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Introduction

DMs note: At this stage have an officer of the watch arrive and humbly request the attendance of the to a briefing with the garrison commander VanOotsl.

This encounter has the participation of the Jaeger leaders of tables 1 and 2, 5, 9, 11 and 12 and will be run in joint session to begin with.

Your escort takes you through to the briefing room where you see that other Jaeger team leaders are also present.  VanOotsl is standing conferring with Herzog Roodenhuis the new commander of Madriga’s Jaegars and they look up as you enter, give respectful nods and indicate the side-board to help yourselves to mulled wine.  After a few moments they call over the guard they speak in hushed tones for a few seconds and then the guard leaves.  VanOostl clears his throat a clear indication that he now requires your full attention.

“Thank you for answering my summons comraden, these have been trying weeks for us all and your courage in the face of pending doom is an inspiration to many of the common soldiers.  I have need of your services once more as an unexpected visitor has arrived and I would have you hear what he has to say.  I would appreciate any possible insights you may have in this.  Feel free to put questions to him.”

VanOostl is then interrupted when two guards arrive escorting a most curious person indeed.

Dressed in immaculately kept full-plate of the blackest hue is a quite fearsome looking hobgoblin, with a face of many scars.  Embossed on the breastplate of his armor in blood red are six downward facing arrows in a fanlike shape.  Twin clenched fist shoulder brooches hold his rust red cloak in place.  A heavy flail of obvious magical quality rests at his hip.  As he enters he looks around the room trying to meet everyone’s eye.  He gives a short bow to the room before saying in very passable Staamtal, I am Kayjak I have come from the halls of the great-chief Karaz-Nor.  He has sent me seeking the Great-Father as the great-chief needs his advice.

DMs note: Kayjak is a fist of Hextor, a knowledge (religion) or legend lore check DC10 will reveal the Hextor bit.  A knowledge (religion) or legend lore check DC20 will reveal that he is a high ranking member of the “Fists of Hextor” an oath bound “true believer” sect of that church. A knowledge (religion) DC20 or legend lore check DC30 will reveal that he is a Kensai.

The players will know little about the Guurhok.  PCs however may be better informed.  As such give the PCs an opportunity to find out the following information use knowledge (local), bardic knowledge etc.  Pick the best roll and the PCs get all of the information equal to and below the DC they make.

DC10: The Guurhok are a large hobgoblin tribe known to inhabit the southern areas of the Clatspur mountains around the Kershane pass.  They have recently been responsible for trouble in the Kershane pass and Sepia Uplands, but have never been associated with Iuz.

DC15: The Guurhok are very well organised along military lines and where responsible in part for the fall of Kershane in the fast.  Kershane and the Vosser clan remain to this day their traditional enemy.

DC20: The Guurhok are dominated by the religion of Hextor and follow a code of law and rule via might of arms.

DC25: The Guurhok have a capital city called Guurdorf that few have ever seen.  It is said to be the plundered sister city of Kershane.

DC30: The Guurhok are oath bound to an individual called the Great Father.  This individual is said to be of a hereditary bloodline that is bound to the church of Hextor.

DC35: The Great Father is rumored to be the Pfalzgraf of the Roodbergs.

DMs note: Kayjak is seeking Gutherie Roodberg, as Gutherie is the “Great Father”.  Kayjak is honor bound to his father the great chief to deliver a message to Gutherie.  Kayjak is also furious at Gutherie as he suspect he has forsaken his sacred oaths and betrayed the Guurhok to the “White eyes”.

In A Nut Shell

1) The PCs have a chance of gaining the alliance of the Guurhok in the fight against Iuz.

2) In order to do this a couple of things need to happen.  Firstly the PCs have to workout who the great father is and help Kayjak find him.  Secondly the PCs have to send a delegation with Kayjak to the Great Chief after Kayjak’s request (see below) to prevent the Great Chief from signing a pact with an envoy from Iuz.

Questioning Kayjak

Well that will be quite a broad situation to cater for but here are some of important facts.  

If any members of the church of Heironeous are present he will look him/her up and down turn to Van Oostl with a frown as say.

“Why has the “Great-Father” allowed this Heironeoun into this sacred place?  Is he/she to be given to the great fire so that the great god will be appeased?”

DMs note: Kayjak will happily fight one on one with this person if that is what they require.  This should, however, be prevented if possible.

What he is willing to tell

· Kayjak is a member of the Guurhok.

· Kayjak is the youngest and least great of Karaz-Nor’s seventeen living sons.  If a smart ass asks who the other sons are they are
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· The Guurhok are a large nation of hobgoblins.  If asked specifically on the number he will say that the Great Chief can summon 18 battalions (approx 9,000) to his service from the three cities.  He will be curious as to why they may want to know how many women (3 times the warriors), children (2 times the warriors) and slaves (2 times the warriors) there are, as they are no-combatants and hence not part of what he considers important.

· The three cities are great fortresses taken by the Guurhok when they where conquering the lands of the Ker-Shani.

· The Great-father is he whom the Guurhok swore to obey because the Great Father of the Great Father defeated not only the Guurhok but also the Ker-Shani.

· The Great Father is the Great Chief of the Roodberg’s and is the thirteenth to hold the position.  You Quaglanders call him Gutherie amongst the Guurhok he is simply “The Great Father”.  He is, as have been all the Great Fathers, the spiritual leader of our order.

· Our order is the “Fists of Hextor”.

