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“Knights & soldiers of the Kingdom, answer the trumpet’s call!  As long as Old Wicked holds the North, Furyondy’s borders will never be secure. The time has come to strike into the Old One’s black heart! Very soon Furyondian boots will tread on grounds long past occupied by our demonic foes.”  A one round Furyondy regional battle interactive for APLs 2-14, particularly suitable for members of the Furyondy Military, Knights of the Hart, Green Jerkin Rangers, Sharp Shooters, and Twilight Hunters Brute Squad.
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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 http://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 standard one-round Furyondy Regional interactive, set in Crockport and the Empire of Iuz. All characters with a home region of Furyondy pay 2 Time Units. Out of metaregion characters pay 4 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

Too many times in the past have the forces of Iuz tread on the soil of Furyondy.  Even after the fall of Molag to the forces of the Kingdom, Iuz still seemed to have enough resources to tamper with internal matters within Furyondy.  Last year, after the attempt on King Belvor’s life at a diplomatic mission with Ket he became determined to send Iuz a message that raiding works both ways.

The Furyondian fleet on Whyestil Lake had been scuttled to avoid its capture during the Greyhawk Wars.  Since the reclamation of Crockport there have been other priorities in mind besides rebuilding the shipyards.  This has left the port city of Willip as the sole producer of warships in Furyondy.  Over the past half-year, the Furyondy Royal Navy has been performing a decoy mission. Smaller warships out of Willip have traditionally patrolled the length of the Veng River, into Whyestil Lake and re-supplied in Crockport before returning.  These patrols have been stepped up at the cost of the Navy’s normal duties on the Nyr Dyv.  The reason behind the patrols has been to secretly transfer more naval strength to Whyestil Lake without making the intent too obvious.  

Now a small fleet of river cutters and supply ships have been assembled up the coastline from Crockport.  Spellcasters loyal to Furyondy have taken pains to cloak the size of the fleet until all is ready.

The intent is to launch an amphibious attack on Delaquenn, seize the town and hold it while the Furyondy Military marches from Molag, links up with the amphibious force and stands together to repel any counterattack.  A land-based assault on Delaquenn would be much more risky due to that being the expected route of attack.  Iuz has his forces dug in behind concentric lines of earthen walls defended by a system of trenches and siege weapons.  Any land-based direct attack on Delaquenn would likely be repelled with serious losses.  However, due to the absence of any sizable naval strength on Whyestil Lake the Furyondian generals believe Iuz will not anticipate an assault from that direction.  If successful the town could be used as a forward base to secure the lands between Molag, the river & the lake.

The Old One has not been idle either, and due to some unscrupulous Rhenee he has been tipped off that something is in the works.  Iuz has been building his own fleet in Dorakaa and plans to deploy it from Delaquenn when the repair facilities there have been completed.  He has also moved a reserve army he had planned on using in the Shield Lands to within a day’s march of Molag on the Skull Trail.

Adventure Summary

Introduction: Adventurers are summoned to Crockport for a military mission. Members of the Navy, Knights of the Hart, Green Jerkin Rangers, and Sharpshooters are called to a briefing, then asked to share the information with the remainder of the adventurers.
Encounter One: The fleet leaves Crockport. En route to the lands of Iuz, the adventurers are told that some will be required for a secret mission.

Encounter Two: Shortly before arriving in Iuz’s lands, the ships are beset by undead. After defeating them, the PCs must navigate the ships in the absence of crew, who are gradually killed throughout the fight.

Encounter Three: The Navy establishes a beachhead, and the PCs are sent to accomplish their objectives.

Encounter Four: Most of the PCs engage in a frontal assault of the city to engage in a war of attrition against supposedly inferior foes and distract Iuz’s forces from the mini-missions.
Encounter Four-Low: The low-level mini-mission, comprised mainly of brute-force specialists, is tasked with causing massive property damage in the shipyards. They are spotted by Iuzian skirmishers, and must defeat them to finish the job.

Encounter Four-Mid: The mid-level mini-mission, comprised mainly of scouts and/or knowledge specialists, are tasked with finding information on Iuz’s battle plans and a rhino horn for Belvor’s elixir of rejuvenation. They are (possibly) noticed on their way out.

Encounter Four-High: The high-level mini-mission, comprised of the most powerful people the military can find (but certainly containing one Knight of the Hart and one military PC), are tasked with destroying the leadership of the city… who are nowhere to be found. After fighting their way past guards, they find something rather unexpected.

Encounter Five: Just as the PCs are finishing their previous fight, a number of unfortunate circumstances occur. Demons begin to show up in large and overwhelming numbers. Flying demons are spotted bypassing the PCs and going directly toward the Furyondyian ships. The call to retreat and protect the ships is given. The PCs may stay, but if they do so, they will eventually be overwhelmed by the demons coming out of the gate.

Encounter Six: The PCs must do battle with flying and aquatic demons to save their ships and retreat successfully, armed with new intel and, possibly, many questions about where all those demons came from.
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?

Due to the nature of this interactive, any PCs that detect as evil will not be allowed to participate unless they get an explicit waiver from the Triad. These will mostly only be handed out to full Knights of the Hart and graduates of the War College, but could be possible.

Items that detect as evil are confiscated and destroyed. No questions asked, no questions answered. PCs who have items that detect as evil and cannot be removed (such as many cursed items) are treated as though they themselves detect as evil. All evil items are identified using legend lore; if they are evidence of a deal made with a demon, devil, or undead creature, the PC is tried for the Grievous Crime of Consorting with Evil Beings of Power.


PCs who are presently wanted for crimes in Furyondy are arrested. If they agree to have a mark of justice placed on them, their sentence is halved and suspended until they return if they agree to go on the mission.


