SHL4-04

A Deepening Malice

A 1-Round D&D Living Greyhawk®
Shield Lands Regional Adventure

Version 0.1

Round 1

By Eric Anondson
Attempts to contact survivors inside the Tower of the Shield Mages in Admundfort have failed to breach the arcane defenses for months. The search for remaining Shield Mages outside the tower has yielded no one. The PCs are given orders to follow up a reference from a now-deceased Shield Mage’s diary. The trail leads deep into occupied territory to the edge of the treacherous Great Effluvial Swamp! (This is a Shield Lands adventure for APLs 2–12.)

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario.

Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire.


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages.


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.


Keep in mind that you must have at least three players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster.


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. Give the Scoring Packet to your event coordinator.
This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one. Once all players have a LIVING GREYHAWK character, play can begin.


Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.

Living Greyhawk Levels of Play

Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

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

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars, paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. 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.

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

4. If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.


Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are two things that you can do to help even the score.

1. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

2. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep

This is a standard one-round Regional adventure, set in the Shield Lands. Characters native to the Shield Lands pay one Time Unit per round, all others pay two Time Units per round. Adventurer’s Standard Upkeep costs 12gp per Time Unit. Rich Upkeep costs 50gp per Time Unit. Luxury Upkeep costs 100gp per Time Unit.

Adventure Background


This event is the fourth in the Towers series of Shield Lands’ regional event. Parts 1, 2 and 3 all contain background information that is helpful, but not essential for DMs running this event. Regardless, DMs are encouraged to be familiar with the prior events so as to provide a greater sense of continuation for players who have already played the earlier events. For convenience, the adventure backgrounds and summaries for parts 1, 2 and 3 are included in Appendix 3 and very briefly discussed in this section.


Since the events in SHL03-08 transpired, many schemes have been set in motion by groups intent on penetrating the Tower of the Shield Mages in Admundfort. Its arcane defenses prevent all passage or communication with those inside, if they are alive yet. With the arcane defenses active the only way to enter the Tower is with a key-device; every Shield Mage has their own.


Iuz’s emissary returned to Law’s Forge and reported what the traitor Yseron told about the Order of the Shield Mages’ and its spellpool. Yseron also handed over the key-device of Alewyn. While Vayne reported this news to his superior, High Priestess Althea, he began a new plot to use the information to gain advantage over Waquonis in Admundfort. Althea learned of Vayne’s scheme soon and, not wanting more inter-factional fighting, put an end to it. Before Vayne’s planning was stopped, the spies of the secretive Union of Erudite Scholars in the Black Hand mercenary company learned everything Vayne knew about the Tower, the Order and its spellpool. The Union of Erudite Scholars then began a search for a key-device for them.


Word of Yseron’s betrayal of the Order of the Shield Mages rippled among the Shield Landers conducting the War of Reclamation. They needed to inform any surviving Shield Mages inside the tower of this deed. Something also needed to be done to prevent the spellpool from falling into the hands of Iuz. Many Pathfinders were sent on missions to locate Shield Mages surviving outside the Tower, but months have gone by and none were found, alive or dead, and neither were their key-devices.


Investigators, becoming ever more desperate went back over everything they knew. Rereading a diary entry of the dead Shield Mage, Alewyn, they came upon a possible clue In the diary entry Alewyn mentioned in passing that Orlienas, apprentice to the Shield Mage Eórdsidh, traveled on a mission before the fall of the Shield Lands and had not been seen since. Also mentioned was a sighting of a map with a ruin near the edge of the Great Effluvial Swamp highlighted. The diary mentioned that Eórdsidh did not plan to return to her tower. The assumption of the investigators is that Eórdsidh would be inside the Tower, and not needing her key-device, gave it to her apprentice.


The investigators’ hope is to send a mission to learn if Orlienas did travel to those ruins, to discover where Eórdsidh’s key-device is, and bring them back.
Adventure Summary 


The PCs begin in the offices of Earl Janszen Reyneld, Knight of Holy Shielding and acting steward of Ringland. Reyneld informs the PCs that they were brought to Ringland to perform a mission that will take them deep into Iuzian occupied territory, to the edge of the Great Effluvial Swamp. The PCs receive their orders and are allowed to outfit themselves for the journey.


On the way, the PCs encounter a large band of armed troops under the banner of the Black Hand on the march not far from the destination. Assuming the PCs evade the forces, they will arrive at the ruins of Castle Mukos. However, already at ruins is a group sent by the Union of Erudite Scholars. The Black Hand troops are under the command of the group here. “Nightmarish things that lurk in the shadows” have decimated this group. They were about to abandon their efforts when the PCs arrive, but then combat will begin.


From the notes left behind, the PCs will be able to determine that the Union of Erudite Scholars was also here looking for the key-device of a Shield Mage. Their expedition has determined that there is a key-device somewhere in the vicinity of the ruins of Castle Mukos. The PCs will discover that the expedition still had not located it.


Eventually, the PCs will need to explore the network of tiny tunnels below the ruins, warrens that span the vicinity for over a mile in all directions. In the tunnels the PCs will encounter the meenlocks that inhabit them. One of the meenlocks the PCs defeat is a transformed Orlienas, and on its body is the key-device.


The PCs exit the tunnels to find that the Black Hand forces have marshaled themselves around the
Introduction


To play this event, a PC must have played any one of the following Shield Lands adventures:

· SHL02-01 A Message from Ringland

· SHL02-06 Dark Moons Rising

· SHL03-01 The Lonely Tower

· SHL03-04 A Light in the Dark

· SHL03-08 In the Cold Grave

· SHL04-01 The Good Oerth


Only yesterday you received a personal note that your past heroic deeds in the name of the Restored Holy Realm of the Shield Lands, and your proven loyalty had singled you out for a secretive mission. It was a personal summons from Earl Janszen Reyneld in Ringland.


It has been only two years since Ringland was rediscovered, over those years it has been quietly reconstructed and resupplied. Missions to monitor troop movements are Ringland’s most vital purpose, except those types of missions are not what anyone would expect to receive when summoned to the office of the Steward of Ringland, Earl Janszen Reyneld.


Waiting to be admitted into the Earl’s room, you see a few other fellow Pathfinders.

[Allow the PCs to introduce themselves.]


Suddenly the door swings open and the Earl’s aide ushers you in. Not bothering with formalities, the Earl promptly addresses you.


“The Shield Lands teeter once again on an edge. Since the Shield Lands’ fall to Iuz (spit) we here in Ringland held hope against all hope that someday the Old One’s noose would be broken from our necks. But only two years ago were our prayers answered.


“In the past few months I have watched in silence as the rest of the Council of Lords seems intent on repeating its past failures of arrogance. Oh, what one learns from a decade of isolation surrounded by the darkest evil. I cannot let Ringland’s fate dangle like some half-forgotten thing.


“You may know of the Shield Mages. They are another group who has held out against Iuz’s occupation all these years. Just like us, the Shield Mages are seemingly forgotten by the Council of Lords. While we here in Ringland have benefited from an ancient and mysterious magic, the Shield Mages have held out by their own strength and will.


“It will take too long to give specifics on how I learned what I know. I can assure you that if I knew sooner what I know now, something would have been done before the Shield Lands suffered the latest blows.”


Janszen is referring to disbanding of the Pathfinders and Katarina’s fate. Janszen has become an angry man. His isolation in Ringland, and the required anonymity, has left him an observer to Council doings. His disdain grows for the Council of Lords almost daily due to the sense of impotence he has over the fate of Ringland.


Earl Janszen understands that the fate of Ringland is again tied to the fate of the Restored Shield Lands. He knows of the Shield Mage’s spellpool in Admundfort, and realizes that if the Tower were to fall, the spellpool in Iuz’s hands would mean the downfall of the Shield Lands once again.


“I have had the records of all Pathfinders who have been brought to Ringland scoured. I also consulted with and contacted Lord Torkeep.


“You have been chosen for this mission. You will travel to the edge of the Great Effluvial Swamp, north-northwest of White Plume Mountain. An apprentice of the Shield Mages is believed to have headed from Bolam to these ruins. Castle Mukos was its name, last occupied over two hundred years ago. Stories say it is haunted.


“Whatever the reason for the apprentice going here,” pointing to the map “it remains a mystery. But she possessed something that must be recovered. Shield Mages each possess a key-device that grants entry to their Tower in Admundfort. It is the ONLY way in.


“Your mission is to come back with the key-device that apprentice had. We know her destination was here,” he says pointing to the spot on the map marking the ruins. “She was never seen again after, and we know there are no more Shield Mages alive outside the Tower.


“If there are no questions, you should leave as soon as you can be ready. But remember that once you leave Ringland for the occupied lands, your return must be as equally stealthy. The secret of Ringland’s existence must be kept. If we lose that, all of Ringland is lost.”


Janszen knows most of what occurred regarding the Shield Mages in parts 1, 2 and 3 of the series via dispatches with the rest of the Council of Lords. If the PCs ask about something about the background (see also appendix 3) that you believe Janszen would consider vital to the PCs success, you can let Janszen share it. Janszen, of course, knows nothing about what has happened, or is happening, with Vayne, Althea, the Black Hand or the Union of Erudite Scholars.


Janszen may impatiently interrupt the PCs if they are asking questions that aren’t related to the mission.

Encounter One


The trek across the blasted fallow farms is tedious as you wind your way out from Ringland in a manner meant to hide your trail. A few of the farms off in the distance are sites of mass farming by zombie workers, but they are easily avoided thanks to hedgerows overgrown from over a decade of negligence. The nearer to the swamp you get, the fewer signs of previous settlements there are to see, just greater amounts of oak savannah.


It takes three days of such stealthy traveling, seeing some of the most ravaged countryside of the Occupied Shield Lands, when you catch site of a large host of marching soldiers. Hundreds in number; humans, hobgoblins, and bugbears, many on warhorses, all under the banner of the Black Hand. You’re just a few miles out from your destination, traveling over a series of knolls; you can almost smell the sulfurous odor of the Great Effluvial Swamp.


The PCs really have only one good option available. That is to sit still while the Black Hand host marches away. The line of marching will bring the mercenary force on a vector that initially brings them towards the PCs position. But after waiting, the PCs will notice the troops are heading in a direction away from the ruins of Castle Mukos, and also that they are not on course to spot the hiding PCs.


Have the PCs make Hide checks.


Certain skill other checks will reveal to the PCs. Such as:

· Spot check DC 10: The force is moving at a direction directly away from Castle Mukos.

· Spot check DC 20: There are bizarrely dressed persons walking amongst the soldiers, seemingly in leadership activities. They are in black robes. Any PC who has played SHL02-06 Dark Moons Rising and SHL03-07 Obsidian will recognize the robed figures as people hobgoblin prisoners described as Ur-Flan, or more phonetically according to the hobgoblin’s hearing, “Yrflun”.

· Knowledge (local) DC 15: will reveal, for those who already don’t know it from past adventures, that the Black Hand mercenaries are in the employ of Vayne, who is headquartered at Law’s Forge.

Encounter Two

Before you lay the ruins of Castle Mukos. Situated on a hummock along the western fringe of the Great Swamp, you can see that it would have provided extended sightlines over the entire swamp from its height. All that is left now is part of a single tower, the bases of the old walls, and many piles of stone blocks.


You spot a few campfires burning from within the compound.

Around the site rubble is strewn, causing all ground movement to be half-normal. Their are bodies lying on the mats, they are creatures that have Wisdom scores brought to 0 due to the meenlock’s Rend Mind. This combat should be easier than normal because of the hindered state of the opponents, please pay attention to the Tactics paragraph. Except for the Loremaster Erudite Scholar, the opponents who are not in a coma helpless have Wisdom scores between 2 and 5.

APL 2 (EL 2)

Union wizard (1): hp 10, see Appendix.

Hobgoblin (3): hp: 6(x3), see Monster Manual page 153. (Apply a –3 or –4 penalty to Will saves and all Wis-based skills.)

APL 4 (EL 3)

Loremaster (1): hp 10, see Appendix.

Bugbears (3): hp: 16(x3), see Monster Manual page 29. (Apply a –3 or –4 penalty to Will saves and all Wis-based skills.)

