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King Belvor IV needs a specially prepared honey extract to ensure the stability of the kingdom. Fortunately, his diviners know where to find it. Unfortunately, humans were driven out decades ago… A one-round Furyondy Regional interactive for APLs 2-14. PCs who cast a large amount of fire spells or otherwise make a regular habit of using fire while adventuring are strongly advised to avoid playing this adventure.
Resources for this adventure [and the authors of those works] include Complete Divine, Drow of the Underdark, Dungeonscape, FUR7-04 Gullkeep Ruins [John du Bois], FUR7-07 Of Noble Spirit [Brian Gray and Andrew Nuxoll], FUR7-08 Stake Survey [Greg Walters], FUR7-09 Deep Ambitions [Peter J. Cooney], Magic Item Compendium, Monster Manual II, Monster Manual IV, Monster Manual V, Planar Handbook, Races of the Wild, Spell Compendium, Tome of Battle: The Book of Nine Swords.
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:

1. 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: 

1. Enlist a sixth player.

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

Time Units and Upkeep

This is a one-round Furyondy Regional adventure, set in the Amedio Jungle. 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

The royal succession of Furyondy has been in question ever since the sudden disappearance of Prince Thrommel, the hero of Emridy Meadows. This has been the case even more since the return of the ex-prince as a vampire, and with the undead pretender to the throne growing in power, King Belvor IV has been making plans to ensure that a legitimate heir to the throne is produced. These plans were thought to be a closely guarded secret until a repentant noble confessed to the king that he had told Thrommel of what was in progress. With the cat out of the bag, the Crown has no choice but to reveal Belvor’s plans and recruit adventurers to acquire what the King needs – before Thrommel can disrupt these critical plans.


The adventurers are needed to acquire a rare commodity – a unique form of honey created by a race of bee-like monstrous humanoids known as abeils. The Chamber of Four has been able to locate only one nest of abeils, which reside in an abandoned temple to Bralm. Divinations revealed that the temple had been “abandoned” when the abeils drove out the clerics of Bralm that had been performing magical experiments in the temple. The king had planned to send a diplomatic mission to sweet-talk the bees, but with Thrommel most likely sending forces to destroy the only location of the needed honey, the kingdom’s hand is forced – the honey must bee forcibly retrieved.
Adventure Summary

Introduction: 

Encounter 1: 

Encounter 2: 

Encounter 3: 
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.

PCs should also be asked if they regularly wear a visible holy symbol of Bralm, are Suel, or any chaotic deity (in particular deities who have individuality as part of their portfolio, such as Trithereon).


The entire temple complex is under the effect of a hallow spell placing a magic circle against chaos effect. Be sure to note this if PCs attempt to exercise mind control over the abeils.


It is essential that you count the rounds the PCs spend in each combat, as well as the number of times the PCs take 20 on a skill check. This information is important to the buffing of the NPCs in the final combat.
Introduction

The estate of Thimme de Levine in the Barony of Kalinstren is an unusual place for a large group of adventurers to be summoned, but that is where you have been called on “urgent business for King and country”. Even more surprising, you are met in the courtyard not only by Thimme, but by the three remaining members of the Chamber of Four as well. Once you are inside, they introduce you to Geklon the Sage, whose research played a critical role in felling the dark shield that covered Chendl. A number of nobles are also present, enjoying their time in the Barony at Thimme’s expense following a masquerade ball to which you were not invited. Once they are confident that all the adventurers are present and have supped, Geklon begins to address you.

The interactive coordinator briefs the PCs on the mission. Geklon, Pisenten, Gorn, and Dramaynen are the only NPCs able to answer the PCs’ questions, and Geklon has the greatest amount of information.

After the PCs are briefed, the four wizards use a mirror of mental prowess to teleport the PCs to strategically located positions within the hive. The APL 2-4 parties are teleported to the ground level.
1: Sentry
The teleportation appears to have been on target, as you arrive in a waxy tunnel that is ten feet in diameter. Even more evidence is the abeil(s) staring directly at you. As you react to your surroundings, they react to you – and they do not seem pleased. 

Creatures/Traps: 
APL 2 (EL 4)


Bralm-Blooded Abeil Vassal: hp 4; Appendix 1.

Hall of Stingers Trap: see Appendix 1.

