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Who are the Green Masters? And why have they come to the Shield Lands? Perhaps the invitations they have magically posted in taverns everywhere might provide a clue: “Come one, come all, to the Greatest Show on Oerth! Come see the Contest of Champions, the Mammoth Muddle of the Mighty, the Rumble on the Ritensa! Adventurers of all creeds and experience particularly welcome. Your friends, the Green Masters.”   
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RPGA Sanctioned PLAY

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


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


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth one (1) point. 


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


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

Players Read No Farther

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

Preparing for Play

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

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in Appendix 1. 


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

Living Greyhawk Levels of Play

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

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

	CR
	1
	2
	3
	4

	1/4 and 1/6
	0
	0
	0
	1

	1/3 and 1/2 
	0
	0
	1
	1

	1
	1
	1
	2
	3

	2
	2
	3
	4
	5

	3
	3
	5
	6
	7

	4
	4
	6
	7
	8

	5
	5
	7
	8
	9

	6
	6
	8
	9
	10

	7
	7
	9
	10
	11


2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. Animals with different CRs are determined separately using the chart; then, take the highest CR animal (or animals), and add 2 (drop fractions). This result is the effective character level for a mixed-CR group of animals. A single PC may only bring four or fewer animals of this type. 

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

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

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


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


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


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

1. Enlist a sixth player.

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

Time Units and Upkeep

This is a standard one-round 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. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.


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


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

Adventure Background

The Green Masters are not actually from Oerth. Rather, they are members of a powerful race of innate spellcasters who have elevated their society to such a height that violence has simply disappeared from their lives. Some members of the race, however, have discovered ancient documents alluding to conflicts in their ancient past that erupted to violence of such awesome and terrifying destructiveness that the sheer thrill of it proved addictive. Unable to sow the seeds of violence in their own society, the disenchanted (and now bored) Green Masters, sailed through the cosmos and the Planes (often on the Astral Plane) to incite and witness other races’ penchants for battle and warfare. Over time their tastes matured so that they came to appreciate structured events, essentially gladiatorial combats that they would sponsor. Traveling from world to world, the thrill-seeking, gambling Green Masters approached war-torn regions and offered their inhabitants a chance to release their anger without the guilt that lethal combats sometimes bring. In return, they offer spellcasting and spectacle.

Adventure Summary

At the beginning of this adventure, the players all converge at the banks of the Ritensa after having noticed flyers that magically appeared in taverns throughout the region that all advertised a competition, guaranteed to be a spectacle, specifically designed for adventurers.

The players find themselves in a crowded encampment, full of tents, games, hucksters, and throngs of people of all sorts. Before them stands a massive, domed coliseum that has no apparent entrance. Confused and surrounded by people running games of all sorts, the players have some time to participate in the local festivities.

The Green Masters then reveal themselves to the players and the gathered masses, and they explain the nature of the competition, a team gladiatorial combat, where paired teams compete in non-lethal combat to knock each other out and advance to the next round. The players form themselves into teams. Any who wish not to participate in the team combat may, instead, continue to participate in the side events.

As the gladiatorial competition begins, players face down unknown foes and then each other! Winning teams advance to the higher stages of the competition, while the losers may rejoin the festivities in the encampment outside of the coliseum.

Some of the PCs are eliminated as the contest continues, but their elimination proves to be the key to salvation for the Shield Landers in the temporary encampment, as the eliminated teams band together to fight a horde of bad guys in tunnels beneath the coliseum.

While the gladiatorial competition enters its final stages, eliminated teams notice that Iuzian forces have somehow infiltrated the competition. Even as many of the region’s strongest adventurers continue to compete in the Contest of Champions, the “weaker,” eliminated teams must confront this latest Iuzian treachery.

The strongest of the assembled adventuring parties in the competition advance to face a team of Hextorians while the adventurers outside discover that the forces tunneling under the coliseum were only a fraction of a larger band of villains, a collection of rogue monsters led by the dastardly Dirty Dozen, self-proclaimed Masters of War who hope to make a name for themselves among Iuzian territories by crushing the collected do-gooders of the Shield Lands and surrounding region.

The players confront the Dirty Dozen and their minions, managing to hold them at bay long enough for the competition’s victors to join in the fray and help change the tide of battle, winning the day, once more, for the Shield Lands.

The Green Masters, thoroughly amused by the show, thank all the participants for their parts, offer to pay them in trinkets (gold) and send them on their way (teleport them home). 
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Introduction

For weeks all of you saw flyers posted in taverns throughout the area. No one knew exactly how they got there, but they all promised a show. In fact, they promised the Greatest Show on Oerth. Intrigued, you made your way here, to the confluence of the Veng and Ritensa rivers. What you see here is surprising. A massive, domed coliseum stands right near the water’s edge, rising far above the tallest trees. All around it, crowds of people have formed a temporary encampment. Tents litter the area, but there’s a strange pattern to people’s movement: as you get closer, you can see that they’re forming lines at certain tents. You hear laughter and shouting and then a spark like a small explosion and then a great peal of laughter. As you get even closer, you can see that people have formed lines around roughly a half-dozen tents at the inner edge of the encampment, nearer the coliseum. The people seem to be waiting to play games or participate in competitions. Signs placed above the doorways to some of the tents indicate what they house. Over there, you see a sign that reads: Beer Garden, Home of the Drinking Competition. Over there, you see a sign reading: The Happy Traveler’s Dinner Theatre, Performers and Audience Always Welcomed. In that corner, you see a sign reading: Strongman Competition. Another reads: High Stakes Gambling! A long table runs along a number of tents, and a line of people stands before a sign that says: Shooting Gallery, Test Your Luck. Finally, at the edge of this encampment, a colorful tent features a sign advertising the Mystic Marvel, Madame Allora, Fortune Teller Extraordinare. 

Encounter One: The Green Masters’ Carnival

In this encounter, the players have the opportunity to participate in the encampment’s festival and games, outside of the coliseum. The coliseum, meanwhile, is cold and mysterious, a flawless, smooth, pearl white building, apparently seamless (Search check DC 35 to find seams where doors or windows might open. They are powerfully warded and not meant to be opened at this time.)

There is a dimension lock over the coliseum, extending to a radius of 1 mile (caster level 30).

DMs take the role of the masters of festivities and games. All of these individuals are actually Green Masters in disguise. The Green Masters are powerful shapechangers and spellcasters who have assumed human shapes by nonmagical means and have cast non-detection on themselves and on the encampment at caster level 21.

As the PCs stand around the encampment, choosing where they want to go, young boys and girls run around, trying to sell tokens. They explain that the PCs will have to use tokens to pay for everything, and they can get a dozen tokens for 12 GP. They can get two dozen tokens for 20 GP.

The Beer Garden

The Beer Garden is run by Lila, a plump, sultry, dark-skinned woman, wearing a forest green dress cut to flatter her ample bosom. She has hired a number of young Shield Lands men and women, mostly curious farmers, to serve her drinks, and she walks throughout her Beer Garden to flirt with her customers as they get drunk. She is also running a drinking competition with a 5 token entry fee that promises to pay 50 tokens to its winner, 40 tokens to second place, and 25 tokens to third place.

The drinking contest consists of as many contestants as care to enter and stand at the bar.  Every minute they must down a foul concoction brewed especially for this event.  The cloudy liquor smells faintly of pine and extremely bad milk, and negates all resistance or immunity to poison (creating a level playing field for all).  Rules are:

One shot per minute, it must be downed completely without spillage.

An increasingly difficult CON check must be made to keep the concoction down.  Failure results in gagging, spilling, vomiting or passing out.  

NO MAGIC or any sort is allowed.  

The last drinker standing wins!

CON checks start at DC 4 and increase by 2 for each round of drinks.  An impressive failure (>10) results in projectile vomiting AND loss of consciousness.

The Happy Traveler’s Dinner Theatre

Inside the Happy Traveler’s Dinner Theatre, the players feel slightly disoriented as the inside of the tent seems to be a bit larger than they would have expected from the outside of the tent. Long tables run side by side, all placed strategically to offer everyone seated at dinner a good view of the tent’s small stage. The acoustics in the tent, also, are surprisingly crisp. Ava is the mistress of this dinner theater, and she dresses in an elegant green dress and a simple pearl necklace. She wears her hair pulled back into a ponytail and smiles pleasantly at customers entering her tent and makes her way among her guests to ask them about their travels and their lives as they enjoy their dinner. Dinners are served by Shield Landers, men and women, mostly curious farmers, who came to the area because of flyers and were pleasantly surprised to be able to make a bit of coin working for Ava. Meanwhile, the entertainment on stage starts out quite well, and the players enjoy first a pleasant song and then a thrilling story and may be surprised to see that after each performer finishes, the entire tent’s audience raises a number of fingers to rate the performance. Ava addresses any PCs who look like they might be performers and invites them to participate in a competition that could earn them some money. Any PC with at least one rank in Perform (any) may participate. Entrance costs the PC 10 tokens. Each PC can make a Performance check, but the player must also roleplay the performance. All other players present rate the performance (like at a talent show) on a scale of 1 (worst) to 5 (best). The PC earns a number of tokens equal to the Performance check result, minus 10 (which Ava takes “for the house”). The top-rated performers (top half of all participating players, rounded down) earn the right to perform and compete in a second round, again earning their Performance check, minus 10, tokens as a reward. The competition continues until only one player remains (or time runs out).

The Strongman Competition

A line of old, weathered farmers and foreign adventurers leads up to the drab, brown tent housing the Strongman Competition. Inside, Relander, a portly, balding, mustachioed male who appears to be of Oeridian descent, dressed in a pale green pair of breeches and buttoned-up shirt, engages each customer in line with his banter: “It’s one token to take a swing, three swings maximum. You swing the hammer at the platform, there, and the ball rises. If you manage to make the ball slam into the bell and ring the bell, I pay you five tokens back.” Each PC decides whether or not to buy tokens and how many to buy. Each PC who pays a token is allowed to take a swing (up to 3 swings if he or she paid 3 tokens). The PC makes a Strength check (DC 15). On a success, the metal ball rides up the back of the machine and slams into the bell, ringing it loudly, and Relander pulls ruefully at his mustache before paying up. To anyone who successfully rings the bell 2 or more times out of 2 or 3 swings, Relander offers the chance to participate in the “real” Strongman Competition, scheduled to take place later in the evening (after the line of players looking to swing the hammer at the platform has died away).

The second part of the Strongman Competition takes the PCs involved, and spectators, outside of Relander’s tent. A handful of Shield Lands boys and girls carry small boxes for Relander as he walks around. The small boxes are actually extra-dimensional containers, and he uses them to hold the items he needs for his competition, dumping them onto the ground as he explains the rules of the stages of the competition for which they are a part. He informs everyone that there are 3 stages in the Ultimate Strongman Challenge. All participants will receive at least 20 tokens. The third place contestant receives 50 tokens, the second place contestant receives 75 tokens, and the first place contestant receives 100 tokens and a commemorative plaque. In each stage of the competition, the PCs have a chance to earn points. The winner of the competition is the PC who earns the most total points. 

The first part of the Ultimate Strongman Challenge (USC) lasts 4 rounds as PCs must stack boulders on top of each other. To stack a boulder, a PC must make a Strength check (DC 15) to lift the boulder and move it into position, then make a Balance check (DC 10) to place it securely atop the bottom boulder (for each boulder, except the first). If a PC successfully beats both the Strength and Balance checks by 5 or more, he or she may attempt to stack another boulder that round. For each boulder the PC manages to stack by the end of the 4 rounds, the PC earns a number of points according to the following formula: 1=1, 2=3, 3=6, 4=10, 5=15, etc. 

In the second stage of the USC, contestants have 4 rounds to successfully grapple and pin an animal, which Relander will produce from one of his Bags of Tricks. He has one bag of each color, and each PC may choose from which bag he or she would like Relander to choose the animal. PCs who successfully grapple and pin the animal earn points equal to the animal’s CR x (5 – the number of rounds needed to pin the animal). PCs earn half these points if they grapple, but do not pin, the animal. They earn nothing if they fail to grapple the animal. 

Before the third and final stage of the USC, Relander pulls out a number of constructions he then unfolds to set up an obstacle course in the middle of the tent encampment. PCs must race to three stations, where at each station they must lift boulders onto pedestals (as in the boulder stacking competition). They are timed (in number of rounds), and Relander awards each PC who completes the course a number of points equal to [10 – (rounds to complete the course)] x 3. From the start line, each PC must move 40 feet to a 15-foot tall wall, Climb the wall (DC 15), then drop 15 feet (free action), before running 20 feet more to the first pedestal. Once the PC manages to lift the boulder onto the pedestal, he or she must then move 20 feet to a small tube 10-feet long, through which he or she must squeeze (Escape Artist [DC 15], or for small characters Escape Artist [DC 5]) at quarter movement. On the other side, the PC must move 5 feet to the second boulder and pedestal. Finally, the PC must move 30 feet from the second pedestal, Climb or leap atop a 10-foot wall (Climb check [DC 15]), then long Jump from a narrow platform (Jump check [DC 15]) to catch a rope (Reflex save [DC 10]) and swing to the other side where the final boulder and pedestal rest atop another narrow platform (Balance check [DC 10]). While the PCs participate in the USC, Relander leads the crowds of farmers, merchants, hunters, and other adventurers to cheer and jeer their favorite heroes and villains in the competition.

High Stakes Gambling

The High Stakes Gambling takes place in a darkened tent lit by flickering torches. Crowds of people sit around dealers at card and dice games. The proprietor, Worthington (profession [gambler] +12, sleight of hand +10), is a tall, thin, distinguished gentleman with thinning gray hair that he wears sharply combed back. He wears a dark green coat over a white shirt and breeches. He tries to convince PCs to sit at tables and participate in the games, smiling and reminding them that “cheating is certainly not welcome here.” What the players don’t know is that Worthington (and the Green Masters) actually appreciate cheating at games of chance, so players who cheat with any modicum of skill find it particularly rewarding. There are two basic games, and the minimum bid for each is 20 tokens. “The Wicked Jack” is, essentially, Black Jack, though players may cheat with Bluff, Profession (gambler), or Sleight of Hand checks (DC 10) to add or subtract one from their total. Players who attempt to cheat and fail the DC forfeit their tokens and are escorted out of the tent. PCs may win 2 tokens for every 1 they wager at The Wicked Jack. The second game in which PCs may play is called Zagyg’s Blasting Dice. The rules for the game are rather free-form, but, essentially, the players (up to 3 at a table) and the dealer all roll 4 dice and choose the “best” 3 to keep (typically, the highest total sum). Players may add or subtract 1 from their sum if they succeed at a Sleight of Hand check (DC 10). However, if a PC succeeds at Bluff check (DC 20) or a Profession (gambler) check (DC 15), he or she may “alter” the rules to favor doubles, triples, or consecutive numbers (e.g. 3,4,5). In the case that two or more players attempt to “alter” the rules, the highest check (Bluff or Profession [gambler]) wins.

The Shooting Gallery

The Shooting Gallery features three different games, all testing contestants’ quickness and accuracy with thrown objects. Gillian presides over these games. She is a young, cute, red-headed woman with fair, freckled skin and green eyes. She wears a comb in her hair to hold it up and a simply cut, green velvet blouse and skirt. She speaks with a rapid lilt and encourages contestants to “step right up and test your luck. Show everyone the strength in your eyes and arms. Impress your friends. Impress me.” As contestants step up to play her games, she gives them a quick glance and sizes them up (judging their relative abilities with ranged weapons) and recommends one of three contests. The first costs PCs 5 tokens to enter and pays back 15 if they successfully toss 1 ball at 1 bull’s eye (20 feet back, AC 13). The second contest costs PCs 10 tokens to enter and pays back 40 if they successfully knock over 2 moving bottles (20 feet back, AC 17) in 6 seconds. The third contest costs PCs 20 tokens to enter and pays back 100 if they successfully land 3 out of 4 thrown darts (in 6 seconds) into wooden targets that she launches from a machine beneath the gallery’s counter (20 feet back, AC 23). A crowd of farmers and ranchers Oohs and Aahs when PCs manage to “win.”

Fortune Teller

A long line leads to the Fortune Teller’s tent. People enter only one at a time, and many come out confused, bedazzled and lost in thought. A young girl of maybe 10 years, a Shield Lands farm girl, stands near the entrance and informs everyone that only one person may enter at a time and that pets, animal friends, and familiars are not allowed. When a PC enters the tent, he or she steps into a strangely disquieting realm. The ground seems almost to sway, the canvas of the tent appears so perfectly black as to almost disappear, like a night sky, and it is spotted with thousands or thousands of thousands of stars that seem almost to give off light. Inside the tent, the PC notices a red, upholstered chair, empty and waiting for him or her; a marble table holding a jar and a crystal ball; a green couch, upon which Madame Allura sits motionless before a crystal ball that gives off a pale, green glow; and Madame Allura’s nameless assistant who stands at her side and does all her talking for her. The assistant instructs the PC to sit. “Place five tokens in Madame Allura’s jar.” Once the PC places the tokens in the jar, the assistant nods and says, “Close your eyes.” She pauses, then says, “You may feel a strange sensation.” Then, the PC must make a Will save (DC 33) against Madame Allura’s heightened Magic Jar (9th-level, caster level 21st). PCs who fail feel themselves drawn out of their bodies, becoming one with the cosmos, supernaturally able to sense a host of life forces surrounding them, some of which glow powerfully, others of which are like pearls beginning to form. This sensation lasts for a short time, then the PCs feel themselves pulled back into their bodies and open their eyes to see the assistant holding out a simple necklace (a green star on a string; this star is made of a strange, smooth, dull, and almost supernaturally pliant material). She says, “Madame Allura sees good fortune in your future. She says that if you wear this necklace, it will bring you good luck.” The necklace does not take up a body slot and can be worn in addition to a magical necklace. (In short, Madame Allura casts a contingency spell on each PC who fails his or her Will save against the magic jar. The DM may choose which spell of up to 6th-level Allura casts at his or her discretion. The DM writes this information on a scrap of paper to hand to the player to keep secret until the first round of the Contest of Champions. By special means, Allura may cast a contingency even upon a character who already has his or her own contingency active.) PCs who succeed at their Will saves (and are, thus, not subject to the magic jar) sit in the chair as both Allura and the girl remain perfectly silent for several moments. After this awkward silence, the assistant smiles thinly and tells the PC, “Madame Allura says that your strength of spirit will bring you good fortune. She says to wear this necklace for good luck.” The assistant offers these PCs the same necklace as the others, but it does them no good. (The necklace, meanwhile, appears to be a glass crystal star fastened on a silk loop of string. It has been altered from the 1500 gp statuette by polymorph any object but still serves as a focus for contingency.)

Meanwhile, during all of the festivities outside of the coliseum, merchants run stands where PCs may locate and purchase any items from the PHB (at standard cost) up to 100 gp. Some players may notice an empty and mysterious stand with a sign that reads: Benefister’s Spell Exchange. At this time, it remains empty, apart from a stack of small, ornate wooden crates.

Introducing the Green Masters

The carnival atmosphere and festivities continue until, as the sun begins to set, casting an orange glow over the pearly steel coliseum, the coliseum begins to hum loudly, and a 20-ft tall by 20-ft wide rounded section of its wall nearest the tents opens to reveal three large vaguely humanoid creatures with smooth, metallic, green skin. They have six long tentacles or pseudopods, two of which they seem to use as legs. Their torsos are clad in human-styled garments; two of them wear breaches and jerkins, and the third wears an elegant dress. All of their outfits are made of a rich, lustrous green. Their eyes are slanted to the sides of their heads, like fish eyes, and their nostrils are small and fine above broad, flat mouths filled with razor sharp teeth. After the doors open and they allow the players to get a good eyeful, the three Green Masters shapeshift into human form, appearing as two stunningly attractive Oeridian men and a dark and sensual Backlunish female. Once in human form, they greet their crowd, explaining that they are the Green Masters and they welcome everyone to the Contest of Champions. All who wish to participate must form into teams of 4. The contest will have three tiers to accommodate adventurers of various levels of skill. Each team will participate in a single-elimination gladiatorial tournament, pitted against other teams in non-lethal combat. The Green Masters have used their magic to divide their coliseum into different pocket planes where the combatants will spar. Each pocket plane has been modified to prevent deaths, allowing everyone to fight to their fullest, as aggressively as possible. All damage is magically converted into non-lethal damage (characters may drop into negatives, but they automatically make all stabilization checks), and any spells or abilities that would normally cause death will only cause unconsciousness (stable at –1 hp). The team with the last member left conscious is the winner. The winning teams advance in the contest, and the losers are done and allowed to watch the remaining contestants on the monitors outside the coliseum along with all other non-combatants. Each team will participate in only one combat per day, and all teams must remain in the coliseum after they enter until they are eliminated from competition. The tournament’s champions will win fortune and prestige as are standard to all of your Oerth’s competitions. Teams will be paired, and the competition will begin tomorrow. Teams will form at this point, then enter the coliseum to enjoy accommodation in your chambers.

Encounter Two: The Contest Begins

Once the players divide into teams of 4 contestants (and come up with team names), they are allowed to enter the coliseum. They are led through a massive dinner hall, gilded in gold and emerald, through a long hallway made of the same strange pearly metal that forms the coliseum’s exterior wall. They are led to chambers, each of which contains a common room, with four doors leading to separate bed chambers. The accommodations are luxurious, and the players enjoy excellent rest. In the morning, they are summoned by a Green Master (in human form) who knocks politely at their doors to wake them and invite them to enjoy breakfast (a heroes’ feast at caster level 21st).

After breakfast, the combatants are led to rooms consisting of silver platforms and impossibly dark, black walls. They are told to prepare themselves for combat, given 10 rounds (1 minute) to do so, then are transported to a pocket plane to combat their first-round opponents.

There are several possible pocket planes where the combat may take place (see Appendix B for maps):

· An unlit, underground cavern.

· A shadowy (20% concealment) swamp (half-movement).

· A hilly forest.

· An open plain.

· A narrow valley between two tall cliffs.

· A ruined, great hall built for large-sized creatures.

DMs roll 1d6 to randomly determine which map to use.

See Appendix C for a list of first-round opponents, the Fluffs.

After the combat, both teams (victor and loser) are returned to their chambers in the coliseum to recover from the competition (though all their wounds, and any other ill magical effects, are magically healed). Then the winners are allowed to stay for the next round of the competition while the losers are allowed to enjoy one last meal (another heroes’ feast at 21st caster level), then must depart the coliseum to the tent encampment and its festivities. While the contests have dwindled, the crowds enjoy a healthy enthusiasm for the competition, watching the combats on large, magical screens that appeared on the side of the coliseum. The combats play endlessly, so that the crowds may see the same contests over and over.

