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AN ADVENTURE FOR CHARACTERS LEVEL 4-6
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You have been wandering the hillocks along the edge of the Dragonspike Mountains in
search of adventure for several weeks. You now find yourself in the tiny settlement of Yellow Pine Hallow.
This place is as good as the next to buy supplies and perhaps find a few interesting rumors. At first glance
the short stone and timber building look like many you have seen before in your wanderings, but as the red
rays of the sinking sun paint across the settlement, several odd things stand out. First very few people are
about, and those who are seem to scamper about, running ducked low as if trying to find cover from some
unseen attack. Also several of the buildings are in ruined heaps as if hit by a catapult stone and strangest
of all are the brick red stains that cover most of the buildings as well as much of the ground!
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“GRAND HIGH EXALTED FRATERNAL ORDER OF THE BLACK PIGEON”
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MM4

The Day Mountain Goats Fly

A Shatterdawn Mini Mod for levels 4-6

Plot

The PCs are traveling along the edge of the
Dragonspike Mountains in Varnos in search
of adventure. They stop in the tiny mountain
Thorpe of Yellow Pine Hallow to restock
their supplies and gather rumors when they
happen upon a pair of young hill giants, who
have invented a rather strange yet very
deadly game that is causing the tiny
trappers community a lot of problems. The
PCs are asked to rid the area of the two
giants.

Background

Ugh and Lugg, the only survivors of a large
hunting group of hill giants who were raiding
along the southern border of Varnos until
they band was all but destroyed by a fierce
force of rangers. Ugh and Lugg were only
spared because they got lost while gathering
more throwing rocks. When they found their
band had been killed they ran north towards
the mountains until they happened upon the
tiny Thorpe of Yellow pine Hallow. The area
was perfect for them, it wasn’t long before
they found a nice dirty cave to live in, the
area is vastly populated with mountain goat
herds, so there is plenty to eat and the best
of all the small settlement give them
someone to harass. Everything was
wonderful for the two giants until boredom
overtook them (it took about three days or
s0), so Ugh and Lugg decided to raid the
settlement, they started as they always do
by throwing large rocks from a high hill, Ugh
missed every person he was aiming for but
managed to destroy a building. Both giants
thought this would be a fun game, so
instead of raiding the village they started
trying to crush houses with boulders, this
was fun until for the first three, but it was too
easy. It only took one or maybe two
boulders to ruin a house, not to mention
there were throwing boulders everywhere so
it was really no challenge. The two decided
they would try a new game “Goat Bowling”.

The rules were simple, each had all day to
gather as many goats as he could catch and
then at sundown they would climb one of the
tall surrounding hills and throw their goats,
trying make the biggest blood stain. It has
become great fun for the two giants as the
poor goats explode when pitched from the
high hill by their immense strength. The
people of Yellow Pine Hallow are another
matter. The tiny Thorpe is a settlement of
trappers and mountain men, who at this time
are off gathering pelts and game for the
coming winter, leaving their wives, children
and oldsters in the Hallow, so there is no
one to deal with the giants.

Getting Things Started

You have been wandering the hillocks along
the edge of the Dragonspike Mountains in
search of adventure for several weeks. You
now find yourself in the tiny settlement of
Yellow Pine Hallow. This place is as good as
the next to buy supplies and perhaps find a
few interesting rumors. At first glance the
short stone and timber building look like
many you have seen before in your
wanderings, but as the red rays of the
sinking sun paint across the settlement,
several odd things stand out. First very few
people are about, and those who are seem
to scamper about, running ducked low as if
trying to find cover from some unseen
attack. Also several of the buildings are in
ruined heaps as if hit by a catapult stone
and strangest of all are the brick red stains
that cover most of the buildings as well as
much of the ground!

(DM)

The reason for the strangeness is it is about
this time every day the two giants start “Goat
Bowling”. The people are trying to get to the
towns feast hall (marked with an A on the
map), because it has a cellar.

If the PCs try and stop any of the citizens
they insist they will talk only if the PCs follow
them to the feast hall.

Any PC that investigates the Brick-red stains
(A survival or Heal check DC 10 reveals the
stains are blood) and finds many broken
bone chips and bits. A Knowledge Nature
Check DC 15 reveals the bones are from




mountain goats. Any PC with Track can
make a Survival Check to know that there
are at least enough bones and blood stains
to make up 70 or so goats.

If nay PCs investigates the ruined houses
they find the Giants Throwing Stones
(Knowledge Nature DC 20 reveals the
stones for what they are).

(If the PCs head into the feast hall)

You follow the villagers into what must be a
feast or meeting hall, an old man beckons
you into an open hatch in the floor that lead
to an earthen cellar. Inside the cellar are
huddled fifty or so women, children and
oldsters, each one looking more scared than
the next.