· This monastery is by agreement holy ground to both the churches of St Cuthbert and Hextor as the two orders have had a truce since they joined forces to defeat the “Witch Queen” many generations ago.  The two shrines have thus co-existed for several hundred years.

· The shrine of Hextor is located in the catacombs below the Roodberg Keep.

At some point he will demand to know why the Great-Father has not arrived to greet him.  Van Oostl will tell him this 

“Kayjak, unfortunately Gutherie Roodberg, the one you call the Great-Father, was killed when the White-Eyes over-ran the left flank of the Perrender army 2 weeks ago, otherwise he would be present.”

At this Kayjak drops into fighter stance and moves to his hand to his flail.  He smiles a grim smile. 

“Kayjak is no fool that is why the Great-Chief sent Kayjak and not one of his brothers.  The Great-Father summoned the armies of the Great-Chief to a place in the forest to make battle not more than 1 week past and here we suffered a great defeat as we where ambushed on the way to this place.  When we returned we found the “White Eyes” in our path and another great battle was fought and many warriors fell before the “White-eyes where driven from our lands. The Great-Chief has send me to find the Great-Father to ask if he has betrayed the ancient oaths and to kill him if this is true.  You cannot protect him.  I demand you bring him out Quaglanders, or do I need to defeat you all first?”

At this stage VanOotsl will step forward.

I assure you Kayjak that if what you say is true and I believe that you believe it to be so, that we will find Gutherie and get the truth from him.  If he is proven to have betrayed you and possibly us then you will be invited to his trial.  In the meantime it seems to me that we fight a common foe.  I would be pleased to form an alliance with the Great Chief, do you think he would be willing to do this?

Kayjak’s reply:

I am not the voice of my father only he can say such a thing.  If you wish to ask then send those who you dare to send to negotiate for you.  They may came with me when I return.  The Great Chief will not be pleased that the Quaglanders have decided that their justice comes before justice of the Guurhok, but he will be honor bound to listen to an envoy.  The way to my home has grown perilous I take no responsibility for the safety of those whom you will send other than I will do what I can to see that they return safely with a reply from the Great Chief. 

I will wait 1 hour outside of your gate, if you intent to send an envoy I will be their escort.

With that he leaves

Move to encounter 2

Encounter One

After Kayjak leaves VanOotsl will ask for opinions from the PCs before he will issue orders.

VanOotsl’s orders.

Jaeger Team One led by Kavos of Kord will go and negotiate an alliance with the Guurhok they will proceed immediately with Kayjak as their guide.  Use whatever skills you have to keep the Guurhok active in this war.  If possible try and use them to nip at the heels of the enemy as he comes up the pass.  Finding out the true location of the capital and other stronghold as well as the strength of the Guurhok will be secondary objectives.

Jaeger Team Two led by <insert name> will proceed to Kershane.  It is imperative that Prince Naughrim Genhene reinforce this position with the Landwehr he has kept in reserve.  No message by magic will reach there now for some reason divination magic and communication magic’s have been cut.  I suspect that Iuz himself is taking a personal interest in this part of his campaign and may be using his divine powers against us.  I would not recommend flight as a means of transport; the enemy has flights of Vrock and other nastiness in the area now.

Jaeger Teams Three, Five, Nine, Ten, Eleven and Twelve will proceed in force to the Roodberg Keep located on the far side of the monastery island to investigate the information that has been presented here.  If there is a temple of Hextor in the complex it needs to be taken care of.  If Gutherie is indeed here then I would very much like to question him.

Encounter Two

Internecine Strife

DMs note: At this stage six tables of PCs need to be guided to the large clan Keep of the Roodbergs.  It is quite a large affair some 200ft on a side and nearly 80 feet high.  It dominates the Southern side of the island on a low hill and is an impressive stand alone redoubt inside the fortress.  As the groups of PCs approach describe the following situation.

As you approach the keeps main gate you can see that about a dozen guards are posted outside them.  They watch you approach with a wariness in their eyes.  They are well armed and armored wearing breastplates and the clan colours of Clan Roodberg (Tan and Blue).  Yet they are all sweaty and have obviously been fighting very recently, several have open wounds.  One of them who is obviously a knight steps forwards and orders you to halt his hand is upon his sword.

“This is clan business soldiers and we will settle this ourselves, we have no need of outside help.” 

DMs notes: This is Bergen Roodenhund the commander of the Grafgardt of Obstergraf Orman Roodenhund.  He has incorrectly assumed that somehow word of the fight that is currently going on inside the Roodberg keep as leaked out and that the PCs have been dispatched to sort it out.  

In addition Orman Roodenhund whom these troops are sworn to protect is the son of a man the PCs may have killed in the scenario Pfalzgrarf’s Fury.  PCs who completed this scenario if they ask for Bergens name and position will instantly recognise the association. These troops are members of the Grafgardt of the son of Obstergraf, Helsdorf Roodenhund known colloquially as “The Pfalzgraf’s Fury”.  This Grafgardt was greatly dishonored when they failed to protect their Graf.  They likewise have a very good chance of knowing the PCs. This will be an interesting “Mexican standoff” style situation.

Vossers (especially anyone who claimed to be Felkatz Vosser) will be open scowled at.

Roodberg players will be more trusted and if the PCs use someone who is a Roodberg as their spokesperson they will have an easier time of this situation.

