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After a quiet week in Admundfort the call for adventurers is welcomed, but to go…rock hunting? A one-round Shield Lands Regional adventure set in Admundfort and beyond for APLs 6-16. This adventure contains untiered encounters.
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. 


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


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

Players Read No Farther

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

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D 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

The Iuzian forces have been Earth Gliding around the Shield Lands for some time now. This has forced the Standing Army to keep supply lines and civilian areas well protected since Old Wicked could strike anywhere at any time. This has slowed reclamation efforts. Lady Katarina has convinced the Incandenti and the Arcanists Society to work together to find a way to stop them. 


Black Obelisks with mysterious magical powers have been found all over the territory.


Many adventurers were lost in the Shadowdark for most of a year. To find their way home, they released something that had been held prisoner for a long time. In doing so, all of the obelisks have turned white. 
Adventure Summary

The PCs are asked to undertake the daunting task of destroying several obelisks that until now have seemed indestructible - as quickly as possible.


In Encounter 1, the PCs meet with Lt. Harnin and learn what Lady Katarina has tasked them to do.



In Encounter 2, the PCs meet with the Incandenti and Arcanists and learn that no one knows how best to destroy the obelisks.


In Encounter 3, the PCs must destroy their first obelisk. There are several ways for them to accomplish this. Unfortunately, this alerts the forces of Iuz that the Obelisks are in danger.


In Encounter 4, the PCs encounter a monster that has happened to lair near the Obelisk, before they destroy the Obelisk.


In Encounter 5, the PCs are interrupted by an Iuzian counter-insurgency squad, while they are destroying the Obelisk.


In Encounter 6, the PCs encounter an ambush at the Obelisk that includes a trap on the Obelisk.


In the Conclusion, the PCs return to Admundfort to receive accolades for their efforts.

Introduction

You have had time to enjoy your stay in Admundfort. It has been a quiet week, the spring planting festivals are planned to resume outside the city, and you haven't been questioned by the Inquisition in days.


For flavor, have the PCs each roll a DC 5 spot check to notice the messenger standing at their elbow. If a PC should fail to notice the messenger he will make himself known.


"Message for you, sir/madam"


As you take the sealed envelope, you begin to wonder if it hasn't been too calm.


The PCs from the Shield Lands each receive Player Handout 1.


The PCs from other regions receive Player Handout 2.

1: You want us to do what?
Once the PCs present themselves to Lt. Harmin, read the following text:

Lieutenant Harmin greets you. "I am glad you came. I don't have a lot of time, so please let me explain what I can to start. We have a big job to do. It's not going to be easy, but we believe we have found a way to slow the forces of Old Wicked when they… what's it called? Right, earth-gliding… like some teleporting beneath the earth. Big armies moving all over the dang place. If it works, they shouldn't be able to move big armies with that magic. Or that's what they say. They said something about elementals. All I know is we can take the fight to the front.


"We need to surprise them for this to work right. It is vital to the success of this mission that you do not reveal what I am about to tell you to anyone outside this room. To ensure this, we have several clerics to place a magical geas on each of you to ensure your silence. If you do not accept the geas, you will need to leave."


This is as much as he is allowed to say until the PCs have accepted the geas, and it is placed on them. He has orders directly from Lady Katarina and Lord Travail to that effect.  Four members of the main churches are let in to cast geas (CL 11, DC 20).


Any PC who declines the geas is excused from the room. It may be possible for such PCs to continue with the adventure, but they will be participate limited understanding of their task. Also, it will break the geas for the other PCs to speak a word of the mission to the others.

We accept.

"The Lady has indeed judged you well. She, along with Lady Ahlissa and Lord Travail, have managed to get the Arcanists' Society, the Incandeti, and the churches to work together for a change. They say they have figured out the key to stopping the earth-gliding - destroy the Obelisks.


(Raise hand)


"Hold on. Before you ask too many questions, I don't understand it all myself. But what I remember from the briefing is this: The Obelisks are connected through some sort of extra-dimensional plane thingy, and Old Wicked found a way to use that connection to move his troops around. Now, I understood that these Obelisks used to be indestructible, but now our intelligence says they are vulnerable - something to do with them being white instead of black now."

What Lt. Harnin Knows.

· Secrecy and surprise will be the keys to success. We need to destroy 7 obelisks to disrupt the earth-sliding.

· The PCs will be one of several teams that start in the morning. They will be operating out of Camp Charlie - in the south side of town.