APL 6 (EL 4)

Loremaster (1): hp 10, see Appendix.

Barghests (2): hp: 33(x2), see Monster Manual page 23. (Apply a –5 or –6 penalty to Will saves and all Wis-based skills.)

APL 8 (EL 5)

Loremaster (1): hp 10, see Appendix.

Greater Barghests (3) hp: 67(x3), see Monster Manual page 23. (Apply a –7 or –8 penalty to Will saves and all Wis-based skills.)

APL 10 (EL 6)

Loremaster (1): hp 10, see Appendix.

Greater Barghests (6) hp: 67(x6), see Monster Manual page 23. (Apply a –7 or –8 penalty to Will saves and all Wis-based skills.)

APL 12 (EL 7)

Loremaster (1): hp 10, see Appendix.

Greater Barghests (12) hp: 67(x12), see Monster Manual page 23. (Apply a –7 or –8 penalty to Will saves and all Wis-based skills.)


Tactics: The creatures have suffered a great amount of Wisdom damage. Unless a character comes within 10 feet, they will not respond to the PCs presence. However, once they have been successfully attacked, they will stand up (if not standing already) look around to see what just happened, and attack (or move and find someone to attack) the next round. 


The Encounter Level is adjusted for the tactics penalty for effectively responding two rounds late.

Treasure: PCs will be able to gather up everything of value belonging to the expedition; coins, equipment, and the spellbook of the Loremaster.


APL 2–loot (142 gp), coin (100 gp), eyes of the eagle (208 gp).


APL 4–loot (125 gp), coin (25 gp), eyes of the eagle (208 gp), lens of detection (292 gp).


APL 6–loot (375 gp), coin (125 gp), eyes of the eagle (208 gp), lens of detection (292 gp).

APL 8–loot (485 gp), coin (315 gp), eyes of the eagle (208 gp), lens of detection (292 gp).

APL 10–loot (0 gp), coin (7 gp), eyes of the eagle (208 gp), lens of detection (292 gp), rod of withering (2,083 gp).


APL 12–loot (130 gp), coin (33 gp), eyes of the eagle (208 gp), lens of detection (292 gp), rod of withering (2,083 gp), talisman of the sphere (750 gp).


Development: Once the camp is dealt with, the PCs will have a chance to search the ruins. Over 30 members of the expedition are laying about unconscious, actually in a coma suffering from constant nightmares. The Union Wizard Loremaster had his belongings in a separate tent. When the PCs search his tent (in the large circular enclosure) they will find the partially written note, Player’s Handout #1. The Loremaster was interrupted by the PCs arrival, thus its abrupt ending.


If any are kept alive, taken hostage, and questioned, all anyone will talk about is how he is being hunted, or watched. That they “are not wanted here.” That they are afraid of dark holes. All interspersed with screams of fright and pain. The Loremaster will not talk.

Encounter Three

You can smell a thick, moldy dampness in the air


The one entrance into the warrens that isn’t 20 inches high begins as a large natural crevasse in the wall in the basement level of a tower. It proceeds for about 45 feet before taking a sharp turn, with a width of about 5 feet. It descends 5 feet for every 15 feet traveled.


Once the PCs enter this cave, or try to crawl in any of the other meenlock-sized tunnels, angry clicks and grunting will be heard, seemingly emanating from right out of the stone walls. The meenlocks are showing their displeasure that their home has just been invaded. Every PC who enters a tunnel will eventually be targeted by the meenlocks.


While in the ruin’s basement:

· Track, or Search, check DC 22 will find footprints of Tiny humanoid-like creatures.

· Track check DC 26 will also notice that most tracks have feet with 6 toes, others with numbers of toes from 2 to 7.

· Track check DC 30 will also spot that each set of tracks seems to show the creature dragging something on the ground on the right and on the left.

· Search check DC 30 will locate one of the four hidden entrances in the basement level. Rubble will need to be cleared before they can be accessed. They are about two feet wide and high.


Once the PCs have passed the first 45 feet of the natural cave, have them make a Fortitude save DC13+APL to resist the poisonous affect of this supernatural moss. Those that fail are affected as if by dimensional anchor until 1d4 hours after it has been washed off.


Certain skill checks can offer the following results, or bonuses, when examining the moss.

· Knowledge (nature) DC20: Unidentifiable, but thinks it may be a mild poison.

· Knowledge (arcane) DC20: Unidentifiable, but believes it to have qualities of a countering agent.

· Knowledge (dungeoneering) DC20: Unidentifiable, but knows that broods of certain advanced meenlocks cultivate special mosses to aid defensibility of their warrens.

· 5 ranks or more in Craft (alchemy) grants a +5 synergy bonus to any of the checks.


Then read of paraphrase the following:


As you enter, you suddenly hear angry grunting and clicking, seemingly emanating from out of the very stone walls themselves. You smell a faint waft of damp and moldy air. Glaring into the tunnel you see that the walls are covered with a slimy bioluminescent coating. You can’t tell where the noises are coming from, but you sense they are moving. Then they suddenly stop and it is silent.


The cave descends gradually, its walls at arms length and the ceiling narrows to a point about 15 feet above you.

[For those who continue down the cave, read on.]


After 15 paces, or so, the passage bent left and then sharply back to the right and continued with a gradual curve leftward again. You now notice the ceiling has dropped in height enough that a human or orc would have to consider crouching to go farther. The walls are nearly brushing your shoulders. Suddenly, in the direction you were heading, a loud clicking from the cave can be heard.

[For those who continue down the cave, read on.]


The descending cave’s walls narrow and its ceiling drops lower. You get a strong sense of being cramped, and you movement has started to slow due to the obstructions caused by the cave itself. To your right and left you spot tiny openings, 20 inches high that go off as tunnels in the distance and bend out of your vision.

[APL 2 and 4 encounters here, do not read aloud more.]


The cave eventually begins to narrow to become indistinguishable from the tiny tunnels you spotted back up the passage.

[APL 6 and 8 encounters here, do not read aloud more.]


Until finally you find yourself squeezing through just such a tunnel and you can’t recall just when the cave stopped and this 2 foot high tunnel began.

[APL 10 and 12 encounters here]


Bioluminescent lighting in this section of tunnel is equivalent to starlight brightness.

APL 2 (EL 4)

Mukos meenlock: hp 27, see Appendix.

Small: Narrow constriction.

Medium: Narrow and Low constriction.

Large: Crawl-navigable.

APL 4 (EL 6)

Mukos meenlock (2): hp 27, see Appendix.

Small: Narrow constriction.

Medium: Narrow and Low constriction.

Large: Crawl-navigable.

APL 6 (EL 8)

Mukos meenlock (4): hp 27, see Appendix.

Small: Narrow and Low constriction.

Medium: Crawl-navigable.

Large: Awkward space.

APL 8 (EL 10)

Mukos meenlock assassins (2nd level) (4): hp 27, see Appendix.

Small: Narrow and Low constriction.

Medium: Crawl-navigable.

Large: Awkward space.

APL 10 (EL 12)

Mukos meenlock assassins (4th level) (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Tight squeeze.

APL 12 (EL 14)

Mukos meenlock assassins (6th level) (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Tight squeeze.


Tactics: The meenlocks are very unfavorable to fighting, but will if forced to. In these tunnels, however, it will be difficult for the meenlocks to be put in that situation. They will favor keeping their distance just outside of their vision and hitting with their Rend Mind ability. If a PC looks to be closing near enough to engage a meenlock in melee, the meenlock will activate its fear aura.


The meenlocks are very familiar with their tunnels. The warrens are their home. A Mukos meenlock can, and will, dimension door to anywhere it the tunnels it wants to be (within 60 feet).


The Mukos meenlocks have become extremely adept at hit and run tactics, and will gladly hit targets with their rend mind at a distance as long as they need to.


When a target has been reduced to a Wisdom score of 0, or is cowering from the fear aura, and there is sufficient opportunity to approach without getting attacked by anyone else, the meenlocks will approach to paralyze a subject. Once paralyzed, the meenlocks will bind the subject.


Three meenlocks are required to move a bound subject. If there aren’t three around to help move, enough will be called (via its telepathy) to aid moving the bound subject into the transformation chamber. Called meenlocks only come to assist moving a subject, if attacked, they will flee.
Encounter Four


The tunnels have become a veritable web of passages. One tunnel in particular is noticeably wider than the others, looking to be more trafficked, as if it were the primary route. The phosphorescent moss clinging to the walls is less here than further behind you.


You turn a sudden corner and in front of you is sight of true vileness. While the ceiling is still only 20 inches to 2 feet in height, the walls are opened up into a large chamber. The bioluminescent moss glows much brighter in this room due to its greater abundance.


The low ceiling prevents a good look into the room, but you can see at least three bound bodies lying on the floor. It appears they are humans or hobgoblins, or at least used to be, and they must be alive because they are moving!


Three of the tiny hunched forms are holding their claws on another bound body. [If a PC was captured, this can be him or her.] Just as soon as you see them, they vanish. All you hear is your own thoughts.


The bioluminescent lighting in this chamber is equivalent to moonlight brightness.


Spot check DC 15 will notice that the meenlocks were already looking exactly where the PC(s) spied upon them. Meenlocks, being telepathic, “heard” exactly where the PCs were from their thoughts.


Six bodies of people from the expedition camp are here, they are bound-up and in the midst of the final metamorphosis into meenlocks. In two hours their metamorphosis will be over. Unless the rest of the party took longer than 6 hours to get here, any PC here will be in the process of the initial metamorphosis only.


When more than half the party has moved into the chamber, they will be attacked.

APL 2 (EL 4)

Mukos meenlock: hp 27, see Appendix.

Small: Low constriction.

Medium: Crawl-navigable.

Large: Crawl-navigable.

APL 4 (EL 6)

Mukos meenlock (2): hp 27, see Appendix.

Small: Low constriction.

Medium: Crawl-navigable.

Large: Crawl-navigable.

APL 6 (EL 8)

Mukos meenlock (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Awkward space.

APL 8 (EL 10)

Mukos meenlock assassins (2nd level) (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Awkward space.

APL 10 (EL 12)

Mukos meenlock assassins (4th level) (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Tight squeeze.

APL 12 (EL 14)

Mukos meenlock assassins (6th level) (4): hp 27, see Appendix.

Small: Crawl-navigable.

Medium: Crawl-navigable.

Large: Tight squeeze.


Tactics: The meenlocks are more desperate now that their metamorphosis chamber is breached. The meenlocks will coordinate with each other to dimension door one of them into the chamber to launch its fear aura, while any others hiding will rend mind from a distance. They will then rotate sending in another meenlock to do the same thing, until all meenlocks have each used the fear aura once.


Development: Once the meenlocks in the metamorphosis chamber are defeated read or paraphrase the following:


The meenlock dies quickly, and the clicking and grunting that echo in the tunnels begins to slowly fade into distant silence.


With the final meenlock killed, the PCs will be able to search the room. The key-device will be found around the neck of one of the defeated meenlocks.


A Search of the room will reveal at the following DCs:

· DC 10 finds the body meenlock the key-device was located upon shows signs it was once female.

· DC 15 also notices the corpse is wearing scraps that could have once been made of a Shield Mage’s cloak or robe.

· DC 20 also locates a decaying book in a pile of discarded refuse. It is the diary of Orlienas, Player’s Handout #2.

Encounter Five


Unless the PCs took extreme measures to mark their path down, they will be lost due to the far too numerous passages and unfamiliar terrain. To find the correct path back, short of using the spell find the path, the PCs will need a Survival check DC 18+APL (DC 14 if a rough map was drawn by a player). A character with at least 5 ranks in Knowledge (dungeoneering) gains a +2 synergy bonus on this check.


Other potential methods of avoiding getting lost include:

· Casting dimension door or teleport for those unaffected by the moss’s dimension anchor affect.

· Casting enough augury (or similar divination spells) to answer “weal or woe” for at least 10 tunnels.

Trap: Parties who are lost will encounter a pit trap during their exploration for a way out the warren. Remember: dwarves can use their Search skill to locate these stonework traps just like rogues can, anyone can search for traps whose DC to find them is 20 or less, and anyone can take 20 on a search for traps.