Meanwhile, the Green Masters continue to run some of their contests (DM’s discretion) and have begun to offer spellcasting in exchange for tokens (see Appendix D for the rates) at Benefister’s Spell Exchange. Benefister appears as a sagely-looking human with long, unkempt gray hair and an unruly beard, dressed in long, flowing green robes. In addition to offering to cast spells for tokens (as will his three younger apprentices), he allows PCs to buy the rights to scribe spells from spellbooks he has collected and mastered (Appendix D) at the rate of 1 spell level per token. He will also exchange spells with any wizard who has spells that Benefister does not have in his books; he does this only if the spells are of equivalent level.

Encounter Three: The Contest Continues

As the contest continues, DMs track the players’ progress on a chart (Appendix E for an example). In the second and later rounds, it becomes possible for teams of PCs to face other teams of PCs. Combat winners continue to advance in the competition while combat losers leave the coliseum. 

In the second and later rounds, the level of the competition increases, and PCs facing NPC teams find them to be a tougher breed of competitor:

See Appendix C for a list of second-round opponents, the Buffs.

Teams continue to duel on randomly-determined pocket planes.

By the end of the second round, nearly half of the PC teams will have been eliminated, and the festivities outside of the coliseum resume in full swing. The contests find new life, and the visualized contests continue to hold the attention of crowds of people outside the coliseum walls.

Teams eliminated from the competition may find cheap accommodations among the tent encampment. Those who wish to find luxury accommodations may rent space in one of the Happy Traveler’s Dinner Theatre’s pocket planes.

Additionally, as more teams find themselves reunited outside the walls of the coliseum, they may relate news of monstrous and evil combatants they faced during the competition, some of whom may also have been eliminated and who wander the encampment, openly now (after the contest begins), protected by the Green Masters’ authority.

Encounter Four: An Unexpected Contest

When the third round of the contest commences, the Green Masters outside of the coliseum suddenly interrupt their festivities to inform all of the eliminated teams and Shield Landers that a force of beings hostile to the assembled adventurers has tunneled beneath the coliseum and planted explosive devices intended to kill all organic residents of Oerth. They caution the adventurers (and panicking Shield Landers) that while they—the Green Masters—and their coliseum will survive the explosions, the humanoids may not. They estimate that the assembled adventurers have 30 minutes to stop the detonations, several of them use disintegrate to open large, slanted shafts through which the PCs can easily walk down to the tunnels. Then, they go back to hosting their various competitions, somewhat surprised (and amused) that a large percentage of their crowds are panicking at the thought of being exploded into small particles. (The Green Masters, of course, have known about the tunneling for some time, but only bothered to mention it now that it should provide a good show with such a narrow time limit.) The Shield Landers panic, but they are easily encouraged to take positive action and have faith if the PCs attempt to make diplomatic gestures (in other words, don’t waste time with checks; just acknowledge the efforts, reward the PCs with success, and move on).

Thus, while the Contest of Champions proceeds into its third round (continued as above), the PCs from eliminated teams must band together (in tables of 6) to eliminate the underground threat. See the maps on Appendix F for the encounter flow and tactics.

Creatures:
APL 2 (EL 4)

Duergar, 1st-Level Warrior (1): hp 11; see Monster Manual page 91.
Howler (1): hp 39; see Monster Manual page 154.

APL 4 (EL 6)

Duergar, 1st-Level Warrior (2): hp 11, 9; see Monster Manual page 91.

Green Hag (1): hp 49; see Monster Manual page 143.
APL 6 (EL 8)

Duergar, 2nd-Level Fighter (2): hp 26, 24; see Appendix F.

Umber Hulk (1): hp 71; see Monster Manual page 271.

APL 8 (EL 10)

Duergar, 4th-Level Fighter (2): hp 41, 39; see Appendix F.

Hill Giant (1): hp 102; see Monster Manual page 123.

Invisible Stalker (1): hp 52; see Monster Manual page 160.

APL 10 (EL 12)

Duergar, 4th-Level Fighter (4): hp 41, 39; see Appendix F.

Frost Giant (1): hp 133; see Monster Manual page 123.

Vrock (1): hp 115; see Monster Manual page 48.

APL 12 (EL 14)

Duergar, 9th-Level Fighter (1): hp 41, 39; see Appendix F.

Duergar, 9th-Level Wizard (1): hp 41, 39; see Appendix F.

Duergar, 9th-Level Cleric (1): hp 41, 39; see Appendix F.

Blue Slaad (1): hp 68; see Monster Manual page 229.
Fire Giant (1): hp 142; see Monster Manual page 121.

APL 14 (EL 16)

Dirty Dirk the Digger (1): hp 82; see Appendix F.

Advanced Half-Fiend Umber Hulk (2): hp 227; see Appendix F.
After the adventurers clear out the tunnels and defuse the explosives, they return to the surface where the Shield Lands commoners applaud them, led by the Green Masters, who offer such compliments as “Good show!,” “Riveting!,” Quite heroic!,” and “Everything for which we could have hoped!” The scout-like adventurers (those who typically have high Spot checks) note that several of the Green Watches appear less pleased, standing next to others who seem to be collecting debts, as one might collect on a bet.

By this time, the adventurers should once again be in the tented encampment, and they should be joined by those teams eliminated from the Contest of Champions after its third round.

Encounter Four: Is This an Iuzian I See Before Me?

The Contest of Champions proceeds to the fourth round, the semi-finals, continuing as above, except by this point, any remaining NPC teams consist only of Toughs (see Appendix C for a list of NPC teams for the semi-finals or finals).

Meanwhile, the PCs who have been eliminated from the contest divide up into 8-player tables of two teams from paired APLs (2+4, 4+6, 6+8, 8+10, etc.). The Green Masters have simply turned their attentions away from the carnival aspects of the gathering to focus on the semi-finals of their contest. Each group of 8 players begins somewhere in the tented encampment, between a couple of empty tents, standing in a group that has turned its attention toward the giant magical screens on the outside of the coliseum.

The Green Masters, too, appreciate a running commentary by one of their chief speakers, who recaps the efforts of the teams paired to face each other in order to build the suspense. The speaker’s rhetoric includes an ample amount of tactical analysis as well as a plethora of adjectives used to describe the “bone-crunching,” “calculating,” “intense,” and “jaw-dropping” moments of the competition. The speaker especially loves to play up any sort of comeback or rally that teams managed to execute.

While the PCs outside of the contest stand and watch the show, a band of Iuzian contestants who were eliminated from the contest start causing trouble in the crowd.

Read or paraphrase the following text:

The semi-finals of the Contest of Champions are about to begin, and you find yourselves standing among a crowd of Shield Landers, watching the teams prepare for combat on the giant magical screens, glowing on the outside of the Green Masters’ pearl-colored coliseum. Spellcasters study the competitors’ decisions as they cast spells to prepare for the combat, and fighters note the grim determination in the competitors’ eyes.

A loud, booming voice emanates from everywhere and nowhere, announcing the competition that’s set to begin. The speaker recalls the teams’ struggles through the past few rounds and makes glorious note of every bone-crunching hit and calculating spell that the teams employed to rally from seeming defeat and advance to the next round.

The Shield Landers around you root and cheer for their favorite team, and then as the teams prepare to begin their contest, the cheering grows louder and oddly plaintive, until you realize that the sound you hear isn’t cheering at all, but a cry for help!

Dozens of farmers and merchants scatter from the clearing near you as you see a band of combatants attacking the commoners. And the Green Masters continue to watch the giant screens…

Combat begins with EL x 2 commoners scattered among the bad guys, and roughly one-third of the commoners are unconscious (between –1 and –9 hit points). This leaves good clerics with difficult decisions to make—save the fallen Shield Landers or assist their companions in the combat.

Creatures:

APLs 2 and 4 (EL 7)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.
APLs 4 and 6 (EL 9)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.
APLs 6 and 8 (EL 11)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.
APLs 8 and 10 (EL 13)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.
APLs 10 and 12 (EL 15)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.
APLs 12 and 14 (EL 17)

Iuzian Tactical Fighter (2): hp ; see Appendix G.

Iuzian Marshall (1): hp ; see Appendix G.
Iuzian Archer (1): hp ; see Appendix G.

Tactics:

The Iuzians seek primarily to cause havoc and kill as many people as they can. Once attacked, they’ll concentrate on spellcasters as much as possible, in order to eliminate the threat that spells pose them. They’re smart, but crazy. They’ll yell praises to Iuz and, “Down with the farmer folk!” They can employ well-coordinated tactics, primarily following the marshall’s orders as she tells them where to go and what to do, but as inherently selfish individuals, once the tide turns against them, they stop thinking of teamwork in favor of protecting their own hides. They will surrender (especially the Marshall) if they recognize they’re about to suffer imminent defeat.

Development:

Should any of the Iuzians survive (especially the Marshall), they’ll try to bypass the PCs’ efforts at communication in order to claim political amnesty from the Green Masters, explaining that the Shield Landers oppress them in these lands. Allow the PCs to counter the Iuzians’ efforts at Diplomacy with their own efforts. If the Iuzians beat the PCs’ Diplomacy, the Green Masters will recognize their complaint and allow them to go free, though they sternly inform the Iuzians that they are not welcome to disrupt their festivities any further. They must take all their items and leave immediately. If the PCs beat the Iuzians’ Diplomacy, then the Green Masters will explain that the Iuzians had no right to attack outside of the competition, and since they acted like beasts, they will join the Green Masters’ bestiary to participate in future combats. As the Iuzians look stunned, one of the Green Masters casts a spell (Spellcraft [DC 40] recognizes a modified plane shift), and the Iuzians simply disappear.

Finally, the PCs may once again watch the Contest of Champions, catching the final rounds or replays on the screens outside the coliseum. Afterward, they may set up whatever camp they wish in order to rest.

Encounter Five: Simply Call Yourself an Adventurer, and Things Show Up to Attack You

The Contest of Champions proceeds to the fifth round, the finals, continuing as above, except by this point, any remaining NPC teams consist only of Ringers (see Appendix C for a list of NPC teams for the semi-finals or finals).

The Green Masters desert their tented encampment during this encounter, taking all valuable materials with them, in order to watch the finalists in their contest, place their bets, and cheer for their favorites. 

Meanwhile, the adventurers in the tented encampment enjoy another quiet night’s rest, only to wake to the sound of commoners rushing into the main area outside of the coliseum, alerting everyone that a force of monsters is approaching. The commoners say the monsters are probably 1 minute away (meaning that they’re within the dimensional lock surrounding the Green Masters’ coliseum), and there are dozens of them, or more. They’re orcs and goblins and ogres and some people and giants and even some bigger things with wings.

An early morning fog obscures all vision past 150 ft. (total concealment) and grants 20% concealment to all creatures more than 75 ft. away. Within 75 ft., vision functions as normal.

Read or paraphrase the following text:

The night passes with no further trouble, and in the morning, you are greeted by a thick fog, rising off the waters of the Ritensa.

Then a shout calls through the fog, and you see a handful of farmers running toward you.

“Monsters are coming!” they shout. “Maybe hundreds. They’re about one-minute back. We ran as fast as we could, but they’re closing.”
Creatures:

APLs 2 and 4 (EL 6)

Orc (4): hp 5 each; see Monster Manual page 203.

Ogre (2): hp 29 each; see Monster Manual page 199.
APLs 4 and 6 (EL 8)

Redcap (4): hp 22 each; see Appendix H.

Ogre (2): hp 29 each; see Monster Manual page 199.
Troll (1): hp 63; see Monster Manual page 247.
APLs 6 and 8 (EL 10)

Orc Barbarian (4): hp 24; see Appendix H.

Hill Giant (2): hp 102 each; see Monster Manual page 123.
Harpy (1): hp 31; see Monster Manual page 151.
APLs 8 and 10 (EL 12)

Green Slaad (2): hp 76 each; see Monster Manual page 230.

Hill Giant (1): hp 102; see Monster Manual page 123.
Succubus (1): hp 33; see Monster Manual page 47.
APLs 10 and 12 (EL 14)

Blue Slaad (2): hp 68 each; see Monster Manual page 229.

Fire Giant (2): hp 142 each; see Monster Manual page 121.
Advanced Invisible Stalker (1): hp 147; see Appendix H.
APLs 12 and 14 (EL 16)

Frost Giant (8): hp 133 each; see Monster Manual page 122.

Advanced Elite Satyr Brd 2/MarX (1): hp cr10; see Appendix H.

Advanced Hieracosphinx (2): hp 280 each; see Appendix H.

Tactics:

These creatures are a large portion of the Dirty Dozens’ minions, and they run in swinging their weapons and/or limbs wildly and shouting as they approach. (If you’ve seen the movie, Kill Bill, you can roleplay these creatures like members of the Crazy 88—arrogant, decadent, overconfident, and undisciplined.) At the higher APLs, each group of combatants features one creature who is less melee-oriented than the others. These creatures try to use their special abilities to their fullest, sometimes bossing around the other combatants, who simply try to injure the most threatening PCs.

Note the concealment effects of the fog in the combat. 

Development:

As the combat progresses, the PCs will notice a crowd of roughly a dozen figures slowly ambling toward the battle. Several of them tower over the landscape and their small cadre of minions. These are the Dirty Dozen. They will not engage directly, preferring to watch the skirmish and study the PCs’ tactics; however, they will defend themselves if attacked (using defensive tactics and retreating if possible), and they will use some of their abilities to lengthen the other combats if the finalists in the Contest of Champions have yet to finish their combat as the PCs outside are about to win their battles. Additionally, a small, indeterminate number of ogres, trolls, slaadi, and frost giants accompany the Dirty Dozen at the edge of the battle, and these forces can be deployed to occupy tables who have mopped up their initial foes. Finally, as the battle winds toward its end (and the DMs communicate that the finalists in the Contest of Champions are about to rejoin the other players), the battle is shaken by a thunder of resounding, pulsating drums (it would be good if someone was able to roleplay this by either playing the drums or performing some beat-box).

Then, as the drums continue to sound a menacing beat, the DM should read or paraphrase the following text:

At last, you’ve routed your foes, but the resounding drums signal some sort of activity among the throng of massive creatures at the edge of the battlefield.

One of them, a fire giant clad in checkered black and red, strides forward unarmed, then while he remains at a safe distance, reaches into a large bag and pulls out a podium, which he sets upon the ground. He places a book upon the podium and flips it open to a page.

The drum beat changes. The steady, menacing roar mutates into something almost… heroic, and the fire giant begins a strange, ritualistic chant.

“The Dirty Dozen,

the Dirty Dozen,

the Dirty Dozen

are here to represent.

Y’all best run,

y’all best flee.

The Dirty Dozen

are here to represent.

The Mighty Ubo’s in the house.

Calamity Sam is in the house.

Yaggy’s in the house.

Lightning Strike Eldok’s in the house.”

As the fire giant continues his chant, introducing the members of this Dirty Dozen, their minions part, raising their arms and cheering, as the Dirty Dozen, themselves, stride forward on their cues.

“Ya best be tremblin’,

ya best be shakin’.

The Dirty Dozen

gonna do some troublemakin’.

We got Chuckles is in the house.

Little Goon is in the house.

Braniac’s in the house.

Undok the Undok’s in the house.

Yeah, Iuz gonna know what’s goin’ on.

Yeah, Iuz gonna learn what we done.

Yeah, Iuz gonna pay us somethin’ large

‘cuz the Dirty Dozen is takin’ charge.

Aww, y’all be tremblin’ now.

We got Frosty is in the house.

And Big Goon is in the house.

The Red Reaper is in the house.”

The large creatures continue to walk past their cheering minions, and you’re stunned for a moment when a crowd of frost giants parts and you have to blink and look… down… to see the small cloaked figure, standing as tall as a gnome, dressed in charcoal robes and wielding a scythe and a red stocking hat.

“Dirty Dirk…” 

Here, the fire giant pauses. The drums roll for another couple moments. He reaches into his bag, grabs a pen, and crosses off a line in his book. Then he shuts it.

The group standing before you is strange, to say the least, but menacing, and their minions, a cluster of orcs, ogres, giants, and slaadi are working themselves into a frenzy.

Just as you’re sorting the matter out, you notice that the coliseum door has opened, and the Green Masters are escorting out the Contest’s finalists.

Encounter Six: The Rumble on the Ritensa!

The Contest of Champions finally concludes. The finalists are allowed to heal and eat a good meal (again, a heroes’ feast) before heading out of the coliseum to receive their prizes in a presentation before the assembled masses.

However, the battle outside the coliseum continues to wage, and the Dirty Dozen, starting to feel they’ve sized up the PCs, are ready to enter the fray. The Green Masters have been so focused on the Contest of Champions, they’ve scarcely paid any attention to the battle outside. The combatants pose no threat to the Green Masters, so they’ve blissfully continued to prepare their awards ceremony. Finally, as they escort the Contest’s finalists outside to receive their rewards, and the finalists recognize the threat to their companions, the Green Masters feel obligated to take action (and, of course, they look forward to the fight).

With a handful of powerful incantations, the Green Masters divide the assembled forces into separate battles and transport each group of combatants to different pocket planes (lush, grassy plains with soft, sleepy breezes and perfect temperatures) to prepare for battle. All combatants are allowed sufficient time to rest and memorize or recover spells. Then the parties are allowed 1 minute to cast spells before they are transported to the random battle planes to do battle (non-lethal, again, due to the properties of the pocket planes).

Note: It’s important, at this point, that the PCs don’t know precisely which foes they’ll face. Nor would they have had much time to examine the Dirty Dozen prior to being transported from the material plane. Thus, spell casters shouldn’t be able to prepare spells solely to target a specific foe.

For this encounter, the players divide into 11 tables, starting with tables of 6 to 8 players at the higher APLs and adding players to the lower APLs as necessary. PCs of 2nd level or lower should divide to add to APL 4 tables where they might prove useful. The tables are listed 1 through 11 where 1 is the highest APL (or strongest table) and 11 is the weakest table.

Creatures:

Table 1 (EL 19)

Calamity Sam (1): hp 288; see Appendix I.

Fire Giant (2): hp 142 each; see Monster Manual page 121
Green Slaad (1): hp 76; see Monster Manual page 230.
Table 2 (EL 18)

The Mighty Ubo (1): hp 318; see Appendix I.

Fire Giant (2): hp 142 each; see Monster Manual page 121
Green Slaad (1): hp 76; see Monster Manual page 230.
Table 3 (EL 15)

Yaggy, the Yagermeister, the Master of Disaster (1): hp 196; see Appendix I.

Blue Slaad (2): hp 68 each; see Monster Manual page 229.
Table 4 (EL 15)

Chuckles (1): hp 339 each; see Appendix I.

Orc Barbarian (4): hp 24 each; see Appendix H.
Succubus (1): hp 33; see Monster Manual page 47.
Table 5 (EL 14)

The Red Reaper (1): hp 288; see Appendix I.

Ogre (2): hp 29 each; see Monster Manual page 199.
Troll (1): hp 63; see Monster Manual page 247.
Table 6 (EL 12)

Big Goon (1): hp 321; see Appendix I.

Ogre (2): hp 29 each; see Monster Manual page 199.
Orc Barbarian (4): hp 24 each; see Appendix H.

Table 7 (EL 10)

Undok the Undok (1): hp 113; see Appendix I.

Ogre (1): hp 29; see Monster Manual page 199.
Orc Barbarian (2): hp 24 each; see Appendix H.
Table 8 (EL 9)

Frosty (1): hp 183; see Appendix I.

Redcap (2): hp 22 each; see Appendix H.
Orc Barbarian (2): hp 24 each; see Appendix H.

Table 9 (EL 8)

Little Goon (1): hp 147; see Appendix I.

Ogre (2): hp 29 each; see Monster Manual page 199.
Table 10 (EL 8)

Lightning Strike Eldok (1): hp 88; see Appendix I.
Orc Barbarian (3): hp 24 each; see Appendix H.

Table 11 (EL 7)

Braniac (1): hp 115; see Appendix I.
Orc (6): hp 5 each; see Monster Manual page 203.

Tactics:

In each combat, the member of the Dirty Dozen uses his minions as best as possible to either set up flanks or screen dangerous opponents, allowing him to focus on one or more opponents as suits him. The members of the Dirty Dozen are, however, glory hounds and wish to take down their opponents themselves; thus, they won’t assist their minions, but expect their minions to assist them through tactical positioning and some work to soften up the PCs. Therefore, the minions will divide their attacks between multiple opponents, rather than focus on one PC at a time.

If the players in the interactive are unable to form several high-APL tables, remove the Dirty Dozen’s minions from the combats, or pretend that NPC teams face the higher-CR members of the Dirty Dozen as necessary to establish difficult challenges for the PCs, but ones that they might be able to win. 

Development:

Once the PCs are finished with their combat, they are transported out of the pocket plane and away from their foes. If any table suffers a total party loss (non-lethal, of course), the PCs wake to find themselves in their chambers in the Green Masters’ coliseum, rested and healed, apart from some bruises and any loss of pride. Regardless of the outcome, the PCs are allowed to eat in the Green Masters’ dining hall (where they see their foes eating across the way), and then are escorted out of the coliseum. 
Conclusion

Once the combats are over, all that remains is the Awards Ceremony. PCs, Shield Lands commoners, evil NPC tournament contestants, and members of the forces of the Dirty Dozen all gather outside the coliseum. (Any warmongering PC may note that no one else is stirring a muscle to attack anyone else. Anyone who wishes to try must first make a Will save [DC 31] against a heightened calm emotions spell. Additionally, other PCs might note the presence of various magical wards. Finally, should any PC move to attack, the Green Masters explain that now is the time for the Awards Ceremony, and further contests will have to wait. They will break up the combat with wall of force, forecage, and other spells as necessary.)

The Green Masters enthusiastically thank the assembled players for putting on one of the best tournaments ever. They also express their thanks to the Dirty Dozen for their impromptu performance. The Green Masters then explain that they were so pleased with the Dirty Dozen’s show that they’ve decided to create awards for that competition which they’ll hand out first. Here, the DMs for each of the 11 tables hand out the Certificates of Triumph (see DM hand-out 1) to either the PCs or the members of the Dirty Dozen, depending on who proved victorious.

Finally, the Green Masters thank all the contestants in their Contest of Champions for participating. This tournament proved highly entertaining, but only one team could win at each tier. They build the suspense by first awarding certificates to each of the Contest’s semi-finalists. Then they award certificates to the second place teams before, encouraging applause, handing out the awards for the Champions of the Greatest Show on Oerth, the Rumble on the Ritensa, the Contest of Champions. DMs should hand out the certificates (DM hand-outs 2 through 4).

The Green Masters then offer teleport services to the gathered hosts, bringing PCs to their homes (and preventing messy fights between PCs and NPCs).