· There are reports from the Greycloaks that the Iuzians are planning a counter-offensive in the very near future.

· It would take at least a month to round up enough teams to attack all of the Obelisks at one time, but the Lady has faith in the pathfinders and adventurers of the Shield Lands and has decided to launch several surgical strikes in the morning.

· The Army is needed at their posts in case the Iuzian counter-attack begins before the Obelisks are knocked down.

Development

Let the PCs prepare overnight or purchase additional items as usual.  Amundfort is a city where PCs can buy all standard equipment. Once the PCs are prepared, move on to Encounter 2.

2: What Did We Agree To?
You arrive the next morning rested and prepared to do battle… with Obelisks? You see several other would-be rock slayers are also here, but before you have time to socialize, Lt. Harnin speaks.


"Good, it seems everyone is here. You will be leaving for your first sorties shortly. But first Waquonis and Lord Travail will explain how we expect to hit the Obelisks before it's too late."


A male wizard in the white robes to Lt. Harmin's left looks up from the table. "The Wayfarers' Guild will be teleporting each group out to seven key Obelisk sites that allow Old Wicked the ability to earth glide. Destroying these key Obelisks will ensure his ability to earth glide is significantly hindered. All of the sites must be visited today; otherwise the Iuzians may step up their attack.  Some of these sites are inside the Occupied Lands and may be protected by Iuzian forces."


Lord Travail continues the mission briefing once Waquonis pauses. "Once your party is teleported to your location, the members of the Wayfarers' Guild will teleport themselves back here.  You will be on your own to determine how to disable the Obelisks." 


 "Each party will receive one of these talismans." He holds up a clay tablet the size of a deck of cards. "Once you have eliminated the Obelisk, connect hands, then break your talisman, and you will return here so we can send you to the next Obelisk. The Churches will have attendants ready to assist with any necessary healing when you return. 


"With the Godslayer imprisoned again, this may seem risky.  However, we are reasonably certain that its prison will hold, although the barriers may be weakened by these efforts. The risk has been weighed against the gains of stopping Old Wicked's forces from being able to strike at any point in the Reclaimed Lands and deemed acceptable."


Waquonis, the white wizard, nods and speaks, "Any questions? No? Good. Once we start, time will be of the essence. So everyone grab a talisman and head out to one of the roped off sections outside." 


If the PCs don't want to ask questions, proceed to encounter 3. If the do have questions, use the following:


Lord Travail looks up and sees you have a question. "Now, now, Waquonis we haven't sent the first team yet. So there is time to answer a few questions. You there, in the back, out with it."

How do we destroy them?

· We don't really know - we have been forbidden from experimenting directly as this may have tipped off the forces of Old Wicked. Our theories are:

· The obelisks were part of some sort of extra-dimensional, extra-planar prison. This suggests that they themselves are some sort of lock or trap and could possibly be neutralized with skill and finesse.

· They appear to be made of minerals that we are unfamiliar with - so a number of spells, such as rock to mud, may have some limited effect.

· When all else fails - it is an inanimate object - you could probably just beat it till it breaks.

How many do we need to destroy?

Seven. While we are certain that removing a single Obelisk will have limited or even no effect on the enemy's ability to earth-slide. It is equally uncertain how weak the Godslayer's prison would become if we left only a lone surviving Obelisk. While the Obelisks stand, earth gliding might remain possible, but destroying the seven targeted Obelisks should make forces transiting via earth glide visible to the earth elementals who were previously unaware of such movement. It should no longer be a free ride for the Old One's minions.

Why the rush?

· We want to disrupt the network before they attack

· We expect Iuz (spit) to have an eye on the Obelisks… and to try to stop us once he realizes we have a chance of destroying his network.

· What can Waquonis tell us of the time he worked for Iuz?

· Waquonis indicates that his memory only goes back to the time that his mirror image was created, which was after his death on the Prime Material Plane.  In short, he does not remember.

Troubleshooting

If PCs insist on knowing what they get in return for doing this, tell them that they will gain a Favor from Lord Travail.

Development

Once the PCs are satisfied with their mission briefing (or the NPCs become impatient), move on to Encounter 3.

3: When Is a Door Not a Door?
A member of the Wayfarers' Guild teleports the PCs to their first target, then quickly departs.

You find yourselves in the middle of a plowed field. As you scan the area, you notice a shining white obelisk about 20 feet from where you stand.

Allow the PCs to make Spot and Listen checks. Then tell them that they "don't notice anything."


