to cast the spell as
a bonus action. If he does this, he can only cast
cantrips when using his action to cast another
spell.

Actions
Dagger. Melee or Ranged Weapon Attack: +4
to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 4 (1d4 + 2) piercing damage.

human Brute
Medium humanoid (human), N
Armor Class 16 (Scale Armor)
Hit Points 27 (5d8 + 5)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

15
(+2)

14
(+2)

13
(+1)

9
(-1)

11
(+0)

10
(+0)

Skills Athletics +4, Stealth +4
Senses Passive Perception 10
Languages Comon
Challenge 1 (200 XP)
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Actions
Multi-attack. The brute makes two attacks
with its greatclub.
Greatclub. Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 10 (2d8 + 2)
bludgeoning damage.
Javelin. Melee or Ranged Weapon Attack: +4
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 5 (1d6 + 2) piercing damage in melee or 5
(1d6 + 2) piercing damage at range.

Khara
Medium monstrosity (doppelganger), NE
Armor Class 14
Hit Points 52 (8d8 +16)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

11
(+0)

18
(+4)

14
(+2)

11
(+0)

12
(+1)

14
(+2)

Skills Deception +6, Insight +3
Condition Immunities Charmed
Senses Darkvision 60 ft., Passive Perception 11
Languages Kagari, Eholan
Challenge 3 (700 XP)
Shapechanger. The doppelganger can use
its action to polymorph into a Small or Medium
humanoid it has seen, or back into its true form.
Its statistics, other than its size, are the same
in each form. Any equipment it is wearing or
carrying isn’t transformed. It reverts to its true
form if it dies.
Ambusher. The doppelganger has advantage
on attack rolls against any creature it has
surprised.
Surprise Attack. If the doppelganger surprises
a creature and hits it with an attack during the
first round of combat, the target takes an extra
10 (3d6) damage from the attack.
Gift of Darkness. One humanoid the
doppelganger can see within 30 feet of it must

succeed on a DC 14 Wisdom saving throw or
be magically charmed for 1 day. The charmed
target obeys the doppelganger’s verbal or
telepathic commands. If the target suffers any
harm or receives a suicidal command from the
doppelganger, it can repeat the saving throw,
ending the effect on a success. If the target
successfully saves against the effect, or if the
effect on it ends, the target is immune to this
doppelganger’s Charm for the next 24 hours.
The doppelganger can have only one target
charmed at a time. If it charms another, the
effect on the previous target ends.

Actions
Multi-attack. The doppelganger makes two
melee attacks.
Slam Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 4) bludgeoning
damage.
Read Thoughts. The doppelganger magically
reads the surface thoughts of one creature within
60 feet of it. The effect can penetrate barriers,
but 3 feet of wood or dirt, 2 feet of stone, 2
inches of metal, or a thin sheet of lead blocks it.
While the target is in range, the doppelganger
can continue reading its thoughts, as long as the
doppelganger’s concentration isn’t broken (as
if concentrating on a spell). While reading the
target’s mind, the doppelganger has advantage
on Wisdom (Insight) and Charisma (Deception,
Intimidation, and Persuasion) checks against
the target.

Senses Passive Perception 12
Languages Kagari
Challenge 4 (1,100 XP)
Brave. The phalanx captain has advantage on
saving throws against being frightened
Phalanx. The phalanx captain is more effective
if it can form a shield wall. When a creature with
this feature is standing within 5 feet of another
creature with this feature and they are both
wielding shields, their AC is increased by 2.

Actions
Multi-attack. The phalanx captain makes
three melee attacks.
Warspear. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 7 (1d8 + 3) piercing damage, or 8 (1d10 +
3) piercing damage if used with two hands to
make a melee attack.
Javelin. Melee or Ranged Weapon Attack: +5
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 6 (1d6 + 3 piercing damage in melee or 5
(1d6 + 3) piercing damage at range.
Push Them Back! (Recharge 5-6). Each
creature of the phalanx captain’ choice that is
within 60 feet of it and can hear it, can take the
shove action as a reaction. The phalanx captain
can then make one attack or shove action as a
bonus action; in addition, the recipient of this
reactionary shove receives a +2 to the check.

