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The deeps of the world are dark and cold—for the most part. Some things always burn hot, even in the cold-blooded. An adventurer must be careful when playing with fire, mustn’t they? A roleplaying-intensive one-round Furyondy Regional dungeon crawl for character levels 8-15 (APLs 10-16).
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RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk™ campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2008. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com. 

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so. 

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, Monster Manual, and Spell Compendium. 

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is organized by APL


Along with this adventure, you’ll find an RPGA Session Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). You need one copy of this for each participating player.

 Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

Determine the character level for each of the PCs participating in the adventure.

If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	1/4 & 1/6
	0
	0
	0
	1

	
	1/3 & 1/2
	0
	0
	1
	1

	
	1
	1
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	4
	5
	6

	
	4
	4
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

If you are running a table of six PCs, add one to that average.
Throughout this adventure, APLs categorize the level of challenge the PCs face. APLs are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.


Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

Enlist a sixth player.

Advise characters to buy riding dogs to help protect them and fight for them.

Time Units and Upkeep

This is a standard one-round Furyondy Regional adventure, set in the Razing Line. All characters with a home region of Furyondy pay 1 Time Unit. Out of region characters pay 2 Time Units.


Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


A character that does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild. If the character possesses four or more ranks in the Survival skill and succeeds at a DC 20 Survival check, the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking). The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

Prince Thrommel of Furyondy did not intend to become the undead being that he is today; indeed, once the thought of his current existence may have troubled him. However, Thrommel was and is convinced of his right to rule, full of ambition for Furyondy beyond his forefathers. To that end, Thrommel has the conviction of a man convinced of his destiny, and has been able to attract the help of like-minded people who are caught up for his vision of a strong, powerful Furyondy. 


Thrommel’s greatest convert in this sense was a figure once very close to King Belvor: Karzalin the “fire elementalist" of the Chamber of Four. In early 591 CY, Karzalin started having dreams in which he saw Furyondy in flames in many different ways, worse than during the height of Iuz’s penetration into the kingdom. Always a patriot, Karzalin began privately divining the verity of these dreams to avoid their fulfillment, and very quickly came to the conclusion that someone else must be ruling Furyondy by the end of the decade if the kingdom was to survive. 


Karzalin was forced into the uncomfortable position of asking himself who should succeed Belvor and how to go about seeing the king removed. He promptly contacted Thrommel and interviewed the fellow. Thrommel convinced Karzalin of his continuing loyalty to Furyondy and his commitment to see it survive, if in a different mode than before. Thus, Karzalin submitted to aiding Thrommel and became a force behind many of Thrommel’s plans, using his great magical skill to assist the undead prince.


Karzalin’s assumed role in the creation of the shield over Chendl was fact—he realized the need for the undead prince to operate freely in his future capital and helped bring about the shield. After the success of the shield play, Karzalin went into hiding in the Swarming Grounds, utilizing his best anti-detection magic. Very shortly after doing so, Karzalin discovered an entry into the Underdark from his hiding place and struck up a conversation with an enclave of mind flayers ruled by Ululix, an ulitharid. Ululix was very impressed with Karzalin’s skills and was more impressed to find that Karzalin worked for an above-ground prince. Assuming that this prince must be very, very powerful to rule such a potent wizard, Ululix proposed an alliance with Thrommel, which Karzalin accepted on the prince’s behalf, in return for the ability to operate from Ululix’s realm in the Underdark as his base of operations.


For the last several years, then, Karzalin has been doing work to aid Thrommel from his underground base while providing Ululix periodic aid in his attempts to conquer the immediate area of the Underdark. He has primarily been creating constructs to aid Thrommel in the eventual open war with the existing regime, along with occasional magical tasks for the prince. He has also been working at concocting an elixir to give to King Belvor to incapacitate his mind without killing him, as he still has a soft spot for the king.


Karzalin’s hiding went very well until just recently. Mages working for the Furyondy Military found themselves unable to scry the area surrounding the entrance to Ululix’s realm and brought their concerns back to the Military, who elected to find experienced adventurers to investigate…

Adventure Summary

Introduction: PCs gather in Chendl and head to a meeting with General Yemanien of the Furyondy Military. 


Encounter One: The PCs are briefed on their mission: investigate a curious area of nondetection in the Razing Line and neutralize any threats there.


Encounter Two: The PCs arrive at the cave, encounter a nasty trap, and find an entrance into an underground complex.


Encounter Three: The PCs investigate the tunnels and run into a mind flayer with a message from his leader and/or a duergar seeking help against the mind flayers. Both ask the PCs to make contact with a human hermit living in the complex.


Encounter Four: The PCs may run into a mind flayer and a curious obstacle.


Encounter Five: The PCs meet the rest of the duergar, who ask the PCs to help attack the mind flayers. 


Encounter Six: The PCs interact with the hermit, trying to win critical information from him. 


Encounter Seven: The PCs attack the mind flayers with the duergar.


Encounter Eight: Karzalin’s assistant comes out to parlay with the PCs. 


Encounter Nine: If the PCs choose to, they confront and attack Karzalin.

Preparation for Play

Prior to this and any other Furyondy regional adventure, the DM should ask the PCs the following questions:

· Do you or any items you possess detect as evil?

· If items detect as evil, do you plan to bring them on this adventure?

· Are you presently wanted for any crimes in Furyondy?

If the PCs detect as evil or possess any items that do, be sure that they are aware that both are criminal acts in the kingdom and that they are likely to be arrested and prosecuted if captured.


This scenario is designed to follow the flow of the dungeon in which it takes place. To that end, the DM’s Map also includes the potential encounters that happen in each room. Be sure to understand what creatures are in what room and how that will affect the PCs actions as they move in the complex.


Ask the PCs to roll and record three Spot and Listen checks in advance and to give these to you. You will use these to expedite Encounter Three. 
Ask to see each PC’s character sheet before the scenario begins, and make note of any meta-organization memberships (either from Furyondy or anywhere else). This scenario requires a number of decisions about how to proceed that the PCs must make in-character. Warn the PCs if they are making decisions that are inconsistent with their character’s alignment or affiliations. Do not hesitate to award less than full XP for roleplaying if the PCs make choices that are inconsistent with their character’s alignment or affiliations. Just be prepared to defend this decision against an angry player and to a Senior DM if necessary.


PCs may leave the complex as often as they like to rest except before the encounter with Karzalin. In all cases, the creatures in the complex will make adjustments to their defenses while the PCs rest.


If you are running this scenario in a timed setting, you will want to shape events so that you leave an hour for the final encounter with Karzalin, particularly if your party is APL 14 or 16. 

Special Note on Optional Encounter

The encounter with Karzalin is very complex and potentially very time-consuming. Please read through the stat blocks and the tactics for Karzalin and his companions carefully before reading the combat. Please do not hesitate to contact the author at moc@furyondy.com or the Plots Coordinator at plots@furyondy.com for clarification questions prior to your session. 

Introduction

The PCs find out about the mission at hand in one of several ways. First, any members of the Furyondy Military meta-organization receive Player Handout One. Players who are members of the Thunderheart Mercenaries, the Knights of the Hart, the Monastery of the Way, the Sharp Shooters, the Green Jerkins, and Clergy & higher-ranking members of the Churches of Heironeous, St Cuthbert or Pelor receive Player Handout Two. These PCs proceed directly to the mission without further scrutiny.


Other PCs receive Player Handout Three. If the PCs are from Ket or the Bandit Kingdoms, allow them a DC 25 Diplomacy check to persuade the authorities to let them go on the mission. Other PCs may assist on this Diplomacy check. If the PC wishes to substitute Intimidate, he or she may do so, but becomes ineligible to receive any favors at the conclusion of the adventure. If the PCs try to find out who the author of the mysterious missive is, a DC 40 Gather Information or Knowledge Local (Iuz border states) check reveals that it was written by the Twilight Hunters, a mysterious group of scoundrels who are united in service of Furyondy. No more information than that is available. 

1: When does something mean nothing?

The PCs assemble in Chendl, the capital of Furyondy, after their summons. Read or paraphrase the following: 

Your journey to Chendl has been a pleasant one, interrupted only once or twice by petty bandits who stood no chance against you. You found your way into the city gate and down the very busy major street that runs along the wall of the city to one of the city’s four wide canals that provide the central means of transport through the heart of the city. You easily find the puntsman that you were instructed to meet and climb aboard his sturdy craft. As you sail down the canal, Gilbert acts as an impromptu tour guide, pointing out the beautiful architecture of the city. “Chendl’s a planned city,” he observes, “so everyone who lives here is supposed to live here, and nobody who’s here can’t pay for their own. We gots less trouble than some with slums or crooks, less you count the trouble with the Shield and the undead.” He makes a warding sign, the Hand of the Cudgel of St. Cuthbert, and continues. “Yes, the city is as great as can be, with the sun out—and may St. Cuthbert, Heironeous and all the gods preserve it.” He continues to talk for quite a while about the city and its marvels.
Encourage the players to introduce their characters at this point. Then continue by reading or paraphrasing the following:

Your trip and your puntsman’s monologue are cut short by a jarring stop near to the wall of the Inner City. Standing at the dock is a contingency of Furyondy Infantry, standing at attention. One of them, wearing the insignia of a colonel, steps forward. “Greetings. Your presence is welcome here, as is your promptness. Please follow me.”


He leads you a short distance down the busy street to a large stone building just across the canal from the Inner Wall. Two Furyondy infantry troops stand guard at the door and let you in. Inside, in a large, mostly plain room, sits a sizeable wooden table and at it a tall middle-aged man of mixed heritage, with brown hair and dark brown eyes, wearing the uniform of a senior military officer. He [acknowledges your salutes and] offers you places to sit at the table. “Greetings. I am General Yemanien of the Furyondy Central Command. Please be seated so I can begin this briefing.”
All APLs:

General Yemanien, Pal8/Knight of Furyondy 7, hp 100.

Allow the PCs to introduce themselves and otherwise settle in for a moment. Then continue by paraphrasing or reading the following: 

The general looks at each of you solemnly for a moment before continuing. “You have been called here on a very sensitive matter on which I must ask you to swear secrecy. Do you swear by a god of your choice that you will disclose to no one the nature of your mission until you have reported back to me first?”

The PCs should make some kind of sincere promise or semblance of one. If they do not, they are asked to leave and that character cannot be played in this scenario. Once all the PCs agree, the general continues:

General Yemanien nods. “Very well. As many of you know, our efforts to maintain the Flare Line as an area of defense against Old Wicked have increased in the last several years in a number of ways. Ever must we be vigilant in defending the heart of Furyondy from incursions from the evil empire to our north.


As part of these efforts, our arcane Artillery Corps has used the magical means available to them to scry the areas to the north to seek significant incursions by Iuzian forces. We were quite successful for a good while, and caught a number of Iuzian patrols and infiltrators before they could cause harm. However, we have had one significant setback that appears to require professional attention.”


He stands and points to an area of the Furyondy map in the Barony of Kalinstren. “This area, near the Swarming Grounds and less than a day’s ride from Castle Ehlenestra, was scanned by one of our wizards last week on rumors of Iuzian activity. However, when she scanned the area more closely, she found her efforts blocked by means she could not determine. She followed protocol and contacted a more senior resource, who also scanned the area—and could see nothing. After working their way up the chain, even the most senior visionary available to us could not scry the area, which can only mean one thing: some very powerful abjuration magic is being used to keep our eyes away.


“This situation may or may not be related to the work of Old Wicked, but we cannot risk leaving it uninvestigated. After discussion, we have decided that it would be better to send in a strike team of individuals experienced in handling these sorts of….unusual situations who would have sufficient resources to deal with any threat powerful enough to create these effects. We are willing to pay a substantial amount for your service and time, and in addition, Furyondy will be grateful to you. Do you have questions?”

Here are some potential questions & answers that the general is able to answer:

· Exactly what spells did you cast? “The most powerful spell cast was a Greater Scrying spell cast by a potent caster.”

· What do you expect to find? “Almost definitely some kind of potent caster, be it divine or arcane. Other than that, we have no idea. Be prepared for the worst.”

· Can you loan us any supplies? “You are capable adventurers. I’m sure you have plenty of your own gear.”

· How much are you willing to pay? He offers APLx25 gp per character for successful completion of the mission and assures them they can keep whatever gear they find.

· What constitutes successful completion of the mission? “Return alive with information on who was or is there, their numbers, and whether you neutralized them. If they’re beyond your capabilities, we’ll know to send in the most powerful strike force possible quickly.”
Once done, the general stands and bids the PCs to leave as quickly as possible.

Development: The PCs have the rest of the day to purchase items as necessary; all Open items and magic items to which the PCs have documented Regional, Metaregional or Any access are available for purchase in Chendl.When the PCs leave, go to Encounter Two. 

2: spelunking

Your two-day journey into the Swarming Grounds is without significant difficulty. The land here is grassy as much of Furyondy is, but you note that much of the ground is torn in places by massive mounds that resemble anthills. These turn out to be inhabited by large ant-like creatures that harry you from time to time, but you have little difficulty dealing with them or scaring them away. 


You finally reach the area that the general told you about—a one square-mile area. A quick check of the area turns up only one unusual thing: a small rocky hill, in which is a small cave mouth. You enter to find what appears to be a decent sized cave, about forty feet in diameter, with no apparent exits. 

Draw out DM’s Aid 1 for the PCs, but do not draw out the dotted line and the Xs.  Ask them to place their miniatures near the entrance. Then ask them very specifically what they are doing. Once a PC moves beyond the space where the dotted line is on DM Aid 1, roll initiative, as the trap is sprung. The trap is considered to have a surprise round if the trap is not searched for in advance. 

Trap:


APL 10 (EL 10):


Fireball Trap, see Appendix One


APL 12 (EL 12)


Empowered Fireball Trap, see Appendix One
 


APL 14 (EL 14) 


Maximized Fireball Trap, see Appendix One


APL 16 (EL 16)


Maximized Fireball Trap, see Appendix One


Troubleshooting: If the PCs are all killed by the trap, the military retrieves their bodies. The PCs can use any favors or cash they wish to be raised from the dead, and then return to the cave with the general’s blessing to further explore. This costs the PCs an additional Time Unit (and any appropriate penalties for dying) to do so, but they can continue the scenario.


The trap can be bypassed by avoiding the marked squares. Parties who detect the trap via magical effects (such as detect magic) may wish to go back to the general and request the assistance of a caster to return with them for purposes of dispelling the trap. Alternatively, PCs who are member of the Twilight Hunters or who have an Influence Point with the Twilight Hunters from any Furyondy module may expend that influence point to get the help of a good trapspringer to disable the trap. A caster from the military can cast one greater dispel magic (CL 12th), and a trapspringer from the Twilight Hunters would have Search and Disable Device modifiers of +20. The PCs gain the use of either of these NPCs at no cost, as it is for the good of the kingdom. 

Development: Once the PCs get past this trap, they may search the rest of the cave and find a secret door (with a DC 20 Search check) in the back of it. Once they find this, read or paraphrase the following:

The cleverly-concealed door opens out into the cave and reveals a steep stair descending into the pit black, extending deep into the earth…

The bottom of this stair is 270’ down. Once the PCs enter the stair, proceed to Encounter Three.

3: Faces in the dark

At this point, draw out the portion of DM Aid 2 leading up to rooms 3A and 3B. Then read or paraphrase the following:

Your long descent from the cave ends after about two hundred steep feet in a room about thirty feet long that ends in two stony passageways that lead northwest and northeast out of the chamber. The chamber seems otherwise unremarkable for a cavern underground—dank, dark and filled with strange smells, perhaps, but not unusual.

Overall, the tunnels here are 8' tall and are natural passageways in the rock. Rooms have slightly curved ceilings that are 15' high at the edges and 20' high at the center unless otherwise specified. 


The direction the PCs choose determines who they encounter first. If the party chooses the left (northwest) passage, have them place their miniatures in that hallway close to room 3A and proceed to Encounter 3A. If the party chooses the right (northeast) passage, have them choose which branch in the hallway they wish to follow (northeast and northwest). A character with the Track feat may make a DC 15 Survival check to determine that many more creatures of Medium size have traveled to the north (towards room 3). If they follow the northwest passage to room 3B, place their miniatures in that hallway close to room 3 and proceed to Encounter 3B. If they follow the northeast passage to room 6, proceed to Encounter Six. 

3A: please leave a message after the tone

As soon as the PCs’ miniatures are set up in the hallway leading to room 3A, read or paraphrase the following:

You enter a roughly circular 30’ chamber. As you enter the chamber, a crackle of magical light flickers before you. It solidifies into the figure of a single humanoid, easily eight feet tall, with mauve skin and a large head with four slimy, leathery tentacles in the place where its mouth should be. Two of these tentacles are much longer than the others. “Ululix the Mighty, ruler of this realm, greets you,” it says in a sibilant voice.

A DC 18 Knowledge (dungeoneering) check clearly identifies the creature as some kind of mind flayer. A DC 22 Knowledge (dungeoneering) check identifies the mind flayer as an ulitharid, a more powerful mutant version of a mind flayer. Also, a DC 21 Spellcraft check identifies the image of the ulitharid as a programmed image. 

This creature wears ornate robes and stares at you coldly, its eyes blank orbs of silver-white.


"Greetings, emissaries of the Prince of the land above me. Before I allow you into my august presence to present requests from your liege lord Thrommel, I have an arrangement to fulfill. In payment for allowing several of my minions to fight and die for your master in the last above-ground sun-cycle, I have a task for you. I have tolerated the presence of the human Karzalin in my realm for a time. However, there is another human who lives in the area claimed for Multhraxix the Elder but who does so without permission. He has discerned a means of bypassing the barriers that protect my inner sanctum and trespassed there once. See to it that he is neutralized, permanently if possible, and strip his hole of any record of the password to breach the barriers protecting me. Come to me only if you bear his head or some recognizable part of his person. That is all.” Without offering any chance of retort, the image vanishes as quickly as it appeared.

Troubleshooting: PCs may certainly detect the magical aura of the programmed image in advance, through whatever appropriate means (detect magic, arcane sight, class abilities etc.). If they dispel the illusion, which has an effective caster level of 18, then they receive no information from this encounter. 

Development: If the PCs proceed further down the hallway from room 2 to room 4, proceed to Encounter Four. If they double back and follow the other hallway to room 3, proceed to Encounter 3B. There is nothing further in this chamber of interest to anyone except a geologist or cave enthusiast. If the PCs leave to rest and return, the mind flayer is gone and does not return.

3B: It’s the message, not the messenger

As soon as the PCs’ miniatures are set up in the hallway leading to room 3B, check their pre-rolled Spot and Move Silently checks. Compare them against the duergar's Hide and Move Silently checks, for which they are taking 10 (resulting in DC 29). Those who do not see the duergar see the following, which you may read or paraphrase:

You are approaching a larger chamber about 40' in diameter, shrouded in darkness deepened by the presence of a number of stalagmites that block a clear view of much of the room. 

For those who make their Spot checks, add the following:

You see something shorter than a man moving behind one of the stalagmites as you approach

For those who make their Listen checks, add:

You hear something shuffling in the room ahead. 

Creatures:

All APLs (EL 15): 


Duergar rogue 12 (2): hp 86, 86, Appendix One. 

The duergar, Zilf and Nuckra, are on guard duty, watching the entrance passage to the duergar encampment to kill small groups of mind flayers or their minions who wander into this space. They do not attack right away and tries to parlay if the PCs begin to attack. If the PCs persist in attacking, they try to hide, kill a PC or two with sneak attack for a round or two, then retreat to the duergar encampment to prepare for the PCs further incursions. 


The duergar can discern from the PCs' general appearance that they are unlikely to be mind flayer minions and begin by questioning the PCs regarding their intentions. The duergar are curt and non-expressive, speaking broken Common in monotone voices and interspersing guttural noises with their speech for emphasis. When they greet the PCs, for example, their initial questions would be something along the lines of, "States whoses you are and yours purposes here. Urhm."


The duergar are intrigued by the presence of the PCs and spend their initial questions on queries about which the PCs are and how they got past the traps and the mind flayers. If the PCs have not met the mind flayers yet, the duergar give the PCs details on the illithids and their recent activities. It should be clear during the conversation that the duergar are unhappy about receiving the PCs’ help but are desperate for it. If the PCs are not rude to the duergar, they can be persuaded to share the following via roleplaying (Diplomacy can make the duergar more willing to give the PCs information, but they can’t answer questions that weren’t asked):

· The PCs are in the Underdark.