(DM)

The villagers will say very little other than
“Its about to happen again” or “Please let it
be quick” mostly they will pray, cry or
shudder in terror unless a PC makes a
Diplomacy Check (DC 15), then one of the
old men will relay the following.

One Brave Old Man

next night was when the goats started
raining down.

There are only old men, women and children
in the village. All the fighting men are off
hunting and trapping to supply the Thorpe
through the winter.

He thinks there are only a few giants not
more than three and that the have to have a
lair close by since they attack each and
every night, sometimes only 2 or 3 goats
sometimes the attack lasts all night.

The village has little in the way of treasure,
but he offers each PC 20 GP and a
Masterwork long or short bow for their
help.

(If the PCs stay outside)

As the sun sinks low there is a strange
baying sound that seems to grow louder
until something crashes to the earth and
explodes in a messy burst of blood, gore
and bones!

One white haired old man pushes his way
through the huddled villagers. “Out of my
way ya scared little rabbits. It seems Yargo
the Hunter has heard my prayers after all.”
He grins as he approaches.

(DM)

The old man is Kreekus a retired ranger. He
is in his late 80’s, but his sharp blue eyes
show a fierceness not dulled by age. He
makes it plain to the PCs that if he were a bit
younger he would deal with these giants
himself.

(What he tells the PCs)

The people are scared of Giants, who have
taken to giving their village a nightly
bombardment of Mountain goats.

He tells the PCs it all started three weeks
ago when several of the houses were
destroyed by giant throwing stones. The

(DM)

The object was a mountain goat and the
night's session of “Goat Bowling” has begun!

The session will be short 1d6 goats per
giant. They will aim for any people that are
visible first or houses if there are not people.

They will continue until they are out of goats
and then will make their way back to their
cave to chat about tonight's game.

It is almost impossible to see where the
goats are coming from in the dark (Spot
Check DC30) Tonight the Giants are on
hilltop #1.

Most likely the PCs will tray and find them in
the morning unless they get lucky and spot
them. The giants will start using rocks
instead of Goats once the PCs head
towards them and will fight to the death.




(Finding the Giants, Giant’s Tactics and
Exploding Goats special rules)

Finding the giants : There are three ways
the PCs can find the giants,

1. Follow their trail (Search/Survival
Check DC 21), the path the giants
take every day looking for goats or
wandering around the settlement
until game time is shown on the
map. During the day there is a
(10%) Chance of finding one or both
giants between the hours of 2pm
(when they get up) to 8pm when the
sun goes down (and they are ready
for their game. The chance is
cumulative each hour searched (up
to a 60% right before game time
when they will be together).

2. Find their Lair, a cave well hidden
behind a stand of pines (Search
Check DC30).

3. Steak out the three high hills where
they play their game.

Giant Tactics : If found in there lair a large
smelly cave they will be sleeping (but they
are light sleepers, +5 to wake up) since
most of their clan was slain.

The cave is just a large round cave (no map
provided). The giants have moved a
massive boulder in front of the entrance
(Strength Check DC 28 to move) to keep
them safe while they sleep.

Anytime they are attacked they first throw
rocks until engaged in hand to hand then
they fight to the death.

If only one giant is killed the other will attack
the Thorpe and kill everything it can find until
destroyed.

Rules for Goat Bowling : Each Giant
gathers (2d6) goats each day to play and
then they pick which high hill (roll random to
see which each night) they will play from.

The match lasts until they are both out of
goats and the one who made the biggest
stain or broke the most stuff wins.

Exploding Mountain Goats (same range
as throwing rocks) direct hit deals 2d6+5
and 1d6 splatter damage in a 20ft burst (of
bones and gore)/ DC 20 Reflex avoids
splatter damage.

Ending the Adventure

You have managed to kill Ugh and Lugg the
two young hill giants responsible for all the
terrorizing “Goat Bowling”. The people of
Yellow Pine Hallow are grateful to no longer
be subjected to flying goats and pay you
your reward. Sometimes a child’s game can
be dangerous, especially if the children
playing it are twelve feet tall.

Rewards, Loot and Experience

The Thorpe gives each PC 20gp as well as
a Masterwork Bow.

Each Surviving PC is rewarded a special
cert Cunning Giant Fighting Tactics  (see
below).

The Giant’s have their following items in
their bags

(Ugh’s Bag)

(5) Throwing Rocks

Chunk of moldy Cheese

Giant tankard made out of a bucket
String of ogre teeth

1 Ibs. Bag of salt

Dried Goat Gung (10lbs)

Winter Wolf Hide (worth 120gp)
Hand Chopper made from a broken battle
axe

Great Sword +1

Potion of Enlarge Person

(Lugg’s Bag)

(3) Throwing Rocks

(1) large-sized boot

A dead dwarf (very rotten)

(4) Human Skulls

(16) Candles

Large Garnet (worth 25gp)
Large-sized Bladder of sour wine

A spoon made out of a shovel

(1) Moth eaten Bear Pelt (worth 25gp)




Cunning Giant Fighting Tactics Cert

You can call upon a combat maneuvers and
tactic that served you well in a battle with
giants.

