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The Succubus Zhayne has gone too far, and the time has come to put her meddling to an end. Word spreads that Simen Sharn has offered a bounty for her head. This module is of particular interest to friends of Trys or those who have the thanks of Lord Bladehone from SHL5-08. A one-round Shield Lands regional adventure for APLs 6-16. This adventure includes an extended play opportunity.

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA event 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 session Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the session DM. You must be at least a Herald-Level GM to run this adventure. 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, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points.


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.

This adventure retires from RPGA-sanctioned play on December 31, 2008.

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 rule 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. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is split by APL.


Along with this adventure, you’ll find a RPGA session tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk adventure record (AR). You need one copy of this for each participating player.

Average Party Level (APL)

See Chapter One of the Living Greyhawk Campaign Sourcebook for details on APLs. If the APL of your group is an odd number, ask them before the adventure begins whether they would like to play the higher or the lower adjacent APL.


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 Regional adventure, set in the Shield Lands. Characters native to the Shield Lands pay 1 Time Unit per round; all other characters pay 2 Time Units per round.


More information about Lifestyle and Upkeep can be found in the Living Greyhawk Campaign Sourcebook.

Adventure Background

Toward the end of 596 CY, the young Lord Simen Sharn was murdered, and dozens of adventurers were arrested under suspicion. Eventually the adventurers were released, and they found evidence tying the murder back to one of three individuals—Lord Regent Natan Enerick, Captain Kruptan or Simen Sharn’s former nursemaid who was none other than the blackhearted succubus, Zhayne, in disguise. Captain Kruptan and Zhayne had both managed to slip away by the time the hunt began, and when the adventurers found Natan Enerick, he had gone completely insane and incoherent. The Council of Lords found themselves unable to convict Enerick of Simen Sharn’s murder but convicted him, nonetheless, for treason. Kruptan and Zhayne were declared enemies of the state.

Many of the same adventurers then stumbled into an alien and hostile land—the Shadowdark—for what seemed like several weeks, but when they returned they found that a year had passed in the Shield Lands. In that time, much had changed. Old Wicked’s spies and their shapechanging schemes prompted the Council to adopt radical measures to counteract the threat, and they installed Inquisitors into the highest places of the fabric of the nation. Meanwhile, the Council tightened up numerous laws, requiring Badges of Revelation as proof of identity, implementing curfews, and formalizing strict measures at checkpoints where guards had once responded casually to most humanoids.


It is in this stricter, more suspicious environment that our heroes find themselves as Lord Simen Sharn initiates a formal hunt for the succubus Zhayne. Zhayne, known as the Blackhearted, has long been an ally of Old Wicked and a foe of the Shield Lands. Capable of dominating even the gold dragon, Gildor Arcanix, and of tampering with the nature of time itself, she is a powerful foe and certainly not one whom the nation can afford to ignore.
Adventure Summary

The adventure begins with Lord Simen Sharn announcing a bounty on Zhayne—reason enough for any adventurer to consider bringing the fiend to justice. Meanwhile, any PC with the AR entry “Double Trouble” from SHL6-05 gains an additional piece of information related to Zhayne’s identity.

Encounter 1: The PCs have a chance to introduce each other, and any Beloved of Trys PC has a chance to reveal whatever information he or she deems fit to share.


Encounter 2: The PCs head to the Cathedral of the Shield Reclaimed to meet with the Shield Maiden Inquisitor to accept a job to gather information vital to defeating Zhayne.

Encounter 3: Lord Bladehone learns that the PCs intend to travel to Ringland and summons them to meet with him to accept another task they can complete while working for the Shield Maiden Inquisitor.


Encounter 4: As the PCs travel to Ringland with a number of dwarven engineers, the party is ambushed by several demons who teleport behind them, prepared for battle. They seem to be looking for something or someone, and if the party contains the Beloved of Trys, Trys reveals herself shortly after the PCs emerge victorious from the skirmish.

Encounter 5: The PCs arrive at Ringland, finding it oddly pristine and serene. A programmed image spell informs the PCs that a great evil has been trapped beneath the obelisk at the center of the city itself as the PCs reach its gates.

Encounter 6: The party explores the Shield Mage’s tower to find the information the Shield Maiden Inquisitor requested and to recover the Anvil of Souls at Lord Bladehone’s behest. Along the way, they face several traps, oozes and dwarven ancestral guardians, some of which may be bypassed entirely.

Encounter 7: A pack of fiendish giants, hoping to steal the Anvil of Souls, attacks the party as they return to Critwall.

Conclusion: The party returns to Critwall and delivers their information and the Anvil. The Shield Maiden Inquisitor and Lord Bladehone thank them. The party learns that Trys is actually a good aspect of Zhayne and that—to defeat Zhayne—she will sacrifice herself to help forge a weapon capable of killing the powerful fiend. The party is invited to the optional encounter to attend the ritual to bind Trys’ soul to a powerful weapon.


Extended play: This encounter is only for those parties who opt to attend the ritual. As a number of clerics begin the ritual to bind Trys’ soul to a weapon, the chamber is assaulted by numerous demons and by Zhayne, herself. The PCs must fight the demons to ensure the ritual is completed.
Preparation for Play

Ask the PCs if any of them have the AR entry Double Trouble from SHL6-05. If so, give them Player Handout 1: A Letter from Trys. If there are two or more people with this favor, only one can actually receive hand-out number one. The other(s) will receive Player Handout 2: The Break-Up.

To determine with whom Trys will remain, check for (in order):

· Highest BAB

· Highest Charisma

· Highest Strength

· Highest Caster level

Trys likes her men big and burly, yet handsome. She has always been attracted to the manly men and those she feels could physically protect her. It is possible that there will be tables that have never met Trys but instead have met Trystan. They are the same person, so switch gender as necessary.


Ask the PC’s if they have they have the +1 dwarven thrower granted from Lord Bladehone’s favor in SHL5-08.  If they do, then that PC will be the one approached by Lord Bladehone. Otherwise, it will be the party as a whole.


Ask if PCs have Eorsidh’s pouch from SHL4-05 If the Towers Should Fall. If so, this will help them bypass a few wards at the Shield Mage’s tower.

Badges of Revelation
DMs should familiarize themselves with Appendix 3: Badges of Revelation.

Those without Badges of Revelation are subject to a curfew within the walls of Critwall. The curfew extends from sundown to sunrise.

Introduction

The dismal early winter rain and sleet make traveling uncomfortable and irritable. However, the fire-warmed booths and flowing drinks at the ever-popular Dewey’s tavern are not far away. The lights of Critwall glow a yellowish-orange in the distance.


A call has gone out for adventurers. Simen Sharn has put a sizeable bounty out for the head of Zhayne, declaring her enemy number one in the Shield Lands. Zhayne is the temptress behind so many of the plots to destroy the Shield Lands it is hard to separate truth from fiction about her abilities and capabilities. However, the rumors and stories from adventurers and sages make it clear that many of the Shield Lands’ failures in reclaiming land before the crusade stem from her machinations. Zhayne has stymied the country for too long.


Adventurers have begun to gather in Critwall to begin the hunt. The High Church Inquisitor of the Shield Maiden found a few leads and has offered to give them to anyone who will help cleanse the Shield Lands of Zhayne’s vile taint. There seems to be a greater urgency then normal about this hunt. Rumors have spread that Old wicked was defeated in the Abyss and has returned to Dorakaa. The same rumors suggest he is recalling his armies to fortify his territory, while at the same time sending out powerful fiends in search of… something.


More rumors, these from some drinking friends, suggest that Zhayne has fallen from favor due to her recent exposure in the Shield Lands. She seems desperately to be seeking something to regain Old Wicked’s favor.


Your time in the cold wet rain promises to soon come to an end. You can see the gates of Critwall up ahead. A line of people waits at the gates, being inspected by several Standing Army guards and a gentleman wearing a Council of Inquisition tabard.

PCs begin this encounter separately, unless they have reason to be traveling together after their last adventure.


To enter the city PCs will need to show their Badges of Revelation proclaiming that they are not spies of the Old One or doppelgangers. If PCs do not have one, they can purchase a Badge of Visitation for 20 gold pieces. A Badge of Visitation allows the PC to travel throughout the common areas of the city, though none of the “sensitive” areas where security is more strictly enforced, nor does it allow the PC to travel after curfew (dusk to dawn). Any PCs without Badges of Revelation will not be allowed to enter the Shield Maiden Inquisitor’s sanctum in Encounter 2 (and will not be present for the details of the mission) nor will such a PC be allowed into Lord Bladehone’s estate in Encounter 3, keeping the PC, instead, in the entryway under the watchful, though considerate, gaze of a pair of Standing Army guards.

If none of the PCs have Badges of Revelation, it may be difficult for the party to begin the adventure. The DM is encouraged to have an unimportant NPC (such as a town guard) suggest the PCs apply for Badges of Revelation.

If the party still lacks a PC with a Badge of Revelation (one is necessary to gain audience with the Shield Maiden Inquisitor and Lord Bladehone), then the DM is encourage to use his or her judgment. Shield Lands PCs are expected to agree to the purity tests and to apply for their badges. If the DM believes the players simply aren’t cooperating, their adventure may end – unless they present a viable plan to forge, buy, steal or otherwise get Badges of Revelation. If the PCs are foreigners (not residents of the Shield Lands), the DM may have them attempt a DC 20 Diplomacy check, after they buy their Badges of Visitation,  and success means that the Shield Maiden Inquisitor and Lord Bladehone respect the PCs’ cultural differences. The DM may use other means to resolve the issue, but the main point is to emphasize the importance of the Badges of Revelation and to try to find any reasonable means to let the players play the adventure.
1: Sometimes You Want to Go

The fire in Dewey’s hearth crackles, radiating a pleasant warmth. The tavern bustles with other people seeking respite from the chill. Soldiers, blacksmiths, farmers, and traveling merchants have all sought warmth and comfort. Nonetheless, despite the crowd, it doesn’t take you long to find several other adventurers who have come to Dewey’s to begin their hunt for Zhayne.

If one of the PCs has Double Trouble, then the other PCs have received a message from him that they should meet up at Dewey’s Tavern. The PC has instructions from Player Handout #1. Let the player handle it from there as the PC will have the option of revealing as much, or as little, as he or she would like about Trys’s past and  connection with Zhayne. The PC will already know basically everything that the party is soon to learn. Trys will meet up with her beloved outside of the city on the party’s way to its next destination (Encounter 4).


After the party has time to introduce themselves, and any PC with Double Trouble has time to share as much information as desired, a young page enters Dewey’s with a message for the adventurers gathered to hunt Zhayne.

After you and your companions have had a few minutes to enjoy the warmth and comforts of Dewey’s and to discuss the matters at hand, a young page walks through the tavern, sleet melting in his hair and dripping down his face. Noticing your group, he asks, “Are you adventurers gathered to hunt Zhayne? If you are, the Shield Maiden Inquisitor has asked that I bring you to her. She said she has important information for you.”


The young boy seems to be eager to leave.

If the PCs follow the page, continue to Encounter 2. Otherwise, if the PCs decline the invitation, their adventure may end.

2: The Shield Maiden Inquisitor

The young page’s path leads you back into the sleet, winding through the streets of Critwall, until you arrive at the Cathedral of the Shield Reclaimed.

The sanctified halls are laden with rich tapestries flying Heironeous’ lightning bolt emblem. The page leads you into a hallway off to the side, and then to a doorway where another holy symbol stands besides that of Heironeous, a shield with a bastard sword, sunburst, two golden spheres, and two victory runes.


“She’s inside,” says the page, “but I’m not supposed to go in. She says it’s secret.”


Inside the room, the Shield Maiden Inquisitor stands at a desk laden with scroll upon scroll. She bears the signs of both fatigue and boundless determination. “Greetings,” she says. “Before I share with you the most recent information concerning Zhayne, I must take some necessary precautions.”

The Shield Maiden Inquisitor will ask the PCs if they are willing to have a geas placed on them because she is going to talk about a few state secrets. She will tell them to go and hunt down traces of Zhayne.  She tells them there was once a Shield Mage historian who lived in Ringland that did extensive research on Zhayne before he was killed. It was rumored that he discovered some very special secret about her and possibly even located her home in the Abyss. She asks the party to go and see if any of his research remains. She will warn them that teleportation and other magical travel can be extremely risky anywhere that deep into Old Wicked’s territory. (See below for more information about teleportation and magical travel in occupied lands.)


If the PCs express concern that Ringland was lost to the forces of Iuz (an impression many PCs might have taken from SHL6-06 Iuz Strikes Back), she gives the following information (otherwise, she presents the information freely near the end of the conversation): 


“Ringland may have been destroyed. That certainly seems the likeliest case. We gathered several reports from citizens who fled the city that as they neared the land’s protective wards, there was a great flash of light, like an exlosion, behind them. We have sent Greycloaks to scout the area, but none have returned. Our efforts to scry the area have all been thwarted. For all we know, the minions of Old Wicked may have gained control of the city. We are, it seems, still completely blind to the fate of Ringland. Nonetheless, the Shield Mages’ towers, in the past, have proven extremely difficult to destroy. We hope the mage’s tower in Ringland survived, or at least the library, as any information that historian may have collected about Zhayne may lead us to a way to defeat her. I will remind you, though, that while several Greycloaks have attempted to scout Ringland, none have returned, and I urge you to proceed with extreme caution.”


The Shield Maiden Inquisitor also mentions that Old Wicked’s troops are moving back into defensive positions and only his elite troops are out and about. They seem to be searching for something, but for what is unknown. She is uncertain if the Old One’s activities are connected to Zhayne’s recent exposure, but she suggests the PCs move quickly to avoid the ensuing complications that would arise if, indeed, Old Wicked is tracking Zhayne’s movements.


The Shield Maiden Inquisitor informs the PCs that due to the inherent risk of their mission, if they succeed in procuring information the Shield Lands can use against Zhayne, they will be paid 100 gp x APL as a reward. 

3: Lord Bladehone
As the party departs the Cathedral of the Shield Reclaimed, they are intercepted by a pair of dwarves, serving as messengers for Lord Bladehone. They have been instructed to take the party to Lord Bladehone. They don’t know exactly what Lord Bladehone wants from the party – only that he knows they were about to begin some sort of adventure and had a favor to ask of them.


Read or paraphrase the following text:

As you pass out the doors of the Cathedral of the Shield Reclaimed, a pair of dwarves in the livery of Lord Bladehone rush up to meet you. The taller of them, wearing his fine red beard in a pair of thickly-braided coils, shouts a hearty, “Hail and well met, adventurers!”


Quickly, he continues, “The Lord sent us to meet you and fetch you to his estate to speak with him in regards some important errand he wants undertaken. Please follow us.”

If the PCs decline, the dwarf will politely explain that the Lord’s request isn’t an invitation so much as the demand of a Lord and that declining to meet with him would make the PCs Wanted by the Council. If any PCs continue to decline, the adventure for those PCs is over, and they gain Wanted by the Council and must present the DM with a reasonable plan to depart Critwall before they are arrested (for this purpose, let the PCs take one half-hour before the city guard is alerted, one hour before the PC’s face is known to the guardsmen, and consider most guards to be 4th-level warriors with Spot and Listen checks of +1).


PCs who accept the invitation, accompany the dwarves to Lord Bladehone’s Critwall estate where Bladehone will ask them to recover the Anvil of Souls, though anyone who hasn’t take the geas about Ringland will be excluded from the conversation and mission (including rewards). If it happens to be a dwarf, he will command them to take the geas for the good of all dwarves in the Shield Lands.


Read or paraphrase the following text:

Bladehone’s servants lead you through the sleet-covered streets of the city to a large, squat estate made of heavy, but finely cut, blocks of stone. The servants see you inside and ask you to wait in a toasty room with a hearth and crackling fire, decorated with tapestries and artwork bearing the holy symbol of Moradin, the Soul Forger. In a few short minutes, Lord Bladehone arrives and greets you. “I learned that you intend to travel to the ruins of Ringland, facing whatever dangers may lie therein, and I have an additional request for you. Long have I worked with Lord Torkeep and numerous advisors to plan the recapture of my home – and the home of my clansmen – Law’s Forge. But the plan hopes for the recovery of one of our dwarven artifacts, the Anvil of Souls, which I had hidden in the Shield Mage’s tower in Ringland.”