· This area once was entirely populated with duergar of Zilf & Nuckra’s clan, who fled the deeper Underdark and the evil duergar communities there generations ago.

· Ululix swept into this area and secured large portions of the nearest square miles in the last few years. He has been pressing his rule deeper into the Underdark on behalf of his “clan” and has kept Zilf & Nuckra’s clan trapped in a corner of their former domain, using as a food source. 

· Part of the secret to Ululix’s success is a series of special barriers of force that block all routes into Ululix’s stronghold. As far as the duergar can tell, it can only be dropped by a password or extraordinarily powerful magic.

· The barriers were created by a wizard who has been living in Ululix’s complex near to the surface. The duergar don’t know much about him.

· The duergar only found out recently that there is a command word to temporarily shut down the barriers, and have unsuccessfully tried to discover it.

· One person they’re pretty sure has the password is the human hermit who lives around the bend from them. He doesn’t like the duergar and won’t tell them the password.

The duergar do not directly ask for help. However, if the PCs don’t volunteer to go talk to the hermit and help them defeat the illithids, they start dropping hints about how humans only like other surface-dwellers, how much treasure the mind flayers must have accumulated, how it must be nice to be from free communities where your children’s brains don’t get eaten, etc. 


If the PCs explicitly refuse to help, the duergar stop talking to the PCs and retreat north to head back to their garrison (see Encounter Five). If the PCs agree to help, read or paraphrase the following:


A look resembling relief comes over the faces of the duergar. “We thanks you. Uhrm. When you haves succeeded in gaining the information needed, heads north to our garrison in the tunnels there. Speaks the password, which is Gelgevoth, and you wills be accepted with peace. Ahhm.” They then turn and slip quietly into the dark to the north….

Troubleshooting: Unlike most duergar, these duergar are not evil. They are neutrally-aligned, and do not voluntarily pick a fight with the PCs. PCs with experience with “normal,” evil duergar may assume that these duergar are evil and attack on sight. If that is the case, the PCs gain no XP and lose valuable allies. If a paladin attacks these duergar with no cause, they lose all paladin powers and must seek an atonement spell. A simple detect evil from a paladin is all that is needed to avoid this disaster.

Development: If the PCs double back and follow the path to room 6, proceed to Encounter Six. If the PCs double back and head to room 3A, proceed to Encounter 3A. If the PCs move forward to room 5, proceed to Encounter Five. There is nothing further in this chamber of interest to anyone except a geologist or cave enthusiast. If the PCs leave the complex to rest, Zilf and Nuckra return here to keep watch.

4: None shall pass

The PCs only trigger this encounter if they proceed north from room 3A without either securing the necessary journal from the hermit in Encounter Six or gaining the command word to bypass the barriers in this encounter. If the PCs are coming on their own with the command word, proceed to Encounter Seven. If the PCs have gotten the command word and are coming with the duergar strike force, use Encounter Eight instead.


If this is the appropriate encounter to use, read or paraphrase the following: 

You proceed northwards for a little while until you turn a corner and encounter an odd obstacle. The hallway here seems to shimmer and shift with some kind of magical barrier.


The barrier is actually a series of four barriers that are magically constructed variants on a cube of force (DMG p. 253). Each barrier is 10’ long and is marked with a different letter on the map (a-d). Each barrier takes no damage from an attack that does less than 30 hp. Any attack that does more than 30 hp of damage subtracts one “charge” from the barrier for every portion of 10 hp damage done above 30. Each barrier has 30 charges. See the Dungeon Master’s Guide for details on spells that do extra damage to the barrier.

Development: If the PCs breach the barrier, proceed to Encounter 7B and remove all references to the duergar in that encounter. If the PCs turn back and head to room 3B, proceed to Encounter 3B. If the PCs kill the mind flayer, rest and return, they find another mind flayer taking its place, who also defends the barrier to the death.

5: Strike force

Have the PCs place their miniatures in the hallway leading to room 5, then read or paraphrase the following:

You follow a long, winding tunnel that leads down gently for a hundred feet or so. Finally, the tunnel opens up into a room ahead. 

Check the PCs’ pre-recorded Spot and Listen checks. Anyone who beats a DC 15 Spot or Listen detects the presence of the duergar ahead. Indicate to any PCs who make their checks that they hear the sounds of activity from the room ahead and allow them to make preparations. Do not start initiative, however, unless the PCs do something obviously hostile.


Once the PCs enter the room, read or paraphrase the following:

You enter a sizeable chamber that spreads out broadly in front of you. You can make out the figures of a considerable number of bald-headed, grey-skinned dwarves standing at ready, watching you carefully. 

Modify the above to reflect a more relaxed group of duergar if the PCs approached stealthfully. Once the PCs have made their presence known, read or paraphrase the following:

The dwarves look at you solemnly, loaded crossbows in hand and grim looks in their eyes. “Whats is the password? Ihrm?” one growls in a monotone. 

Creatures:

All APLs (EL 16): 


Duergar fighter 7 (20): hp 67 each, Appendix One.
If the PCs did not get the password (Gelgevoth) from Zilf and Nuckra or from the hermit, the duergar do not let the PCs pass. They point out to the PCs that they are trespassing in their domain and should leave. If the PCs attack, the duergar defend this area to the death. 


If the PCs know the password, the lead duergar, Belfra, calmly asks the PCs if they met the hermit. If the PCs did not learn about the hermit for whatever reason, Belfra explains the duergar’s situation to the PCs—use the guidelines for dealing with Zilf and Nuckra in Encounter 3B for this interaction. 


If the PCs did talk with the hermit and gained the command word from him by any means, the duergar asks the PCs to come with them to attack the illithids. They appeal to the PCs’ sense of justice or right, talking about how the evil illithids killed their kin and plan to destroy them all. If bribery is required, they point out that the ulitharid has a number of fancy magical items that the PCs could take off of his corpse. . If the PCs refuse, they ask the PCs to turn over the command word to them so that they may attack Ululix’s stronghold themselves. If the PCs refuse this, the duergar ask the PCs to leave and are considered Hostile afterwards. 


If the PCs agree to help, the duergar nod solemnly and ask the PCs to plan the assault with them. The duergar know that there are at least five illithids living with Ululix, and they have come out in numbers to overwhelm them. They recommend that the PCs concentrate on attacking Ululix and keeping him away from the duergar force while they swarm the lesser mind flayers. They gladly accept any buff spells or other benefits that the PCs bestow on them, though they refuse to use the PCs’ magic items. They insist that they must attack today, however, and if the PCs do not want to attack today, they ask the PCs for the command word so that they can press the attack. 

Development: If the PCs go with the duergar, they move immediately to Encounter Seven. If the PCs let the duergar go and try to come back later, they may do so; if they are going without the command word from the hermit, proceed to Encounter Four, or if they have the command word, proceed to Encounter Eight. 

6: whispers in the evernight

Have the PCs place their minis in the hallway leading to room 6 and ask them how they are proceeding. If the PCs explicitly state that they are trying to be stealthy or take measures to conceal their progress, have the PCs make appropriate Hide or Move Silently checks and cast spells. Roll a Spot and Listen check for Nurien the hermit and determine whether he has caught the PCs’ approach. After this, read or paraphrase the following:

The tunnel before you twists to the left and ends abruptly at what appears to be a door of animal hide stretched upon a stone frame. You can feel a bit of air passing through it but you cannot see anything past it. 

If Nurien has discerned the PCs’ approach or if the PCs open the door abruptly, he hides and waits for the PCs to enter. If the PCs find a way of entering without opening the door, he is simply standing looking at them when they enter. 

Creatures:

APL 10 (EL 13): 


Nurien the hermit: male human monk 2/cleric 3/ssacred fist 8, hp 81

APL 12 (EL 15): 


Nurien the hermit: male human monk 2/cleric 3/sfsacred fist 10, hp 93

APL 14 (EL 17): 


Nurien the hermit: male human monk 2/cleric 3/ssacred fist 10/contemplative 2, hp 103

APL 16 (EL 19): 


Nurien the hermit: male human monk 2/cleric 3/ssacred fist 10/contemplative 4, hp 113

Nurien is a tall man of mixed Baklunish-Oeridian descent who wears only a tightly wrapped loincloth on his stringy frame. He is a Fist of Zuoken and former abbot of the Monastery of the Way who settled here quietly six months ago to begin a planned three-year period of ascetic hardship to prepare him to continue his life’s mission, which is to find the place in the Flanaess where the essence of the god Zuoken is being kept. He is a highly disciplined, serious person who sincerely wishes to be left alone during his time of preparation. 


Once the PCs enter the room, he addresses them, whether visible or invisible. If visible or if PCs have some ability to see someone who is invisible, begin by reading or paraphrasing the following:

As you enter, you see a tall man with light tan skin possessed of both Baklunish and Oeridian characteristics directly in front of you to the north. He wears naught on his powerful body besides a tightly-wrapped loincloth and a necklace bearing a silver charm in the shape of a fist. In his hand he is holding a small brown cloth sack. He stares at you intently and very seriously. The room he is standing in is about 40’ in diameter and is bare except for a simply built bed along the western wall, on which sit several books and some cloth. He says in a booming voice, “Go no further; you have no business here. This is my hermitage. Please leave me in peace to my meditations.”

Give PCs a DC 15 Knowledge (religion) check to identify the charm as a holy symbol of Zuoken (see the LG Deities document, p. 198 for details). 


If Nurien is invisible and the PCs have no way of seeing him while invisible, read or paraphrase the following instead:

You enter a room that is about 40’ in diameter and is bare except for a simply built bed along the western wall, on which sit several books and some cloth. A booming voice from the north, coming from nowhere visible, “Go no further; you have no business here. This is my hermitage. Please leave me in peace to my meditations.”

A DC 20 Knowledge (local [Iuz’s Border States]) roll allows a PC to recognize Nurien as the former abbot of the Monastery of the Way. A PC member of the Monastery of the Way immediately succeeds in recognizing Nurien. (Note that Nurien does not immediately recognize any PC members of the Monastery.)


Nurien’s attitude starts out as Unfriendly and anyone speaking with him has a –15 circumstance penalty to Diplomacy checks. However, there are a number of situational modifiers that improve PCs’ chances of negotiating with Nurien:

· Talk about destroying Mind Flayers: +15

· Inquire about the nature of Zuoken’s meditations:
+10

· Mention King Belvor, Baron Jemain of Littleberg or the church of Rao: +15

· Identified follower of Xan Ye: +20

· Identified follower of Zuoken or member of the Monastery of the Way: +30

Nurien is gravely concerned about the encroachment of the mind flayers into this area in recent months, and has had to kill several that have been sent to kill him in recent months. He actually trapped one in his service briefly using a quest spell and secured the command word that lowers the protective barrier to Ululix’s stronghold along with details of the clan of mind flayers that Ululix rules. (The mind flayer in question tried to escape and find another way to remove the quest but was killed by Ululix for revealing the command word to the hermit.)


Nurien also has become aware of Karzalin’s presence, again by capturing one of Karzalin’s agents and forcing him into cooperation through a geas/quest spell. He secured a complete run-down of Thrommel’s plans for overthrowing King Belvor from this agent and then commanded the agent to turn himself into the Furyondy authorities. (Once out of Nurien’s presence, the agent committed suicide rather than further betray Thrommel.)  He was once aided on his quest to find Zuoken by Baron Jemain of Littleberg and feels a debt of gratitude to Jemain and to Belvor. He also has a healthy respect for the church of Rao in Furyondy because of their connection with Jemain and their hospitality to him.


Nurien is not interested in talking much with the PCs. If the PCs improve his attitude to Friendly and ask for the command word, he gives it to them. If the PCs improve his attitude to Helpful, he asks them if they have any contact with servants of King Belvor, and if they indicate that they do or are, he gives them a copy of his journal. If he sees a PC has a holy symbol of a Lawful god, he asks that PC if they would be willing to assist him and the other servants of Zuoken in their unending quest to find and free that god. He also asks for help from any other PC who identifies the holy symbol of Zuoken out loud and who gives Nurien any reason to believe that they will help him. This is particularly true of any fellow member of the Monastery of the way. If a PC agrees to help, he takes down their name in his journal and thanks them.
Apart from these items, Nurien responds to questions or attempts to broach further conversation by stating that he must forego speaking with the PCs and continue his meditations. He never grows hostile, but he patiently and unrelentingly repeats this point, mantra-like, until the PCs go away or ask about one of the areas above that would spur him to another action.


If the PCs attack him, Nurien fight the PCs to the best of his ability until they are all disabled, until he is dead or disabled, or until the PCs leave—see Tactics below.

Tactics: Nurien is not out to kill the PCs. He attempts to strike PC’s for nonlethal damage as much as possible and avoids using damaging spells for killing blows. However, he tries to take down the PCs as hard and fast as possible and resorts to lethal force if necessary, though he uses his one prepared delay death to keep from killing at least one PC if possible. He is always open to rushed Diplomacy checks, and all circumstance modifiers above continue to apply to those checks. 


APL 10: Nurien starts by using the dust of disappearance in his hand and then moves silently away from the spot he started in. He then casts quickened divine favor and righteous might and uses his Move Silently skill again to move away from the spot where he casted. If still undetected, he spends another round or two casting haste activating his Sacred Flame class ability and move silently near a caster PC. He then pummels the PC into unconsciousness with a flurry of blows, draw his other packet of dust of disappearance and disappear again. He heals whatever wounds he sustained with his wand, hiding as much as possible, then reappear next to another caster PC and pummel them into submission. He then disengages using his Tumble skill and, using his superior movement speed to his advantage, He blasts any remaining casters or melee types with ranged spells, readying to disrupt spellcasting when able. Once out of these, he engages and uses his flurry of blows on as many PCs as possible. He accepts surrender at any time. 


APL 12: Nurien starts by using the dust of disappearance in his hand and then moves silently away from the spot he started in. He then casts antilife shield and take his time buffing, starting with quickened divine favor and righteous might and move silently again to move away from the spot where he casted. If not detected and targeted too much by range spells, he spends more time buffing, first activating his Sacred Flame and Inner Armor class abilities and then casting bless and haste. When done buffing, he moves silently near a caster PC and then casts blade barrier separating the party from him and his prey. He then pummels the PC into unconsciousness with a flurry of blows, draw his other packet of dust of disappearance and disappear again. While protected by the blade barrier, he heals whatever wounds he sustained with his wand, hiding as much as possible, then dismiss the blade barrier, reappear next to another caster PC and pummel them into submission. He then disengages using tumble and, using his superior movement speed to his advantage, He blasts any remaining casters or melee types with ranged spells, readying to disrupt spellcasting when able. Once out of these, he engages and uses his flurry of blows on as many PCs as possible. He uses harm on the first melee fighter to engage him. He accepts surrender at any time.


APL 14: As APL 12, except that his preferred buff spells are stoneskin, brilliant blade and haste. 

APL 16: As APL 12, except that his preferred buff spells are stoneskin, improved blink, brilliant blade and haste.

Treasure:


APL 10: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), gloves of dexterity +4 (2666 gp), bracers of armor +2 (667 gp), periapt of wisdom +6  (6000 gp)


APL 12: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), gloves of dexterity +4 (2666 gp), bracers of armor +2 (667 gp), periapt of wisdom +6  (6000 gp)


APL 14: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), gloves of dexterity +4 (2666 gp), bracers of armor +2 (667 gp), periapt of wisdom +6  (6000 gp), monk’s belt (2166 gp), 


APL 16: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), gloves of dexterity +4 (2666 gp), bracers of armor +2 (667 gp), periapt of wisdom +6  (6000 gp), monk’s belt (2166 gp),
Troubleshooting: If Nurien subdues the entire party, he reduces each PC to about –40 hp of subdual damage, carry them out and deposit them a mile away from the complex. He takes all their weapons, spellbooks, spell component pouches, and any other item that he could clearly see as potentially harmful to him, and leaves the PCs until they wake up naturally. If/when the PCs return to confront him, he calmly offers to return their items to them if they agree to leave him alone. He fights the PCs as many times as necessary, never becoming less likely to negotiate but never bending on his requests to be left alone. 

Development: If the PCs gain the command word and head back to find the duergar, proceed to Encounter Five. If the PCs gain the command word and head directly to deal with Ululix, proceed to Encounter Eight. If the PCs do not gain the command word but head to the duergar anyway, proceed to Encounter Five. If the PCs do not gain the command word but head to deal with Ululix anyway, proceed to Encounter Four. 

7: dark liberation

The PCs at this point are about to encounter the resident mind flayers and their leader. There are two expected ways this may have come about. First, the PCs have bypassed the barrier in Encounter Four on their own and continue to explore on their own. In this case, proceed to Encounter 7B and remove any references to duergar. Important Note: At APLs 10 and 12, give the PCs a Sense Motive check to sense that fighting five mind flayers may be too much for them. In this case, the mind flayers allow the PCs to retreat.

Secondly, the PCs may be working with the duergar from encounters 3B and 5. If this is the case, the PCs and the duergar move to room 3A; have the PCs should place their minis on the map appropriately. At this point, read or paraphrase the following:


Belfra, the duergar leader, turns to you. “Tells me the password, and we wills move in first to absorbs the mind flayers’ attention. You then can proceeds in after us unscathed and engage their leader. Ahrm.”.”


If the PCs agree to this, use Encounter 7A. If they don’t or insist on entering first, use Encounter 7B. 


Very Important Note: PCs cannot play both encounter 7A AND 7B. They can only take one path—EITHER 7A or 7B. 


The mind flayer guards in 7B are not credited towards PC experience, and fighting them is in no way necessary for PCs to gain full XP. It is a much smarter move for the PCs to gain the help of the duergar and bypass the mind flayer guards. However, PCs don’t have to be smart, and fighting all the mind flayers and their ulitharid boss is what happens when they are not.

7A: duergar shock troopers


Very Important Note: PCs cannot play both encounter 7A AND 7B. They can only take one path—EITHER 7A or 7B. 

Please read or paraphrase the following:

Having received the password from you, Belfra utters the command word a few times, and then shouts some orders. He proceeds down the hallway, followed by all the duergar. As the last one enters the hallway, he motions for you to follow.


From the tunnel ahead, you hear the command word shouted, presumably by Belfra, and then the sounds of battle. The duergar move forward slowly after a few seconds, then surge forward into the tunnel, leaving you to follow.

Have the PCs arrange their miniatures in the tunnel at room 7A-B, at the spot where the barrier was, and have them roll initiative. As soon as the first PC arrives at room 7A-B, read or paraphrase the following:

You move into a room roughly 50’ in diameter and behold a pitched battle: five wounded mind flayers engaged by fifteen duergar. The duergar have cleared a safe path down the middle of the room for you to move, and several of them shout at you to move forward to engage the illithids’ leader. It is clear that the duergar are doing well in this battle.

Urge the PCs in the strongest terms possible to advance and leave this fight to the duergar. This is particularly important in a convention or game day setting when time is in short supply. In a home game when there is time for the additional battle, you may allow the PCs some more freedom to engage the mind flayers, but the duergar warn the PCs against doing so strongly. If the PCs tarry for more than 5 rounds in room 7A-B, Ululix enters the room and targets the PCs immediately—see Tactics below in Encounter 7C.

Creatures:

All APLs (EL 13): 


Mind Flayer (5): hp 44, Monster Manual 186. 
The mind flayers fight the duergar to the death and ignore the PCs unless attacked by one of them. If the PCs advance without aiding the duergar, there are five duergar left to aid the PCs in their fight with Ululix. At this point, proceed to Encounter 7C.

7B: the heroes’ charge

Very Important Note: PCs cannot play both encounter 7A AND 7B. They can only take one path—EITHER 7A or 7B. 


This encounter assumes that the PCs have bypassed the barrier in Encounter Four somehow. If they have not encountered the barrier from Encounter Four, revisit that encounter and have the PCs deal with it before proceeding on.

Once the PCs are past the barrier and its guardian, go into initiative. Roll initiative for the mind flayers in room 7A-B before the PCs enter. As soon as a PC reaches room 7A-B, read or paraphrase the following: 


You move into a room roughly 50’ in diameter. Spaced evenly around the entrance to this chamber are five purple-skinned humanoid creatures with long, leathery tentacles instead of mouths, staring right at you. 

Creatures:

All APLs (EL 12):


Mind Flayer (5): hp 44, Monster Manual 186. 

