The Last One 
The Story
It was 793 years ago when this story began. All the good-aligned powers on the planet joined forces and decided to destroy the evil-aligned. First, they killed the lonely evil creatures, like dragons and ghosts, in a sneaky way. And then, when all  powerfull compagnons were eliminated they attacked the evil kings. They were too weak and cowardly to fight face to face in direct battle. They assasinated the kings and their families, and in the chaos of rebuilding society they took over their land, piece by piece, castle by castle. There has only been one great battle, won by the good who were 10 times as strong.

But, the good-hearted fools wouldn't kill all the people who's land they had taken. So they put a small number of creatures in an abandoned valley, surrounded by guard-towers. The weaklings didn't give them houses or food, they were just left there. The creatures varried from Aarakocra's to Werebeasts. They even left one Deep Dragon to dwell in that valley. That Dragon was me! I don't know why they didn't kill me. Maybe their forces were already weakened too much. They cast a spell on me and when I woke up I was lying in the valley, surrounded by the other victims. Since I am the last evil Dragon known, I am called: The Last One. Not killing me was the biggest mistake they ever made!

The Revival
The valley was a very good place to start a new society. There was enough water and woodland so we didn't starve. We were given some tools by the good-aligned before they left us. Of cousre they didn't give us any weapons, at least they thought so. Xodar the mage had taken a magical sword; the elves who had captured him hadn't found it.

With the tools we built houses and farmland. The dwarves found two places perfect to serve as mines. In the valley lived horses and cows and there were chicken-like birds. The woods gave us food and wood. The mountains gave us metal and stone and water sprang from snow on the mountain-tops. In ten years we had built a good-working society under my supervision. If I hadn't been there, 50% of the creatures would be dead. When, after five years, the first weapons were created by the dwarven blacksmiths, the people wanted to get out of the valley and attack the ones who put them in there, or at least destroy the guard towers. I stopped them, with the help of any intelligent wizzards and priests, and told them they didn't have any chance, and that they would be killed by the good-ones (as they call the good-aligned). After that the good-aligned would come and kill ùs as well. I told them to wait. And so they waited, and after them their families waited for the right time.

After 15 years the first temples were built and five years later the first magic-schools appeared. There are 3 villages:Chun-B'al: city with most wizard-schools

                           
 Moës'al: city with most temples

                            
 Fandan'al: city of primary needs (farmland etc.)

They are connected by 3 roads.

In the middle of the valley stands one mountain. That's were I made my home. Since then the mountain is called First Mountain. Plans are made and meetings held there. Throug the years I have evoluted myself as hermaphrodite, although I'm originaly male. Now I can raise my own children, but there is one problem. My children need other dragons to propagate. Althoug the good-aligned think they killed all evil Dragons, I believe there are some left, hiding from people and waiting for better tidings.

We used the time since the year we were put here (407 AL) looking for a way out. It seems like the only way is over the mountains. The dwarves dug their tunnels as far as they could but they encountered on an inpenetrable layer of stone. This layer couldn't be removed by magic.
Now, in the year 1200, the time has come to send a small group ahead and to break out of the valley. You will represent the evil in the world, destroy whatever is good, become hero's, nightmares, the worst of the worst, legends people only dare whisper about. Come into my campaign:

        THE LAST ONE
More Than Just Hack-and-Slash?

Eh... well... eh, I think I have to say it will be. Being an evil creature doesn't mean being stupid or being only very strong. In the evil campaign PC's have to be very carefull and clever. Of course they can kill and plunder from time to time, but that's not what this campaign is all about. Escaping the good-aligned can be very difficult if you have no brains (that's not literary).

Anything The PC's Should Know?
I think this is all the information you should get. If you want to know more... make a character and start playing.

Darkwood creature
Ability requirements: Strength 13
                               Dexterity 13
                                     Constitution 14
                                     Wisdom 14 
Prime requisite: Strength, Dexterity, Wisdom
Allowed races: Alaghi, Bullywug, Elf, Gnome, Half-elf, Half-ogre, Half-orc,                                                                                                                                                                                                                    Human, Minotaur, Orc.