Lord Bladehone will tell the group that soon the Standing Army will march to reclaim Law’s Forge. Shortly before they abandoned Law’s Forge to the forces of Old Wicked, Bladehone’s clan smuggled out a sacred relic of Moradin’s.  The Anvil of Souls is a great anvil that was smuggled to Ringland and hidden by a Shield Mage.  It is important that this item is recovered by the PCs before the Army attempts to retake Law’s Forge.  His priests’ divinations have told him that its return is important for several reasons. It is unclear precisely what those reasons are, other than it will be needed to craft a weapon that will help secure the Shield Lands from tyranny and will play some pivotal role during the assault on Law’s Forge.


The Anvil should be hidden in the under levels of the tower. The Anvil itself is guarded by Bladehone’s dwarven ancestors and the will of Moradin.  In order to de-active the protections, Bladehone states the Anvil must be struck by a special dwarven weapon, the Dwarven Thrower. If someone has a dwarven thrower, Bladehone states that the PC’s weapon will suffice. If no on one has a dwarven thrower, then he will loan one to the party (60,312 gp). If the PCs try to steal the dwarven thrower, they will become Wanted by the Council, and the hammer will be confiscated, anyway, at some point when the PC holding it is asleep or meditating. He tells the PC holding the Thrower: “Strike the Anvil with the Hammer, and it will deactivate the defenses in place. Do this as fast as possible for the defenses will strike without warning.”

If the PCs return the Anvil, they will earn his gratitude and a cash reward. He will supply them with a cart to carry the anvil, and he orders a squad of 4 dwarven enginers to travel with the party to get the Anvil onto the cart and transport it back. Also, Bladehone will tell any Shield Lands dwarves that if successful they will have the opportunity to be adopted into the Bladehone clan.

4: On the Road Again

The first two days’ travel along the cold, barren lands in Occupied Territory proved slow going. Though the dwarven engineers kept their wagon in excellent shape and drove their horses as hard as they could, they could do little to avoid getting the wagon stuck in deep patches of snow and mud.


It didn’t help that your group had to fight off some ambushes and leave the path at times to chase down scouts who might have given away your position. These detours added hours to each day, it seemed, and did little to lighten the mood as you passed slowly through the grey and eerie terrain. Though the orcs and goblinoids fell easily enough before your blades and magic, the threat of danger never fades.


So perhaps it comes as no great shock when you are ambushed roughly three-quarters of the way to Ringland. The dwarves have their wagon stuck in the mud, again, and are working furiously to free it when a group of monsters suddenly materializes behind the party.

Also read or paraphrase the following descriptions of the creatures (according to APL):

APL 6

Reaking of decay, a gaunt humanoid, covered in black, leather skin stands surrounded by four smaller creatures with squat and blubbery, almost hairless bodies, covered in pale, sickly flesh and with slack mouths full of small fangs.

APL 8

Reaking of decay, a quartet of gaunt humanoids, covered in black, leather skin stands ready to attack. Behind their pointed ears, large curved horns rise out of the backs of their skulls. Mouths of jagged teeth take up half the foul creatures’ heads.

APL 10

Reaking of decay, a quartet of gaunt humanoids, covered in black, leather skin stands ready to attack. Behind their pointed ears, large curved horns rise out of the backs of their skulls. Mouths of jagged teeth take up half the foul creatures’ heads. Towering over them stands another creature, looking like a massive man-shaped toad with arms in place of forelegs. Its wide mouth has rows of blunt, powerful teeth, and long spines run down the length of its back.

APL 12

Towering above the sleet-covered bushes, stands a quartet of creatures, looking like massive man-shaped toads with arms in place of forelegs. Their wide mouths have rows of blunt, powerful teeth, and long spines run down the lengths of their backs.

APL 14

Towering above the sleet-covered bushes, stands a quartet of creatures, looking like massive man-shaped toads with arms in place of forelegs. Their wide mouths have rows of blunt, powerful teeth, and long spines run down the lengths of their backs. Behind them stands another monster, tall as a giant, with a broad muscular body. Its four arms end in weapons—two with clawed hands, two with powerful pincers. Its doglike head is topped with horns, and its muzzle drips with sharp fangs. Its eyes have a cold, dark, penetrating quality that suggests cunning and intelligence.

APL 16

Towering above the sleet-covered bushes, stands a half-dozen creatures, looking like massive man-shaped toads with arms in place of forelegs. Their wide mouths have rows of blunt, powerful teeth, and long spines run down the lengths of their backs. Appearing with them is an even larger and more frightening, otherworldly entity, appearing to be an attractive female human with six arms—at least from her head to her waist. From the waist down, the creature has the body of a massive snake with green, scaly coils.

Finally, read the last bit of boxed text:

The one that appears to be their leader snarls several words in a hostile tongue. Then all the demons move quickly to attack.

If any of the PCs speak Abyssal, they understand the words: “Find her and destroy her!”

Creatures

APL 6 (EL 8)

Babau: hp 66; see MM page ##

Dretch (4): hp 13 each; see MM page ##

APL 8 (EL 10)

Babau (4): hp 66 each; see MM page ##

APL 10 (EL 12)

Hezrou: hp 138; see MM page ##

Babau (4): hp 66 each; see MM page ##

APL 12 (EL 14)

Hezrou (4): hp 138 each; see MM page ##

APL 14 (EL 16)

Glabrezou: hp 174; see MM page ##

Hezrou (6): hp 138 each; see MM page ##

APL 16 (EL 18)

Marilith: hp 216; see MM page ##

Hezrou (6): hp 138 each; see MM page ##

Tactics: The PCs will be ambushed about 3/4ths of the way to Ringland. Normally it takes about 5 days of travel with the cart to make it to ringland, so they will attack on the 3rd or 4th day. This will be a group a fiends that are teleported in. The round in which they teleport in is a surprise round. If players wish to play Feign Surprise, their PCs may suddenly get the sense that something is about to happen. If a PC has anticipate teleportation active to the requisite range, it delays the demons until that PC’s initiative.

The enemies will be teleported about 50ft behind the last person in the marching formation. 

Roll initative.

Treasure:
APLs 6 to 14: None

APL 16: Loot 7 gp; Coin 0 gp; Magic 0 gp; Total 7 gp.
Development: If the beloved of Trys is in the party then she will meet with the party a couple hours after the ambush, waiting seated on a rock and talking to her cat along the party’s path. Otherwise, if her beloved is not with the party, she does not appear. If Trys meets with the party, she will travel with them, expecting that her beloved will protect her during the rest of the journey.

5: Approaching Ringland

Approaching Ringland. About 3 miles out of town the taint of Old Wicked is absent. The air is easier to breathe, the oppressive sense of evil will have vanished.  However, those PCs in the party that are not good feel uncomfortable in a different way. Everything about the atmosphere puts them slightly on a jittery edge and are continually distracted by thoughts of guilt or remorse for their actions. They have a -1 circumstance penalty to all d20 roles. If for some reason any PC radiates as evil it is though the nature around them is protesting to their presence. All movement is considered hindered terrain, as their feet unerringly find potholes, tree roots, loose gravel etc… Druids or those particularly in tune with nature will feel the health of this land as vital and powerful as though the taint of old wicked had never existed.


As the PCs approach the city, read or paraphrase the following:

For several miles, you and your party escort the dwarven engineers and their creaking, horse-drawn cart through the vibrant, snow-covered forests and fields of Ringland until, in the distance, the city proper appears. At first glance, it looks completely pristine and whole. There is a great white circular wall around the city that shines as the light glints off its stone. The trees and shrubs appear healthy and manicured along the road leading up to the gates. 


PCs that have been to Ringland before will not recognize this place as it is; they can see that the road and the gate and the wall are all in the right places, but this road seems newly-built, the wall seems higher and of a much lighter colored stone, and the gate looks far more massive and sturdier than anything they would remember. It is like an idealized Ringland from a realm of pure good, newly-built and completely unsullied.


An aerial view of the city and the surrounding area will indicate that the city is much larger than it used to be. Its streets and buildings are laid out in a new, beautiful design. Spellcraft (DC 28) will indicate that the city layout is in the form of a vast circle of power with the center point being an alabaster white obelisk that is the tallest structure in the city. For those that have seen the obsidian obelisks, it is identical in every way, except it seems taller and is obviously white. Also, from an aerial view, the PCs can see that the area of health is nearly a perfect circle.  Though the edges of the circle start to bleed and blur in various locations. In others, it forms a sheer line of demarcation of healthy land from desolation.
Detect Magic reveals there is a slight aura of magic over all of the healthy land and a moderate aura on the gates. Knowledge (planes) (DC 20) reveals the traces of magic to be extra-planar, most likely tied to one of the celestial realms. Spellcraft (DC 25) will indicate the faint presence of conjuration (teleportation) magic, lingering traces of a powerful spell that was cast some time ago. Spellcraft (DC 21) identifies an active illusion spell on the gates.


When a Good-aligned character approaches within 30 feet of the gate, read or paraphrase the following text. If there are no Good-aligned PCs in the party, the programmed image triggers when one of the dwarven engineers approaches within 30 feet of the gate (the dwarves are Lawful Good):

The gates leading deeper into Ringland are made of cold iron and laden with silvered, arcane runes. At their center, the face of a noble-looking dragon has been etched with painstaking precision. As you approach, it suddenly begins to speak! “Know, traveler, that Ringland binds a great and powerful evil that serves the Unmaker. Only by channeling great powers of good through the city’s obelisk could the Unmaker’s minion be entrapped, and such actions, sadly, require balance in the material world. The Old One pushed against this balance to return from the Abyss with reinforced power; I leveraged against his bid for power to gain the power I needed to bind the Unmaker’s minion. The world requires balance. Old Wicked had been trying for some time to draw additional evil into the material plane but had been thwarted until it became necessary to draw upon good to trap the Unmaker’s minion. I knew of Ringland’s obelisk and came here to focus energies through it. The entire city had been leveled, no more than a crater, and only the obelisk and the base of the old Shield Mage’s tower remained. The ground was strewn with the charred remains of many good men and even more orcs, giants and demons. The powers that have restored this city originate from the celestial realms themselves. Tell the Lords in Critwall what you have learned, tell them Ringland once again finds itself in need of stalwart citizens, and tell them the Shield Lands is not without its friends.”


As soon as the draconic head finishes speaking, it fades away entirely, leaving only the cold iron gates, covered in their silver runes.

Trys, if she is with the party, will comment “Ahh, I feared that something like this would happen. This does not bode well for the world. I hope whichever agent of good served here did more good than harm. I hope it was worth the risk”

PCs may have questions

What do you mean?

Old Wicked has been on the planes of the Abyss looking to conquer a realm and establish himself as a greater power.  However, he was often thwarted in his attempts and eventually put in a horrible stalemate. He did win some territory and power for himself but not enough to accomplish what he had hoped. He has returned to the material plane and brought that power with him. However, the material world requires balance, so when a great evil power is brought forth an equal amount of goodness must be brought to balance the scales of the gods. Only one god was ever exempt from this balance and that is why the all of the gods worked against him to banish him.

What does this all mean, why?

Well Zhayne knew, I know not how, about the Shadowdark and the prison created for the minion of the Dark God. The releasing of the minion would mean the total destruction of the Shield Lands which is her ultimate goal. Zhaynes’ plans are deep and centuries old, she is not a typical demon, because of her link to the mortal realm she is not as bound to the rules of her kind. Her manipulations and convoluted plans are more akin to mastermind devils whose plans take centuries to form.

I thought Ringland was destroyed in Iuz Strikes Back SHL6-06.

I’m not sure what happened precisely for I was not here when it happened. 

Why here?

It is my guess that one of the greater good powers that sleep in the realm used the pull of Old Wicked’s power as a fulcrum to bring this place into existence and to seal in the Unmaker’s minion. With the utter destruction of Ringland it was a safe place to pull in this power.”

As the PCs enter the town and pass the obelisk read or paraphrase the following text:

A giant while obelisk stands at the center of the town. As you approach, you get the feeling that everything in the town leads away from it or toward it as though it were the epicenter of some great power.

6: Tower of Power!

Because of the expanding of the City the shield mages Tower now resides within the City’s Outer Ring wall. When the party approaches, read or paraphrase the following text:

Crossing the city, you near the outer wall on its opposite side. Nearby stands a striking monument to the powers of good and magic. The Shield Mage’s tower has been completely repaired. A towering white marbled monolith, it stands four stories tall and one-hundred feet in diameter at its base, tapering as it rises. It is ringed by a 10-ft. tall wall, with an ornately wrought silver gate, opened to reveal a marble path which leads to a door made of iron and silver, covered with intricate runes.  

The door is locked and magically warded. If anyone in the party has Eorsidh’s pouch from SHL4-05 the door will open as they approach. If not they will have to disarm the traps and unlock or bypass the door. 

Trap

APL 6 (EL 4)

Deeper Pit Trap: CR 1; mechanical; location trigger; manual reset; hidden switch bypass (Search DC 25); DC 15 Reflex save avoids; 20 ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); Search DC 20; Disable Device DC 23. Market Price: 1,300 gp.

Burning Hands Trap: CR 3; magic device; proximity trigger (alarm); automatic reset; spell effect (burning hands, 5th-level wizard, 5d4 fire, DC 11 Reflex save half damage); Search DC 26; Disable Device DC 26. Cost: 2,500 gp, 200 XP.
APL 8 (EL 6)

Spiked Pit Trap: CR 3; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 20 ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2 each); Search DC 21; Disable Device DC 20. Market Price: 3,600 gp.

Fireball Trap: CR 5; magic device; touch trigger; automatic reset; spell effect (fireball, 8th-level wizard, 8d6 fire, DC 14 Reflex save half damage); Search DC 28; Disable Device DC 28. Cost: 12,000 gp, 960 XP.
APL 10 (EL 8)

Disguised Burning Hands Trap: CR 4; magic device; proximity trigger (alarm); automatic reset; spell effect (burning hands, 5th-level wizard, 5d4 fire, DC 11 Reflex save half damage); Search DC 26; Disable Device DC 26. Cost: 2,500 gp, 200 XP.

Camouflaged Pit Trap: CR 4; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 40 ft. deep (4d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); Search DC 25; Disable Device DC 17. Market Price: 6,800 gp.

Lightning Bolt Trap: CR 6; magic device; proximity trigger (alarm); automatic reset; spell effect (lightning bolt, 10th-level wizard, 10d6 electricity, DC 14 Reflex save half damage); Search DC 28; Disable Device DC 28. Cost: 15,000 gp, 1,200 XP.
APL 12 (EL 10)

Diguised Chained Blindness/Deafness Trap: CR 6; magic device; proximity trigger (alarm); automatic reset; spell effect (blindness/deafness, 9th-level wizard, blindness, DC 14 Fortitude save negates); multiple targets, primary target and up to 9 targets within 30 ft. of primary; Search DC 27; Disable Device DC 27. Cost: 15,000 gp, 1,200 XP.

Wide-Mouth Pit Trap: CR 6; mechanical; location trigger, manual reset; DC 25 Reflex save avoids; 40 ft. deep (4d6, fall); multiple targets (all targets within a 10-ft.-by-10-ft. area); Search DC 26; Disable Device DC 25. Market Price: 28,200 gp.

Compacting Room: CR 6; mechanical; timed trigger; automatic reset; hidden switch bypass (Search DC 25); walls move together (12d6, crush); multiple targets (all targets in a 10-ft.-by- 10-ft. room); never miss; onset delay (4 rounds); Search DC 20; Disable Device DC 22. Market Price: 25,200 gp.

Acid Fog Trap: CR 7; magic device; proximity trigger (alarm); automatic reset; spell effect (acid fog, 11th-level wizard, 2d6/round acid for 11 rounds); Search DC 31; Disable Device DC 31. Cost: 33,000 gp, 2,640 XP.
APL 14 (EL 12)

Disguised Evard’s Black Tentacles Trap: CR 7; magic device; proximity trigger (alarm); no reset; spell effect (Evard’s black tentacles, 11th-level wizard, grapple +19); multiple targets (all within 20-ft. radius); Search DC 29; Disable Device DC 29. Cost: 1,400 gp, 112 XP.

Diguised Chained Heightened Feeblemind Trap: CR 10; magic device; proximity trigger (alarm); automatic reset; spell effect (feeblemind, 20th-level wizard, Int and Cha 1, DC 23 Will save negates); multiple targets, primary target and up to 9 targets within 30 ft. of primary; Search DC 34; Disable Device DC 34. Cost: 60,000 gp, 4,200 XP.