APL 4 (EL 6)


Bralm-Blooded Abeil Vassal (2): hp 4 each; Appendix 1.


Hall of Stingers Trap: see Appendix 1.
Tactics: On its/their turn, the abeil(s) activate their Divine Endurance ability and quickly open, then close the door behind them. This triggers the trap (and also takes up that abeil’s entire turn). On subsequent rounds, the abeils attack the PCs to the best of their ability. 


After (or while) the abeils are dispatched, the PCs must deal with the trap. Make it clear to the PCs that individual squares of the trap can be disabled or attacked by PCs who have weapons. 
Treasure: Lots of giant wasp poison.
Development: The door is stuck (DC 15 Strength check to break; this is part of the trap’s activation), and leads directly into the next encounter.
2: Graveyard
You open the door into a graveyard. Headstones mark the names and dates of death of various Sueloise individuals, although no date of death is more recent than the end of the Greyhawk Wars. Four coffins even stand outside the wax-covered earth, suggesting that those who were to bury these individuals must have fled quickly. The ground is littered with the corpses of abeils, wasps, and bees, although they leave no indication as to how they were killed. Behind the coffins, something stirs – it seems that your entrance has been noticed.
Creatures: 
APL 2 (EL 4)


Husk Giant Bee (2): hp 23; Appendix 1.

APL 4 (EL 6)


Husk Giant Wasp (2): hp 36; Appendix 1.
Terrain: The coffins may be scaled with a DC 5 Climb check or a 3-foot high jump; otherwise they are impassable. Despite the ground being “littered” with bodies, it is not difficult terrain.
Tactics: Kill any vermin present, then kill other living things. At APL 2, note that unlike normal giant bees, the husk giant bees do not lose their stinger and expire after they sting someone.

Development: The door is unlocked. There is an 80-foot hallway leading from this room to Encounter Three.
At this point, stop play and notify the interactive coordinator that you have finished.
3: Platform Jumping
At this point, take the number of rounds the PCs spent in combat, and add 2 to this number for each time the PCs took 20 on a skill check. The NPCs in the final fight each consume that number of potions prior to the fight taking place, in the following order: mage armor, shield of faith, barkskin, bull’s strength (APL 4 only), cat’s grace, aid.
As you open the door to this chamber, it is obvious that you have reached an audience chamber of some kind. The room is cavernous and egg-shaped, and the platform your door opens into abruptly ends into a steep drop-off, with no visible means of climbing down. Looking around the chamber, you see a number of similar platforms, with your allies emerging from door in the walls near them. In the center of the chamber, a waxy pillar supports another platform, and another set of your allies emerges from the center of the platform through a trapdoor. The walls above the platforms are full of holes, with no visible means of entering or leaving them other than flight. Once you all have entered the room, you hear a voice echo throughout the chamber. However, unlike the obeiscent, androgynous tone of the other abeils, this voice rings out strong and feminine. “Humanoids of Furyondy, we of the hive know why you have come. We cannot give you that which you seek. We give you one warning: leave now, or face the same fate as the Suel who wished to enslave us and our kind.” Immediately following, you hear the sound of spellcasting coming from directly above the center platform, and abeils pour out of the non-platformed tunnels, seemingly intent on attacking you.
Creatures:

APL 2 (EL 4)


Abeil Vassal (2): hp 4 each; Appendix 1.

APL 4 (EL 6)


Abeil Soldier: hp 45; Appendix 1.

Tactics: This is a mass battle. Any table may affect any other table to which they have line of sight and line of effect. If the PCs choose to affect another table, inform the Interactive Coordinator or the DM of the table your PCs are affecting. At all tables, abeils who are in need of healing assistance fly straight up; this is the agreed-upon signal to call for aid from the abeil queen.


At all APLs, the abeils attempt to subdue or eliminate the PCs as necessary. This is their last stand, and they offer no quarter. Primary targets are any Suel PCs, followed by any PCs wearing the holy symbol of a chaotic deity (especially a “liberation” or “freedom” deity like Trithereon), followed by anybody not wearing a holy symbol of Bralm. If any PC casts a fire spell, a second set of APL-appropriate monsters arrives from the tunnels to assist their kinsmen.


VERY IMPORTANT: If ANY PC attempts to utilize Diplomacy, immediately call the Interactive Coordinator.