As they enter the interactive, PCs who are members of the Furyondy Military, Knights of the Hart, Green Jerkin Rangers, and Sharpshooters are identified and pulled out and separated from the rest of the interactive.

At APL 2-6, PCs who excel at property damage are identified. One of these should be a member of the Furyondy Royal Navy or Order of the Hart; a member of the Twilight Hunter Brute Squad can substitute.


At APL 8-12, PCs who excel at information gathering (scouts, knowledge specialists) are identified. One of these should be a member of the Furyondy Royal Navy or Order of the Hart; a member of the Twilight Hunters Specialist Squad can substitute.


At APL 12-14, the most powerful PC that fills a particular party role (healer, arcane caster, melee fighter, archer, trapfinder, and one other) are identified. Cavalry types are not pulled out for this mission. There MUST be a member of the Furyondy Military (preferably Navy) AND a member of the Order of the Hart in this group.

PCs are also asked to identify and pull out the AR if they have any special hatred from Iuz or his minions.
Introduction

Briefings will come from high-ranking military NPCs (played by Doug Doug and Triad members). The basic mission: We’re taking the fight to Iuz. Get on the boats so we can take Delaquenn.
1: Smooth Sailing Ahead
Sails have appeared to the north of Crockport, a great many sails that seem to multiply until there are too many to count and they seem to fill the horizon.  The sight of so many Furyondian ships of war stirs a sense of awe and pride in being a part of something larger than one person.  The soldiers speculate on where a fleet of such size could have come from.  Everyone knows the Furyondian fleet on Whyestil Lake was scuttled back during the Greyhawk Wars.  As the murmuring swells you can’t help but notice Baroness Kalinstren’s beaming smile and the self-congratulatory looks passing between the General & his staff.

The rest of the day is spent breaking down the camp and loading the ships.  The day folds into night and still the preparation continues.  The work is done in shifts.  Fingers are blistered and backs ache with the pace of the work and soon most of the soldiers are missing the incessant drills they were complaining about only the night before.  

The PCs are assigned to ships by APL and split up into tables.  Each table represents a Furyondian warship tasked to protect the troop ships.  The ships are all named so the judge is encouraged to refer to the ship by its given name.  Examples include Furyondian Royal Navy Ship (FRNS) “Orc Spite”, “Pride of Littleberg”, “Devil of the Dyv”, “Whyestil Witch”, etc.

By dawn on the next day preparations are completed and the fleet departs Crockport.  It is an impressive sight to behold so many vessels traveling together in such close quarters.  Signals are passed between the ships from the flagship of Grand Admiral Rosen, the FRNS Belvor’s Fist. After clearing Crockport Bay the fleet turns northwest, clinging to the familiar Furyondian coastline and a day later rounds Gullkeep Pointe.  As dusk approaches the fleet comes to a stop as all senior officers are summoned to the flagship to dine with the command staff. Following this meeting, the officers return to their ships and share a new mission order with the troops.

At this point, the PCs are informed that many of them will be engaging in one of three “special forces” style missions once they arrive at Delaquenn. For security reasons, only those participating in the mission will be told what the mission is; the other PCs will be running interference. These briefings are also handled by the Triad and Doug.
Also, APL 2 & 4 tables will be given a wand of cure light wounds (CL 1st) with 10 charges that they may use if they don’t already own a wand.
2: Blind Man’s Bluff

As the PCs approach Iuz’s lands, they are informed that there are some contingencies in the event the boats are assaulted. In particular, as both an escape plan and as a means to provide assistance, a 7th-level wizard is staffing each ship. He has exhausted most of his spells for the day fortifying the ship, but still has one dimension door prepared, which he can use to transport two Medium creatures or one Large creature to another ship. This contingency will become necessary as they approach the beachhead.
As you approach the Empire of Old Wicked, you notice an increase in flotsam in the water, as this area has apparently been used as a dumping ground for those living in Delaquenn, as well as something of a graveyard of ships that were unseaworthy. Here and there are pieces of floating debris crowded with black-winged gulls. Getting closer you notice that the debris piles are bodies in the refuse, and they are more than just flotsam – they are a first line of defense.

APL 2 (EL 4)


Bugbear Zombie (1): hp 42; Monster Manual 266.

Lacedon Ghoul (2): hp 13; Monster Manual 119.
APL 4 (EL 6)


Ogre Zombie (1): hp 55 each; Monster Manual 266.

Troll Skeleton (1): hp 39; Monster Manual 227.

Lacedon Ghast (1): hp 29; Monster Manual 119.

APL 6 (EL 8)


Umber Hulk Zombie (2): hp 107 each; Monster Manual 267.

Lacedon Ghast (2): hp 29 each; Monster Manual 119.

APL 8 (EL 10)


Drowned (1): hp 150; Appendix 1.

Vampire, 5th level human fighter: hp 32 each; Monster Manual 250.

APL 10 (EL 12)


Drowned (3): hp 150 each; Appendix 1.
APL 12 (EL 14)


Elder Water Necromental (2): hp 156 each, Appendix 1. 
APL 14 (EL 16)


Elder Water Necromental (4): hp 156 each, Appendix 1. 
Terrain (APL 2-4): The undead are floating on wrecked ships, and board as the PCs’ vessel comes near their ship.

Terrain (APL 6-10): The corporeal undead board the ship from the lower decks (smashing through the hull to get in), but the incorporeal undead do not. If the PCs wish to be below decks during the travel, they are assaulted there instead.

Terrain (APL 12-14): The PCs above decks may make a Spot check. The necromentals begin combat a number of squares away from the PC with the highest Spot check equal to that PC’s Spot check minus 8 (the necromentals’ Hide check).

Tactics (Mindless monsters): Attack the nearest creature.