Important Note: At APLs 10 and 12, give the PCs a Sense Motive check to sense that fighting five mind flayers may be too much for them. In this case, the mind flayers allow the PCs to retreat.


The mind flayers begin by targeting the PC(s) with mind blasts and then close to attack, trying to limit the number of creatures that can enter the room by clogging up the hallway. If the PCs are allied with the duergar, the duergar do their best to get around and flank the creatures, exhorting the PCs to let them fight the mind flayers and to target the ulitharid instead. If the PCs tarry for more than 5 rounds in room 7A-B, Ululix enters the room and targets the PCs immediately—see Tactics below in Encounter 7C.

Once the PCs are past the mind flayers and head toward room 7C, go to Encounter 7C. 

7c: THE UNDERMASTER

Whenever a PC makes it to the hallway squares just outside of room 7C, read or paraphrase the following:

The tunnel before you opens up into a sizeable chamber. The walls of the chamber are adorned with painted skulls of a good number of humanoids, all dyed purple and lacking the tops of their craniums. A ten-foot tall mind flayer in a shimmering silver shirt and ornate robes stands before you.

For PCs who spoke to him earlier in encounter 3A, confirm that this is the same mind flayer.


If the PCs allowed the duergar to go first into the room (from Encounter 7A), read or paraphrase the following:

The crumpled bodies of a number duergar lie on the floor next to the creature, the tops of their heads torn open. The creature's long, blood-stained mouth-tentacles twitch as it does battle with two living duergar. "Proud, pathetic creatures. I am the lord of doom, the master of destruction, the eater of minds and he who will subject the underworld to the rule of my Great Brain. Prepare to be dined upon."


If the PCs arrive in the room alone (from Encounter 7B), read or paraphrase this:

The creature's long mouth-tentacles twitch. "Proud, pathetic creatures. I am the lord of doom, the master of destruction, the eater of minds and he who will subject the underworld to the rule of my Great Brain. Prepare to be dined upon."

Allow PCs a DC 30 Knowledge (dungeoneering) check to realize that the "great brain" that Ululix speaks of is not his, but that of an elder brain that he worships.


At this point, if the PCs are not in initiative, begin combat, as Ululix intends to slay the PCs. If already in initiative order, roll an initiative for Ululix and insert him appropriately. 

Creatures:

APL 10 (EL 13):


Ululix: male ulitharid monk 2, hp 115, Appendix One.

APL 12 (EL 13):


Ululix: male ulitharid monk 2/fighter 2, hp 133, Appendix One.
APL 14 (EL 17):


Ululix: male ulitharid monk 2/fighter 4, hp 151, Appendix One.

APL 16 (EL 19):


Ululix: male ulitharid monk 2/fighter 6, hp 169, Appendix One.

The encounter is considered one EL lower than normal because it has expended its once-daily spell-like abilities already.

Tactics: Ululix is annoyed at the PCs' success in reaching him and is genuinely interested in making sure they never come back to bother him again. He fights to the death.


Note that to use his Extract special ability, Ululix must start his turn with four tentacles attached with a foe. This means that when he grapples a foe using an attack of opportunity, a single action (standard or part of a full round of grapples) is required to attach three others. In the following round, the victim's brain is extracted. 


APL 10: Ululix initially backs up and uses a mind blast on the party. He may also use suggestion to instruct a spellcaster to drop their spell component pouch and approach him. If any PC or NPC tries to close with him, he takes an attack of opportunity to initiate a grapple and use the next rounds to pin and kill them. If a creature cannot be grappled (either for magical reasons or because they resist his grapple checks), he casts dimension door away from them to get to another target. 


APL 12: Ululix initially backs up, level a quickened mind blast at the newcomers, and then use suggestion on a spellcaster, suggesting that they drop their spell component pouch and approach him. Failing that, he hangs back and continues to use his quickened mind blast while able and uses suggestion to get PCs to delay attacking him until he is able to kill them individually and consume their brains. If any PC or NPC tries to close with him, he takes an attack of opportunity to initiate a grapple and uses the next rounds to pin and kill them. If a creature cannot be grappled (either for magical reasons or because they resist his grapple checks), he casts dimension door away from them to get to another target. 


In any case, Ululix makes liberal use of Combat Expertise and Dodge to make himself harder to hit.


APL 14-16: Same as APL 12, with one addition: if engaged with a melee fighter who has dealt him significant damage, Ululix voluntarily lowers his AC by 4 to engage his Karmic Strike (though he may offset to a degree with Combat Expertise). All his attacks of opportunity are grapple attempts, taking advantage of his Improved Grapple feat to do so without attacks of opportunity.

Treasure: 


APL 10: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp)


APL 12: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp)


APL 14: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp)


APL 16: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), belt of giant’s strength +4 (3000 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp), periapt of wisdom +2 (667 gp)
Troubleshooting: Ululix makes it clear in combat that he intends to destroy the PCs bodies after eating their brains; if the combat with him goes poorly for the PCs, have him emphasize this in-character so PCs make their best efforts to get out alive and with the ability to recover dead bodies. If Ululix disables or slays the party, the characters are permanently lost unless the PCs have a documented favor that can circumvent this circumstance. Ask for the PCs' character sheets and ARs and turn them over to an event coordinator or Triad member. 

Development: When the PCs defeat Ululix, they have a short period of time to explore the lair of the ulitharid and illithids before Encounter 8. Once they have had a chance to spend some time searching and taking gear from the illithids' bodies, move to Encounter 8. 

8: the traitor

After the PCs finish searching the lair of the illithids, determine what spells the PCs still have active. Assume that 15 minutes have elapsed since the battle. If any of the PCs have dimensional lock active or another means of blocking teleportation, Verrond simply walks up to the party—adjust the read-aloud text below to account for this. Only ask for initiatives if the PCs indicate that they are going to take hostile actions as soon as the NPC appears. 


When the NPC appears, whether the PCs are prepared or not, read or paraphrase the following: 

Behind you, out of nowhere, a tall, handsome man pops into existence. He is wearing a dapper black outfit that conceals a well-made chain shirt; on his back is strapped a lute. He bows graciously to you. "Well fought, mighty adventurers. Before you traipse about these environs further, I would like to speak with you on behalf of my employer. My name is Verrond, a bard and scholar, and I represent a once-notable personage in Furyondy, the esteemed member of the Chamber of Four, Karzalin. Please hear my words before taking hasty action of any kind." 

PCs who Sense Motive reveals that he is completely sincere. If the PCs start casting spells or initiate any other action that could be reasonably considered hostile, go into initiative; Verrond casts dimension door as soon as able to escape back into the tunnels and to get back to Karzalin to warn him. Otherwise, he stays to parlay with the PCs:

Creatures:

All APLs (EL 17): 


Verrond: male human bard 10/sublime chord 7, hp 102, Appendix One.
Verrond is a native of Verbobonc who earned his fame & fortune adventuring as a bard out of Greyhawk. He came into contact with Karzalin there. The bard and the wizard hit it off and the latter offered Verrond the position as his official secretary when Karzalin was made a member of the Chamber of Four by King Belvor. Karzalin found Verrond easy to persuade to pursue the traitor's road, as Verrond had no particular love of Furyondy but a deep loyalty to Karzalin. From Verrond's perspective, Karzalin is the most brilliant man he knows and a man of principle, so if Karzalin thinks it's okay, he's quite sure it must be. Apart from that, Verrond is very much uninterested in politics or even personal gain, having music and acquisition of knowledge being his primary loves.


Verrond's job here is to persuade the PCs to leave without pursuing Karzalin. He thinks the best way to do so is by appealing to the PCs patriotism, followed by the PCs' pragmatism. Begin with the following speech:

Seeing that you are giving him a chance to speak, Verrond adopts a more relaxed stance. "Thank you. As you may or may not be aware, Karzalin is no longer in agreement with the current government of Furyondy. He has taken refuge in the domain of Ululix, the illithid ruler that you have just dispatched, as a secure locale to continue his research and occasional work on behalf of Furyondy's greater good. Or, should I say, HAD taken refuge here until you destabilized the locale a bit. He understandably needs to relocate and would prefer to do so peacefully. As Karzalin's secretary, I have been asked to formally ask for a truce--you will not try to attack or apprehend him, and he will not interfere in any way with your plundering of these caves or even in your reporting his presence here to Furyondy authorities. We simply wish you to take what you will from the illithids and leave.


"How would you respond to this proposal?"

The following are some likely responses from the PCs and possible exchanges between them and Verrond:

· Why is Karzalin here? "Ah, Karzalin's business is private rest assured, but I can tell you two things. First, like all wizards, he likes to perform research, create things and do his arcane study. Second, he is a patriot in love with Furyondy who seeks periodically to do things for the land's greater good."
· Karzalin is a traitor! (or) What do you mean by "in love with Furyondy?" “Treachery is sometimes in the eye of the beholder. Believe it or not, Karzalin is quite devoted to this land and wishes primarily to see it prosper. Everything he does, he does with an eye for the future and greater good of Furyondy. He has seen the future, friends—and that future, on Furyondy’s current path, is filled with disaster. To speak plainly, Karzalin has foreseen a time not far hence when Furyondy will be utterly destroyed, should it remain on its path. He seeks to help nudge it to a more productive future.”

· How is he helping this future along? (or) “What kinds of things is he doing to help Furyondy?" "Ah, while I would be delighted to share this with you some other day, we lack the requisite temporal commodity today."
· Why has Karzalin sided with Thrommel (or) Why did Karzalin betray the Chamber of Four? "In the matter of the vampire prince, Karzalin finds in him the most effective potential ruler to right the course of Furyondy's history. Whatever you may think of his personal life, Prince Thrommel is almost fanatically committed to defeat of Furyondy's enemies, and will stop at nothing to defeat them. Such ruthlessness may be necessary in days to come. Karzalin believes the current monarch and his counselors--especially the dotard Council of less-than-Four--are lacking in that regard and must be taken from power.” 

· What's your role in all this? "I am very happily in Karzalin's service as his secretary and spokesman. I am not a terribly political man, nor am I terribly principled. I am, however, well-paid and intellectually stimulated in service to Karzalin, and find in him a dear friend and worthy employer. If you trifle with him, you must also with me--something, as I emphasize, we wish to avoid."
· The deal's not good enough. "Well, I do know you are a powerful group of adventurers, so simple suggestion that attacking us may be bad will not suffice. I can produce this." He pulls out a staff. "This is a writ authorizing a wizard in Chendl to provide you with one of several valuable magical items for your use or sale. I can provide this to you as a token of goodwill should you agree to leave. Again, we care not if you notify the current authorities, so long as you leave in peace." (Hand the PCs Player Handout Four.) 
· No deal. We're taking you back, dead or alive! Verrond frowns. "I regret having to use these terms, but I must point out that Karzalin is a very accomplished wizard who lives daily in danger. You will find him terribly hard to apprehend. And, I might add, you would have to contend with my colleague Beteggian [pronounced Beetle-juice], Karzalin's bodyguard, as well as me. Please reconsider. We have no desire to kill you, or see any harm to come to us in that process."
Development: Verrond's offer of an expensive magic item is legitimate, as a Sense Motive check reveals. He does not provide any items right away or agree to other terms. If the PCs are firm in refusing his deal and/or to promise, Verrond simply tries to get away. Roll initiative normally and ask the PCs to make Sense Motive checks opposed by Verrond's Bluff skill (modifier +5) on their turn. Those who succeed can tell that he plans to escape and act accordingly. Otherwise, remind PCs that just because you have entered initiative does not mean that the NPC is initiating hostile action, and have them act accordingly. When his turn comes up in initiative, Verrond casts dimension door, reappearing about 800' away in a tunnel known to him, and retreats to Karzalin's lair. If he was wounded en route, he heals himself. If the PCs manage to detain him, he tries every round to get away using dimension door as best he can until dead. If Verrond is taken alive by the PCs, he agrees to lead them to Karzalin's lair. 


If the PCs agree to his deal, with or without the item offer, Verrond thanks the PCs, warns them that he is about to dimension door away, and does so. They are free to leave or renege on their promise. 


The PCs may do anything they like at this stage. If the PCs plan on leaving the complex for any reason except after making a deal with Verrond, and they do not return, proceed to Conclusion A. If the PCs plan on leaving the complex and returning on a different day (with or without reinforcements), proceed to Conclusion B. If the PCs made a deal with Verrond to leave, go to Conclusion F. 


If the PCs wish to pursue Verrond or go find Karzalin, inform them that they are about to enter an Extended Play option, granting an additional AR which counts toward upkeep and the expiration of Adventure access. If the players still wish to proceed, continue to Encounter Nine

9: showdown

NOTE: This encounter is an optional encounter requiring additional time unit expenditure. It is not mandatory; this fact must be emphasized to the PCs. The only penalty for not attempting this encounter is giving up what may be the only chance to bring a traitor to justice.


As the PCs head out to find Karzalin, draw the final map shown in DM Aid 2. Have PCs place their miniatures on the map at the PC starting point and read or paraphrase the following: 

You follow a narrow tunnel for several hundred feet. You now find yourselves in a more or less straight portion of the tunnel, well-illuminated by a number of everburning torches, which clearly culminates in a single, wrought-stone door. 

Roll initiative as soon as the PCs enter the hallway and allow them to act & react within initiative order. At the end of the hallway is an arcane eye, cast by either by Karzalin at APLs 10-12 or by Karzalin's bodyguard Belteggian (at APLs 14-16) from a scroll. Any PCs who can see invisible items see the arcane eye, and anyone who detects magic also are able to spot it when close enough. Verrond has also cast true seeing from a scroll and thus can see any invisible characters moving up. 

Creatures:

APL 10-12 (EL 19):


Karzalin: male human wizard 18, hp 89, Appendix One.
APL 14-16 (EL 21):


Karzalin: male human wizard 18, hp 89, Appendix One.

Verrond: male human bard 10/sublime chord 7, hp 90, Appendix One.
Karzalin is a clean-shaven Oeridian man of mid-height with dark, straight hair and brown eyes. In his mid-forties, he has a noticeable pot-belly and rounded edges, but his long features are sharp with intelligence and intensity. Karzalin is a man absolutely convicted of his own principles, occasionally to the exclusion of the common good. It was such a tendency that led him to conclude that to win the war with Iuz, Belvor must be deposed and his brilliant and ruthless once-son must be placed on the throne. He tolerates no one who directly impedes his ability to see that mission through. 


Verrond, as mentioned above, is only interested in backing up Karzalin at this point.

Tactics: Karzalin and his assistant are prepared to fight this out. They are not terribly interested in discussion at this point, though PCs may certainly try a rushed Diplomacy check with an additional -10 penalty for the NPCs' determination to see the PCs leave or die. In general terms, the NPCs try to concentrate fire on a PC or two until they're down, and then offer (as a free action) to allow the PCs to flee with their downed ally or allies. 


Karzalin is out to kill some PCs, but is also extremely cognizant that he is a glass cannon of sorts, and keeps “preventing the PCs from being able to affect me” as his highest priority. For example, if, at any point, a PC casts true seeing (Karzalin has Spellcraft – he knows) or indicates that he or she can see Karzalin, he ceases his previous tactics and casts a targeted greater dispel magic on the target of the true seeing or the person who claimed to see him.

Karzalin begins by casting time stop and then casting superior invisibility, repulsion, and greater blink from a scroll, moving as much as able (30' if casting his own spell, 5' steps if from scroll). If his time stop does not last 3 or 4 rounds, he may forego the scrolls to begin attacking, depending on how Verrond is doing. To attack, he begins by casting enervation and quickened enervation on the most obvious melee fighter in the party, moving after casting. The next round, he casts black blade of disaster and has it follow the negative-leveled melee fighter around until it disintegrates her. Every round excepting the first, Karzalin directs a disintegrate spell from his staff, empowered using his Metamagic Spell Trigger feat, at an obvious spellcaster, and applies his hellcat gauntlets' extra 6d6 damage to the first three attempts. If Karzalin takes damage at any point, or if Verrond is involved in the battle and looks like he is in serious trouble, Karzalin pulls his scroll of summon elemental monolith and uses it. He concentrates on the monolith as a normal standard action, moving frequently with his move action, unless directly threatened, in which case he tries to use his Extraordinary Concentration feat to concentrate as a move action and cast damaging spells as standard actions. Pay special attention to his defensive items (ring of nine lives, in particular) when dealing with combats. His contingency conditions are described in his stat block in Appendix One. He fights until death or until his foes have fled.


Verrond begins by casting extended fly from memory and superior invisibility from a scroll (requiring a DC 16 caster check for which he automatically succeeds). He then begins dropping 5th and 6th level spells on PCs. He targets obvious melee fighters with Otto’s irresistible dance and casts greater dispel magic on PC casters as a counterspell or to eliminate buffs as he sees fit, using his Song of Arcane Power to boost his caster level. If a particular PC is a significant threat to him or Karzalin, he uses his song of timelessness to take them out of the action. He makes use of his Lyric Spell feat if he runs low on high-level spells. If Karzalin looks like he is in trouble in general, he casts limited wish to simulate a heal spell on the wizard  If reduced to 20 hp or less with Karzalin down or gone, he uses dimension door to flee. He does not flee if Karzalin is still alive and verifiably active.


Note that Verrond may be a PC prisoner at the beginning of this encounter. If he is, or Karzalin concentrates his fire initially on the PCs who hold him captive, and make a point of killing them if they kill him while helpless. (Also note that killing Verrond while helpless is an evil act and should be recorded as such on their Adventure Record.) Once the PC captors are dead, he moves in to try to free Verrond. 

Treasure:


APLs 10-14: Loot 0 gp Coin 0 gp Magic 34,373 gp staff of transmutation (10833), scroll of summon elemental monolith (638 gp), 3 scrolls of teleport (564 gp), scroll of wall of force (188 gp),  scroll of greater blink (188 gp), scroll of stoneskin (117 gp), scroll of true seeing (275), scroll of reciprocal gyre (188 gp), scroll of scorching ray (150 gp), headband of intellect +6 (6000 gp), hellcat gauntlets (267 gp), ring of greater counterspells (2666 gp), ring of nine lives w/3 charges (2500 gp), cloak of resistance  +3 (1500 gp),  robe of retaliation (1167 gp), tunic of steady spellcasting (417 gp), heward’s handy haversack (333 gp), Karzalin’s Spellbook (6383 gp)



APL 16: all of the above and +2 chain shirt,  lute, memento magica (level 4), cloak of charisma +2 (Magic 39,749)
Troubleshooting: The GM is encouraged to work up a detailed plan for engagement for Karzalin (and his assistant, as needed) based on the tactics above. This is a very complex combat and requires considerable preparation to run properly. 


If the PCs successfully use magic to calm Karzalin, Karzalin orders Verrond to stand down, which he does. The most the PCs can negotiate from the two arcanists is a mutual withdrawal; they do not vouchsafe any information about Thrommel's plans willingly. 


If the PCs capture Verrond, the PCs may interrogate him. Contact the Furyondy Triad for more details on what the PCs discover. Likewise, if the PCs capture Karzalin alive, please contact the Furyondy Plots Coordinator at plots@furyondy.com with the names and e-mail addresses of the players who captured him. 

Development: If the PCs slay Karzalin, proceed to Conclusion C. If they capture him, proceed to Conclusion C and contact the Furyondy Triad, per Troubleshooting above. If Karzalin escapes, proceed to Conclusion D. If Karzalin & company defeat the PCs, proceed to Conclusion E. 

Conclusion

The following are possible conclusions:

Conclusion A: the PCS escape with information, but without attempting to fight karzalin

The PCs were able to escape the Underdark with their hides and whatever information they could gather. At this point, ask the PCs if they are reporting back to General Yemanien. If they fail to, proceed to Conclusion G. If they do, read or paraphrase the following.

The general sits riveted, looking astonished at what you are telling him. “I cannot thank you enough for braving what you did in this mission. You are some of the greatest heroes of Furyondy, and will be recognized as such by all. I thank you on behalf of His Royal Majesty and assure you that we will act on this immediately. As for the entrance into the Underdark that you found, we will see to it that it is destroyed so that such a connection will not pose a threat to Furyondy in the future.”

He then pays the PCs for their trouble. 