The End

Experience Point Summary

Between the various combats, the contests, and chances to roleplay, it should be a simple enough matter for all PCs to earn full Interactive 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 One:  Introduction


APL A: L: 0 gp; C: 50 gp; M: 0 gp

APL B: L: 0 gp; C: 100 gp; M: 0 gp

APL C: L: 0 gp; C: 150 gp; M: 0 gp
Encounter Two:  


APL A: L: 12 gp; C: 0 gp; M: 13 gp – scroll of protection from arrows (13 gp each)

APL B: L: 25 gp; C: 0 gp; M: 180 gp – scroll of protection from arrows (13 gp each), ring of protection +1 (167 gp each)

APL C: L: 16 gp; C: 0 gp; M: 214 gp – 2 potions of cure light wounds (8 gp each per potion), scroll of haste (31 gp each), ring of protection +1 (167 gp each) 
Total Possible Treasure

APL A: L: 12 gp; C: 50 gp; M: 13 gp  - Total: 75 gp

APL B: L: 25 gp; C: 100 gp; M: 180 gp  - Total: 305 gp

APL C: L: 16 gp; C: 150 gp; M: 214 gp  - Total: 380 gp

Items for the Adventure Record

Item Access

· None

Appendix C

APLs 2 and 4

1st Round NPC Teams (Fluffs)

Shield Lands Army Regular: Human Ftr2; CR 2; medium humanoid (human); HD 2d10+4; hp 20; Init +1; Spd 20 ft.; AC 20; touch 11; flat-footed 19; Base Atk +2; Grp +4; Atks +4 melee (1d8+2, masterwork flail) OR +4 ranged (1d8 [19-20x2] masterwork light crossbow); AL LN; SV Fort +5, Ref +1, Will +0; ABL Str 15, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb –7, Jump –7; Combat Expertise, Improved Disarm, Improved Trip, Weapon Focus (flail)


Possessions: masterwork flail, masterwork light crossbow, breastplate, tower shield, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of bull’s strength, potion of cure moderate wounds (x2)


Description: A young recruit to the Standing Army of the Shield Lands.

Power-Up Suite (potion consumed): Shield Lands Army Regular: Human Ftr2; CR 2; medium humanoid (human); HD 2d10+4; hp 20; Init +1; Spd 20 ft.; AC 20; touch 11; flat-footed 19; Base Atk +2; Grp +6; Atks +6 melee (1d8+4, masterwork flail) OR +4 ranged (1d8 [19-20x2] masterwork light crossbow); AL LN; SV Fort +5, Ref +1, Will +0; ABL Str 19, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb –7, Jump –7; Combat Expertise, Improved Disarm, Improved Trip, Weapon Focus (flail)


Possessions: masterwork flail, masterwork light crossbow, breastplate, tower shield, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of bull’s strength, potion of cure moderate wounds (x2)

APLs 2 and 4

2nd Round NPC Teams (Buffs)

Dread Pirate Roberto: Deep Halfling Swa3; CR 3; small humanoid (halfling); HD 3d10+6; hp 28; Init +3; Spd 20 ft.; AC 18; touch 14; flat-footed 15; Base Atk +3; Grp +0; Atks +8 melee (1d4+5 [18-20x2] +1 rapier) OR +7 ranged (1d3+1, sling); SA insightful strike; SQ; AL CG; SV Fort +6, Ref +6, Will +1; ABL Str 12, Dex 16, Con 14, Int 16, Wis 8, Cha 8.


Skills and Feats: Balance +11, Escape Artist +9, Jump +9, Tumble +11; Combat Expertise, Improved Disarm, Weapon Finesse


Insightful strike (Ex): A swashbuckler of 3rd level adds his Intelligence bonus as a bonus on damage rolls (in addition to any Strength bonus he may have) with any light weapon, as well as any other weapon that can be used with Weapon Finesse, such as a rapier, whip, or spiked chain. Targets immune to sneak attacks or critical hits are immune to the swashbuckler’s insightful strike.


Possessions: chain shirt, sling, 20 bullets, +1 rapier, potion of cure light wounds, potion of cat’s grace, potion of shield of faith (+2)


Description: A wiry quick and witty halfling with a neatly trimmed goatee and earrings.

Power-Up Suite (potions consumed): Dread Pirate Roberto: Deep Halfling Swa3; CR 3; small humanoid (halfling); HD 3d10+6; hp 28; Init +5; Spd 20 ft.; AC 22; touch 18; flat-footed 17; Base Atk +3; Grp +0; Atks +10 melee (1d4+5 [18-20x2] +1 rapier) OR +9 ranged (1d3+1, sling); SA insightful strike; SQ; AL CG; SV Fort +6, Ref +8, Will +1; ABL Str 12, Dex 20, Con 14, Int 16, Wis 8, Cha 8.


Skills and Feats: Balance +13, Escape Artist +11, Jump +9, Tumble +13; Combat Expertise, Improved Disarm, Weapon Finesse


Possessions: chain shirt, sling, 20 bullets, +1 rapier, potion of cure light wounds, potion of cat’s grace, potion of shield of faith (+2)
Timmy and Tommy Greenthumb: Deep Halfling Rog3; CR 3; small humanoid (halfling); HD 3d6+6; hp 20; Init +4; Spd 20 ft.; AC 20; touch 15; flat-footed 16; Base Atk +2; Grp -1; Atks +8 melee (1d3+1 [19-20x2] masterwork dagger) OR +6/6 melee (1d3+1 [19-20x2] two masterwork daggers) OR +9 ranged (1d3+1, masterwork sling); SA sneak attack +1d6; SQ evasion; AL CN; SV Fort +4, Ref +8, Will +1; ABL Str 12, Dex 18, Con 14, Int 14, Wis 8, Cha 8.


Skills and Feats: Escape Artist +10, Hide +14, Jump +9, Listen +5, Move Silently +14, Sleight of Hands +10, Spot +5, Tumble +12; Two-weapon Fighting, Weapon Finesse


Evasion (Ex): When a character with evasion makes a successful save Reflex save against an effect that normally deals half damage on a successful save, that character instead takes no damage.


Possessions: masterwork dagger (x2), masterwork sling, 20 bullets, +1 chain shirt, potion of cat’s grace, potion of cure light wounds


Description: A pair of halfling twins who blend into their surroundings.
Power-Up Suite (potion consumed): Timmy and Tommy Greenthumb: Deep Halfling Rog3; CR 3; small humanoid (halfling); HD 3d6+6; hp 20; Init +6; Spd 20 ft.; AC 22; touch 17; flat-footed 16; Base Atk +2; Grp -1; Atks +10 melee (1d3+1 [19-20x2] masterwork dagger) OR +8/8 melee (1d3+1 [19-20x2] two masterwork daggers) OR +11 ranged (1d3+1, masterwork sling); SA sneak attack +1d6; SQ evasion; AL CN; SV Fort +4, Ref +10, Will +1; ABL Str 12, Dex 22, Con 14, Int 14, Wis 8, Cha 8.


Skills and Feats: Escape Artist +12, Hide +16, Jump +9, Listen +5, Move Silently +16, Sleight of Hands +12, Spot +5, Tumble +14; Two-weapon Fighting, Weapon Finesse


Possessions: masterwork dagger (x2), masterwork sling, 20 bullets, +1 chain shirt, potion of cat’s grace, potion of cure light wounds

Foothair Brambles: Deep Halfling Fav3; CR 3; small humanoid (halfling); HD 3d8+6; hp 24; Init +2; Spd 20 ft.; AC 19; touch 13; flat-footed 17; Base Atk +2; Grp -1; Atks +5 melee (1d4+1 [18-20x2] +1 rapier) OR +6 ranged (1d3+1, sling); AL CN; SV Fort +6, Ref +6, Will +6; ABL Str 12, Dex 14, Con 14, Int 8, Wis 14, Cha 14.


Skills and Feats: Concentration +8; Augment Summoning, Spell Focus (conjuration), Weapon Focus (rapier)


Favored Soul Spells Per Day: (6/6; DC 12 + spell lvl, or 13 + spell lvl for Conjuration)

Favored Soul Spells Known: (0—create water, cure minor wounds, detect magic, mending, read magic; 1—cause fear, command, cure light wounds, summon monster I)


Possessions: chain shirt, sling, 20 bullets, wooden holy symbol of Olidamarra, +1 rapier


Description: A pale-skinned and grinning halfling, wearing dark robes that conceal a chain shirt.

APLs 2 and 4

3rd Round NPC Teams (Toughs)

Quarian: Gray Elf Div4; CR 4; medium humanoid (elf); HD 4d4+7; hp 20; Init +3; Spd 30 ft.; AC 13; touch 13; flat-footed 10; Base Atk +2; Grp +0; Atks +0 melee (1d4-2, spiked gauntlet) OR +5 ranged (1d8-2 [20x3] longbow); SQ low-light vision, summon familiar (toad); AL N; SV Fort +3, Ref +5, Will +4; ABL Str 6, Dex 16, Con 12, Int 23, Wis 8, Cha 8.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Listen +6, Spellcraft +14, Spot +6; Greater Spell Focus (illusion), Scribe Scrolls, Spell Focus (illusion)


Wizard Spells Prepared: (5/6/5; save DC 16 + spell level, OR save DC 18 + spell level for Illusion spells; Diviner, opposed schools: Evocation) 0—acid splash, daze, daze, detect magic, light; 1—color spray [DC 19], color spray [DC 19], mage armor, master’s touch (SpC), shield, wall of smoke (SpC); 2—false life, glitterdust, hypnotic pattern [DC 20], phantasmal assailants [DC 20], see invisibility)


Possessions: (5,400) spiked gauntlet, longbow, headband of intellect +2 (4,000gp), vest of resistance +1 (1,000gp), scroll of invisibility (150gp), scroll of bear’s endurance (150gp)


Description: A wiry, thin gray elf with his black hair held neatly back from his brow by an ornate silver circlet.

Power-Up Suite (spells cast): Quarian: Gray Elf Div4; CR 4; medium humanoid (elf); HD 4d4+26*; hp 39*; Init +3; Spd 30 ft.; AC 21*; touch 13; flat-footed 18*; Base Atk +2; Grp +0; Atks +0 melee (1d4-2, spiked gauntlet) OR +5 ranged (1d8-2 [20x3] longbow); SQ low-light vision, summon familiar (toad); AL N; SV Fort +5*, Ref +5, Will +4; ABL Str 6, Dex 16, Con 12, Int 23, Wis 8, Cha 8.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Listen +6, Spellcraft +14, Spot +6; Greater Spell Focus (illusion), Scribe Scrolls, Spell Focus (illusion)


Wizard Spells Prepared: (5/6/5; save DC 16 + spell level, OR save DC 18 + spell level for Illusion spells; Diviner, opposed schools: Evocation) 0—acid splash, daze, daze, detect magic, light; 1—color spray [DC 19], color spray [DC 19], mage armor, master’s touch (SpC), shield, wall of smoke (SpC); 2—false life, glitterdust, hypnotic pattern [DC 20], phantasmal assailants [DC 20], see invisibility)


Possessions: (5,400) spiked gauntlet, longbow, headband of intellect +2 (4,000gp), vest of resistance +1 (1,000gp), scroll of invisibility (150gp), scroll of bear’s endurance (150gp)


*Includes bonuses from false life, mage armor, shield and see invisibility at caster level 4. Also includes invisibility and bear’s endurance at caster level 3.

Aramil: Gray Elf Con4; CR 4; medium humanoid (elf); HD 4d4+7; hp 20; Init +3; Spd 30 ft.; AC 13; touch 13; flat-footed 10; Base Atk +2; Grp +0; Atks +0 melee (1d4-2, spiked gauntlet) OR +5 ranged (1d8-2 [20x3] longbow); SQ low-light vision, summon familiar (toad); AL N; SV Fort +3, Ref +5, Will +4; ABL Str 6, Dex 16, Con 12, Int 23, Wis 8, Cha 8.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Listen +6, Spellcraft +14, Spot +6; Augment Summoning, Scribe Scrolls, Spell Focus (conjuration)


Wizard Spells Prepared: (5/6/5; save DC 16 + spell level, OR save DC 17 + spell level for Conjuration spells; Conjurer, opposed schools: Evocation, Necromancy) 0—acid splash, daze, daze, detect magic, light; 1—grease [DC 18], grease [DC 18], mage armor, shield, summon monster I, summon monster I; 2—glitterdust [DC 19], invisibility, see invisibility, summon monster II, summon monster II)


Possessions: (5,400) spiked gauntlet, longbow, headband of intellect +2 (4,000gp), vest of resistance +1 (1,000gp), scroll of invisibility (150gp), scroll of bear’s endurance (150gp)


Description: A tanned gray elf in a flowing red robe, spell books hanging from his belt.

Power-Up Suite (spells cast): Aramil: Gray Elf Con4; CR 4; medium humanoid (elf); HD 4d4+15*; hp 28*; Init +3; Spd 30 ft.; AC 21*; touch 13; flat-footed 18*; Base Atk +2; Grp +0; Atks +0 melee (1d4-2, spiked gauntlet) OR +5 ranged (1d8-2 [20x3] longbow); SQ low-light vision, summon familiar (toad); AL N; SV Fort +5*, Ref +5, Will +4; ABL Str 6, Dex 16, Con 12, Int 23, Wis 8, Cha 8.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Listen +6, Spellcraft +14, Spot +6; Augment Summoning, Scribe Scrolls, Spell Focus (conjuration)


Wizard Spells Prepared: (5/6/5; save DC 16 + spell level, OR save DC 17 + spell level for Conjuration spells; Conjurer, opposed schools: Evocation, Necromancy) 0—acid splash, daze, daze, detect magic, light; 1—grease [DC 18], grease [DC 18], mage armor, shield, summon monster I, summon monster I; 2—glitterdust [DC 19], invisibility, see invisibility, summon monster II, summon monster II)


Possessions: (5,400) spiked gauntlet, longbow, headband of intellect +2 (4,000gp), vest of resistance +1 (1,000gp), scroll of invisibility (150gp), scroll of bear’s endurance (150gp)


*Includes bonuses from mage armor, see invisibility, shield and invisibility at caster level 4. Also includes bonuses from bear’s endurance at caster level 3.

Melius Mayhem: Gray Elf War4; CR 4; medium humanoid (elf); HD 4d6+4; hp 22; Init +3; Spd 30 ft.; AC 20; touch 14; flat-footed 17; Base Atk +2; Grp +2; Atks +2 melee (1d8 [19-20x2] longsword) OR +5 ranged touch OR +6 ranged touch (with Point-blank Shot); SQ advanced learning (persistent blade), low-light vision, warmage edge +3; AL N; SV Fort +3, Ref +5, Will +4; ABL Str 10, Dex 16, Con 12, Int 16, Wis 8, Cha 15.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Spellcraft +12; Point-blank Shot, Precise Shot


Warmage Spells Per Day: (6/7/4; save DC 14 + spell level)


Possessions: (5,400) longsword, +1 studded leather armor (1,175gp), +1 light wooden shield (1,153gp), ring of protection +1 (2,000gp), vest of resistance +1 (1,000gp)


Description: A silver-haired gray elf wearing fine studded leather armor, wielding a rune-encrusted wooden shield, with a longsword at his hip.

Ellium the Blaster: Gray Elf Wrl4; CR 4; medium humanoid (elf); HD 4d6+4; hp 22; Init +3; Spd 30 ft.; AC 20; touch 14; flat-footed 17; Base Atk +3; Grp +3; Atks +3 melee (1d8 [19-20x2] longsword) OR +6 ranged touch (2d6, eldritch blast) OR +7 ranged touch (2d6+1, eldritch blast, with Point-blank Shot); SA eldritch blast 2d6, frightful blast; SQ low-light vision, devil’s sight, see the unseen; AL N; SV Fort +3, Ref +5, Will +4; ABL Str 10, Dex 16, Con 12, Int 12, Wis 8, Cha 17.


Skills and Feats: Concentration +8, Knowledge (arcana) +10, Spellcraft +12, Use Magic Device +10; Point-blank Shot, Precise Shot


Eldritch blast (Sp): Ray with a range of 60 feet. Ranged touch attack with no saving throw. Equivalent of a spell of 2nd level. Subject to spell resistance. Deals half damage to objects.

Invocations (Sp): Ellium the Blaster does not prepare or cast spells as other wielders of arcane magic do. Instead, he can use any invocation he knows at will, with the following qualifications: An invocation is a spell-like ability; therefore, using an invocation is a standard action that provokes attacks of opportunity. An invocation can be disrupted like a spell. Ellium is entitled to a Concentration check to successfully use an invocation if he is hit by an attack while invoking. Ellium can choose to use an invocation defensively, by making a successful Concentration check, to avoid provoking attacks of opportunity. Invocations are subject to spell resistance, and Ellium’s caster level is equal to his warlock level (4).


The save DC for Ellium’s invocations is equal to 13 + effective spell level.


Some invocations, known as eldritch essence invocations, affect Ellium’s eldritch blast. Ellium can apply only one invocation to his eldritch blast, choosing from any of the eldritch essence invocations he knows. When he applies an eldritch essence invocation to his eldritch blast, the spell level equivalent of the modified blast is equal to the level of the eldritch blast or the eldritch essence invocation, whichever is higher.

See the unseen (Sp): Gain ability to see invisible creatures (as see invisibility). Also gain darkvision 60’ for 24 hours.


Devil’s Sight (Sp): You gain the visual acuity of a devil for 24 hours. You can see normally in darkness and magical darkness out to 30 ft.

Frightful blast (Sp): Any creature struck by an eldritch blast modified by frightful blast must succeed on a Will save (DC 15) or become shaken for 1 minute.


Possessions: (5,400) longsword, +1 chain shirt (1,250gp), ring of protection +1 (2,000gp), vest of resistance +1 (1,000gp), potion of cure light wounds (50gp), potion of protection from good (50gp)


Description: A menacing and smirking, dark gray elf in a chain shirt. There is something devilish about his features.

APLs 6 through 10

1st Round NPC Teams (fluffs)

Shield Lands Army Regular: Human Ftr8; CR 8; medium humanoid (human); HD 8d10+16; hp 80; Init +1; Spd 30 ft.; AC 20; touch 11; flat-footed 19; Base Atk +8; Grp +11; Atks +13/8 melee (1d8+6, +1 flail) OR +10 ranged (1d8 [19-20x2] masterwork light crossbow); AL LN; SV Fort +8, Ref +3, Will +2; ABL Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb +11, Jump +11; Combat Expertise, Dodge, Elusive Target, Improved Disarm, Improved Trip, Mobility, Power Attack, Weapon Focus (flail), Weapon Specialization (flail)


Possessions: masterwork light crossbow, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of cat’s grace, potion of bull’s strength, potion of cure moderate wounds, +1 mithril breastplate, +1 flail, +1 heavy steel shield


Description: A seasoned veteran of the Standing Army of the Shield Lands marked by the scars of many battles.

Power-Up Suite (potions consumed): Shield Lands Army Regular: Human Ftr8; CR 8; medium humanoid (human); HD 8d10+16; hp 80; Init +1; Spd 30 ft.; AC 22; touch 13; flat-footed 19; Base Atk +10; Grp +13; Atks +15/10 melee (1d8+8, +1 flail) OR +12 ranged (1d8 [19-20x2] masterwork light crossbow); AL LN; SV Fort +8, Ref +5, Will +2; ABL Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb +11, Jump +11; Combat Expertise, Dodge, Elusive Target, Improved Disarm, Improved Trip, Mobility, Power Attack, Weapon Focus (flail), Weapon Specialization (flail)


Possessions: masterwork light crossbow, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of cat’s grace, potion of bull’s strength, potion of cure moderate wounds, +1 mithril breastplate, +1 flail, +1 heavy steel shield


Description: A seasoned veteran of the Standing Army of the Shield Lands marked by the scars of many battles.

APLs 6 through 10

2nd Round NPC Teams (buffs)

Little Darryl and Big Darryl: Human Rgr6/Occ2; CR 8; medium humanoid (human); HD 8d8+16; hp 59; Init +8; Spd 30 ft.; AC 19; touch 14; flat-footed 15; Base Atk +8; Grp +10; Atks +11/6 melee (1d8+3 [20x3] masterwork longspear) OR +14/9 ranged (1d8+3 [20xd3] +1 composite longbow [str +2]) OR +13/13/8 (1d8+4 [20x3] +1 composite longbow [str +2] with Point-Blank and Rapid Shot); SA vicious strike; SQ animal companion (riding dog), magical defense +1, weapon bond, mind over magic 1/day; AL N; SV Fort +8, Ref +10, Will +7; ABL Str 14, Dex 18, Con 14, Int 10, Wis 12, Cha 8.


Skills and Feats: Climb +10, Handle Animal +8, Knowledge (arcana) +5, Listen +10, Spellcraft +11, Spot +10; Improved Initiative, Many-Shot, Point-Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)


Magical Defense (Ex): An occult slayer’s constant training in countering magic of all types manifests itself as a bonus on saving throws against spells or spell-like abilities. This bonus is +1 at 1st level, and it increases to +2 at 3rd level and to +3 at 5th level.

Weapon Bond (Su): An occult slayer must choose a particular weapon of at least masterwork quality as the focus of her power. Upon making her selection, she immediately forms a bond with the chosen weapon that imbues it with the force of her hatred for spellcasters. Thereafter, any successful attack she makes with that weapon against a spellcaster or a creature with spell-like abilities deals an extra 1d6 points of damage. If this particular weapon is lost or destroyed, the occult slayer loses the ability to deal the extra damage until she acquires and bonds with another weapon of the same kind of at least masterwork quality. The occult slayer must spend one day per character level practicing with the replacement weapon (and doing very little else—no adventuring) to create a new weapon bond.

Mind over Magic (Su): Starting at 2nd level, an occult slayer can cause a spell or spell-like ability targeted against her to rebound onto the originator as a free action. This ability otherwise functions as the spell turning spell (caster level equals the character’s occult slayer level + 5). An occult slayer can use this ability once per day at 2nd level and twice per day at 4th level.

Vicious Strike (Ex): At 2nd level and higher, an occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Ranger Spells Prepared: (2; save DC 11 + spell level) 1—arrowmind (SpC), entangle


Possessions: (9,400) masterwork longspear, +1 composite longbow [str +2] (2,600gp), gloves of dexterity +2 (4,000gp), +1 chain shirt (1,250gp), vest of resistance +1 (1,000gp)

Riding Dog: CR –; medium animal; HD 4d8+12; hp 31; Init –; Spd 40 ft.; AC 19; touch 13; flat-footed 16; Base Atk +3; Grp +6; Atk Bite +7 melee (1d6+4); SA trip; SQ evasion, link, low-light vision, share spells; AL N; SV Fort +7, Ref +7, Will +2; ABL Str 16, Dex 16, Con 16, Int 2, Wis 12, Cha 6.


Skills and Feats: Jump +8, Listen +7, Spot +7, Swim +3, Survival +1 (+5 when tracking by scent); Alertness, Track (B), Weapon Focus (bite)


Trip (Ex): If the riding dog succeeds on a melee attack, it may automatically attempt to trip its opponent as a free action that does not provoke an attack of opportunity (+3 check modifier). If the riding dog fails to trip its opponent, its opponent does not get a reactive trip attempt.