Tactics (Intelligent monsters): Attack the creatures that look the easiest to hit, or the most dangerous. Minimize damage taken while maximizing damage dealt. If reduced below 10 hp, the scrags jump in the water and must be fought again during the retreat.

Tactics (Necromentals): The necromentals swim from opposite directions (all four compass points at APL 14) at the surface of the water, double-moving toward the boat at 120 ft per round (half movement since they are attempting to hide), until attacked. When attacked, they submerge and continue swimming toward the boat at 120 ft. per round. When a necromental reaches the boat, it takes a full-round action to overturn it (two necromentals that reach the boat in the same round can overturn it with a standard action from each). They then attack the PCs who appear the most mobile in the water, submerging if PCs are flying and attacking them.

Development: For each two rounds that the PCs took to kill the monsters, one crew member has died (at APL 12-14, assume all crew members are dead if the boats were overturned). To safely land, the PCs must navigate the boats themselves. This requires a DC 15 Profession (sailor), Dexterity, or Strength check from each PC replacing a crew member. Failure means the ship is not landed safely and cannot be used to navigate home. Inform the Triad if this occurs.
3: Beachhead

The PCs have the opportunity to rest and re-prepare spells prior to this encounter.
The apprehension that has gnawed at the crew’s insides since the battle in the mist is still plain to read on their faces.  Everyone from the captains to the cabin boys has the same fear that the secrecy of the offensive has been compromised and the town of Delaquenn is going to be a Furyondian graveyard.  Apparently the Admiral still believes that fortune will favor the bold, as the fleet has swiftly advanced up the coast before swinging deeper offshore as the night falls.  


Final preparations are made.  At two bells you watched as a half-dozen squads of military scouts were enspelled invisible and airborne before leaving presumably for Delaquenn to eliminate patrols & sentries.  A sleepless night was shared by all but before the light of Pelor breached the horizon the fleet was underway and an hour later within sight of Delaquenn.  The town is rather unremarkable to behold—mercifully no host of bloodthirsty orcs are spotted arrayed on the beaches.  What are remarkable are the earthen fortifications that are apparent to the north and south.  It is reported that several layers of trenches and earthen walls protect Delaquenn from a land-based assault.  No such obstacles exist on the lakeshore, however.  


Longboats by the score are lowered from the transports and troops swarm aboard them in a frantic attempt to soak up every second the surprise landing can buy.  A distinct lack of activity on the edge of town is an indication that the scouts were successful in their mission.  But at last the jig is up as in the town’s direction the blare of an orcish horn belatedly raises like an angry bull.  It is soon followed by the deep bass thrum of a wardrum from the south where the fortifications lay.


But by the time the enemy has roused itself and been outfitted for battle, the longboats have hit the beaches.  The first line troops charge up the sand and begin to form a shield wall.  There are some abbreviated attempts at a counterattack, but the disciplined Furyondian soldiers hold the line.

The Iuzian commanders rouse the garrison to the Furyondian threat.  While the enemy is forming up the Furyondians are able to take ground, get off the beach and ready for the enemy counterattack.  
4: From Beach to Breach

During this encounter, the PCs who are going on mini-missions split from the remainder of the interactive, while the main interactive engages the Iuzian forces.

4a: The distraction!
The PCs who are not participating in the mini-missions are tasked with dispatching the orcs who have come to meet Old Wicked’s primary forces.

APL 2 (EL 4)


Orc (8): hp 5 each; Monster Manual 203.

APL 4 (EL 6)


Ogre (3): hp 29 each; Monster Manual 199.
APL 6 (EL 8)

Ogre (2): hp 29 each; Monster Manual 199.


Ogre, 4th level barbarian: hp 79; Monster Manual 199.

APL 8 (EL 10)


Orc Phalanx: hp 156; Appendix 1.

Ogre Mage: hp 37; Monster Manual 200.

APL 10 (EL 12)


Orc Phalanx: hp 156; Appendix 1.

Ogre Mage: hp 37; Monster Manual 200.


Stone Giant: hp 119; Monster Manual 124.

APL 12 (EL 14)


Fire Giant (4): hp 142 each; Monster Manual 121.

APL 14 (EL 16)


Hill Giant Dire Wereboars (5): hp 185 each; Monster Manual 177.
Tactics: Follow the tactics listed in the Monster Manual. The orc phalanx simply attacks the nearest creature (or a spellcaster if within movement range).

Development: Once the PCs’ victory is assured, begin Encounter 5.
4B: Low-level Mini-mission

These PCs are sent to ruin the shipyards and repair facilities adjacent to the harbor. Destroying the docks and putting the facilities is disrepair is not difficult, as they are currently undefended. Have the PCs roll some dice, have then cause some property damage, and make them convinced that they have their run of the area. If PCs begin to get suspicious that no guard was present, or after they seem to be overconfident in their total success, they are assaulted by skirmishers.
APL 2 (EL 4)


Goblins (6): hp 5 each; Monster Manual 133.

Worg: hp 30; Monster Manual 257.
APL 4 (EL 6)


Barghest (2): hp 33 each; Monster Manual 23. 
APL 6 (EL 8)


Barghests (3): hp 33 each; Monster Manual 23.

Greater Barghest (1): hp 67; Monster Manual 23.
Tactics: The monsters are surprised that anyone made it this far into the city without being captured. They attack the PCs as best they can, flanking as possible. The barghests use dimension door to get into flanking position, and the greater barghest uses invisibility sphere to sneak the entire pack up to the PCs undetectably.
Development: Once the monsters are defeated, the PCs can spend some more time causing property damage, or they can pull back to the main battle. If they do not, after a couple minutes, harry them with quasits, dretches, and/or babau until they flee. When they flee, inform the DM and continue to chase them with demons until Encounter 6 is announced.
4C: Mid-level Mini-Mission


These PCs are sent to uncover two things: Iuz’s battle plans and the rhino horn needed for the elixir.