Disguised Chain Lightning Trap: CR 7; magic device; proximity trigger (alarm); automatic reset; spell effect (chain lightning, 11th-level wizard, 11d6 electricity to target nearest center of trigger area plus 5d6 electricity to each of up to eleven secondary targets, DC 19 Reflex save half damage); Search DC 31; Disable Device DC 31. Cost: 33,000 gp, 2,640 XP.
APL 16 (EL 14)

Diguised Chained Greater Dispel Magic Trap: CR 11; magic device; proximity trigger (alarm); automatic reset; spell effect (greater dispel magic, 20th-level wizard, dispels all spell effects on target: CL 1d20+9); multiple targets, primary target and up to 11 targets within 30 ft. of primary; Search DC 34; Disable Device DC 34. Cost: 60,000 gp, 4,200 XP.

Disguised Evard’s Black Tentacles Trap: CR 8; magic device; proximity trigger (alarm); no reset; spell effect (Evard’s black tentacles, 15th-level wizard, grapple +23); multiple targets (all within 20-ft. radius); Search DC 29; Disable Device DC 29. Cost: 2,100 gp, 176 XP.

Disguised Wail of the Banshee Trap: CR 11; magic device; proximity trigger (alarm); automatic reset; spell effect (wail of the banshee, 17th-level wizard, DC 23 Fortitude save negates); multiple targets (up to 17 creatures); Search DC 34; Disable Device DC 34. Cost: 76,500 gp, 6,120 XP.

Disguised Summon Monster VIII Trap: CR 10; magic device; proximity trigger (alarm); no reset; spell effect (summon monster VIII, 15th-level wizard), Search DC 33; Disable Device DC 33. Cost: 60,000 gp, 4,800 XP.

Tactics:

Each of the “Disguised” spells has had its CR raised by 1 to account for the difficulty in detecting the trap due to a Nystul’s Magic Aura spell which causes it to detect as non-magical.


At APLs 6 to 12, the traps trigger when the PCs approach within 15 ft. of the door. At APLs 14 and 16, the traps trigger when the PCs approach within 20 ft. of the door.


Tactics by APL:


APL 6: The burning hands trap is located at the bottom of the Deeper Pit Trap and triggers when any PC lands.


APL 8: The fireball trap is located at the bottom of the Pit Trap and triggers when any PC lands. The fireball spell centers halfway down the pit and, thus, reaches from floor to the pit mouth.

APL 10: The disguised burning hands trap is located on the tower’s door, across the pit mouth from the PCs’ approach; it triggers first, in sequence, immediately before the trap door drops open. The lightning bolt trap is located at the bottom of the Camouflaged Pit Trap and triggers when any PC lands. It fires upward from the center of the pit floor, thereby catching PCs in any pit square and any PCs up to 80 ft. above the pit’s mouth.


APL 12: The disguised chained blindness/deafness trap is located on the tower’s door, across the pit mouth from the PCs’ approach; it triggers first, in sequence, immediately before the trap door drops open, targeting the nearest PC and up to 8 other targets within 30 ft. of the primary target. The final 10-ft. by 10-ft. by 10-ft. section of the Wide-Mouth Pit Trap, forms the Compacting Room Trap. The acid fog trap is located at the bottom of the Wide-Mouth Pit Trap and triggers when any PC lands.

APL 14: All three of the traps at this APL trigger in immediate succession whenever a PC approaches within 20 ft. of the door. The Evard’s black tentacles trap centers on the first PC to approach, and both other traps target that PC as a primary target. The disguised chained heightened feeblemind trap targets up to 17 secondary targets within 30 ft. of the primary target. The disguised chain lightning trap targets up to 10 secondary targets within 30 ft. of the primary target. Each targets as many creatures (including animal companions, familiars, special mounts and pack animals) as possible.

APL 16: All four of the traps at this APL trigger in immediate succession whenever a PC approaches within 20 ft. of the door. The Evard’s black tentacles trap centers on the first PC to approach. Then the wail of the banshee centers on that PC before, finally, the disguised summon monster VIII trap summons 1d3 huge air elementals to attack the PCs, beginning with any PC who is not grappled by the Evard’s black tentacles.
Ground Floor

The upper floors of the Tower feature very little of note.  

The tower’s first floor is one massive, open room with a grand central staircase, leading upward.  The room’s marble floor is covered with myriad symbols of magic and runes of power, forming a complex mosaic. Large stone bookshelves divide the opposite side of the room into small ten-by-ten foot sections, each featuring a desk and chair.

The floor is merely decorative and not magically active in any way. With a little searching in the back of the room, the PCs locate a stairway that leads down. 


Upstairs, there are large chambers that could easily be libraries and smaller rooms that would be ideal for laboratories. If the beloved of Trys is in the party and Trys traveled into Ringland with them, she’ll be anxious to find her way to the Shield Mage’s library, eventually making her way to this floor. This is where the PCs find the information about Zhayne the Shield Maiden asked them to gather. Locating the appropriate journals among the historian’s library requires a Search check (DC 20) that takes 3 hours, minus 20 minutes for every 5 points by which the party beats DC 20 (e.g. DC 25 reduces the search to 2 hours and 40 minutes, and DC 30 search to 2 hours and 20 minutes, etc.). Interpreting, reading, and deciphering the texts takes the greater part of a day, though some PCs may employ magical means to more quickly absorb the relevant information (i.e. various spells and items exist which would allow PCs to read information written in Old Oeridian and spells exist which allow PCs to read entire books in mere seconds), and a PC who can read the books may attempt a Decipher Script check (DC 20) to make sense of them. Once a PC interprets, reads and deciphers the texts, he or she gains Player Handout 2.


The third floor features a number of bedrooms, though they have no furniture. They do, however, have small hearths and what appear to be closets in each room. 


The fourth floor is open to the sky and could easily be an observatory or a place meant to work co-operative magics.

Spell Pool Level

The stairs down lead to a locked room. There is a warning on the door in magical runes. Read Magic allows one to decipher the message: “Mortal is the heart; immortal is the power. We are the shield against evil, the source of light in the darkness. Beware any who would trespass, your lives are forfeit.” 


The door is locked with an arcane lock, caster level 15. If a PC in the party has Eorsidh’s pouch the door will unlock as they approach. If not the PCs will have to open the door. 


Once the PCs pass the door, read or paraphrase the following text:

Beyond the door lies a large circular room, 45 feet in diameter. In the center of the room is an empty, circular pool 10 feet in diameter. A small lip around the pool rises a foot off the floor, and a number of arcane symbols lie around it on the floor.


Unlike the rest of the tower and city, this room is in a state of disrepair. The floor is cracked, as is the lip of the pool. Aged, wooden desks hold rotting papers and cracked and broken alchemical tools and vials.


Across the room from the entrance is another stairwell leading down.


Once upon a time this was a spellpool repository, though it is currently empty of any spellpool magics.  There are arcane symbols scribe on the floor in a circle around the pool. With a Knowledge (arcana) check (DC 20), PCs can recognize that the symbols are meant to hold and store spellpool energy within the pool. They are currently dormant. It is obvious that the cracks would need to be repaired for the spellpool to function again.

This room is also guarded by a number of oozes. The oozes will seep into the cracks of the pools shortly after the PCs enter the room. They are drawn into the room from the vibration of the PCs footsteps. If there are two oozes, the second will come up through the cracks in the floor near the steps leading up. If there are more, the others will come up in random locations around the room, close to the tremors on the ground that first caught their attention.

Creatures

APL 6 (EL 7)

Black pudding: hp 115; see MM pg. 201

APL 8 (EL 9)

Arcane ooze: hp 202; see Appendix 1.
APL 10 (EL 11)

Advanced Arcane Ooze: hp 355; see Appendix 1.
APL 12 (EL 13)

Advanced Arcane Ooze (2): hp 355 each; see Appendix 1.
APL 14 (EL 15)

Advanced Arcane Ooze: hp 611; see Appendix 1.
APL 16 (EL 17)

Advanced Arcane Ooze (2): hp 611 each; see Appendix 1.
Tactics:

APL 6: The Black Pudding will attack the closet creature to the pool. Knowledge (Dungeoneering) (DC 19) to identify.


APLs 8+: The Arcane Oozes do not have line of effect to the PCs until they ooze into the pool. 


The Arcane Oozes will try to stay as close as possible to the arcane casters but will attack the non-arcane casters first so they can continue to feed as long as possible on any arcane energy. Knowledge (Dungeoneering) (DC 25) to identify.

Treasure: None

Vault Level

The stairs lead down to a large, cracked stone door, covered in an array of bold magical runes over its entire surface. 

The cracks in the door have deactivated the magic wards. The door is locked but no longer trapped. An Open Lock check (DC 25) or a knock spell will open the vault door. The door itself is stone with hardness 10 and 150 hps.


After the PCs open the door, 4 dwarven Ancestral guardians materialize and attack. As soon as a PC hits the anvil with the dwarven thrower, the dwarven ancestral guardians will disappear. Otherwise, the will continue to fight to the death. The Anvil is AC 5 or AC 9 with cover.

Creatures

All APLs (EL 10)

Dwarf Ancestor (4); hp 67 each; see Appendix 1

Within the vault are a few precious things. In the center of the vault is obviously a large Anvil. The Anvil weighs 2400 lbs. and will be extremely difficult to move. However, within the cart that Lord Bladehone supplied are some block and tackle and some very long ropes.  With time, the PCs or dwarven engineers will be able to move the anvil. Any Non-lawful PC touching the Anvil will receive 2 negative levels for as long as they touch the Anvil. It radiates magic as per an artifact.

7: They Might Be Giants
After two days of travel back from Ringland the party is ambushed by a pack fiendish giants who are after the Anvil and will attempt to kill everyone to get it.  If the giants can grab the Anvil and run, they will.


Read or paraphrase the following text:

The slog back from Ringland, through occupied territory, proceeds roughly as did the journey to Ringland. Beset by flocks of ravenous birds and packs of wolves, hunted by goblins and orcs, your party suffers no damage that can’t be readily repaired, though the threat of a serious danger lingers.


Nonetheless, the dwarven engineers are in high spirits and take the opportunity, when it arises, to throw back an ale or two and sing hymns to Moradin. Each time they get off the wagon to free it from a mire of muck and slush, they check on the Anvil, hidden under a large tarp.


Eventually, your route leads you through a scraggy valley wood, and as you ascend the other side to clear the valley, you can’t help but feel a bit exposed…

Creatures
APL 6 (EL 9)

Fiendish Hill Giant Hurler; hp 102; see Appendix 1
APL 8 (EL 11)

Fiendish Hill Giant Hurlers (2); hp 102 each; see Appendix 1
APL 10 (EL 13)

Fiendish Stone Giant Hurlers (3); hp 119 each; see Appendix 1
APL 12 (EL 15)

Fiendish Stone Giant Elder Hurlers (4); hp 119, 119, 119 and 133; see Appendix 1
APL 14 (EL 17)

Fiendish Fire Giant Hurlers (4); hp 142, 142, 142 and 157; see Appendix 1
APL 16 (EL 19)

Fiendish Storm Giant Hurlers (4); hp 199, 199, 199 and 218; see Appendix 1
Tactics:

There is no surprise round. The giants are scouting the area for the PCs and reach the top of the hill as the PCs begin to ascend the valley. Have the PCs and giants make opposed Spot and Listen checks. The giants are trying to be sneaky, taking 10 on their Hide and Move Silently checks and gaining a +4 circumstance bonus (from the angle) to their Hide checks (if the party contains someone flying high enough to see past the hill top, the giants do not gain the +4 circumstance modifier to Hide against that PC). Adjust the PCs’ distance from the top of the hill based according to their Spot and Listne checks. The PCs’ trail is 20 feet wide, then rises sharply on either side (hindered terrain and Balance or Climb DC 15). The trail rises 150 feet from its base before it reaches the top of the hill and is considered hindered terrain for creatures of medium or smaller size. At APLs 6 to 14, the giants begin by hurling rocks at the party, then rush down the hill to engage in melee when it seems appropriate. At APLs 12 and 16, the giants also use their spell-like abilities to their advantage; at APL 16, this means that rather than opening by throwing rocks, each of the Fiendish Storm Giants casts Chain Lightning on the party, targeting the dwarves last (if at all).

Treasure:


APL 6: Loot 0 gp; Coin 0 gp; Magic 957 gp; bracers of lightning (666 gp), eyes of the eagle (208 gp), vest of resistance +1 (83 gp); Total 957 gp.


APL 8: Loot 0 gp; Coin 0 gp; Magic 1,373 gp; bag of holding (type II) (416 gp), bracers of lightning (666 gp), eyes of the eagle (208 gp), vest of resistance +1 (83 gp); Total 1,373 gp.


APL 10: Loot 0 gp; Coin 0 gp; Magic 4245 gp; bag of holding (type II) (416 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), scarab of golembane (208 gp), vest of resistance +2 (333 gp each); Total 4245 gp

APL 12: Loot 0 gp; Coin 0 gp; Magic 8410 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), +1 mithril chain mail (429 each), scarab of golembane (208 gp), vest of resistance +2 (333 gp each); Total 8410 gp

APL 14: Loot 0 gp; Coin 0 gp; Magic 10,110 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), +1 mithril chain mail (429 each), Quaal’s feather token (swan boat) (37 gp), ring of force shield (666 gp each), scarab of golembane (208 gp), vest of resistance +1 (83 gp each); Total 10,110 gp

APL 16: Loot 0 gp; Coin 0 gp; Magic 12,193 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), greater bracers of archery (2083 gp), +1 mithril chain mail (429 each), Quaal’s feather token (swan boat) (37 gp), ring of force shield (666 gp each), scarab of golembane (208 gp), vest of resistance +1 (83 gp each); Total 12,193 gp

Detect Magic Results: bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), greater bracers of archery (2083 gp), +1 mithril chain mail (429 each), Quaal’s feather token (swan boat) (37 gp), ring of force shield (666 gp each), scarab of golembane (208 gp), vest of resistance +1 (83
Conclusion? Intermission?
After the PCs defeat the fiendish giants, they encounter no other serious threats on their way to Critwall. A representative of Bladehone will meet them at the gates of Critwall and escort them to Lord Bladehone.


Read or paraphrase the following text: 

The guards at Critwall’s gates who check your purity badges for authenticity inform you that Lord Bladehone is expecting you, and, indeed, the Lord must be anxious to receive the Anvil, for as your party hauls the wagon through the streets of the city, a pair of dwarves meets up with you to escort you to Bladehone.


The dwarven Lord is in council with a tall, important-looking Flan man in clerical vestments when you meet with him. Lord Bladehone waves you over to where he and the Flan man stand over a number of half-scrolled maps and parchments written in half-forgotten languages. “Congratulations on your adventure,” says Lord Bladehone. “Lord Freud Lavan, here, and I just gained word of your success.”


Lord Lavan, the tall Flan man, steps forward and greets you. “Lord Bladehone and I were just discussing some of the more interesting properties of the Anvil of Souls.” He flashes a wry smile and continues: “Of course, I can’t tell you what they are, but you’ve done the Shield Lands a great service. You’ll have my favor.”


Lord Bladehone speaks once again. “If you’ll excuse us now, Lord Lavan and I have another matter to discuss. I expect the Shield Maiden Inquisitor will be interested in seeing whatever you have to present her.”

From this point, there are two possible conclusions, depending on whether or not the beloved of Trys is in the party. Read or paraphrase the appropriate conclusion.


The beloved of Trys is not in the party:

The Shield Maiden Inquisitor thanks you when you present her with the journals you found in the Shield Mage’s library.


Several days later, you are delivered a message summoning you back to the Cathedral of the Shield Reclaimed to meet, once again, with the Shield Maiden Inquisitor.


When you arrive, she has a wearied, worried expression. “It is good that you came,” she says. “Our clergy and the Arcanists and a number of the Lords have poured over the journals in the past days and believe we have learned how to defeat Zhayne. It will not be easy, we’ll first have to send her back to her native plane, and…” A dark look crosses the Inquisitor’s face as she pauses, “Our efforts require the sacrifice of an innocent soul. I can tell you that the decision does not sit well with me, and I am glad not to have had to make it. In fact, the Church was approached by a woman, calling herself Trys, to whom the journals allude. She is split from Zhayne’s very soul. It is a long story – a very long story – and Trys has come to us to sacrifice herself to destroy Zhayne.”