Treasure: 

APL 10: Loot 0 gp, Coin 250 gp, Magic 0 gp

APL 12: Loot 0 gp, Coin 300 gp, Magic 0 gp

APL 14: Loot 0 gp, Coin 350 gp, Magic 0 gp


APL 16: Loot 0 gp, Coin 400 gp, Magic 0 gp

Conclusion B: the pcs attempt to rest for the night after encounter eight before pursuing karzalin

If the PCs leave for the night before fighting Karzalin and return the next day, read or paraphrase the following:

You return to the caves underground the next day and find them empty. Every indication is that the denizens here have fled deeper into the Underdark, and taken all things with them. 

The PCs are unable to track Karzalin, who has used potent magic to hide his location. The PCs may pursue the illithids further into the Underdark with no real fruit. If the PCs have enough information to present on Karzalin to report back to the general, review Conclusion A above with them. If not, the module is over. 

Conclusion C: the pcs capture or slay karzalin

If the PCs destroyed Karzalin's body with no evidence, nobody believes that they fought him unless they can find a creative solution and move General Yemanien's attitude from an effective Unfriendly to Helpful. If they cannot prove that they killed Karzalin, read the box text from Conclusion A to them. 


If the PCs are able to substantiate their killing of Karzalin or captured him, read or paraphrase the following:

General Yemanien stares at you with considerable awe for a moment, speechless. Gathering himself, he says solemnly, “This is a great, great day for Furyondy. You have proven yourselves to be powerful and resourceful indeed, friends! No words are enough to thank you for what you have risked and what you have done. You are the greatest of the heroes of Furyondy, and all will know of your valor and accomplishments! Rest assured!”


“As for the entrance into the Underdark that you found, we will see to it that it is destroyed so that such a connection will not pose a threat to Furyondy in the future.”


He pays the PCs for their trouble and arranges for them to meet with King Belvor personally in Chendl in early CY 598. 


If the PCs capture Karzalin alive, please contact the Furyondy Plots Coordinator at plots@furyondy.com with the names and e-mail addresses of the players who captured him. 

Treasure: 

APL 10: Loot 0 gp, Coin 250 gp, Magic 0 gp

APL 12: Loot 0 gp, Coin 300 gp, Magic 0 gp

APL 14: Loot 0 gp, Coin 350 gp, Magic 0 gp


APL 16: Loot 0 gp, Coin 400 gp, Magic 0 gp

Conclusion D: the pcs flee the battle with karzalin while some party members still live 

The surviving PCs return to Chendl and are brought in to meet General Yemanien almost immediately. Read or paraphrase the following:

The general sits riveted, looking astonished at what you are telling him. “I cannot thank you enough for braving what you did in this mission. It is not surprising that you could not defeat such a powerful foe; you lose no honor in that. You are some of the greatest heroes of Furyondy, and will be recognized as such by all. I thank you on behalf of His Royal Majesty and assure you that we will act on this immediately.”

He pays the PCs for their trouble. 

Treasure: 

APL 10: Loot 0 gp, Coin 250 gp, Magic 0 gp

APL 12: Loot 0 gp, Coin 300 gp, Magic 0 gp

APL 14: Loot 0 gp, Coin 350 gp, Magic 0 gp


APL 16: Loot 0 gp, Coin 400 gp, Magic 0 gp

Conclusion E: karzalin defeats the entire party

If the PCs were all left dead or unconscious, Karzalin is not without pity. He stabilizes any PCs still bleeding out, collects them and any recognizable bodies, takes the most valuable magic item from each PC from their body and has Verrond deposits them inside the entrance cave. A military patrol finds the PCs there twelve hours later, so PCs may use favors or cash to have raise dead, resurrection or true resurrection cast on them. They may also go collect whatever remains they can find of disintegrated PCs at no additional TU cost for reclamation and raising from the dead. 


Any PCs revived after this may report what they found out to General Yemanien; in this case, go to Conclusion A. 

Conclusion F: the PCs struck a deal with verrond 

When the PCs return, have the PCs report what happened to General Yemanien in their own words. If they try to conceal their deal with Verrond, have any speaking PCs make opposed Bluff checks against General Yemanien’s Sense Motive roll (his modifier is +15). If the PCs fail to bluff him, he will call the guards and attempt to arrest the PCs for treason. The PCs get away, but receive the Wanted in Furyondy AR item and are done with the adventure. If the PCs succeed in concealing their deal from the General, go to Conclusion A. 

GUIDELINES FOR DISTRIBUTING ADVENTURE RECORD ITEMS

Hero of Furyondy: If PCs reported back to the general and gave him accurate information about Karzalin, the PCs gain this favor. 

Favor of Nurien: If any PC openly offered aid to Nurien in his quest to free Zuoken, she receives this favor.

Hand of Xan Ye: If the PCs kill Nurien, they receive this curse. 

Marked by Thrommel: If the PCs did not pursue Karzalin, if he got away or if he defeated the PCs, they receive this item.

Spelunking: PCs who expressly wished to delve deeper into the Underdark receive this item.

Wanted in Furyondy: If the PCs made a deal with Verrond to leave and fail to conceal this from General Yemanien, they receive this item. 

Optional Encounter AR Items:

Famed Hero of Furyondy: If the PCs defeated Karzalin and are able to prove such to the authorities, they receive this item.

Arch Enemies of Thrommel: If the PCs defeated Karzalin and are able to prove such to the authorities, they receive this item.

Experience Point Summary

2: Spelunking

Defeat, circumvent, or get exploded by the trap:

APL 10 
300 XP

APL 12 
360 XP

APL 14 
420 XP

APL 16 
480 XP

6: Whispers in the Evernight

Get the barrier password from Nurien through force or negotiation

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

APL 16 
570 XP

7: Dark Liberation

Destroy Ululix

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

APL 16 
570 XP

Discretionary roleplaying award

APL 10 
270 XP

APL 12 
315 XP

APL 14 
360 XP

APL 16 
405 XP

Total possible experience:

APL 10 
1350 XP

APL 12 
1575 XP

APL 14 
1800 XP

APL 16 
2025 XP


Extra Encounter:

9: Showdown

Defeat Karzalin

APL 10 
570 XP

APL 12 
570 XP

APL 14 
570 XP

APL 16 
570 XP

Defeat Karzalin’s assistant(s)

APL 14 
30 XP

APL 16 
60 XP

Story award

Prove that Karzalin was defeated

APL 10 
105 XP

APL 12 
217 XP

APL 14 
300 XP

APL 16 
382 XP

Total possible experience:

APL 10 
675 XP

APL 12 
787 XP

APL 14 
900 XP

APL 16 
1012 XP

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes. Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions. Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold. If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot. If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available. A normal adventuring party can usually gather this wealth in a round or so. If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed. Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure. Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it. Other times they may attempt to use the item blindly. If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure. Write the total in the GP Gained field of the adventure certificate. 


Loot = Looted gear from enemy; Coin = Coin, Gems, Jewelry, and other valuables; Magic = Magic Items.
6: Whispers in the Evernight


APL 10: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp)


APL 12: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), 


APL 14: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), monk’s belt (2166 gp), 


APL 16: Loot 0 gp Coin 0 gp Magic 2 doses of dust of disappearance (1166 gp), wand of cure serious wounds (10 charges) (188 gp), monk’s belt (2166 gp),
7: Dark Liberation


APL 10: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp)


APL 12: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp)


APL 14: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), gauntlets of ogre power (667 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp)


APL 16: Loot 0 gp Coin 83 gp Magic ring of protection +1 (333 gp), belt of giant’s strength +4 (2667 gp), shirt of angels (2500 gp), cloak of charisma +2 (667 gp), periapt of wisdom +2 (667 gp)
Conclusion: 

APL 10: Loot 0 gp, Coin 250 gp, Magic 0 gp

APL 12: Loot 0 gp, Coin 300 gp, Magic 0 gp

APL 14: Loot 0 gp, Coin 350 gp, Magic 0 gp


APL 16: Loot 0 gp, Coin 400 gp, Magic 0 gp

Total Possible Treasure


APL 10: Loot 0 gp; Coin 333 gp; Magic 4937 gp; Total 5270 gp.


APL 12: Loot 0 gp; Coin 383 gp; Magic 5521 gp; Total 5904 gp.


APL 14: Loot 0 gp; Coin 433 gp; Magic 8187 gp; Total 8620 gp.


APL 16: Loot 0 gp; Coin 483 gp; Magic 10854 gp; Total 11337 gp.


optional encounter

9: Showdown

All APLs: Loot 0 gp Coin 0 gp Magic staff of transmutation (10833), scroll of summon elemental monolith (638 gp), 3 scrolls of teleport (564 gp), scroll of wall of force (188 gp),  scroll of greater blink (188 gp), scroll of stoneskin (117 gp), scroll of true seeing (275), scroll of reciprocal gyre (188 gp), scroll of scorching ray (150 gp), headband of intellect +6 (6000 gp), hellcat gauntlets (267 gp), hand of glory (1333 gp), ring of mind shielding (1333 gp), ring of greater counterspells (2666 gp), ring of nine lives w/3 charges (2500 gp), cloak of resistance  +3 (1500 gp),  tunic of steady spellcasting (417 gp), , handy haversack (333 gp), Karzalin’s spellbook (6383) Total 34,373 gp

APL 16: all of the above and +2 chain shirt, (708 gp), lute (1 gp), memento magica (level 4) (4000 gp), cloak of charisma +2 (667 gp) Total 39,749 gp 
Adventure Record Items

Hero of Furyondy: This PC has done a great service for Furyondy. They may choose from one of the following favors:

· Regional access to one of the following  weapon enhancements from Magic Item Compendium: banishing, blindsighted, disarming, energy aura, metalline, parrying, or transmuting.  Members of Furyondy metaorgs gain two choices.

· Regional access to the following spells from Complete Champion: aligned aura, light of purity, sacred item, darts of life.  Members of Furyondy metaorgs gain two choices.

· Regional access to learn or scribe one the following spells from Complete Mage: Melf’s slumber arrows, incendiary surge, heart of earth, channeled sonic blast.  Members of Furyondy metaorgs gain two choices.

· Regional access to one of the items marked with an * on the Item Access list below. Members of Furyondy metaorgs gain two choices.

Hand of Xan Ye: There are precious few who maintain the sacred quest to free Zuoken, and the goddess Xan Ye is displeased that you slew one. Any time this character rolls a natural 1 on an initiative check, they are stunned for one round. This curse may be lifted only by means of a wish or miracle.

Marked by Thrommel: This character has hampered the plans of the erstwhile crown prince of Furyondy. This will doubtless have effects later.

Wanted in Furyondy: Treason. Base chance of capture 50%, cumulative chance of capture 10%. Punishment: Write down the names and RPGA numbers of all players and DM and send them to the Furyondy Triad. This PC is executed and considered unrecoverable. 

Deal with Verrond: The wizard Karzalin was good to his word, as he provides this character with the item they craved. This character receives adventure access to one of the following items from the Magic Item Compendium: greater iron ward diamond, manticore greatsword, monacle of perusal, ring of mystic fire.

optional encounter

Custodian of the King’s Land: As a reward for their bravery, this PC is made custodian of land for the crown, or is awarded land if a noble of Furyondy. Contact poc@furyondy.com for more details.

Famed Hero of Furyondy: This character receives free Luxury lifestyle in every Furyondy regional adventure for the rest of their life. They also may choose from one of the following favors: 

· Regional access to one of the following weapon bonus enhancements: speed, dancing, brilliant energy. Members of Furyondy metaorgs gain two choices.
· Regional access to one of the items marked with an * on the Item Access list below.  Members of Furyondy metaorgs gain two choices.
Arch Enemies of Thrommel: This character has dealt a severe blow to the erstwhile crown prince of Furyondy. This will doubtless have effects later.

Karzalin’s High-Level Spellbook: All non-PHB spells are from Spell Compendium. Written in a Boccob’s blessed book:

9th— time stop, black blade of disaster, wail of the banshee, wish


8th— superior invisibility, wrathful castigation, horrid wilting, discern location, greater prying eyes


7th— transfix, delayed blast fireball, forcecage, mass hold person, limited wish, greater teleport, vision, plane shift


6th— greater dispel magic, wall of gears, acid storm, repulsion, globe of invulnerability, mass suggestion, chain lightning, veil, mage’s lucubration


5th— cloudkill, baleful polymorph, reciprocal gyre, feeblemind, break enchantment, major creation, Leomund’s secret chest, teleport, mind fog, persistent image, fabricate, overland flight, permanency

Item Access

APL 10-16:

· dust of disappearance (Adventure, DMG)

· wand of cure serious wounds (10 charges) (Adventure, DMG, 1125 gp)

· shirt of angels (Adventure, MIC, 15000 gp). 

· *rod of sure striking (see above, MIC, 4000 gp)

· *wilding clasp (see above, MIC, 4000 gp)

· *rod of transposition (see above, MIC, 6000 gp)

· *memento magica, 2nd level (see above, MIC, 6000 gp)

· *canaith mandolin (see above, MIC, 8100 gp)

OPTIONAL ENCOUNTER

APL 10-12:

· Karzalin’s spellbook (Adventure, 38,300 gp)

· staff of transmutation (Adventure, DMG)

· scroll of summon elemental monolith (Adventure, SPC)

· scroll of greater blink (Adventure, SPC)

· hellcat gauntlets (Adventure, MIC, 3200 gp)

· ring of greater counterspells (Adventure, MIC, 16000 gp)

· ring of nine lives (3 charges) (Adventure, MIC, 15000 gp)

· tunic of steady spellcasting (Adventure, MIC, 2500 gp)

· *cli lyre (see above, MIC, 100 gp)

· *memento magica, 4th level spell (see above, MIC, 20000 gp)

· *pearl of power, 4th level (see above, DMG)

· *crystal mask of insight (see above, MIC, 20,000 gp)

· *bracers of lightning (see above, MIC, 11000 gp)

APL 14:

· lesser metamagic rod of quicken (Adventure, DMG; limit 1)

APL 16:

· memento magica, 4th level (Adventure, MIC, 24,000 gp)

Appendix 1: All APLs

3B: MORE DARK WHISPERS

Duergar Rogue (2)
CR 13

Male duergar rogue 13

N Medium humanoid

Init +4; Senses darkvision 120 ft., Listen +16, Spot +16

Languages Common, Dwarven, Undercommon 

AC 24, touch 16, flat-footed 20; improved uncanny dodge, trap sense +4


(+4 Dex, +6 armor, +2 deflection, +2 natural)

hp 86 (12 HD)

Immune paralysis, poison, phantasms

Resist evasion

Fort +7 (+2 against spells), Ref +12 (+2 against spells, +4 against traps), Will +3 (+2 against spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness daylight sensitivity

Speed 20 ft. (4 squares)

Melee +1 rapier +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat]/+5 (1d6+1, 18-20/x2)

Ranged weapon +13/+8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +10

Atk Options Improved Feint, opportunist, sneak attack +6d6

Combat Gear wand of cure moderate wounds, wand of fireball (CL 7)
Spell-Like Abilities (CL 26th):


1/day—enlarge person, invisibility

Abilities Str 12, Dex 18, Con 16, Int 13, Wis 10, Cha 6 

SQ trapfinding

Feats Combat Expertise, Dodge, Improved Feint, Mobility, Stealthy

Skills Balance +6, Bluff +14, Hide +19, Listen +16, Move Silently +19, Search +16, Spot +16, Tumble +17, Use Magic Device +16, Use Rope +19total ranks: class XX Hide

Possessions combat gear plus chain shirt +2, amulet of natural armor +2, ring of protection +2, 

Opportunist (Ex) Once per round, the rogue can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the rogue’s attack of opportunity for that round. Even a rogue with the Combat Reflexes feat can’t use the opportunist ability more than once per round.

5: STRIKE TEAM



Duergar Fighters (20)
CR 7

Male duergar fighter 6

N Medium Humanoid 

Init +1; Senses darkvision 120 ft., Listen +0, Spot +0

Languages Common, Dwarven, Undercommon 

AC 21, touch 11, flat-footed 20


(+1 Dex, +7 armor, +3 shield)

hp 64 (6d10+18)

Immune paralysis, poison, phantasms

Fort +8 (+2 against spells), Ref +3 (+2 against spells), Will +1 (+2 against spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness daylight sensitivity

Speed 20 ft.  (4 squares)

Melee masterwork warhammer +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5, 19-20/x2)

Ranged javelin +7/+1 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +9

Atk Options Combat Expertise, Improved Bull Rush, Improved Overrun, Improved Trip, Power Attack

Combat Gear potion of cure light wounds
Spell-Like Abilities (CL 12th):


1/day—enlarge person, invisibility

Abilities Str 16, Dex 12, Con 16, Int 13 Wis 8 Cha 6

Feats Combat Expertise, Improved Bull Rush, Improved Overrun, Improved Trip, Power Attack, Weapon Focus (warhammer), Weapon Specialization (warhammer)
Skills Climb +8, Swim +8, Intimidate +7

total ranks: class XX ClimbClimbb

Possessions combat gear plus banded mail +1, heavy steel shield +1, masterwork warhammer, 3 javelins 


Power-Up Suite (Status – enlarge person): 

AC 19, touch 9, flat-footed 19


(-1 size, +0 Dex, +7 armor, +3 shield)

Melee masterwork warhammer +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+6, 19-20/x2)

Ranged javelin +7/+1 (1d8+4)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +14

Abilities Str 18, Dex 10, Con 16, Int 13 Wis 8 Cha 6

Skills Climb +9, Swim +9, Intimidate +7


Physical Description: Balding dwarves with grey skins and grey-metal banded mail. 

8: the traitor

Verrond
CR 17

Male human Bard 10/Sublime Chord 7

N Medium humanoid

Init +1; Senses Listen +X, Spot +X

Languages Common, Flan

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 armor)

hp 102 (17 HD)

Fort +7, Ref +10, Will +12

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 30 ft. in +2 chain shirt (6 squares), base movement 30 ft.

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +9

Atk Options Combat Casting

Special Actions Chant of Fortitude, Ironskin Chant, bardic/sublime chord music 22/day, countersong, fascinate, inspire competence, inspire courage, inspire greatness, song of arcane power, song of timelessness, suggestion

Combat Gear memento magica (level 4), scroll of dimension door (2)
Bard/Sublime Chord Spells Known (CL 17th):


8th (1/day)—polar ray (DC 23)

7th (2/day)—delayed blast fireball (DC 22), limited wish


6th (3/day)—chain lightning (DC 21), Otto’s irresistible dance (DC 21)

5th (4/day)— cone of cold (DC 20), greater dispel magic, shadow evocation (DC 20)

4th (5/day)— cure critical wounds, dimension door, dominate person (DC 19), enervation, Evard’s black tentacles (grapple modifier +23), freedom of movement, resilient sphere   


3rd (3/day)—cure serious wounds, haste, slow (DC 18)

2nd (4/day)—glitterdust (DC 17), mirror image, suggestion (DC 17), tongues


1st (5/day)—disguise self, feather fall, grease (DC 16), Tasha’s hideous laughter (DC 16)

0 (3/day)—detect magic, know direction, light, mage hand, message, summon instrument

Abilities Str 8, Dex 13, Con 14, Int 12, Wis 10, Cha 21

Feats Chant of Fortitude, Combat Casting, Extra Music, Extra Music, Ironskin Chant , Lyric Spell 

SQ Bardic knowledge +18

Skills Knowledge (arcana) +21, Listen +20, Perform (lute) +25, Profession (astrologer) +6, Spellcraft +21, Tumble +21, Concentration +21, Decipher Script +13, all other Knowledge skills +3, Diplomacy +9

Possessions combat gear plus +2 chain shirt, masterwork lute, cloak of charisma +2
Bardic Knowledge A sublime chord continues to collect the odd bits of lore and knowledge that bards acquire. She can add her sublime chord class level to her bardic knowledge checks, so her bardic knowledge checks have a bonus equal to her bard level + her sublime chord level + her Int modifier.

Bardic Music A sublime chord expands her repertoire of bardic music to encompass new songs or poetics of strange and wondrous power. These effects function just as the bardic music effects described in the Player’s Handbook. Each use of a sublime chord song expends one daily use of the character's bardic music ability. A sublime chord adds one-half her class level (rounded down) to her bard level to determine her number of daily uses of bardic music.


Song of Arcane Power (Su) A sublime chord of 2nd level or higher with 12 or more ranks in a Perform skill learns how to use her bardic music to assist her spellcasting. As a move action, she can prepare to cast a spell by giving voice to the song of power. The next spell she casts gains a bonus to its caster level based on the result of the sublime chord's Perform check:

     Perform Check Result
Caster Level Increase


9 or lower

+0


10 to 19

+1


20 to 29

+2


30 or higher

+3


The spell to be enhanced by the song of arcane power must be cast by the end of the sublime chord's next turn, or else the song fades with no effect (other than consuming a bardic music use).