What is happening inside the Keep

For the past hour (since the arrival of Kayjak who managed to get a message to a Roodberg guard) a battle has been raging within the Roodberg keep.  Three of the assembled Roodberg Grafs have now found out that Gutherie Roodberg is no longer a priest of Hextor but is in fact a priest of Iuz.  They with their soldiers have been battling Roodberg troops loyal to Gutherie (especially members of his Grafgardt) and have just won costly victory over them.  Gutherie, however, in the confusion has slipped inside the temple of Hextor itself and activated its wards.  He now plans to defile the inner sanctum and turn it into a temple of Iuz destroying the wall of Law that protects the Kershane pass in the process.  The surviving Roodberg’s are now frantically trying to determine how to stop this from happening.    

What the PCs need to do

The PCs need to get inside the keep but must convince the guards to back down.  The guards are in no state to fight but will try and bluff the PCs.  They will at no stage actually attack the PCs unless attacked themselves.  Once the PCs move past the guards they will find themselves entering a scene of carnage.  Bodies of dead Roodbergs (over two hundred) are strewn within the main hall and adjacent rooms. It should be pointed out that the path of the fight leads downwards. Once the PCs go downstairs go to encounter three. 

Encounter Three

The Paths of Turmoil

Before you is a large cavern almost 100 feet across.  The ceiling rises into a dome 40 feet high in the centre, before dipping to join the rising floor in a natural pillar of stone over 20 feet thick.  The face of the stone pillar has been carved in to the shape of a giant hand, clenching a fist of 6 arrows.  The tips of each arrow point to 6 doorways of differing colours encircling the base of the pillar, each encased in an archway of runes and other despicable symbols. Huddled and in some cases prone on the ground are a small battle weary group of about twenty soldiers some of them barely alive.  As you enter those still standing ready their weapons in weary resignation.   Three of them are nobles of some standing and another three are obviously priests of Hextor, one of the priests steps forward and levels his gaze at you all.  “I do not know why or how you come to be here at this time, but perhaps Hextor himself has had a hand in this.  The enemy of my enemy is my friend” and he holdout a gauntleted hand.

This is Roltar Roodenhuis, the second in command of the temple of Hextor.  He has a very real concern that he is about to fail in his sacred duty one way or another and is desperate enough to seek aid from the PCs.

Let the PCs question him as they will.  He will eventually get around to pointing out the following vital piece of information.

Time is running against us my friends.  Inside the temple our enemy is trying to defile the temple to my god.  He must be stopped.

So what most PCs should react.  Roltar will then tell them this.

You must be wondering why the enemy has always been so intent on taking this fortress?  The answer is not simple but I will try and explain.  This place houses one of two powerful conduits.  They are both linked to powerful planar magics.  They can be attuned to either Chaotic Good or Chaotic Evil.  The conduits where originally constructed by a cabal of wizards from Kershane who attuned them to Chaos and Good so that they could cast powerful magics.  They later abandoned it and demons where drawn here like flies to shit and they attuned it to Chaos and Evil and thus allowed disorder and evil to cross the mountains from the east.  During the time of Iggwilv an alliance of Lawful Perrenders retook this place and turned the conduits off and thus helped weaken the armies of Iggwilv and bring about their ultimate destruction.   By an agreement sworn in those troubled times one of the conduits is held and maintained by the church of St Cuthbert in the monastery on the other side of the island and the other is held by us, the Church of Hextor.  In this place alone do our two churches maintain the rule of law above the rule of either good or evil.  Now one of the Conduits is in the hands of a priest of Iuz, a priest who was once the head of our order “Gutherie Roodberg”.  If he manages to defile the temple and convert it to a place of Evil or Chaos he will greatly strengthen the army of our enemy in the local area.  If they then take the fortress they can attune both conduits then all of Perrenland will be affected.  This must not be allowed to happen can you stop him.

Well of course the PCs can. Let them debate things as they will but in the end the mission profile should become apparent, get into the temple and defeat Gutherie before he can succeed.

Each of the doorways is a Paths of Turmoil, six trials that guard the inner sanctum of the temple. Each doorway leads to an astral conduit that passes through every inner plane, they been used by Hextor’s clergy to test its faithful with the fury of the inner planes before accessing the inner sanctum, and have become over the centuries the ritual path to becoming a fist of Hextor.  Each of the paths is in fact the same path – a staircase superimposed on the different planes at the same time. 

 All of the PC’s taking parts in the Paths of Turmoil actually occupy the same space within the conduit – the DM should familiarize themselves with the guide on planar fading in encounter 4 to successfully run this part of the interactive.

PCs can examine the runes (Infernal) or examine the colours of the portals (knowledge (planes DC 15) to identify the destination plane, or colour that corresponds to each inner plane:

· Elemental Plane of Air – Pale blue

· Elemental Plane of Earth – Moss granite

· Elemental Plane of Fire – Fire emerald

· Elemental Plane of Water – Dark blue

· Positive Energy Plane – Shining white

· Negative Energy Plane – Cold ebony

Close examination of the portals reveals 6 dull gemstones set in each arch mixed amongst the infernal writings.  Each person entering the portal lights up one of these gemstones with the same colour as the portal – once 6 have entered the same doorway the portal loses its colour, blocking off that path, while the six stones alone radiate that colour. (knowledge arcana DC 20).  Any PC that attempts to steal these gems cannot pry them loose, and suffers a -1 penalty to all rolls (including damage) for the rest of the interactive for earning Hextor’s disfavour. 

The PC’s should realize there is a limit to the number of them that can take each path.  It is impossible for more than 6 people to enter the same doorway.