Lawrence the Green: Human Drd7/Ftr1; CR 8; medium humanoid (human); HD 7d8+1d10+16; hp 60; Init +1; Spd 30 ft.; AC 20; touch 12; flat-footed 19; Base Atk +6; Grp +8; Atks +9 melee (1d6 [18-20x2] masterwork scimitar) OR +7 ranged touch; SA; SQ animal companion (Longhorn); AL LN; SV Fort +9, Ref +3, Will +8; ABL Str 14, Dex 12, Con 14, Int 10, Wis 16, Cha 8.


Skills and Feats: Concentration +13, Handle Animal +10, Listen +13, Ride +12, Spot +14; Augment Summoning, Mounted Combat, Ride-By Attack, Spell Focus (conjuration), Spirited Charge


Druid Spells Prepared: (6/5/4/3/1; save DC 13 + spell level, OR save DC 14 + spell level for Conjuration spells) 0—detect magic, guidance, light, light, read magic, resistance; 1—babau slime (SpC), entangle [DC 15], obscuring mist, produce flame, snake’s swiftness (SpC); 2—barkskin, bull’s strength, flame blade, nature’s favor (SpC); 3—greater magic fang, summon nature’s ally III, summon nature’s ally III; 4—summon nature’s ally IV)


Possessions: (9,400) masterwork scimitar (305gp), +1 studded leather barding (1,700gp), +2 studded leather armor (4,175gp), ring of protection +1 (2,000gp), cloak of resistance +1 (1,000gp), +1 heavy wooden shield (1,157gp)
Longhorn: CR –; large animal (rhinocerous); HD 8d8+40; hp 76; Init –; Spd 30 ft.; AC 20; touch 9; flat-footed 20; Base Atk +6; Grp +18; Atk Gore +13 melee (2d6+12); SA powerful charge; SQ link, low-light vision, share spells; AL N; SV Fort +11, Ref +6, Will +3; ABL Str 26, Dex 10, Con 21, Int 2, Wis 13, Cha 2.


Skills and Feats: Listen +14, Spot +3; Alertness, Endurance, Improved Natural Attack (gore)


Powerful charge (Ex): Longhorn deals 4d6+24 points of damage when it makes a charge.

Power-Up Suite (spells cast): Lawrence the Green: Human Drd7/Ftr1; CR 8; medium humanoid (human); HD 7d8+1d10+16; hp 60; Init +1; Spd 30 ft.; AC 20; touch 12; flat-footed 19; Base Atk +6; Grp +8; Atks +8 melee touch (1d8+3, flame blade) OR +9 melee (1d6 [18-20x2] masterwork scimitar) OR +7 ranged touch; SA; SQ animal companion (Longhorn); AL LN; SV Fort +9, Ref +3, Will +8; ABL Str 14, Dex 12, Con 14, Int 10, Wis 16, Cha 8.


Skills and Feats: Concentration +13, Handle Animal +10, Listen +13, Ride +12, Spot +14; Augment Summoning, Mounted Combat, Ride-By Attack, Spell Focus (conjuration), Spirited Charge


Druid Spells Prepared: (6/5/4/3/1; save DC 13 + spell level, OR save DC 14 + spell level for Conjuration spells) 0—detect magic, guidance, light, light, read magic, resistance; 1—babau slime (SpC), entangle [DC 15], obscuring mist, produce flame, snake’s swiftness (SpC); 2—barkskin, bull’s strength, flame blade, nature’s favor (SpC); 3—greater magic fang, summon nature’s ally III, summon nature’s ally III; 4—summon nature’s ally IV)


Possessions: (9,400) masterwork scimitar (305gp), +1 studded leather barding (1,700gp), +2 studded leather armor (4,175gp), ring of protection +1 (2,000gp), cloak of resistance +1 (1,000gp), +1 heavy wooden shield (1,157gp)


*Includes flame blade cast by a 7th level caster.

Power-Up Suite (spells cast): Longhorn: CR –; large animal (rhinocerous); HD 8d8+40; hp 76; Init –; Spd 30 ft.; AC 23*; touch 9; flat-footed 23*; Base Atk +6; Grp +20*; Atk Gore +19* melee (2d6+17*); SA powerful charge; SQ link, low-light vision, share spells; AL N; SV Fort +11, Ref +6, Will +3; ABL Str 30*, Dex 10, Con 21, Int 2, Wis 13, Cha 2.


Skills and Feats: Listen +14, Spot +3; Alertness, Endurance, Improved Natural Attack (gore)


Powerful charge (Ex): Longhorn deals 4d6+34* points of damage when it makes a charge.


*Includes babau slime, barkskin, bull’s strength, flame blade, nature’s favor and greater magic fang, cast by a 7th level caster.

Stanley: Human Drd3/Wiz4/ArH1; CR 8; medium humanoid (human); HD 3d8+4d4+1d6+16; hp 50; Init +6; Spd 30 ft.; AC 12; touch 12; flat-footed 10; Base Atk +4; Grp +4; Atks +5 melee (1d4 [19-20x2] masterwork dagger) OR +6 ranged touch (wand of ray of enfeeblement); SA; SQ animal companion (Snuggums), wild empathy; AL N; SV Fort +6, Ref +5, Will +12; ABL Str 10, Dex 14, Con 14, Int 18, Wis 14, Cha 8.


Skills and Feats: Concentration, Handle Animal , Knowledge (arcana), Ride, Survival ; Danger Sense, Improved Initiative, Natural Bond, Practiced Spellcaster (druid)


Druid Spells Prepared: (5/4/3; save DC 12 + spell level; caster level 8) 0—detect magic, guidance, light, read magic, resistance; 1—entangle, produce flame, snake’s swiftness (SpC), snake’s swiftness (SpC); 2—barkskin, bull’s strength, nature’s favor (SpC))


Wizard Spells Prepared: (5/5/4/3; save DC 14 + spell level; Transmuter, opposed schools: Enchantment, Evocation; caster level 5) 0—detect magic, light, mage hand, read magic, resistance; 1—expeditious retreat, grease, mage armor, ray of enfeeblement, shield; 2—cat’s grace, glitterdust, invisibility, see invisibility; 3—greater mage armor, haste, slow)


Possessions: (9,400) masterwork dagger, wand of ray of enfeeblement (750gp), headband of intellect +2 (4,000gp), amulet of health +2 (4,000gp), cloak of resistance +1 (1,000gp)

Snuggums: CR –; large animal (tiger); HD 6d8+18; hp 45; Init –; Spd 40 ft.; AC 14; touch 11; flat-footed 12; Base Atk +4; Grp +14; Atks 2 claws +9 melee (1d8+6) and bite +4 melee (2d6+3); SA improved grab, pounce, rake 1d8+3; SQ link, low-light vision, scent, share spells; AL N; SV Fort +8, Ref +7, Will +3; ABL Str 23, Dex 15, Con 17, Int 2, Wis 12, Cha 6.


Skills and Feats: Balance +6, Hide +3, Listen +3, Move Silently +9, Spot +3, Swim +11; Alertness, Improved Natural Attack (bite), Improved Natural Attack (claw)


Improved grab (Ex): To use this ability, Snuggums must hit with his claw or bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple, it establishes hold and can rake.


Pounce (Ex): If Snuggums charges a foe, it can make a full attack, including two rakes.


Rake (Ex): Attack bonus +9 melee, damage 1d8+3.

Power-Up Suite (spells cast): Stanley: Human Drd3/Wiz4/ArH1; CR 8; medium humanoid (human); HD 3d8+4d4+1d6+16; hp 50; Init +6; Spd 30 ft.; AC 16*; touch 12; flat-footed 14*; Base Atk +4; Grp +4; Atks +5 melee (1d4 [19-20x2] masterwork dagger) OR +6 ranged touch (wand of ray of enfeeblement); SA; SQ animal companion (Snuggums), wild empathy; AL N; SV Fort +6, Ref +5, Will +12; ABL Str 10, Dex 14, Con 14, Int 18, Wis 14, Cha 8.


Skills and Feats: Concentration, Handle Animal , Knowledge (arcana), Ride, Survival ; Danger Sense, Improved Initiative, Natural Bond, Practiced Spellcaster (druid)


Druid Spells Prepared: (5/4/3; save DC 12 + spell level; caster level 8) 0—detect magic, guidance, light, read magic, resistance; 1—entangle, produce flame, snake’s swiftness (SpC), snake’s swiftness (SpC); 2—barkskin, bull’s strength, nature’s favor (SpC))


Wizard Spells Prepared: (5/5/4/3; save DC 14 + spell level; Transmuter, opposed schools: Enchantment, Evocation; caster level 5) 0—detect magic, light, mage hand, read magic, resistance; 1—expeditious retreat, grease, mage armor, ray of enfeeblement, shield; 2—false life, glitterdust, invisibility, mirror image; 3—greater mage armor, haste, slow)


Possessions: (9,400) masterwork dagger, wand of ray of enfeeblement (750gp), headband of intellect +2 (4,000gp), amulet of health +2 (4,000gp), cloak of resistance +1 (1,000gp)


*Includes mage armor and invisibility cast by a 5th level caster.

Power-Up Suite (spells cast): Snuggums: CR –; large animal (tiger); HD 6d8+30*; hp 57*; Init –; Spd 40 ft.; AC 27*; touch 11; flat-footed 25*; Base Atk +4; Grp +16*; Atks 2 claws +13* melee (1d8+8* plus 1d6+5 fire) and bite +8* melee (2d6+4* plus 1d6+5 fire); SA improved grab, pounce, rake 1d8+4*; SQ link, low-light vision, scent, share spells; AL N; SV Fort +8, Ref +7, Will +3; ABL Str 27*, Dex 15, Con 17, Int 2, Wis 12, Cha 6.


Skills and Feats: Balance +6, Hide +3, Listen +3, Move Silently +9, Spot +3, Swim +13*; Alertness, Improved Natural Attack (bite), Improved Natural Attack (claw)


Improved grab (Ex): To use this ability, Snuggums must hit with his claw or bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple, it establishes hold and can rake.


Pounce (Ex): If Snuggums charges a foe, it can make a full attack, including two rakes.


Rake (Ex): Attack bonus +13 melee, damage 1d8+3 plus 1d6+5 fire*


*Includes greater mage armor, false life, mirror image and shield, cast by a 5th level caster. Also includes barkskin, bull’s strength, nature’s favor and produce flame, cast by an 8th level caster.

APLs 6 through 10

3rd Round NPC Teams (toughs)

Dahlia: Human Sor8/Fat2; CR 10; medium humanoid (elf); HD 10d4+33; hp 64; Init +5; Spd 30 ft.; AC 13; touch 13; flat-footed 10; Base Atk +2; Grp +0; Atks +0 melee (1d4-2, spiked gauntlet) OR +5 ranged (1d8-2 [20x3] longbow); SQ low-light vision, summon familiar (toad); AL LE; SV Fort +8, Ref +6, Will +11; ABL Str 8, Dex 12, Con 16, Int 10, Wis 8, Cha 24.


Skills and Feats: Concentration +15, Knowledge (arcana) +5, Profession (gambler) +7, Spellcraft +15; Improved Initiative, Greater Spell Focus (enchantment), Point-Blank Shot, Precise Shot, Spell Focus (enchantment)


Spin Fate (Ex): Each day, a fatespinner can use a number of points of spin equal to his fatespinner class level. As a free action, a fatespinner can use stored spin to boost the save DC of a spell he casts, adding some or all his spin to the DC, on a point-for-point basis. 

Fickle Finger of Fate (Ex): On reaching 2nd level, a fatespinner gains the ability to affect the luck of others. Once per day as an immediate action, he can force any other creature—friend or enemy—to reroll a roll that it has just made. A fatespinner must have line of sight to the creature to be affected. That creature must abide by the result of the reroll, whether it’s higher or lower than the original roll.


Sorcerer Spells Per Day: (6/8/8/8/6/4; save DC 17 + spell level OR save DC 19 + spell level for Enchantment spells) 

Sorcerer Spells Known: (9/5/4/3/2/1; 0—acid splash, amanuensis (SpC), daze [DC 19], detect magic, ghost sound, light, mage hand, message, read magic; 1—charm person [DC 20], grease, lesser orb of acid, ray of enfeeblement, shield; 2—false life, glitterdust, see invisibility, scorching ray; 3—dispel magic, hold person [DC 22], slow; 4—enervation, greater invisibility; 5—dominate person [DC 24])


Possessions: (49,000) cloak of charisma +4 (16,000gp), vest of resistance +3 (9,000gp), amulet of health +2 (4,000gp), tan bag of tricks (6,300gp), scepter of obedience (12,500gp)(MH)


Description:

Power-Up Suite (bardic music, spells cast): Dahlia: Human Sor8/Fat2; CR 10; medium humanoid (elf); HD 10d4+50*; hp 81*; Init +12*; Spd 60* ft.; AC 25*; touch 21*; flat-footed 21*; Base Atk +2; Grp +0; Atks +7/7* melee (1d4+1*, spiked gauntlet) OR +12/12* ranged (1d8+1* [20x3] longbow); SQ low-light vision, summon familiar (toad); AL LE; SV Fort +8, Ref +6, Will +11; ABL Str 8, Dex 12, Con 16, Int 10, Wis 8, Cha 24.


Skills and Feats: Concentration +15, Knowledge (arcana) +5, Profession (gambler) +7, Spellcraft +15; Improved Initiative, Greater Spell Focus (enchantment), Point-Blank Shot, Precise Shot, Spell Focus (enchantment)


Sorcerer Spells Per Day: (6/7/7/8/5/4; save DC 17 + spell level OR save DC 19 + spell level for Enchantment spells) 


*Includes bonuses for motivate dexterity and inspire courage with inspirational boost. Also includes bonuses for shield, false life, and recitation at caster level 10. Includes bonuses for shield of faith at caster level 12 and haste at caster level 9. Other spells cast include see invisibility and greater invisibility at caster level 10.

Kor: Human Clr10; CR 10; medium humanoid (human); HD 10d8+30; hp 83; Init +0; Spd 20 ft.; AC 22; touch 10; flat-footed 22; Base Atk +7; Grp +9; Atks +10 melee (1d8+3 plus vicious, +1 vicious heavy mace); SQ rebuke undead 8/day; AL LE; SV Fort +11, Ref +4, Will +14; ABL Str 14, Dex 10, Con 16, Int 8, Wis 22, Cha 12.


Skills and Feats: Concentration +19, Knowledge (religion) +4, Spellcraft +7; Divine Spellpower, Extra Turning, Improved Toughness, Skill Focus (concentration), Spell Focus (necromancy)

Cleric Spells Prepared: (6/6+1/6+1/4+1/4+1/3+1; save DC 16 + spell level, OR save DC 17 + spell level for Necromancy spells) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—command* [DC 18], shield of faith, shield of faith, shield of faith, shield of faith; 2—bull’s strength, calm emotions [DC 19], cure moderate wounds, prayer*, resist energy, silence, summon undead II, zeal* (SpC); 3—blindness/deafness [DC 20], cure serious wounds, dispel magic, summon undead III (SpC); 4—delay death, fear* [DC 21], freedom of movement, recitation (SpC), wrack [DC 21](SpC); 5—righteous might*, righteous wrath of the faithful (SpC), slay living [DC 22], stalwart pact (SpC))

*Domain spell; Deity: Hextor; Domains: Competition (+1 to all opposed checks); Tyranny (+1 to the save DC of all compulsion spells)


Possessions: (49,000) +1 full plate (2,650gp), +1 heavy steel shield (1,170gp), +1 vicious heavy mace (8,312gp), ring of counterspells (4,000gp), belt of dwarvenkind (14,900gp), periapt of wisdom +4 (16,000gp), vest of resistance +1 (1,000gp)


Description:

Power-Up Suite (bardic music, spells cast): Kor: Human Clr10; CR 10; large* humanoid (human); HD 10d8+30; hp 83; Init +7*; Spd 40* ft.; AC 33*; touch 17*; flat-footed 32*; Base Atk +7; Grp +17*; Atks +20/20/15* melee (2d6+10* plus vicious, +1 vicious heavy mace); SQ damage reduction 10/good, rebuke undead 2/day*; AL LE; SV Fort +11, Ref +4, Will +14; ABL Str 22*, Dex 10, Con 16, Int 8, Wis 22, Cha 12.


Skills and Feats: Concentration +21*, Knowledge (religion) +4, Spellcraft +7; Divine Spellpower, Extra Turning, Improved Toughness, Skill Focus (concentration), Spell Focus (necromancy)

Cleric Spells Prepared: (6/6+1/6+1/4+1/4+1/3+1; save DC 16 + spell level, OR save DC 17 + spell level for Necromancy spells) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—command* [DC 18], shield of faith, shield of faith, shield of faith, shield of faith; 2—bull’s strength, calm emotions [DC 19], cure moderate wounds, prayer*, resist energy, silence, summon undead II, zeal* (SpC); 3—blindness/deafness [DC 20], dispel magic, magic vestment, summon undead III (SpC); 4—delay death, fear* [DC 21], freedom of movement, recitation (SpC), wrack [DC 21](SpC); 5—righteous might*, righteous wrath of the faithful (SpC), slay living [DC 22], stalwart pact (SpC))

*Includes bonuses for motivate dexterity and inspire courage with inspirational boost. Also includes bonuses for bull’s strength, and recitation at caster level 10. Includes bonuses for righteous might and shield of faith at caster level 12 and haste at caster level 9. Other spells in effect include stalwart pact at caster level 10.

Dunigan: Dwarf Ftr6/Pio4; CR 10; medium humanoid (dwarf); HD 10d10+30; hp 94; Init +1; Spd 20 ft.; AC 25; touch 11; flat-footed 24; Base Atk +10; Grp +14; Atks +17/12 melee (1d8+6, +2 flail) OR +12/7 ranged (1d8+4 [20x3] masterwork composite [str +4] longbow); SA smite 1/day; SQ damage reduction 1/-, darkvision 60 ft., +2 racial bonus to saves against spells, spell-like abilities and poison, mettle; AL LE; SV Fort +14, Ref +5, Will +9; ABL Str 18, Dex 13, Con 16, Int 14, Wis 12, Cha 6.


Skills and Feats: Concentration +16, Knowledge (religion) +7; Combat Expertise, Diehard, Dodge, Elusive Target (CW), Endurance, Improved Trip, Mobility, True Believer (CD), Weapon Focus (flail), Weapon Specialization (flail)


Mettle (Ex): When a Pious Templar successfully makes a Fortitude or Will save that normally allows for a partial effect, the Pious Templar instead takes no ill effect.


Pious Templar Spells Prepared: (2/1; save DC 11 + spell level; 1—divine sacrifice, divine sacrifice; 2—wave of grief)


Possessions: (49,000) masterwork composite [str +4] longbow, +1 full plate (2,650gp), +1 heavy steel shield (1,170gp), gauntlets of ogre power (4,000gp), amulet of natural armor +2 (8,000gp), boots of speed (12,000gp), vest of resistance +2 (4,000gp), +2 flail (8,308gp)

Description:

Power-Up Suite (enlarged, hasted, bardic music, spells cast): Dunigan: Dwarf Ftr6/Pio4; CR 10; large humanoid (dwarf); HD 12d10+36*; hp 112*; Init +7*; Spd 40* ft.; AC 33*; touch 14*; flat-footed 31*; Base Atk +10; Grp +14; Atks +26/26/21* melee (2d6+10*, +2 flail) OR +19/19/14* ranged (2d6+7* [20x3] masterwork composite [str +4] longbow); SA smite 1/day; SQ damage reduction 1/-, darkvision 60 ft., +2 racial bonus to saves against spells, spell-like abilities and poison, mettle; AL LE; SV Fort +15*, Ref +5, Will +9; ABL Str 20*, Dex 11*, Con 16, Int 14, Wis 12, Cha 6.


Skills and Feats: Concentration +16, Knowledge (religion) +7; Combat Expertise, Diehard, Dodge, Elusive Target (CW), Endurance, Improved Trip, Mobility, True Believer (CD), Weapon Focus (flail), Weapon Specialization (flail)


Pious Templar Spells Prepared: (2/1; save DC 11 + spell level; 1—divine sacrifice, divine sacrifice; 2—wave of grief)


Possessions: (49,000) masterwork composite [str +4] longbow, +1 full plate (2,650gp), +1 heavy steel shield (1,170gp), gauntlets of ogre power (4,000gp), amulet of natural armor +2 (8,000gp), boots of speed (12,000gp), vest of resistance +2 (4,000gp), +2 flail (8,308gp)

*Includes bonuses for motivate dexterity, inspire greatness and inspire courage with inspirational boost. Also includes bonuses for haste at caster level 9 and recitation at caster level 10. Also includes bonuses for magic vestment and shield of faith at caster level 12. Other spells cast include enlarge person at caster level 1.

Tavis: Half-elf Brd9/Mar1; CR 10; medium humanoid (half-elf); HD 9d6+1d8+30; hp 73; Init +14; Spd 30 ft.; AC 18; touch 13; flat-footed 15; Base Atk +6; Grp +5; Atks +6 melee (1d8 [20x3] +1 longspear) OR +10/5 ranged (1d8-1 [20x3] masterwork composite longbow); SA fascinate, suggestion; SQ bardic music 13/day, motivate dexterity; AL NE; SV Fort +10, Ref +12, Will +8; ABL Str 8, Dex 16, Con 16, Int 8, Wis 8, Cha 24.


Skills and Feats: Concentration +16, Perform (oratory) +20, Spellcraft +9, Tumble +22, Use Magic Device +20; Extra Music, Improved Initiative, Lingering Song, Lyric Spell, Skill Focus (diplomacy)


Motivate dexterity (Ex): While he keeps this aura active, Tavis grants all allies within 60 ft., including himself, a bonus on their Dexterity checks (including initiative rolls) equal to his Charisma bonus.


Bard Spells Per Day: (3/5/5/4; save DC 17 + spell level)


Bard Spells Known: Bard Spells Known: (6/4/4/3; 0—daze, detect magic, mage hand, mending, message, prestidigitation; 1—beastland ferocity (SpC), grease, inspirational boost (SpC), targeting ray (SpC); 2—alter self, mirror image, silence, whirling blade (SpC); 3—dispel magic, haste, infernal threnody (SpC),  mass curse of impending blades (SpC))


Possessions: (49,000) masterwork composite longbow, gloves of dexterity +2 (4,000gp), amulet of health +2 (4,000gp), vest of resistance +2 (4,000gp), +1 chain shirt (1,250gp), cloak of charisma +4 (16,000gp), +1 longspear (2,305gp), wand of enlarge person (750gp), wand of magic missile, 9th level caster (6,750gp), wand of magic missile, 7th level caster (5,250gp), wand of web (4,500gp)

Description:

Power-Up Suite (bardic music, spells cast): Tavis: Half-elf Brd9/Mar1; CR 10; medium humanoid (half-elf); HD 9d6+1d8+30; hp 73; Init +14; Spd 60* ft.; AC 28*; touch 17*; flat-footed 24*; Base Atk +6; Grp +5; Atks +10/10* melee (1d4+3* [19-20x2] +1 dagger) OR +14/14/9* ranged (1d8+2* [20x3] masterwork composite longbow); SA fascinate, suggestion; SQ bardic music 11*/day, motivate dexterity; AL NE; SV Fort +10, Ref +12, Will +8; ABL Str 8, Dex 16, Con 16, Int 8, Wis 8, Cha 24.