APL 2 (EL 1)

Deeper Pit Trap: CR 1; mechanical; location trigger; repair reset; hidden switch bypass (Search CD 25); DC 15 Reflex save avoids; 20 ft. deep (2d6 fall); multiple targets (first target in each of two adjacent 5-ft. squares); Search (DC 20); Disable Device (DC 23).

APL 4 (EL 3)

Stone Blocks from Ceiling: CR 3; mechanical; location trigger; repair reset; hidden switch bypass (Search DC 25); Atk +10 melee (4d6, stone blocks); Search (DC 25); Disable Device (DC 20).

APL 6 (EL 5)

Falling Block Trap: CR 5; mechanical; location trigger; repair reset; hidden switch bypass (Search DC 25); Atk +15 melee (6d6, stone blocks); multiple targets (can strike all characters in two adjacent squares); Search (DC 20); Disable Device (DC 25).

APL 8 (EL 7)

Well-Camouflaged Pit Trap: CR 7; mechanical; location trigger; repair reset; hidden switch bypass (Search DC 25); DC 25 Reflex save avoid; 70 ft. deep (7d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); Search (DC 27); Disable Device (DC 18).

APL 10 (EL 9)

Spiked Pit with Poisoned Spikes: CR 9; mechanical; location trigger; repair reset; hidden switch bypass (Search DC 25); DC 20 Reflex save avoid; 70 ft. deep (7d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 plus poison each); poison (giant wasp poison, DC 14 Fortitude save resists, 1d6 Dex/1d6 Dex); Search (DC 20); Disable Device (DC 20).

APL 12 (EL 11)

Well-Camouflaged Spiked Pit with Poisoned Spikes: CR 11; mechanical; location trigger; repair reset; hidden switch bypass (Search DC 25); DC 25 Reflex save avoid; 70 ft. deep (7d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 plus poison each); poison (giant wasp poison, DC 14 Fortitude save resists, 1d6 Dex/1d6 Dex); Search (DC 29); Disable Device (DC 24).


Development: Once the trap is encountered, it will simply take another 30 minutes to find the correct tunnel up, and thus on to Encounter Six. 

Encounter Six

Once they have left the meenlock warrens they will arrive at the surface in time to see the Black Hand host camped outside the ruins, hundreds in number, humans, hobgoblins, bugbears, ogres, ogre mages and barghests. The mercenary army is blocking the rugged approach to the ruins.


When the PCs are ready to get to the surface, read or paraphrase the following:


Climbing the steps to the surface you arrive to an ominous calm. You hear soft footsteps somewhere in the camp but they are not in your sight. It seems there are multiple sources as well. A peaking out from your hole, you spy a pair of goblins. With no effort you surprise them and lay they low, clearly they weren’t expecting to find you.


But you weren’t expecting to see them either. You quickly survey the ruins again, and except for these goblins, they are as you last saw them…


Then you look out west, along the approach to the ruins. The Black Hand has camped but a quarter of a mile away, blocking that way completely.

As you contemplate how you will get out of here and return to Ringland you hear soft, but strangely soggy, footfalls. Walking on two legs you see a desiccated body standing a few steps from the edge of the water.


“Thiiinnngizzzzaaaarrd” it moans like a whispered hiss, pointing to the swamp. “Follooooww”, it then beckons to you with a wave of its arms. It shambles towards the edge of the swamp, stops, and looks for you to follow, and then walks out into the murk and muck of the Great Swamp’s.


The PCs can make a Spot check (DC 12) to see a small campfire burning off in the distance deep in the swamp a few miles. The mummy pointed exactly in that direction.


Other skill checks at this point will reveal:

· A Listen check DC 16 will hear that the front lines of the mercenary host will be up to the ruins in about 2 minutes.

· A Knowledge (religion) DC 16 will reveal that these walking corpses are likely Bog Mummies. For every +5 over this number, the PC can ‘know another unique bit of trivia about the creature, see appendix for more.

· Knowledge (local) DC 16 check by a Shield Lands’ or Bandit Kingdom resident will know that the “Witch of the Fens”, is thought to have undead servants, she calls them her ‘children’.


If there are any disabled or helpless PCs additional bog mummies will leap out of the water of the swamp to carry them. 


The ruins are soon to be overrun with the Black Hand. When their scouts do not return with new orders from the expedition they host will move en masse to the ruin.


Any engagement with the mercenary army is outside the intention of this module, and the party will not receive any experience points for it. Any PC contemplating just such a course should be reminded that their successful return to Ringland requires stealth and avoiding unnecessary conflict.

Bog Mummies (as many as needed): Undead, hp 65+ (each). See appendix.


Assuming the PCs follow after the bog mummies read or paraphrase the following:


Escaping into the swamp, you glimpse back through the ground fog and plumeberry bushes to see standards of the Black Hand being carried through the ruins of Castle Mukos. Attempts to investigate your trail into the swamp you are made by scouting parties, only to sink beneath the muck of the swamp from the pull of dozens of desiccated arms.

Your march, however, has been through almost knee-deep water between barely discernable gaps in the thorny foliage. Your escort has led you along a route with so many twists and turns that you couldn’t be sure of which way you now travel. You learned quickly why you are being led on a winding path.


The PCs must march along single file. The undergrowth and frequent clusters of deep bog and open water restrict travel such. The winding path is to avoid patches of quicksand. However, uncareful stepping could still prove a problem.

All APLs (EL 2)

Quicksand: See below.

Randomly determine one PC to encounter a patch. If that PC succeeds the Survival check, he will have just caught himself before slipping over the edge of the drop-off, and thus learned the trick to not getting taken by surprise again. Then randomly determine another PC and repeat the skill check until every PC has succeeded the check, or until the first PC fails the skill check.


DC 8 or greater spots the danger before stepping in.


Effects of Quicksand: Characters in quicksand must make a DC 10 Swim check every round to simply tread water in place, or a DC 15 Swim check to move 5 feet in whatever direction is desired. If a trapped character fails this check by 5 or more, he sinks below the surface and begins to drown whenever he can no longer hold his breath (see the Swim skill description, page 84 of the Player’s Handbook, and Drowning, page 304 of the Dungeon Master’s Guide).


Characters below the surface of a bog may swim back to the surface with a successful Swim check (DC 15, +1 per consecutive round of being under the surface).


Rescue: A rescuer needs a branch, spear haft, rope, or similar tool that enables him to reach the victim with one end of it. Then he must make a DC 15 Strength check to successfully pull the victim, and the victim must make a DC 10 Strength check to hold onto the branch, pole, or rope. If the victim fails to hold on, he must make a DC 15 Swim check immediately to stay above the surface. If both checks succeed, the victim is pulled 5 feet closer to safety.


If a PC has fallen in, and has sunk below the surface long enough to begin drowning (has fallen unconscious and has 0 hp), a bog mummy emerges beneath the PC to lift him to safety.

Conclusion


Time seems to pass slowly, but you think maybe an hour has passed since you first stepped into the swamp. Before you, in what could be called a clearing maybe 30 feet across, is a large campfire. Behind it is a small ramshackle hut.


Your escort leads you to stand near the campfire, as an old crone comes out of the hut and walks over to you. 


Without speaking a sound, she proceeds to each PC and examines them as if they were a prize horse. She’s checking their injuries in an almost motherly, yet stern fashion. Once all are checked, she returns to her hut.


Through the years, Thingizzard has suffused her home with her magic. It is protected by permanent dimensional lock and Mordenkainen’s private sanctum spells. It is has a hardness of 100, and is immune to fire. Spells below 5th level do not affect it.


 After a brief time, she reappears clutching an armful of potions.

Thingizzard: Female (unknown?) Sor14+.

Bog Golem (as many as needed): As Monster Manual clay golem, page 134-135, but also has swim speed of 20 ft., and no Berserk ability.

Bog Mummies (as many as needed): Undead, hp 65+ (each). See appendix.

· To anyone who took Wisdom damage, she hands a potion that smells of wet toads. It is a potion of lesser restoration.

· To anyone who took hit point damage she hands a potion that smells of farm animals. It is a potion of cure serious wounds.

· To anyone who failed the Fort save from the bioluminescent moss, she hands a potion that smells of rotten eggs. It is a potion of neutralize poison.

· To anyone who has started the meenlock metamorphosis, she holds her arms akimbo and tuts her tongue, “tch, tch, tch” and shakes her head. Take the PC to the side. Explain that there is no magic to at Thingizzard’s disposal to reverse or cure the meenlock metamorphosis. In moments, the PC will have finished the final phase of the meenlock metamorphosis, at which point only a wish or miracle spell will restore the PC. She can reincarnate the PC if the PC is willing, however. If not, the PC will finish the metamorphosis into a meenlock, and flee back to the meenlock warrens beneath Castle Mukos, and is then removed from the campaign.


Thingizzard is an ancient being, but she is not human, who has nurtured the Great Swamp into the “ecology” that it is. She appears as an old woman with pure white hair. Under normal circumstances, Thingizzard would not hesitate to destroy any invader of her swamp. Instead, Thingizzard sought out the PCs to give them what Eórdsidh sent Orlienas to obtain. 

Once Thingizzard has divvied out her assortment of potions, she speaks:


“Thingizzard I am, the Witch of the Fens. Home is the Great Swamp, is under mine protection. Be I very old, and very powerful. Am ancient when to Mountain Keraptis came. Great empires, from home, defended, so, too, did powerful magic-users, and usurpers of other kinds. Little Dregotha lets me alone, yet!


“But, my children…” Thingizzard looks longingly around the clearing. You do as well, and see desiccated bodies, one after the next, emerging from the damp soil, and rising to stand at the clearing’s edge. “… Ah! My family is more than my children.” There is a pleased, knowing-look in her eyes


“Nieces called. Ooooh! Could not I leave children to bring succor, no. Ah!” she says with a groan, but then briefly brightens.


“So, to me, niece sent OWN niece.” She then sighs. “Mukos’ folly was her’s again.”


Then the hag points at each of you, asking, “Your duty is as hers? Correct?


If no PC says yes, read or paraphrase the following:


Thingizzard screams a howl that seems to come out of the ground, shaking every bush like a swift wind. Her ‘children’ seem to grow in size. “You LIE to THINGIZZARD!? I… know…. Yes! Here, your presence now is trespass!”


She reaches into the air and pulls a shard of blackest obsidian from out of nothing. “My niece wanted, my niece gets. Deliver it!” The obsidian shard flies through the air, and into one of your hands.


“Welcome you not when next you cross into my home. Tell Eórdsidh her aunt wishes her well. Now, be gone you!”


Instantly the world around you becomes a blur of darkness and screaming. In a blink, or maybe it was a lifetime, you open your eyes to find yourself standing in front of the obelisk of Ringland. You look down to your hand, and you struggle to believe what you see. The obsidian shard in your palm is identical to the tip of the obelisk.


Identical, except there are no runes anywhere on your shard.


You have returned with the key-device, and something extra. Is this the boon it seems? 


If any one PC says yes, read or paraphrase the following:


Thingizzard chuckles with satisfaction, nodding. “Yes! I Know. Here it is.”


She reaches into the air and pulls a shard of blackest obsidian from out of nothing. “My niece needs, my niece gets.” The obsidian shard flies through the air, and into one of your hands.


“To her, bring this, before too late it be. Her time of need quickly nears. Know that welcome you be when to my home you return. Tell Eórdsidh her aunt wishes her well.”


Instantly the world around you becomes a blur of darkness and screaming. In a blink, or maybe it was a lifetime, you open your eyes to find yourself standing in front of the obelisk of Ringland. You look down to your hand, and you struggle to believe what you see. The obsidian shard in your palm is identical to the tip of the obelisk.


Identical, except there are no runes anywhere on your shard.


You have returned with the key-device, and something extra. Is this the boon it seems? 