The Shield Maiden Inquisitor takes a deep breath and then looks up, visibly more relaxed. “I wanted you to know that your efforts have led directly to a means to defeat Zhayne once and for all. In fact, Lords Bladehone is soon to begin the necessary ritual in a chamber below. He asked me to tell you that you would be welcome to observe if you wished, though you should be aware, he was decked for battle.”

The Shield Maiden Inquisitor waits for the party’s response and then nods, saying, “Very well.” If the PCs do not wish to observe the ritual, the adventure is ended. If the PCs wish to observe the ritual, the Shield Maiden Inquisitor will make certain the party knows they may face a great danger – everything in the texts suggested that the ritual would draw Zhayne’s attention directly to Trys. If the PCs still wish to attend the ritual, they continue with the expanded play option.


Trys’ beloved is in the party:

The Shield Maiden Inquisitor thanks you when you present her with the journals you found in the Shield Mage’s library.


Several times over the next days, Trys speaks of feeling a doom approaching her; she insists that Zhayne is close to locating her. Seeking a moment alone with her Beloved, she confides that ever since she came near the Anvil of Souls she was convinced that, somehow, it would be the end of her.


Several days later, you are delivered a message summoning you back to the Cathedral of the Shield Reclaimed to meet with Lord Bladehone.


When you arrive, Lord Bladehone appears wearied and worried as he greets you. “Well,” he says, “we’ve found a way to defeat Zhayne, but I’m afraid the effort will require a tremendous price. It seems that Trys has some connection to the dark-hearted fiend, and… There’s just no easy way to say it. So long as Trys lives, Zhayne lives to scheme against Shield Landers everywhere.”


Trys squeezes her beloved’s hand. “I feared it would come to this,” she says.


Lord Bladehone nods. “I may be a Lord but I’m not cruel. I won’t take you captive, Trys, but we can create a weapon to defeat Zhayne. Your sacrifice could save thousands. I know it can’t be easy. Go now, take one day to think it over, and speak to me tomorrow. In the meantime, you will be guarded to make sure no one ambushes you.”

Allow the party some time to roleplay the discussion between Trys and her beloved (as well as any other PCs who feel inclined to speak to the matter). Trys is understandably hesitant to sacrifice herself, but she recognizes that Bladehone’s plan is the only way the Shield Lands has to defeat Zhayne. Eventually, she comes to a firm decision to sacrifice herself to defeat Zhayne for the good of all. She will ask her beloved to spend her final hours alone with her to comfort her and give her strength. Then the party returns to the Cathedral of the Shield Reclaimed where Lord Bladehone waits for Trys.

Lord Bladehone stands at the steps of the Cathedral of the Shield Reclaimed, stone-faced and steel-eyed. He does not smile when you return. “I want you to know that your efforts have led directly to a means to defeat Zhayne once and for all. In fact, clerics of the churches of Heironeous, Pelor and Moradin are waiting inside to begin the ritual. All of you are welcome to observe if you wish, though you should be aware, we expect Zhayne to arrive, ready to do battle.”

The party decides if they want to attend the ritual. If they do, they continue with the expanded play option. If they do not attend the ritual, Lord Bladehone thanks them again as he and Trys leave; the adventure ends.

8: Sacrifice (Extended)
This encounter is intended only for those PCs who wish to pursue the extended play option. In it, Lord Bladehone and Lord Freud Lavan oversee the ritual sacrifice of Trys and confront a weakened Zhayne. PCs who wish to observe or participate in the ritual (especially Trys’ beloved) are welcome to do so, though they are warned that the confrontation with Zhayne is likely to prove exceedingly dangerous.


NOTE: If the beloved of Trys attends the ritual, Lord Bladehone informs that PC that the ritual is meant to invest a weapon with Trys’ soul and asks the PC if he or she would like to have Trys’ soul imbued in his or her best weapon. If the PC accepts, the PC hands over a weapon for the encounter and gains use of a weapon of the same basic type, but +1, holy and enchanted to +5 by Lord Lavan’s greater magic weapon (CL 20). If the ritual succeeds, the PC gains the favor: Love’s Price. If the PC declines, the PC does not get the Love’s Price favor. Please adjust the boxed-text descriptions accordingly.


Prior to combat, you, as the DM, should ask to see each character’s available spells (spells known for sorcerers and spontaneous casters, and spells prepared for wizards, clerics and other casters who need to prepare spells). Zhayne uses her available miracle spell to learn what spells her foes are able to cast; this isn’t an entirely LG-sanctioned use of the spell, but it’s the story. Go with it. Do not let players change their spells after you look at them. Zhayne plans her approach to the ensuing combat based on this “reconnaissance.” Additionally, she casts greater spell immunity to make herself immune to 3 spells up to 8th level that allow SR, and she places another spell into her ring of counterspells based on what she learns. At APL 16, these are meaningful decisions; below APL 16, the decisions only matter if the PCs press the attack to her before the pulse of light radiates forth from Trys, upon her death; after that point, Zhayne’s defenses are dismissed and/or suppressed.

Read or paraphrase the following text:

Lord Bladehone, clad in his armor and carrying his mighty hammer, and a number of his guards lead you past a series of Inquisitors who each verify your name and identity before descending a remote stairwell. It leads down several flights to a sturdy wooden door, reinforced with bands of iron and lacking a handle. Bladehone sorts through a series of metal signets on a chain and presses one to the door’s middle iron band. The sound of a chime rings softly, and the door smoothly opens back of its own.


“This,” says Lord Bladehone, “is where we’re using the Anvil to forge a new day for the Shield Lands.”


Inside the room, Lord Lavan stands in polished full plate prominently featuring a bright sunburst.


“I didn’t know you were attending personally, Freud,” says Bladehone.


“You didn’t think I was going to let you summon demons into Critwall without making certain I was present to send them back to the Abyss, did you? Now that I have a seat on the Council, I’ve taken the opportunity to invite myself to this ritual.”


Bladehone smiles before clapping Lord Lavan on his armored shoulder. “Glad to have you here.”


Lord Lavan approaches your party. “Trys will lie on the table there. Our priests will conduct the ritual. We need to make certain that should anything – ANYTHING – happen, the ritual must be completely, or Trys will have made her sacrifice in vain. Trys,” he says, addressing her, “as you know, your soul will be bound into a weapon capable of destroying Zhayne. If all goes as it should, you should still be able to communicate with any who wield the weapon for good. Okay, the rest of you, stand over there,” Lord Lavan says as he motions to an out-of-the-way location along the wall. “We will begin.”

Allow the players some time to cast spells if they wish. Also, they may wish to ask questions about the ritual. Neither Bladehone nor Lavan feel particularly talkative at the moment, but if pressed they’ll explain: 1) they expect Zhayne to arrive with a contingent of demons to pitch battle, 2) the ritual will bind Trys’ soul to a sword capable of defeating Zhayne, 3) the ritual should take roughly an hour, and 4) Zhayne must be defeated on her home plane – in the Abyss – and if she shows during the ritual, the best anyone can do is send her back to the Abyss.


Prior to the ritual, Lord Freud Lavan casts an Extended Mass Conviction, giving everyone in the chamber a +4 morale bonus to all saves (CL 16).


Once the PCs are ready to continue with the ritual, read or paraphrase the following:

Lord Bladehone, Lord Lavan and a young member of the Arcanists stand aside watchfully as six clerics, two each representing Heironeous, Pelor and Moradin begin the ritual. Mercifully, the clerics give Trys a sleep potion before beginning their incantations. For minutes that stretch like hours, the clerics carefully weave and interweave their words, presenting their holy symbols to the air and touching them to Trys. A newly crafted blade of cold iron, still red from the forge, is brought to the anvil, and the clerics consecrate it.


Heat pervades the room, and sweat beads on each of the members in attendance, except Lord Lavan, as the time wears on. The clerics’ incantations grow louder and resonate forcefully, magically echoing over and over, lingering in the room, as the ritual draws toward a close.


Suddenly, as the clerics continue the ritual, the Arcanist shouts, “Dozens! Incoming!”


“The fiends come!” says Lord Lavan, grinning as he draws his holy symbol of Pelor. “Prepare yourselves!”

Allow the PCs to take one round of preparations at this point.


Lord Freud Lavan casts a Mass Shield of Faith to give everyone in the chamber a +4 deflection bonus to AC (CL 16), followed by a quickened Recitation (CL 16) to give everyone a +2 luck bonus to AC, attacks and saves (or +3 if the PC is a follower of Pelor).


Then continue reading or paraphrasing the scene:

And then they appear. A small horde of demons, red eyes gleaming with malice, the stench of the Abyss reeking from them. They move quickly to unleash their death, and the unfortunate young Arcanist finds himself next to a tall woman with six arms, standing on a body like a serpent’s. Before anyone can react, she slices off his head with one deft stroke.


In the confusion, Trys suddenly sits bolt upright, still asleep, and for a half-second, the clerics pause in the ritual. “Complete the ritual!” Lord Lavan shouts at them and pushes Trys until she lies back down. Then to you, he shouts, “Friends, help defend them!”

At this point, have the players roll initiative. The DM should roll initiative for the creatures that the PCs must eventually fight, but the ritual chamber will still be filled with more monsters than the eventual combat entails. The PCs should be cut off from the main combat by a swath of lesser demons (well below APL) – such as dretches or babaus (depending upon APL). The DM shouldn’t focus on these creatures too much; they only appear for a moment. Some PCs will ignore the demons between them and Zhayne and the marilith and other more powerful demons. Let them. At this moment, Zhayne is at her APL 16 stats, no matter the APL.


After the PCs take one round of actions, one of the hezrous will cast blasphemy, paralyzing and killing the clerics performing the ritual and forcing Lord Bladehone and Lord Lavan to complete the ritual.


After the PCs take their first round of actions, read or paraphrase the following:

The smell of death fills the room as do the howls of the demons. Zhayne blasts the life out of one of the clerics with a wave of her hand, and Lord Bladehone plunges into battle with the marilith that blocks his path to Zhayne.


And then it seems that all hope might be lost as a large, frog-like demon utters a word of dark power, and the remaining clerics freeze, two of them dropping dead at the sound.


“Bladehone!” calls Lord Lavan, “The ritual! You and I need to perform the ritual!” Then he casts a spell, holding forth a flask of holy water, and dozens of the demons simply vanish in fumes and flashes of light.


Lord Bladehone slams his hammer into the marilith, then rushes to take the place of the clerics, calling to you, “Defend us.”


Lord Bladehone is struck by the marilith’s blade as he rushes to assist Lord Lavan with the ritual. “Grah!” he winces.


Simultaneously, Lord Lavan plunges the cold iron blade into Trys’ chest, and as it draws her blood, she opens her eyes, gasps, “My love!,” and then the whole room in consumed in a pulse of blinding white light. When you can see once again, you are all that stands between the ritual that will defeat Zhayne and Zhayne’s efforts to disrupt the ritual!

Continue with the second round, remaining in initiative, but now the only demons remaining are those appropriate to the players’ APL, and Zhayne has been weakened by the pulse of positive energy so that she has the stats appropriate to the players’ APL.

Creatures

APL 6 (EL 11)

Zhayne: hp 126; see Appendix 1.
Babau (3): hp 66 each; see MM pg. 40
APL 8 (EL 13)

Zhayne: hp 136; see Appendix 1.
Vrock (2): hp 115 each; see MM pg. 48
APL 10 (EL 15)

Zhayne: hp 146; see Appendix 1.
Hezrou: hp 138; see MM pg. 44
Vrock (2): hp 115 each; see MM pg. 48
APL 12 (EL 17)

Zhayne: hp 156; see Appendix 1.
Glabrezu: hp 174; see MM pg. 43
Hezrou (2): hp 138 each; see MM pg. 44
APL 14 (EL 20)

Zhayne: hp 247; see Appendix 1.
Glabrezu (2): hp 174 each; see MM pg. 43
Marilith: hp 216; see MM pg. 44
APL 16 (EL 23)

Zhayne: hp 252; see Appendix 1.
Advanced Bebilith: hp 448; see Appendix 1.
Advanced Retriever: hp 285; see Appendix 1.
Note:

The encounter has had its EL lowered by one to account for the spells Lord Freud Lavan casts and for the round of warning the PCs have to prepare themselves, longer if the PCs have anticipate teleportation, greater to stall Zhayne’s arrival.
Tactics:


The PCs need to defeat Zhayne and the demons OR to engage them in combat for 5 rounds—long enough for Lords Lavan and Bladehone to complete the ritual. (Meanwhile, inspired DMs may describe Lord Bladehone chanting carefully-worded prayers to Moradin as Lord Lavan casts spell after spell into the cold iron weapon: bless, shield of faith, protection from evil, etc.)

Zhayne is weakened by the pulse of light originating from Trys, and the results vary according to APL. After the pulse, she spends her first action to reduce the chances the PCs can approach her, casting a spell to divide the battlefield, such as acid fog, blade barrier, Evard’s black tentacles, or the like; at APLs 14 and 16, her first spell is always time stop, followed by her free rounds of control and defensive spells. Then, given time, she will spend her next round or two to cast new defensive or utility spells (ex.: death ward, freedom of movement, greater blink, mirror image, true seeing, etc.)—except at APL 16 where her defenses remain in place; at APL 16, she presses her attack immediately on the second round, the round after her time stop resolves. After no more than three rounds, she will press the attack as fiercely as she can. 

Zhayne prefers to remain out of melee, allowing her demon followers to serve as “blockers,” while she casts spell after spell to eliminate her foes (especially at APLs 12 and up, DMs should feel free to make the most of Zhayne’s high save DCs and high mental attributes to pick the most debilitating attacks to employ against the party). She begins by preying on whomever she feels is weakest—either most susceptible to her charms and death effects or most likely to die from a few swift attacks.

The other demons make use of their special attacks as much as possible, preferring to avoid melee, unless it becomes necessary to enter melee to prevent PCs from reaching Zhayne. The babau will coordinate their attacks, though the other demons are more likely to attack independently of each other (as they are chaotic creatures).

Treasure: 


None. All the creatures are summoned, and their wealth disappears with them when they die.

Development: 

If the PCs don’t defeat Zhayne—effectively banishing her to her native plane—but manage to press the fight long enough for Bladehone and Lavan to complete the ritual, a second pulse of light blasts from the newly-forged weapon, banishing all remaining demons, including Zhayne.


If the PCs die or flee before the ritual is completed, Lords Bladehone and Lavan are unable to finish the ritual, Trys’ soul is lost forever, and the Shield Lands suffers a terrific blow in its battle against Zhayne and Old Wicked.
Conclusion

If Lords Lavan and Bladehone are unable to finish the ritual, read or paraphrase the following:
In the wake of a disastrous battle, those of you left standing look over the ritual altar where the two Lords of the Council stand – bloodied, wearied and weapons in hand – next to the mangled body of Trys. The weapon for which Trys had given her life and which Lords Lavan and Bladehone had worked so hard to create lies sundered in two halves on the blood-stained floor.


No one knows exactly what this will mean for the Shield Lands, only that it promises to be very, very bad… or worse. 
If Lords Lavan and Bladehone are able to finish the ritual, read or paraphrase the following:

In the wake of a furious battle, you gather your breath only to see Lord Bladehone approach, holding a gleaming and finely-wrought blade of the purest cold iron. It radiates a pure, cool light and an almost palpable aura of good.

The dwarven Lord holds the weapon aloft, and its radiance increases, filling the room. In a bold voice, he addresses you, “This, heroes, is Love’s Price. Trys did not die in vain; her sacrifice grants great good and power to this weapon – enough to destroy Zhayne once and for all… in her home plane.


“We will find the foul demon, and then we will summon you once again. This is not the end of the task the Shield Lands demands of you. This is just the beginning.”

The End.
Experience Point Summary

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

4: On the Road Again
Defeat the demons
APL 6 
240 XP
APL 8 
300 XP

APL 10 
360 XP
APL 12 
420 XP
APL 14 
480 XP
APL 16 
540 XP
6: Tower of Power!
Bypass the tower’s traps
APL 6 
120 XP

APL 8 
180 XP

APL 10 
240 XP

APL 12 
300 XP

APL 14 
360 XP

APL 16 
420 XP

Defeat or bypass the ooze(s)

APL 6 
210 XP

APL 8 
270 XP

APL 10 
330 XP

APL 12 
390 XP

APL 14 
450 XP

APL 16 
510 XP

7: They Might Be giants
Defeat the fiendish giants
APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

APL 16 
570 XP

Story Award

Journal and Anvil recovered:

APL 6 
60 XP

APL 8 
45 XP

APL 10 
30 XP

APL 12 
15 XP

APL 14 
15 XP

APL 16 
15 XP
Total possible experience:

APL 6 
900 XP

APL 8 
1,125 XP

APL 10 
1,350 XP

APL 12 
1,575 XP

APL 14 
1,800 XP

APL 16 
2,025 XP
Extended Encounter

Experience Point Summary

8: Sacrifice

Defeat Zhayne

APL 6 
330 XP

APL 8 
390 XP

APL 10 
450 XP

APL 12 
510 XP

APL 14 
630 XP

APL 16 
690 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. 