Darkwood creatures are the evil opponents of rangers. They dwell in the forest because it can give them their needs. Unlike rangers they úse the forest. They protect it because they don't want any one els to use what they claim as their property. They can be of these alignments: Neutral Evil, Chaotic Evil. Darkwood creatures are loners just like rangers. They don't like people walking in their forest. If someone dares to walk on "his" paths, the darkwood is likely to take his money or his life. They mostly live in the worst parts of the woods, where no one disturbes them. Although, they walk throug the forest and visit their favorite places. They don't like to be disturbed and when a darkwood creature leaves his forest to go on an adventure it's just because the Last One told him to (or because his woods are chopped down). When adventuring, a darkwood creature likes to walk in woodland. When walking in other types of terrain he gains a -1 penalty on his initiative rol. When fighting in forrest settings he gains a +1 on his initiative rol. 

As rangers are limited in their amount of money, a darkwood can have as many GP as he wants. But... he can only carry up to 100 GP, he has to hide the rest of his money in a secret place in the forest. He can come back any time to get extra money if he needs it.

Darkwoods characters receive 60 CP's to purchase class abilities. Unspent points can be used for non-weapon proficiencies or saved for use during the game (but that isn't a good idea).
Bow bonus 5

A darkwood with this ability gains a +1 attack bonus when using any typ of bow
Climbing 10

A darkwood can climb trees, cliffs, and other natural formations. His climbing score is equal to his Dex/Balance score plus the hide in shadows percentage (table II).
Detect noise 10

As the thief ability. Use the darkwood intuition score plus his move silently percentage to determine his chance for success (table II).
Find and remove wilderness traps 10

These traps include pits, snares, etc. A darkwood's chance for success is equal to his move silently percentage (table II).
Followers 10

At 10th level, the darkwood creature attrackts 2d6 followers (see table III). The followers will be evil as well. The darkwood has to beat the creature in battle (to 1HP) before it will follow him.
Hide in shadows 5

A darkwood can hide in shadows, as the thief ability, in natural surroundings if he is wearing studded leather or lighter armor. See table II for the creature's chance of success. The darkwood can also attempt to use this ability in other settings, but his chances are halved.
Initiative bonus 5

When a darkwood creature chooses this ability he gains a +1 bonus on his initiative rol. This means his initiative-penalty in other settings as woods is gone and he has a +2 bonus in forests.
Move silently 5

A darkwood can move silently, as the thief ability, in natural surroundings if he is wearing studded leather or lighter armor. See table II for the chances of success. If used in other settings his chance is halved.
Pass without trace 10

By selecting this ability at character creation, a darkwood gains the druid ability to pass without trace once a day.
Priest spells 10

Starting at level eight, a darkwood can learn priest spells of the plant and animal spheres. He follows the normal rules for priest spells, though he does not gain extra spells for high wisdom/intu. score. A darkwood creature cannot use clerical scrolls. The darkwood's spell progression is presented on table IV. 
Rule over animals 10

When dealing with a domestic or non-hostile animal, the darkwood creature can approach and touch it automatically. This means he can pick it up or something, than trap it and use it for his own profits (catch-chance is shown on table II). He also can discern the health and nature of such animals. When approaching wild animals or those trained to attack, the animal must make a saving throw vs. rods to resist the darkwood's fake friendlyness. There is a -1 penalty to the
Sneak attack 10

If a darkwood successfully moves silent and hides in shadows, he can sneak-attack in natural settings, as the thief's backstab ability. The darkwood strikes and does the same backstab damage as a thief of the same level.
Speak with animals 5

Once a day the darkwood can speak with animals, as the spell.
Special enemy 10

Darkwood creatures focus their efforts on one exeedingly bothersome type of creature. A darkwood must choose his special enemy at creation. Sample enemies include human, elves, dwarves and halflings. The DM must approve the player's choice. From that point on, the darkwood gains a +4 bonus on his attack rolls when encountering that type of creature. The darkwood can attempt to hide the enmity he feels for these creatures, but he suffers a -4 penalty on reaction rolls vs. that type of creature. Further, the darkwood should seek out such creatures over other foes in combat, unless there is some greater danger.
Tracking proficiency 5

The darkwood gains the tracking proficiency, and the character's tracking skill automatically improves by +1 for every three levels. For example, a 10th level darkwood improves his tracking score by +3.
Two-weapon style 5

A darkwood can fight with two weapons and suffer no penalties on his attack roll. No shield can be used when a darkwood fights in this manner. If the darkwood wears armor heavier than studded leather, the standard penalties for two-weapon fighting apply.
Weapon specialisation 10
This darkwood creature can specialize in a particular weapon. The character points must be met in addition.