The End

Experience Point Summary

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

Encounter Two: Union Expedition

Experience objective


APL2 60 xp; APL4 90 xp; APL6 120 xp; 

APL8 150 xp; APL10 180 xp; APL12 210 xp

Encounter Three: Meenlock Tunnels

APL2 120 xp; APL4 180 xp; APL6 240 xp; 

APL8 300 xp; APL10 360 xp; APL12 420 xp

Encounter Four: Meenlock Transformation Chamber

APL2 120 xp; APL4 180 xp; APL6 240 xp; 

APL8 300 xp; APL10 360 xp; APL12 420 xp

Encounter Five: Pit Trap

APL2 30 xp; APL4 90 xp; APL6 150 xp; 

APL8 210 xp; APL10 270 xp; APL12 330 xp

Encounter Six: Quicksand trap

All APLs 60 xp

Max. Possible Encounter XP:

APL2 360 xp; APL4 540 xp; APL6 720 xp; 

APL8 900 xp; APL10 1,080 xp; APL12 1,260 xp

Story Award

Recovered Eórdsidh‘s key-device:

APL2 30 xp; APL4 45 xp; APL6 60 xp; 

APL8 75 xp; APL10 90 xp; APL12 105 xp

Received Thingizzard’s obelisk shard:

APL2 30 xp; APL4 45 xp; APL6 60 xp; 

APL8 75 xp; APL10 90 xp; APL12 105 xp

Discretionary roleplaying award

APL2 30 xp; APL4 45 xp; APL6 60 xp; 

APL8 75 xp; APL10 90 xp; APL12 105 xp

Total possible experience: 

APL2 450 xp; APL4 675 xp; APL6 900 xp; 

APL8 1,125 xp; APL10 1,350 xp; APL12 1,575 xp

Treasure Summary

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


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


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


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


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure. Write the total in the GP Gained field of the adventure certificate. Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Encounter Two:


APL 2: L 142 gp; C 100 gp; M 208 gp


APL 4: L 125 gp; C 25 gp; M 500 gp


APL 6: L 375 gp; C 125 gp; M 500 gp


APL 8: L 485 gp; C 315 gp; M 500gp


APL 10: L 0 gp; C 7 gp; M 2,283 gp


APL 12: L 130 gp; C 37 gp; M 3,133 gp

Total Possible Treasure


APL 2: L 142 gp; C 100 gp; M 208 gp  - Total: 450 gp


APL 4: L 125 gp; C 25 gp; M 500 gp  - Total: 650 gp


APL 6: L 375 gp; C 125 gp; M 500 gp  - Total: 900 gp


APL 8: L 485 gp; C 315 gp; M 500 gp  - Total: 1,300 gp


APL 10: L 0 gp; C 7 gp; M 2,283 gp  - Total: 2,300 gp


APL 12: L 130 gp; C 37 gp; M 3,133 gp  - Total: 3,300 gp

Special

None

Items for the Adventure Record

Item Access

APL 2:

Eyes of the eagle (Adventure, 3rd, DMG)

APL 4: (All of APL 2 plus the following)
Lens of detection (Adventure, 9th, DMG)

APL 6: (All of APLs 2-4 plus the following)
APL 8: (All of APLs 2-6 plus the following)
APL 10: (All of APLs 2-8 plus the following)

Rod of withering (Adventure, CL 13th, DMG)
APL 12: (All of APLs 2-10 plus the following)

Talisman of the sphere (Adventure, CL 16th, DMG)
Appendix or DM Aid

[Special Note: The meenlocks in this adventure are advanced by Hit Dice up to 6HD, then by adding class levels beyond that.]

Meenlock

Tiny Aberration

Hit Dice: 4d8 (18)

Initiative: +1

Speed: 20 ft. (4 squares)

AC: 13 (+2 size, +1 dex), touch 13, flat-footed 12

Base Attack/Grapple: +3/–7
Attack: Claw +3 melee (1d2-2 plus paralysis)

Full Attack: 2 claws +3 melee (1d2-2 plus paralysis)

Space/Reach: 2-1/2 ft./0 ft.

Special Attacks: Fear aura, meenlock transformation, paralysis, rend mind

Special Qualities: Darkvision 60 ft., dimension door, telepathy

Saves: Fort +1, Ref +2, Will +5

Abilities: Str 6, Dex 13, Con 10, Int 11, Wis 12, Cha 15

Skills: Hide +12, Listen +5, Move Silently +5, Spot +4, Survival +5

Feats: Alertness, Track (B)

Environment: Any subterranean, temperate forest

Organization: Brood (3–5)

Challenge Rating: 3

Treasure: None

Alignment: Always lawful evil

Advancement: 5–6 HD (Tiny); 7–8 HD (Small)

Level Adjustment: +4

These dreadful pitiful creatures were once humans, dwarves, elves, gnomes and halflings. Through indescribable tortures, they were transformed into the hideous creatures known as meenlocks. Now they themselves carry on their forebears’ grisly work, kidnapping travelers and adventurers and inflicting the same nightmarish metamorphosis upon them.


A meenlock is a grotesque twisted parody of a humanoid creature. It stands about 2 feet tall, bit its body is stopped and deformed, causing it to drag the hooked claws that serve as its hands on the ground. Its hide is covered with shaggy spines and painful ulcers.


Meenlocks shun the light so they excavate lairs deep beneath remote forests. They often create cast labyrinths of tunnels that connect subterranean caverns, so that they can travel great distances without venturing aboveground. The entrances to meenlock lairs are expertly camouflaged and sealed with flat stone. If the creatures discover that one of their entrances has been tampered with, they track down and capture the intruders to protect their secrets.


Meenlocks communicate entirely through telepathy. They can also grunt and click, but these sounds don’t constitute a language. Occasionally the creatures act as if they are talking in order to conceal their telepathy ability from enemies.

COMBAT


Meenlocks fight if forced to do so, but they are week combatants. They prefer to pick off members of a group one at a time over a long period. The first attack they usually launch against their selected target is a slow mental assault (see Rend Mind, below). Some meenlocks have been known to stalk and harass their victims in this way for days.


Fear Aura (Su): As a free action, a meenlock can produce a fear effect in a 30-foot-radius burst, centered on itself. Any creature within the area that fails a Will save (DC 14) becomes catatonic from fear, cowering for 1d4+4 rounds. This save DC is Charisma-based. During this time, it rolls into a ball, hugs its knees, or simply stands in place, shivering and staring. Any creature that makes a saving throw against the effect cannot be affected again by that meenlock’s fear aura for 24 hours.


Meenlock Transformation (Su): Meenlocks drag their victims to their lairs and bind them to prevent their escape before starting the transformation. (A creature may be able to escape from its bonds and fight its way clear, but the odds are against it, especially since the height of the mazelike tunnels in a meenlock lair forces a medium creature to squeeze into space for tiny creatures.) Then three or more of them gather around to touch each helpless humanoid. After 1d6 hours of such physical contact with the meenlocks, all of the subject’s ability scores fall to 1 (except for any already at 0), then reducing him or her to a drooling helpless state (no saving throw). A heal or greater restoration spell at this point restores the creature to normal. In another 1d6 hours, the transformation is complete; the subject becomes forever a meenlock, losing all of its previous classes and abilities. At this point, only a wish or miracle spell can restore the victim.


Paralysis (Ex): Any creature hit by a meenlock’s claw must make a Fortitude save (DC 14) or be paralyzed for 3d6 rounds. This save DC is Charisma-based. The meenlocks use this time to bind the paralyzed creature. Once bound, a typical human can be carried by three meenlocks.


Rend Mind (Su): A meenlock can project thoughts and suggestions into the mind of a single creature within 300 feet. These thoughts are usually geared to cause paranoia—images of stalking monsters or peering eyes, and the sensation of being followed, watched, or sized up. The target of this mind-affecting phantasm must make a successful Will save (DC 14) or take 1d4 points of Wisdom damage. This save DC is Charisma-based. Once a meenlock uses this ability, it must wait 1d4 rounds before doing so again.


Dimension Door (Su): Once every 2 rounds, a meenlock can produce an effect like that of a dimension door spell, except that the range is only 60 feet and no additional weight can be transported.


Telepathy (Ex): A meenlock can communicate through telepathy with any creature that has a language. This communication has a range of 300 feet.


Skills: Meenlocks have a +8 racial bonus on Hide skill checks.

Bog Mummy 

Medium-Size Undead

Hit Dice: 10d12 (65 hp)

Initiative: +2

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

AC: 20 (+2 Dex, +10 natural), touch 12, flat-footed 20

Base Attack/Grapple: +5/+12

Attack: Slam +12 melee

Full Attack: Slam +12 melee (1d6+10 plus bog rot)

Space/Reach: 5 ft./5 ft.

Special Attacks: Bog rot, despair

Special Qualities: DR 5/–, darkvision 60 ft., fire resistance 10, undead traits

Saves: Fort +4, Ref +4, Will +7

Abilities: Str 24, Dex 14, Con —, Int 7, Wis 14, Cha 15

Skills: Hide +10, Listen +9, Move Silently +6 (+11 in swamp), Spot +9, Swim +11

Feats: Alertness, Blind-Fight, Great Fortitude, Weapon Focus (slam)

Environment: Any swamp and underground

Organization: Solitary, pair, wardens (3–4) or guardians (6–10)

Challenge Rating: 6

Treasure: Standard

Alignment: Always neutral evil

Advancement: 11–17 HD (Medium-size), 18–24 HD (Large)

Bog mummies are corpses preserved through the natural action of bogs or swamps and animated through evil magic. They usually lurk in dismal, sodden places where sacrifices or other foul rites were once performed. In many cases, bog mummies were once sacrificial victims themselves, strangled, and then staked down in a bog to appease some vile god.

A bog mummy resembles a shriveled and waterlogged corpse. Its skin is wrinkled and gray, black, or grimy brown. It usually wears the slimy remnants of sacrificial robes and often has a rotted noose around its neck. An odor of mud or rotting weeds usually clings to a bog mummy.

Bog mummies attack intruders without pause or mercy. They never attempt to communicate with their enemies and never retreat (except when turned). An encounter with a bog mummy can end only with the utter destruction of one side or the other.

A bog mummy can be created with the create greater undead spell. The caster must be a divine spellcaster of at least 16th level, and the corpse receiving the spell must first be dipped into a swamp or bog.

Bog mummies speak Common, but seldom do so. Most are 5 to 6 feet tall and weigh about 120 pounds.

COMBAT 

In melee combat, a bog mummy delivers a powerful blow. Even if it had no other abilities, its great strength and grim determination would make it a formidable opponent.

Bog Rot (Su): Each of a bog mummy's successful slam attacks exposes the victim to this supernatural disease (Fortitude save DC 22, incubation period 1 day, damage 1d6 points of Charisma). The DC is Charisma-based and includes a +5 racial bonus. Unlike normal diseases, bog rot continues until the victim reaches Charisma 0 or receives a remove disease spell or similar magic (see Disease in Chapter 4 of the Dungeon Master's Guide). A victim reduced to Charisma 0 by bog rot dies. An afflicted creature that dies, melts away into slime that evaporates in seconds unless both a remove disease and raise dead are cast on the remains within 6 rounds.

Despair (Su): At the mere sight of a bog mummy, the viewer must succeed at a Will save (DC 17) or be paralyzed with fear for 1d4 rounds. Whether or not the save is successful, that creature cannot be affected again by that bog mummy's despair ability for one day. The DC is Charisma-based.

Skills: Bog mummies have a +5 racial bonus on Move Silent checks (when in swamps), and a +10 racial bonus on Swim checks.
Appendix or DM Aid

Encounter 2

APL 2 (EL2)

Union Wizard: Female human wiz6; CR 2; Medium humanoid; HD 6d4; hp 18; Init +2; Spd 30 ft.; AC 13 (touch 12, flat-footed 11) [+2 Dex, +1 armor]; BA/G +3/#; Atk/Full Atk +3 melee (1d4, dagger); SA spells; SQ familiar; AL NE; SV Fort +2, Ref +4, Will +3; Str 10, Dex 14, Con 11, Int 16, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Concentration +5, Decipher Script +5, Knowledge (arcane) +10, Knowledge (architecture and engineering) +5, Knowledge (geography) +5, Knowledge (history) +6, Knowledge (local) +6, Knowledge (religion) +10, Knowledge (the planes) +15, Spellcraft +10; Combat Casting, Craft Wondrous Item, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]).