Understanding the other perils of the inner planes requires a successful knowledge planes roll (DC 20, every +5 every gains an additional trait).

PC’s should look to form groups that can best deal with each particular plane.  PC’s will need to work together to reach the inner sanctum, so groups familiar with each other’s tactics and abilities will have an advantage.  It is also a good idea for PC’s to prepare to face creatures native to the chosen plane (depending on which doorway they choose).

All this will be alluded to by the priest of Hextor, who although not a Kensai knows about the trials and that each passage is attuned to a specific element.

If the PCs agree he will also offer to assist them by getting together the remaining Cleric’s and offering buff spells and the like to the PCs.

He will also choose this moment to tell the PCs that he has already sent an individual down each passage to deal with Gutherie but that they have obviously failed as each of the gems above the doors now says the passage is empty.

The PCs have available the following spells from Hextorian clerics and their horde of scrolls.

20 x Resist Energy (min 30 minutes).

4 x Death wards (7th level).

3 x Fire Shields (7th level).

6 x Protections from energy (one of each type) (5th level).

6 x Water Breathing (5th level).

2 x Freedom of Movement (7th).

Once the PC’s have formed into groups to enter the doorways the DMs responsible for each path should take their group to a separate table to play out encounters 4 and 5.

Proceed to encounter 4.

Encounter Four

The Negative Path 

Upon entering the doorway your senses reel in a riot of images as you feel yourselves flung along at a great speed down a tunnel, approaching an ebony black portal.  As you hit the portal your momentum stops.

Beyond the portal is a 20 foot wide stone staircase, descending down through pitch black surroundings.  The intensity of the darkness is unnerving, muted only by a ring of opaque energy surrounding the staircase. 

The PC’s find themselves standing on a staircase of stone that descends before them.  All they can see is a black void of nothing.

All PC’s are now subject to the traits evident on the Negaitve Energy Plane (pg 157 DMG):

· Subjective Directional Gravity:

· Normal Time

· Infinite Size

· Alterable Morphic

· Major-Positive Dominant: A creature on the positive energy plane must make a DC 15 Fortitude save to avoid being blinded for 10 rounds.  Simply being on the plane grants fast healing 5.  In addition those at full hit points gain 5 additional hit points per round.  A creature must make a DC 20 Fortitude save each round that it’s temporary hit points gained exceed his normal hp total (when a creature exceeds double their hit points).  Failure results in the creature exploding in a riot of energy, killing it.
· Enhanced Magic: Spells and spell like abilities that use positive energy (including cure spells) are maximized (as if the Maximise Spell metamagic feat had been used on them, but the spells don’t require higher level slots),  Turning undead receives a +10 bonus. 
· Impeded Magic:  Spells and spell like abilities that use negative energy (including inflict spells) are impeded – requiring a caster level check DC 20 + spell level to succeed.
The astral conduit passes through an area of the positive plane that major dominant - areas that are extremely dangerous for mortal beings.  The conduit provides positive energy resistance 10 to all inside it, preventing the fast healing effect (which is only 5/rnd).  

The PC’s cannot pass beyond the ring of energy surrounding the staircase – any attempt causes the fog to form a solid impassable barrier (and deals 1d6 of positive (healing) damage per APL).  Only those creatures native to the positive plane can pass through the barrier.

Spells and spell like abilities are not impeded by the ring of energy (except for effects noted under planar traits and the barrier’s resistance to positive energy), but ammunition also cannot pierce the barrier.  The surrounding barrier makes spotting more difficult as well (-5 to spot checks to detect something beyond the barrier).

The PC’s have little choice but to begin descending the staircase, following it to its destination.

As this encounter begins the alignment of the PC’s (not LE) has already began to affect their journey through the conduit.  

The PC’s in this interactive are actually inside the same conduit.  It is magically created and evil aligned, a test for Hextor’s faithful.  The different alignments of the PC’s cause ripples in the magical conduit – causing the PC’s to fade between planes – randomly appearing with another group on a different plane, as the six Paths of Turmoil are in fact one path – coexisting on each of the inner planes at the same time.

As the PC’s move through this section they encounter the effects.  Random PC’s begin to fade from the view of their respective groups, and appear amongst other tables.  

To make this interactive component work, the DM should familiarize themselves with the guide for this encounter below:

Planar Fading:– 

Fading description:

Before your very eyes you see one of your companions begin to fade from view. A few seconds later they are gone, but another figure fades in and takes their place an few seconds later.

· At the top of the initiative round (during combat only) roll 1d6 to determine the PC at this table affected.

· Then roll another d6 to determine the destination plane on the table below:

1 - Elemental Plane of Air – Pale blue

2 - Elemental Plane of Earth – Moss granite

3 - Elemental Plane of Fire – Fire emerald

4 - Elemental Plane of Water – Dark blue

5 - Positive Energy Plane – Shining white

6 - Negative Energy Plane – Cold ebony

If the inner plane that is your table is rolled, ignore the result and roll again.

· The chosen PC fades from the PC’s view, and that player has to get up and leave the table.

· They are told to approach the destination table and inform the DM they have faded.

· That table’s DM then rolls a d6 to determine the PC that replaces the faded PC from the first table. 

· This second player is now fading as well, and is told to leave this table and join the first table.

· As 1 PC disappears the other appears in his place (in both cases).  If either PC is in combat at the time they assume the place in the initiative order of the original seat’s owner.