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

2: The Shield Maiden Inquisitor


APL 6: Loot 0 gp; Coin 600 gp; Magic 0 gp; Total 600 gp.


APL 8: Loot 0 gp; Coin 800 gp; Magic 0 gp; Total 800 gp.


APL 10: Loot 0 gp; Coin 1,000 gp; Magic 0 gp; Total 1,000 gp.


APL 12: Loot 0 gp; Coin 1,200 gp; Magic 0 gp; Total 1,200 gp.


APL 14: Loot 0 gp; Coin 1,400 gp; Magic 0 gp; Total 1,400 gp.


APL 16: Loot 0 gp; Coin 1,600 gp; Magic 0 gp; Total 1,600 gp.

4: On the Road Again

APL 16: Loot 7 gp; Coin 0 gp; Magic 0 gp; Total 7 gp.
7: They Might Be Giants


APL 6: Loot 0 gp; Coin 0 gp; Magic 957 gp; bracers of lightning (666 gp), eyes of the eagle (208 gp), vest of resistance +1 (83 gp); Total 957 gp.


APL 8: Loot 0 gp; Coin 0 gp; Magic 1,373 gp; bag of holding (type II) (416 gp), bracers of lightning (666 gp), eyes of the eagle (208 gp), vest of resistance +1 (83 gp); Total 1,373 gp.


APL 10: Loot 0 gp; Coin 0 gp; Magic 4245 gp; bag of holding (type II) (416 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), scarab of golembane (208 gp), vest of resistance +2 (333 gp each); Total 4245 gp

APL 12: Loot 0 gp; Coin 0 gp; Magic 8410 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), +1 mithril chain mail (429 each), scarab of golembane (208 gp), vest of resistance +2 (333 gp each); Total 8410 gp

APL 14: Loot 0 gp; Coin 0 gp; Magic 10,110 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), +1 mithril chain mail (429 each), Quaal’s feather token (swan boat) (37 gp), ring of force shield (666 gp each), scarab of golembane (208 gp), vest of resistance +1 (83 gp each); Total 10,110 gp

APL 16: Loot 0 gp; Coin 0 gp; Magic 12,193 gp; bag of holding (type II) (416 gp), belt of dwarvenkind (1241 gp), bracers of lightning (666 gp each), eyes of the eagle (208 gp each), greater bracers of archery (2083 gp), +1 mithril chain mail (429 each), Quaal’s feather token (swan boat) (37 gp), ring of force shield (666 gp each), scarab of golembane (208 gp), vest of resistance +1 (83 gp each); Total 12,193 gp
Total Possible Treasure


APL 6: Loot 0 gp; Coin 600 gp; Magic 957 gp; Total 900 gp (657 gp over the cap)

APL 8: Loot 0 gp; Coin 800 gp; Magic 2,173 gp; Total 1,300 gp (873 gp over the cap)

APL 10: Loot 0 gp; Coin 1,000 gp; Magic 4,245 gp; Total 2,300 gp (2945 gp over the cap)

APL 12: Loot 0 gp; Coin 1,200 gp; Magic 8,410 gp; Total 3,300 gp (6,310 gp over the cap) 

APL 14: Loot 0 gp; Coin 1,400 gp; Magic 10,110 gp; Total 6,600 gp (4,910 gp over the cap) 

APL 16: Loot 7 gp; Coin 1,600 gp; Magic 12,193 gp; Total 9,900 gp (3,900 gp over the cap) 
Extended Encounter

Treasure Summary

PCs who successfully defeat the optional encounter do not earn extra treasure during it but are, rather, entitled to more of the total possible treasure from the first part of the adventure. As a result, this reduces the available “over the cap” gold for the adventure.

APL 6: Total 450 gp (207 gp over the cap)

APL 8: Total 650 gp (223 gp over the cap)

APL 10: Total 1,150 gp (1,795 gp over the cap) 


APL 12: Total 1,650 gp (4,660 gp over the cap) 


APL 14: Total 3,300 gp (1,610 gp over the cap) 


APL 16: Total 3,900 gp (0 gp over the cap) 

Adventure Record

Items Found During the Adventure

APL 2:

· Wand of cure light wounds (Adventure; DMG)

· Adamantine dagger (Adventure; DMG; 3,002 gp)

APL 4 (all of APL 2 plus the following):

· Slippers of Uberness (Adventure; see above)

APL 6 (all of APLs 2-4 plus the following):

· +2 greatsword (Adventure; DMG; 8,350 gp)

· Staff of coolness (Adventure; see above)

· Goggles of day (Adventure; CL 3rd; Libris Mortis)

Appendix 1: All APLs

6: Tower of Power!
Dwarf Ancestor
CR 6

LG Large outsider (native)

Init -1; Senses Listen +9, Spot +9; Darkvision 60 ft.

Languages Dwarven 

AC 26, touch 8, flat-footed 26


(-1 siz, -1 Dex, +18 natural)

hp 67 (5 HD); DR 10/adamantine

Fort +13 Ref +3 Will +5

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

Speed 20 ft., base movement 20 ft.

Melee +1 greataxe +11 melee (1d12+10)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +15

Atk Options Cleave, Power Attack

Abilities Str 22, Dex 8, Con 28, Int 9, Wis 13, Cha 14

SQ ancestral spirit, blink out
Feats Cleave, Power Attack#
Skills total ranks: class XX ConC Climb +14, Intimidate +10, Jump -4, Knowledge (history) +7, Knowledge (the planes) +7, Listen +9, Spot +9, Survival +1 (+3 on other planes)

Possessions +1 greataxe
Ancestral Spirit (Su) Any dwarf within 30 feet of a dwarf ancestor gains a +1 morale bonus on attack rolls and damage rolls.

Blink Out (Su) Once per day, a dwarf ancestor can become incorporeal until the beginning of its next turn. Activating this ability is a free action that does not provoke attacks of opportunity.

Appendix 1: APL 6

7: They Might Be Giants

Fiendish Hill Giant Hurler
CR 9

Male hill giant

CE Large giant (augmented giant, extraplanar)

Init -1; Senses Listen +0, Spot +20, darkvision 60 ft.

Languages Common, Giant 

AC 20, touch 8, flat-footed 20


(-1 Siz, -1 Dex, +3 armor, +9 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 102 (12 HD); DR 10/magic

Resist cold 10 and fire 10; SR 17

Fort +13, Ref +4, Will +5
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in hide armor  (6 squares), base movement 40 ft.

Greatclub +15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+10) or 2 slams +15 melee (1d4+7)

Rock +15/10 ranged (2d6+7) or rock +13/13/8 ranged (2d6+7)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +20

Atk Options Power Attack, Rapid Shot, Smite good

Special Actions bracers of lightning

Abilities Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

SQ Rock catching, Rock throwing

Feats Brutal Throw, Point-blank Shot, Power Attack, Quick Draw, Rapid Shot

Skills total ranks: Spot +20 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +1, eyes of the eagle

Rock throwing (Ex): The range increment is 120 ft. for a hill giant’s thrown rocks.

Power Throw (Ex) 

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 12 hit points of damage to a good creature if the attack hits.

8: Sacrifice

Zhayne the Blackhearted (9 Soul-reaved Levels)
CR 11

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +27, Spot +16, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 20, touch 12, flat-footed 18


(+2 Dex, +6 armor, +2 shield)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 126 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +3, Ref +7, Will +18

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +11/6 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1 plus human bane) or 2 claws +11 melee (1d6)

Ranged touch +10

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +8

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 5th):

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, magic vestment, prayer

2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

1st— command (DC 19), command (DC 19), deathwatch, entropic shield, obscuring mist, shield of faith, sign
0— immaterial

AND

Bard Spells Known (CL 11th):

5th (4/day)— greater blink, greater dispel magic, teleport, wrack (DC 22)

4th (5/day)— dimension door, dominate person (DC 20), enervation, Evard’s black tentacles

3rd (2/day)— glibness, see invisibility, slow (DC 19)

2nd (3/day)— glitterdust (DC 18), mirror image, silence (DC 18), whirling blade
1st (5/day)— disguise self, grease (DC 17), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 3rd):

At will— charm monster (DC 20), detect good, detect thoughts (DC 18), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 19), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 10, Dex 14, Con 15, Int 16, Wis 22, Cha 23 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 9/day, suggestion (DC 19)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +23[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +23 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +25[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +20, Knowledge (arcana) +0, Knowledge (history) +5, Knowledge (local: Iuz’s Border States) +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) -1, Listen +27, Perform (oratory) +20, Profession (astrologer) +3, Profession (nursemaid) +5, Sense Motive +27, Spellcraft +8, Spot +16, Tumble -5

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells—ALL ITEMS SUPPRESSED FOR 10 ROUNDS

Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 20. 

Appendix 1: APL 8

6: Tower of Power!

Arcane Ooze
CR 9

N Huge ooze 

Init -5; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 3, touch 3, flat-footed 3


(-2 siz, -5 Dex)

hp 202 (15 HD)

Immune Immunity to magic, Ooze traits

Fort +13 Ref +0 Will +0

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +14 melee (2d6+7 plus 2d6 acid)

Space 15 ft.; Reach 10 ft.

Base Atk +11; Grp +24

Atk Options Spell siphon

Special Actions Acid, constrict 2d6+7 plus 2d6 acid, improved grab

Abilities Str 22, Dex 1, Con 26, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +13

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 2d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 25 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

7: They Might Be Giants
Fiendish Hill Giant Hurler
CR 9

Male hill giant

CE Large giant (augmented giant, extraplanar)

Init -1; Senses Listen +0, Spot +20, darkvision 60 ft.

Languages Common, Giant 

AC 20, touch 8, flat-footed 20


(-1 Siz, -1 Dex, +3 armor, +9 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 102 (12 HD); DR 10/magic

Resist cold 10 and fire 10; SR 17

Fort +13, Ref +4, Will +5
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in hide armor  (6 squares), base movement 40 ft.

Greatclub +15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+10) or 2 slams +15 melee (1d4+7)

Rock +15/10 ranged (2d6+7) or rock +13/13/8 ranged (2d6+7)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +20

Atk Options Power Attack, Rapid Shot, Smite good

Special Actions bracers of lightning

Abilities Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

SQ Rock catching, Rock throwing

Feats Brutal Throw, Point-blank Shot, Power Attack, Quick Draw, Rapid Shot

Skills total ranks: Spot +20 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +1, eyes of the eagle, bag of holding (type II)
Rock throwing (Ex): The range increment is 120 ft. for a hill giant’s thrown rocks.

Power Throw (Ex) 

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 12 hit points of damage to a good creature if the attack hits.

8: Sacrifice

Zhayne the Blackhearted (7 Soul-reaved Levels)
CR 13

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +29, Spot +18, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 22, touch 12, flat-footed 20


(+2 Dex, +6 armor, +2 shield, +2 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 136 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +5, Ref +9, Will +20

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +13/8/3 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1 plus human bane) or 2 claws +12 melee (1d6)

Ranged touch +14

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +12

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 7th):

6th— heal, quickened hold person (DC 18)

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, magic vestment, prayer

2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

1st— command (DC 19), command (DC 19), deathwatch, entropic shield, obscuring mist, shield of faith, sign
0— immaterial

AND

Bard Spells Known (CL 13th):

6th (2/day)— acid fog, disintegrate (DC 23), eyebite (DC 24), greater anticipate teleportation

5th (4/day)— greater blink, greater dispel magic, teleport, wrack (DC 23)

4th (5/day)— dimension door, dominate person (DC 21), enervation, Evard’s black tentacles

3rd (3/day)— glibness, see invisibility, slow (DC 20)

2nd (3/day)— glitterdust (DC 19), mirror image, silence (DC 19), whirling blade
1st (5/day)— disguise self, grease (DC 18), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 5th):

At will— charm monster (DC 21), detect good, detect thoughts (DC 19), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 20), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 10, Dex 14, Con 15, Int 16, Wis 22, Cha 25 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 10/day, suggestion (DC 20)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +25[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +25 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +27[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +22, Knowledge (arcana) +2, Knowledge (history) +7, Knowledge (local: Iuz’s Border States) +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) +1, Listen +29, Perform (oratory) +22, Profession (astrologer) +5, Profession (nursemaid) +7, Sense Motive +29, Spellcraft +10, Spot +18, Tumble -3

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells—ALL ITEMS SUPPRESSED FOR 10 ROUNDS

Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 21. 

Appendix 1: APL 10

6: Tower of Power!

Arcane Ooze
CR 11

N Huge ooze 

Init -5; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 3, touch 3, flat-footed 3


(-2 siz, -5 Dex)

hp 355 (23 HD)

Immune Immunity to magic, Ooze traits

Fort +15 Ref +2 Will +2

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +21 melee (2d6+7 plus 2d6 acid)

Space 15 ft.; Reach 10 ft.

Base Atk +17; Grp +31

Atk Options Spell siphon

Special Actions Acid, constrict 2d6+7 plus 2d6 acid, improved grab

Abilities Str 24, Dex 1, Con 26, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +22

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 2d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 29 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

7: They Might Be Giants
Fiendish Stone Giant Hurler
CR 10

Male stone giant

CE Large giant (augmented giant, extraplanar)

Init +2; Senses Listen +0, Spot +23, darkvision 60 ft.

Languages Common, Giant 

AC 25, touch 11, flat-footed 23


(-1 Siz, +2 Dex, +3 armor, +11 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 119 (14 HD); DR 10/magic

Resist cold 10 and fire 10; SR 19

Fort +15, Ref +8, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in hide armor  (6 squares), base movement 40 ft.

Greatclub +17/12 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+12) or 2 slams +17 melee (1d4+8)

Rock +17/12 ranged (2d6+7) or rock +15/15/10 ranged (2d6+7)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +22

Atk Options Power Attack, Rapid Shot, Smite good

Special Actions bracers of lightning

Abilities Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 11

SQ Rock catching, Rock throwing

Feats Brutal Throw, Point-blank Shot, Power Attack, Quick Draw, Rapid Shot

Skills total ranks: Hide +13, Spot +23 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +2, eyes of the eagle

Rock throwing (Ex): The range increment is 180 ft. for a stone giant’s thrown rocks.

Power Throw (Ex) 

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 14 hit points of damage to a good creature if the attack hits.

Note: One of the giants has a bag of holding (type II), containing a scarab of golem bane.

8: Sacrifice

Zhayne the Blackhearted (5 Soul-reaved Levels)
CR 15

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +31, Spot +20, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 24, touch 12, flat-footed 22


(+2 Dex, +6 armor, +2 shield, +4 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 146 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +7, Ref +11, Will +22

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +15/10/5 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1 plus human bane) or 2 claws +14 melee (1d6)

Ranged touch +16

Space 5 ft.; Reach 5 ft.

Base Atk +14; Grp +14

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 9th):

6th—blade barrier (DC 22), harm (DC 25), heal, quickened hold person (DC 18)

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, magic vestment, prayer

2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

1st— command (DC 19), command (DC 19), deathwatch, entropic shield, obscuring mist, shield of faith, sign
0— immaterial

AND

Bard Spells Known (CL 15th):

7th (1/day)— finger of death (DC 25), limited wish, spell turning

6th (2/day)— acid fog, disintegrate (DC 24), eyebite (DC 26), greater anticipate teleportation

5th (4/day)— greater blink, greater dispel magic, teleport, wrack (DC 24)

4th (5/day)— dimension door, dominate person (DC 22), enervation, Evard’s black tentacles

3rd (3/day)— glibness, see invisibility, slow (DC 21)

2nd (4/day)— glitterdust (DC 20), mirror image, silence (DC 20), whirling blade
1st (5/day)— disguise self, grease (DC 19), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 7th):

At will— charm monster (DC 22), detect good, detect thoughts (DC 20), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 21), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 10, Dex 14, Con 15, Int 16, Wis 22, Cha 27 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 11/day, suggestion (DC 21)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +27[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +27 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +29[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +24, Knowledge (arcana) +4, Knowledge (history) +9, Knowledge (local: Iuz’s Border States) +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) +3, Listen +31, Perform (oratory) +24, Profession (astrologer) +7, Profession (nursemaid) +9, Sense Motive +31, Spellcraft +12, Spot +20, Tumble -1

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells—ALL ITEMS SUPPRESSED FOR 10 ROUNDS

Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 22. 