The abeils begin combat by activating their amber amulet of vermin, and then using their drone ability, both while staying as far away as possible from the PCs. They then attempt to deal the PCs as much damage as possible while taking as little in return as possible (using Fly-By Attack in the case of the soldier at APL 4). At APL 4, if at any point, a soldier can include more than three PCs in a stormwing attack, it does so.
Conclusion

Conclusion will be ad-libbed at the end of the adventure by the interactive coordinator.

GUIDELINES FOR DISTRIBUTING ADVENTURE RECORD ITEMS

The Interactive Coordinator will announce which AR items are to be handed out at the conclusion of the adventure.

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award. Award the total value (objectives plus roleplaying) to each character.

1: Sentry
Defeat bee, survive trap
APL 2 
120 XP

APL 4 
180 XP

2: Encounter Name
Kill undead
APL 2 
120 XP

APL 4 
180 XP

2: Encounter Name

Kill/Subdue bees

APL 2 
120 XP

APL 4 
180 XP

Story Award

Get honey
APL 2 
90 XP

APL 4 
135 XP

Total possible experience:

APL 2 
450 XP

APL 4 
675 XP

Treasure Summary
Treasure calculated at interactive; assume full gp/access unless told otherwise.
Adventure Record Items
Favor of Belvor: You have located another crucial component for Belvor’s revitalization potion. In return, he gains you inside access to Chendl’s best merchants. You may expend this favor to gain one-time access to any item listed on a Furyondy AR in this PC’s stack (even if the item access has expired or was never gained in the first place). Only items in the “Items Found” box may be obtained in this manner. Alternately, worshippers of Heironeous, Mayaheine, or St. Cuthbert may expend this favor to gain access to the aligned strike fighter alternate class feature, holy strike monk alternate class feature, or holy warrior paladin alternate class feature (all from Complete Champion). Members of the Church of St. Cuthbert, Church of Mayaheine, or Church of Heironeous meta-organizations above the Member level may use this favor for both effects.

Favor of Bralm: For negotiating with the Bralm-Blooded queen, the Hive Queen herself has blessed you. Worshippers of Bralm may take levels in the Contemplative prestige class. In addition, for the next five adventures, this PC gains a +1 sacred bonus to Armor Class and saving throws for each ally who shares one alignment component with him or her within 60 ft. (For example, a Chaotic Good PC would gain the bonus for every chaotic PC and every good PC, but only once for another Chaotic Good PC).

Firebug: You tried to burn the hive; for this, Bralm will punish you. This ire has two effects:

· Every time you cast a spell that deals fire damage and has a variable numeric effect, there is a 10% chance that spell will deal minimum damage, all metamagic feats affecting damage applied to the spell are negated, and this portion of the ire is cancelled.

· The next time you fail a save against a spell with the fire descriptor, it deals maximum damage to you (and only you).

Lyre of Wax: This item functions as a lyre of building, except that any structures it creates are composed of wax, with stats as follows: Break DC 20, hardness 0, 2 hp per inch of thickness, Climb DC 20 (although a full-round action spent creating handholds and footholds reduces this the Climb DC to 10 in that square). Faint transmutation, CL 6th; cannot be crafted; Price 13,000 gp; Weight 5 lb.

Item Access

APL 2-8:

· Amber amulet of vermin (any) (Adventure; MIC; varies)

· Amulet of toxin delay (Adventure; MIC; 400 gp)

· Beetle elixir (Adventure; MIC; 1,350 gp)

· Giant wasp poison (Adventure; DMG; 210 gp)

· Aberrant sphere (Adventure; MIC; 2,800 gp)

· Lyre of wax (Regional; see above)

· Wyrmfang amulet (Adventure; MIC; 1,350 gp)

· Ring of communication (Adventure; MIC; 2,000 gp)

APL 10:

· +1 greater dispelling ranseur (Adventure; MIC; 18,310 gp)

· Dusty rose prism ioun stone (Adventure, DMG; 5,000 gp)

APL 12 (all of APL 10 plus the following):

· Belt of battle (Adventure; MIC; 12,000 gp)

APL 14 (all of APLs 10-12 plus the following):

· Ring of nine lives (Adventure; MIC; 45,000 gp)
APL 2
1: Sentry




Hall of Stingers Trap 

CR 1

Description: After driving the humans out of the temple, the abeils used the stingers of fallen vassals to protect their hive from attempts at reprisal. A series of holes are concealed in the wall. When the vassal at the end of the hallway triggers the tripwire, spears thrust out of the holes and strike the adjacent squares. If the vassal is unable to trip the wire, attempts to open the door at the end of the hallway trigger the trap. Searching the walls allows the PCs to find the holes, and searching the door allows the PCs to find the tripwire (although the Search check also determines that the tripwire cannot be disabled, and any attempt to do so also triggers the trap). 