It takes five minutes to reach the site indicated by the military’s intel. The site is entirely unguarded, which is not what the intel indicated. The PCs, after taking a couple minutes to search the location, find a stack of encoded notes. A DC 30 Decipher Script check reveals that the notes are a list of important tactical locations, and a DC 40 Decipher Script check reveals that one of the locations listed is the keeping place for Fragarach, a powerful greatsword wielded by Prince Thrommel before his death and rumored to be able to slay demons and vampires in one blow.


The rhino horn is similarly easy to locate, but be sure to note who takes possession of the item.


As the PCs are searching, have them each roll three Will saves and record their results. These saves are referenced when the vampires attempt to dominate the PCs.

As the PCs leave, they are noticed by forces of Iuz.
APL 8 (EL 10)


Vampire, 5th level human fighter (3): hp 32 each; Monster Manual 250.

APL 10 (EL 12)


Vampire, 5th level human fighter (3): hp 32 each; Monster Manual 250.


Dread Wraith: hp 104, Monster Manual 258.
APL 12 (EL 15)


Vampire, 13th-level half-elf monk/shadowdancer: hp 90; Monster Manual 251.

Tactics: In the first round of combat, the vampires each attempt to dominate a different PC, favoring the most heavily armored. If they succeed, do not make the PCs aware of this, but inform the interactive coordinator following this combat. After this, the vampires attempt to kill all non-dominated PCs (avoiding the PCs who have been dominated even if tactically unfeasible). The dread wraith at APL 10 just tries to kill everyone, regardless of who’s dominated or not.

Development: Once the PCs have this combat in hand, begin Encounter 5.

4d: High-level Mini-Mission


These PCs are sent to kill the Greater Boneheart Althea. Sadly, she’s not here right now, but she left the PCs a present. To get it, however, they must fight their way past her guardians.

APL 12 (EL 14)


Stone Golem (3): hp 107 each; Monster Manual 136.
APL 14 (EL 16)


Greater Stone Golem: hp 271; Monster Manual 136.

Tactics: The golems begin with slow, then smash puny humans.

Development: Defeating the golem(s) allows the PCs to enter the room. Allow them to buff all they wish. When they enter the room, they see nothing but a gate. Then the gate begins to release monsters. Begin Encounter 5.
5: What the… ?
As the PCs are finishing off their foes in Encounter Four, they are faced by demons greater teleporting in. These demons are meant to be clearly superior forces to the PCs, and do not attempt to kill them, but instead to drive them away from the city.
APL 2 (EL 8)


Babau (2): hp 66 each; Monster Manual 40.

APL 4 (EL 10)


Vrock: hp 115; Monster Manual 48.

Succubus: hp 33; Monster Manual 47.

APL 6 (EL 12)


Vrock (3): hp 115 each; Monster Manual 48.

APL 8 (EL 14)


Hezrou: hp 138; Monster Manual 44.


Glabrezu: hp 174; Monster Manual 43.

APL 10 (EL 16)


Glabrezu (3): hp 174 each; Monster Manual 43.

APL 12 (EL 20)
Marilith (3): hp 216 each; Monster Manual 44.

APL 14 (EL 22)
Marilith (6): hp 216 each; Monster Manual 44.

Tactics: Once again, these monsters do NOT attempt to kill the PCs, but instead to drive them away. They use spell-like abilities that force PCs to flee. This is an encircling strategy; the plan is that the PCs will be trapped against the lake’s edge and easier pickings for them and the foes they will meet there. The only exception is if the PCs are able to slay half or more of the monsters; in that case, the monsters consider that group of PCs to be a dire threat that must be eliminated and attack. After two rounds have passed, alert the interactive coordinator (but continue the combat).
Each round the scene surrounding the PCs should be described as desperate and demoralizing.  The PCs should have the impression that they can stay and die or withdraw and live to fight another day. Combat continues until the interactive coordinator’s announcement.
6: Run away!  
At this point, the alarm has sounded to retreat to the boats and flee with the navy (mostly) intact. Unfortunately, Old Wicked’s forces have other plans, and the PCs must fight off demons on the boats to leave.
APL 2 (EL 4)


Skulvyn: hp 26; Appendix 1.

APL 4 (EL 6)


Skulvyn (2): hp 26 each; Appendix 1.

APL 6 (EL 8)

Dybbuk: hp 95; Appendix 1.
APL 8 (EL 10)


Vrock: hp 115 each; Monster Manual 48.


Jovoc (2): hp 36 each; Appendix 1.
APL 10 (EL 12)


Aradu (2): hp 110 each; Appendix 1.
APL 12 (EL 14)


Aradu (4): hp 110 each, Appendix 1. 
APL 14 (EL 17)


Wastrilith: hp 127, Appendix 1. 
Tactics: The PCs are the only thing between these monsters and the complete destruction of the entire Furyondy fleet. They attack ruthlessly and fight to the death, using their abilities as best they can to immobilize individual PCs (they are currently outnumbered and waiting for backup which will not come).  At APL 2, the skulvyn splits its attacks between PCs rather than inflict all the wound effects on one PC.
Development: Once the demons are defeated, the PCs can get away, but only if they move quickly. Some of the crew have been slain, but enough remain to get the PCs out of town.
Conclusion

The interactive coordinators will check in with the individual DMs and announce the results of the interactive at its conclusion.
Experience Point/Treasure Summary

Surviving PCs receive the maximum experience and gold listed on the AR.
APL 2

6: Run Away!
Skulvyn
CR 4

CE Large outsider (aquatic, chaotic, evil, extraplanar)