Appendix 1: APL 12

6: Tower of Power!

Arcane Ooze
CR 11

N Huge ooze 

Init -5; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 3, touch 3, flat-footed 3


(-2 siz, -5 Dex)

hp 355 (23 HD)

Immune Immunity to magic, Ooze traits

Fort +15 Ref +2 Will +2

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +21 melee (2d6+7 plus 2d6 acid)

Space 15 ft.; Reach 10 ft.

Base Atk +17; Grp +31

Atk Options Spell siphon

Special Actions Acid, constrict 2d6+7 plus 2d6 acid, improved grab

Abilities Str 24, Dex 1, Con 26, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +22

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 2d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 29 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

7: They Might Be Giants
Fiendish Stone Giant Elder Hurler
CR 11

Male stone giant elder

CE Large giant (augmented giant, extraplanar)

Init +2; Senses Listen +0, Spot +23, darkvision 60 ft.

Languages Common, Giant 

AC 28, touch 11, flat-footed 26


(-1 Siz, +2 Dex, +6 armor, +11 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 119 (14 HD); DR 10/magic

Resist cold 10 and fire 10; SR 19

Fort +15, Ref +8, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in hide armor  (6 squares), base movement 40 ft.

Greatclub +17/12 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+12) or 2 slams +17 melee (1d4+8)

Rock +17/12 ranged (2d6+7) or rock +15/15/10 ranged (2d6+7)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +22

Atk Options Power Attack, Rapid Shot, Smite good

Special Actions bracers of lightning, spell-like abilities

Spell-Like Abilities (CL 10th):

1/day— stone shape, stone tell, transmute rock to mud (DC  17)

Abilities Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 15

SQ Rock catching, Rock throwing

Feats Brutal Throw, Point-blank Shot, Power Attack, Quick Draw, Rapid Shot

Skills total ranks: Hide +13, Spot +23 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +2, eyes of the eagle, +1 mithril chain mail

Rock throwing (Ex): The range increment is 180 ft. for a stone giant elder’s thrown rocks.

Power Throw (Ex) 

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 12 hit points of damage to a good creature if the attack hits.

Note: One of the giants wears a belt of dwarvenkind, giving it 14 extra hit points and an extra +1 resistance bonus to all saves against spells, spell-like abilities, disease and poison; the same giant also carries a bag of holding (type II), containing a scarab of golem bane.

8: Sacrifice

Zhayne the Blackhearted (3 Soul-reaved Levels)
CR 17

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +33, Spot +22, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 26, touch 12, flat-footed 24


(+2 Dex, +6 armor, +2 shield, +6 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 156 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +9, Ref +13, Will +24

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +17/12/7 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1 plus human bane) or 2 claws +16 melee (1d6)

Ranged touch +18

Space 5 ft.; Reach 5 ft.

Base Atk +16; Grp +16

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 11th):

7th— quickened blindness/deafness (DC 19)

6th— antilife shell, blade barrier (DC 22), harm (DC 25), heal, quickened hold person (DC 18)

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, magic vestment, prayer

2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

1st— command (DC 19), command (DC 19), deathwatch, entropic shield, obscuring mist, shield of faith, sign
0— immaterial

AND

Bard Spells Known (CL 17th):

8th (1/day)— horrid wilting (DC 27), mindblank

7th (2/day)— finger of death (DC 26), limited wish, spell turning

6th (2/day)— acid fog, disintegrate (DC 25), eyebite (DC 26), greater anticipate teleportation

5th (5/day)— greater blink, greater dispel magic, teleport, wrack (DC 25)

4th (5/day)— dimension door, dominate person (DC 23), enervation, Evard’s black tentacles

3rd (3/day)— glibness, see invisibility, slow (DC 22)

2nd (3/day)— glitterdust (DC 21), mirror image, silence (DC 21), whirling blade
1st (6/day)— disguise self, grease (DC 20), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 9th):

At will— charm monster (DC 23), detect good, detect thoughts (DC 21), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 22), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 10, Dex 14, Con 15, Int 16, Wis 22, Cha 29 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 12/day, suggestion (DC 22)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +29[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +29 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +31[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +26, Knowledge (arcana) +6, Knowledge (history) +11, Knowledge (local: Iuz’s Border States) +19[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) +5, Listen +33, Perform (oratory) +26, Profession (astrologer) +9, Profession (nursemaid) +11, Sense Motive +33, Spellcraft +14, Spot +22, Tumble +1

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells—ALL ITEMS SUPPRESSED FOR 10 ROUNDS

Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 23. 

Appendix 1: APL 14

6: Tower of Power!

Arcane Ooze
CR 15

N Gargantuan ooze 

Init -4; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 6, touch 6, flat-footed 6


(-4 siz, -4 Dex, +4 natural)

hp 611 (35 HD)

Immune Immunity to magic, Ooze traits

Fort +21 Ref +7 Will +6

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +34 melee (3d6+12 plus 3d6 acid)

Space 20 ft.; Reach 15 ft.

Base Atk +26; Grp +50

Atk Options Spell siphon

Special Actions Acid, constrict 3d6+12 plus 3d6 acid, improved grab

Abilities Str 34, Dex 2, Con 30, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +38

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 3d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 37 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

7: They Might Be Giants
Fiendish Fire Giant Hurler
CR 12

Male fire giant

CE Large giant (augmented giant, extraplanar)

Init -1; Senses Listen +2, Spot +25, darkvision 60 ft.

Languages Common, Giant 

AC 25, touch 8, flat-footed 25


(-1 Siz, -1 Dex, +7 armor, +2 shield, +8 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 142 (15 HD); DR 10/magic

Immune fire

Resist cold 10 and fire 10; SR 20

Fort +15, Ref +5, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in half-plate armor (6 squares), base movement 40 ft.

Greatclub +20/15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+15) or 2 slams +20 melee (1d4+10)

Rock +20/15/12 ranged (2d6+10) or rock +18/18/13/8 ranged (2d6+10 plus 2d6 fire)

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp +25

Atk Options Power Attack, Power Throw, Rapid Shot, Smite good

Special Actions bracers of lightning

Abilities Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11

SQ Rock catching, Rock throwing, vulnerability to cold

Feats Brutal Throw, Point-blank Shot, Power Attack, Power Throw, Quick Draw, Rapid Shot

Skills total ranks: Intimidate +18, Spot +25 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +1, eyes of the eagle, ring of force shield

Rock throwing (Ex): The range increment is 120 ft. for a fire giant’s thrown rocks.

Power Throw (Ex) 

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 15 hit points of damage to a good creature if the attack hits.

Note: One of the giants wears a belt of dwarvenkind, giving it 15 extra hit points and an extra +1 resistance bonus to all saves against spells, spell-like abilities, disease and poison; the same giant also carries a bag of holding (type II), containing a scarab of golem bane and a Quaal’s feather token (boat).

8: Sacrifice

Zhayne the Blackhearted (1 Soul-reaved Level)
CR 20

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +38, Spot +27, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 31, touch 15, flat-footed 26


(+5 Dex, +6 armor, +2 shield, +8 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 247 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +19, Ref +23, Will +34

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +22/17/12/7 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+4 plus human bane) or 2 claws +21 melee (1d6+3)

Ranged touch +26

Space 5 ft.; Reach 5 ft.

Base Atk +18; Grp +21

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 13th):

7th— blasphemy, quickened blindness/deafness (DC 22), quickened cure serious wounds, quickened dispel magic
6th— antilife shell, blade barrier (DC 25), harm (DC 25), heal, quickened hold person (DC 21)

5th— flamestrike (DC 24), insect plague, quickened divine favor, slay living (DC 24), slay living (DC 24), true seeing
4th— assay spell resistance, deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 22), invisibility purge, magic vestment, magic vestment, prayer, summon monster III

2nd— bear’s endurance, death knell (DC 22), hold person (DC 21), hold person (DC 21), sound burst (DC 21), shatter (DC 21), spiritual weapon

1st— command (DC 20), command (DC 20), deathwatch, entropic shield, obscuring mist, shield of faith, sign, summon monster I

0— immaterial

AND

Bard Spells Known (CL 19th):

9th (1/day)— dominate monster (DC 32)

8th (3/day)— horrid wilting (DC 31), mindblank

7th (4/day)— finger of death (DC 30), limited wish, spell turning

6th (3/day)— acid fog, disintegrate (DC 29), eyebite (DC 30), greater anticipate teleportation

5th (6/day)— greater blink, greater dispel magic, teleport, wrack (DC 29)

4th (7/day)— dimension door, dominate person (DC 27), enervation, Evard’s black tentacles

3rd (4/day)— glibness, see invisibility, slow (DC 26)

2nd (4/day)— glitterdust (DC 25), mirror image, silence (DC 25), whirling blade
1st (7/day)— disguise self, grease (DC 24), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 11th):

At will— charm monster (DC 27), detect good, detect thoughts (DC 25), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 26), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 16, Dex 20, Con 21, Int 22, Wis 28, Cha 37 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 16/day, suggestion (DC 27)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +44[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +34 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +46[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +34, Knowledge (arcana) +11, Knowledge (history) +16, Knowledge (local: Iuz’s Border States) +24[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) +10, Listen +38, Perform (oratory) +41, Profession (astrologer) +14, Profession (nursemaid) +16, Sense Motive +38, Spellcraft +19, Spot +27, Tumble +6

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells
Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 27. 

Appendix 1: APL 16

6: Tower of Power!

Arcane Ooze
CR 15

N Gargantuan ooze 

Init -4; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 6, touch 6, flat-footed 6


(-4 siz, -4 Dex, +4 natural)

hp 611 (35 HD)

Immune Immunity to magic, Ooze traits

Fort +21 Ref +7 Will +6

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +34 melee (3d6+12 plus 3d6 acid)

Space 20 ft.; Reach 15 ft.

Base Atk +26; Grp +50

Atk Options Spell siphon

Special Actions Acid, constrict 3d6+12 plus 3d6 acid, improved grab

Abilities Str 34, Dex 2, Con 30, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +38

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 3d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 37 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

7: They Might Be Giants
Fiendish Storm Giant Hurler
CR 15

Male storm giant

CE Large giant (augmented giant, extraplanar)

Init +2; Senses Listen +0, Spot +20, darkvision 60 ft.

Languages Common, Giant 

AC 27, touch 10, flat-footed 25


(-2 Siz, +2 Dex, +5 armor, +2 shield, +12 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 199 (19 HD); DR 10/magic

Immune electricity

Resist cold 10 and fire 10; SR 24

Fort +18, Ref +9, Will +12
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in hide armor  (6 squares), base movement 40 ft.

Greatclub +26/21/16 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+21) or 2 slams +26 melee (1d6+14)

Javelin +27/22/17 ranged (2d6+14) or javelin +25/25/20/15 ranged (2d6+14)

Space 15 ft.; Reach 15 ft.

Base Atk +14; Grp +36

Atk Options Power Attack, Power Throw, Rapid Shot, Smite good, spell-like abilities

Special Actions bracers of lightning

Spell-Like Abilities:

2/day (CL 20th)— control weather, levitate

1/day (CL 15th)— call lightning (DC 15), chain lightning (DC 18)

Abilities Str 39, Dex 14, Con 23, Int 16, Wis 20, Cha 15

SQ freedom of movement, Rock catching, Rock throwing, water breathing

Feats Brutal Throw, Point-blank Shot, Power Attack, Power Throw, Quick Draw, Rapid Shot, Weapon Focus (javelin)

Skills total ranks: Concentration +28, Intimidate +24, Listen +27, Sense Motive +27, Spot +32 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus bracers of lightning, vest of resistance +1, eyes of the eagle, ring of force shield, boots of speed, quiver of Ehlonna

Power Throw (Ex)

Smite good (Su): 1/day, this fiendish giant may declare one of his melee attacks a smite attack, dealing an extra 19 hit points of damage to a good creature if the attack hits.

Note: One of the giants wears a belt of dwarvenkind, giving it 19 extra hit points and an extra +1 resistance bonus to all saves against spells, spell-like abilities, disease and poison; the same giant also carries a bag of holding (type II), containing a scarab of golem bane, greater bracers of archery, and a Quaal’s feather token (boat).

8: Sacrifice

Zhayne the Blackhearted
CR 23

Female advanced (8 HD) succubus Bard 8/Ur-Priest 2/Sublime Chord 1/Mystic Theurge 8

CE Med outsider (chaotic, evil, extraplanar)

Init +9; Senses Listen +39, Spot +28, darkvision 60 ft., tongues

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 32, touch 15, flat-footed 27


(+5 Dex, +6 armor, +2 shield, +9 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 

hp 252 (27 HD); DR 10/cold iron or good

Immune electricity and poison

Resist acid 10, cold 10, and fire 10; SR 18

Fort +20, Ref +24, Will +35

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +23/18/13/8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+4 plus human bane) or 2 claws +22 melee (1d6+3)

Ranged touch +27

Space 5 ft.; Reach 5 ft.

Base Atk +19; Grp +22

Atk Options Arcane Disciple, Energy Drain, Spell-like abilities 

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 14th):

9th— miracle, quickened flame strike (DC 24)

8th— dimension lock, greater spell immunity, unholy aura (DC 28)

7th— blasphemy, quickened blindness/deafness (DC 22), quickened cure serious wounds, quickened dispel magic
6th— antilife shell, blade barrier (DC 25), harm (DC 25), heal, quickened hold person (DC 21)

5th— flamestrike (DC 24), insect plague, quickened divine favor, slay living (DC 24), slay living (DC 24), true seeing
4th— assay spell resistance, deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 22), invisibility purge, magic vestment, magic vestment, prayer, summon monster III

2nd— bear’s endurance, death knell (DC 22), hold person (DC 21), hold person (DC 21), sound burst (DC 21), shatter (DC 21), spiritual weapon

1st— command (DC 20), command (DC 20), deathwatch, entropic shield, obscuring mist, shield of faith, sign, summon monster I

0— immaterial

AND

Bard Spells Known (CL 21st):

9th (3/day)— dominate monster (DC 33)

8th (3/day)— horrid wilting (DC 32), mindblank

7th (4/day)— finger of death (DC 31), limited wish, spell turning

6th (4/day)— acid fog, disintegrate (DC 30), eyebite (DC 31), greater anticipate teleportation

5th (6/day)— greater blink, greater dispel magic, teleport, wrack (DC 30)

4th (7/day)— dimension door, dominate person (DC 28), enervation, Evard’s black tentacles

3rd (4/day)— glibness, see invisibility, slow (DC 27)

2nd (5/day)— glitterdust (DC 26), mirror image, silence (DC 26), whirling blade
1st (7/day)— disguise self, grease (DC 25), joyful noise, undetectable alignment

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 12th):

At will— charm monster (DC 28), detect good, detect thoughts (DC 26), ethereal jaunt (self plus 50 pounds of objects only), suggestion (DC 27), greater teleport (self plus 50 pound of objects only)

(Already cast

Abilities Str 16, Dex 20, Con 21, Int 22, Wis 28, Cha 38 

SQ Bardic music 8/day, Divine Fortune, Fascinate, Inspire competence, Inspire courage, Rebuke undead 17/day, suggestion (DC 28)

Feats Arcane Disciple (Trickery), Arcane Mastery, Divine Fortune, Improved Initiative, Practiced Spellcaster (Bard), Practiced Spellcaster (Ur-Priest), Quicken Spell, Rapid Metamagic, Spell Focus (evil), Split Ray
Skills total ranks: Bluff +46[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +35 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +48[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +36, Knowledge (arcana) +12, Knowledge (history) +17, Knowledge (local: Iuz’s Border States) +25[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (religion) +11, Listen +39, Perform (oratory) +43, Profession (astrologer) +15, Profession (nursemaid) +17, Sense Motive +39, Spellcraft +20, Spot +28, Tumble +7

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells
Arcane Disciple (Ex): 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.
Rapid Metamagic (Ex): A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su): As a normal succubus (Monster Manual), except the save DC is 28. 