Optional restrictions
A darkwood can gain bonus CP's to spend on the above abilities by accepting voluntary restrictions on his warrior abilities. The restrictions are the same as those for fighters (Skills & Powers).

Table II: Darkwood Abilities By Level

Darkwood's                   Hide in                             Move

      Level                      Shadows**                      Silently
































*  Maximum percentile score 

** Also used to determine the character's climbing score.
Tabel III: Darkwood's followers
Die 

Roll          Follower   




















































* If the darkwood already has such a creature on his side, ignore the result and roll again.

Table IV: Darkwood Spell Progression
Darkwood    Casting                   Spell Level

  Level            Level                  1           2            3



















Table I:
Humanoid and Monstrous Character Classes and Level Limits

                                  dark-                                                         monk/    warlock                                                                 

Race             fighter  wood   thief   bard  cleric  crusader druid  shaman   wizard






























































The player characters are limited in their alignment choice. They must have one of the following: True Neutral, Lawful Evil, Neutral Evil, Chaotic Neutral or Chaotic Evil.

DM Information:
The start of playing.

Every PC will start on his own. He doesn't have any relationship with any other PC. A messenger will come and ask him or her to come with him to First Mountain. He has to take his equipment with him. Every PC will have 3 minutes time before the messenger comes at the beginning of play. The messenger sais something like:

"Say your friends and family goodbye, the Last One wants you to come. Take your equipment and come with me."
Messenger: Dark fellow, his face and body are covered with black clothes and a black

                    cap. He rides a black horse. He's trying to imitate the Nazgûl from    

                    Lord of the  Rings.

At First Mountain the PC's will meat each other.

First Mountain: A tall peak made of black stone. Bushes are growing on the rocks. 

                               Between the bushes stairs are going up the mountain where they

                               end in a big cave. In front of the cave 2 guards are standing. When a PC comes to the cave the guards will say: Go in, the Last One awaits you!
And they whisper to each other words like: Wonder what he will do with this one. Or: The lord must be hungry, this is the 3rd one this morning.

The messenger will bring the PC's at the foot of the stairs. There he rides away. 

The cave ends in a big hall with a round table in the middle. The Last One is a huge purple-coloured dragon who speaks with loud voice. He will tell the PC's they have to go on a journey to scout and to kill. They have to make the way free for the evil army who will attack the good-aligned. After they cleared the area they are told to, they can do what they want, which will be something like destroying the good. Before leaving the valley they will have to go to Xodar the mage, who they can find in the Westwoods. They must tell him the following 3 words:

                      Outerside Rage Ja'el
What this words mean and who Xodar is the Last One will not say. He only says Xodar has a special servant.

Outerside: This is a codeword for the outbreak
Rage: Rage is a Black Bear who will go with the PC's
Ja'el: Ja'el is the magical sword (+1 att, +3 dmg)

Everything You Always Wanted to Know About Xodar the Mage.
I don't know why I'm writing this chapter. Who will read it? Anyway...

A little gnomish wizard lives alone in a house in the westwoods of the valley. The PC's will be send to him. The Last One told them Xodar is a very powerfull wizard who has a servant. When Xodar opens the door he is very angry: You are the 3rd group today who wants the magic sword and I'm not gonna givit to ya.
The PC's will probably think the gnome is just a servant. He won't tell them his identity until they ask him to or if they tell him the 3 codewords given by the last one.

After that Xodar will say something like: So, it's begun hasn't it?
He will give the PC's the information they want and give them the magic sword Ja'el.

The gnome brings them to a place in the forest where Rage is catching fish. Rage is a big black bear who has become 'friends' with Xodar. The latter will say the PC's must wait untill dawn before continuing their quest, he will show them where to go. He gives wizards (if any) all the spells they can learn from 1st to 9th level so that they won't have to come back to learn any, this will save time. He will bring them to the mountains and tell them the way.