Init +3; Senses darkvision 60 ft., scent, Listen +6, Spot +6

Aura slow aura (DC 12)

Languages Abyssal 

AC 18, touch 12, flat-footed 15

(-1 size, +3 Dex, +6 natural)

hp 26 (4 HD); DR 5/good
SR 12
Fort +6, Ref +7, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 10 ft., swim 50 ft.;

Melee Bite +7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) and


2 claws +5 (1d6+2) or

Melee 4 tail lashes +7 (1d4+4 plus wounding)

Space 10 ft.; Reach 10 ft.
Base Atk +4; Grp +12
Atk Options Combat Reflexes, wounding
Abilities Str 18, Dex 16, Con 15, Int 5, Wis 8, Cha 11
Feats Combat Reflexes, Multiattack 

Skills total ranks: class XX Hide -1 (+7 when in water), Listen +6, Move Silently +10, Spot +6, Swim +19
Slow Aura (Su) Living creatures that come within 30 feet of a skulvyn must make a DC 12 Will save or become slowed for 4 rounds. Skulvyns are immune to this aura. A creature that makes a successful saving throw is immune to that particular skulvyn’s slow aura for one day.
Wounding (Su) Wounds resulting from a skulvyn’s tail lash attacks bleed for an additional 1 point of damage per round thereafter. Multiple wounds from such attacks result in cumulative bleeding loss. The bleeding can be stopped only by a DC 15 Heal check or the application of any cure spell or other healing spell.
APL 4

6: Run Away!
Skulvyn (2)
CR 4

CE Large outsider (aquatic, chaotic, evil, extraplanar)

Init +3; Senses darkvision 60 ft., scent, Listen +6, Spot +6

Aura slow aura (DC 12)

Languages Abyssal 

AC 18, touch 12, flat-footed 15


(-1 size, +3 Dex, +6 natural)

hp 26 (4 HD); DR 5/good

SR 12

Fort +6, Ref +7, Will +3

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

Speed 10 ft., swim 50 ft.;

Melee Bite +7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4) and


2 claws +5 (1d6+2) or

Melee 4 tail lashes +7 (1d4+4 plus wounding)

Space 10 ft.; Reach 10 ft.
Base Atk +4; Grp +12

Atk Options Combat Reflexes, wounding

Abilities Str 18, Dex 16, Con 15, Int 5, Wis 8, Cha 11

Feats Combat Reflexes, Multiattack 

Skills total ranks: class XX Hide -1 (+7 when in water), Listen +6, Move Silently +10, Spot +6, Swim +19

Slow Aura (Su) Living creatures that come within 30 feet of a skulvyn must make a DC 12 Will save or become slowed for 4 rounds. Skulvyns are immune to this aura. A creature that makes a successful saving throw is immune to that particular skulvyn’s slow aura for one day.

Wounding (Su) Wounds resulting from a skulvyn’s tail lash attacks bleed for an additional 1 point of damage per round thereafter. Multiple wounds from such attacks result in cumulative bleeding loss. The bleeding can be stopped only by a DC 15 Heal check or the application of any cure spell or other healing spell.
APL 6
6: Run Away!




Dybbuk
CR 8
CE Medium outsider (chaotic, evil, extraplanar, incorporeal, loumara)
Init +5; Senses darkvision 60 ft.; Listen +15, Spot +15
Languages Abyssal, Common; telepathy 100 ft. 

AC 21, touch 21, flat-footed 16; Dodge, Mobility

(+5 Dex, +6 deflection)

hp 95 (10 HD); DR 10/good

Miss Chance 50% (incorporeal)

Immune acid, electricity, fire; incorporeal traits
Resist cold 10; SR 19

Fort +12, Ref +12, Will +9

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

Speed fly 40 ft. (8 squares) (perfect)
Melee 2 tendrils +15 touch[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6 Con)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp -
Atk Options Combat Reflexes, withering touch
Special Actions corpse possession, death touch, dybbuk’s gift
Spell-Like Abilities (CL 10th):


At will—dimension door, obscuring mist

3/day—fear (DC 20), phantasmal killer (DC 20), mind fog (DC 21)
Abilities Str -, Dex 20, Con 20, Int 15, Wis 15, Cha 23 

SQ dybbuk’s gift, loumara traits
Feats Ability Focus (death touch), Combat Reflexes, Dodge, Mobility 

Skills total ranks: class XX Bluff +19, Concentration +18, Diplomacy +19, Forgery +16, Hide +13, Intimidate +8, Knowledge (local [Iuz’s Border States]) +16, Listen +15, Search +16, Sense Motive +15, Spot +15, Tumble +18

Corpse Possession (Su) A dybbuk that enters a square occupied by a corpse can, as a standard action, possess the body. It can only possess bodies of animals, humanoids, magical beasts, monstrous humanoids, and vermin. The body cannot be headless or destroyed beyond recognition, and a dybbuk cannot possess a corpse in the area of a magic circle against chaos, magic circle against evil, or similar effect.

A dybbuk-possessed body rises to its feet on the dybbuk’s next action. The fiendish essence of the dybbuk restores the body to full hit points; old wounds simply vanish, and any conditions that might have once affected the host are removed. A dybbuk can inhabit such a body indefinitely, and the body doesn’t age while possessed. If the possessed body is reduced to -10 hit points, the dybbuk is forced out of the body and into an adjacent square (or the nearest available space). Unless the body is beheaded or completely destroyed, the dybbuk can attempt to possess it again on its next turn. 


A dybbuk-possessed body gains the benefits of its natural armor and any armor it wears, but not the dybbuk’s deflection bonus to AC. The dybbuk adopts the statistics of the creature it is possessing but gains none of its extraordinary, supernatural, or spell-like abilities, nor can it use any of the possessed creature’s Intelligence-, Wisdom-, or Charisma-based skills.