Skills and Feats: Concentration +16, Perform (oratory) +20, Spellcraft +9, Tumble +22, Use Magic Device +20; Extra Music, Improved Initiative, Lingering Song, Lyric Spell, Skill Focus (diplomacy)


Bard Spells Per Day: (3/4/3/3; save DC 17 + spell level)


Bard Spells Known: (6/4/4/3; 0—daze, detect magic, mage hand, mending, message, prestidigitation; 1—beastland ferocity (SpC), grease, inspirational boost (SpC), targeting ray (SpC); 2—alter self, mirror image, silence, whirling blade (SpC); 3—dispel magic, haste, infernal threnody (SpC), mass curse of impending blades (SpC)) 


Possessions: (49,000) masterwork composite longbow, gloves of dexterity +2 (4,000gp), amulet of health +2 (4,000gp), vest of resistance +2 (4,000gp), +1 chain shirt (1,250gp), cloak of charisma +4 (16,000gp), +1 dagger (2,302gp), wand of enlarge person (750gp), wand of magic missile, 9th level caster (6,750gp), wand of magic missile, 7th level caster (5,250gp), wand of web (4,500gp)

*Includes bonuses for inspire courage with inspirational boost. Also includes bonuses for alter self, haste and mirror image at caster level 9. Also includes recitation at caster level 10.

APLs 12 and 14

1st Round NPC Teams (fluffs)

Shield Lands Army Lieutenant: Human Ftr13; CR 13; medium humanoid (human); HD 13d10+26; hp 120; Init +6; Spd 30 ft.; AC 21; touch 12; flat-footed 19; Base Atk +13; Grp +16; Atks +19/14/9 melee (1d8+8 [19-20x2] +1 flail) OR +16 ranged (1d8 [19-20x2] masterwork light crossbow); AL LN; SV Fort +10, Ref +6, Will +4; ABL Str 20, Dex 18, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb +16, Jump +16; Combat Expertise, Dodge, Elusive Target, Greater Weapon Focus (flail), Greater Weapon Specialization (flail), Improved Critical (flail), Improved Disarm, Improved Initiative, Improved Trip, Mobility, Power Attack, Weapon Focus (flail), Weapon Specialization (flail)


Possessions: masterwork light crossbow, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of enlarge person, potion of fly, potion of haste, potion of shield of faith (+4), potion of bear’s endurance, potion of cat’s grace, potion of bull’s strength, potion of see invisibility, potion of cure moderate wounds, +1 mithril breastplate, +1 flail, +1 heavy steel shield, ring of blinking


Description: A seasoned, middle-aged Lieutenant of the Standing Army marked by the scars of many battles.

Power-Up Suite (potions consumed): Shield Lands Army Lieutenant: Human Ftr13; CR 13; large humanoid (human); HD 13d10+52; hp 146; Init +7; Spd 60 ft.; AC 26; touch 17; flat-footed 22; Base Atk +13; Grp +23; Atks +22/22/17/12 melee (2d6+11 [19-20x2] +1 flail) OR +17 ranged (2d6 [19-20x2] masterwork light crossbow); AL LN; SV Fort +12, Ref +9, Will +4; ABL Str 22, Dex 18, Con 18, Int 13, Wis 10, Cha 8.


Skills and Feats: Climb +17, Jump +17; Combat Expertise, Dodge, Elusive Target, Greater Weapon Focus (flail), Greater Weapon Specialization (flail), Improved Critical (flail), Improved Disarm, Improved Initiative, Improved Trip, Mobility, Power Attack, Weapon Focus (flail), Weapon Specialization (flail)


Possessions: masterwork light crossbow, everburning torch, acid flask, alchemist’s fire, smokestick, tanglefoot bag, thunderstone, potion of enlarge person,  potion of fly, potion of haste, potion of shield of faith (+4), potion of bear’s endurance, potion of cat’s grace, potion of bull’s strength, potion of see invisibility, potion of cure moderate wounds, +1 mithril breastplate, +1 flail, +1 heavy steel shield, ring of blinking


Description: A seasoned, middle-aged Lieutenant of the Standing Army marked by the scars of many battles.
APLs 12 and 14

2nd Round NPC Teams (buffs)

Scar the Cruel: Human Brd4/Mar4/War3/Exo2; CR 13; medium humanoid (human); HD 4d6+8d8+2d10+26; hp 87; Init +1; Spd 20 ft.; AC 21; touch 12; flat-footed 20; Base Atk +11; Grp +13; Atks +15/10/5 melee (2d4+4 [20x2] +1 spiked chain) OR +13/13/8/3 melee (2d4+4 [20x2] +1 spiked chain, with flurry of strikes) OR +13/8/3 (1d6+2 [20x3] masterwork composite [str +2] shortbow); SA improved trip (opposed check at +14); SQ grant move action 1/day, motivate care, motivate dexterity, motivate tactics; AL NE; SV Fort +12, Ref +7, Will +10; ABL Str 14, Dex 12, Con 14, Int 13, Wis 8, Cha 18.


Skills and Feats: Concentration, Perform; Combat Expertise, Combat Reflexes, Improved Disarm, Improved Trip, Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain)


Motivate dexterity (Ex): While he keeps this aura active, Scar the Cruel grants all allies within 60 ft., including himself, a bonus on their Dexterity checks (including initiative rolls) equal to his Charisma bonus.


Motivate tactics (Ex): While he keeps this aura active, Scar the Cruel grants all allies within 60 ft., including himself, a bonus on their opposed Bullrush, Disarm, and Trip attempts equal to his Charisma bonus.


Motivate care (Ex): While he keeps this aura active, Scar the Cruel grants all allies within 60 ft., including himself, a +1 bonus to AC.


Grant move action (Ex): Once per day, 

Flurry of strikes (Ex): An exotic weapon master wielding a two-sided weapon or spiked chain may choose to take an extra attack per round at his highest attack bonus. If he does, this attack, and all others in the round, are at a –2 penalty to hit.


Trip (Ex): 

Bard Spells Per Day: (3/3/1; save DC 14 + spell level) 

Bard Spells Known: (6/3/2; 0—daze, detect magic, ghost sound, light, mage hand, message; 1—grease, inspirational boost (SpC), joyful noise (SpC); 2—alter self, harmonic chorus (SpC))


Possessions: (35,000) masterwork composite [str +2] shortbow, gloves of dexterity +2 (4,000gp), cloak of charisma +2 (4,000gp), +2 mithril chainmail (8,150gp), ring of protection +1 (2,000gp), amulet of natural armor +2 (8,000gp), armbands of might (4,100gp), vest of resistance +1 (1,000gp), +1 spiked chain (2,325gp)

Power-Up Suite (enlarged, bardic music, marshall auras, spells cast): Scar the Cruel: Human Brd4/Mar4/War3/Exo2; CR 13; medium humanoid (human); HD 4d6+8d8+2d10+26; hp 87; Init +5*; Spd 40 ft.*; AC 34*; touch 19*; flat-footed 32*; Base Atk +11; Grp +18*; Atks +25/25/20/15* melee (2d6+7* [20x2] +3 spiked chain*) OR +23/23/23/18/13* melee (2d6+7* [20x2] +3 spiked chain, with flurry of strikes) OR +21/21/16/11* (1d8+5* [20x3] +3 composite [str +2] shortbow*); SA improved trip (opposed check at +19); SQ grant move action 1/day, motivate care, motivate dexterity, motivate tactics; AL NE; SV Fort +19*, Ref +14*, Will +17*; ABL Str 16*, Dex 10*, Con 14, Int 13, Wis 8, Cha 18.


Skills and Feats: Concentration, Perform; Combat Expertise, Combat Reflexes, Improved Disarm, Improved Trip, Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain)


Bard Spells Per Day: (3/2/0; save DC 14 + spell level) 

Bard Spells Known: (6/3/2; 0—daze, detect magic, ghost sound, light, mage hand, message; 1—grease, inspirational boost (SpC), joyful noise (SpC); 2—alter self, harmonic chorus (SpC))
*Includes bonuses from motivate dexterity, motivate care, and inspire courage, including inspirational boost. Also includes bonuses from shield of faith, greater magic weapon, mass conviction, recitation, and righteous wrath of the faithful all cast at caster level 13. Also includes bonuses from haste at caster level 12 and alter self at caster level 4.
Riggen: Gnoll Bbn12; CR 13; medium humanoid (gnoll); HD 2d8+12d12+56; hp 153; Init +3; Spd 30 ft.; AC 25; touch 14; flat-footed 22; Base Atk +13; Grp +19; Atks +20/15/10 melee (1d6+7 [18-20x2] +1 scimitar) OR +18/13/8 melee (1d6+7 [18-20x2] +1 scimitar) and +18 melee (1d4+4 [20x2] +1 shield spike, light shield) OR +17/12/7 ranged (1d8+5 [20x3] masterwork composite longbow [str +5]); SA; SQ darkvision 60 ft, DR 2/-, greater rage; AL CE; SV Fort +12, Ref +8, Will +8; ABL Str 22, Dex 17, Con 16, Int 8, Wis 12, Cha 6.


Skills and Feats: Climb , Jump; Improved Shield Bash, Iron Will, Power Attack, Reckless Rage, Two-weapon Fighting 


Possessions: (35,000) masterwork composite longbow [str +5] (900gp), gauntlets of ogre power (4,000gp), +1 mithral full plate (10,650gp), +1 spiked light steel shield (3,469gp), +1 scimitar (2,315gp), vest of resistance +1 (1,000gp), ring of protection +1 (2,000gp), amulet of health +2 (4,000gp), deep red spherical ioun stone (8,000gp)

Power-Up Suite (raging, bardic music, marshall auras, spells cast): Riggen: Gnoll Bbn12; CR 13; medium humanoid (gnoll); HD 2d8+12d12+108; hp 205; Init +7*; Spd 60 ft.*; AC 31*; touch 19*; flat-footed 26*; Base Atk +13; Grp +23; Atks +34/34/29/24 melee touch (1d6+13* [18-20x2] +3 brilliant energy scimitar*) OR +32/32/27/22 melee touch (1d6+13* [18-20x2] +3 brilliant energy scimitar*) and +32 melee* (1d4+8* plus 2d6 acid [20x2] +3 energized shield spike, light shield) OR +27/27/22/17* ranged (1d8+8* [20x3] +1 composite longbow [str +5]*); SA rage; SQ darkvision 60 ft, DR 2/-, greater rage, resist acid 10; AL CE; SV Fort +23*, Ref +16*, Will +18*; ABL Str 30, Dex 17, Con 24, Int 8, Wis 12, Cha 6.


Skills and Feats: Climb , Jump; Improved Shield Bash, Iron Will, Power Attack, Reckless Rage, Two-weapon Fighting
*Includes bonuses from motivate dexterity, motivate care, and inspire courage, including inspirational boost. Also includes bonuses from shield of faith, greater magic weapon, mass conviction, recitation, brilliant blade and righteous wrath of the faithful all cast at caster level 13. Also includes bonuses from haste at caster level 12.
Elzhiar: Drow Sor9/Ini3; CR 13; medium humanoid (elf); HD 12d4+36; hp 73; Init +2; Spd 30 ft.; AC 12; touch 12; flat-footed 10; Base Atk +5; Grp +4; Atks +5 melee (1d4-1 [19-20x2] masterwork dagger) OR +7 ranged touch; SQ darkvision 120 ft, spell resistance 17, summon familiar (rat); AL NE; SV Fort +9, Ref +6, Will +8; ABL Str 8, Dex 15, Con 16, Int 14, Wis 8, Cha 24.


Skills and Feats: Concentration +18; Arcane Preparation, Greater Spell Focus (abjuration), Quicken Spell, Spell Focus (abjuration), Skill Focus (spellcraft)

Sorcerer Spells Per Day: (6/8/8/8/7/4/2; save DC 17 + spell level OR save DC 19 + spell level for Abjuration spells) 

Sorcerer Spells Known: (9/5/5/4/4/2/1; 0—amanuensis (SpC), daze, detect magic, ghost sound, light, mage hand, message, read magic, resistance; 1—enlarge person, familiar pocket, grease, shield, true strike; 2—false life, glitterdust, mirror image, see invisibility, scorching ray; 3—arcane sight, fly, greater mage armor, haste; 4—dimensional anchor, dimension door, wall of ice; 5—reciprocal gyre (SpC)[DC 24], wall of force; 6—greater dispel magic)

Sorcerer Spells Prepared: (5—quickened grease, quickened true strike; 6—quickened glitterdust, quickened scorching ray)


Possessions: (35,000) masterwork dagger, cloak of charisma +4 (16,000gp), tunic of steady spellcasting (2,500gp), amulet of health +4 (16,000gp)

Power-Up Suite (bardic music, marshall auras, spells cast): Elzhiar: Drow Sor9/Ini3; CR 13; medium humanoid (elf); HD 12d4+53*; hp 90*; Init +6*; Spd 60* ft., Fly 60 ft (good)*; AC 31*; touch 21*; flat-footed 27*; Base Atk +5; Grp +4; Atks +15/15* melee (1d4+4* [19-20x2] +3 dagger*) OR +9* ranged touch; SQ darkvision 120 ft, spell resistance 17, summon familiar (rat); AL NE; SV Fort +16*, Ref +14*, Will +15*; ABL Str 8, Dex 15, Con 16, Int 14, Wis 8, Cha 24.


Skills and Feats: Concentration +18; Arcane Preparation, Greater Spell Focus (abjuration), Quicken Spell, Spell Focus (abjuration), Skill Focus (spellcraft)

Sorcerer Spells Per Day: (6/5/5/5/7/4/2; save DC 17 + spell level OR save DC 19 + spell level for Abjuration spells) 

Sorcerer Spells Known: (9/5/5/4/4/2/1; 0—amanuensis (SpC), daze, detect magic, ghost sound, light, mage hand, message, read magic, resistance; 1—enlarge person, familiar pocket, grease, shield, true strike; 2—false life, glitterdust, mirror image, see invisibility, scorching ray; 3—arcane sight, fly, greater mage armor, haste; 4—dimensional anchor, dimension door, wall of ice; 5—reciprocal gyre (SpC)[DC 24], wall of force; 6—greater dispel magic)

Sorcerer Spells Prepared: (5—quickened grease, quickened true strike; 6—quickened glitterdust, quickened scorching ray)

*Includes bonuses from motivate dexterity, motivate care, and inspire courage, including inspirational boost. Also includes bonuses from shield of faith, greater magic weapon, mass conviction, recitation, and righteous wrath of the faithful all cast at caster level 13. Also includes bonuses from greater mage armor, shield, false life, fly and haste, all at caster level 12. Other spells include familiar pocket, mirror image, see invisibility, and arcane sight at caster level 12.
Quenth: Clr13; CR 13; medium humanoid (human); HD 13d8+26; hp 94; Init -1; Spd 20 ft.; AC 22; touch 9; flat-footed 22; Base Atk +9; Grp +10; Atks +) OR +); SA; SQ rebuke undead 13/day; AL LE; SV Fort +12, Ref +5, Will +16; ABL Str 13, Dex 8, Con 14, Int 10, Wis 22, Cha 14.


Skills and Feats: Concentration +18, Knowledge (religion) +5, Spellcraft +16; Chain Spell, Divine Metamagic (chain spell), Divine Spell Power, Extra Turning, Extra Turning, Heighten Spell, Weapon Focus (flail)

Cleric Spells Prepared: (6/7+1/7+1/5+1/5+1/4+1/3+1/1+1; save DC 16 + spell level; 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, entropic shield, magic weapon*, obscuring mist, protection from good, resurgence (SpC), resurgence (SpC), shield of faith; 2—aid, bear’s endurance, bull’s strength, calm emotions, cure moderate wounds, cure moderate wounds, silence, spiritual weapon*; 3—energized shield (SpC), invisibility purge, magic vestment*, mass conviction (SpC), protection from energy, tremor (SpC); 4—air walk, death ward, divine power*, freedom of movement, greater magic weapon, recitation; 5—flame strike*, righteous might, righteous wrath of the faithful (SpC), spell resistance, true seeing; 6—blade barrier*, greater dispel magic, heal, heightened wrack; 7—blasphemy*, brilliant blade (SpC))

*Domain spell; Deity: Hextor; Domains: Evil (+1 caster level for spells with evil descriptor); War


Possessions: (35,000) cloak of charisma +2 (4,000gp), periapt of wisdom +4 (16,000gp), +1 full plate (2,650gp), +1 heavy steel shield (1,170gp), vest of resistance +2 (4,000gp), +1 flail (2,308gp)

Power-Up Suite (bardic music, marshall auras, spells cast): Quenth: Clr13; CR 13; medium humanoid (human); HD 13d8+26; hp 94; Init +3*; Spd 40 ft.*; AC 34*; touch 17*; flat-footed 32*; Base Atk +13*; Grp +23*; Atks +30/30/25/20* (2d6+11, +3 flail*); SQ DR 10/good, rebuke undead 4/day, spell resistance 27; AL LE; SV Fort +19*, Ref +13*, Will +23*; ABL Str 23*, Dex 8, Con 18*, Int 10, Wis 22, Cha 14.


Cleric Spells Prepared: (6/7+1/7+1/5+1/5+1/4+1/3+1/1+1; save DC 16 + spell level; 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, entropic shield, magic weapon*, obscuring mist, protection from good, resurgence (SpC), resurgence (SpC), shield of faith; 2—aid, bear’s endurance, bull’s strength, calm emotions, cure moderate wounds, cure moderate wounds, silence, spiritual weapon*; 3—energized shield (SpC), invisibility purge, magic vestment*, mass conviction (SpC), protection from energy, tremor (SpC); 4—air walk, death ward, divine power*, freedom of movement, greater magic weapon, recitation; 5—flame strike*, righteous might, righteous wrath of the faithful (SpC), spell resistance, true seeing; 6—blade barrier*, greater dispel magic, heal, heightened wrack; 7—blasphemy*, brilliant blade (SpC))


*Includes bonuses from motivate dexterity, motivate care, and inspire courage, including inspirational boost. Also includes bonuses from shield of faith, greater magic weapon, mass conviction, divine power, righteous might, recitation, and righteous wrath of the faithful all cast at caster level 13. Also includes bonuses from spell resistance at caster level 16 and haste at caster level 12.
APLs 12 and 14

3rd Round NPC Teams (toughs)

Elim: Gray Elf Wiz6/Div4/Lor3/Fat2; CR 15; medium humanoid (elf); HD 11d4+4d6+60; hp 110; Init +3; Spd 30 ft.; AC 13; touch 13; flat-footed 10; Base Atk +7; Grp +5; Atks +6 melee (1d4-2, masterwork spiked gauntlet) OR +10 ranged touch; SQ applicable knowledge, low-light vision, the lore of true stamina, prescient sense, summon familiar (rat); AL LN; SV Fort +17, Ref +21, Will +19; ABL Str 6, Dex 16, Con 18, Int 30, Wis 8, Cha 8.


Skills and Feats: Concentration +22, Knowledge (arcana) +15, Knowledge (religion) +31, Profession (gambler) +9, Spellcraft +30; Energy Admixture, Energy Substitution (acid), Greater Spell Focus (evocation), Insightful Reflexes, Quicken Spell, Scribe Scroll, Skill Focus (knowledge: religion), Spell Focus (evocation), Sudden Maximize


Prescient Sense (Ex): A Divine Oracle of 2nd level who succeeds on a Reflex save that normally allows for half damage instead takes no damage.


Uncanny Dodge (Ex): A Divine Oracle of 4th level cannot be caught flat-footed. He may still be denied his Dexterity by other means.


Spin Fate (Ex): Each day, a fatespinner can use a number of points of spin equal to his fatespinner class level. As a free action, a fatespinner can use stored spin to boost the save DC of a spell he casts, adding some or all his spin to the DC, on a point-for-point basis. 

Fickle Finger of Fate (Ex): On reaching 2nd level, a fatespinner gains the ability to affect the luck of others. Once per day as an immediate action, he can force any other creature—friend or enemy—to reroll a roll that it has just made. A fatespinner must have line of sight to the creature to be affected. That creature must abide by the result of the reroll, whether it’s higher or lower than the original roll. 

Wizard Spells Prepared: (5/8/7/7/7/7/5/4/3; save DC 20 + spell level OR save DC 22 + spell level for Evocation; Evoker, opposed schools: Enchantment, Necromancy; 0—; 1—buzzing bee (SpC), familiar pocket (SpC), grease, nerveskitter (SpC), persistent blade (SpC), protection from good, shield, wall of smoke (SpC); 2—alter self, glitterdust, mirror image, phantasmal assailants (SpC), scorching ray, see invisibility, web; 3—anticipate teleportation (SpC), arcane sight, fireball [DC 25], greater mage armor (SpC), haste, lightning bolt [DC 25], slow; 4—assay spell resistance (SpC), dimensional anchor, dimension door, Evard’s black tentacles, greater invisibility, Otiluke’s resilient sphere [DC 26], wall of fire; 5—cloudkill, cone of cold (acid) [DC 27], greater blink (SpC), overland flight, quickened true strike, reciprocal gyre (SpC), wall of force; 6—acid fog, brilliant blade (SpC), greater dispel magic, quickened scorching ray, true seeing; 7—energy admixture fireball (acid) [DC 25], forcecage, spell turning; 8—energy admixture orb of cold (acid)(SpC), moment of prescience, quickened Otiluke’s resilent sphere [DC 26])


Possessions: (200,000) headband of intellect +6 (36,000gp), amulet of health +6 (36,000gp), vest of resistance +5 (25,000gp), gloves of fortunate striking (2,000gp)(MH), tome of clear thought +1 (27,500gp), ring of counterspells (4,000gp), metamagic rod of silent (11,000gp), ring of spell battle (CA)(xx,000gp), lesser metamagic rod of maximize (14,000gp)


Description:

Power-Up Suite (motivate dexterity, spells cast): Elim: Gray Elf Wiz6/Div4/Lor3/Fat2; CR 15; medium humanoid (elf); HD 11d4+4d6+60; hp 110; Init +11* (+16 with nerveskitter); Spd 30 ft., Fly 60 ft.* (good); AC 34*; touch 22*; flat-footed 31*; Base Atk +7; Grp +5; Atks +9 melee (1d4-2, masterwork spiked gauntlet) OR +13 ranged touch; SQ applicable knowledge, low-light vision, the lore of true stamina, summon familiar (rat), spell resistance 35; AL LN; SV Fort +23*, Ref +27*, Will +26*; ABL Str 6, Dex 16, Con 18, Int 30, Wis 8, Cha 8.