Possessions: Bracers of armor +1, dagger, eyes of the eagle, masterwork light crossbow, spellbook.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/4/4/3; base DC = 13 + spell level): 0—daze, detect magic, mage hand, message; 1st—detect secret doors, ray of enfeeblement (2), true strike; 2nd—daze monster, locate object, scare (2); 3rd—arcane sight, ray of exhaustion (2).


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, daze monster; knock, locate object, scare, 3rd—arcane sight, halt undead, ray of exhaustion, tongues.

Raven Familiar: CR —; Tiny magical beast; HD effectively 3; hp 9; Init +2; Spd 10 ft., fly 40 ft. (average); AC 17 (touch 14, flat-footed 15) [+2 dex, +2 size, +3 natural]; BA/G +3/–10; Atk/Full Att +7 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with master; AL NE; SV Fort +2, Ref +4, Will +7; Str 1, Dex 15, Con 10, Int 8, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Concentration +5, Decipher Script +1, Knowledge (arcane) +6, Knowledge (architecture and engineering) +1, Knowledge (geography) +1, Knowledge (history) +2, Knowledge (local) +2, Knowledge (religion) +6, Knowledge (the planes) +8, Listen +3, Spellcraft +6, Spot +5; Weapon Finesse.

APL 4 (EL3)

Union Loremaster: Female human wiz7/lor1; CR 3; Medium humanoid; HD 8d4; hp 24; Init +2; Spd 30 ft.; AC 14 (touch 13, flat-footed 12) [+2 Dex, +1 armor, +1 deflection]; BA/G +3/#; Atk/Full Atk +3 melee (1d4, dagger); SA spells; SQ familiar, secret of inner strength; SR #; AL NE; SV Fort +2, Ref +4, Will +7; Str 10, Dex 14, Con 11, Int 17, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Concentration +5, Decipher Script +5, Knowledge (arcane) +12, Knowledge (architecture and engineering) +5, Knowledge (geography) +5, Knowledge (history) +12, Knowledge (local) +6, Knowledge (religion) +12, Knowledge (the planes) +15, Spellcraft +12; Combat Casting, Craft Wondrous Item, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]).


Possessions: Bracers of armor +1, dagger, eyes of the eagle, lens of detection, masterwork light crossbow, ring of protection +1, spellbook.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/5/4/4/2; base DC = 13 + spell level): 0—daze, detect magic, mage hand, message; 1st—detect secret doors, ray of enfeeblement (2), true strike (2); 2nd—daze monster, locate object, scare (2); 3rd—arcane sight, ray of exhaustion (3); 4th—Rary’s mnemonic enhancer, scrying.


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, knock, locate object, scare, daze monster; 3rd—arcane sight, halt undead, Leomund’s tiny hut, ray of exhaustion, tongues; 4th—scrying, animate dead, Rary’s mnemonic enhancer.

Raven Familiar: CR —; Tiny magical beast; HD effectively 4; hp 12; Init +2; Spd 10 ft., fly 40 ft. (average); AC 18 (touch 14, flat-footed 16) [+2 dex, +2 size, +4 natural]; BA/G +3/–10; Atk/Full Att +7 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with birds, speak with master; AL NE; SV Fort +2, Ref +4, Will +9; Str 1, Dex 15, Con 10, Int 9, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Concentration +5, Decipher Script +1, Knowledge (arcane) +8, Knowledge (architecture and engineering) +1, Knowledge (geography) +1, Knowledge (history) +8, Knowledge (local) +2, Knowledge (religion) +8, Knowledge (the planes) +8, Listen +3, Spellcraft +8, Spot +5; Weapon Finesse.

APL 6 (EL4)

Union Loremaster: Female human wiz7/lor3; CR 4; Medium humanoid; HD 10d4; hp 30; Init +2; Spd 30 ft.; AC 15 (touch 13, flat-footed 13) [+2 Dex, +1 armor, +1 natural, +1 deflection]; BA/G +4/#; Atk/Full Atk +5 melee (1d4, dagger); SA spells; SQ familiar, lore, secret of inner strength, weapon trick; SR #; AL NE; SV Fort +3, Ref +5, Will +8; Str 10, Dex 14, Con 11, Int 17, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Appraise +5, Concentration +8, Decipher Script +10, Knowledge (arcane) +14, Knowledge (architecture and engineering) +5, Knowledge (geography) +5, Knowledge (history) +14, Knowledge (local) +6, Knowledge (religion) +14, Knowledge (the planes) +17, Spellcraft +12; Combat Casting, Craft Wondrous Item, Diligent, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]).


Possessions: Amulet of natural armor +1, bracers of armor +1, dagger, eyes of the eagle, lens of detection, masterwork light crossbow, ring of protection +1, spellbook.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/5/5/4/3/2; base DC = 13 + spell level): 0—daze, detect magic, mage hand, message; 1st—detect secret doors, ray of enfeeblement (2), true strike (2); 2nd—daze monster (2), locate object, scare (2); 3rd—arcane sight, ray of exhaustion (3); 4th—crushing despair, Rary’s mnemonic enhancer, scrying; 5th—dream, false vision.


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, knock, locate object, scare, daze monster; 3rd—arcane sight, halt undead, Leomund’s tiny hut, ray of exhaustion, tongues; 4th—animate dead, crushing despair, Rary’s mnemonic enhancer, scrying; 5th—dream, false vision, lesser planar binding.

Raven Familiar: CR —; Tiny magical beast; HD effectively 5; hp 15; Init +2; Spd 10 ft., fly 40 ft. (average); AC 19 (touch 14, flat-footed 17) [+2 dex, +2 size, +5 natural]; BA/G +4/–9; Atk/Full Att +8 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with birds, speak with master; AL NE; SV Fort +3, Ref +5, Will +10; Str 1, Dex 15, Con 10, Int 10, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Concentration +8, Decipher Script +5, Knowledge (arcane) +11, Knowledge (architecture and engineering) +2, Knowledge (geography) +2, Knowledge (history) +11, Knowledge (local) +3, Knowledge (religion) +11, Knowledge (the planes) +11, Listen +3, Spellcraft +9, Spot +5; Weapon Finesse.

APL 8 (EL5)

Union Loremaster: Female human wiz7/lor5; CR 5; Medium humanoid; HD 12d4; hp 36; Init +2; Spd 30 ft.; AC 16 (touch 14, flat-footed 13) [+2 Dex, +1 dodge, +1 armor, +1 natural, +1 deflection]; BA/G +5/#; Atk/Full Atk +6 melee (1d4 dagger); SA spells; SQ dodge trick, familiar, lore, secret of inner strength, weapon trick; SR #; AL NE; SV Fort +3, Ref +5, Will +9; Str 10, Dex 14, Con 11, Int 18, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Appraise +6, Concentration +8, Decipher Script +11, Gather Information +5 Knowledge (arcane) +16, Knowledge (architecture and engineering) +9, Knowledge (geography) +7, Knowledge (history) +15, Knowledge (local) +9, Knowledge (religion) +16, Knowledge (the planes) +20, Spellcraft +15; Combat Casting, Craft Rod, Craft Wondrous Item, Diligent, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]).


Languages: Common, Ancient Flan.


Possessions: Amulet of natural armor +1, bracers of armor +1, dagger, eyes of the eagle, lens of detection, masterwork light crossbow, ring of protection +1, spellbook.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/5/5/5/4/3/2; base DC = 14 + spell level): 0—daze, detect magic, mage hand, message; 1st—detect secret doors, ray of enfeeblement (2), true strike (2); 2nd—daze monster (2), locate object, scare (2); 3rd—arcane sight (2), ray of exhaustion (3); 4th—crushing despair (2), Rary’s mnemonic enhancer, scrying; 5th—dream, false vision, waves of fatigue, 6th—analyze dweomer, true seeing.


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, knock, locate object, scare, daze monster; 3rd—arcane sight, halt undead, Leomund’s tiny hut, ray of exhaustion, tongues; 4th—animate dead, crushing despair, Rary’s mnemonic enhancer, scrying; 5th—dream, false vision, lesser planar binding, waves of fatigue; 6th—analyze dweomer, legend lore, Tenser’s transformation, true seeing.

Raven Familiar: CR —; Tiny magical beast; HD effectively 6; hp 18; Init +2; Spd 10 ft., fly 40 ft. (average); AC 20 (touch 14, flat-footed 18) [+2 dex, +2 size, +6 natural]; BA/G +5/–8; Att/Full Att +9/+3 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with birds, speak with master; SR 17; AL NE; SV Fort +3, Ref +5, Will +11; Str 1, Dex 15, Con 10, Int 11, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Concentration +8, Decipher Script +5, Gather Information +4, Knowledge (arcane) +12, Knowledge (architecture and engineering) +5, Knowledge (geography) +5, Knowledge (history) +11, Knowledge (local) +3, Knowledge (religion) +12, Knowledge (the planes) +13, Listen +3, Spellcraft +11, Spot +5; Weapon Finesse.

APL 10 (EL6)

Union Loremaster: Female human wiz7/lor7; CR 6; Medium humanoid; HD 14d4; hp 42; Init +2; Spd 30 ft.; AC 16 (touch 14, flat-footed 13) [+2 Dex, +1 dodge, +1 armor, +1 natural, +1 deflection]; BA/G +6/#; Atk +4 melee (1d4 Str plus 1d4 Con, rod of withering); Full Atk +4/–1 melee (1d4 Str plus 1d4 Con, rod of withering); SA spells; SQ dodge trick, familiar, greater lore, lore, more newfound arcana, scry on familiar, secret of inner strength, weapon trick; SR #; AL NE; SV Fort +4, Ref +6, Will +10; Str 10, Dex 14, Con 11, Int 18, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Appraise +6, Concentration +8, Decipher Script +11, Gather Information +9 Knowledge (arcane) +16, Knowledge (architecture and engineering) +9, Knowledge (geography) +7, Knowledge (history) +15, Knowledge (local) +9, Knowledge (religion) +16, Knowledge (the planes) +22, Spellcraft +15; Combat Casting, Craft Rod, Craft Wondrous Item, Diligent, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]).


Languages: Common, Flan, Draconic, Goblinoid, Orc, Ancient Flan, Ancient Baklunish, Ancient Suloise, Old Oeridian, Celestial, Infernal, Abyssal.


Possessions: Amulet of natural armor +1, bracers of armor +1, dagger, eyes of the eagle, lens of detection, masterwork light crossbow, ring of protection +1, rod of withering, spellbook.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/5/6/5/5/3/3/2; base DC = 14 + spell level): 0—daze, detect magic, mage hand, message; 1st—detect secret doors, ray of enfeeblement (2), true strike (2); 2nd—daze monster (3), locate object, scare (2); 3rd—arcane sight (2), ray of exhaustion (3); 4th—crushing despair (2), Rary’s mnemonic enhancer (2), scrying; 5th—dream, false vision, waves of fatigue, 6th—analyze dweomer, greater dispel magic, true seeing; 7th—greater arcane sight, waves of exhaustion.


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, knock, locate object, scare, daze monster; 3rd—arcane sight, halt undead, Leomund’s tiny hut, ray of exhaustion, tongues; 4th—animate dead, crushing despair, Rary’s mnemonic enhancer, scrying; 5th—dream, false vision, lesser planar binding, waves of fatigue; 6th—analyze dweomer, legend lore, Tenser’s transformation, true seeing; 7th—Drawmij’s instant summons, greater arcane sight, waves of exhaustion.

Raven Familiar: CR —; Tiny magical beast; HD effectively 7; hp 21; Init +2; Spd 10 ft., fly 40 ft. (average); AC 21 (touch 14, flat-footed 19) [+2 dex, +2 size, +7 natural]; BA/G +6/–7; Att +10 melee (1d2–5, claws); Full Att +8/+3 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with birds, speak with master; SR 19; AL NE; SV Fort +4, Ref +6, Will +12; Str 1, Dex 15, Con 10, Int 12, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Concentration +8, Decipher Script +6, Gather Information +8, Knowledge (arcane) +13, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +12, Knowledge (local) +4, Knowledge (religion) +13, Knowledge (the planes) +16, Listen +3, Spellcraft +12, Spot +5; Weapon Finesse.