A dismissal, dispel evil, or dispel chaos spell cast on the possessed body immediately drives the dybbuk from the body into an adjacent square (or the nearest available space) and dazes the dybbuk for 1 round (no save). Without the dybbuk to inhabit it, the dead body falls to the ground, lifeless.

Death Touch (Su) Once per day, a dybbuk can use a standard action to focus its unholy energies and make a death touch attack against a creature. The dybbuk makes a melee touch attack; if the attack hits, roll 10d6. If the resulting number equals or exceeds the current hit points of the creature touched, that creature must succeed on a DC 23 Fortitude save or die. If the creature survives, it still takes 1d6 points of Constitution damage, and the dybbuk heals 5 points of damage as if it had used its withering touch. A sybbuk can use its death touch even while possessing a body. This is a death effect.
Dybbuk’s Gift The dybbuk in this adventure does not use this ability.

Withering Touch (Su) A dybbuk’s touch attack deals 1d6 points of Constitution damage as a flesh and bone wither and die. Each time a dybbuk successfully damages a creature, it heals 5 points of damage to itself. A dybbuk cannot use this ability while possessing a body.
APL 8

4: The distraction




Orc Phalanx
CR 8

Mob of orc warriors

CE Gargantuan humanoid (orc)

Init +0; Senses darkvision 60 ft., Listen +1, Spot +1

Languages Orc

AC 9, touch 6, flat-footed 9

(-4 size, +3 armor)

hp 165 (30 HD); mob anatomy
Immune bull rushing, critical hits, flanking, grappling, sneak attacks, tripping
Fort +18, Ref +9, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness daylight sensitivity, +50% damage from area spells and effects
Speed 20 ft.

Melee swarm (5d6 bludgeoning damage) 
Space 20 ft.; Reach 0 ft.

Base Atk +22; Grp +37
Atk Options Improved Bull Rush, Improved Overrun, expert grappler, trample
Abilities Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6 
SQ mob anatomy
Feats Alertness, Improved Bull Rush, Improved Overrun 

Skills total ranks: class XX Listen +1, Spot +1
Mob Anatomy (Ex) A mob has no clear back or front and no discernible anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grapples, or bull rushed.

Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its Hit Dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the result of negative energy, but never result in permanent level loss. A mob takes half again as much damage from spells or effects that affect an area, such as splash weapons and evocation spells.

Expert Grappler (Ex) A mob can maintain a grapple without penalty and still make attacks against other targets. A mob is never considered flat-footed while grappling.
Trample (Ex) A mob that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+4 damage. The victim can either make an attack of opportunity against the mob or make a DC 28 Reflex save to take half damage.
6: Run Away!
Jovoc (2)
CR 5

CE Small outsider (chaotic, evil, tanar’ri)

Init +2; Senses darkvision 60 ft., Listen +7, Spot +7

Aura aura of retribution

Languages Abyssal, telepathy 100 ft.

AC 16, touch 13, flat-footed 14


(+1 size, +2 Dex, +3 natural)

hp 36 (4 HD); fast healing 5; DR 5/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 13

Fort +7, Ref +6, Will +4

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

Speed 30 ft.

Melee 2 claws +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d3+1) and


Bite +1 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +0

Spell-Like Abilities (CL 4th):


1/day—summon tanar’ri (1 jovoc, 25% chance of success)

Abilities Str 12, Dex 15, Con 16, Int 7, Wis 10, Cha 7

Feats Toughness x2 

Skills total ranks: class XX Hide +13, Listen +7, Move Silently +9, Search +5, Sense Motive +7, Spot +7

Aura of Retribution (Su) Whenever a jovoc takes damage from any source, every non-tanar’ri within the area immediately takes an equal amount of damage (DC 15 Fortitude for half). Regardless of the source of damage to the jovoc, the damage dealt to non-tanar’ri by this effect is not subject to negation or reduction because of resistance, immunity, damage reduction, spell resistance, or the like.
APL 10

2: Blind Man’s Bluff




Drowned (3)
CR 9

CE Medium undead
Init +5; Senses darkvision 60 ft., Listen +14, Spot +18
Aura drowning aura 30 ft.
Languages Abyssal, Common 

AC 19, touch 11, flat-footed 18

(+1 Dex, +8 natural)

hp 150 (20 HD); fast healing 5
Immune ability drain, critical hits, death effects, disease, effects that allow Fortitude saves (unless they also effect objects or are harmless), energy drain, mind-affecting effects, nonlethal damage, paralysis, poison, sleep, stunning
Fort +6, Ref +9, Will +12
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares), swim 30 ft.;

Melee 2 slams +12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+12)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +17
Atk Options Cleave, Great Cleave, Power Attack
Abilities Str 25, Dex 13, Con -, Int 9, Wis 10, Cha 12
SQ unholy toughness
Feats Alertness, Cleave, Great Cleave, Improved Initiative, Improved Natural Attack (Slam), Lightning Reflexes, Power Attack 

Skills total ranks: class XX Hide +20, Listen +14, Move Silently +20, Spot +18, Swim +18
Drowning Aura (Su) A drowned gives off a 30-foot-radius emanation of suffocating drowning, imbuing its surroundings with a watery glint and a deadly threat for creatures that breathe. All breathing creatures within 30 feet of a drowned are treated as if they are beneath water in terms of being able to breathe. The drowning aura accelerates the process of drowning.