Skills and Feats: Concentration +22, Knowledge (arcana) +15, Knowledge (religion) +31, Profession (gambler) +9, Spellcraft +30; Energy Admixture, Energy Substitution (acid), Greater Spell Focus (evocation), Insightful Reflexes, Quicken Spell, Scribe Scroll, Skill Focus (knowledge: religion), Spell Focus (evocation), Sudden Maximize


Wizard Spells Prepared: (5/8/7/7/7/7/5/4/3; save DC 20 + spell level OR save DC 22 + spell level for Evocation; Evoker, opposed schools: Enchantment, Necromancy; 0—; 1—buzzing bee (SpC), familiar pocket (SpC), grease, nerveskitter (SpC), persistent blade (SpC), protection from good, shield, wall of smoke (SpC); 2—alter self, glitterdust, mirror image, phantasmal assailants (SpC), scorching ray, see invisibility, web; 3—anticipate teleportation (SpC), arcane sight, fireball [DC 25], greater mage armor (SpC), haste, lightning bolt [DC 25], slow; 4—assay spell resistance (SpC), dimensional anchor, dimension door, Evard’s black tentacles, greater invisibility, Otiluke’s resilient sphere [DC 26], wall of fire; 5—cloudkill, cone of cold (acid) [DC 27], greater blink (SpC), overland flight, quickened true strike, reciprocal gyre (SpC), wall of force; 6—acid fog, brilliant blade (SpC), greater dispel magic, quickened scorching ray, true seeing; 7—energy admixture fireball (acid) [DC 25], forcecage, spell turning; 8—energy admixture orb of cold (acid)(SpC), moment of prescience, quickened Otiluke’s resilent sphere [DC 26])


*Includes bonuses from mass shield of faith, mass conviction, recitation and divine protection at caster level 19. Also includes bonuses from mass spell resistance at caster level 23, alter self [troglodyte] and greater mage armor at caster level 15, and mass fly at caster level 12. Other spells cast include spell turning, mirror image, overland flight, moment of prescience, true seeing, anticipate teleport, greater blink and greater invisibility at caster level 15.
Neviah Dondorian: Human Clr6/Inq6/Con3; CR 15; medium humanoid (human); HD 12d8+3d6+60; hp 135; Init +5; Spd 20 ft.; AC 26; touch 11; flat-footed 25; Base Atk +9; Grp +11; Atks +12/7 melee (1d8+3, +1 morningstar) OR +9 ranged; SQ turn undead 6/day; AL LG; SV Fort +16, Ref +11, Will +23; ABL Str 14, Dex 12, Con 16, Int 12, Wis 20, Cha 16.


Skills and Feats: Concentration +20, Knowledge (arcana) +5, Knowledge (religion) +18, Spellcraft +15; Divine Spellpower, Divine Vigor, Empower Spell, Improved Initiative, Improved Toughness, Sudden Maximize, Sudden Still

Cleric Spells Prepared: (6/7+1/6+1/6+1/5+1/5+1/3+1/2+1/1+1; save DC 15 + spell level) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, foundation of stone (SpC), lesser vigor, nimbus of light* (SpC), obscuring mist, protection from chaos, resurgence (SpC), sanctuary; 2—calm emotions*, divine protection (SpC), hand of divinity (SpC), hold person, shield other, silence, spiritual weapon; 3—dispel magic, dispel magic, magic vestment, magic vestment, mass conviction (SpC), recitation* (SpC), searing light; 4—delay death, divine might, freedom of movement, greater magic weapon, mass shield of faith (SpC), order’s wrath*; 5—flame strike, righteous might, righteous wrath of the faithful (SpC), stalwart pact (SpC), true seeing*, wall of dispel magic (SpC); 6—fires of purity* (SpC), greater dispel magic, greater dispel magic, heal; 7—dictum*, empowered flame strike, mass spell resistance (SpC); 8—heat drain (SpC), sunburst*

*Domain spell; Deity: Pholtus; Domains: Inquisition (gain a +4 bonus on dispel checks); Law (+1 caster level for law spells); Purification (+1 caster level for Abjuration spells)


Possessions: (200,000) belt of magnificence +2 (MH)(25,000gp), boots of big stepping (MH)(11,200gp), strand of prayer beads (45,800gp), +1 full plate (2,650gp), +1 heavy steel shield (1,170gp), amulet of natural armor +3 (18,000gp), vest of resistance +5 (25,000gp), ring of counterspells (4,000gp), ring of freedom of movement (40,000gp), +1 morningstar (2,308gp), scepter of obedience (12,500gp)

Power-Up Suite (motivate dexterity, spells cast): Neviah Dondorian: Human Clr6/Inq6/Con3; CR 15; medium humanoid (human); HD 12d8+3d6+60; hp 135; Init +13*; Spd 20 ft., Fly 60 ft. (good); AC 43*; touch 20*; flat-footed 42*; Base Atk +9; Grp +11; Atks +12/7 melee (1d8+3, +1 morningstar) OR +9 ranged; SQ spell resistance 35, turn undead 2/day; AL LG; SV Fort +21*, Ref +17*, Will +29*; ABL Str 14, Dex 12, Con 16, Int 12, Wis 20, Cha 16.


Skills and Feats: Concentration +20, Knowledge (arcana) +5, Knowledge (religion) +18, Spellcraft +15; Divine Spellpower, Divine Vigor, Empower Spell, Improved Initiative, Improved Toughness, Sudden Maximize, Sudden Still

Cleric Spells Prepared: (6/7+1/6+1/6+1/5+1/5+1/3+1/2+1/1+1; save DC 15 + spell level) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, foundation of stone (SpC), lesser vigor, nimbus of light* (SpC), obscuring mist, protection from chaos, resurgence (SpC), sanctuary; 2—calm emotions*, divine protection (SpC), hand of divinity (SpC), hold person, shield other, silence, spiritual weapon; 3—dispel magic, dispel magic, magic vestment, magic vestment, mass conviction (SpC), recitation* (SpC), searing light; 4—delay death, divine might, freedom of movement, greater magic weapon, mass shield of faith (SpC), order’s wrath*; 5—flame strike, righteous might, righteous wrath of the faithful (SpC), stalwart pact (SpC), true seeing*, wall of dispel magic (SpC); 6—fires of purity* (SpC), greater dispel magic, greater dispel magic, heal; 7—dictum*, empowered flame strike, mass spell resistance (SpC); 8—heat drain (SpC), sunburst*

*Includes bonuses from mass shield of faith, mass conviction, recitation and divine protection at caster level 19. Also includes bonuses from magic vestment (full plate), magic vestment (heavy steel shield), and mass spell resistance at caster level 23. Other spells include stalwart pact and shield other (target: Worten) at caster level 19.

Worten: Human Mnk13; CR 13; medium humanoid (human); HD 13d8+26; hp 94; Init +2; Spd 70 ft.; AC 19; touch 19; flat-footed 17; Base Atk +9; Grp +16; Atks +12/7 melee (2d8+3, improved unarmed strike) OR +12/12/12/7 melee (2d8+3, improved unarmed strike with flurry of blows) OR +12/7 ranged (1d4+4, +1 sling); SA stunning fist 14/day; SQ improved evasion, spell resistance 23; AL LN; SV Fort +14, Ref +14, Will +19; ABL Str 16, Dex 14, Con 14, Int 8, Wis 25, Cha 8.


Skills and Feats: Balance +20, Jump +37, Spot +23, Tumble +20; Combat Reflexes, Dodge, Mobility, Elusive Target (CW), Improved Grapple, Improved Trip, Improved Unarmed Strike, Stunning Fist, Sun School (CW)


Possessions: (110,000) periapt of wisdom +6 (36,000gp), monk’s belt (13,000gp), vest of resistance +4 (16,000gp), boots of speed (12,000gp), gauntlets of ogre power (4,000gp), +1 sling (2,300gp), cape of the mountebank (10,080gp)

Power-Up Suite (motivate dexterity, enlarged, polymorphed [annis hag], hasted, spells cast): Worten: Human Mnk13; CR 13; medium humanoid (human); HD 13d8+26; hp 94; Init +10*; Spd 100 ft.*, Fly 60 ft. (good); AC 46*; touch 30*; flat-footed 44*; Base Atk +9; Grp +25*; Atks +25/25/20* melee (3d8+13*, +5 improved unarmed strike) OR +25/25/25/25/20* melee (3d8+13*, +5 improved unarmed strike with flurry of blows) OR +13/13/8 ranged (1d6+9, +1 sling); SA stunning fist 14/day; SQ improved evasion, spell resistance 35; AL LN; SV Fort +20*, Ref +21*, Will +25*; ABL Str 26*, Dex 12*, Con 14*, Int 8, Wis 25, Cha 8.


Skills and Feats: Balance +19*, Jump +53*, Spot +23, Tumble +19*; Combat Reflexes, Dodge, Mobility, Elusive Target (CW), Improved Grapple, Improved Trip, Improved Unarmed Strike, Stunning Fist, Sun School (CW)


*Includes bonuses from mass shield of faith, mass conviction, recitation and divine protection at caster level 19. Also includes bonuses from greater magic weapon and mass spell resistance at caster level 23 and enlarge person, polymorph [annis hag], greater mage armor and mass fly at caster level 12. Also includes bonuses from haste from boots of speed.

Alaysa Dabner: Human Mar1/Sor12; CR 13; medium humanoid (human); HD 1d8+12d4+65; hp 107; Init +14; Spd 30 ft.; AC 12; touch 12; flat-footed 10; Base Atk +6; Grp +5; Atks +6 melee (1d4-1, masterwork spiked gauntlet) OR +8 ranged touch; SQ motivate dexterity, summon familiar (rat); AL LG; SV Fort +18, Ref +11, Will +14; ABL Str 8, Dex 14, Con 20, Int 8, Wis 8, Cha 26.


Skills and Feats: Concentration +21, Spellcraft +14; Chain Spell, Greater Spell Focus (transmutation), Improved Initiative, Skill Focus (diplomacy), Silent Spell, Spell Focus (transmutation), Still Spell


Motivate dexterity (Ex): While she keeps this aura active, Alaysa Dabner grants all allies within 60 ft., including herself, a bonus on their Dexterity checks (including initiative rolls) equal to her Charisma bonus.

Sorcerer Spells Per Day: (6/8/8/8/8/6/4; save DC 18 + spell level OR save DC 20 + spell level for Transmutation spells) 

Sorcerer Spells Known: (9/5/5/4/3/2/1; 0—amanuensis (SpC), daze, detect magic, ghost sound, light, mage hand, message, read magic, resistance; 1—enlarge person, familiar pocket, grease, magic missile, shield; 2—alter self, glitterdust, mirror image, phantasmal assailants (SpC), see invisibility; 3—fireball, greater mage armor, haste, slow [DC 23]; 4—dimension door, greater invisibility, polymorph; 5—mass fly [DC 25], wall of force; 6—flesh to stone [DC 26])


Possessions: (110,000) masterwork spiked gauntlet, cloak of charisma +6 (36,000gp), vest of resistance +5 (25,000gp), amulet of health +4 (16,000gp), gloves of dexterity +2 (4,000gp)

Power-Up Suite (motivate dexterity, spells cast): Alaysa Dabner: Human Mar1/Sor12; CR 13; medium humanoid (human); HD 1d8+12d4+65; hp 107; Init +14; Spd 30 ft., Fly 60 ft.* (good); AC 37*; touch 21*; flat-footed 36*; Base Atk +6; Grp +5; Atks +9 melee (1d4-1, masterwork spiked gauntlet) OR +11 ranged touch; SQ motivate dexterity, summon familiar (rat), spell resistance 35; AL LG; SV Fort +24*, Ref +17*, Will +20*; ABL Str 8, Dex 14, Con 20, Int 8, Wis 8, Cha 26.


Skills and Feats: Concentration +21, Spellcraft +14; Chain Spell, Greater Spell Focus (transmutation), Improved Initiative, Skill Focus (diplomacy), Silent Spell, Spell Focus (transmutation), Still Spell

Sorcerer Spells Per Day: (6/7/5/6/7/5/4; save DC 18 + spell level OR save DC 20 + spell level for Transmutation spells)

*Includes bonuses from mass shield of faith, mass conviction, recitation and divine protection at caster level 19. Also includes bonuses from mass spell resistance at caster level 23 and alter self [troglodyte], shield, greater mage armor and mass fly at caster level 12. Other spells cast include mirror image and see invisibility at caster level 12.
Appendix F

APL6

Duergar Fighter: Duergar Ftr2; CR 3; medium humanoid (duergar); HD 2d10+6; hp 22; Init +1; Spd 20 ft.; AC 22; touch 11; flat-footed 21; Base Atk +2; Grp +4; Atks +6 melee (1d8+2 [20x3] masterwork warhammer) OR +3 ranged (1d6+2, javelin); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities; AL NE; SV Fort +6, Ref +1, Will +1; ABL Str 15, Dex 13, Con 16, Int 10, Wis 12, Cha 4.


Skills and Feats: Combat Reflexes, Power Attack, Weapon Focus (warhammer)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 4)

Possessions: masterwork warhammer, full plate, heavy shield, 3 javelins, tanglefoot bag

Power-Up Stats: Enlarged; large humanoid (duergar); HD 2d10+6; hp 22; Init +0; Spd 20 ft.; AC 20; touch 9; flat-footed 20; Base Atk +2; Grp +8; Atks +6 melee (2d6+3 [20x3] masterwork warhammer) OR +1 ranged (1d6+3, javelin); AL NE; SV Fort +6, Ref +0, Will +1; ABL Str 17, Dex 11, Con 16, Int 10, Wis 12, Cha 4.

APL8

Duergar Fighter: Duergar Ftr4; CR 5; medium humanoid (duergar); HD 4d10+12; hp 40; Init +1; Spd 20 ft.; AC 22; touch 11; flat-footed 21; Base Atk +4; Grp +7; Atks +9 melee (1d8+6 [20x3] +1 warhammer) OR +5 ranged (1d6+3, javelin); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities; AL NE; SV Fort +7, Ref +2, Will +4; ABL Str 16, Dex 13, Con 16, Int 10, Wis 12, Cha 4.


Skills and Feats: Combat Reflexes, Iron Will, Power Attack, Weapon Focus (warhammer), Weapon Specialization (warhammer)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 8)

Possessions: full plate, heavy shield, 3 javelins, tanglefoot bag, +1 warhammer

Power-Up Stats: Enlarged; large humanoid (duergar); HD 4d10+12; hp 40; Init +0; Spd 20 ft.; AC 20; touch 9; flat-footed 20; Base Atk +4; Grp +12; Atks +9 melee (2d6+7 [20x3] +1 warhammer) OR +3 ranged (1d6+4, javelin); AL NE; SV Fort +7, Ref +1, Will +4; ABL Str 18, Dex 11, Con 16, Int 10, Wis 12, Cha 4.

APL10

Duergar Fighter: Duergar Ftr4; CR 5; medium humanoid (duergar); HD 4d10+12; hp 40; Init +1; Spd 20 ft.; AC 22; touch 11; flat-footed 21; Base Atk +4; Grp +7; Atks +9 melee (1d8+6 [20x3] +1 warhammer) OR +5 ranged (1d6+3, javelin); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities; AL NE; SV Fort +7, Ref +2, Will +4; ABL Str 16, Dex 13, Con 16, Int 10, Wis 12, Cha 4.


Skills and Feats: Combat Reflexes, Iron Will, Power Attack, Weapon Focus (warhammer), Weapon Specialization (warhammer)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 8)

Possessions: full plate, heavy shield, 3 javelins, tanglefoot bag, +1 warhammer

Power-Up Stats: Enlarged; large humanoid (duergar); HD 4d10+12; hp 40; Init +0; Spd 20 ft.; AC 20; touch 9; flat-footed 20; Base Atk +4; Grp +12; Atks +9 melee (2d6+7 [20x3] +1 warhammer) OR +3 ranged (1d6+4, javelin); AL NE; SV Fort +7, Ref +1, Will +4; ABL Str 18, Dex 11, Con 16, Int 10, Wis 12, Cha 4.

APL12

Duergar Fighter: Duergar Ftr9; CR 10; medium humanoid (duergar); HD 9d10+27; hp 94; Init +2; Spd 20 ft.; AC 25; touch 12; flat-footed 24; Base Atk +9; Grp +12; Atks +15/10 melee (1d8+6 [20x3] +1 warhammer) OR +11/6 ranged (1d6+3, javelin); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities; AL NE; SV Fort +10, Ref +6, Will +7; ABL Str 16, Dex 14, Con 16, Int 10, Wis 12, Cha 4.


Skills and Feats: Combat Reflexes, Greater Weapon Focus (warhammer), Improved Toughness, Iron Will, Power Attack, Weapon Focus (warhammer), Weapon Specialization (warhammer)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 18)

Possessions: 3 javelins, tanglefoot bag, +1 warhammer, ring of protection +1, amulet of natural armor +1, +1 full plate armor, +1 heavy steel shield, +1 cloak of resistance

Power-Up Stats: Enlarged, Buffed; large humanoid (duergar); HD 9d10+36; hp 94; Init +1; Spd 20 ft.; AC 28*; touch 16*; flat-footed 28; Base Atk +9; Grp +17; Atks +19/14* melee (2d6+7 [20x3] +1 warhammer) OR +14/9* ranged (1d6+4, javelin); AL NE; SV Fort +13*, Ref +8*, Will +10*; ABL Str 18, Dex 12, Con 16, Int 10, Wis 12, Cha 4.


*Includes bonuses from shield of faith, shield other, bless, and recitation, all at caster level 9.

Duergar Wizard: Duergar Wiz9; CR 10; medium humanoid (duergar); HD 9d4+36; hp 64; Init +6; Spd 20 ft.; AC 12; touch 12; flat-footed 10; Base Atk +4; Grp +4; Atks +4 melee (1d6, quarterstaff) OR +6 ranged (1d4, sling); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities, summon familiar (weasel); AL NE; SV Fort +9, Ref +9, Will +9; ABL Str 10, Dex 14, Con 18, Int 18, Wis 12, Cha 4.


Skills and Feats: Augment Summoning, Greater Spell Focus (conjuration), Improved Initiative, Silent Spell, Spell Focus (conjuration)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 18)


Wizard Spells Prepared: (5/6/6/5/4/2; save DC 14 + spell level OR save DC 16 + spell level for Conjuration spells; Conjurer, opposed schools: Enchantment, Evocation) 0—acid splash, detect magic (2), mage hand, read magic; 1—alarm, grease [DC 17], grease [DC 17], mage armor, ray of enfeeblement, shield; 2—alter self, false life, glitterdust [DC 18], see invisibility, web [DC 18}, web [DC 18]; 3—dispel magic, haste, magic circle against good, stinking cloud [DC 19], summon monster III; 4—dimension, door, Evard’s black tentacles, greater invisibility, summon monster IV; 5—cloudkill [DC 21], summon monster V)

Possessions: 3 javelins, headband of intellect +2, amulet of health +2, cloak of resistance +2

Power-Up Stats: Buffed; large humanoid (duergar); HD 9d4+52*; hp 80*; Init +6; Spd 20 ft.; AC 29*; touch 15*; flat-footed 27*; Base Atk +4; Grp +4; Atks +8* melee (1d6, quarterstaff) OR +9* ranged (1d4, sling); AL NE; SV Fort +12*, Ref +12*, Will +12*; ABL Str 10, Dex 14, Con 18, Int 18, Wis 12, Cha 4.


Wizard Spells Prepared: (5/6/6/5/4/2; save DC 14 + spell level OR save DC 16 + spell level for Conjuration spells; Conjurer, opposed schools: Enchantment, Evocation) 0—acid splash, detect magic (2), mage hand, read magic; 1—alarm, grease [DC 17], grease [DC 17], mage armor, ray of enfeeblement, shield; 2—alter self, false life, glitterdust [DC 18], see invisibility, web [DC 18}, web [DC 18]; 3—dispel magic, haste, magic circle against good, stinking cloud [DC 19], summon monster III; 4—dimension, door, Evard’s black tentacles, greater invisibility, summon monster IV; 5—cloudkill [DC 21], summon monster V)


*Includes bonuses from alter self, mage armor, shield, false life, see invisibility, magic circle against good, bless and recitation, all at caster level 9.

Duergar Cleric: Duergar Clr9; CR 10; medium humanoid (duergar); HD 9d8+54; hp 102; Init +1; Spd 20 ft.; AC 24; touch 12; flat-footed 23; Base Atk +6; Grp +7; Atks +9 melee (1d8+2, +1 morningstar) OR +7 ranged (1d8 [19-20x2] light crossbow); SQ, darkvision 120 ft., immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, spell-like abilities; AL NE; SV Fort +12, Ref +5, Will +9; ABL Str 13, Dex 12, Con 20, Int 10, Wis 15, Cha 4.


Skills and Feats: Augment Summoning, Improved Toughness, Spell Focus (conjuration)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 18)


Cleric Spells Prepared: (6/5+1/5+1/3+1/2+1/1+1; save DC 12 + spell level) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, cure light wounds, cure light wounds, lesser vigor (SpC), magic stone*, shield of faith; 2—bull’s strength, cure light wounds, resist energy, silence, shield other*; 3—cure serious wounds, dispel magic, protection from energy*, summon monster III; 4—freedom of movement, recitation (SpC), spike stones*; 5—spell resistance*, summon monster V)


*Domain spell; Deity: Laduguer; Domains: Earth (turn air creatures; rebuke earth creatures); Protection (protective ward 1/day)

Possessions: 3 javelins, tanglefoot bag, +1 full plate armor, +1 heavy steel shield, amulet of health +2, cloak of resistance +1, ring of protection +1, +1 morningstar

Power-Up Stats: Enlarged, Buffed; large humanoid (duergar); HD 9d8+54; hp 102; Init +1; Spd 20 ft.; AC 26*; touch 14*; flat-footed 26*; Base Atk +6; Grp +12; Atks +12* melee (2d6+3. +1 morningstar) OR +8* ranged (2d6 [19-20x2] light crossbow); SQ fast healing 1, spell resistance 24; AL NE; SV Fort +15*, Ref +7*, Will +14*; ABL Str 13, Dex 10, Con 20, Int 10, Wis 15, Cha 4.


Cleric Spells Prepared: (6/5+1/5+1/3+1/2+1/1+1; save DC 12 + spell level) 0—detect poison (2), detect magic (2), purify food and drink, read magic; 1—bless, cure light wounds, cure light wounds, lesser vigor (SpC), magic stone*, shield of faith; 2—bull’s strength, cure moderate wounds, resist energy, silence, shield other*; 3—cure serious wounds, dispel magic, protection from energy*, summon monster III; 4—recitation (SpC), spike stones*, summon monster IV; 5—spell resistance*, summon monster V)


*Includes bonuses from lesser vigor, spell resistance, bless and recitation, all at caster level 9.