Song of Timelessness (Su) A sublime chord of 6th level or higher with 16 or more ranks in Perform knows the song of timelessness. As a standard action, she can envelop a single creature within 60 feet in a field of timelessness, provided she has line of effect to the target (see page 176 of the Players Handbook). The subject is entitled to a Will save (DC 22) to negate the effect.


If the subject fails its save, it is frozen in a shimmering aura of timelessness and can take no actions. However, no force can affect it—weapons cannot reach It, spells that target it automatically fail, and if the ground it is standing on is somehow taken away, it would not even begin to fall. A sublime chord can keep her target frozen in time for as long as she maintains the power by continuing to perform, up to a maximum of 1 minute per level. When she stops performing, the subject immediately returns to normal. As far as the creature is concerned, no time seems to have passed.

9: SHOWDOWN

KARZALIN
CR 18

Male human wizard 18

LN Medium humanoid

Init +2; Senses Listen +0, Spot +0

Languages Common, Flan, Suel, Elven, Infernal

AC 18, touch 12, flat-footed 16


(+2 Dex, +6 armor)

hp 89 (18 HD) plus 16 temporary (false life)

Immune mind-affecting spells and effects, scrying
Fort +11, Ref +11, Will +14

Speed 30 ft. (6 squares); fly 60 ft. (good)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +8

Ranged touch spell +11 (spell)

Atk Options Extraordinary Concentration, Extraordinary Spell Aim, Residual Magic

Combat Gear staff of transmutation, hellcat gauntlets, scroll of summon elemental monolith, scrolls of teleport (3), scroll of wall of force, scroll of greater blink, scroll of stoneskin, scroll of true seeing, scroll of reciprocal gyre, scroll of scorching ray, hellcat gauntlets, greater ring of counterspells (feeblemind), ring of nine lives (3 charges),  scroll of greater false life
Wizard Spells Prepared (CL 18th):


9th—black blade of disaster (DC 27, +17 attack bonus), time stop, wail of the banshee (DC 27)

8th—horrid wilting (DC 26), quickened enervation, superior invisibility, mind blank 


7th—delayed blast fireball (DC 25), forcecage (DC 25), mass hold person (DC 25), transfix (DC 25),


6th—greater dispel magic x3, repulsion (DC 24), wall of gears


5th—baleful polymorph (DC 23), cloudkill (DC 23), deceptive orb of force, feeblemind (DC 23), reciprocal gyre (DC 23), sculpted Evard’s black tentacles (grapple check +26)

4th— deceptive lightning bolt (DC 22), enervation, sculpted sleet storm, sensory deprivation (DC 22), split ray scorching ray, silent slow (DC 22)

3rd—chain missile, deceptive scorching ray, fly, protection from energy, reverse arrows, sound lance (DC 21)

2nd—blindness/deafness (DC 20), Deceptive magic missile x2, glitterdust x2 (DC 20), protection from arrows


1st—benign transposition, charm person (DC 19), magic missile, ray of clumsiness, ray of enfeeblement, shield, swift expeditious retreat 


0—caltrops, detect magic x2, stick

Already cast

Abilities Str 8, Dex 14, Con 14, Int 28, Wis 10,  Cha 10

Feats Arcane Mastery, Deceptive Spell, Craft Wondrous Item, Extraordinary Concentration, Extraordinary Spell Aim, Metamagic Spell Trigger, Residual Magic, Quicken Spell, Scribe Scroll, Sculpt Spell, Split Ray

Skills Concentration +28, Craft (alchemy) +19, Decipher Script +24, Knowledge (arcana) +30, Knowledge (dungeoneering) +19, Knowledge (geography) +19, Knowledge (history) +19, Knowledge (local [Iuz’s Border States]) +19, Knowledge (nobility and royalty) +19, Knowledge (religion) +17, Knowledge (the planes) +19, Spellcraft +30total ranks: class XX 

Possessions combat gear plus headband of intellect +6, cloak of resistance +3, tunic of steady spellcasting, Heward’s  handy haversack

Spellbook spells prepared plus 0—all PHB 0-level, 1—mount, unseen servant, comprehend languages, detect undead, identify, true strike, sleep, burning hands, floating disk, chill touch, animate rope, expeditious retreat, feather fall, 2—arcane lock, obscure object, resist energy, web, detect thoughts, see invisibility, touch of idiocy, continual flame, darkness, shatter, hypnotic pattern, invisibility, spectral hand, eagle’s splendor, darkvision, rope trick 3—dispel magic, explosive runes, phantom steed, stinking cloud, arcane sight, tongues, deep slumber, hold person, fireball, lightning bolt, displacement, blink, haste, greater magic weapon, secret page 4—lesser globe of invulnerability, remove curse, arcane eye, detect scrying, scrying, charm monster, confusion, resilient sphere, bestow curse, fear, stone shape 5—break enchantment, major creation, Leomund’s secret chest, teleport, mind fog, persistent image, fabricate, overland flight, permanency 6—globe of invulnerability, mass suggestion, chain lightning, veil, mage’s lucubration 7—limited wish, greater teleport, vision, plane shift 8—discern location, greater prying eyes, 9--wish

Active Spells contingency (when a spell causing hit point or ability point damage is cast, globe of invulnerability), false life, fly, greater mage armor, mind blank
Fire Elemental Monolith
CR 17

N Gargantuan summoned elemental (extraplanar, fire)

Init +13; Senses Listen +43, Spot +43

Languages Ignan

AC 29, touch 17, flat-footed 25


(-4 size +9 Dex, +14 natural)

hp  378 (36d8+216); DR 15/—

Immune Fire


Fort +20 Ref +29, Will +16 

Weakness vulnerable to cold
Speed 60 ft. unarmored (12 squares), base movement 60 ft.

Melee 2 slams +35 (6d6+11/19-20 plus 4d6 fire)
Space 20 ft.; Reach 20 ft. 

Base Atk +27; Grp +50

Atk Options Burn

Abilities Str 32, Dex 29, Con 22, Int 12, Wis 15,  Cha 17

SQ Darkvision 60’, elemental traits

Feats Alertness, Blind-Fight, Cleave, Combat Reflexes, dodge, Great Fortitude, Improved Criitcal (slam), Improved Initiative, Improved Natural Attack, Iron Will, Mobility, Power Attack, Spring Attack, Weapon Focus (slam)

Skills Balance +13, Diplomacy +5, Intinmidate +16, Jump +25, Listen +43, Sense Motive +15, 
Spot +43, Tumble +24
Burn (Ex): A fire monolith’s slam attack deals bludgeoning damage plus fire damage because of the creature’s flaming body. Anyone hit by a fire monolith’s slam attack must succeed on a DC 34 Reflex save or catch on fire. The flame burns for 1d4 rounds. Unless it is still in contact with the fire monolith, a burning creature can take a move action to put out the flames. The save DC is Constitution-based. 


Creatures that hit a fire monolith with natural weapons or unarmed attacks take fire damage as though hit by the monolith’s attack, and also catch on fire unless they succeed in a DC 34 Reflex save.

aPPENDIX ONE: APL 10

1: SpelUNKINg

Fireball Cluster Trap 

CR 10

Description: This is a magical booby-trap designed by Karzalin to keep intruders out. Stepping on any of the four Xs in the trap triggers 2 fireballs at once the first round (the one stepped on and the one diagonally opposite it). The following round, the other two fireballs discharge in the other two "x" squares. 

Search DC 25
Type Magical

Trigger Location; Init +5
Effect fireball (10th level wizard, 10d6 fire damage, DC 14 Reflex save for half damage)

Duration 2 rounds

Destruction AC 25; hp 45 (each square with an X)

Disarm Disable Device DC 28 (each square with an X)

Dispel DC 21

6: whispers in the evernight

Nurien




CR 13

Male human cleric 3/monk 2/sacred fist 8

LN Medium humanoid

Init +2; Senses blindsense 10’, Listen +5, Spot +5 

Languages Common 

AC 23, touch 23, flat-footed 21


(+2 Dex, +2 class, +5 Wis, +4 deflection)

hp 81 (13 HD) 

Resist evasion

Fort +14, Ref +11, Will +13

Speed 60 ft. (12 squares)

Melee unarmed +13/+8/+3 (1d10+2) or


Unarmed +11/+11/+6/+1 (1d10+2) with flurry of blows

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +13

Atk Options Combat Casting, Combat Reflexes, Stunning Fist DC 16 3/day (DC 16), flurry of blows

Special Actions sacred flames +12 damage 2/day (lasts 1 minute), rebuke undead (2/day, -1, 2d6+2), spontaneous casting (inflict)

Combat Gear dust of disappearance (2 charges), wand of cure serious wounds (10 charges), scroll of owl’s wisdom
Cleric Spells Prepared (CL 13th):


5th—nonlethal flame strikeD (DC 20), quickened divine favor,  righteous might, 


4th—delay death, freedom of movement, hasteD, nonlethal inflict critical wounds (DC 19), 


3rd—bestow curse (DC 18), blurD, dispel magic, nonlethal searing light, recitation, still hold person (DC 18)

2nd—hold person x2 (DC 17), nonlethal deific vengeance (DC 17), nonlethal spiritual weaponD, silence, still obscuring mist,  wave of grief (DC 17)

1st—command (DC 16), divine favor, magic weaponD, obscuring mist, protection from chaos, protection from evil, shield of faith

0—cure minor wounds x3, detect magic x2, virtue

D: Domain spell. Deity: Zuoken. Domains: War, Celerity

Already cast

Abilities Str 14, Dex 14, Con 12, Int 10, Wis 21,  Cha 8

SQ aura of law 

Feats Combat Casting, Combat Reflexes, Nonlethal Substitution, Quicken Spell, Practiced Spellcaster, Still Spell, Stunning Fist, Weapon Finesse, Weapon Focus (unarmed strike)

Skills Concentration +21, Escape Artist +15, Knowledge (history) +2, Knowledge (religion) +8, Move Silently +8, Spellcraft +13, Tumble +15

Sacred Flames (Su): At 4th level, a sacred fist may use a standard action to invoke flames around his hands and feet. These flames add to the sacred fist’s unarmed damage. The additional damage is equal to the sacred fist’s class level plus his Wisdom modifier (if any). Half of the damage is fire damage (round up), and the rest is sacred energy and thus not subject to effects that reduce fire damage. The sacred flames last 1 minute and can be invoked once per day. At 8th level, a sacred fist can invoke sacred flames twice per day.

Active Spells: shield of faith (CL 13), owl’s wisdom (CL 3)

Physical Description: A tall, thin but wiry human of mixed descent, his head shaved bald, wearing a simple robe and a few other seemingly decorative items on his person. He stares at you intently.
Power-Up Suite (Status – righteous might, sacred flame, quickened divine favor): 

LN Large humanoid

AC 25, touch 22, flat-footed 23


(-1 size +2 Dex, +2 class, +5 Wis, +4 deflection +3 natural)

hp 97 (13 HD); DR 6/good

Fort +15, Ref +11, Will +13

Melee unarmed +17/+12/+7 (3d6+6) or


Unarmed +15/+15/+10/+5 (3d6+6) with flurry of blows

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp +21

Abilities Str 22, Dex 14, Con 14, Int 10, Wis 21, Cha 8

7: dark liberation

Ululix
CR 14

Male ulitharid monk 2

LE Large aberration

Init +6; Senses Listen +8, Spot +18

Languages Undercommon, telepathy 200 ft. 

AC 24, touch 15, flat-footed 22


(-1 size +2 Dex, +3 Wis, +4 mage armor, +1 deflection, +5 natural)

hp 115 (13 HD); DR 3/evil

Resist evasion

SR 29

Fort +10 Ref +9, Will +16Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares).

Melee 2 long tentacles +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) and


4 short tentacles +13 (1d8+4) or


unarmed strike +14/+9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) or


unarmed strike +12/+12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) using flurry of blows

Space 10 ft.; Reach 5 ft. (10 ft with long tentacles)

Base Atk +10; Grp +22

Atk Options Combat Casting, Combat Reflexes, Improved Grapple, Spell Penetration, improved grab
Special Actions extract, mind blast

Spell-Like Abilities (CL 14th):


At will—charm monster (DC 19), detect thoughts (DC 17), dimension door, levitate, mage armor (self only), plane shift, suggestion (DC 18).


1/day—dominate monster (DC 24), mass suggestion (DC 21)
Already cast

Abilities Str 18, Dex 14, Con 16, Int 21, Wis 17, Cha 21

Feats Combat Casting, Combat Reflexes, Improved Grapple, Improved Initiative, Improved Natural Attack, Iron Will, Spell Penetration

Skills total ranks: class XX Bluff +15, Concentration +20 (+24 casting defensively), Diplomacy +14, Disguise +5 (+7 acting in character), Hide +8, Intimidate +17, Knowledge (local) +15, Knowledge (dungeoneering) +15, Listen +8, Move Silently +12, Sense Motive +8, Spot +18, Tumble +10

Possessions gauntlets of ogre power, ring of protection +1, shirt of angels

Improved Grab (Ex) If an ulitharid hits a Small, Medium or Large creature with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. No initial touch attack is required. If it wins the grapple check, it establishes a hold, attaches the tentacle to the creature’s head. An ulitharid can only grab a Huge or larger creature if it somehow can reach the creature’s head. If the ulitharid begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single grapple check or an Escape Artist check, but the illithid gets a +2 circumstance bonus on the grapple check for every tentacle that was attached at the beginning of that opponent’s turn

Extract (Ex) An ulitharid that begins its turn with at least four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads.

Mind Blast (Sp) An ulitharid can discharge a devastating psionic attack in the form of a 60’ cone. Anyone caught in this cone must succeed in a DC 22 Will save or be stunned for 3d4 rounds. The save is Charisma-based. This ability is the equivalent of a 4th-level spell.

Active Spells: mage armor (CL 14)

APPENDIX ONE: APL 12

1: SpelUNKINg

Fireball Cluster Trap 

CR 12

Description: This is a magical booby-trap designed by Karzalin to keep intruders out. Stepping on any of the four Xs in the trap triggers 2 maximized fireballs at once the first round (the one stepped on and the one diagonally opposite it). The following round, the other two fireballs discharge in the other two "x" squares. 

Search DC 27
Type Magical

Trigger Location; Init +6
Effect maximized fireball (12th level wizard, 60 damage, DC 19 Reflex save for half damage)

Duration 2 rounds

Destruction AC 28; hp 54 (each square with an X)

Disarm Disable Device DC 31

Dispel DC 23
6: whispers in the evernight

Nurien




CR 15

Male human cleric 3/monk 2/sacred fist 10

LN Medium humanoid

Init +2; Senses blindsense 10’, Listen +5, Spot +5 

Languages Common 

AC 24, touch 24, flat-footed 22


(+2 Dex, +3 class, +5 Wis, +4 deflection)

hp 93 (15 HD) 

Resist evasion

Fort +15, Ref +12, Will +14

Speed 60 ft. (12 squares)

Melee unarmed +15/+10/+5 (2d6+2) or


Unarmed +13/+13/+8/+3 (2d6+2) with flurry of blows

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +15

Atk Options Combat Casting, Combat Reflexes, Stunning Fist DC 16 3/day (DC 16), flurry of blows

Special Actions inner armor, rebuke undead (2/day, -1, 2d6+2), sacred flames +15 damage 2/day (lasts 1 minute), spontaneous casting (inflict)

Combat Gear dust of disappearance (2 charges), wand of cure serious wounds (10 charges), scroll of owl’s wisdom
Cleric Spells Prepared (CL 15th):


6th—antilife shell, nonlethal blade barrierD (DC 21), nonlethal harm (DC 21), 


5th—nonlethal dragon breath, nonlethal flame strikeD (DC 20), quickened divine favor,  righteous might, 


4th—cure critical wounds, delay death, freedom of movement, hasteD, nonlethal inflict critical wounds (DC 19)

3rd—bestow curse (DC 18), blurD, dispel magic, nonlethal searing light, recitation, still hold person (DC 18) x2

2nd—hold person x2 (DC 17), nonlethal deific vengeance (DC 17), nonlethal spiritual weaponD, silence, still obscuring mist,  wave of grief (DC 17)

1st—bless, command (DC 16) x2, divine favor, magic weaponD, obscuring mist, protection from chaos, protection from evil, shield of faith

0—cure minor wounds x3, detect magic x2, virtue

D: Domain spell. Deity: Zuoken. Domains: War, Celerity

Already cast

Abilities Str 14, Dex 14, Con 12, Int 10, Wis 21,  Cha 8

SQ aura of law 

Feats Combat Casting, Combat Reflexes, Divine Vigor, Nonlethal Substitution, Quicken Spell, Practiced Spellcaster, Still Spell, Stunning Fist, Weapon Finesse, Weapon Focus (unarmed strike)

Skills Concentration +21, Escape Artist +15, Knowledge (history) +2, Knowledge (religion) +8, Move Silently +8, Spellcraft +13, Tumble +15

Inner Armor (Ex) At 10th level, a sacred fist’s inner tranquility protects him from external threats. He may invoke a +4 sacred bonus to AC, a +4 sacred bonus on all saves, and spell resistance 25 for a number of rounds equal to his wisdom modifier. He may use inner armor once per day.

Sacred Flames (Su) At 4th level, a sacred fist may use a standard action to invoke flames around his hands and feet. These flames add to the sacred fist’s unarmed damage. The additional damage is equal to the sacred fist’s class level plus his Wisdom modifier (if any). Half of the damage is fire damage (round up), and the rest is sacred energy and thus not subject to effects that reduce fire damage. The sacred flames last 1 minute and can be invoked once per day. At 8th level, a sacred fist can invoke sacred flames twice per day.

Active Spells: shield of faith (CL 13), owl’s wisdom (CL 3)

Power-Up Suite (Status – righteous might, inner armor, sacred flame, quickened divine favor): 

LN Large humanoid

AC 30, touch 27, flat-footed 28


(-1 size, +2 Dex, +3 class, +5 Wis, +4 deflection, +3 natural, +4 sacred)

hp 103 (15 HD); DR 6/good

SR 25

Fort +20, Ref +16, Will +18

Melee unarmed +19/+13/+9 (3d8+6) or


Unarmed +17/+17/+12/+7 (3d8+6) with flurry of blows

Space 10 ft.; Reach 10 ft.

Base Atk +13; Grp +23

Abilities Str 22, Dex 14, Con 14, Int 10, Wis 21, Cha 8

Physical Description: A tall, thin but wiry human of mixed descent, his head shaved bald, wearing a simple robe and a few other seemingly decorative items on his person. He stares at you intently.
7: dark liberation

Ululix
CR 16

Male ulitharid monk 2/fighter 2

LE Large aberration

Init +6; Senses Listen +9, Spot +19

Languages Undercommon, telepathy 200 ft. 

AC 25, touch 16, flat-footed 23


(-1 size +2 Dex, +4 Wis, +4 mage armor, +1 deflection, +5 natural)

hp 133 (15 HD); DR 3/evil

Resist evasion

SR 31

Fort +13 Ref +9, Will +17Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares).

Melee 2 long tentacles +15[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) and


4 short tentacles +15 (1d8+4) or


unarmed strike +16/+11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) or


unarmed strike +14/+14/+9/+4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) using flurry of blows

Space 10 ft.; Reach 5 ft. (10 ft with long tentacles)

Base Atk +12; Grp +24

Atk Options Combat Casting, Combat Reflexes, Improved Grapple, Spell Penetration, improved grab
Special Actions extract, mind blast

Spell-Like Abilities (CL 16th):


At will—charm monster (DC 20), detect thoughts (DC 18), dimension door, levitate, mage armor (self only), plane shift, suggestion (DC 19).