Normally, a creature can hold its breath for a number of rounds equal to twice its Constitution score before it begins to drown. Within the drowning aura, a creature can only hold its breath if it makes a DC 10 Constitution check every round. Each round, the DC increases by 1. When the character finally fails its Constitution check, it begins to drown. In the first round, it falls unconscious (0 hit points). In the second round, it drops to -1 hit points and is dying. In the third round, if still in the drowning aura, it drowns.
Unholy Toughness (Ex) Drowned gain a bonus to their hit points equal to their Charisma modifier x their Hit Dice.
4: The distraction




Orc Phalanx
CR 8

Mob of orc warriors

CE Gargantuan humanoid (orc)

Init +0; Senses darkvision 60 ft., Listen +1, Spot +1

Languages Orc

AC 9, touch 6, flat-footed 9

(-4 size, +3 armor)

hp 165 (30 HD); mob anatomy
Immune bull rushing, critical hits, flanking, grappling, sneak attacks, tripping
Fort +18, Ref +9, Will +8

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

Weakness daylight sensitivity, +50% damage from area spells and effects
Speed 20 ft.

Melee swarm (5d6 bludgeoning damage) 
Space 20 ft.; Reach 0 ft.

Base Atk +22; Grp +37
Atk Options Improved Bull Rush, Improved Overrun, expert grappler, trample
Abilities Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6 
SQ mob anatomy
Feats Alertness, Improved Bull Rush, Improved Overrun 

Skills total ranks: class XX Listen +1, Spot +1

Mob Anatomy (Ex) A mob has no clear back or front and no discernible anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grapples, or bull rushed.


Unlike standard swarms, mobs are made up of relatively small numbers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its Hit Dice breaks up as if reduced to 0 hit points. Negative levels gained in this manner are not the result of negative energy, but never result in permanent level loss. A mob takes half again as much damage from spells or effects that affect an area, such as splash weapons and evocation spells.

Expert Grappler (Ex) A mob can maintain a grapple without penalty and still make attacks against other targets. A mob is never considered flat-footed while grappling.

Trample (Ex) A mob that simply moves over a creature and doesn’t end its movement with that creature in one of its occupied squares can trample the creature. A trampled creature takes 2d6+4 damage. The victim can either make an attack of opportunity against the mob or make a DC 28 Reflex save to take half damage.

6: Run Away!
Adaru (2)
CR 10
CE Medium outsider (chaotic, evil, extraplanar, tanar’ri)
Init +6; Senses darkvision 60 ft., Listen +17, Spot +17
Aura fetid cloud (30 ft.)
Languages Abyssal, Celestial, Common, Draconic, Infernal, Terran; telepathy 100 ft. 

AC 24, touch 12, flat-footed 22; Dodge, Mobility

(+2 Dex, +12 natural)

hp 110 (13 HD); DR 10/good
Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18
Fort +12, Ref +10, Will +9

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

Speed 50 ft. (10 squares), burrow 30 ft., climb 50 ft., swim 30 ft.; Spring Attack

Melee bite +16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +16
Atk Options aligned strike (chaotic, evil), poison (DC 22, 2d6 damage/1d6 Con)
Special Actions summon tanar’ri (1/day, 1d4 babau, 50% chance, CL 10)
Spell-Like Abilities (CL 10th):

At will—freedom of movement, greater teleport (self plus 50 pounds of objects only)

3/day—charm monster (tanar’ri only, DC 18)
Abilities Str 17, Dex 14, Con 19, Int 16, Wis 13, Cha 18
Feats Ability Focus (poison), Dodge, Improved Initiative, Mobility, Spring Attack

Skills total ranks: class XX Balance +20, Bluff +20, Climb +19, Concentration +11, Diplomacy +8, Disguise +4 (+6 acting), Escape Artist +10, Hide +18, Intimidate +22, Jump +21, Knowledge (the planes) +11, Listen +17, Move Silently +18, Sense Motive +17, Spot +17, Survival +1 (+3 on other planes), Swim +19, Tumble +20
Fetid Cloud (Su) An adaru constantly sprays a thin cloud of vile mist in a 30-foot-radius spread. All non-evil creatures in the area are sickened while within the cloud (no save).

This mist slicks the ground around the adaru, and its wounds spray the same vile fluid. When an adaru is reduced to half of its full normal hit points or fewer, each square within 30 feet of it requires 2 squares of movement to enter. This effect doesn’t stack with that of any existing difficult terrain.
APL 12

2: Blind man’s Bluff



Elder Water Necromental (2)
CR 12

NE Huge undead (augmented elemental, water, extraplanar)

Init +6; Senses darkvision 60 ft., Listen +29, Spot +29
Languages Aquan 

AC 25, touch 14, flat-footed 19

(-2 size, +6 Dex, +11 natural)

hp 156 (24 HD); fast healing 3; DR 10/-
Immune ability damage, critical hits, death effects, disease, effects that allow Fortitude saves (unless they can affect objects or are harmless), energy drain, flanking, massive damage, mind-affecting effects, nonlethal damage, paralysis, poison, sleep, stunning
Fort +16, Ref +10, Will +10
Speed 30 ft., swim 120 ft.
Melee 2 slams +25[-2 size, +18 BAB, +9 Str,] (2d10+9/19-20)

Space 15 ft.; Reach 15 ft.