APL 12 (EL7)

Union Loremaster: Female human wiz7/lor9; CR 7; Medium humanoid; HD 16d4; hp 48; Init +3; Spd 30 ft.; AC 16 (touch 14, flat-footed 13) [+2 Dex, +1 dodge, +1 armor, +1 natural, +1 deflection]; BA/G +7/#; Atk +5 melee (1d4 Str plus 1d4 Con, rod of withering); Full Atk +5/+0 melee (1d4 Str plus 1d4 Con, rod of withering); SA spells; SQ dodge trick, familiar, greater lore, lore, newfound arcana, more newfound arcana, scry on familiar, secret of inner strength, weapon trick; SR #; AL NE; SV Fort +5, Ref +7, Will +11; Str 10, Dex 16, Con 11, Int 19, Wis 7, Cha 13; Height 5 ft. 6 in.


Skills and Feats: Appraise +10, Concentration +10, Decipher Script +11, Gather Information +10 Knowledge (arcane) +18, Knowledge (architecture and engineering) +10, Knowledge (geography) +10, Knowledge (history) +15, Knowledge (local) +10 Knowledge (religion) +18, Knowledge (the planes) +22, Spellcraft +15; Combat Casting, Craft Rod, Craft Wondrous Item, Diligent, Enlarge Spell, Heighten Spell, Scribe Scroll, Skill Focus (Knowledge [the planes]), Spell Focus (divination).


Languages: Common, Flan, Draconic, Goblinoid, Orc, Ancient Flan, Ancient Baklunish, Ancient Suloise, Old Oeridian, Celestial, Infernal, Abyssal, Auran, Ignan, Aquan, Terran.


Possessions: Amulet of natural armor +1, bracers of armor +1, dagger, eyes of the eagle, lens of detection, masterwork light crossbow, ring of protection +1, rod of withering, spellbook, talisman of the sphere.


Physical Description: (if significant) [Details about appearance]


Spells Prepared (4/6/6/5/5/4/3/3/2; base DC = 14 + spell level): 0—daze, detect magic, mage hand, message; 1st—comprehend languages, detect secret doors, ray of enfeeblement (2), true strike (2); 2nd—daze monster (3), locate object, scare (2); 3rd—arcane sight (2), ray of exhaustion (3); 4th—crushing despair (2), Rary’s mnemonic enhancer (2), scrying; 5th—dream, false vision, waves of fatigue, 6th—analyze dweomer, greater dispel magic, true seeing; 7th—greater arcane sight, spell turning, waves of exhaustion; 8th—moment of prescience, protection from spells.


Spellbook: 0—arcane mark, daze, detect poison, detect magic, mage hand, message, read magic; 1st—comprehend languages, detect secret doors, detect undead, ray of enfeeblement, true strike; 2nd—command undead, knock, locate object, scare, daze monster; 3rd—arcane sight, halt undead, Leomund’s tiny hut, ray of exhaustion, tongues; 4th—animate dead, crushing despair, Rary’s mnemonic enhancer, scrying; 5th—dream, false vision, lesser planar binding, waves of fatigue; 6th—analyze dweomer, legend lore, Tenser’s transformation, true seeing; 7th—Drawmij’s instant summons, greater arcane sight, spell turning, waves of exhaustion, 8th—binding, moment of prescience, protection from spells.

Raven Familiar: CR —; Tiny magical beast; HD effectively 8; hp 21; Init +2; Spd 10 ft., fly 40 ft. (average); AC 22 (touch 14, flat-footed 20) [+2 dex, +2 size, +8 natural]; BA/G +7/–6; Att +11 melee (1d2–5, claws); Full Att +11/+4 melee (1d2–5, claws); Space/Reach 2-1/2 ft./0 ft.; SA deliver touch spells; SQ empathic link, improved evasion, low-light vision, share spells, speak Ancient Flan, speak with birds, speak with master; SR 21; AL NE; SV Fort +5, Ref +7, Will +13; Str 1, Dex 15, Con 10, Int 12, Wis 14, Cha 6.; Length 2 ft., Wingspan 4 ft., Weight 4 lb.


Skills and Feats: Appraise +4, Concentration +10, Decipher Script +6, Gather Information +9, Knowledge (arcane) +15, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +12, Knowledge (local) +6, Knowledge (religion) +15, Knowledge (the planes) +16, Listen +3, Spellcraft +12, Spot +5; Weapon Finesse.

Encounters 3 and 4

APL 2 (EL4)
Meenlock: Non-gendered meenlock; CR 3; Tiny Aberration; HD 4d8; hp 18; Init +1; Spd 20 ft.; AC 13 (touch 13, flat-footed 12) [+2 size, +1 dex]; BA/G +3/–7; Atk +3 melee (1d2-2, claw plus paralysis); Full Att +3 melee (1d2-2, 2 claws plus paralysis); Face/Reach 2 1/2 ft. by 2 1.2 ft./0 ft.; SA Fear aura, meenlock transformation, paralysis, rend mind; SQ Darkvision 60 ft., dimension door, immune to poison, immune to disease, telepathy; AL LE; SV Fort +1, Ref +2, Will +5; Str 6, Dex 13, Con 10, Int 11, Wis 12, Cha 15; Height 20 in.


Skills and Feats: Hide +12, Listen +5, Move Silently +5, Spot +4, Survival +5; Alertness, Track.


Fear Aura (Su): As above, but Will DC14.


Meenlock Transformation (Su): As above.


Paralysis (Ex): As above, but Fort DC14.


Rend Mind (Su): As above, but Will DC14.


Dimension Door (Su): As above.


Telepathy (Ex): As above.


Possessions: None.

APL 4 (EL6)
Mukos Meenlock: Non-gendered meenlock; CR 3; Tiny Aberration; HD 6d8; hp 27; Init +1; Spd 20 ft.; AC 13 (touch 13, flat-footed 12) [+2 size, +1 dex]; BA/G +4/–6; Atk +4 melee (1d2-2, claw plus paralysis); Full Att +4 melee (1d2-2, 2 claws plus paralysis); Face/Reach 2 1/2 ft. by 2 1.2 ft./0 ft.; SA Fear aura, meenlock transformation, paralysis, rend mind; SQ Darkvision 60 ft., dimension door, immune to poison, immune to disease, telepathy; AL LE; SV Fort +2, Ref +3, Will +6; Str 6, Dex 13, Con 10, Int 11, Wis 12, Cha 15; Height 20 in.


Skills and Feats: Hide +14, Listen +5, Move Silently +6, Spot +4, Survival +6; Ability Focus (rend mind), Alertness, Track.


Fear Aura (Su): As above, but Will DC15.


Meenlock Transformation (Su): As above.


Paralysis (Ex): As above, but Fort DC15.


Rend Mind (Su): As above, but Will DC17.


Dimension Door (Su): As above.


Telepathy (Ex): As above.


Possessions: None.

APL 4 (EL6)
As APL4

APL 8 (EL10)
Mukos Meenlock Rogues: Non-gendered meenlock rog2; CR 5; Tiny Aberration; HD 6d8 plus 2d6; hp 35; Init +1; Spd 20 ft.; AC 13 (touch 13, flat-footed 12) [+2 size, +1 dex]; BA/G +5/–5; Atk +5 melee (1d2-2, claw plus paralysis); Full Att +5 melee (1d2-2, 2 claws plus paralysis); Face/Reach 2 1/2 ft. by 2 1.2 ft./0 ft.; SA Fear aura, meenlock transformation, paralysis, rend mind, sneak attack +1d6; SQ Darkvision 60 ft., dimension door, evasion, immune to poison, immune to disease, telepathy; AL LE; SV Fort +2, Ref +6, Will +6; Str 6, Dex 13, Con 10, Int 11, Wis 12, Cha 16; Height 20 in.


Skills and Feats: Disable Device +4, Disguise: +8, Hide +14, Listen +5, Move Silently +8, Search +4, Spot +5, Survival +6; Ability Focus (rend mind), Alertness, Track.


Fear Aura (Su): As above, but Will DC17.


Meenlock Transformation (Su): As above.


Paralysis (Ex): As above, but Fort DC17.


Rend Mind (Su): As above, but Will DC19.


Dimension Door (Su): As above.


Telepathy (Ex): As above.


Possessions: None.

APL 10 (EL12)
Mukos Meenlock Assassins: Non-gendered meenlock rog2/asn2; CR 7; Tiny Aberration; HD 6d8 plus 4d6; hp 43; Init +1; Spd 20 ft.; AC 13 (touch 13, flat-footed 12) [+2 size, +1 dex]; BA/G +6/–4; Atk +6 melee (1d2-2, claw plus paralysis); Full Att +6/+1 melee (1d2-2, 2 claws plus paralysis); Face/Reach 2 1/2 ft. by 2 1.2 ft./0 ft.; SA Death attack, fear aura, meenlock transformation, paralysis, rend mind, sneak attack +2d6; SQ Darkvision 60 ft., dimension door, evasion, immune to poison, immune to disease, telepathy, uncanny dodge; AL LE; SV Fort +2, Ref +9, Will +6; Str 6, Dex 13, Con 10, Int 11, Wis 12, Cha 16; Height 20 in.


Skills and Feats: Disable Device +5, Disguise: +8, Hide +14, Listen +5, Move Silently +8, Search +5, Spot +5, Survival +6, Tumble +8; Ability Focus (rend mind), Alertness, Track.


Fear Aura (Su): As above, but Will DC18.


Meenlock Transformation (Su): As above.


Paralysis (Ex): As above, but Fort DC18.


Rend Mind (Su): As above, but Will DC20.


Dimension Door (Su): As above.


Telepathy (Ex): As above.


Possessions: None.


Spells Known  (1; base DC = 10 + spell level): 1st—[ghost sound, obscuring mist, true strike].

APL 12 (EL14)
Mukos Meenlock Assassins: Non-gendered meenlock rog3/asn3; CR 9; Tiny Aberration; HD 6d8 plus 4d6; hp 61; Init +2; Spd 20 ft.; AC 14 (touch 14, flat-footed 12) [+2 size, +2 dex]; BA/G +8/–2; Atk +12 melee (1d2-2, claw plus paralysis); Full Att +12/+7 melee (1d2-2, 2 claws plus paralysis); Face/Reach 2 1/2 ft. by 2 1.2 ft./0 ft.; SA Death attack, fear aura, meenlock transformation, paralysis, rend mind, sneak attack +4d6; SQ Darkvision 60 ft., dimension door, evasion, immune to poison, immune to disease, telepathy, uncanny dodge; AL LE; SV Fort +4, Ref +10, Will +8; Str 6, Dex 14, Con 10, Int 11, Wis 12, Cha 16; Height 20 in.


Skills and Feats: Disable Device +5, Disguise: +8, Hide +18, Listen +5, Move Silently +12, Search +5, Spot +5, Survival +6(+8), Tumble +10; Ability Focus (rend mind), Alertness, Track, Weapon Finesse.


Fear Aura (Su): As above, but Will DC19.


Meenlock Transformation (Su): As above.


Paralysis (Ex): As above, but Fort DC19.


Rend Mind (Su): As above, but Will DC21.


Dimension Door (Su): As above.


Telepathy (Ex): As above.


Possessions: None.


Spells Known  (2; base DC = 10 + spell level): 1st—[ghost sound, obscuring mist, true strike
Appendix 2: Cramped Spaces

Any creature in a cramped space cannot have its space occupied by a smaller creature, including familiars. Therefore any creature with no natural reach (Tiny or smaller sized creatures) is able to attack cramped creatures from adjacent spaces. Doing so still provokes an attack of opportunity as if it were entering the space of the target. Any creature fighting in a cramped space loses its Dexterity bonus (if any), and gains a –4 penalty, to Armor Class. Beyond that, the following adjustments apply, depending upon the prevailing conditions. 


Narrow or Low: An area that is smaller horizontally than the creature’s space or smaller vertically than its height falls into this category, so long as the constricted dimension is at least one-half the creature’s space or height, respectively. A creature in such a space moves at one-half normal speed because of the cramped conditions, and running and charging are impossible. The cramped creature takes a –2 circumstance penalty on attack rolls with light weapons and a –4 circumstance penalty on attack rolls with one-handed weapons. It cannot use two-handed weapons at all.