· During the first round of fading, a PC is unaffected by the planar traits of their destination.  At the top of the next round they have materialized at the new table, and remain there for that entire round.  Then at the top of the next round, they begin to fade back to their original table. 

· Whilst a PC is fading, they are considered ‘incorporeal’ - use those rules for applying effects to any fading PC (50% miss chance, force effects work normally).  They can otherwise interact with their new surroundings, using this chance to exchange healing, buff spells, information and even equipment if they want.  For 1 round they are fully materialized, and suffer the full effects of that plane, before fading again in the third round.

· During the round a PC returns to their original table, no other PC should fade from view, unless it is to accept an arrival from another table.

· The DM that begins the fading ultimately controls the timing of the fading, as he sends his player to another table and then later sends the replacement back to retrieve his player.

Outside of combat, the fading players swap tables for around 5 minutes.  DM’s are encouraged to use the above guides to create a fun atmosphere where PC’s are disappearing & re-appearing, each with a quick story to tell.  The guides are not meant to constrict the DM, but provide a uniformity to make the whole experience work.

The DM of each table has full control of the transfer from their table (choosing the player that leaves their group). It is the timing of the departure that can be the tricky part.  When a player arrives at your table, if it is during a combat finish the current player’s (or your) go, then deal with the transfer.  Roll the d6, and describe that PC’s fading out and the new player fading in.  It the arrival occurs outside combat, then finish any descriptions or rulings if needed before choosing the fading PC on your table.

Two of the planes – the positive and negative planes - encounter the effects in the conduit earlier, during encounter 4.  The other four elemental planes experience it in encounter 5.  This is staggered to reduce congestion of fading players on the organizers and help the exchanges run more smoothly when the other 4 tables are experiencing it.  Try to keep the transfers as short stays – in most cases the player should probably remain standing unless it is a long wait until their new go (during a fight).   The DM should try to use this 1-2 times during the following combat encounter, if possible.  If you are running short on time then only use it once.  If your table seems to end up with a lot of arrivals, then don’t use it at all except to deal with them.  It also is suggested not to roll to start a PC fading if you already have a PC faded.

After a few minutes of travel on the staircase the PC’s presence attracts one of the only creature’s native to the negative plane – the Xeg-yi.

APL 6 (EL 5)

2 Xeg-yi - hp: 27, 29 (see Appendix)

APL 8 (EL 7)

4 Xeg-yi - hp: 27, 24, 28, 30

APL 10 (EL 9)

4 Xeg-yi (augmented) - hp: 55, 51, 48, 56

APL 12 (EL 10)

5 Xeg-yi (augmented) - hp: 55, 51, 48, 56, 59

The Xeg-yi close in quickly on the PC, using their touch attacks to deliver negative energy attacks.  They also explode when reduced to 0 hp – releasing more negative energy.  

Encounter 5

The Negative Heart 

The stone staircase finally levels out and stops at large set of pitch black  doors.  As you approach them the doors swing open, revealing a 40 foot circular stone room almost completely bare.  

An intense darkness radiates in the room, coalescing in a vaguely humanoid shape.  The figure advances to attack.

This room is free of any planar traits – in this room the PC’s can freely act without suffering damage or any adverse effects of the inner planes.

APL 6 (EL 6)

Negative Elemental, Large – hp: 60 (see appendix)

APL 8 (EL 8)

Negative Elemental, Huge – hp: 129

APL 10 (EL 10)

Negative Elemental, Greater – hp: 172

APL 12 (EL 12)

Negative Elemental, Elder – hp: 204

(+1 ELs included to whole encounter for the reforming effect)
The elementals are a part of Hextor’s final test for his faithful.  Once the elemental is defeated, a large gem drops to the floor – a special elemental gem made of adamantine. 

The PC’s need to destroy this gem before the elemental reforms again – they only have 1 round to destroy the gem, and the gem can easily be destroyed by using the opposed element/energy type, but is resistant to physical blows.  It has DR10/-, and 50hp – but takes double damage from opposed energy damage.  If the PC’s fail to destroy the gem within 1 round the elemental reforms and attacks.

During this encounter the PC’s encounter fading PC’s from other tables, replacing one of them for a short time.  Do not roll to start the fading process in this encounter – but still roll for a PC to replace another fading in from another table.

Once the PC’s have dealt with the elemental, they can search the room.  The only treasure that can be found is on the body of a follower of Hextor that fell to the elemental.  Most of the figure’s equipment has been destroyed by the elemental, except for a ring on one of its fingers.

· Minor ring of energy resistance. 

Description of the stone doors:

A set of double doors are carved directly into the stone wall across the far side of the chamber.  Bordering the doors are more despicable symbols (infernal).  Above the doors set in a row are 6 large gemstones, all a dull grey in colour except for one – shining with a bright white glow.

These doors lead to the final encounter.  Intuitive PC’s (Wisdom check DC 13) will have noticed that there was no white glow from the gemstone before they destroyed the elemental gem.

As other groups defeat their own elemental encounter and destroy the gems, the other gemstones above the doors begin to light up with the other planar colours.  During this whole encounter the fading continues, so the PC’s should start to work out that once they defeat their own encounter the gemstone for their plane lights up for all tables.  The DM should look to see if any other table has completed their elemental encounter – if some already have then adjust the description above accordingly.

Encounter Six

Ritual of the Famine Spirit

As fate would have it Gutherie has already completed his conversion of the temple of Hextor to one that is now attuned Iuz and thus Evil.  Moreover in a bizarre ritual he has murdered his followers by foul means and used their remains to conduct yet another ritual, this one with the blessing of his god.  Gutherie utalising the power of the conduit has created a powerful undead from the remains of his followers and now has tentative control over a Famine Spirit (see Appendix one). 