1/day—dominate monster (DC 25), mass suggestion (DC 22)
Already cast

Abilities Str 18, Dex 14, Con 16, Int 21, Wis 18, Cha 23

Feats Combat Casting, Combat Expertise, Combat Reflexes, Dodge, Improved Grapple, Improved Initiative, Improved Natural Attack, Iron Will, Quicken Spell-Like Ability (mind blast), Spell Penetration

Skills Bluff +15, Concentration +20 (+24 casting defensively), Diplomacy +15, Disguise +6 (+8 acting in character), Hide +8, Intimidate +19, Knowledge (local) +15, Knowledge (dungeoneering) +15, Listen +9, Move Silently +12, Sense Motive +9, Spot +19, Tumble +13

Possessions gauntlets of ogre power, ring of protection +1, shirt of angels, cloak of charisma +2

Improved Grab (Ex) If an ulitharid hits a Small, Medium or Large creature with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. No initial touch attack is required. If it wins the grapple check, it establishes a hold, attaches the tentacle to the creature’s head. An ulitharid can only grab a Huge or larger creature if it somehow can reach the creature’s head. If the ulitharid begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single grapple check or an Escape Artist check, but the illithid gets a +2 circumstance bonus on the grapple check for every tentacle that was attached at the beginning of that opponent’s turn

Extract (Ex) An ulitharid that begins its turn with at least four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads.

Mind Blast (Sp) An ulitharid can discharge a devastating psionic attack in the form of a 60’ cone. Anyone caught in this cone must succeed in a DC 23 Will save or be stunned for 3d4 rounds. The save is Charisma-based. This ability is the equivalent of a 4th-level spell.

Active Spells: mage armor (CL 16)

APPENDIX ONE: APL 14

1: SpelUNKINg

Fireball Cluster Trap 

CR 14

Description: This is a magical booby-trap designed by Karzalin to keep intruders out. Stepping on any of the four Xs in the trap triggers 2 empowered delayed blast fireballs at once the first round (the one stepped on and the one diagonally opposite of it – the spell in the square diagonally opposite the triggered square has a two-round delay). The following round, the other two fireballs discharge in the other two "x" squares (randomly choose one to have a two-round delay). 

Search DC 29
Type Magical

Trigger Location; Init  +7
Effect empowered delayed blast fireball (18th level wizard, 18d6*1.5 hp damage, DC 20 reflex save for half)

Duration 2 rounds

Destruction AC 31; hp 63 (each square with an X)

Disarm Disable Device DC 34

Dispel DC 29

6: whispers in the evernight

Nurien




CR 17

Male human cleric 3/monk 2/sacred fist 10/contemplative 2

LN Medium humanoid

Init +2; Senses blindsense 10’, Listen +6, Spot +6 

Languages Common 

AC 26, touch 26, flat-footed 24


(+2 Dex, +4 class, +6 Wis, +4 deflection)

hp 103 (17 HD) 

Immune disease

Resist evasion

Fort +15, Ref +12, Will +18; slippery mind

Speed 60 ft. (12 squares)

Melee unarmed +16/+11/+6 (2d8+2) or


Unarmed +14/+14/+9/+4 (2d8+2) with flurry of blows

Space 5 ft.; Reach 5 ft.

Base Atk +14; Grp +16

Atk Options Combat Casting, Combat Reflexes, Stunning Fist DC 18 4/day (DC 16), flurry of blows

Special Actions inner armor, rebuke undead (2/day, -1, 2d6+2), sacred flames +16 damage 2/day (lasts 1 minute), spontaneous casting (inflict)

Combat Gear dust of disappearance (2 charges), wand of cure serious wounds (10 charges), scroll of owl’s wisdom
Cleric Spells Prepared (CL 17th):


7th—brilliant blade, dictum, power word blindD

6th—antilife shell, nonlethal harm (DC 22), nonlethal mass inflict moderate wounds (DC 22), stoneskinD, 


5th—nonlethal dragon breath, nonlethal flame strike x2 (DC 20), quickened divine favor, righteous mightD, 


4th—cure critical wounds, delay death, freedom of movement, hasteD, moon bolt x2 (DC 20)

3rd—bestow curse (DC 19), blurD, dispel magic, nonlethal searing light, recitation, still hold person (DC 19) x2

2nd—hold person x2 (DC 18), nonlethal deific vengeance (DC 18), nonlethal spiritual weaponD x2, silence, still obscuring mist,  wave of grief (DC 18)

1st—bless, command (DC 16) x2, divine favor, magic weaponD, obscuring mist, protection from chaos, protection from evil, shield of faith

0—cure minor wounds x3, detect magic x2, virtue

D: Domain spell. Deity: Zuoken. Domains: War, Celerity, Strength

Already cast

Abilities Str 14, Dex 14, Con 12, Int 10, Wis 22,  Cha 8

SQ aura of law 

Feats Combat Casting, Combat Reflexes, Divine Vigor, Nonlethal Substitution, Quicken Spell, Practiced Spellcaster, Still Spell, Stunning Fist, Weapon Finesse, Weapon Focus (unarmed strike)

Skills Concentration +23, Escape Artist +17, Knowledge (history) +2, Knowledge (religion) +15, Move Silently +8, Spellcraft +15, Tumble +17

Possessions combat gear plus monk’s belt

Slippery Mind (Ex): This ability represents the contemplative’s ability to wriggle free from magical effects that would otherwise control or compel her. When affected by an enchantment spell or effect and fails her saving throw, she can attempt it again 1 round later at the same DC. She gets only this one extra chance to succeed on her saving throw. 

Inner Armor (Ex) At 10th level, a sacred fist’s inner tranquility protects him from external threats. He may invoke a +4 sacred bonus to AC, a +4 sacred bonus on all saves, and spell resistance 25 for a number of rounds equal to his wisdom modifier. He may use inner armor once per day.

Sacred Flames (Su) At 4th level, a sacred fist may use a standard action to invoke flames around his hands and feet. These flames add to the sacred fist’s unarmed damage. The additional damage is equal to the sacred fist’s class level plus his Wisdom modifier (if any). Half of the damage is fire damage (round up), and the rest is sacred energy and thus not subject to effects that reduce fire damage. The sacred flames last 1 minute and can be invoked once per day. At 8th level, a sacred fist can invoke sacred flames twice per day.

Active Spells: shield of faith (CL 17), owl’s wisdom (CL 3)

Power-Up Suite (Status – righteous might, inner armor, sacred flame, quickened divine favor): 

LN Large humanoid

AC 32, touch 29, flat-footed 30


(-1 size, +2 Dex, +4 class, +6 Wis, +4 deflection, +3 natural, +4 sacred)

hp 134 (17 HD); DR 9/good

SR 27

Fort +20, Ref +16, Will +22

Melee unarmed +20/+15/+10 (3d8+6) or


Unarmed +18/+18/+13/+8 (3d8+6) with flurry of blows

Space 10 ft.; Reach 10 ft.

Base Atk +14; Grp +24

Abilities Str 22, Dex 14, Con 14, Int 10, Wis 22, Cha 8

Physical Description: A tall, thin but wiry human of mixed descent, his head shaved bald, wearing a simple robe and a few other seemingly decorative items on his person. He stares at you intently.
7: dark liberation

Ululix
CR 18

Male ulitharid monk 2/fighter 4

LE Large aberration

Init +6; Senses Listen +9, Spot +19

Languages Undercommon, telepathy 200 ft. 

AC 25, touch 16, flat-footed 23


(-1 size +2 Dex, +4 Wis, +4 mage armor, +1 deflection, +5 natural)

hp 151 (17 HD); DR 3/evil

Resist evasion

SR 31

Fort +14 Ref +10, Will +18Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares).

Melee 2 long tentacles +18[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) and


4 short tentacles +17 (1d8+4) or


unarmed strike +18/+13/+8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) or


unarmed strike +16/+16/+11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) using flurry of blows

Space 10 ft.; Reach 5 ft. (10 ft with long tentacles)

Base Atk +14; Grp +25

Atk Options Combat Casting, Combat Reflexes, Improved Grapple, Karmic Strike, Spell Penetration, improved grab
Special Actions extract, mind blast

Spell-Like Abilities (CL 18th):


At will—charm monster (DC 20), detect thoughts (DC 18), dimension door, levitate, mage armor (self only), plane shift, suggestion (DC 19).


1/day—dominate monster (DC 25), mass suggestion (DC 22)
Already cast

Abilities Str 18, Dex 14, Con 16, Int 21, Wis 18, Cha 23

Feats Combat Casting, Combat Expertise, Combat Reflexes, Dodge, Improved Grapple, Improved Initiative, Improved Natural Attack, Iron Will, Karmic Strike, Quicken Spell-Like Ability (mind blast), Spell Penetration, Weapon Focus (natural weapon—long tentacles)

Skills Bluff +16, Concentration +20 (+24 casting defensively), Diplomacy +15, Disguise +6 (+8 acting in character), Hide +8, Intimidate +20, Knowledge (local) +15, Knowledge (dungeoneering) +15, Listen +9, Move Silently +12, Sense Motive +9, Spot +19, Tumble +16

Possessions gauntlets of ogre power, ring of protection +1, shirt of angels, cloak of charisma +2

Improved Grab (Ex) If an ulitharid hits a Small, Medium or Large creature with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. No initial touch attack is required. If it wins the grapple check, it establishes a hold, attaches the tentacle to the creature’s head. An ulitharid can only grab a Huge or larger creature if it somehow can reach the creature’s head. If the ulitharid begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single grapple check or an Escape Artist check, but the illithid gets a +2 circumstance bonus on the grapple check for every tentacle that was attached at the beginning of that opponent’s turn

Extract (Ex) An ulitharid that begins its turn with at least four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads.

Mind Blast (Sp) An ulitharid can discharge a devastating psionic attack in the form of a 60’ cone. Anyone caught in this cone must succeed in a DC 25 Will save or be stunned for 3d4 rounds. The save is Charisma-based. This ability is the equivalent of a 4th-level spell.

Active Spells: mage armor (CL 18)

APPENDIX ONE: apl 16

1: SpelUNKINg

Fireball Cluster Trap 

CR 16

Description: This is a magical booby-trap designed by Karzalin to keep intruders out. Stepping on any of the four Xs in the trap triggers 4 empowered delayed blast fireballs at once the first round (two in the X stepped on and two in the one diagonally opposite of it – the delayed blast fireballs are staggered such that the first fireball takes effect one round after the trap is triggered, and each round, a fireball detonates in the opposing square). The following round, the other four delayed blast fireball spells trigger in the other two "x" squares; one fireball in each square has a one-round delay, and one in each square has a three-round delay. 

Search DC 31
Type Magical

Trigger Location; Init +8
Effect 2 empowered delayed blast fireball (18th level wizard, 18d6*1.5 hp damage, DC 20 reflex save for half)

Duration 2 rounds

Destruction AC 34; hp 72 (each square with an X)

Disarm Disable Device DC 34

Dispel DC 29

6: whispers in the evernight

Nurien




CR 19

Male human cleric 3/monk 2/sacred fist 10/contemplative 4

LN Medium humanoid

Init +2; Senses blindsense 10’, Listen +6, Spot +6 

Languages Common 

AC 27, touch 27, flat-footed 25


(+2 Dex, +4 class, +6 Wis, +5 deflection)

hp 113 (19 HD) 

Immune disease

Resist evasion

Fort +16, Ref +13, Will +19; slippery mind

Speed 60 ft. (12 squares)

Melee unarmed +17/+12/+7 (2d8+2) or


Unarmed +15/+15/+10/+5 (2d8+2) with flurry of blows

Space 5 ft.; Reach 5 ft.

Base Atk +15; Grp +17

Atk Options Combat Casting, Combat Reflexes, Domain Spontaneity, Stunning Fist DC 19 4/day (DC 16), flurry of blows

Special Actions divine wholeness, inner armor, rebuke undead (2/day, -1, 2d6+2), sacred flames +17 damage 2/day (lasts 1 minute), spontaneous casting (inflict)

Combat Gear dust of disappearance (2 charges), wand of cure serious wounds (10 charges), scroll of owl’s wisdom
Cleric Spells Prepared (CL 19th):


8th—greater blinkD, nonlethal fire storm (DC 24), nonlethal mass inflict critical wounds (DC 24), 


7th—brilliant blade, dictum, greater bestow curse (DC 23), power word blindD

6th—antilife shell, nonlethal harm (DC 22), nonlethal mass inflict moderate wounds (DC 22), stoneskinD, word of recall


5th—nonlethal dragon breath, nonlethal flame strike x2 (DC 20), quickened divine favor, quickened inhibit (DC 17), righteous mightD, 


4th—cure critical wounds, delay death, freedom of movement, hasteD, moon bolt x2 (DC 20)

3rd—bestow curse (DC 19), blurD, dispel magic, nonlethal ring of blades, nonlethal searing light, recitation, still hold person (DC 19) x2

2nd—hold person x2 (DC 18), nonlethal deific vengeance (DC 18), nonlethal spiritual weaponD x2, silence, still obscuring mist,  wave of grief (DC 18)

1st—bless, command (DC 17) x2, divine favor, magic weaponD, obscuring mist, protection from chaos, protection from evil, shield of faith

0—cure minor wounds x3, detect magic x2, virtue

D: Domain spell. Deity: Zuoken. Domains: War, Celerity, Strength

Already cast

Abilities Str 14, Dex 14, Con 12, Int 10, Wis 22,  Cha 8

SQ aura of law 

Feats Combat Casting, Combat Reflexes, Domain Spontaneity (War), Divine Vigor, Nonlethal Substitution, Quicken Spell, Practiced Spellcaster, Still Spell, Stunning Fist, Weapon Finesse, Weapon Focus (unarmed strike)

Skills Concentration +24, Escape Artist +17, Knowledge (history) +2, Knowledge (religion) +16, Move Silently +8, Spellcraft +16, Tumble +17

Possessions combat gear plus monk’s belt

Slippery Mind (Ex): This ability represents the contemplative’s ability to wriggle free from magical effects that would otherwise control or compel her. When affected by an enchantment spell or effect and fails her saving throw, she can attempt it again 1 round later at the same DC. She gets only this one extra chance to succeed on her saving throw. 

Divine Wholeness (Su) At 3rd level and higher, a contemplative can heal her own wounds, in addition to any other healing ability she may have. She can heal up to four time her contemplative level in hit points each day, and she can spread out this healing among several uses.

Inner Armor (Ex) At 10th level, a sacred fist’s inner tranquility protects him from external threats. He may invoke a +4 sacred bonus to AC, a +4 sacred bonus on all saves, and spell resistance 25 for a number of rounds equal to his wisdom modifier. He may use inner armor once per day.
Sacred Flames (Su) At 4th level, a sacred fist may use a standard action to invoke flames around his hands and feet. These flames add to the sacred fist’s unarmed damage. The additional damage is equal to the sacred fist’s class level plus his Wisdom modifier (if any). Half of the damage is fire damage (round up), and the rest is sacred energy and thus not subject to effects that reduce fire damage. The sacred flames last 1 minute and can be invoked once per day. At 8th level, a sacred fist can invoke sacred flames twice per day.
Active Spells: shield of faith (CL 19), owl’s wisdom (CL 3)

Power-Up Suite (Status – righteous might, inner armor, sacred flame, quickened divine favor): 

LN Large humanoid

AC 33, touch 30, flat-footed 31


(-1 size, +2 Dex, +4 class, +6 Wis, +5 deflection, +3 natural, +4 sacred)

hp 142 (19 HD); DR 12/good

SR 29

Fort +21, Ref +17, Will +23

Melee unarmed +21/+16/+11 (4d8+6) or


Unarmed +19/+19/+14/+9 (4d8+6) with flurry of blows

Space 10 ft.; Reach 10 ft.

Base Atk +15; Grp +25

Abilities Str 22, Dex 14, Con 14, Int 10, Wis 22, Cha 8

Physical Description: A tall, thin but wiry human of mixed descent, his head shaved bald, wearing a simple robe and a few other seemingly decorative items on his person. He stares at you intently.
7: dark liberation

Ululix
CR 20
Male ulitharid monk 2/fighter 6

LE Large aberration

Init +6; Senses Listen +10, Spot +29

Languages Undercommon, telepathy 200 ft. 

AC 26, touch 17, flat-footed 25


(-1 size, +2 Dex, +5 Wis, +4 mage armor, +1 deflection, +5 natural)

hp 169 (19 HD); DR 3/evil

Resist evasion

SR 33
Fort +15 Ref +11, Will +19Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares)

Melee 2 long tentacles +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5) and


4 short tentacles +20 (1d8+5) or


unarmed strike +21/+16/+11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5) or


unarmed strike +19/+19/+14/+9/+4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5) using flurry of blows

Space 10 ft.; Reach 5 ft. (10 ft with long tentacles)

Base Atk +16; Grp +27

Atk Options Combat Casting, Combat Reflexes, Improved Grapple, Karmic Strike, Spell Penetration, improved grab
Special Actions extract, mind blast

Spell-Like Abilities (CL 18th):


At will—charm monster (DC 20), detect thoughts (DC 18), dimension door, levitate, mage armor (self only), plane shift, suggestion (DC 19).


1/day—dominate monster (DC 25), mass suggestion (DC 22)
Already cast

Abilities Str 20, Dex 14, Con 16, Int 21, Wis 18, Cha 24

Feats Combat Casting, Combat Expertise, Combat Reflexes, Dodge, Greater Weapon Focus (natural attack--tentacles), Improved Grapple, Improved Initiative, Improved Natural Attack, Iron Will, Karmic Strike, Quicken Spell-Like Ability (mind blast), Spell Penetration, Weapon Focus (natural attack--tentacles)

Skills Bluff +20, Concentration +20 (+24 casting defensively), Diplomacy +19, Disguise +10 (+12 acting in character), Hide +8, Intimidate +24, Knowledge (local) +15, Knowledge (dungeoneering) +15, Listen +10, Move Silently +12, Sense Motive +10, Spot +20, Tumble +16

Possessions belt of giant strength +4, ring of protection +1, cloak of charisma +2, periapt of wisdom +2, shirt of angels, 

Improved Grab (Ex) If an ulitharid hits a Small, Medium or Large creature with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. No initial touch attack is required. If it wins the grapple check, it establishes a hold, attaches the tentacle to the creature’s head. An ulitharid can only grab a Huge or larger creature if it somehow can reach the creature’s head. If the ulitharid begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single grapple check or an Escape Artist check, but the illithid gets a +2 circumstance bonus on the grapple check for every tentacle that was attached at the beginning of that opponent’s turn

Extract (Ex) An ulitharid that begins its turn with at least four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads.

Mind Blast (Sp) An ulitharid can discharge a devastating psionic attack in the form of a 60’ cone. Anyone caught in this cone must succeed in a DC 26 Will save or be stunned for 3d4 rounds. The save is Charisma-based. This ability is the equivalent of a 4th-level spell.

Active Spells: mage armor (CL 18)

Appendix 2: New Rules Items

Feats

Arcane Mastery


You are quick and certain in your efforts to defeat to defeat the arcane defences and spells of others.


Prerequisites: Ability to cast arcane spells or use spell-like abilities (including invocations).


Benefits: You can take 10 on caster level checks (as if the caster level check was a skill check).


Source: Complete Arcane, p. 73

Chant of Fortitude


You can channel the power of your bardic music to sustain your allies, allowing them to function even after receiving wounds that would cause others to falter. 


Prerequisites: Bardic music, Concentration 9 ranks, Perform 9 ranks


Benefit: You can expend one daily use of your bardic music ability as an immediate action to provide all allies (including yourself) the benefit of the Diehard feat (see page 93 of the Player’s Handbook) until the end of your next turn. You can use this feat multiple times consecutively to keep yourself and your allies alive. Even while this feat is active, you or your allies die if reduced to -10 hit points or lower.


This feat does not function in an area of magical silence. 


Source: Complete Arcane, p. 113

Divine Vigor


You can channel energy to increase your speed and durability. 


Prerequisites: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead attempts to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma modifier.


Source: Complete Warrior, p. 108

Deceptive Spell [Metamagic]


You can cast spells that seem to come from somewhere other than where they should.


Benefit: A deceptive spell appears to come from any direction you choose. For instance, a magic missile might shoot from a nearby doorway, rather than from your own finger, or a lightning bolt might emerge from the floor rather than from you. You cannot use this feat to gain a bonus to hit, to circumvent cover, to flank, or in any other way to gain a numeric or mechanical advantage on any attack rolls. Its purpose is to disguise the source of the spell, preventing anyone who did not actually observe you casting it from recognizing you as its caster. You cannot apply Deceptive Spell to any spell with a range of touch or a target of you. A deceptive spell uses up a slot of one level higher than the spell’s actual level. 


Source: Cityscape, p. 60

Domain Spontaneity [Divine]


You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take this feat, it applies to a new domain.


Source: Complete Divine, p. 80

Extra Music


You can use your bardic music now more often than you otherwise could. 