The way through the mountains isn't hard to find. There is a path which leads over the mountains. It goes through a little valley and there after over the rest of the mountains.

Xodar's history:

This mage was a student of a great wizard but he used his powers for evil ends. His teacher refused to educate him any further. Xodar hit the road and learned his spells during many adventures. He became a very powerfull wizard and soon he was very notorious. He bought a house in Galban city and he married a nice gnomish women. He didn't use his magical powers any more and he thought the people had forgotten him. But when the good-aligned started to 'clean the world' he was captured. He succeeded in taking a magic sword diguised as a staff. His wife was killed even though she wasn't an evil being. In the valley he helped the Last One building a new society. Without them the evil creatures would have slaughtered each-other. 

Table IX: Power division
                                             Last One

Councilmen:     1      2      3      4      5      6      7

                         AM  CU  DD   IO   MS    IS    CF 

                                                                                                                                     
1: Angor the Mage                                                                                          

     Mages                                                                                                                    
2: Canesh the Unholy                                                                                       

                    Priest                                                                                                       
3: Dowlin the Dwarf                                                                            

                                 Miners                                                                                       
4: Iradar the Old                                                                             

                                                 Warriors                                                                   
5: Modaur the Sneaky                                                                                        

                                                                      Thieves                                                
6: Iris the Specialist                                                                                              

                                                                                       Specialists                          
7: Cerven the Farmer

                                                                                                                Farmers                                        

Every PC knows these people because they're very famous in the valley and they are the head of different types of classes. For example, Angor the mage is the head of the mage-schools, and Modaur the Sneaky is the head of thieving- and barding-schools. These 7 people hold councils at First Mountain whenever the Last One calls for them. One should think that with this people breaking out of the valley would be easy. Of course it would be but it would be noticed if this famous ones wandered the continent once again. That would be the end of evil-ones and the end of this campaign. But... is that true? Wouldn't it be funny if every evil creature died except for the PC's. Of course the name of the campaign would be changed in the Last Ones. But that's the DM's choice. 

Algorian: the Continent.
If the information you want is not in this chapter, make it up your self.
Races and classes.
When PC's hit the road and go wandering on Algorian, they have to face the fact that there are races formerly known as permanent evil which are good now. For example, every one knows that good-aligned orcs are rare but that they do excist. Though, try to avoid puting a good-aligned beholder to guard a chest with gold. Adventures will be based on destroying good or crossing natural dangers without dying. When PC's are on their way they can't have any contact with the valley. From time to time the Last One will send messengers but that won't happen too often. Many adventures will be based on escaping the Good Army which is surching for the PC's from the moment they killed the first people. In every city there will be people who want to cooperate with the PC's. These persons become evil aligned and sometimes they will become NPC's. The DM may choose to make evil guilds such as the assassin's guild in a city (The Good never succeeded in arresting them.), but he/she should be carefull because it destroys the idea that all the evil is dead.

About the races: every race from the Complete book of Humanoids can be encountered in a city or village but for greater adventures you should look in the Monstrous Manual and pick good-aligned monsters.

The most common races are human and elf. There after come the dwarves, the halflings and gnomes. The most rare races are half-orcs and half-ogres, because these creatures come from monstrous and human parents. 

A thief will be very hard to find when the PC's are out of the valley. Specialist wizards in necromancy cannot be found. This doesn't mean the wizards can't cast spells from the Necromancy school. Further every class can be encountered.

Cities and castles on Algorian.
Cities: The first cities the PC's will reach will be Voldo'ren or Nordo'ren. The PC's must go to one of these cities because they can find all the information they want, from maps to the real story about the Last One. One of the bigger cities on the continent are Galban-city and Brandili. Galban-city is named after a great illusionist and it is the city where Xodar lived. Brandili is a city in a valley of the Razertop-mountains. This valley itself is as big as the entire Central Mountains. Ritny is one of the less known cities. It is very dull although it is very large. Beside these cities there are 3 other cities near the sea. Each has a harbour and they are called: East Harbour, West Harbour and Ele. Ele has no real harbour, it is situated near a big one.

The biggest and most famous city is situated in the south-west and is called Rivenue. Rivenue is surrounded by little villages and it is something like Algorian's capital. 
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