Despite the passages actually being only one passages they still exist at six separate points (see map one).  Once the PC enter they see the following.

You have entered into a large temple hall.  The ceiling rises over a hundred feet about you.  Six large transparent tubes rise out of the floor and run to the ceiling.  Each must be a section of the passage you just came through as each pulse with one of the six elemental energies.  Smaller transparent cylinders run across the floor of the temple and up the sides of a low built Ziggurat.  There is one of these smaller tubes of elemental energy connected to each of the larger cylinders.  At the top of the Ziggurat these energies combine to produce a 10ft by 10ft platform of some form of highly charged energy.  Standing atop this platform is a single human figure.  Around the chamber are the strewn remains of quite a few Roodberg Gardts.  Near the large column of negative energy a bloated humanoid figure is squatting in the shadows.  As you enter it steps out into the pale light.  It looks like a obese ghoul, in its right hand it hold the partially eaten leg of one of the Gardts, its body is covered in strange tattoo’s.  It smiles a grin of razor sharp teeth and disappears.  Roll initiative.

DMs note: The Famine Spirit has just gone ethereal using its ethereal jaunt ability.  It will move to attack the party coming out of the Positive Energy conduit as they radiate the largest life source.  

Gutherie will on his first round take a delayed action if necessary to allow at least some of the PCs to move past the columns and will then cast blade barrier with a 30ft radius.  This should separate the PCs into two groups until it can be dispelled.  It will also make the spot check needed to see the levers as a PC moves past the pillars DC25 and will place some of the levers within the blade barrier itself.

The Levers

Each of the large energy columns has a small lever in the centre of the inside facing of the column.  These levers turn on or off the energy conduits. Once all six have been turned on (current state) the energy platform is created.  All six must be moved to the off position to turn the energy platform off.  Each will, however, open the passage out of the temple and will allow PCs to flee down the respective passage which is now simply a stone stairwell.  Three rounds after the first of the levers has been switched off six Cleric’s of Hextor will arrive out of the appropiate door.  They are led by Roltar Roodenhuis. They will immediately maneuver to cast their own desecrate spells to cut off the power of Iuz (or if the PCs have already done this the power of the PCs god) and re-sanctify the temple to Hextor.  Because they need to be within 40 feet of the energy platform they may have to dispel the blade barrier first, this will take an additional two rounds.  

Gutherie already has a number of spells on himself.  He has also cast a Desecrate @ 20th level. This has been done in the 20ft radius surrounding Gutherie.  Gutherie used his first desecrate to cut off the power of Hextor and the second to ordain the temple to Iuz.  The desecration also allowed him to create the Famine Spirit.  If the Famine Spirit enters this area it gain a +2 profane bonus to attacks, damage and an additional 34 hit points.

DMs note: Whilst standing on the energy platform Gutherie has the following benefits.

1: He is protected as per a globe of minor invulnerability.

2: Any spell with the evil descriptor is cast at +5 levels (thus Gutherie is casting evil spells at 20th level).

3: On each round roll 1d6, on evens he gains 5 hit points, on odds he looses 5 hit points.

Tactic’s

Gutherie will let the Famine spirit have it way with the PCs and will concentrate on staying alive atop the platform.  His inflict mass light wounds will be devastating when he combines it with his Profane Boost feat dealing 22 hit points of damage to unlucky PCs.  Any PC who reaches the energy platform and dies will be reanimated as a super-powered zombie with twice the hit dice of the dead PC. 

Reaching the Platform

PCs can move onto the platform if they like. They gain all the benefits of being on the platform as Gutherie, but because they are not evil they suffer 5 points of damage from the profane nature of the platforms current state.  This combined with a odd numbered roll on the D6 could mean they suffer 10 points of damage.

The fight ends when Gutherie and the Famine spirit are dead.

If the PC manage to turn off all the levers it will coincide with the attack of the undead that is occurring against tables 4, 6, 7 and 8 and will cause the undead attack to be weakened.

Conclusion

 If the PCs have managed to defeat Gutherie and the Famine Spirit and the clerics of Hextor have cast their two Desecrations and the energy platform has been deactivated then the following will happen.

1) The PCs gain the favor of the Monastery of St Cuthberts.

2) Any dead PCs are raised for free by the Cleric’s of Hextor and gain the additional attention of Hextor.

3) A messenger from above arrives informing the PCs that the walls have been scaled by a horde of undead and their help is desperately needed.  At this stage move the PCs to the Defense of the Monastery tables for the final encounter of the interactive. 

Items for the Adventure Record

Item Access

All APL’s: 
· Ring of Minor Energy Resistance (Air) (12,000gp), +3 Heavy Flail, +3 Breastplate of Light Fortitude.
Appendix or DM Aid
APL 6

Xeg-yi, Medium Energon, Outsider (Incorporeal): CR 4; HD 5d8+5, 27hp; Init +3; Spd fly 20ft (good); AC 17 (touch 17, Flat-footed 14) (+3 Dex, +4 deflection); BA/G +5/-, Atk incorporeal touch +8 melee (1d6 + negative energy) or negative energy ray +8 ranged touch (1d8 negative energy), Full Atk 4 incorporeal touches +8 melee (1d6 + negative energy), or negative energy ray +8 ranged touch (1d8 negative energy); SQ Incorporeal, negative energy lash, rebuke undead, explosion; S/R 5ft/5ft; SV Fort +5, Ref +7, Will +4; AL Neutral; Str -, Dex 17, Con 12, Int 7, Wis 10, Cha 18.