Phalanx General
(Tarabosnon)

Phalanx Captain
(Takaborin)

Medium humanoid (human), LN

Medium humanoid (human), LN
Armor Class 18 (Half-plate, Shield)
Hit Points 71 (11d8 + 22)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

17
(+3)

13
(+1)

14
(+2)

10
(+0)

10
(+0)

12
(+1)

Skills Athletics + 6, Perception +3, Intimidation
+4

Armor Class 19 (Half-plate, Shield)
Hit Points 117 (15d8 + 30)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

18
(+4)

14
(+2)

14
(+2)

10
(+0)

10
(+0)

16
(+3)

Saving Throws STR +7, WIS +3, CHA + 6
Skills Athletics +7, Intimidation +6, Perception
+3, Persuasion +6
Senses Passive Perception 13
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Languages Kagari
Challenge 8 (3,900 XP)
Legendary-Resistances (2/day). If the
phalanx general fails a saving throw, it can
choose to succeed instead.
Brave. The phalanx general has advantage on
saving throws against being frightened..
Phalanx. The phalanx general is more
effective if they can form a shield wall. When
a phalanx veteran is standing within 5 feet
of another phalanx veteran and they are both
wielding shields, their AC is increased by 2.

Actions

Multi-attack. The phalanx general makes
three melee attacks.
Warspear. Melee or Ranged Weapon Attack:
+7 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 8 (1d8 + 4) piercing damage, or 9 (1d10 +
4) piercing damage if used with two hands to
make a melee attack.
Javelin. Melee or Ranged Weapon Attack: +7
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 7 (1d6 + 4 piercing damage in melee or 7
(1d6 + 4) piercing damage at range.

Legendary Actions
The phalanx general can take 2 legendary
actions, choosing from the options below. Only
one legendary action option can be used at a
time and only at the end of another creature’s
turn. Phalanx general regains spent legendary
actions at the start of its turn.
Weapon Attack. The phalanx general makes a
weapon attack.
Command Ally. The phalanx general targets
one ally it can see within 30 feet of it. If the target
can see and hear the phalanx general, the target
can make one weapon attack as a reaction.		
Fear My Wrath (Costs 2 Actions). Warriors
fear their commander more than any enemy.
The phalanx general can target up to three
allies that can see and hear it within 30 feet to
make a saving throw verses any charm or fear
affect currently affecting it from a failed saving
throw.
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Phalanx veteran (kaborin)
Medium humanoid (human), LN
Armor Class 17 (Scale Mail, Shield))
Hit Points 32 (5d8 + 10)
Speed 30 ft.
STR

DEX

CON

INT

WIS

CHA

15
(+2)

12
(+1)

14
(+2)

10
(+0)

10
(+0)

11
(+0)

Skills Athletics +4, Perception +2
Senses Passive Perception 12
Languages Kagari
Challenge 1 (200 XP)
Brave. The phalanx veteran has advantage on
saving throws against being frightened.
Phalanx. The phalanx veteran is more
effective if they can form a shield wall. When
a phalanx veteran is standing within 5 feet of
another creature with this ability and they are
both wielding shields, their AC is increased
by 2.

Actions
Multi-attack. The phalanx veteran makes two
melee attacks..
Warspear. Melee or Ranged Weapon Attack:
+4 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 6 (1d8 + 2) piercing damage, or 7 (1d10 +
2) piercing damage if used with two hands to
make a melee attack.
Javelin. Melee or Ranged Weapon Attack: +4
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 5 (1d6 + 2 piercing damage in melee or 5
(1d6 + 2) piercing damage at range.

Phalanx Warrior (Hlabon)
Medium humanoid (human), LN
Armor Class 16 (Scale Mail, Shield)
Hit Points 15 (3d8 + 3)
Speed 30 ft.

STR

DEX

CON

INT

WIS

CHA

13
(+1)

11
(+0)

13
(+1)

10
(+0)

10
(+0)

11
(+0)

Senses Passive Perception 12
Languages Kagari
Challenge 1/4 (50 XP)
Brave. The phalanx warrior has advantage on
saving throws against being frightened.
Phalanx. The phalanx warrior is more
effective if they can form a shield wall. When
a phalanx warrior is standing within 5 feet of
another creature with this ability and they are
both wielding shields, their AC is increased
by 2.

Actions
Warspear. Melee or Ranged Weapon Attack:
+3 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 5 (1d8 + 1) piercing damage, or 6 (1d10 +
1) piercing damage if used with two hands to
make a melee attack.
Javelin. Melee or Ranged Weapon Attack: +3
to hit, reach 5 ft. or range 30/120 ft., one target.
Hit: 4 (1d6 + 1) piercing damage in melee or 4
(1d6 + 1) piercing damage at range.
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