Search DC 16
Type Mechanical
Trigger Location; Init +0
Effect One abeil vassal stinger (Atk +3, 1d4 points of piercing damage) per square per round.
Duration 4 rounds

Destruction AC 12; hp 5 (each 5-ft square of wall)

Disarm Disable Device DC 17 (each 5-ft square of wall)

Bralm-blooded Abeil Vassal
CR 3
LN Medium monstrous humanoid

Init +5; Senses darkvision 60 ft., Listen +3, Spot +2

Languages Common, Elven, Sylvan 

AC 11, touch 11, flat-footed 10; hive defense

(+1 Dex)

hp 4 (1 HD); dousing retribution

Immune flanking

Fort +0, Ref +3, Will +4; hive defense
Race F+0, R+2, W+2; Class F+#, R+#, W+#; Abilities Con +0, Dex +1, Wis +2; other bonuses

Speed 30 ft. (6 squares), fly 60 ft. (average)

Melee 2 claws +1[+1 BAB] (1d4) and


sting -4[+1 BAB, -5 secondary] (1d6 plus poison)

Ranged javelin +2[+1 BAB, +1 Dex] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Atk Options dousing retribution, improved grab, poison 

Special Actions divine endurance, drone

Abilities Str 11, Dex 13, Con 10, Int 10, Wis 14, Cha 9

SQ hive mind
Feats Improved Initiative 

Skills total ranks: race 8, class XX  Knowledge (religion) +4[+4 ranks], Listen +3[+1 ranks, +2 ability], Search +1[+1 ranks], Survival +4[+2 ranks, +2 ability],

Hive Defense (Su) This creature receives a +1 sacred bonus to all saves and Armor Class for each Bralm-blooded creature within 60 feet (including itself).

Dousing Retribution (Su) If this creature takes fire damage, the source of that damage either takes damage equal to the damage dealt or damage equal to this creature’s HD, whichever is greater. There is no save against this effect.

Poison (Ex) Fortitude DC 10, Initial and secondary damage 1d4 Str.

Improved Grab (Ex) If an abeil hits a creature that is one size category smaller than itself with both claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it automatically hits with its sting. Thereafter, the abeil has the option to conduct the grapple normally, or simply use its claws to hold the opponent (-20 penalty to the grapple check, but the abeil is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals damage from both claws and the sting.

Divine Endurance (Su) This creature can take a free action to gain damage reduction 10/- from the mingling of divine blood with its material form. The creature can suppress this ability with another free action. Once the damage reduction has prevented 40 points of damage, the creature loses this ability, dousing retribution, and hive defense.

Drone (Su) As a full-round action, an abeil can beat its wings to create a droning buzz in a 60-foot spread. Each creature in the area must make a DC 9 Will save or fall asleep as the sleep spell, except that there is no Hit Dice limit for the effect. Abeils are immune to their own drone attacks as well as those of other abeils.
Hive Mind (Ex) All abeils within 25 miles of their queen (all in this adventure) are in constant communication. If one is aware of a particular danger, they all are. If one in a particular group is not flat-footed, none of them are. No abeil in such a group is considered flanked unless they all are.