Prerequisite: Bardic music


Benefit: You can use your bardic music four extra times per day.


Normal: Bards without the Extra Music feat can use bardic music once per day per bard level. 


Special: You can gain this feat multiple times. Its effects stack. 


Source: Complete Adventurer, p. 109

Extraordinary Concentration


Your mind is so focused that you can cast spells even while concentrating on another spell.


Prerequisite: Concentration 15 ranks.


Benefit: When concentrating to maintain a spell, you can make a Concentration check (DC 25 +spell level) to maintain concentration with just a move action. If you beat the DC by 10 or more, you can maintain concentration on the spell as a swift action. Using this ability is a free action, but if you fail the Concentration check, you lose concentration on the maintained spell and its effect ends. This feat does not give you the ability to maintain concentration on more than one spell at a time. Normal: Concentrating on a spell is a standard action.


Source: Complete Adventurer, p. 109

Extraordinary Spell Aim


You can shape a spell's area to exclude one creature from its effects. 


Prerequisite: Spellcraft 15 ranks.


Benefit: Whenever you cast a spell with an area. You can attempt to shape the spell's area so that one creature within the area is unaffected by the spell to accomplish this, you must succeed on a Spellcraft check (DC 25 + spell level). Casting a spell affected by the Extraordinary Spell Aim feat requires a full-round action unless the spell's normal casting time is longer, in which case the casting rime is unchanged.


Source: Complete Adventurer, p. 109

Ironskin Chant


You can channel the power of your bardic music to enable yourself to ignore minor injuries. 


Prerequisites: Bardic music, Concentration 12 ranks, Perform 12 ranks


Benefit: As a swift action that does not provoke attacks of opportunity, you can expend one daily use of your bardic music ability to provide damage reduction of 5/- to yourself or one ally within 30 feet who can hear you until the start of your next turn.


Source: Complete Adventurer, p. 113

Karmic Strike


You have learned to strike when your opponent is most vulnerable—the same instant your opponent strikes you.


Prerequisites: Dex 13, Combat Expertise, Dodge


Benefit: You can make an attack of opportunity against an opponent that hits you in melee. On your action, you choose to take a -4 penalty to your Armor Class in exchange for the ability to make an attack of opportunity against any creature that makes a successful melee attack or melee touch attack against you. The opponent that hits you must be in your threatened area, and this feat does not grant you more attacks of opportunity than you are normally allowed in a round. You specify on your turn that you are activating this feat and the change to your Armor Class and your ability to make these special attacks of opportunity last until your next turn.


Source: Complete Warrior, p. 102.

Lyric Spell


You can channel the power of your bardic music into your magic, allowing you to expend uses of your bardic music ability to cast spells.


Prerequisites: Bardic music, Perform 9 ranks, ability to spontaneously cast 2nd level spells. 


Benefit: You can expend daily uses of your bardic music ability to cast any arcane spell that you know and can cast spontaneously. You must still use an action to cast the spell (following the normal rules for casting time) but using the Lyric Spell feat counts as part of the spellcasting action. Casting a spell requires one use of your bardic music ability, plus one additional use per level of the spell. For example, casting a 3rd-level spell requires four daily uses of your bardic music ability. 


Special: Any spell that you cast using the Lyric Spell feat gains your instrument as an additional arcane focus, if you use one. 


You cannot use Lyric Spell to cast a spell improved by the Silent Spell feat.


Source: Complete Adventurer, p. 113.

Metamagic School Focus


You are unusually skilled at modifying the effects of a particular school of magic. 


Prerequisite: Spell Focus (chosen school) or specialist wizard in chosen school.


Benefit: Choose a school of magic for which you have the Spell Focus feat, or the school in which you have specialized. Three times per day, you can reduce by one level the cost of a metamagic feat applied to a spell of the chosen school. If you prepare spells, you can have only up to three such reduced-cost spells prepared at any time. 


Special: A wizard can select this feat as a wizard bonus feat. This feat can be taken more than once. Each time you take it, it applies to a different school of magic.


Source: Complete Mage, p. 45

Metamagic Spell Trigger


You can apply metamagic feats you know to spell effects form magic items you activate with a spell trigger. 


Prerequisites: Any metamagic feat, Use Magic Device 15 ranks or Spellcraft 15 ranks.


Benefit: You can apply any one metamagic feat you know to a spell generated by a spell trigger item (such as a wand or staff) that you activate. You expend one extra charge for each change in spell level a metamagic feat normally requires. 


If the metamagic feat’s level adjustment would normally increase the slot of the chosen spell’s level above 9th, you can’t apply the metamagic affect to the spell. For example, you can’t apply Quicken Spell to an antimagic field generated by a staff (since that would take a 10th-level spell slot to cast). 


If sufficient charges aren’t available in the item to power the application of metamagic feats (or if the item doesn’t use charges), the item fails to activate and no charges are used, but the action used to activate the item is wasted.


Source: Complete Mage, p. 45

Residual Magic [Tactical]


You can use the lingering energy from a spell you cast to boost the effect of a later spell.


Prerequisites: Spellcraft 12 ranks, any metamagic feat


Benefit: The Residual Magic feat allows the use of two tactical maneuvers. 


Enduring Potency: If you cast a spell from your daily allotment of spells, then cast the same spell from a scroll or wand in the next round, you can treat the second casting as if it had come from your daily allotment of spells for the purpose of caster level, save DC, and any other effects of the spell. 


For example, if Hennet the 10th-level sorcerer casts magic missile, then activates a wand of magic missile (caster level 5th) in the next round, he can treat the wand’s magic missile as if he had cast it (giving him a greater range, number of missiles, and so forth). 


Lingering Metamagic: If you cast a spell affected by one or more metamagic feats, and then cast the same spell in the next round, you can apply any one of the metamagic effects from the first casting to the second casting, but without any change to the spell’s level. The second spell doesn’t count as being affected by a metamagic feat for the purpose of this benefit (that is, it doesn’t entitle you to apply the metamagic feat to a spell you might cast in the following round). Only spells you cast using your own metamagic feats (as opposed to metamagic effects from magic items) allow this option to function. 


For example, if Hennet uses a 5th-level slot to cast an empowered lightning bolt, in the next round he can use a 3rd-level slot to cast another empowered lightning bolt. If the first spell was a silent empowered lightning bolt, he could apply the effect of either Silent Spell or Empower Spell to the second casting of lightning bolt, but not both.


Source: Complete Mage p. 46

Sculpt Spell


You can alter the area of your spells. 


Prerequisite: Any metamagic feat. 


Benefit; You can modify an area spell by changing the area’s shape to either a cylinder (10-foot radius, 30 feet high), a 40-foot cone, four 10-foot cubes, a ball (20-foot radius spread) or a 120-foot line. The sculpted spell works normally i8n all respects except for its shape. For example, a lightning bolt whose area is changed to a ball deals the same amount of damage, but affects a 20-foot radius spread. 


A sculpted spell uses a spell slot one level higher than the spell’s actual level.


Source: Complete Arcane, p. 83

Split Ray


Your ray spells can affect an additional target.


Prerequisite: Any metamagic feat.


Benefit You can cause any ray spell to fire one additional ray beyond the number normally allowed. The additional ray requires a separate ranged touch attack roll to hit and deals damage as normal. It can be fired at the same target as the first ray or at a different target, but all rays must be aimed at targets within 30 feet of each other and fired simultaneously.


A split ray spell uses a spell slot two levels higher than the spell’s actual level.


Source: Complete Arcane, p. 83

Magic Items

Hellcat Gauntlets

Price (Item Level): 5200 gp (8th)

Body Slot: Hands

Caster Level: 7th
Aura: Moderate (DC 18) transmutation

Activation: Swift (command)

Weight: —


The fingers of these gray and scarlet gauntlets end in sharp talons, and a faint odor of brimstone rises from them.


When you activate hellcat gauntlets, the next spell you cast during your turn that targets a single creature also deals 1d6 points of slashing damage per level of the spell, unless the spell has no effect on the target (due to spell resistance or a save negating the spell, for example), in which case the extra damage is negated.


This ability functions three times per day, but it can’t be activated in consecutive rounds.


Prerequisites: Craft Wondrous Item, spectral hand, keen edge.

Cost to Create: 1,600 gp, 128 XP, 4 days.


Source: Magic Item Compendium, p. 111

Memento Magica, 4th level

Price (Item Level): 24,000gp (15th)

Body Slot: —

Caster Level: 17th
Aura: Strong (DC 25) transmutation

Activation: Standard (command)

Weight: —


Carved into the shape of a dragon’s scale, this piece of amethyst swirls with foggy images of runes.


When activated, a memento magica allows you to regain any one spell slot that you have previously used this day. The spell slot is available just as if the spell had not been cast. A memento magica recalls a spell slot of the level it was created to hold. Different memento magica exist for each level from 1st through 9th. 


A memento magica functions once per day. This item has no effect for spellcasters who prepare their spells. 


Prerequisites: Craft Wondrous Item, ability to spontaneously cast spells of the spell level to be regained.


Cost to Create: 12,000 gp, 960 XP, 24 days


Source: Magic Item Compendium, p. 164

Ring of Greater Counterspells

Price (Item Level): 16,000 gp (14th)

Body Slot: Ring

Caster Level: 15th
Aura: Strong (DC 22) transmutation

Activation: — and immediate (command)

Weight: —


This white gold ring is forged in a braided pattern. A single ruby set in its center flickers and pulses with magical energy.


A ring of greater counterspells can hold a spell of 1st through 6th level, much like a ring of counterspells. You cannot cast a stored spell out of the ring, but should that spell ever be cast upon you, it is immediately countered, as a counterspell action, requiring no action (or even knowledge) on your part. This causes the ruby stone to flash once and uses up the stored spell. Once it is gone, a new spell (or the same on as before) can be placed into the ring.


If you are a spellcaster capable ofcountering a spell on your own, you can also access the ring’s secondary ability. Once per day as an immediate action, you can attempt ot counter a single spell cast by a spellcaster you can see, provided he is within 100 feet. Like the ring’s other ability, this one requires no preparation or knowledge on your part. You need not make a Spellcraft check to identify the spell being cast, and the spell you use to counterspell can be of any level. This counterspell attempt functions like greater dispel magic used to counter a spell, except that you add your caster level to the counterspell check (maximum +20). Thus, a 12th-level wizard wearing a ring of greater counterspells would roll 1d20+12 when activating this ability. When you activate this secondary effect, the braids of white gold seem to twist and writher on your finger, and the metal glows faintly as if it were growing hot, though you feel no heat. 


Prerequisites: Forge Ring, greater dispel magic, imbue with spell ability.

Cost to Create: 8,000 gp, 640 XP, 16 days.


Source: Magic Item Compendium, p. 124

Ring of Nine Lives

Price (Item Level): 5200 gp (8th)

Body Slot: Hands

Caster Level: 7th
Aura: Moderate (DC 18) transmutation

Activation: Swift (command)

Weight: —


The fingers of these gray and scarlet gauntlets end in sharp talons, and a faint odor of brimstone rises from them.


When you activate hellcat gauntlets, the next spell you cast during your turn that targets a single creature also deals 1d6 points of slashing damage per level of the spell, unless the spell has no effect on the target (due to spell resistance or a save negating the spell, for example), in which case the extra damage is negated.


This ability functions three times per day, but it can’t be activated in consecutive rounds.


Prerequisites: Craft Wondrous Item, spectral hand, keen edge.

Cost to Create: 1,600 gp, 128 XP, 4 days.


Source: Magic Item Compendium, p. 111

Shirt of Angels

Price (Item Level): 15,000 gp (14th)

Body Slot: Torso

Caster Level: 9th
Aura: Moderate (DC 19) transmutation

Activation: —

Weight: 1 lb.


This shirt is composed entirely of soft, white feathers like those from an angel’s wings.


Despite its composition, a shirt of angels is as durable as the sturdiest homespun. This item grants you damage reduction 3/evil. 


Prerequisites: Craft Wondrous Item, righteous might.

Cost to Create: 7,500 gp, 600 XP, 15 days.


Source: Magic Item Compendium, p. 134

Tunic of Steady Spellcasting

Price (Item Level): 2,500 gp (7th)

Body Slot: Torso

Caster Level: 3rd 

Aura: Faint (DC 16) transmutation

Activation: —

Weight: 1 lb.


This earth-colored tunic is sturdy, though the material is as soft as silk. Around the neck, wrists, and hem are runes of stability stitched in gold thread. 


You gain a +5 competence bonus on Concentration checks. Despite the name, the tunic’s bonus applies on all Concentration checks, not just those made to cast spells.


Prerequisites: Craft Wondrous Item, bear’s endurance.

Cost to Create: 1,250 gp, 100 XP, 3 days.


Source: Magic Item Compendium, p. 144

Spells

Absorption


Abjuration


Level: Sorcerer/wizard 9
Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: Until expended or 10 minutes/level

Saving Throw: None


As you complete the spell’s intricate gestures, you detect a slight buzz at the edge of your hearing. Your body feels warmer, and a feeling of security fills you.


Spells and spell-like effects that target you are absorbed, their energy stored to power spells of your own. Absorption absorbs only ranged spells that have you as a target. Touch spells, effect spells, and area spells that affect you cannot be absorbed. 


Once the spell is cast, you can absorb 1d4+6 spell levels (rolled secretly by the DM). The level of each spell you absorb is subtracted from the total. If a spell is only partially absorbed (because its level exceeds the number of levels remaining to be absorbed), divide the number of spell levels left unabsorbed by the original spell level. For spells that deal damage, use the result to determine what fraction of the damage you take. For spell that create effects, use the result as a percentage chance to be affected.


For example, you have three spell levels of absorption remaining and are struck by dominate person cast as a 5th level spell. Absorption absorbs three levels of the spell, resulting in a 40% chance (2/5) that you will be affected normally. If affected, any saving throw the spell allows you still applies. Likewise, if you’re struck by disintegrate cast as a 6th level spell with four levels of absorption remaining, two levels of the spell remain, and you take only 33% (1/3) of the damage you would normally take from the spell.


You can use captured spell energy to cast any spell you know or have prepared, but spells so cast don’t disappear from your list of prepared spells or count against the number of spells you can normally cast per day (so you must keep a running total of spell levels absorbed and used). The levels of spell energy you have stored must be equal or greater than the level of the spell you want to cast, and you must have at hand (and expend) any material components required for the spell.


Source: Spell Compendium, p. 6

Acid Storm


Conjuration (Creation) [Acid]


Level: Sorcerer/wizard 6
Components: V, S, M

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Area: Cylinder (20 ft. radius, 20 ft. high)
Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: None


A dark green cloud whirls into being before unleashing a shower of foul-smelling yellow-green rain.


Acid rain deals 1d6 points of acid damage per caster level (maximum 15d6) to each creature in the area. 


Material Component: A flask of acid (10 gp)


Source: Spell Compendium, p. 7

Benign Transposition


Conjuration (Teleportation)


Level: Sorcerer/wizard 1
Components: V

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Targets: Two willing creatures of up to Large size
Duration: Instantaneous

Saving Throw: None

Spell Resistance: None


Calling out the arcane words, you suddenly stand where your companion was, and she has taken your place, outside the reach of her foes.


Two target creatures, of which you can be one, instantly swap positions. Both subjects must be within range. Objects carried by the creatures (up to the creatures’ maximum loads) go with them, but other creatures do not, even if they are carried. The movement is instantaneous and does not provoke attacks of opportunity. )


Source: Spell Compendium, p. 27

Bestow Curse, Greater


Necromancy


Level: Cleric 7, sorcerer/wizard 8
Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched
Duration: Permanent

Saving Throw: Will negates

Spell Resistance: Yes


Channeling your hatred into binding words of power, you thrust your hand at your foe and proclaim a terrible curse.


The spellcaster places a curse on the creature touched, choosing one of the three following effects:

· One ability score is reduced to 1, or two ability scores take -6 penalties (to a minimum of 1)

· -8 penalty on attack rolls, saving throws, ability checks, and skill checks

· Each turn, the subject has a 25% chance to act normally; otherwise, it takes no action.


You can also invent you own curse, but it should be no more powerful than those described above, and the Dungeon Master has the final say on the curse’s effect.


A greater curse cannot be dispelled, nor can it be removed with break enchantment or limited wish. A miracle or wish spell removes a greater curse, as does remove curse cast by a spellcaster of at least 17th level.


Source: Spell Compendium, p. 27

Black Blade of Disaster


Conjuration (Creation)


Level: Sorcerer/wizard 9
Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Effect: Sword-shaped planar rift
Duration: Concentration, up to 1 round/level

Saving Throw: None

Spell Resistance: Yes


As you cast the spell, a large black tear in the universe appears in the form of a crackling ebony sword made of the material of the planes. The blade flies off at your mental command to destroy your foes.


You create a black blade-shaped planar rift about 3 feet long. The blade strikes at any creature within its range, as you desire, starting the round you cast the spell. The blade makes a melee touch attack against its designated target once each round. Its attack bonus is equal to your base attack bonus + your Intelligence bonus or your Charisma bonus (for wizards and sorcerers, respectively). 


Anything hit by the blade is disintegrated if it fails a Fortitude save, taking 2d6 points of damage per caster level (maximum 40d6), or 5d6 points of damage if the saving throw is successful. The blade can pass through any magical barrier equal to or less than its spell level, but cannot penetrate dead magic areas or an antimagic field. It can harm ethereal and incorporeal creatures as if it were a force effect.


The blade always strikes from your direction. It does not get a flanking bonus or help a combatant get one. If the blade exceeds its range or goes out of your line of sight, the spell ends. You can direct the blade to attack another target as a standard action. 


A gate spell can be used to counterspell a black blade of disaster. A dimensional anchor spell cast at the blade dispels it automatically. The blade cannot be harmed by physical attacks, but dispel magic, a sphere of annihilation, or a rod of cancellation can affect it. Its touch attack AC is 13. 


Source: Spell Compendium, p. 29

Blink, Greater


Transmutation


Level: Bard 5, Celerity 8, sorcerer/wizard 5

An immaterial fog descends over your eyes as you complete the spell. You penetrate the closeness of a parallel, ethereal reality, and you know that you can pass freely between that world and the one upon which you stand.


This spell functions like blink (PHB 206) except that you have control over the timing of your “blinking” back and forth between the Ethereal Plane and the Material Plane. You can ready an action to blink away from any physical or magical attack. This attack misses automatically unless it also affects ethereal targets (as a force effect does). While blinking, you have no chance of interfering with your own attacks or your own spells. When moving through solid objects, you do not risk materializing inside one unless you actually end your movement there, in which case you materialize and are shunted off to the nearest open space, taking 1d6 points of damage per 5 feet traveled in this manner. 


Source: Spell Compendium, pp. 32-33

Brilliant Blade


Transmutation


Level: Cleric 7, druid 7, sorcerer/wizard 6
Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Target: One melee or thrown weapon, or fifty projectiles (all of which must be in contact with each other at the time of casting). 
Duration: 1 minute/level

Saving Throw: Will negates (harmless, object)

Spell Resistance: Yes (harmless, object)


With a word, the indicated weapon glows with a soft blue-white halo that emits a low, slowly pulsating hum. The faint smell of ozone permeates the air.


You transform a single melee weapon, natural weapon, thrown weapon, or group of projectiles into a weapon with the brilliant energy special ability (DMG 224). If this spell is cast on arrows or crossbow bolts, the effect on a particular projectile ends after one use, whether or not the missile strikes its intended target. Treat shuriken as arrows, rather than thrown weapons, for the purpose of this spell. 


Source: Spell Compendium, p. 40

Chain Missile


Evocation [Force]


Level: Sorcerer/wizard 3
Components: V, S

Casting Time: 1 standard action

Range: Long (400 ft. + 40 ft. per level)

Target: One creature, plus one more creature/2 levels (each of which must be within 30 ft. of the primary target). 
Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes


Bolts of pale blue energy spring forth from your finger and slam into the desired target. An instant later, the bolts bounce away toward other creatures, slamming into each one.


Missiles of magical energy dart from your fingertip to unerringly strike a creature. The missiles strike one creature initially, then spring to other targets. Each missile deals 1d4+1 points of force damage. One missile strikes the primary target per two caster levels, to a maximum of ten missiles (dealing 10d4+10 points of damage). After the missiles strike, they ricochet to a number of targets up to the number of missiles created by the spell. Each secondary target takes 1d4+1 points of damage, as if struck by a single magic missile. You choose secondary targets as you like, but they must be within 30 feet of the primary target, and nosecondary target can be struck down more than once. (You can choose to affect fewer secondary targets than the maximum to avoid allies in the area, for example.) Missiles without a secondary target do not ricochet off the primary target. 