APL14

Dirty Dirk the Digger: Vampire War1/Rgr1/Ftr4/Hex2/Blk3; CR 13; medium undead (augmented duergar); HD* 11d12; hp 82; Init +2; Spd 20 ft.; AC 30; touch 12; flat-footed 29; Base Atk +11; Grp +18; Atks +20/15/10 melee (1d8+8, +1 heavy mace) OR slam +18 melee (1d6+7 plus energy drain) OR +13/8/3 ranged (1d6+7, javelin); SA hexblade’s curse, smite good; SQ arcane resistance, darkvision 120 ft., favored enemy (dwarf), immunity to paralysis, mettle, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity, rebuke undead 6/day, spell-like abilities, turn resistance +4*; AL NE; SV Fort +13, Ref +12, Will +14; ABL Str 24, Dex 14, Con –, Int 14, Wis 16, Cha 16.


Skills and Feats: Alertness, Cleave, Combat Expertise, Combat Reflexes, Dodge, Improved Bull Rush, Improved Sunder, Lightning Reflexes, Power Attack, Three Mountains, Weapon Focus (heavy mace)


Spell-like abilities (Sp): 1/day—enlarge person and invisibility (caster level 22).

Arcane resistance (Su): A hexblade gains a bonus equal to his Charisma bonus (+3) on saving throws against spells and spell-like effects (not factored into stats). This stacks with his racial +2 bonus on saves against spells and spell-like abilities.

Hexblade’s Curse (Su): Once per day, as a free action, Dirty Dirk the Digger can unleash a curse upon a foe. The target must be visible to him and within 60 feet. His target takes a –2 penalty on attacks, saves, ability checks, skill checks and weapon damage rolls for 1 hour. A successful Will save (DC 14) negates.

Mettle (Ex): If a hexblade of 3rd level makes a successful Will or Fortitude save against an attack that normally would have a lesser effect on a successful save (such as any spell with a saving throw entry of Will half or Fortitude partial), he instead completely negates the effect.


Aura of despair (Su): A blackguard radiates a malign aura that causes enemies within 10 ft. of him to take a –2 penalty on all saving throws.

Smite good (Su): 1/day a blackguard of 3rd level can add +3 to his melee attack and +3 to damage against a good opponent.


Three Mountains [Style] (Ex): If Dirty Dirk strikes the same creature twice in the same round with your heavy mace, morningstar, or greatclub, it must make a Fortitude save (DC 23) or be nauseated by the pain for 1 round.


Blood drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the night (Su): Vampires command the lesser creatures and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save (DC 18) or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 11th). The ability has a range of 30 feet.


Create spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn 1d4 days after burial. If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD or a vampire if it had 5 or more HD.


Energy drain (Su): Living creatures hit by a vampire’s slam attack gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round. (The Fortitude DC to remove a negative level is 18.)


Alternate form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except the vampire does not regain hit points for changing form and must choose among the forms mentioned here. A vampire in alternate form loses its natural slam attack and dominate ability.


Gaseous form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Spider climb (Ex): A vampire can climb sheer surfaces as though with the spider climb spell.

Possessions: 3 javelins, gauntlets of ogre power, +1 full plate, +1 heavy steel shield, +1 adamantine heavy mace, cloak of charisma +2, vest of resistance +1, ring of protection +1

Power-Up Stats: Enlarged; large humanoid (duergar); HD 11d12; hp 82; Init +1; Spd 20 ft.; AC 28; touch 10; flat-footed 28; Base Atk +11; Grp +23; Atks +20/15/10 melee (2d6+9, +1 heavy mace) OR slam +18 melee (1d8+8 plus energy drain) OR +11/6/1 ranged (1d8+8, javelin); AL NE; SV Fort +13, Ref +11, Will +14; ABL Str 26, Dex 12, Con –, Int 14, Wis 16, Cha 16.

Advanced Half-Fiend Umber Hulk: Huge Outsider (Evil, Augmented Aberration); CR 13; huge outsider (evil, augmented aberration); HD 16d8+144; hp 227; Init +2; Spd 20 ft; Fly 20 ft (poor); AC 22; touch 10; flat-footed 20; Base Atk +12; Grp +33; Atks +23 melee (4d6+13, 2 claws) and +21 melee (2d8+13, bite); SA confusing gaze, smite good 1/day; spell-like abilities; SQ damage reduction 10/magic, darkvision 60’, immunity to poison,  resist acid 10, cold 10, electricity 10 and fire 10, SR 26, tremorsense; SV Fort +12, Ref +6. Will +12; ABL Str 36, Dex 15, Con 26, Int 15, Wis 11, Cha 15.


Skills and Feats: Ability Focus (confusing gaze), Improved Natural Attack (claws), Improved Toughness, Iron Will, Multiattack, Snatch


Confusing gaze (Su): Confusion as the spell, 30 feet, caster level 8th, Will DC 22 negates. The save DC is Charisma-based.

Smite good (Su): 1/day the half-fiend umber hulk can make a normal melee attack to add +16 damage against a good foe.


Spell-like abilities (Sp): (16th-level caster; save DC 20 + spell level) 3/day: darkness, poison, unholy aura; 1/day: blasphemy, contagion, desecrate, horrid wilting, unhallow, unholy blight
Appendix G

APLs 2 and 4 (EL 7)

Iuzian Tactical Fighter: Male Human Bbn1/Ftr2; CR 3; medium humanoid; HD 1d12+2d10+6; hp 30; Init +1; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +3; Grp +5; Atks +7 melee (2d4+3 [20x2] masterwork spiked chain) OR +5 ranged (1d8+2 [20x3] masterwork composite longbow); SQ rage 1/day; AL CE; SV Fort +7, Ref +1, Will +0; ABL Str 15, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Trip, Weapon Focus (spiked chain)

Possessions: (2,500gp) masterwork full plate (1,650gp), masterwork spiked chain (3xxgp), masterwork composite longbow [str +2] (600gp), tanglefoot bag (50gp), potion of bull’s strength
Iuzian Marshall: Female Human Brd2/Mar1; CR 3; medium humanoid; HD 2d6+1d8+3; hp 19; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +1; Grp +1; Atks +2 melee ( whip) +4 ranged (1d6 [20x3] masterwork composite shortbow); SA; SQ inspire courage; AL CN; SV Fort +4, Ref +4, Will +4; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 15.


Skills and Feats: Combat Expertise, Improved Initiative, Skill Focus (diplomacy)

Possessions: (2,500gp) masterwork whip (3xxgp), masterwork rapier (3xxgp), masterwork chain shirt (250gp), masterwork composite shortbow (375gp), vest of resistance +1 (1,000gp), potion of eagle’s splendor 

Iuzian Archer: Male Human Hex1/Ftr2; CR 3; medium humanoid; HD 3d10+3; hp 25; Init +6; Spd 30 ft.; AC 16; touch 12; flat-footed 14; Base Atk +3; Grp +5; Atks +6 melee (1d8+2 [19-20x2] masterwork longsword) OR +7 ranged (1d8+2 [20x3] masterwork composite longbow [str +2]); SA hexblade’s curse; SQ; AL NE; SV Fort +4, Ref +2, Will +2; ABL Str 14, Dex 15, Con 13, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Initiative, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)

Possessions: (2,500gp) masterwork chainmail (300gp), masterwork composite longbow [str +2] (600gp), masterwork longsword (315gp), masterwork buckler (1xxgp)

APLs 4 and 6 (EL 9)

Iuzian Tactical Fighter: Male Human Bbn1/Ftr2/Hex2; CR 5; medium humanoid; HD 1d12+4d10+10; hp 46; Init +1; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +5; Grp +8; Atks +10 melee (2d4+4 [20x2] masterwork spiked chain) OR +7 ranged (1d8+2 [20x3] masterwork composite longbow); SQ rage 1/day; AL CE; SV Fort +8, Ref +2, Will +4; ABL Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Trip, Weapon Focus (spiked chain)

Possessions: (4,300gp) masterwork spiked chain (3xxgp), masterwork composite longbow [str +2] (600gp), potion of bull’s strength, +1 full plate (2,650gp), vest of resistance +1 (1,000gp)
Iuzian Marshall: Female Human Brd3/Mar2; CR 5; medium humanoid; HD 3d6+2d8+5; hp 30; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +3; Grp +3; Atks + meleee () +ranged (); SA; SQ; AL CN; SV Fort +6, Ref +4, Will +5; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 16.


Skills and Feats: Combat Expertise, Improved Initiative, Skill Focus (diplomacy)

Possessions: (4,300gp) masterwork whip (3xxgp), masterwork rapier (3xxgp), masterwork composite shortbow (375gp), +1 chain shirt (1,250gp), vest of resistance +1 (1,000gp), potion of eagle’s splendor

Iuzian Archer: Male Human Hex1/Ftr4; CR 5; medium humanoid; HD 5d10+5; hp 39; Init +7; Spd 20 ft.; AC 17; touch 13; flat-footed 14; Base Atk +5; Grp +7; Atks + melee () OR + ranged (); SA hexblade’s curse; SQ; AL NE; SV Fort +4, Ref +3, Will +2; ABL Str 14, Dex 16, Con 13, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Initiative, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Weapon Specialization (longbow)

Possessions: (4,300gp) masterwork chainmail (300gp), masterwork composite longbow [str +2] (600gp), masterwork longsword (315gp), masterwork buckler (1xxgp)
APLs 6 and 8 (EL 11)

Iuzian Tactical Fighter: Male Human Bbn2/Ftr2/Hex2/Occ1; CR 7; medium humanoid; HD 2d12+4d10+1d8+14; hp 62; Init +5; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +7; Grp +10; Atks + melee () OR + ranged (); SA; SQ; AL CE; SV Fort +8, Ref +1, Will +5; ABL Str 16, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Initiative, Improved Trip, Weapon Focus (spiked chain)

Possessions: (7,200gp) 
Iuzian Marshall: Female Human Brd4/Mar2/Ftr1; CR 7; medium humanoid; HD 4d6+2d8+1d10+7; hp 42; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +5; Grp +5; Atks + meleee () +ranged (); SA; SQ; AL CN; SV Fort +8, Ref +5, Will +6; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 16.


Skills and Feats: Combat Expertise, Improved Disarm, Improved Initiative, Skill Focus (diplomacy), Weapon Finesse

Possessions: (7,200gp)

Iuzian Archer: Male Human Hex2/Ftr4/Occ1; CR 7; medium humanoid; HD 6d10+1d8+7; hp 52; Init +7; Spd 20 ft.; AC 18; touch 13; flat-footed 15; Base Atk +7; Grp +9; Atks + melee () OR + ranged (); SA hexblade’s curse; SQ; AL NE; SV Fort +4, Ref +3, Will +5; ABL Str 14, Dex 16, Con 13, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Initiative, Many-shot, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Weapon Specialization (longbow)

Possessions: (7,200gp)

APLs 8 and 10 (EL 13)

Iuzian Tactical Fighter: Male Human Bbn2/Ftr2/Hex2/Occ2/Exo1; CR 9; medium humanoid; HD 2d12+5d10+2d8+18; hp 77; Init +5; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +9; Grp +12; Atks + melee () OR + ranged (); SA; SQ; AL CE; SV Fort +10, Ref +1, Will +6; ABL Str 17, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Initiative, Improved Trip, Reckless Rage, Weapon Focus (spiked chain)

Possessions: (12,000gp) 
Iuzian Marshall: Female Human Brd4/Mar2/Ftr1/Hex2; CR 9; medium humanoid; HD 4d6+2d8+3d10+9; hp 56; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +7; Grp +7; Atks + meleee () +ranged (); SA; SQ; AL CN; SV Fort +8, Ref +5, Will +9; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 17.


Skills and Feats: Combat Expertise, Improved Disarm, Improved Initiative, Skill Focus (diplomacy), Weapon Finesse

Possessions: (12,000gp)

Iuzian Archer: Male Human Hex2/Ftr4/Occ3; CR 9; medium humanoid; HD 6d10+3d8+18; hp 73; Init +7; Spd 20 ft.; AC 17; touch 13; flat-footed 14; Base Atk +9; Grp +11; Atks + melee () OR + ranged (); SA hexblade’s curse; SQ; AL NE; SV Fort +6, Ref +4, Will +6; ABL Str 14, Dex 16, Con 14, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Initiative, Many-shot, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Weapon Specialization (longbow), Woodland Archer

Possessions: (12,000gp)
APLs 10 and 12 (EL 15)

Iuzian Tactical Fighter: Male Human Bbn2/Ftr2/Hex2/Occ3/Exo2; CR 11; medium humanoid; HD 2d12+6d10+3d8+22; hp 92; Init +5; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +11; Grp +14; Atks + melee () OR + ranged (); SA; SQ; AL CE; SV Fort +12, Ref +2, Will +6; ABL Str 17, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Initiative, Improved Trip, Reckless Rage, Weapon Focus (spiked chain)

Possessions: (21,000gp) 
Iuzian Marshall: Female Human Brd6/Mar2/Ftr1/Hex2; CR 11; medium humanoid; HD 6d6+2d8+3d10+11; hp 66; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +8; Grp +8; Atks + meleee () +ranged (); SA; SQ; AL CN; SV Fort +9, Ref +6, Will +10; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 17.


Skills and Feats: Combat Expertise, Improved Disarm, Improved Initiative, Skill Focus (diplomacy), Weapon Finesse

Possessions: (21,000gp)

Iuzian Archer: Male Human Hex2/Ftr4/Occ5; CR 11; medium humanoid; HD 6d10+5d8+22; hp 87; Init +7; Spd 20 ft.; AC 17; touch 13; flat-footed 14; Base Atk +11; Grp +13; Atks + melee () OR + ranged (); SA hexblade’s curse; SQ; AL NE; SV Fort +6, Ref +4, Will +7; ABL Str 14, Dex 16, Con 14, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Initiative, Many-shot, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Weapon Specialization (longbow), Woodland Archer

Possessions: (21,000gp)

APLs 12 and 14 (EL 17)

Iuzian Tactical Fighter: Male Human Bbn2/Ftr4/Hex2/Occ3/Exo2; CR 13; medium humanoid; HD 2d12+8d10+3d8+26; hp 108; Init +5; Spd 20 ft.; AC 19; touch 11; flat-footed 18; Base Atk +13; Grp +17; Atks + melee () OR + ranged (); SA; SQ; AL CE; SV Fort +13, Ref +3, Will +7; ABL Str 18, Dex 12, Con 14, Int 13, Wis 10, Cha 8.


Skills and Feats: Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Extra Rage, Improved Initiative, Improved Trip, Reckless Rage, Weapon Focus (spiked chain), (the rage feat that uses Str instead of Wis for Will save)

Possessions: (35,000gp) 
Iuzian Marshall: Female Human Brd8/Mar2/Ftr1/Hex2; CR 13; medium humanoid; HD 8d6+2d8+3d10+13; hp 76; Init +6; Spd 30 ft.; AC; touch; flat-footed; Base Atk +10; Grp +10; Atks + meleee () +ranged (); SA; SQ; AL CN; SV Fort +9, Ref +7, Will +11; ABL Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 18.


Skills and Feats: Combat Expertise, Improved Disarm, Improved Initiative, Lyric Spell, Skill Focus (diplomacy), Weapon Finesse

Possessions: (35,000gp)

Iuzian Archer: Male Human Hex2/Ftr6/Occ5; CR 11; medium humanoid; HD 8d10+5d8+26; hp 103; Init +7; Spd 20 ft.; AC 17; touch 13; flat-footed 14; Base Atk +13; Grp +15; Atks + melee () OR + ranged (); SA hexblade’s curse; SQ; AL NE; SV Fort +7, Ref +5, Will +8; ABL Str 14, Dex 17, Con 14, Int 8, Wis 10, Cha 12.


Skills and Feats: Improved Critical (longbow), Improved Initiative, Improved Precise Shot, Many-shot, Point-blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Weapon Specialization (longbow), Woodland Archer

Possessions: (35,000gp)
Appendix H

Orc Barbarian: Orc Bbn2; CR 2; medium humanoid (orc); HD 2d12+7; hp 24; Init +1; Spd 40 ft.; AC 17; touch 11; flat-footed 16; Base Atk +2; Grp +6; Atks +7 melee (1d8+4 [20x3] masterwork battleaxe) OR +3 ranged (1d6+4 [20x3] javelin); SA rage 1/day; SQ, darkvision 60 ft., light sensitivity; AL CE; SV Fort +5, Ref +1, Will +0; ABL Str 19, Dex 13, Con 14, Int 8, Wis 10, Cha 6.


Skills and Feats: Toughness

Possessions: masterwork battleaxe, chain shirt, heavy shield, 3 javelins

Power-Up Stats: Raging; HD 2d12+7; hp 28; Init +1; Spd 40 ft.; AC 15; touch 9; flat-footed 14; Base Atk +2; Grp +8; Atks +9 melee (1d8+6 [20x3] masterwork battleaxe) OR +3 ranged (1d6+6 [20x3] javelin); SA rage 1/day; SQ, darkvision 60 ft., light sensitivity; AL CE; SV Fort +7, Ref +1, Will +2; ABL Str 23, Dex 13, Con 18, Int 8, Wis 10, Cha 6.

Advanced Invisible Stalker: CR 10; huge elemental (air, extraplanar); HD 16d8+64; hp 147; Init +8; Spd 30 ft., fly 30 ft. (perfect); AC 19; touch 12; flat-footed 15; Base Atk +12; Grp +29; Atks 2 slams +19 melee (3d6+9); SQ darkvision 60’, elemental traits, natural invisibility, improved tracking; AL NE; SV Fort +9, Ref +14, Will +8; ABL Str 28, Dex 18, Con 18, Int 14, Wis 16, Cha 11.


Skills and Feats: Listen +22, Spot +22; Combat Reflexes, Dodge, Improved Initiative, Mobility, Spring Attack, Weapon Focus (slam)

Possessions: None.

Elite Advanced Satyr Brd2/Mar1/Wch2: CR 10; medium fey; HD 12d6+3d8+60; hp 136; Init +5; Spd 30 ft.; AC 27; touch 14; flat-footed 24; Base Atk +8; Grp +9; Atks +; SA; SQ DR 5/cold iron, low-light vision; AL CE; SV Fort +5, Ref +10, Will +10; ABL Str 12, Dex 16, Con 16, Int 13, Wis 10, Cha 20.


Skills and Feats: Concentration +21, Jump +3, Perform (pipes) +25, Perform (song) +23, Tumble +10; Alertness, Combat Expertise, Great Fortitude, Improved Combat Expertise, Improved Initiative, Improved Toughness, Skill Focus (diplomacy), Weapon Focus (head butt)

Possessions: (16,000) masterwork pan pipes, +1 mithril chainmail (5,300gp), +1 light mithril steel shield (2,159gp), +1 composite shortbow (2,375gp), ring of protection +1 (2,000gp), amulet of natural armor +1 (2,000gp), cloak of charisma +2 (4,000gp)

Advanced Hieracosphinx: CR 10; huge magical beast; HD 21d10+150; hp 280; Init +1; Spd 30 ft., fly 90 ft. (poor); AC 20; touch 9; flat-footed 19; Base Atk +21; Grp +39; Atks +29 bite (2d8+10) and 2 claws +24 melee (1d8+5); SA pounce, rake 1d8+5; SQ, darkvision 60 ft., low-light vision; AL CE; SV Fort +17, Ref +13, Will +12; ABL Str 30, Dex 12, Con 20, Int 6, Wis 16, Cha 10.


Skills and Feats: Spot +27; Flyby Attack, Hover, Improved Bullrush, Iron Will, Power Attack, Shock Trooper, Snatch, Wingover

Possessions: None.
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The Mighty Ubo: Advanced Elite Green Slaad/Occ5; CR 18; huge outsider (chaotic, extraplanar); HD 21d8+210; hp 318; Init +6; Spd 30 ft.; AC 45; touch 12; flat-footed 41; Base Atk +21; Grp +43; Atks +39/34/29/24 melee* (3d6+19 [20x3] +5 adamantine sweeping mage-bane flail) OR +26/21/16/11 ranged (3d6+5 [20x3] +5 composite longbow [+5 str]); SA spell-like abilities, vicious strike; SQ darkvision 60 ft., fast healing 5, immunity to sonic, resistance to acid 5, cold 5, electricity 5, and fire 5, magical defense +3, weapon bond, mind over magic 2/day, auravision, nondetection cloak, blank thoughts; AL CE; SV Fort +24, Ref +17, Will +18; ABL Str 38, Dex 15, Con 30, Int 13, Wis 12, Cha 8.


Skills and Feats: Concentration +28, Jump +32, Knowledge (arcana) +6, Listen +20, Spellcraft +16, Spot +20; Cleave, Combat Expertise, Combat Reflexes, Improved Disarm, Improved Initiative, Improved Trip, Power Attack, Weapon Focus (flail)


Magical Defense (Ex): An occult slayer’s constant training in countering magic of all types manifests itself as a bonus on saving throws against spells or spell-like abilities. This bonus is +1 at 1st level, and it increases to +2 at 3rd level and to +3 at 5th level.

Weapon Bond (Su): An occult slayer must choose a particular weapon of at least masterwork quality as the focus of her power. Upon making her selection, she immediately forms a bond with the chosen weapon that imbues it with the force of her hatred for spellcasters. Thereafter, any successful attack she makes with that weapon against a spellcaster or a creature with spell-like abilities deals an extra 1d6 points of damage. If this particular weapon is lost or destroyed, the occult slayer loses the ability to deal the extra damage until she acquires and bonds with another weapon of the same kind of at least masterwork quality. The occult slayer must spend one day per character level practicing with the replacement weapon (and doing very little else—no adventuring) to create a new weapon bond.

Mind over Magic (Su): Starting at 2nd level, an occult slayer can cause a spell or spell-like ability targeted against her to rebound onto the originator as a free action. This ability otherwise functions as the spell turning spell (caster level equals the character’s occult slayer level + 5). An occult slayer can use this ability once per day at 2nd level and twice per day at 4th level.

Vicious Strike (Ex): At 2nd level and higher, an occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Auravision (Su): At 3rd level, an occult slayer gains the ability to see magical auras at a range of upto 60 feet as a free action. This ability otherwise functions as the detect magic spell. The character cannot use this ability to determine anything but the number of magical auras present.

Nondetection Cloak (Su): Upon reaching 4th level, an occult slayer (and any gear she wears or carries) becomes more difficult to locate through divinations such as clairaudience/clairvoyance, locate object, and other detection spells. The occult slayer gains magical protection from divinations equivalent to a nondetection spell (caster level equals the character’s occult slayer level), except that it affects only the occult slayer and her possessions.

Blank Thoughts (Ex): At 5th level, an occult slayer can induce within herself a state of mental absence, thereby becoming immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects). She can suppress or resume this ability as a free action.

Spell-like Abilities (Sp): At will—chaos hammer (DC 13), detect magic, detect thoughts (DC 11), fear (DC 13), protection from law, see invisibility, shatter (DC 11); 3/day—dispel law (DC 14), deeper darkness, fireball (DC 12). Caster level 9th. The save DCs are Charisma based.