2: Graveyard
Husk Giant Bee (2)
CR 2
CE Medium undead
Init +1; Senses darkvision 60 ft., Listen +2, Spot +6
Languages None 

AC 13, touch 11, flat-footed 12

(+1 Dex, +2 natural)

hp 23 (3 HD)

Fort +3, Ref +2, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), fly 80 ft. (good)

Melee sting +4[+2 BAB, +2 Str] (1d4+3 plus Strength damage)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options create spawn, strength damage
Abilities Str 15, Dex 12, Con -, Int 2, Wis 14, Cha 17 
SQ undead traits, vermin traits

Feats Toughness
Create Spawn (Su) A living vermin of any size slain by a husk vermin gains the husk vermin in 1d4 hours.
Strength Damage (Su) A husk giant bee deals 1d4 Strength damage on a successful hit with its sting. For each attack that deals Strength damage, the husk giant wasp gains 5 temporary hit points. Temporary hit points last for 24 hours, and the husk giant bee can gain a maximum of 23 temporary hit points.
3: Final battle!




Abeil Vassal (2)
CR 2

LN Medium monstrous humanoid

Init +1; Senses darkvision 60 ft., Listen +3, Spot +2

Languages Common, Elven, Sylvan 

AC 11, touch 11, flat-footed 10


(+1 Dex)

hp 4 (1 HD)

Immune flanking

Fort +0, Ref +3, Will +4

Race F+0, R+2, W+2; Class F+#, R+#, W+#; Abilities Con +0, Dex +1, Wis +2; other bonuses

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

Melee 2 claws +1[+1 BAB] (1d4) and


sting -4[+1 BAB, -5 secondary] (1d6 plus poison)

Ranged javelin +2[+1 BAB, +1 Dex] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Atk Options improved grab, poison 

Special Actions drone
Combat Gear amber amulet of vermin (giant bee), potion of aid, potion of barkskin +2, potion of cat’s grace, potion of mage armor, potion of shield of faith +3 
Abilities Str 11, Dex 13, Con 10, Int 10, Wis 14, Cha 9

SQ hive mind
Feats Improved Flight1, 

Skills total ranks: race 8, class XX  Knowledge (religion) +4[+4 ranks], Listen +3[+1 ranks, +2 ability], Search +1[+1 ranks], Survival +4[+2 ranks, +2 ability],

Poison (Ex) Fortitude DC 10, Initial and secondary damage 1d4 Str.

Improved Grab (Ex) If an abeil hits a creature that is one size category smaller than itself with both claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it automatically hits with its sting. Thereafter, the abeil has the option to conduct the grapple normally, or simply use its claws to hold the opponent (-20 penalty to the grapple check, but the abeil is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals damage from both claws and the sting.

Drone (Su) As a full-round action, an abeil can beat its wings to create a droning buzz in a 60-foot spread. Each creature in the area must make a DC 9 Will save or fall asleep as the sleep spell, except that there is no Hit Dice limit for the effect. Abeils are immune to their own drone attacks as well as those of other abeils.
Hive Mind (Ex) All abeils within 25 miles of their queen (all in this adventure) are in constant communication. If one is aware of a particular danger, they all are. If one in a particular group is not flat-footed, none of them are. No abeil in such a group is considered flanked unless they all are.

APL 4

1: Sentry




Hall of Stingers Trap 

CR 3
Description: After driving the humans out of the temple, the abeils used the stingers of fallen vassals to protect their hive from attempts at reprisal. A series of holes are concealed in the wall. When the vassal at the end of the hallway triggers the tripwire, spears thrust out of the holes and strike the adjacent squares. If the vassal is unable to trip the wire, attempts to open the door at the end of the hallway trigger the trap. Searching the walls allows the PCs to find the holes, and searching the door allows the PCs to find the tripwire (although the Search check also determines that the tripwire cannot be disabled, and any attempt to do so also triggers the trap). 

Search DC 18
Type Mechanical

Trigger Location; Init +1
Effect One abeil soldier stinger (Atk +5, 1d8 points of piercing damage) per square per round. The first hit from each stinger also exposes the PC to giant wasp poison (DC 18 Fort, initial and secondary damage 1d6 Dex)
Duration 6 rounds

Destruction AC 13; hp 7 (each 5-ft square of wall)

Disarm Disable Device DC 18 (each 5-ft square of wall)

Bralm-blooded Abeil Vassal (2)
CR 3
LN Medium monstrous humanoid

Init +5; Senses darkvision 60 ft., Listen +3, Spot +2

Languages Common, Elven, Sylvan 

AC 11, touch 11, flat-footed 10; hive defense


(+1 Dex)

hp 4 (1 HD); dousing retribution

Immune flanking

Fort +0, Ref +3, Will +4; hive defense

Race F+0, R+2, W+2; Class F+#, R+#, W+#; Abilities Con +0, Dex +1, Wis +2; other bonuses