Base Atk +18; Grp +35
Atk Options Cleave, Great Cleave, Improved Bull Rush, Improved Sunder, Power Attack, energy drain, water mastery
Special Actions create spawn, drench, vortex
Abilities Str 28, Dex 22, Con -, Int 1, Wis 10, Cha 1  
Feats Alertness, Cleave, Great Cleave, Great Fortitude, Improved Critical (slam), Improved Bull Rush, Improved Sunder, Iron Will, Lightning Reflexes, Power Attack 

Skills total ranks: class XX Listen +29[+27 ranks, +0 ability, +2 feat], Spot +29[+27 ranks, +0 ability, +2 feat]
Fast Healing (Ex) A water necromental heals 3 points of damage as long as it has at least 1 hit point and is within 5 feet of water.
Energy Drain (Su) Living creatures hit by a water necromental’s slam attack gain one negative level. A necromental can use its energy drain ability once per round, despite it having two slam attacks. The save DC to remove the negative level 24 hours later is 22. When a necromental bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit). These temporary hit points last for up to 1 hour.
Water Mastery (Ex) A water necromental gains a +1 bonus on attack and damage rolls if both it and its opponent are touching water. If the opponent or the necromental is touching the ground, the necromental takes a -4 penalty on attack and damage rolls.

A water necromental can be a serious threat to a ship that crosses its path. A necromental can easily overturn ships of 120 feet in length, stop vessels 240 feet in length, and slow ships 480 feet in length to half speed.

Create Spawn (Su) An elemental slain by a water necromental’s energy drain attack rise as a necromental 1d4 days after death.
Drench (Ex) A necromental’s touch puts out torches, campfires, exposed lanterns, and other open flames of nonmagical origin if these are of Large size or smaller. The creature can dispel magical fire it touches as dispel magic (CL 24).
Vortex (Su) See the water elemental ability on page 101 of the Monster Manual. This necromental can remain in vortex form for 12 rounds, and the template does not change the save DC or damage of the vortex.
6: run Away!

Adaru (4)
CR 10

CE Medium outsider (chaotic, evil, extraplanar, tanar’ri)
Init +6; Senses darkvision 60 ft., Listen +17, Spot +17
Aura fetid cloud (30 ft.)
Languages Abyssal, Celestial, Common, Draconic, Infernal, Terran; telepathy 100 ft. 

AC 24, touch 12, flat-footed 22; Dodge, Mobility

(+2 Dex, +12 natural)

hp 110 (13 HD); DR 10/good
Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18
Fort +12, Ref +10, Will +9

Speed 50 ft. (10 squares), burrow 30 ft., climb 50 ft., swim 30 ft.; Spring Attack

Melee bite +16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+4 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +16
Atk Options aligned strike (chaotic, evil), poison (DC 22, 2d6 damage/1d6 Con)
Special Actions summon tanar’ri (1/day, 1d4 babau, 50% chance, CL 10)
Spell-Like Abilities (CL 10th):

At will—freedom of movement, greater teleport (self plus 50 pounds of objects only)

3/day—charm monster (tanar’ri only, DC 18)
Abilities Str 17, Dex 14, Con 19, Int 16, Wis 13, Cha 18
Feats Ability Focus (poison), Dodge, Improved Initiative, Mobility, Spring Attack

Skills total ranks: class XX Balance +20, Bluff +20, Climb +19, Concentration +11, Diplomacy +8, Disguise +4 (+6 acting), Escape Artist +10, Hide +18, Intimidate +22, Jump +21, Knowledge (the planes) +11, Listen +17, Move Silently +18, Sense Motive +17, Spot +17, Survival +1 (+3 on other planes), Swim +19, Tumble +20

Fetid Cloud (Su) An adaru constantly sprays a thin cloud of vile mist in a 30-foot-radius spread. All non-evil creatures in the area are sickened while within the cloud (no save).


This mist slicks the ground around the adaru, and its wounds spray the same vile fluid. When an adaru is reduced to half of its full normal hit points or fewer, each square within 30 feet of it requires 2 squares of movement to enter. This effect doesn’t stack with that of any existing difficult terrain.
APL 14
6: Run Away!




Wastrilith
CR 17

CE Huge outsider (aquatic, chaotic, evil, extraplanar)

Init +8; Senses darkvision 60 ft., Listen +15, Spot +15

Languages Abyssal, Aquan, Common, telepathy 100 ft. 

AC 29, touch 16, flat-footed 25; Dodge, Mobility

(-2 size, +4 Dex, +4 deflection, +13 natural)

hp 127 (15 HD)
Immune cold, water-based attacks, possession, mental influence
SR 20 (25 against good spells and spells cast by good creatures)

Fort +17, Ref +19, Will +16
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness vulnerable to fire
Speed 30 ft. (6 squares), swim 80 ft.
Melee bite +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+9) and


2 claws +17 (2d4+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +32
Atk Options Combat Reflexes, water mastery
Special Actions breath weapon (60-ft. cone of boiling water, 3d10 damage, Reflex DC 21 half, every 1d4 rounds)
Spell-Like Abilities (CL 17th):


At will—blasphemy, control water, deeper darkness, desecrate, detect good, detect law, fear (DC 18), greater dispel magic, read magic, suggestion (DC 16), telekinesis, greater teleport (self plus 50 pounds of objects only), tongues (self only) (, unhallow, unholy blight (DC 18), wall of ice (DC 18)

3/day—symbol (any, DC 14 + spell level), unholy aura (DC 22) (
(Already cast

Active Spells unholy aura (DC 22)

Abilities Str 29, Dex 18, Con 19, Int 14, Wis 12, Cha 19 

Feats Combat Reflexes, Dodge, Improved Initiative, Iron Will, Lightning Reflexes, Mobility 

Skills total ranks: class XX Bluff +18, Concentration +18, Diplomacy +20, Disguise +4 (+6 acting), Escape Artist +18, Hide +10, Intimidate +28, Knowledge (arcana) +15, Knowledge (the planes) +15, Listen +15, Move Silently +15, Spellcraft +15, Spot +15, Survival +1 (+3 on other planes), Swim +31, Use Rope +4 (+6 binding)
Water Mastery (Ex) A wastrilith gains a +1 bonus on attack and damage rolls if its opponent is touching water.
appendix 3: DM Map 1
Overview of Delaquenn and battlefield
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