Game Rules: This cert entitles the below
listed PC to ONE FREE REROLL of any
Attack Roll, Saving Throw, Weapon or Spell
Damage Roll or any roll to confirm a critical
hit during a battle with Giants. It can be used
for only one result, during any encounter
with Giant and only once per game.

Monsters and NPC's

(Ugh and Lugg)

Adolescent Giant, Hill:CR4;Large Giant ; HD
8d8+16 (Giant); hp80; Init -1; Spd 25; AC:20
(Flatfooted:20 Touch:8); Atk +9 base melee,
+3 base ranged; +8 (2d6+5,Rock); +9
(2d6+5,2 Slam); +11 (2d8+7,Greatclub); SA:
Rock Throwing (Ex) ; SQ: Rock Catching
(Ex), Low-light Vision (Ex); ALCE; SV Fort
+8, Ref +3, Will +4; STR 21, DEX 8, CON
15, INT 6, WIS 10, CHA 16.

Skills: Climb +6, Jump +6, Listen +3, Spot
+4.

Feats: Cleave, Improved Bull Rush,
Improved Sunder, Power Attack, Simple
Weapon Proficiency, Weapon Focus:
Greatclub.

Possessions:

Weapons: Greatclub (10 gp).

Armor: Hide (60 gp).

All giants speak Giant

Adults are about 10 1/2 feet tall and
weigh about 1,100 pounds. Hill giants can
live to be 200 years old.

A hill giant's bag usually contains 2d4
throwing rocks, 1d4+4 mundane items, and
the giant's personal wealth. These
possessions tend to be well worn, filthy, and
stinky. The items are usually crude and
often jury-rigged or salvaged from some
similar item. Examples include a hand
chopper made from a broken battleaxe
head, a wooden bowl and spoon, or a
drinking cup made from a big gourd or a
skull.

Combat: Giants relish melee combat. They
favor massive two-handed weapons and

wield them with impressive skill. They
possess enough cunning to soften up a foe
with ranged attacks first, if they can. A
giant's favorite ranged weapon is a big rock.

Hill giants prefer to fight from high, rocky
outcroppings where they can pelt opponents
with rocks and boulders while limiting the
risk to them. Their thrown rocks have a
range increment of 120 feet.

Hill giants love to make overrun attacks
against smaller creatures when they first join
battle. Thereafter, they stand fast and swing
away with their massive clubs.

Special Attacks: Rock Throwing (Ex): Adult
giants are accomplished rock throwers and
receive a +1 racial bonus to attack rolls
when throwing rocks. A giant of at least
large size can hurl rocks weighing 40 to 50
pounds each (Small objects) up to 5 range
increments. The size of the range increment
varies with the giant's variety. A Huge giant
can hurl rocks of 60 to 80 pounds (Medium-
size objects).

Special Qualities: Rock Catching (Ex): A
giant of at least large size can catch Small,
Medium-size, or Large rocks (or projectiles
of similar shape). Once per round, a giant
that would normally be hit by a rock can
make a Reflex save to catch it as a free
action. The DC is 15 for a Small rock, 20 for
a Medium-size one, and 25 for a large one.
(If the projectile has a magical bonus to
attack, the DC increases by that amount.)
The giant must be ready for and aware of
the attack.

Human Com1: CR 1; Medium Humanoid ;
HD 1d4(Commoner) ; hp 7; Init +0; Spd 30;
AC:10 (Flatfooted:10 Touch:10); Atk +0
base melee, +0 base ranged; AL NG; SV
Fort +0, Ref +0, Will +0; STR 10, DEX 10,
CON 10, INT 10, WIS 10, CHA 10.

Skills: Profession (Herder) +4, Profession
(Hunter) +4, Survival +2.

Feats: Simple Weapon Proficiency,
Toughness.
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This certificate entitles: toa
Great Sword +1, DMG Pg. 222.
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“The Day Mountain Goats Fly”

Magic Item Certificate

Potion of Enlarge Person

This certificate entitles: to a
Potion of Enlarge Person, PHB Pg 226.

Authorized by Eric Thomas, Shatterdawn Coordinator. “Black Pigeon Press”
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This item is only one of the many playing aids produced by “Black Pigeon Press”. Other play-
ing aids available soon include:

Dungeon Mini Module MM1 (Oleg’s Ring)
Dungeon Mini Module MM2 (Big Brawl at the High Axe)
Dungeon Mini Module MM3 (The Shrine of Shadows)

Dungeon Mini Module MM4 (The Day Mountain Goats Fly)

Additional items relating to home gaming are planned for the future.

The “Black Pigeon Press” will host a complete line of fantasy, science fiction, and historical
games to play at future Gamedays.