Speed 30 ft. (6 squares), fly 60 ft. (average)

Melee 2 claws +1[+1 BAB] (1d4) and


sting -4[+1 BAB, -5 secondary] (1d6 plus poison)

Ranged javelin +2[+1 BAB, +1 Dex] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Atk Options dousing retribution, improved grab, poison 

Special Actions divine endurance, drone

Abilities Str 11, Dex 13, Con 10, Int 10, Wis 14, Cha 9

SQ hive mind
Feats Improved Initiative 

Skills total ranks: race 8, class XX  Knowledge (religion) +4[+4 ranks], Listen +3[+1 ranks, +2 ability], Search +1[+1 ranks], Survival +4[+2 ranks, +2 ability],

Hive Defense (Su) This creature receives a +1 sacred bonus to all saves and Armor Class for each Bralm-blooded creature within 60 feet (including itself).

Dousing Retribution (Su) If this creature takes fire damage, the source of that damage either takes damage equal to the damage dealt or damage equal to this creature’s HD, whichever is greater. There is no save against this effect.

Poison (Ex) Fortitude DC 10, Initial and secondary damage 1d4 Str.

Improved Grab (Ex) If an abeil hits a creature that is one size category smaller than itself with both claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it automatically hits with its sting. Thereafter, the abeil has the option to conduct the grapple normally, or simply use its claws to hold the opponent (-20 penalty to the grapple check, but the abeil is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals damage from both claws and the sting.

Divine Endurance (Su) This creature can take a free action to gain damage reduction 10/- from the mingling of divine blood with its material form. The creature can suppress this ability with another free action. Once the damage reduction has prevented 40 points of damage, the creature loses this ability, dousing retribution, and hive defense.

Drone (Su) As a full-round action, an abeil can beat its wings to create a droning buzz in a 60-foot spread. Each creature in the area must make a DC 9 Will save or fall asleep as the sleep spell, except that there is no Hit Dice limit for the effect. Abeils are immune to their own drone attacks as well as those of other abeils.
Hive Mind (Ex) All abeils within 25 miles of their queen (all in this adventure) are in constant communication. If one is aware of a particular danger, they all are. If one in a particular group is not flat-footed, none of them are. No abeil in such a group is considered flanked unless they all are.

2: Graveyard

Husk Giant Wasp (2)
CR 4

CE Large undead
Init +0; Senses darkvision 60 ft., Listen +2, Spot +10
Languages None 

AC 13, touch 9, flat-footed 12

(-1 size, +4 natural)

hp 36 (5 HD); DR 5/magic
Fort +4, Ref +1, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. (4 squares), fly 60 ft. (good)

Melee sting +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d3+9 plus Strength damage)

Space 10 ft.; Reach 5 ft.

Base Atk +3; Grp +13
Atk Options create spawn, magic strike, strength damage
Abilities Str 22, Dex 10, Con -, Int 2, Wis 15, Cha 19 
SQ undead traits, vermin traits

Feats Toughness
Create Spawn (Su) A living vermin of any size slain by a husk vermin gains the husk vermin in 1d4 hours.
Magic Strike A husk giant wasp’s natural weapons are considered magic for the purpose of overcoming damage reduction.
Strength Damage (Su) A husk giant wasp deals 2d4 Strength damage on a successful hit with its sting. For each attack that deals Strength damage, the husk giant wasp gains 5 temporary hit points. Temporary hit points last for 24 hours, and the husk giant wasp can gain a maximum of 36 temporary hit points.
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Abeil Soldier
CR 6
LN Large monstrous humanoid
Init +1; Senses darkvision 60 ft., Listen +5, Spot +5
Languages Common, Elven, Sylvan 

AC 10, touch 10, flat-footed 9

(-1 size, +1 Dex)

hp 45 (6 HD); DR 5/magic
Immune flanking
Fort +5, Ref +6, Will +6

Race F+2, R+5, W+5; Class F+#, R+#, W+#; Abilities Con +3, Dex +1, Wis +1; other bonuses