Spells, magic items and abilities that protect against magic missile (such as the shield spell or a brooch of shielding) also protect against this spell. If the primary target has that sort of protection, the spell has no effect against it but sill springs to all secondary targets. A brooch of shielding loses a number of charges equal to the number of missiles hitting the creature—up to ten missiles.) If spell resistance causes the spell to fail to harm the primary target, the spell fails and missiles do not ricochet to additional targets. 


The missiles strike unerringly, even if the targets are en melee or have anything less than total cover or concealment. You cannot single out specific parts of a creature to strike. This spell cannot target or damage inanimate objects.


Source: Spell Compendium, pp. 44-45

Deific Vengeance


Conjuration (Summoning)


Level: Cleric 2, Purification 2
Components: V, S, DF

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will half

Spell Resistance: Yes


You call out to your deity, declaring your foe’s crimes and asking your deity to punish him.


This spell deals 1d6 points of damage per two caster levels (maximum 5d6), or 1d6 points per caster level (maximum 10d6) if the target is undead. 


Source: Spell Compendium, p. 62

Dragon Breath


Evocation [Good or Evil]


Level: Cleric 5, sorcerer/wizard 4
Components: V, S, M/DF

Casting Time: 1 standard action

Range: Personal

Target: You
Duration: 1 round/level


Using magic to mimic a dragon’s breath, you spew forth a gout of energy.


You gain the ability to breathe a gout of energy as a standard action that mimics a dragon’s breath. Once you've used the breath attack, you must wait 1d4 rounds before doing so again. 


When you cast dragon’s breath, you choose one true dragon whose breath you’re emulating. If you choose a chromatic dragon, then the spell gains the evil descriptor. If you choose a metallic dragon, then it gains the good descriptor. Particulars for the breath weapons of each of the true dragons are provided below.


Chromatic Dragons: 


Black: 30-ft line of acid, 1d8/caster levels (maximum 10d8), Reflex half


Blue: 30-ft line of electricity, 1d8/caster levels (maximum 10d8), Reflex half


Green: 15-ft cone of acid, 1d8/caster levels (maximum 10d8), Reflex half


Red: 15-ft cone of fire, 1d8/caster levels (maximum 10d8), Reflex half


White: 15-ft cone of cold, 1d8/caster levels (maximum 10d8), Reflex half


Metallic Dragons: 


Brass: 15-ft cone of sleep, lasts 1d6 rounds, Will negates


Bronze: 30-ft line of electricity, 1d8/caster levels (maximum 10d8), Reflex half


Copper: 15-ft cone of slow, 1lasts 1d6 rounds, Will negates


Gold: 15-ft cone of fire, 1d8/caster levels (maximum 10d8), Reflex half


Brass: 15-ft cone of paralysis, lasts 1d6 rounds, Fort negates


Arcane Material Component: A dragonscale of the appropriate color.


Source: Spell Compendium, p. 72

Energy Spheres


Conjuration [Acid, Cold, Electricity, Fire, Sonic]


Level: Sorcerer/wizard 4
Components: V, S, M

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Effect: Five floating spheres
Duration: 1 round/level or until discharged

Saving Throw: Reflex half; see text

Spell Resistance: Yes; see text


You toss each of the marbles into the air, making the incantation as you do so. Each marble turns a different color—pale green, white, blue, red and violet—and settles into orbit around your head. 


You create a circle of five colored spheres that orbit your head at a distance of 1 foot. These spheres provide as much light as a torch and can be used offensively or defensively. Each sphere corresponds to one of the five types of energy (acid, cold, electricity, fire, sonic). 


If used to attack, on your turn as a standard action you can direct one or more spheres to strike a creature or creatures in range, no two of which are more than 30 feet apart. Each sphere deals 5 points of energy damage per five caster levels (maximum 20 points of damage) to a single creature, so an 11th-level caster’s sphere deals 10 points of energy damage. The subject can make a Reflex save for half damage against each sphere.


If you are attacked with an effect that causes energy damage, and the sphere of that type of energy is still present, you can have that sphere absorb some of that energy damage. Each sphere grants you energy resistance 5 per five caster levels. If a sphere is used to absorb damage, that sphere is destroyed.


When used to attack a creature with spell resistance, make one spell resistance roll for all spheres that attack the target in a round. Success or failure applies to all spheres striking the creature that round. 


Material Component: Five glass marbles


Source: Spell Compendium, p. 80

Expeditious Retreat, Swift


Transmutation


Level: Bard 1, sorcerer/wizard 1
Components: V 

Casting Time: 1 swift action

Duration: 1 round


This spell functions like expeditious retreat (PHB 228) except as noted above.


Source: Spell Compendium, p. 85

Flame whips


Transmutation


Level: Sorcerer/wizard 4
Components: V, S

Casting Time: 1 standard action

Range: Personal

Effect: Flaming whips
Duration: 1 round/level


At the conclusion of this spell, your arms stretch into whiplike appendages and burst into flames.


Your forelimbs transform into flaming whips. You gain two melee touch attacks with a 15-foot reach that each deal 6d6 of fire damage. Attacks with these flaming whips replace any natural attacks you had with these limbs. 


With this spell in effect, you cannot casts spells with material components, nor can you carry items with your forelimbs. Any items worn on your forelimbs cease functioning while the spell is active. 


Source: Spell Compendium, p. 94

Moon Bolt


Evocation


Level: Cleric 4, druid 4
Components: V, S

Casting Time: 1 standard action

Range: Long (400 ft. + 40 ft. per level)

Target: One living or undead creature, or two living undead creatures that are no more than 15 ft. apart; see text.
Duration: Instantaneous

Saving Throw: Fortitude half (living target) or Will negates (undead target)

Spell Resistance: Yes


Picturing a full moon in your mind, you call upon the cyclical energies of the celestial body. You create a bolt of shimmering moonlight that streaks from your outstretched hand.


A moon bolt strikes unerringly against any living or undead creature in range.


A living creature struck by a moon bolt takes 1d4 points of Strength damage per three caster levels (maximum 5d4). If the subject makes a successful Fortitude saving throw, the strength damage is halved.


An undead creature struck by a moon bolt must make a Will save or fall helpless for 1d4 rounds, after which time it is no longer helpless and can stand upright, but it takes a -2 penalty on attack rolls and Will saving throws for the next minute. 


Source: Spell Compendium, p. 143

Orb of Force

Conjuration (Creation) [Force]

Level: Sorcerer/wizard 4

Components: V, S 

Casting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft. levels) 

Effect: One orb of force 

Duration: Instantaneous 

Saving Throw: None

Spell Resistance: No

As you gather the energies of the spell, you feel against your palm a spherical weight that seems almost bonded to your skin.  The sphere grows, until with a final precise movement, you release the translucent blue orb, sending it hurtling toward your intended target.

You create a globe of force 3 inches across which streaks from your palm at its target, You must succeed on a ranged touch attack to hit the target. The orb deals 1d6 points of acid damage per caster level (maximum 10d6).

Source: Spell Compendium, p. 151

Ray of Clumsiness


Transmutation


Level: Sorcerer/wizard 1
Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Effect: Ray
Duration: 1 minute/level

Saving Throw: None

Spell Resistance: Yes


A crackling ray leaps from your outstretched hand. The green ray seems almost sluggish in reaching its target, though it takes only an eyeblink to do so.


You must succeed on a ranged touch attack with the ray to strike a target. The energy of the ray stiffens the subject’s muscles and joints making it more difficult for the subject to move. The subject takes a penalty to Dexterity equal to 1d6+1 per two caster levels (maximum penalty 1d6+5, minimum Dexterity 1). 


Source: Spell Compendium, p. 166

Reciprocal Gyre

Abjuration
Level: Sorcerer/wizard 5
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./ level)
Target: One creature or object
Duration: Instantaneous
Saving Throw: Will half, then Forti​tude negates; see text
Spell Resistance: No

You finger the tiny loop of wire in your hands as you complete the spell. You manipulate the magical aura of the target, creating a damaging feedback reaction, and the target explodes with white sparks.


The subject takes 1d12 points of damage per functioning spell or spell-like ability currently affecting it (maximum 25d12). In addition, any creature so affected that fails its Will save must then succeed on a Fortitude save or be dazed for 1d6 rounds.


Only spells specifically targeted on the creature in question can be used to create the backlash of a reciprocal gyre, so spells that affect an area can’t be used to deal reciprocal damage to creatures within their area. Likewise, persistent or continuous effects from magic items can’t be used to deal reciprocal damage, but targeted spell effects can be.

Material Component. A tiny closed loop of copper wire.


Source: Spell Compendium, p. 170-171

Sensory Deprivation


Illusion (Phantasm) [Mind-Affecting]


Level: Sorcerer/wizard 4
Components: V, S, M

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Target: One creature
Duration: 1 round/level

Saving Throw: Will disbelief

Spell Resistance: Yes


Your vision blurs, and sounds seem muffled as you cast the spell. Upon completing it, you release the spell’s energy, freeing your senses from that which dampened them. The target of your spell glows for an instant with a black aura.


Rather than creating an illusion of something this spell creates an illusion of absolute nothingness. The spell effect surrounds the subject in a  dark, clinging shadow that only it perceives, which blocks all auditory, olfactory, taste and visual sensations. In addition, it blocks finely tuned senses of touch such as those that provide a creature with tremorsense. A subject that fails its save is blinded and deafened, and it gains no benefit from Blindsense, blindsight, scent or tremorsense.


The subject retains any telepathic or empathic links it might possess with other creatures while affected by the spell. 


Material Component: Black silk cloth tied like a blindfold.


Source: Spell Compendium, p. 182

Sound Lance


Evocation [Sonic]


Level: Sorcerer/wizard 3
Components: V, S

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Target: One creature or object
Duration: Instantaneous

Saving Throw: Fortitude half

Spell Resistance: Yes


You unleash a shrill, piercing cry at your target, which takes the barely visible form of a translucent lance hurtling through the air.


This spell causes a projectile of intense sonic energy to leap from you to a target within range. The sound deals 1d8 points of sonic damage per caster level (maximum 10d8). A sound lance cannot penetrate the area of a silence spell. 


Source: Spell Compendium, p. 196

Summon Elemental Monolith


Conjuration (Summoning) [see text]


Level: Cleric 9, druid 9, sorcerer/wizard 9
Components: V, S, M

Casting Time: 1 round

Range: Medium (100 ft. + 10 ft. per level)

Effect: One summoned elemental monolith
Duration: Concentration, up to 1 round/level

Saving Throw: None

Spell Resistance: None


You call into being a gigantic, roughly humanoid creature composed entirely of elemental matter. The creature immediately attacks a nearby enemy.


You conjure a tremendously powerful creature known as an elemental monolith (Complete Arcane 156). It appears at the spot you designate and acts immediately on your turn, attacking your opponents to the best of its ability. You must concentrate to maintain the spell’s effect, but commanding the creature is a free actions.


If you speak the elemental monolith’s language and are close enough to communicate with it, you can direct it not to attack, to attack particular enemies, or to perform other actions. A monolith can’t’ be summoned into an environment hostile to it in any way (for example, you couldn’t’ summon a fire monolith underwater or an earth monolith high in midair). 


When you use a summoning spell to summon an air, earth, fire, or water creature, it becomes a spell of that type. 


Material Component: A gem worth 100 gp—aquamarine for air, tourmaline for earth, garnet for fire, or pearl for water.


Source: Spell Compendium, p. 214

Superior Invisibility


Illusion (Glamer)


Level: Sorcerer/wizard 8
Components: V, S

Casting Time: 1 standard action

Range: Personal or touch

Target: You or a creature or object weighing no more than 100 lb./level
Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: None


As you complete the spell, your senses dull somewhat. Upon releasing the spell’s energy on your desired subject, your senses clear, although the spell’s recipient can no longer be perceived.


This powerful glamer functions like invisibility (PHB p. 245), except that it masks image, scent, and sound alike, concealing the subject from all senses except touch. As with greater invisibility, this spell doesn’t end if the subject attacks. While invisible, the subject exudes no scent and is undetectable by scent, blindsense, tremorsense and blindsight.


Superior invisibility renders the recipient immune to detection by see invisibility, faerie fire, glitterdust, invisibility purge, and dust of appearance, although creatures under the effect of the spell can be detected by true seeing. Certain mundane conditions (such as leaving footprints) can also render a subject detectable. 


Source: Spell Compendium, p. 125

Transfix


Enchantment (Compulsion) [Mind-Affecting]


Level: Sorcerer/wizard 7
Components: V, S, M

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Area: 10-ft.-radius emanation centered on a point in space
Duration: 1 hour/level

Saving Throw: Will negates; see text

Spell Resistance: Yes


With a declaration, you finish your casting. Immediately, beings in the affected are cease moving, standing as still as statues.


This spell causes a Medium or smaller humanoids within the area of the spell to become paralyzed. When casting the spell, you must specify a condition that will end it (“Wait here until the dragon arrives”), even if that condition can never feasibly be met (“Stay here until the sun shines at night.”) Subjects in the area that fail their saves immediately become aware of the condition, but they cannot communicate it due to their paralyzed state (although someone could use a spell such as detect thoughts to ascertain the condition.) For every hour the creatures are transfixed before the condition is met, they are allowed another saving throw to break free of the spell’s effect.


As long as the spell operates, any Medium or smaller humanoid that enters its area must make a successful saving throw or become transfixed with the same exit conditions (they too become aware of the exit conditions on becoming transfixed). Likewise any creatures removed from the area are freed from the spell’s effect.


An affected creature that is attacked gains a new saving throw to break free of the enchantment.  


Material Component: A drop of pine resin


Source: Spell Compendium, p. 222

Wall of Gears


Conjuration (Creation)


Level: Sorcerer/wizard 6
Components: V, S, M

Casting Time: 1 standard action

Range: Medium (100 ft. + 10 ft. per level)

Effect: A straight wall of moving gears whose area is up to one 10-ft. square/level; see text
Duration: 1 minute/level

Saving Throw: See text

Spell Resistance: None


You pop the gear into your mouth and make a humming, buzzing incantation. The sound takes on a life of its own, and springing from the ground is a huge wall made of machinery, all spinning, clattering and moving about, endangering all who are close to it.


This spell creates a 6-inch-thick wall of moving iron cogs, wheels, gears, pistons and assorted mechanical parts. Each 5-foot square of the wall’s surface has hardness 10 and 90 hit points.


Both sides of the wall have hundreds of moving parts that flail out, dealing 1d6 points of damage per two caster levels (maximum 15d6) to all creatures within 10 feet. A successful Reflex save halves this damage. 


Material Component: A small gear


Source: Spell Compendium, p. 233

Wrathful Castigation


Enchantment (Compulsion) [Mind-Affecting]


Level: Sorcerer/wizard 8
Components: V, S, F

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft. per 2 levels)

Target: One living creature
Duration: 1 round/level

Saving Throw: See text

Spell Resistance: Yes


You brandish the whip, and your target begins to shake uncontrollably, then collapse on the ground, its spasms eventually fading as it dies.


This spell causes wracking pain and violent convulsions, ending in death. The target creature must make a Will save or writhe in pain, helpless, before it dies 1 round later at the start of your turn. A creature that makes the Will save must also succeed on a second Will save or be dazed and take a -4 penalty on saving throws for the duration of the spell. 


Focus: A whip


Source: Spell Compendium, p. 243
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Purpose of X’s and dotted line described in Encounter Two.

Appendix 3: DM AID 2
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Room numbers match their respective encounter number exactly.

Encounter 3B
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S=Stalagmite

D=Duergar Rogue hiding

Encounter 5
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D=Duergar Fighter

Encounter 6
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N=Nurien

Encounter 7
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D=Duergar Fighter

M=Mind Flayer

U=Ululix

Encounter 8
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V=Verrond’s starting position. The party should still be in room 8. 

Encounter 9
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K=Karzalin’s starting position

V=Verrond’s starting position

Note that the hallway leading to Karzalin’s lair stretches for 220’ from leaving room 7C to his door.

Players’ Handout 1

You receive a note written on a military-dispatch note, sealed with wax, addressed specifically to you:

Report for duty immediately in Chendl. Proceed to the southeast canal and ask for a puntsman named Gilbert Forath. He will take you to our arranged meeting-point near the wall of the Inner City, where you will be escorted to your briefing. This is a matter of utmost importance, urgency and secrecy. 

Player handout 2

You received a note sealed with the sign of the Furyondy Army. It is addressed specifically to you. It reads:

Friend of Furyondy,

You were recommended to us by people of excellent character based on your extraordinary reputation and accomplishments. Please proceed in haste to Chendl for a mission of considerable urgency on behalf of Furyondy. In Chendl, proceed to the southeast canal and ask for a puntsman named Gilbert Forath. He will take you to our arranged meeting-point near the wall of the Inner City, where you will be escorted to your briefing. This is a matter of utmost importance, urgency and secrecy—your discretion is appreciated. Rest assured you will be compensated for your assistance. Many thanks!

Sincerely,

General Yemanien, Furyondy Military

player handout 3

You receive a missive written on a scroll from a young messenger lad. It reads:

Powerful adventurers are needed for a mission of great importance. Though they do not know it yet, the Furyondy Military needs you to fulfill this mission for them. . Please proceed in haste to Chendl for a mission of considerable urgency on behalf of Furyondy. In Chendl, proceed to the southeast canal and ask for a puntsman named Gilbert Forath. Your name will be known to them, and they will take you to meet with General Yemanien of the Furyondy Military, who will tell you of this mission. He will reward you well for this mission. Do not try to betray him or Furyondy, or you will die—permanently. Succeed, and you will be assured wealth and fame. 
player handout 4

Excerpts from the journal of Nurien

(Entries in the journal are numbered based on days since Nurien’s arrival in his cave.)

3: These caverns are deceptively occupied. Many mind flayers, and duergar. I will have to be more careful to hide. 

22: Slew a mind flayer, had no choice, hunting me. Hiding & meditating

24: Killed another mind flayer. Hope no more come looking for me. 

33: Duergar finally approached me. Made them go away, none killed. 

67: Saw first human in 2 months, sneaking into mind flayer compound. Won’t be seeing him again. 

80: Saw same human headed into mind flayer compound. Puzzling how he’s still alive.

110: Killed another mind flayer, chased another one back to their defensive force barrier. 

150: Very important: caught human trying to sneak in. Captured him, started interrogating, difficult to persuade. May have to Quest.

151: Hit prisoner (Marcel) with Quest, began persuading.

154: Secured cooperation. Detailed notes below:

· Works for Prince Thrommel of Furyondy. Grilled on this, as Thrommel is dead. Thrommel is not dead, is now vampire.

· Undead prince wants to be king. King won’t legitimize his claim, so will take it for himself, for good of Furyondy

· Furyondy appears to be losing its war with Iuz. Must advise Fists of this, must see if we can help.

· Thrommel is actively plotting to take throne. Mostly worried about positive energy assault from good priests, acquiring means to counteract.

· Usurper’s urgency created by King Belvor. Belvor seeking to produce new heir. Thrommel will stop as soon as able and strike directly at king. Marcel insists that Thrommel is motivated by best interests of Furyondy in war with Iuz and the lich in Willip. Belvor will not win either fight, he insists. 

· Thrommel is building support clandestinely among nobility of Furyondy. Marcel does not know who supports Thrommel, but knows there are a number of nobles who do. 

· Thrommel sent him here by Thrommel to run errands for a wizard named Karzalin. Wizard knows I’m here, doesn’t see me as threat. 

· Doesn’t know where Thrommel stands on Quest of the Fists to find Zuoken. I personally think he would hinder. 

Made fellow go to authorities in Furyondy, turn himself in and reveal plot. 

169: Another mind flayer tried to kill me, captured this one, bound him, keeping him unconscious.

170: Prepped, woke mind flayer up, hit him with Quest to give me password for force barrier. Sent him back with warning to stay away, or I’ll come in and pick them off one by one. 

173: Duergar heard I got password, came looking for it. Didn’t give. 

player handout 5

Karzalin is offering to craft any of the following magical items for the PCs:

greater iron ward diamond

manticore greatsword

monacle of perusal

ring of mystic fire

All are from the Magic Item Compendium.[image: image8.png]L
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