Power-Up Suite (deathward, deathwatch, entropic shield, eyebite, greater anticipate teleportation, greater blink, greater magic weapon, greater spell immunity, magic vestment, magic vestment, mindblank, mirror image, recitation, sign, spell turning, true seeing, unholy aura): 

Init +13; Senses Listen +39, Spot +28, darkvision 60 ft., tongues, true seeing

Aura 

Languages Abyssal, Celestial, Common, Draconic 

AC 43, touch 22, flat-footed 38


(+5 Dex, +8 armor, +4 shield, +4 deflection, +3 luck, +9 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Miss Chance 50% greater blink, 20% entropic shield (ranged only), 1d4+4 mirror images

hp 252 (27 HD); DR 10/cold iron or good

Immune electricity and poison, death effects, ability damage, ability drain, (spell 1)(spell 2)(spell 3)

Resist acid 10, cold 10, and fire 10; SR 25

Fort +23, Ref +27, Will +38

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

Speed 30 ft. in +1 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

+1 human bane dagger +30/25/20/15 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+8 plus human bane) or 2 claws +25 melee (1d6+3)

Ranged touch +30

Physical Description: If significant.

Advanced Bebilith
CR 19

Advanced (28 HD) bebilith

CE Gargantuan outsider (chaotic, evil, extraplanar) 

Init +5; Senses Listen +, Spot +; Darkvision 60 ft., scent, telepathy 100 ft.

Languages Abyssal 

AC 24, touch 7, flat-footed 23


(-4 siz, +1 Dex, +17 natural)

hp 448 (28 HD); DR 10/good

Fort +26 Ref +17 Will +17

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

Speed 40 ft., base movement 40 ft., climb 20 ft.

Melee bite +38 melee (3d6+14) and 2 claws +37 (2d6+7)

Ranged web +25 ranged

Space 20 ft.; Reach 15 ft.

Base Atk +28; Grp +54

Atk Options Combat Reflexes, Improved Trip (+30 modifier), Poison (DC 34), Power Attack, web (DC 34)

Special Actions Rend armor

Spell-Like Abilities (CL 12th):


At will – plane shift (self and up to 50 pounds of objects only)

Abilities Str 38, Dex 12, Con 30, Int 13, Wis 13, Cha 13

SQ Poison, Rend armor, Web
Feats Cleave, Combat Expertise, Combat Reflexes, Improved Grapple, Improved Initiative, Improved Trip, Multi-attack, Power Attack, Track, Weapon Focus (claws)#
Skills total ranks: class XX ConC Climb +45, Diplomacy +3, Hide +28, Jump +49, Listen +32, Move Silently +28, Search +24, Sense Motive +32, Spot +32, Survival +17 (+19 when following tracks)

Possessions none

Poison (Ex) Injury, Fortitude DC 34, initial damage 1d6 Con, secondary damage 2d6 Con. The save DC is Constitution-based.

Rend armor (Ex): If a bebilith hits with both claw attacks, it pulls apart any armor worn by its foe. This attack deals 4d6+18 points of damage to the opponent’s armor. Armor reduced to 0 hit points is destroyed.

Web (Ex): A bebilith can throw a web up to four times a day. This is similar to an attack with a net but has a maximum range of 30 feet, with a range increment of 10 feet. The web anchors the target in place, allowing no movement. An entangled creature can escape with a DC 34 Escape Artist check or burst the web with a DC 34 Strength check. The web has 14 hit points and hardness 0. There is a 75% chance the webbing will not burn if any sort of fire is applied to it (check each round).

Advanced Retriever
CR 17

Advanced (30 HD) retriever

CE Gargantuan construct (extraplanar)

Init +4; Senses Listen +, Spot +; Darkvision 60 ft., low-light vision

Languages Abyssal 

AC 23, touch 10, flat-footed 19


(-4 siz, +4 Dex, +13 natural)

hp 285 (30 HD); DR 10/good; Fast healing 5

Immune Construct immunities

Fort +10 Ref +14 Will +11

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

Speed 40 ft., base movement 40 ft., climb 20 ft.

Melee 4 claws +34 melee (3d6+16) and bite +29 (2d6+8)

Ranged eye rays +22 ranged

Space 20 ft.; Reach 15 ft.

Base Atk +22; Grp +50

Atk Options Eye rays

Special Actions Improved Grab

Spell-Like Abilities (CL 12th):


At will – plane shift (self and up to 50 pounds of objects only)

Abilities Str 42, Dex 18, Con –, Int –, Wis 12, Cha 1

SQ Eye rays, Find target
Feats –#
Skills total ranks: class XX ConC –

Possessions none

Eye Rays (Su) A retriever’s eyes can produce four different magical rays with a range of 100 feet. Each round, it can fire one ray as a free action. A particular ray is usable once every 4 rounds. A retriever can fire an eye ray in the same round it makes physical attacks. The save DC for all rays is 29. The DC is Dexterity-based.


The four eye effects are:


Fire: Deals 12d6 points of fire damage to the target (Reflex half).


Cold: Deals 12d6 points of cold damage to the target (Reflex half).


Electricity: Deals 12d6 points of electricity damage to the target (Reflex half).


Petrification: The target must succeed on a Fortitude save or turn to stone permanently.

Find Target (Sp): As per the Monster Manual.

Improved Grab (Ex): A retriever that hits with its bite attack may attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and grips the opponent fast in its mouth. (This advanced retriever typically takes the -20 penalty to its grapple check to continue to threaten and avoid being flat-footed.)

Appendix 2: New Rules Items

Creatures

Arcane Ooze
CR 9

N Huge ooze 

Init -5; Senses Listen -5, Spot -5; Blindsight 60 ft.

Languages None 

AC 3, touch 3, flat-footed 3


(-2 siz, -5 Dex)

hp 202 (15 HD)

Immune Immunity to magic, Ooze traits

Fort +13 Ref +0 Will +0

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

Speed 20 ft., base movement 20 ft., climb 20 ft.

Melee slam +14 melee (2d6+7 plus 2d6 acid)

Space 15 ft.; Reach 10 ft.

Base Atk +11; Grp +24

Atk Options Spell siphon

Special Actions Acid, constrict 2d6+7 plus 2d6 acid, improved grab

Abilities Str 22, Dex 1, Con 26, Int –, Wis 1, Cha 1

SQ Spell siphon
Feats –#
Skills total ranks: class XX ConC Climb +13

Possessions none

Acid (Ex) An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 2d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 25 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 x the level of the lost spell. These temporary hit points are lost after 1 hour.


Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

Dwarf Ancestor
CR 6

LG Large outsider (native)

Init -1; Senses Listen +9, Spot +9; Darkvision 60 ft.

Languages Dwarven 

AC 26, touch 8, flat-footed 26


(-1 siz, -1 Dex, +18 natural)

hp 67 (5 HD); DR 10/adamantine

Fort +13 Ref +3 Will +5

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

Speed 20 ft., base movement 20 ft.

Melee +1 greataxe +11 melee (1d12+10)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +15

Atk Options Cleave, Power Attack

Abilities Str 22, Dex 8, Con 28, Int 9, Wis 13, Cha 14

SQ ancestral spirit, blink out
Feats Cleave, Power Attack#
Skills total ranks: class XX ConC Climb +14, Intimidate +10, Jump -4, Knowledge (history) +7, Knowledge (the planes) +7, Listen +9, Spot +9, Survival +1 (+3 on other planes)

Possessions +1 greataxe
Ancestral Spirit (Su) Any dwarf within 30 feet of a dwarf ancestor gains a +1 morale bonus on attack rolls and damage rolls.

Blink Out (Su) Once per day, a dwarf ancestor can become incorporeal until the beginning of its next turn. Activating this ability is a free action that does not provoke attacks of opportunity.

Feats

Arcane Disciple
Choose a deity, and then select a domain available to clerics of that deity. You can learn to cast the spells associated with that domain as arcane spells.

Prerequisites: Knowledge (religion) 4 ranks, Spellcraft 4 ranks, able to cast arcane spells, alignment matches your deity’s alignment.

Benefit: Add the chosen domain’s spells to your class list of arcane spells. If you have arcane spellcasting ability from more than one class, you must pick which arcane spellcasting ability this feat applies to. Once chosen, this decision cannot be changed for that feat.

You may learn these spells as normal for your class; however, you use Wisdom (rather than the normal ability for your spellcasting) when determining the save DC for the spell. In addition, you must have a Wisdom score equal to 10 + the spell’s level in order to prepare or cast a spell gained from this feat.


Each day, you may prepare (or cast, if you cast spells without preparation) a maximum of one of these domain spells of each level.

Special: You can take this feat more than once. Each time, you must select a different domain available to the same deity you chose the first time you selected the feat. For example, a character who chose Heironeous and the Good domain with his first selection could choose Law or War with successive selections of the same feat. He couldn’t choose Protection, since that domain isn’t available to clerics of Heironeous.

Source: Complete Divine 79
Arcane Mastery
You are quick and certain in your efforts to defeat the arcane defenses and spells of others.

Prerequisites: Ability to cast arcane spells or use spell-like abilities (including invocations).

Benefit: You can take 10 on caster level checks (as if the caster level check was a skill check).

Source: Complete Arcane 73
Brutal Throw
You have learned how to hurl weapons to deadly effect.

Benefit: You can add your Strength modifier (instead of your Dexterity modifier) to attack rolls with thrown weapons.

Normal: A character attacking with a ranged weapon adds his Dexterity modifier to the attack roll.

Special: A fighter may select Brutal Throw as one of his fighter bonus feats.

Source: Complete Adventurer 106
Divine Fortune
With a quick prayer, you channel divine energy to help resist a spell, poison, or other deadly effect.

Prerequisites: Divine caster level 5th, ability to turn or rebuke undead.

Benefit: As an immediate action, you can expend a turn or rebuke undead attempt to gain a +4 bonus on your next saving throw. If this benefit is not used immediately, it lasts until the start of your next turn.

Source: Player’s Handbook II 88
Power Throw
You have learned how to hurl weapons to deadly effect.


Prerequisite: Str 13, Brutal Throw, Power Attack.

Benefit: On your turn, before making any attack rolls, you can choose to subtract a number from all thrown weapon attack rolls and add the same number to all thrown weapon damage rolls. This number may not exceed your base attack bonus. The penalty on attack rolls and the bonus on damage rolls applies until your next turn.

Special: A fighter may select Power Throw as one of his fighter bonus feats.

Source: Complete Adventurer 111
Practiced Spellcaster
Choose a spellcasting class that you possess. Your spells cast from that class are more powerful.

Prerequisite: Spellcraft 4 ranks.


Benefit: Your caster level for the chosen spellcasting class increases by 4. This benefit can’t increase your caster level to higher than your Hit Dice. However, even if you can’t benefit from the full bonus immediately, if you later gain Hit Dice in levels of nonspellcasting classes, you might be able to apply the rest of the bonus.


For example, a human 5th-level sorcerer/3rd-level fighter who selects this feat would increase his sorcerer caster level from 5th to 8th (since he has 8 Hit Dice). If he later gained a fighter level, he would gain the remainder of the bonus and his sorcerer caster level would become 9th (since he now has 9 Hit Dice).


A character with two or more spellcasting classes (such as a bard/sorcerer or a ranger/druid) must choose which class gains the feat’s effect.


This feat does not affect your spells per day or spells known. It increases your caster level only, which would help you penetrate spell resistance and increase the duration and other effects of your spells.


Special: You may select this feat multiple times. Each time you choose it, you must apply it to a different spellcasting class. For instance, a 4th-level cleric/5th-level wizard who had selected this feat twice would cast cleric spells as an 8th-level caster and wizard spells as a 9th-level caster.


Source: Complete Arcane 82
Rapid Metamagic

You possess an uncanny mastery of your magic, enabling you to modify spells on the fly much faster than others can.


Prerequisites: Spellcraft 12 ranks, ability to spontaneously cast spells.


Benefit: When you apply a metamagic feat to a spontaneously cast spell, the spell takes only its normal casting time.


Normal: Spontaneous casters applying metamagic must either take a full-round action (if the spell normally requires a standard action or less) or add a full-round action to the casting time (if the spell takes 1 full round or longer to cast).


Source: Complete Mage 46
Split Ray
Your ray spells can affect an additional target.


Prerequisite: Any metamagic feat.


Benefit: You can cause any ray spell to fire one additional ray beyond the number normally allowed. The additional ray requires a separate ranged attack roll to hit and deals damage as normal. It can be fired at the same target as the first ray or at a different target, but all rays must be aimed at targets within 30 feet of each other and fired simultaneously.


A split ray uses a spell slot two levels higher than the spell’s actual level.


Source: Complete Arcane 83
Items

Belt of Magnificence
Price: 25,000 gp (+2), 100,000 gp (+4), or 200,000 gp (+6).
Body Slot: Waist
Caster Level: 18th

Aura: Strong;(DC 21) transmutation
Activation: -

Weight: 3 lb.
This sparkling metal belt projects power and authority. The belt adds a +2, +4 or +6 enhancement bonus to the wearer’s Strength, Dexterity, Constitution, Intelligence, Wisdom and Charisma scores.

Prerequisites: Craft Wondrous Item, bear’s endurance, bull’s strength, cat’s grace, eagle’s splendor, fox’s cunning, owl’s wisdom.


Cost to Create: 12,500 gp; 1,000 xp and 25 days (+2) or 50,000 gp; 4,000 xp and 100 days (+4) or 100,00 gp; 8,000 xp and 200 days (+7).

Source: Miniatures Handbook 42.
Bracers of Lightning
Price (Item Level): 11,000 gp (13th)
Body Slot: Arms
Caster Level: 5th
Aura: Faint;(DC 17) evocation
Activation: Swift (mental)
Weight: 1 lb.

Each of these wide, faintly glowing bracers is made of four thin, rectangular quartz crystals joined by narrow silver bands.
A set of bracers of lightning allows you to charge your melee and ranged weapon attacks with electricity. When you activate the bracers, they crackle with electricity for 1 round. During this time, your melee and ranged attacks gain the shock property (DMG 225. Even your melee touch attacks deal this extra electricity damage.

A druid can activate this item while in wild shape.


Prerequisites: Craft Wondrous Item, call lightning, possession of a piece of the set.


Cost to Create: 5,500 gp, 440 xp, 11 days.

Source: Magic Item Compendium 206.

Choker of Eloquence
Price: 6,000 gp (lesser) or 24,000 gp (greater)
Body Slot: Throat
Caster Level: 6th

Aura: Moderate;(DC 16) transmutation
Activation: -
Weight: -
Coveted by bards, singers and public speakers, this beautiful necklace is carved from ivory and jade. There are two versions of these chokers. A lesser choker of eloquence grants a +5 competence bonus on Diplomacy, Bluff, and Perform (sing) checks. A greater choker of eloquence increases the bonus to +10.

Prerequisites: Craft Wondrous Item, creator must be a spellcaster of at least 6th level.

Cost to Create: 3,000 gp, 240 xp and 6 days (lesser) or 12,000 gp, 960 xp and 24 days (greater).

Source: Complete Adventurer 132.

Spells

Joyful Noise
Abjuration
Level: Bard 1
Components: S
Casting Time: 1 standard action

Range: 10 ft.
Area: 10-ft-radius emanation centered on you
Duration: Concentration; see text
Saving Throw: None
Spell Resistance: No
You stomp your foot on the ground, creating a ripple of noise that unleashes suppressed sounds behind it.
You create sonic vibrations that negate any magical silence effect in the area. This zone of negation moves with you and lasts as long as you continue to concentrate.

The silence effect is not dispelled but simply held in abeyance; it remains in effect outside the area fo the joyful noise effect.

Source: Spell Compendium 127.
Recitation
Conjuration (Creation)

Level: Cleric 4, Purification 3

Components: V, S, DF

Casting Time: 1 standard action

Range: 60 ft.

Area: All allies and foes within a 60-ft.-radius burst centered on you

Duration: 1 round/level

Saving Throw: None

Spell Resistance: Yes

By reciting a sacred passage or declaration, you invoke your deity’s blessing upon yourself and your allies.
The spell affects all allies within the spell’s area at the moment you cast it. Your allies gain a +2 luck bonus to AC, on attack rolls, and on saving throws, or a +3 luck bonus if they worship the same deity as you.


Divine Focus: In addition to your holy symbol, this spell requires a sacred text as a divine focus.


Source: Spell Compendium 170.

Sign
Enchantment (Compulsion) [Mind-Affecting}
Level: Cleric 1
Components: V, S, M
Casting Time: 1 standard action

Range: Personal
Target: You
Duration: 10 minutes/level or until discharged
The tea leaves burst into flames between your fingers, and for a brief moment you see the future in the billowing smoke.
You get a +4 bonus on your next initiative check.