Narrow and Low: An area that is smaller in both the horizontal and vertical dimensions than the creature’s space falls into this category, so long as each of the constricted dimensions is at least one-half the creature’s space or height, respectively. A creature in these conditions moves at one-quarter normal speed and takes attack penalties twice those above.


Crawl-Navigable: An area less then one-half but at least one-quarter of the creature’s height is crawl-navigable. The creature can move through such a space by falling prone and crawling at a speed of 5 feet (1 square), but it must remove medium and heavy armor, backpacks, and other bulky equipment (although these can be dragged along 


behind). The normal penalties for lying prone apply. The only ranged weapon a creature in a crawl-navigable space can use is a crossbow.


Awkward Space: An awkward space is narrower than narrow, lower than low, or smaller then crawl-navigable, but not quite a tight squeeze. For example, a fissure 2 feet wide is less then one-half the space of a Medium creature and is therefore more cramped than a narrow space, but any Medium creature should be able to wriggle through with a little work. A creature in such a space can move 5 feet (1 square) with a DC 15 Escape Artist check. Fighting in an awkward space is possible only with light weapons, and the creature takes a –8 penalty on its attack rolls. The only ranged weapon a creature in an awkward space can use is a crossbow.


Tight Squeeze: A tight squeeze is an area larger than the creature’s head but smaller than its shoulders, as described in the Escape Artist description. The creature can move 1 square with a DC 30 Escape Artist check. Fighting is impossible.

Weapons in Cramped Spaces


Some weapons are more suitable for limited space then others. Piercing weapons that jab rather than slice at an opponent are treated as one size category smaller than normal for the purpose of calculating penalties on attack rolls. Such weapons include the dagger, short sword, rapier, spear (any type), and trident, but not the pick, scythe, gnome hooked hammer, or spiked chain.


Attacks with ranged weapons take penalties appropriate to their sizes on narrow or low conditions. Crossbows are the only ranged weapons usable in crawl-navigable and awkward spaces, but attacks make with it still take size-appropriate penalties.

Tunnel Constriction

	Constriction
	Move Penalty1
	Armor Class

Penalty
	Attack Penalty

Light Weapon2
	Attack Penalty

One-handed2
	Attack Penalty

Two-handed2
	Ranged

Weapons

	Narrow or low
	1/2 speed
	–4, lose Dex bonus
	–2
	–4
	Unusable
	Any

	Narrow and low
	1/4 speed
	–8, lose Dex bonus
	–4
	–8
	Unusable
	Any

	Crawl-navigable
	5 ft. only, prone
	–8 (plus –4 prone), lose Dex bonus
	–4 (plus –4 prone)
	–8  (plus –4 prone)
	Unusable
	Crossbow only

	Awkward space
	Escape Artist

(DC 15) 5 ft.
	–8, lose Dex bonus
	–8
	Unusable
	Unusable
	Crossbow only

	Tight squeeze
	Escape Artist

(DC 30) 5 ft.
	
	Unusable
	Unusable
	Unusable
	Unusable


1 A creature moving through cramped quarters loses its Dexterity bonus (if any) to Armor Class.

2 Treat piercing weapons that are jabbed at the target as one size category smaller.

Appendix 3: Towers Series Adventure Backgrounds and Summaries

SHL03-01 The Lonely Tower

Adventure Background

Late in the month of Harvester in the common year 591, the Shield Lands won a tremendous victory against the occupying forces loyal to the evil demigod Iuz. After three years at a virtual standstill in the War of Reclamation, the Knights of Holy Shielding and the Shield Lands’ army repatriated Torkeep. Torkeep is the ancestral home of Earl Franz Torkeep of the Council of Lords. The keep, a smallish moat and bailey structure in the northwest portion of the nation had been under Iuz’s control since its fall in 583 CY. This victory was the Shield Lands’ first real success against Iuz since the end of the Great Northern Crusade in 588 CY and the first territorial gain without the aid of the nation’s major allies. Within days Iuz’s forces made an attempt to retake the keep. Though seriously outnumbered, Pathfinders and Shield Lands soldiers held the keep long enough for Knight Commander Katarina Walworth to arrive with reinforcements and drive off Iuz’s minions.


Six individuals, brave Pathfinders all, played a unique role in holding Torkeep against a second fall to the Old One. While their companions faced death on the walls of Torkeep during the final hours of the now famous Battle of Torkeep, Omaya Fairspeak of Heironeous, Eiorhn of Kord, Darius Skye, Reeves Nithtel, Lannona and Brandy Fardale left what little safety the keep offered to race off on what might have been a fool’s errand.


The Pathfinders were sent northwest along the banks of the Ritensa River to an abandoned tower. The tower once belonged to Orand Hastironn the Artificer, a powerful wizard and member of the mysterious Shield Mages. Known for his skill at creating magical constructs, it was hoped the six heroes could recover something to aid Torkeep until reinforcements arrived. Of particular note was the wizard’s mighty Shield Guardian that had not been seen since Iuz invaded. Both it and its master disappeared shortly after the wizard suffered an apparent mortal wound in battle.


The Pathfinders reached the tower only to find it devoid of life and infested with undead shadows. In the highest room of the tower they found the remains of missing wizard strung up and violated in unspeakable ways. Apparently, the wizard ordered his construct to return him to his tower to heal, only to be overwhelmed by the undead minions of the Old One.  Sorely wounded and trapped in the tower by undead, the wizard could not call his Shield Guardian servant to his side. The giant construct lay quietly at the bottom of the Ritensa River while its master was torn to shreds.


The heroes found the control device for the shield guardian in the rubble of the wizard’s laboratory, unknowingly left behind by Iuz’s forces.  With a simple mental command, the giant warrior rose amidst a cloud of silt from the bottom of the river, once again ready to serve the Holy Realm.


With time running out for the defenders of Torkeep, the Pathfinders hurried back hoping to find the keep’s defenses still intact. They arrived in time for the final assault by Lord Arbas, a former-lord of the Shield Lands, now traitor and servant of Iuz’s Lesser Boneheart mage Vayne. Orcs, hobgoblins, ogres and giants in great numbers pounded at the gates of Torkeep. The shield guardian waded into the fray flailing its powerful stone fists, crushing foes with silent fury. The unexpected attack from outside the walls threw Lord Arbas’ troops into disarray long enough for Lord Torkeep and the remaining defenders to rally and push the attackers from the walls. By the time Lord Arbas reorganized his confused troops, Lady Katarina and a large force of Shield Knights arrived and broke the siege.


In the end, Torkeep remained in the possession of the Shield Lands, but the traitorous Lord Arbas escaped. The six heroes later learned that for their part in his defeat, Lord Arbas placed a price on each of their heads.  Though they had likely saved Torkeep and its defenders, their own lives were now in constant danger.


Since its recovery, Torkeep has become the northern-most bastion of the Shield Lands, replacing the Ritensa Outpost as the first line of defense against attacks coming south along the Ritensa River. When Gensal was recovered later the same year, Fort Vigilance, the headquarters of the Order of the Northern Guard was moved north to create a steady line of defense stretching from the banks of the Ritensa east to Gensal, and turning south to the South Keep Outpost. From these border forts, Shield Land’s patrols monitor and protect the border up to a half-day’s ride into the occupied lands.


Between each of the major forts (Torkeep, Fort Vigilance, Gensal and the South Keep Outpost) lie smaller border forts consisting of little more than a wooden lookout tower surrounded by a stout wooden palisade and manned by 50-100 soldiers, Pathfinders and Knights of Holy Shielding. One of these smaller outposts now occupies the Shield Mage Orand’s former tower.


Due to its proximity to Torkeep, the outpost has no official name (though it has earned the nickname “Orand’s Tomb”) and does not support a large garrison (usually less than 20 soldiers and Pathfinders). In fact, the tower is occupied only for its position along the river that allows for an excellent view of the surrounding territory. The defenses at Torkeep have similar vantage points, but the small tower provides a slightly better line of sight to locations across the Ritensa.


With Torkeep so close by (only about an hour away on foot), the garrison at Orand’s “Tomb” is rotated fairly regularly. The party is one such group of garrison replacements.


Unfortunately, not all things are as they are believed to be. Minions of Iuz did not kill Orand. Months before Iuz invaded the Shield Lands, Orand began a project on a new kind of construct. During his travels he found an incomplete copy of a book written in the infernal language of the Nine Hells of Baator, describing the making of a type of golem constructed entirely of chains. The construction of these powerful golems is a closely guarded secret known only to the constructs’ usual masters, called chain devils on Oerth, the hellish kytons. Because the book was incomplete, Orand was forced to fill in the blanks by experimentation. Ultimately the Shield Mage was successful, or nearly so, but his success was also his downfall.


The kyton, to whom the book originally belonged, (and whom Orand suspected wrote the book, or served the one who did) became aware of Orand’s experiments and his goal to use the chain golems in the coming war with Iuz.  Enraged that a mere human dared to usurp the secret of the chain golems from the kytons of Hell, the kyton found a way to Oerth and killed Orand and one of his apprentices.  After the battle, the kyton hoped to retrieve the book and remove it from the Prime Material Plane.  Unfortunately, Orand had foreseen the possibility of evil creatures attempting to recover the book and had a permanent protection from evil enchantment cast on the book.  The kyton found that as an otherworldly evil creature, he could not touch the book.


Unable to take the book back to the City of Chains in the Nine Hells, the kyton decided to place a number of guardians around the book and keep a close eye on the book.


Years later on the day this event begins, a few curious soldiers of the tower’s garrison stumbled on the Shield Mage’s hidden workshop.  While investigating, they found and opened Orand’s book. This drew the attention of the kyton’s, who then appeared and slaughtered them all (including the ones still upstairs). After sunset, a group of hobgoblins showed up and were killed as well (except for a few that hid upstairs). After the bloodshed was finished the kyton dragged all the bodies down into the basement workshop and removed all signs of his attack so others, possibly more powerful than the soldiers, would not find and take the book from him.


As the adventure begins, the kyton is just finishing his grim work and will still be in the tower’s lower levels when the PCs arrive.


The adventure takes place in mid-Readying, 593 CY.

Adventure Summary 


The adventure begins with the PCs about a half-mile away from Orand’s tower. The weather is terrible and a constant cold rain falls, making things wet, muddy and generally unpleasant.


Magical attempts to communicate with, or scry, the outpost reveal no activity and no garrison, only the tower, the recently constructed wooden palisade and a few, apparently empty tents remain. Oddly, the outpost’s four horses are still in their pen and seem to be unharmed and completely normal. The PCs have been ordered to relieve the Pathfinder garrison at the Tower.


Upon arrival, the PCs find things just aren’t right.  There are no signs of a struggle outside the tower and even the outpost’s horses are still where they should be, but everyone else is gone. The gates of the palisade are open, but look like they were opened from within. Tracking reveals what are obviously the garrison’s own tracks, but also shows a group of booted humanoids entering the gates sometime last night, but do not show them leaving again.


Proceeding cautiously the PCs enter the tower to continue their investigation. Much like outside, they find no obvious signs of trouble and continue up to the tower’s highest level. In the makeshift outpost headquarters they find two hobgoblins, more frightened than hostile. The hobgoblins serve Iuz, but do not attack the PCs on sight, attempting instead to parlay and possibly convince the PCs to release them.


Interrogation of the prisoners earns the PCs some interesting information that confirms much of what they’ve found so far, but introduces some new mysteries. Without a true answer to what happened to the garrison or the reinforcements, the PCs look more closely at the tower.


In the entry hall on the first level of the tower, the PCs find faint marks on the floor that lead up to and end at the wall. With some effort, they open the secret door, revealing a passage down into the depths below the tower. The PCs head down the passageway hoping to find an answer to what happened to the missing soldiers.


On the way down, the party is attacked by shadows. The tight confines of the narrow, twisting staircase make the battle very difficult, but the PCs overcome the undead and continue down.


At the bottom of the stairs, the PCs find a much larger and better-stocked lab devoted to the creation of mechanical constructs. Early visitors to the tower found another smaller lab in the upper levels of the tower, but this one far surpasses it in content and size.


Before the PCs can search, several piles of what appeared to be iron chains come alive and attack the PCs. These “chain golems” give the PCs a good fight, but are defeated.