Speed 40 ft. (6 squares), fly 90 ft. (perfect)
Melee ranseur +11/+6[-1 size, +6 BAB, +6 Str] (2d6+9/x3) and


Sting +6[-1 size, +6 BAB, +6 Str, -5 secondary] (1d8+3 plus poison) or


2 claws +11[-1 size, +6 BAB, +6 Str] (1d6+6) and

Sting +6[-1 size, +6 BAB, +6 Str, -5 secondary] (1d8+3 plus poison)
Ranged masterwork composite longbow (+6 Str bonus) +7/+2[-1 size, +6 BAB, +1 Dex, +1 weapon] (2d6+6/x3)
Space 10 ft.; Reach 10 ft. (15 ft. with ranseur)
Base Atk +6; Grp +16
Atk Options improved grab, poison, special enemy
Special Actions drone, stormwing

Combat Gear amber amulet of vermin (giant wasp), potion of aid, potion of barkskin +3, potion of bull’s strength, potion of cat’s grace, potion of mage armor, potion of shield of faith +4 
Abilities Str 22, Dex 13, Con 16, Int 9, Wis 12, Cha 13 
SQ hive mind
Feats Alertness1, Flyby Attack3, Improved Flight
Skills total ranks: race 9, class X  Listen +5[+2 ranks, +1 ability, +2 feat], Sense Motive +3[+2 ranks, +1 ability], Spot +5[+2 ranks, +1 ability, +2 feat], Survival +4[+3 ranks, +1 ability],
Possessions combat gear plus Large ranseur, Large masterwork composite longbow (+6 Str), quiver with 20 arrows
Poison (Ex) Fortitude DC 16, Initial and secondary damage 2d4 Str.

Improved Grab (Ex) If an abeil hits a creature that is one size category smaller than itself with both claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it automatically hits with its sting. Thereafter, the abeil has the option to conduct the grapple normally, or simply use its claws to hold the opponent (-20 penalty to the grapple check, but the abeil is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals damage from both claws and the sting.
Special Enemy (Ex) An abeil soldier receives a +3 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against humans. It gets this same bonus on weapon damage rolls against humans.
Drone (Su) As a full-round action, an abeil can beat its wings to create a droning buzz in a 60-foot spread. Each creature in the area must make a DC 14 Will save or fall asleep as the sleep spell, except that there is no Hit Dice limit for the effect. Abeils are immune to their own drone attacks as well as those of other abeils. Charisma-based DC.

Stormwing (Su) As a full-round action, a soldier in flight can hover and deliver a destructive sonic attack with its wings. The attack deals 6d6 points of sonic damage to all except other abeils within a 40-foot burst (Reflex DC 16 for half damage). Once a soldier uses this ability, it must wait 1d4 rounds before using it again.

Hive Mind (Ex) All abeils within 25 miles of their queen (all in this adventure) are in constant communication. If one is aware of a particular danger, they all are. If one in a particular group is not flat-footed, none of them are. No abeil in such a group is considered flanked unless they all are.

Appendix 2: New Rules Items
All new rules items from sources other than the PH, DMG, or MM go in this section. If you do not have any DM aids or maps, replace this line with “N/A”
Feats

List alphabetically. Include source and page:

Scorpion’s Resolve 

Like the scorpion, you are not easily distracted.


Benefit: You gain a +4 bonus on saving throws against mind-affecting spells and abilities.


Source: Sandstorm 53

Magic Items

List alphabetically; see above.

Mundane Equipment

List alphabetically; see above.

Spells

List alphabetically; see above.

DM Map: Encounter One
The PCs arrive at the far south end of the corridor. The abeil(s) are at the far north end.
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DM Map: Encounter Two

The PCs arrive at the south end of the room. The undead emerge from behind the coffins to the north.
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DM Map 3: Final combat

Each octagonal platform is 30 ft. on a side with 30 ft. of lateral distance between each of the platforms on the outer ring and 15 ft. of lateral space between the outer platforms and the inner platforms. “+X ft” on the platforms indicates physical distance, and the other number indicates the table number.


+0 ft; 1
+30 ft; 2

      +20 ft; 3
+15 ft; 4


+80 ft.; 9

+40 ft.; 5

+45 ft; 6



+60 ft.; 7
+30 ft; 8

Below are the gridlines for a single platform. The door represents where the PCs enter.
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