Skills and Feats: Hide +10, Search +5, Sense Motive +8, Spot +8; Combat Reflexes, Extra Turning.

Energy Ray (Ex): A Xeg-yi’s energy ray has a range of 30ft.

Explosion (Su): If a Xeg-yi is reduced to 0 hp its body is instantaneously destroyed in an explosion of negative energy that deals 1d8+9 points of damage to everyone within a 20ft radius burst (Fort SV DC 16 half).

Negative Energy Lash (Su): A xeg-yi can make a ranged touch attack or hit with an incorporeal touch attack to infuse a target with negative energy (2d8+5 damage).  It can use this power 5/day, and the xeg-yi can control this ability to avoid healing living foes if necessary.

Rebuke Undead (su): Xeg-yi can suffuse a 60ft radius area with negative energy 5/day – effectively turning as a 5th lvl cleric.  It cannot command undead using this ability.
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Negative Elemental, Large (New Elemental):  Large elemental; CR 5; HD 8d8+24, hp 60; Init +9; Spd 50ft; AC 18 (touch 14, flat-footed 13) (-1 size, +5 Dex, +4 natural); BA/G +6/+12, Atk +10 slam (2d6+2 plus 2d6 negative energy), Full Atk 2 slams +10 (2d6+2 plus 2d6 negative energy); SA Infuse; SQ DR 5/-, Darkvision 60ft, elemental traits, immunity to positive energy, vunerability to positive energy; SP/R 10ft/10ft; SV Fort +5, Ref +11, Will +2; AL Neutral; Str 14, Dex 21, Con 16, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +5, Spot +6; Dodge, Improved Initiative, Mobility, Spring Attack, Weapon Finesse.

Possessions: None.

Infuse (Ex): Those hit by a negative elemental’s slam attack must succeed on a Fort save DC 17 or get drained by negative energy (losing 5hp/rnd for 1d4 rounds – multiple hits do not stack, but durations overlap.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.

APL 8

Xeg-yi, Medium Energon, Outsider (Incorporeal): CR 4; HD 5d8+5, 27hp; Init +3; Spd fly 20ft (good); AC 17 (touch 17, Flat-footed 14) (+3 Dex, +4 deflection); BA/G +5/-, Atk incorporeal touch +8 melee (1d6 + negative energy) or negative energy ray +8 ranged touch (1d8 negative energy), Full Atk 4 incorporeal touches +8 melee (1d6 + negative energy), or negative energy ray +8 ranged touch (1d8 negative energy); SQ Incorporeal, negative energy lash, rebuke undead, explosion; S/R 5ft/5ft; SV Fort +5, Ref +7, Will +4; AL Neutral; Str -, Dex 17, Con 12, Int 7, Wis 10, Cha 18.

Skills and Feats: Hide +10, Search +5, Sense Motive +8, Spot +8; Combat Reflexes, Extra Turning.

Energy Ray (Ex): A Xeg-yi’s energy ray has a range of 30ft.

Explosion (Su): If a Xeg-yi is reduced to 0 hp its body is instantaneously destroyed in an explosion of negative energy that deals 1d8+9 points of damage to everyone within a 20ft radius burst (Fort SV DC 16 half).

Negative Energy Lash (Su): A xeg-yi can make a ranged touch attack or hit with an incorporeal touch attack to infuse a target with negative energy (2d8+5 damage).  It can use this power 5/day, and the xeg-yi can control this ability to avoid healing living foes if necessary.

Rebuke Undead (su): Xeg-yi can suffuse a 60ft radius area with negative energy 5/day – effectively turning as a 5th lvl cleric.  It cannot command undead using this ability.
Energons - Manual of the Planes pg 168

Negative Elemental, Huge (New Elemental):  Huge Elemental; CR 7; HD 16d8+64, hp 136; Init +11; Spd 60ft; AC 19 (touch 15, flat-footed 12) (-2 size, +7 Dex, +4 natural); BA/G +12/+24, Atk slam +17 (2d8+4 plus 2d8 negative energy), Full Atk 2 slams +17 (2d8+4 plus 2d8 negative energy); SA Infuse; SQ DR 5/-, Darkvision 60ft, elemental traits, immunity to negative energy, vunerability to positive energy; SP/R 15ft/15ft; SV Fort +9, Ref +17, Will +7; AL Neutral; Str 18, Dex 25, Con 18, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +11, Spot +12; Alertness, Combat Reflexes, Dodge, Improved Initiative, Iron Will, Mobility, Spring Attack, Weapon Finesse.

Possessions: None.

Infuse (Ex): Those hit by a negative elemental’s slam attack must succeed on a Fort save DC 22 or swell with negative energy (losing 5hp/rnd for 1d4 rounds – multiple hits do not stack, but durations overlap.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.

APL 10

Xeg-yi, Medium Energon (Augmented), Outsider (Incorporeal): CR 6; HD 9d8+18, 55hp; Init +8; Spd fly 20ft (good); AC 18 (touch 18, Flat-footed 14) (+4 Dex, +4 deflection); BA/G +5/-, Atk incorporeal touch +13 melee (1d6 + negative energy) or negative energy ray +13 ranged touch (1d8 negative energy), Full Atk 4 incorporeal touches +13 melee (1d6 + negative energy), or negative energy ray +13 ranged touch (1d8 negative energy); SQ Incorporeal, negative energy lash, rebuke undead, explosion; S/R 5ft/5ft; SV Fort +7, Ref +10, Will +6; AL Neutral; Str -, Dex 18, Con 12, Int 7, Wis 10, Cha 18.