A quick search of the room reveals a number of books including the personal journal of one of Orand’s apprentices, a complete set of instructions for the creation of a homunculus and incomplete notes on the creation of something called a “chain golem”. The notes indicate that Orand had not yet deciphered the complete process to create a chain golem.


In the one room connecting to the lab the PCs find a horrific sight and a new foe. All of the missing soldiers are scattered about, their bodies crushed and broken as if lashed with iron chains. Standing over the bodies is a hellish kyton who demands Orand’s book.


After defeating the devil, the PCs return to Torkeep to report and are allowed to keep a copy of the apprentice’s journal and the book on homunculus creation.

SHL03-04 A Light in the Dark

Adventure Background

Lord Linard, a Shield Lands’ noble rumored to be under consideration by the Council of Lords to become the new Lord of South Keep was visiting with Lord Enerick in Bright Sentry two days ago. Lord Enerick was interested in gauging where the man would stand in the Council of Lords and wished to discuss matters with Lord Linard. It is believed that agents of Iuz in the city, hoping to sow discord and capture a valuable prisoner, noted when his ship was to return to the mainland and made arrangements with Rhennee pirates in the service of Iuz to have the ship attacked on its return voyage. The pirates were in the area as they have been using a recently established Rhennee settlement at the mouth of the Veng River to spy on the port of Bright Sentry for their master, known as “Eyes”. During the attack, Lord Linard, was struck by an arrow and fell overboard and drowned. The remaining officers were captured and taken by the Rhennee to Corell’s Watch on Walworth Isle. 


The lighthouse at Corell’s Watch was once the home of the Shield Mage Eórdsidh. Towers of Shield Mages are protected from scrying and divination magic. When some of the occupying forces learned of this, they began using it as a prison to hide those who might be sought out by magic. In a previous adventure, Pathfinders may have learned that Alewyn, an apprentice to the Shield Mage Orand, was sent to Corell’s Watch on an urgent errand. Still hidden within the tower are clues as to what that errand was and what the fate of the Shield Mages may be.


Worried by the disappearance of Lord Linard, the Council of Lords has had the Church of Holy Shielding attempt scrying and divinations on the matter, with no result. They have now ordered a Pathfinder Unit to investigate the disappearance. 

Adventure Summary 


The adventure begins with the Pathfinders en route to a barge landing southeast of Critwall. They have been tasked with investigating the disappearance of a ship, the Honor Reclaimed, which was carrying Lord Linard, the man rumored to soon be named the new Lord of South Keep, from Bright Sentry. The commander tells them that the only other boat that day was a Rhennee barge that left about an hour before the missing cog was to arrive; it should have seen the ship. Another Rhennee barge is at the docks currently, they don’t know the barge in question, but say that it should be at the new Rhennee settlement at the mouth of the Veng River.

 
After traveling to the mouth of the Veng River, they meet the bargelord of the settlement, Dravish, and his Veth, Daverna. He recognizes the barge in question as one that he suspects of being from a Rhennee settlement on Walworth Isle. A barge also reported seeing a ship being attacked by another vessel on that day. If the pirates took any prisoners, they were probably taken to Admundfort Isle, though he doesn’t know where. Daverna recommends that they speak with Linene Blackford as she has extensive knowledge of the Shield Lands, and Dravish offers to take them to Bright Sentry on his personal barge.


The barge is attacked halfway to Bright Sentry by an aquatic creature that is attempting to force its way onto the barge to get away from something that is attacking it from below the waves.  When the creature is defeated, it is dragged below the waves and devoured by whatever it was running from.


On Bright Sentry, they meet with Linene who tells them that the lord met with Lord Enerick, who was less than pleased that another Heironean was being considered for the Council of Lords. She has heard rumors of Rhennee pirates working in the service of Iuz, led by someone called "Eyes”. If they captured the lord, he might be being held at Corell’s Watch, a lighthouse on Walworth Isle that once was home of a Shield Mage named Eórdsidh. Towers of Shield Mages are protected from scryings and that could be the reason for the failed scrying and it is the reason prisoners are kept there. The lamp of the lighthouse hasn’t been lit since the fall of the tower and the shore is very treacherous along the Corell Straight.


Dravish offers to sneak the Pathfinders ashore near the lighthouse, and then wait offshore for them to light the lamp of the lighthouse to signal that they are ready to be picked up. He drops them off a mile down shore, and as they approach, they find the tower guarded on the outside by crocodiles.


Inside they find twelve prisoners hanging in cages suspended from the inside of the tower, accessible by the stairs that wind up the inside of the tower. Lord Linard isn’t among them, but members of his crew are. They tell that he is dead, washed overboard when the ship was captured. There is also a Furyondian Admiral, former commander of the blockade among the prisoners, and a minor noble of the Shield Lands whose ship was captured earlier this year. At the base of the lighthouse is a room with the quarters of the commander of the prison tower, an evil mage who is using the study of the Shield Mage.

Stairs also go down to a dock at the base of the cliff.  When the lamp atop the tower is lit, a secret door is revealed on the stairs going down to the dock; it is the workshop of Eórdsidh, and contains some hints as to the fate of the Shield Mages.


The jail’s commander and his companion attack the barge at dawn. They are attempting to recapture the prisoners. Once the attackers are repelled, the prisoners are returned to Bright Sentry.

SHL03-08 In the Cold Grave

Adventure Background

In part one (SHL03-01 The Lonely Tower); the PCs are sent to Orand’s Tomb as the replacement garrison for the outpost. When they arrive they found the tower seemingly deserted. An investigation led them to a secret laboratory belonging to the Shield Mage Orand. After a battle with a kyton and his chain golem servants over possession of a book containing instructions to create chain golems, the PCs found a journal belonging to the Shield Mage’s apprentice, Alewyn.


Alewyn’s last journal entry was dated shortly before the Shield Lands fell to Iuz and described his plans to travel to Walworth Isle where he would meet a Shield Mage named Eórdsidh and escort her to a meeting of the elder mages of the Arcane Order of Shield Mages.


In the second part of the towers series (SHL03-04 A Light in the Dark), the PCs are sent on a rescue mission to find a noble lost on the Nyr Dyv to Rhennee pirates. The noble, Lord Linard, was rumored to be under consideration for receiving the lands and titles formerly belonging to Lord Arbas the traitor. The PCs learned Lord Linard had died during the attack and thus could not rescue him. They also found another journal entry by the apprentice Shield Mage Alewyn. This one was dated only days before Iuz’s victory in the Shield Lands and discussed the events that occurred during the conclave of Shield Mages at their towers in Admundfort at which Alewyn had spoken for his master Orand. Though Alewyn’s writings did not reveal the details of the conclave, they hinted at important events happening within the Arcane Order of Shield Mages that might explain their current disappearance from the Shield Lands. The journal also indicated that Alewyn, no longer an apprentice but a full Shield Mage, was headed to his former master’s tower before beginning his new mission for the Shield Mages.


The final events leading up to this adventure began only hours before the PCs are drawn into the action. Another Shield Mage who had shared his mission betrayed Alewyn, who has for the last ten years been living in self-imposed exile and isolation as part of his duty to the Shield Mages. The Traitor, a Shield Mage named Yseron, betrayed the Arcane Order of the Shield Mages to Iuz in exchange for control of the Order’s greatest secret.


Under a ruse of needing help, Yseron lured Alewyn to the fallen tower of Pelasin, Yseron’s former master. After a terrible battle, both mages lay near death. Before his death, Yseron used a magical gem to soul jar into Alewyn’s body forcing Alewyn’s soul into his own dying form. Separated from his body and trapped in the dying one of his enemy, Alewyn “died”… at least that was to be the plan.


Alewyn’s devotion to the Arcane Order of the Shield Mages was greater than anything thing else in the man’s life. Upon the death of his “new” body, Alewyn’s soul became a ghost with one mission; find allies to stop Yseron before he could turn over the secret of the Shield Mages to Iuz. Having no information on the fate of Orand and being unsure where to begin, Alewyn rushed to his own master’s tower to begin his quest.


The adventure takes place in late Sunsebb, 593 CY.

Adventure Summary 


The adventure begins with the PCs on night watch at Orand’s Tomb, a Shield Lands border outpost near Torkeep. Being late in an unusually cold and stormy Sunsebb, the PCs face a freezing cold night on watch.


Just past midnight the PCs receive a ghostly visitor who to some seems oddly familiar although they are sure they have never seen the man before. The ghost seems insistent the party follows him into the growing storm.


Once beyond the limited protection offered by outpost, the PCs face difficult weather conditions and treacherous terrain. Being well prepared and creative, the PCs find many ways to overcome the storm’s fury and proceed.

The ghost leads the party deep into occupied lands over the course of the next few hours. Unfortunate their route takes them across a group of mounted hunter-killers with whom the PCs must deal before they can continue. Questioning a survivor, the PCs learn that the presumed hunter-killers are actually scouts sent out by a larger force of Iuzian troops heading to meet someone with information about the Towers of the Shield Mages in Admundfort.  From the looks of it, Iuz’s troops are headed to the same place the PCs are.


The ghost continues to lead the PCs deeper into occupied lands and eventually to the ruins of a small tower. The PCs have a chance to look around a bit and find clues to a magical battle. They also find the frozen body of a dead wizard bearing the markings of a Shield Mage.


Before the PCs can do much more, a living wizard, who looks exactly like the ghost they’ve been following for the last few hours, attacks them. The battle is exceptionally tough, as the attacking wizard seems to be able to cast almost any spell he needs. Eventually the PCs defeat him and learn the truth behind the ghost and the evil Shield Mage they fought. They also learn a considerable amount about the fate of the Shield Mages and the secret of the spellpool of the Towers in Admundfort.


Realizing they came too late to the tower, the PCs must pursue and stop the emissaries of Iuz from returning to Law’s Forge with the information they gained from the evil Shield Mage. This time the storm works to their advantage and the PCs catch up with Iuz’s minions.


The ensuing battle is fierce, but the PCs defeat their enemies. Unfortunately they learn that Iuz’s emissary has already returned to Law’s Forge via a teleport spell, taking the vital information with him.


With the information on the fate of the Shield Mages the party gained from Alewyn’s ghost and a warning that Iuz may now be able to wrest control of the spellpool in Admundfort from the Shield Mages, the PCs return to Orand’s Tomb and eventually Torkeep to report.

Player Handout #1

Dear M.:


Our expedition to locate a Shield Mage key-device has proven successful, to a point. My divinations tell me that within these ruins lay what we seek. S. was correct, the Restored Shield Lands is sending a mission here, but with the nearest outpost hundreds of miles away at Gensal, we will have a few more days to explore and locate the key-device. As an extra precaution, I have ordered the Black Hand to camp outside the site, and have told them to delay any Iuzian force that happens near, and to call upon our mutual benefactors in the Nine Hells if overwhelming trouble confronts them. This is too important to be disturbed.


I fear the legendary dangers of these ruins are true. The night after our excavating and searching began every one here has suffered nightmares of unspeakable fright. The next day everyone had visions of being stalked, or hunted, by a dreadful, unspeakable horror. I say everyone, and include myself. I know not what affects us so, but I sense there is some powerful evil watching our every move from below. J. believes that something at this site preys upon our very perception and intuition the longer we stay.


This morning I awoke to find many of the crew catatonic, in a near-coma, which they will not be woken up from. Three from the expedition are missing; I expect they fled to the Black Hand encampment, but there were no tracks left. Everyone around me who is awake raves constantly about the nightmares visited upon him last night. Everyone is jumpy; everyone seems to be in a daze, almost unaware of what is going on… This morning’s spells point that the key-device is somewhere underneath. I am certain we already searched the basements and cellars thoroughly, but it may be that the device is further down, it will be an unpleasant hunt if it is down one of the cracks or crevices… my dream last night was of terrifying horror deep within suffocatingly cramped tunnels.


I have not learned much more about what brought the key-device here, but I believe that its former carrier came here to meet someone. If nothing is found by tonight, with the crew becoming increasingly u—

[The note ends abruptly, as if the letter writer quickly put down the pen.]

Player Handout #2

The tension in Bolam was palpable. Docamald had not responded to Bolam’s call for reinforcements. The gathering drums in Warfields to the north get nearer. My master’s
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