Possessions: (130,000gp) Belt of Giant Strength +4 (16,000), +4 full plate (17,150), +4 heavy steel shield (16,150 + shield), +3 ring of protection (18,000), Amulet of Health +4 (16,000), Vest of Resistance +3 (9,000), Boots of Speed (12,000), Armbands of Might (4,100), +1 sweeping mage bane flail (18,000 + flail)

*Includes bonuses from greater magic weapon, caster level 20.

The Red Reaper: Advanced 20HD Elite Redcap/Rog1/Shd1; CR 14; small fey; HD 22d6+198; hp 288; Init +15; Spd 30 ft.; AC 31; touch 22; flat-footed 20; Base Atk +10; Grp +23; Atks +25/20 melee (2d4+20 [20x4] +1 scythe) OR +23/18 ranged (1d6+14, sling); SA eldritch stone, sneak attack +1d6; SQ DR 15/cold iron, hide in plain sight, lowlight vision, powerful build; AL CE; SV Fort +24, Ref +17, Will +18; ABL Str 36, Dex 33, Con 29, Int 13, Wis 14, Cha 8.


Skills and Feats: Hide +45, Listen +26, Move Silently +41, Perform (dance) +4, Spot +26, Tumble +15; Combat Expertise, Dodge, Improved Initiative, Mobility, Power Attack, Spring Attack, Staggering Strike, Whirlwind Attack


Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 an ordinary bullet deals).


Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (such as during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size category larger if doing so is considered advantageous to it. A redcap is also considered to be one size category larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size category larger without penalty. However, its space and reach remain those of a creature its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.


Hide in Plain Sight (Su): A shadowdancer can use the Hide skill even while being observed. As long as she is within 10 feet of some sort of shadow, a shadowdancer can hide herself from view in the open without anything to actually hide behind. She cannot, however, hide in her own shadow.


Possessions: (45,000gp) gauntlets of ogre power (4,000), bracers of armor +2 (4,000), ring of protection +2 (8,000), amulet of natural armor +2 (8,000), cloak of elvenkind (2,500), boots of speed (12,000), bag of tricks (rust) (3,000), +1 scythe (2,318)

Lightning Strike Eldok: Advanced Nimblewright; CR 8; medium construct; HD 14d10; hp 88; Init +6; Spd 40 ft.; AC 24; touch 17; flat-footed 17; Base Atk +10; Grp +15; Atks 2 rapier hands +14 melee (2d6+5 [12-20x2]); SA spell-like abilities, tripping thrust; SQ augmented critical, construct traits, SR 27, vulnerabilities; AL CN; SV Fort +3, Ref +10, Will +6; ABL Str 20, Dex 24, Con -, Int 10, Wis 17, Cha 19.


Skills and Feats: Combat Expertise (B), Combat Reflexes (B), Dodge (B), Improved Disarm (B), Mobility (B), Spring Attack (B)


Spell-like Abilities (Sp): At will—alter self, cat’s grace, entropic shield, feather fall, haste. Caster level 10th; save DC 14 + spell level.


Tripping Thrust (Ex): A nimblewright’s rapier-hand attacks are powerful enough to push over creatures its own size or smaller. An opponent who is the target of a successful critical hit from a nimblewright must make a Reflex save (DC 22) or be knocked prone as if tripped.


Augmented Critical (Ex): A nimblewright threatens a critical hit on a natural attack roll of 12-20. On a successful critical hit, its foe is subject to a tripping thrust attack.


Construct Traits: A nimblewright is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, and any effect that requires a Fortitude save unless it also works on objects. The creature is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain, or death from massive damage. It cannot heal itself but can be healed through repair. It cannot be raised or resurrected. A nimblewright has darkvision (60-foot range).


Vulnerabilities: A cold effect slows a nimblewright for 3 rounds, and a fire effect stuns it for 1 round.

Calamity Sam: Elite Half-Fiend Ragewalker/Hex2; CR 19; large outsider (augmented fey); HD 22d6+2d10+192; hp 288; Init +17; Spd 50 ft.; Fly 50 ft (average); AC 39; touch 24; flat-footed 24; Base Atk +13; Grp +26; Atks +30/25/20 melee (2d6+18 plus 2d6 unholy, +5 unholy spiked chain) and bite +20 melee (1d8+4) OR 2 claws +23 (1d6+9) and bite +18 (1d8+4); SA control living spells, induce blood frenzy, smite good, spell-like abilities, weapon cloud; SQ DR 10/cold iron and magic, darkvision 60’, fast healing 5, grafted armor, immunity to poison, low-light vision, repel missiles, resist acid 10, cold 10, electricity 10, and fire 10, SR 34; AL NE; SV Fort +20, Ref +29, Will +20; ABL Str 28, Dex 36, Con 27, Int 16, Wis 18, Cha 36.


Skills and Feats: Hide +34, Jump +34, Listen +29, Move Silently +34, Sense Motive +29, Spot +34; Ability Focus (induce blood frenzy), Combat Reflexes, Empower Spell-Like Ability (blade barrier), Empower Spell-Like Ability (wall of fire), Great Fortitude, Improved Initiative, Quicken Spell-Like Ability (blade barrier), Quicken Spell-Like Ability (wall of fire), Weapon Finesse


Hexblade’s Curse (Su): Once per day, as a free action, a Hexblade can unleash a curse upon a foe. The target must be visible to him and within 60 feet. His target takes a –2 penalty on attacks, saves, ability checks, skill checks and weapon damage rolls for 1 hour. A successful Will save (DC 24) negates.


Arcane Resistance (Su): At 2nd level, a Hexblade gains a bonus equal to his Charisma bonus (+13) on saving throws against spells and spell-like abilities. 

Grafted Armor (Ex): A ragewalker wears armor it has scavenged from countless battlefields. This armor provides significant protection in combat, but it imposes no maximum Dexterity bonus, no armor check penalty, no movement penalty, and no arcane spell failure chance. Other creatures, even other ragewalkers, cannot wear a ragewalker’s armor.


Induce Blood Frenxy (Su): Any creature coming within 10 feet of a ragewalker must make a DC 35 Will save or fly into a mindless killing frenzy. Any creature that fails its saving throw gains a +2 bonus to Strength and takes a –2 penalty to AC. Affected creatures become unable to distinguish friend from foe and must make a melee attack against the nearest creature each round (using the full attack action if possible, or charging if appropriate). An affected creature is incoherent and cannot talk, cast spells, or otherwise communicate for the duration of the effect. It remains in a frenzy for a number of round equal to 10 minus its Wisdom bonus (minimum 1 round), even if the ragewalker is dead or no longer present. This is a mind-affecting ability. The save DC is Charisma-based.


Repel Missiles (Su): Any time a thrown or projectile weapon is used against a ragewalker, the weapon instead turns and could strike the wielder. The attacker compares his attack roll against his own Armor Class, figuring the attack’s success and damage as if he had attacked himself.


Weapon Cloud (Su): Ragewalkers are surrounded at all times by a cloud of flying, whirling weapons. This cloud deals 2d6 points of slashing damage each round to any creature adjacent to the ragewalker. Damage reduction applies to this damage.

Ragewalker Spell-like Abilities (Sp): 3/day—blade barrier (DC 29), bull’s strength, greater magic weapon, wall of fire. Caster level 20th.

Note that the feats Quicken Spell-Like Ability and Empower Spell-Like Ability affect all of the ragewalker’s daily uses of blade barrier and wall of fire.

Smite Good (Su): Once per day, this creature can make a normal melee attack to deal +20 damage against a good foe.

Half-fiend Spell-like Abilities (Sp): 3/day—darkness, poison (DC 27), unholy aura (DC 31); 1/day—blasphemy, contagion (DC 26), desecrate, destruction, horrid wilting (DC 31), summon monster IX (fiends only), unhallow, unholy blight (DC 27). Caster level 22nd.


Possessions: (170,000gp) belt of magnificence +4 (100,000), cloak of resistance +3 (9,000), +1 unholy spiked chain (32,325), ring of protection +2 (8,000), amulet of natural armor +1 (2,000), boots of speed (12,000), eyes of the eagle (2,500)
Chuckles: Advanced Spellwarped Skindancer; CR 15; large monstrous humanoid; HD 21d8+231; hp 339; Init +9; Spd 40 ft.; AC 34; touch 20; flat-footed 29; Base Atk +21; Grp +34; Atks 2 slams +31 (2d6+10); SA stunning fist, trip; SQ adaptive energy resistance, DR 15/special (see text), darkvision 90’, low-light vision, reactive skin, scent, spell absorption, SR 32; AL NE; SV Fort +19, Ref +16, Will +17; ABL Str 30, Dex 20, Con 33, Int 9, Wis 16, Cha 6.


Skills and Feats: Combat Reflexes, Improved Natural Attack (slam), Improved Initiative, Improved Unarmed Strike, Iron Will, Power Attack, Stunning Fist, Weapon Focus (slam)


Trip (Ex): A skindancer that hits with a slam attack can attempt to trip its opponent (+14 check modifier) as a free action without making a touch attack or provoking attacks of opportunity. If the attempt fails, the opponent cannot react to trip the skindancer.


Adaptive Energy Resistance (Su): A skindancer gains resistance to energy based on the last type of energy that dealt damage to it. If the last type of energy was acid, it gains resistance to acid 20. If the last type of energy was fire, it gains resistance to fire 20, and so on. This resistance lasts for 1 minute or until another type of energy damages the skindancer. In most instances, a skindancer does not have resistances to energy at the beginning of combat.


Damage Reduction (Su): A skindancer gains damage reduction based on the damage type of the last weapon that damaged it. If the last weapon that damaged it was a piercing weapon, it gains damage reduction 15/bludgeoning or slashing. If the last weapon that damaged it was a slashing weapon, it gains damage reduction 15/piercing or bludgeoning. If the last weapon that damaged it was a bludgeoning and piercing weapon, it gains damage reduction 15/slashing. This damage reduction lasts for 1 minute or until another type of weapon damages the skindancer. In most instances a skindancer does not have damage reduction at the beginning of combat.


Reactive Skin (Su): The magical energy that suffuses a skindancer’s skin can turn away attacks before they even touch the creature. This energy grants the skindancer a +6 deflection bonus to armor class.


Spell Absorption (Su): Whenever a spell fails to penetrate a spellwarped creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: The spellwarped creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: The spellwarped creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: The spellwarped creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: The spellwarped creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: The spellwarped creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: The spellwarped creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Possessions: (59,000gp) bracers of armor +5 (25,000), belt of giant strength +4 (16,000), boots of speed (12,000), amulet of mighty fists +1 (6,000) 
Yaggy, the Yagermeister, the Master of Disaster: Advanced Half-Black Dragon Yagnoloth; CR 15; large dragon (augmented evil outsider); HD 16d10+96; hp 196; Init +7; Spd 50 ft.; Fly 100 ft (average); AC 33; touch 14; flat-footed 30; Base Atk +16; Grp +34; Atks +17/12/7 melee (1d8+2, +2 human bane spiked shield) and +30 melee (1d6+14 plus stunning blow, claw); SA breath weapon, energy drain, shocking grasp, stunning blow; SQ DR 10/magic and good, immunity to acid, paralysis and poison, muscular arm, resist cold 10, electricity 10, and fire 10, SR 25, telepathy 100 ft; AL NE; SV Fort +19, Ref +15, Will +18; ABL Str 38, Dex 16, Con 22, Int 17, Wis 16, Cha 18.


Skills and Feats: Ability Focus (breath weapon), Fly-by Attack, Improved Initiative, Improved Shield Bash, Power Attack, Shield Proficiency 


Breath Weapon (Su): As a standard action, Yaggy can exhale a cloud of acid every 1d4 rounds. This cloud affects a single 5-foot cone for 1 round. A character in that space must make a Reflex saving throw (DC 24); failure means the character takes 2d6 points of acid damage and is stunned for an equal number of rounds.


Energy Drain (Su): The truly horrific power of the yagnoloth is its ability to drain life force. The victim must be unconscious or stunned. The yagnoloth places its head against its victim’s flesh. For each full round the yagnoloth remains in contact, the victim gains 1d4 negative levels. The Fortitude save DC to remove each negative level is 22.


Shocking Grasp (Sp): A yagnoloth can use this ability three times per day, causing 1d8+10 points of electricity damage each time. Caster level 10th.


Stunning Blow (Ex): Any character struck by Yaggy’s massive arm must make a Fortitude saving throw (DC 32) to avoid being stunned for a number of rounds equal to the points of damage dealt by the blow.


Muscular Arm (Ex): A yagnoloth’s larger arm functions as a primary natural weapon, even when it is used to make secondary attacks. This ability negates any secondary attack penalty and allows the yagnoloth to use its full Strength bonus with its claw, whether the attack is primary or secondary.


Possessions: (59,000gp) cloak of resistance +3 (9,000), bracers of armor +3 (9,000), gloves of dexterity +2 (4,000), ring of protection +2 (8,000), +3 heavy steel shield (9,200), +2 bane human shield spike (18,300)
Description: This vaguely humanoid figure stands roughly 15 feet tall. Its hide is red and

scaly; its head is small and skeletal and topped by ears resembling bats’ wings. It has one huge arm, rippling with muscles, and a second arm, roughly the size of a human arm, that looks withered by comparison, in which it wields a spiked heavy shield.

Braniac: Elite Skullcrusher Ogre/Tra4; CR 7; large giant; HD 8d8+4d4+60; hp 115; Init +5; Spd 40 ft.; AC 24; touch 10; flat-footed 23; Base Atk +8; Grp +16; Atks +16/11 melee (2d6+9 [20x3] +1 warhammer); SA summon familiar; SQ, darkvision 60’, low-light vision; AL NE; SV Fort +13, Ref +5, Will +10; ABL Str 26, Dex 13, Con 20, Int 18, Wis 12, Cha 6.


Skills and Feats: Concentration +14; Combat Expertise, Greater Spell Focus (Transmutation), Improved Grapple (B), Improved Initiative, Iron Will, Spell Focus (Transmutation), Two-weapon Fighting (B)


Wizard Spells Prepared: (5/5/4; save DC 14 + lvl; his prohibited schools are Enchantment and Evocation; 0—detect magic (2), mage hand, ray of frost, resistance; 1—blades of fire (SpC), blades of fire (SpC), lesser deflect (PHB II), lesser deflect (PHB Ii), slide (SpC) (DC 17); 2—bladeweave (SpC), greater slide (SpC) (DC 18), swift expeditious retreat (SpC), swift fly (SpC)
Possessions: (7,200gp) cloak of resistance +1 (1,000), +1 full plate armor (2,150), +1 spiked heavy steel shield (1,200), +1 warhammer (2,312), Quaal’s feather token, whip (500)
Little Goon: Advanced Rot Reaver; CR 8; medium aberration; HD 18d8+54; hp 147; Init +7; Spd 30 ft. (Climb 20 ft); AC 26; touch 13; flat-footed 22; Base Atk +13; Grp +15; Atks +15/10/5 melee (1d6+4 [20x4] +1 cleaver) and +15/10 melee (1d6+2 [20x4] +1 cleaver); SA cleaver mastery, rebuke undead, wound rot; SQ, animate dead, darkvision 60 ft., drain unlife, immune to energy drain; AL NE; SV Fort +10, Ref +11, Will +12; ABL Str 15, Dex 17, Con 16, Int 7, Wis 12, Cha 16.


Skills and Feats: Great Fortitude, Improved Initiative, Improved Two-weapon Fighting, Lightning Reflexes, Two-weapon Defense, Two-weapon Fighting, Weapon Focus (handaxe)


Cleaver Mastery (Ex): A rot reaver’s cleavers are identical in appearance to +1 handaxes—except that in a reaver’s hands, these cleavers deal quadruple damage on a critical hit (rather than a handaxe’s triple damage).


Rebuke Undead (Su): A rot reaver can rebuke undead as an evil cleric of 10th level. The creature can control any undead of 5 Hit Dice or less when it successfully affects the undead with its rebuke ability, and it can command up to 10 Hit Dice worth of undead at one time.


Wound Rot (Su): Any time a rot reaver damages a living creature with one of its cleavers in melee, it can immediately make a touch attack with one of its black, cancerous tongues (attack bonus +9). If the touch attacks succeeds, the creature takes 1 point of Constitution damage and becomes vulnerable to the rot reaver’s animate dead ability. Creatures immune to ability damage are immune this special attack.


Animate Dead (Su): As a standard action, a rot reaver can animate any dead creature within 60 feet that was affected by its wound rot ability within the last 24 hours. Creatures animated by a rot reaver rise as zombies.


Drain Unlife (Su): Any time a rot reaver damages an undead with one of its cleaver attacks, it heals a number of hit points equal to the damage dealt.


Immunity to Energy Drain (Su): Rot reavers are immune to energy drain attacks. 

Possessions: (9,400gp) masterwork breastplate (350), gloves of dexterity +2 (4,000), two +1 cleavers (2,306 each)
Big Goon: Advanced Spellwarped Rot Reaver; CR 12; large aberration; HD 26d8+188; hp 321; Init +8; Spd 30 ft. (Climb 20 ft); AC 32; touch 14; flat-footed 27; Base Atk +19; Grp +31; Atks +26/21/16/11 melee (1d8+9 [19-20x4] +1 cleaver) and +25/20 melee (1d8+4 [19-20x4] +1 defending cleaver); SA cleaver mastery, rebuke undead, wound rot; SQ, animate dead, darkvision 60 ft., drain unlife, immune to energy drain, spell absorption, SR 37; AL NE; SV Fort +18, Ref +16, Will +19; ABL Str 27, Dex 19, Con 24, Int 11, Wis 12, Cha 16.


Skills and Feats: Great Fortitude, Improved Critical (handaxe), Improved Initiative, Improved Two-weapon Fighting, Iron Will, Lightning Reflexes, Two-weapon Defense, Two-weapon Fighting, Weapon Focus (handaxe)


Cleaver Mastery (Ex): A rot reaver’s cleavers are identical in appearance to +1 handaxes—except that in a reaver’s hands, these cleavers deal quadruple damage on a critical hit (rather than a handaxe’s triple damage).


Rebuke Undead (Su): A rot reaver can rebuke undead as an evil cleric of 10th level. The creature can control any undead of 5 Hit Dice or less when it successfully affects the undead with its rebuke ability, and it can command up to 10 Hit Dice worth of undead at one time.


Wound Rot (Su): Any time a rot reaver damages a living creature with one of its cleavers in melee, it can immediately make a touch attack with one of its black, cancerous tongues (attack bonus +9). If the touch attacks succeeds, the creature takes 1 point of Constitution damage and becomes vulnerable to the rot reaver’s animate dead ability. Creatures immune to ability damage are immune this special attack.


Animate Dead (Su): As a standard action, a rot reaver can animate any dead creature within 60 feet that was affected by its wound rot ability within the last 24 hours. Creatures animated by a rot reaver rise as zombies.


Drain Unlife (Su): Any time a rot reaver damages an undead with one of its cleaver attacks, it heals a number of hit points equal to the damage dealt.


Immunity to Energy Drain (Su): Rot reavers are immune to energy drain attacks.


Spell Absorption (Su): Whenever a spell fails to penetrate a spellwarped creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: The spellwarped creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: The spellwarped creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: The spellwarped creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: The spellwarped creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: The spellwarped creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: The spellwarped creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).

Possessions: (27,000gp) +2 breastplate (4,350), gloves of dexterity +2 (4,000), +1 cleaver (2,306 each), +1 defending cleaver (8,306), cloak of resistance +2 (4,000), ring of protection +1 (2,000), amulet of natural armor +1 (2,000)
Undok the Undok: Advanced Spellwarped Blue Slaad; CR 10; large outsider (chaotic, extraplanar); HD 10d8+60; hp 113; Init +4; Spd 30 ft.; AC 26; touch 12; flat-footed 24; Base Atk +10; Grp +22; Atks 4 claws +17 melee (2d6+8) and bite +15 melee (2d8+4 plus disease) OR +13/8 range (1d8+8, javelin); SA spell-like abilities, slaad fever, summon slaad; SQ darkvision 60’, fast healing 5, immunity to sonic, resistance to acid 5, cold 5, electricity 5, and fire 5, spell absorption, SR 21; AL CN; SV Fort +15, Ref +13, Will +9; ABL Str 27, Dex 18, Con 23, Int 10, Wis 6, Cha 10.


Skills and Feats: Blind-Fighting, Iron Will, Multi-attack


Spell-like abilities (Sp): At will—hold person (DC 13), passwall, telekinesis (DC 15); 1/day—chaos hammer (DC 14). Caster level 8th. Save DCs are Charisma-based.

Slaad fever (Su): Supernatural disease—bite, Fortitude DC 21, incubation period 1 day, damage 1d3 Dex and 1d3 Cha. The save DC is Constitution-based. An afflicted humanoid reduced to 0 Cha immediately turns into a red slaad. If the afflicted humanoid is a spellcaster, it instead turns into a green slaad. 

Spell Absorption (Su): Whenever a spell fails to penetrate a spellwarped creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: The spellwarped creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: The spellwarped creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: The spellwarped creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: The spellwarped creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: The spellwarped creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: The spellwarped creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).

Possessions: (16,000gp) cloak of resistance +2 (4,000), ring of protection +1 (2,000), amulet of natural armor +1, bracers of armor +2 (4,000), quiver of Ehlonna (1,800)

Frosty: Elite Juvenile Frost Giant/Clr8; CR 9; large giant; HD 16d8+90; hp 183; Init -1; Spd 30 ft.; AC 26*; touch 8; flat-footed 26*; Base Atk +12; Grp +24; Atks +22/17/12* (3d6+14 plus 1d6 frost [20x3] +2 frost greataxe) OR 2 slams +19 melee (1d4+8) OR +10 ranged (1d8+8, rock); SA turn undead, rock throwing (60 ft. range increment); SQ, darkvision 60 ft. immune to cold, vulnerable to fire; AL NE; SV Fort +18, Ref +4, Will +15; ABL Str 26, Dex 8, Con 20, Int 8, Wis 18, Cha 12.


Skills and Feats: Cleave, Divine Spell Power, Extra Turning, Great Cleave, Iron Will, Power Attack, Weapon Focus (greataxe)


Cleric Spells Prepared: (6/5+1/4+1/4+1/3+1; save DC 14 + level) 0—detect magic (2), guidance, light, mending, read magic; 1—bless, cause fear, chill touch*, command, conviction (SpC), shield of faith; 2—cloud of knives (PHB II), cure moderate wounds, hold person (DC 19), silence, spiritual weapon*; 3—corona of cold, cure serious wounds, dispel magic, magic vestment*, protection from fire; 4—freedom of movement, greater magic weapon, ice storm*, recitation (SpC)


*Domain spell; Deity: Thrym; Domains: Cold (turn fire elementals, rebuke cold elementals); War (spell focus in deity’s favored weapon: greataxe)

Possessions: (12,000gp) +1 full plate armor (2,650), +1 frost greataxe (8,320), cloak of resistance +1 (1,000)
*Includes bonuses from greater magic weapon and magic vestment (caster level 8), 
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