Skills and Feats: Hide +14, Search +9, Sense Motive +12, Spot +12; Combat Reflexes, Extra Turning, Improved Initiative, Improved Toughness.

Energy Ray (Ex): A Xeg-yi’s energy ray has a range of 30ft.

Explosion (Su): If a Xeg-yi is reduced to 0 hp its body is instantaneously destroyed in an explosion of negative energy that deals 1d8+9 points of damage to everyone within a 20ft radius burst (Fort SV DC 16 half).

Negative Energy Lash (Su): A xeg-yi can make a ranged touch attack or hit with an incorporeal touch attack to infuse a target with negative energy (2d8+5 damage).  It can use this power 9/day, and the xeg-yi can control this ability to avoid healing undead foes if necessary.

Rebuke Undead (su): Xeg-yi can suffuse a 60ft radius area with negative energy 9/day – effectively rebuking as a 9th lvl cleric.  It cannot destroy undead using this ability.
Negative Elemental, Greater (New Elemental):  Huge Elemental; CR 9; HD 21d8+84, hp 178; Init +12; Spd 60ft; AC 24 (touch 16, flat-footed 16) (-2 size, +8 Dex, +8 natural); BA/G +15/+28, Atk slam +22 (2d8+5 plus 2d8 negative energy), Full Atk 2 slams +22 (2d8+5 plus 2d8 negative energy); SA Infuse; SQ DR 10/-, Darkvision 60ft, elemental traits, immunity to negative energy, vunerability to positive energy; SP/R 15ft/15ft; SV Fort +11, Ref +20, Will +9; AL Neutral; Str 20, Dex 27, Con 18, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +14, Spot +14; Alertness, Combat Reflexes, Dodge, Improved Initiative, Iron 

Will, Mobility, Spring Attack, Weapon Finesse, weapon focus (slam).

Possessions: None.

Infuse (Ex): Those hit by a negative elemental’s slam attack must succeed on a Fort save DC 24 or swell with negative energy (losing 5hp/rnd for 1d4 rounds – multiple hits do not stack, but durations overlap.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.

APL 12

Xeg-yi, Medium Energon (Augmented), Outsider (Incorporeal): CR 6; HD 9d8+18, 55hp; Init +8; Spd fly 20ft (good); AC 18 (touch 18, Flat-footed 14) (+4 Dex, +4 deflection); BA/G +5/-, Atk incorporeal touch +13 melee (1d6 + negative energy) or negative energy ray +13 ranged touch (1d8 negative energy), Full Atk 4 incorporeal touches +13 melee (1d6 + negative energy), or negative energy ray +13 ranged touch (1d8 negative energy); SQ Incorporeal, negative energy lash, rebuke undead, explosion; S/R 5ft/5ft; SV Fort +7, Ref +10, Will +6; AL Neutral; Str -, Dex 18, Con 12, Int 7, Wis 10, Cha 18.

Skills and Feats: Hide +14, Search +9, Sense Motive +12, Spot +12; Combat Reflexes, Extra Turning, Improved Initiative, Improved Toughness.

Energy Ray (Ex): A Xeg-yi’s energy ray has a range of 30ft.

Explosion (Su): If a Xeg-yi is reduced to 0 hp its body is instantaneously destroyed in an explosion of negative energy that deals 1d8+9 points of damage to everyone within a 20ft radius burst (Fort SV DC 16 half).

Negative Energy Lash (Su): A xeg-yi can make a ranged touch attack or hit with an incorporeal touch attack to infuse a target with negative energy (2d8+5 damage).  It can use this power 9/day, and the xeg-yi can control this ability to avoid healing undead foes if necessary.

Rebuke Undead (su): Xeg-yi can suffuse a 60ft radius area with negative energy 9/day – effectively rebuking as a 9th lvl cleric.  It cannot destroy undead using this ability.
Negative Elemental, Elder (New Elemental):  Huge Elemental; CR 11; HD 24d8+96, hp 204; Init +13; Spd 60ft; AC 25 (touch 17, flat-footed 16) (-2 size, +9 Dex, +8 natural); BA/G +18/+32, Atk slam +26 (2d8+6 plus 2d8 negative energy), Full Atk 2 slams +26 (2d8+6 plus 2d8 negative energy); SA Infuse; SQ DR 10/-, Darkvision 60ft, elemental traits, immunity to negative energy, vunerability to positive energy; SP/R 15ft/15ft; SV Fort +14, Ref +23, Will +10; AL Neutral; Str 22, Dex 29, Con 18, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +28, Spot +29; Alertness, Blind-Fight, Combat Reflexes, Dodge, Great Fortitude, Improved Initiative, Iron Will, Mobility, Spring Attack, Weapon Finesse, weapon focus (slam).

Possessions: None.

Infuse (Ex): Those hit by a negative elemental’s slam attack must succeed on a Fort save DC 26 or swell with negative energy (losing 5hp/rnd for 1d4 rounds – multiple hits do not stack, but durations overlap.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.

.

Slam Attack: all damage dealt by a negative elemental is negative energy – it harms the living & heals undead.
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