Material Component: A small piece of dried goat intestine or some tea leaves.

Source: Spell Compendium 189.

Whirling Blade
Transmutation
Level: Bard 2, sorcerer/wizard 2
Components: V, S, F
Casting Time: 1 standard action

Range: 60 ft.
Area: 60-ft. line
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
With weapon in hand, you finish the last of the arcane gestures and words that activate the power of the spell. As you cast the spell, you hurl a single slashing weapon at your foes. The blade, carried along both by your might and your magical prowess, slashes at your foes while whirling forward.
You hurl a weapon held at the time of casting, and it magically attacks all enemies along a line to the extent of the spell’s range. You make a normal melee attack, just as if you were attacking with the weapon in melee, against each foe in the weapon’s path, but you can choose to substitute your Intelligence modifier or your Charisma modifier (as appropriate for your spellcasting class) for your Strength modifier on the weapon’s attack rolls and damage rolls. Even if your base attack bonus would normally give you multiple attacks, a whirling blade gets only one attack (at your best attack bonus) against each target. The weapon deals damage just as if you had swung it in melee, including any bonuses you might have from ability scores or feats.

No matter how many targets your weapon hits or misses, it instantly and unerringly returns to your hand after attempting the last of its attacks.

Focus: A slashing melee weapon that you hurl.

Source: Spell Compendium 238.
Wrack
Necromancy [Evil]
Level: Cleric 4, sorcerer/wizard 5
Components: V, S
Casting Time: 1 standard action

Range: Close (25ft. + 5 ft./2 levels)

Target: One humanoid
Duration: 1 round/level + 3d10 minutes; see text
Saving Throw: Fortitude negates

Spell Resistance: Yes

With the final word of the spell, your chosen foe is wracked with such pain that it doubles over and collapses. Its face and hands blister and drip fluid, and its eyes cloud with blood, rendering it blind.
Your touch causes your target to experience excruciating pain. For the duration of the spell, the subject falls prone and is blinded and helpless. Even when the spell ends, the subject is still shake for 3d10 minutes.

Source: Spell Compendium 243.

Appendix 3: Badges of Revelation
Badges of Revelation

In reaction to the infiltrations of the new breed of doppelgangers over the previous year, when a great many adventurers were lost in the Shadowdark, the Council of Lords tasked four major lawful churches to find a way to detect and protect against the threat and others. The Council of Inquisition was formed, its leadership taken from the churches of Heironeous, Mayaheine, Pholtus, and St. Cuthbert along with the Council of Lords. The Knights of Holy Shielding are tasked to support the Council of Inquisition in their activities of rooting out evil in the Shield Lands. To combat the problems with doppelgangers and other evil creatures with the ability to shapechange or disguise themselves, the Council of Inquisition created the badges of revelation.


A badge of revelation is a magical device that reveals that the being wearing one is indeed who they appear to be. A badge of revelation will only properly function for the person for whom it was crafted for, as a mystical link that is impossible to duplicate, even with magic of Use Magical Device, is utilized to prove that the bearer of the badge is the one is was linked to. To date, it has been impossible for anyone to duplicate a badge properly to use it to fool any Inquisitor who has examined it.


A badge of revelation will appear to glow with a pure white light to a divine caster of one of the four lawful faiths of the Inquisition when they physical touch a badge, channeling positive energy in an area with a badge in it, or view a badge with any divine spell effect that detects the presence of magic or alignment. This method is utilized by members of the Inquisition and the Knights of Holy Shielding to verify any badge as genuine and real when observed, and it glow is only visible to those of a faith of the Inquisition, concealing such detection efforts from those being examined.

A badge of revelation is also crafted as such to tarnish form its brilliant platinum to a corroded black tarnish if worn by anyone other than who it was linked with. This effect is permanent, forcing anyone who looses their badge and later recovers it to discard it and purchase another one at a later date, going through the process of application again. It is a crime to steal a badge of revelation or be in possession of a tarnished one, as detailed in Player’s Handout #1.


Lastly, a badge of revelation prevents a bearer from concealing their appearance or alignment via magical means, forcing them to remain in their true forms. Anyone who attempts to do either of these actions via spell or magical item will find their badge of revelation will tarnish from the attempt. Examples of such methods are the spells disguise self or undetectable alignment, or magic items such as a hat of disguise or an amulet of proof versus detection or location. The shapeshifting ability of certain classes and items do not count for this effect, though when shifting the badge leaves a visible platinum coloring to their new form. Examples of such allowed shapeshifting is the wildshape ability of druids, although any such character that is shapeshifted is forced to revert to their true form if the badge is examined for its authenticity as a precautionary measure.


A character that wishes to obtain a badge of revelation must apply for one during daylight hours at either the Hold of Truth or one of the four lawful churches that are members of the Council of Inquisition. Those applying for a badge will need to pay 250 gp for the process to obtain a badge, as the methods required to properly screen applicants and then craft their personalized badge linked to them are rather expensive. Foreigners are required to pay double the cost to obtain a badge of revelation, a measure used to help finance the Council of Inquisition and Law’s Crusade, along with perhaps limiting the number of non-Shield Landers that obtain badges of revelation.

The process that occurs during the application for a badge of revelation is as follows. Keep in mind that the exact details of the process are not explained or revealed to anyone before, during, or after the process to protect the methodology used. Also, the application for a badge is considered to be an investigation of the Council of Inquisition, and thus violating or ending the process by refusing to follow the process is a crime, leading to the applicant that fails to earn Attention of the Council of Inquisition: Unfavorable on their ARs.
·  An applicant must pay, up front, the 250 gp for the badge. This cost is non-refunded, even if the applicant cannot qualify for one in the end.
· After paying the application cost, the applicant is lead to a private chamber and instructed to remove all of their gear and clothing, along with dismissing all magic currently upon their person. A simple robe is provided to the character for the process instead of their normal clothing. A private locker is provide to secure the character’s gear, and is guarded by the Inquisition during the process. Anyone refusing to remove all their clothing or gear is escorted from the process, and loses their money spent, having to reapply and repay to start the process again.
· After stowing their gear and removing their clothing, the character is escorted to a private chamber, were an Inquisitor awaits the applicant. The Inquisitor utilizes divination magic to examine for magic auras or shapechanged applicants. After examine the applicant, the Inquisitor leaves the chamber and activated a greater dispel magic (caster level 20th) that target the character in the chamber, which attempts to dispel any magical effects that were not dismissed earlier. The Inquisitor then reexamines the applicant again, and will utilize the chamber until no magical effects are detected on the applicant.

· After the applicant is dispelled and verified through those effects to be truthful in appearance, he is directed down a corridor to another Inquisitor. This corridor has a permanent anti-magic field in the middle section, which will suppress any remaining magical effects upon the applicant, possible revealing their true form if it is still protected via magical means.

· Once the character has passed the initial magical examinations, he will be lead to a chamber were cuts of his hair and some of his blood will be gathered. Failure to provide either will lead to the removal of the applicant from the process, along with perhaps some quality time with the Council of Inquisition on their reluctance in not providing the materials. The samples will be tested further through alchemy and magic to verify the person’s identity, and then utilized in the ritual that links a badge of revelation to the applicant permanently.

· Once the applicant has provided the samples, he is lead into another chamber, where an Inquisitor informs the applicant to accept spells of divination upon his person. The Inquisitor will have detect magic, detect evil, and other divination magic already upon himself, along with casting discern lies and zone of truth to force truthful answers from the applicant. Before questioning the applicant, he will approach the applicant and verify no mundane disguises are being utilized, taking 20 on a Sense Motive and Spot check. Discovery of a mundane disguise will lead to the immediate removal of the applicant, along with earning the applicant the Attention of the Council of Inquisition: Unfavorable on their AR. The applicant will then be asked for his true name, any used aliases, place of origin, current place of resident, and faith or deity worshipped. This questioning is meant to weed out any evil worshippers or spies from obtaining a badge of revelation. Once the applicant has answered truthfully to all the questions, and not responded with an evil country of origin or faith worshipped, the applicant is moved on the final stage.

· After the tests are done, the applicant is escorted to a final chamber, were another Inquisitor awaits the applicant with a prepared badge of revelation. The Inquisitor goes through a lengthy ritual, and then informs him that the badge has been attuned to his person. The ritual does finish the attunement process, though many secret processes are conducted while the questioning is occurring, utilizing the hair and blood gathered from the applicant. These steps are never discuss or reveal, as these steps have not been learned by any outside threat as of yet, protecting many of the secrets of the construction and attunement of the badges. After the badge is attuned to the applicant, they will congratulate and instructed that a bearer of a badge should report any badge that lost immediately to the Council of Inquisition. Also, the bearer of a badge will be instructed that any attempt to disguise themselves through magic spells or items will lead to the destruction of the badge, which is a considered a crime by the Acts of Protection. The Inquisitor will explain that wildshaping by those possessing the ability will not cause the badge to tarnish, however, and will explain that a platinum mark will be visible when wildshaped, and that Inquisitors can see through anyone attempting to utilize wildshape to avoid examination, though not the fact that they can force those using wildshape to shift to their true forms. Of course, anyone obtaining a badge has it pinned to their robes at this point, as anyone that is still concealing their identity, as unlikely as it may be, will cause the badge to tarnish immediately, leading to their arrest and interrogation by the Council of Inquisition. Finally, the Inquisitor will request that the recipient of a badge not speak of the process to anyone to protect the safety of the Shield Lands. 

· After receiving the badge, the applicant is escorted to a private chamber to change out of the robe and gather their belongings, which officially ends the process.

The total process takes anywhere from a half-hour to an hour, and is done on an individual basis to prevent applicants from working together to circumvent any part of the process.

Note: Some characters may choose to apply for badges of revelation, while others may choose not to. The process should take only a few minutes of roleplaying, and it can be done with multiple players at once, but remind them that the process is being done individually in-game. Ask anyone that chooses to not apply for a badge to take a short break during the application process.
NPCs

Inquisitors: male human cleric 5/ church inquisitor 5. (Diplomacy +10, Listen +13, Sense Motive +17, Spot +17)

Player Handout 1: A Letter from Trys
My Love,


I write to you in the midst of a terrible and difficult time, perhaps the most difficult time I have ever had to face, and I feel that had I been forced into my current situation even just one year ago, I would have succumbed to all the darker emotions—anger, fear, resentment and despair. But this is not now the case. As difficult as the path is that lies before me, I draw strength from the memory of your smile on our last night together. When I remember the joys we’ve shared, I gain courage. Perhaps it may sound too simple to you that your love has given me the strength to do what must be done, but it has. It has made me whole.


Is all of this too cryptic? I suppose it is. You know how I have my secrets, how even in our most intimate moments, I’ve kept a part of myself remote from you… But perhaps now it is time for me to share some of these secrets with you. Certainly, you have earned the right to know the truth.


First, a story…


Once upon a time there lived a young woman who was also a powerful magician. The woman had studied the Art for years, to the exclusion of all other pursuits, and earned the right to serve as a Shield Mage. Her position brought her wealth and respect, and though she should have been happy, she was lonely.


For a number of years, she served her land dutifully and made the acquaintance of many men of power and authority. Some of them courted her for her beauty and her title, but they were poor matches for one of her intellect. At length, though, she became obsessed with one of the men she met, a beautiful, courageous and honorable Knight of the Holy Shielding. Believing herself in love with him, she ignored the men who courted her and tried to make him notice and fall in love with her.


But the Knight had already given his heart to another, and his loyalty was unflinching. Though the Shield Mage should have respected the Knight’s love for his woman, she did not. She felt that because of her mastery of the Art, her prestige, her wealth and beauty, she was more deserving of the Knight’s affections than the simple woman who had won them through a fluke twist of fate. The Shield Mage’s resentment of her fate and of the other woman grew until she became desperate.


The Shield Mage was not an evil woman – at least not at first – but her jealousy ate away at her soul until she felt as though her life was devoid of meaning or purpose, as though she lived aimlessly alone in a sea of darkness. And from that darkness she called out to another darkness, summoning a powerful demon with whom she bargained for the love of her Knight.


With the demon, she conceived a plan, a trap, wherein the Knight would be forced to choose to save one woman, either his love or her, and she labored to craft potent spells that ensured he would choose her over the lesser woman. But when the Shield Mage lured the Knight and his love into her trap, the demon betrayed her and sought only the life of the Knight. Struck by terror and remorse, the Shield Mage intervened and pleaded to the demon to take her life to spare the Knight’s. It was possibly the only truly good thing she had ever done. The demon agreed, and the Knight was spared.


However, the Shield Mage was surprised when the demon elected not to take her life. Instead, he delivered her into the tender mercies of a cruel and powerful mage who had spent many decades developing the techniques of a magical torture designed to splinter the psyche, to strip the mind, and even to shatter the soul. The Shield Mage had inadvertently thwarted this mage’s plans in her former days, and he reveled in his opportunity to flay her spirit. For years, he tortured her and broke her mind and crushed all her hopes that the Knight might come to her rescue. At length, she was driven insane and corrupted into his service. Her mind and soul were shattered, and she turned to hate all that she had once loved.


With the help of the demon and the mage, she contrived a new trap by which she sought the affections of her Knight. Little did it matter to her that he had married his love, for her designs had grown wholly twisted and dark. She kidnapped the Knight’s wife, and when he came to rescue her, she sacrificed the woman before his eyes. The broken mage was astonished when the Knight – rather than realizing that she was his one true love – turned against her in fury, raising his sword and moving to cut her down. She could have slain him with but a fraction of the magical powers she had mastered, but somewhere in her fractured soul was a part that remained good and would not let her harm him. It proved her undoing.


Her death fully fractured her soul in an astonishing manner. It sundered into two pieces. The largest part plunged into the abyss and quickly grew in power and stature, mastering the lesser demons. Over time it evolved into the succubus, Zhayne, the dark hand behind many of the traitors and troubles to plague the Shield Lands. Out of the hatred that grew of her spurned love, she seeks to take revenge against all of the Shield Lands and works toward its utter destruction. And the smallest part? It was born again and again, doomed to drift through the aether until it learned the meaning of “true love.” With you, I have finally found true love.


But now, with love and happiness finally within reach, I have received a vision from my goddess, Mythris, and the price I must pay for my redemption is heavy. To make my soul once more whole, I must sacrifice myself so that a weapon may be forged that will be able to destroy Zhayne forever. The succubus can only be destroyed by a selfless act of sacrifice for love. I love you too much to allow Zhayne to destroy the Shield Lands and to undo all the work you have done. She is close to finding a weapon of the Dark God that would give Old Wicked the power he needs to destroy all who stand in his path. And, now, when I have at last found someone with whom I could live happily – when I have found you – now, I must make my amends. I must perform my duty as a Shield Mage – that which I neglected for so long. Zhayne must be stopped.


I fear that I can not do this alone. Even now, my hand tremors to hold the quill to write these words. I fear to do this without you. You have given me hope, and that hope is strength. I look forward to seeing you again. Please, gather some friends, adventurers of note. I have reason to believe one of your Lords will call for Zhayne’s head. Help your Lords with whatever they request in order to defeat Zhayne. Be wary. I will find you. Be safe.

Yours eternally,

Trys

Player Handout 2: The Break-Up
Sweetheart,

Forgive me for what I must share with you, and believe me when I say that it is not easy. The time I spent with you was a warmth and a light in a cold and dark world. I smile to remember you; you can’t see me now, of course, but I’m smiling right now…. remembering our first encounter at the ruins of Gensal…

But as much as I enjoyed all the moments we spent together, something was missing. You see, I have literally been born to this world in search of a soulmate. Who can explain the mysteries of the heart? Not even the wisest diviner, I think. I am at a loss to tell you where, precisely, we fail to merge as two spirits becoming one, but that is the case.

There is another. You should know. With you, we had fun. But now I have joy. With you, we had pleasures like alchemical fire. But now I have a contentment that fills me like a sunburst that never fades and that runs through my veins and nerves and fills me with a warmth that does not ebb.

You did nothing wrong. Some things are simply fated.

Yet I shall always fondly bear my memories of our time together. I assure you they are locked away in my heart… and they give me an added reserve of strength for the trials I am soon to face.

Perhaps we shall meet again – as friends. It would be good to see your face. The world can be a desolate place when you feel there are none who care for you. I treasure our friendship.

Your friend,

Trys
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