There are no monsters around for now. All the PCs need to do is figure out how they will "destroy" the Obelisk. Then they need to move on before they are noticed.

Troubleshooting

There are several ways to deal with the obelisk - see Appendix 1.


Remember the random spell effects unleashed once the golem is freed of the obelisk, regardless of the method used to free it.

Development

Once an Obelisk is destroyed, a random pulse of energy is released (see Appendix 1).


After the PCs have a moment to respond to the effects of the pulse of energy - but before they have fully regained their guard - a Prismatic Golem is freed. 


The PCs may try to talk to the Golem. Feel free to role-play the interaction.


These prismatic golems were created to serve as wardens of the extra-dimensional prison of the Godslayer. There is one bound to each Obelisk.


Luckily for the PCs, the Prismatic Golems know their Obelisks were not essential to the Godslayer's prison. Each will caution the PCs that the Obelisks create a prison that binds the Godlsayer and explain that while the Obelisk the PCs destroyed was not essential to the prison, it served to strengthen the network. The Prismatic Golems will then depart.


The golems will NOT attack the PCs, will only ever respond against non-good PCs and only in self-defense. (A PC committing an obviously evil act in the presence of a prismatic golem may be "reprimanded" at the DM's discretion).


When the PCs return to the base camp, they find 1 or 2 other teams have also returned, some receiving medical attention from the supply of clerics from the main churches. The PCs can also receive attention if they ask for it. They can receive a total number of levels of cure spells equal to their APL x 2. The highest single spell level any of the supporting clerics will cast is 3rd level. If the PCs wish to lend pearls of power, the clerics will offer additional spellcasting based on those pearls. 
4: The Dragon’s Lair
On their second mission, the PC's find themselves teleported about 20 feet from a cave opening. The cavern tunnel leads downwards.


The cave complex is home to a red dragon.

Your party has teleported onto a path that leads to an opening in the side of a hill that is 20 feet away. The opening is approximately 40' wide and 20' tall.


Your Wayfarer looks at the size of the tunnel, shakes his head once, and says, "Good luck!" Then he quickly teleports back to Amundfort.

If the party succeeds at a Track check (DC 20), they can determine that a mixed group of humanoids (6 total) walked into the cave within the last day or two.  A Track check (DC 18) will determine that a huge creature has also used this path with in the last week. A Knowledge (arcana) check (DC APL + 20) identifies the huge tracks as dragon tracks.

As you walk into the cave opening, you spy a faint light ahead of you.

The Obelisk in the cavern sheds light like a torch.  Thus PCs without darkvision will need torches or other light sources depending on their distance from the Obelisk.

The corridor is 40' wide and slopes downwards at 5 feet for every 10 feet.

A Track check (DC 15) identifies that the dragon's footprints are more recent once the party moves 20' in from the opening.

Also, in the center of the corridor, 20' in from the opening is an alarm spell set by Flamewing.  It is set as a mental alarm, and currently active. A detect magic or a similar spell, or a Search check (DC 26) locates the alarm. A Disable Device check (DC 26) or succesful dispel magic defeats the trap. (For dispel magic, consult Appendix 1 for Flamewing's caster level. At APL 6, Flamewing has used a scroll of alarm to set the trap, caster level 1st.)

At you head deeper into the cavern, you can see that the light source you noticed is an Obelisk.  It stands at the far end of a vast cavern that widens out considerably from the corridor.  Bones of many animals lie scattered across the ground between you and the Obelisk.

Once the party approaches within 50' of the Obelisk, read the following:

Six bodies lie on the floor, scattered around the Obelisk, motionless in the places where they fell during a recent battle.

A Heal check (DC 15) reveals that the bodies were slashed by large claws and/or bitten. The deaths occurred in the last day or two.

Creatures

APL 6 (EL 9)


'Flamewing', Red Dragon: hp 183; Appendix 1

APL 8 (EL 11)


'Flamewing', Red Dragon: hp 217; Appendix 1

APL 10 (EL 13)


'Flamewing', Red Dragon (1): hp 253 (each); See MM p.75, more details in appendix 1

APL 12 (EL 15)


'Flamewing', Red Dragon (1): hp 324 (each); See MM p.75, more details in appendix 1

APL 14 (EL 17)


'Flamewing', Red Dragon (1): hp 384 (each); See MM p.75, more details in appendix 1

History: 

The dragon is a recent addition to the Shield Lands haven been driven away from his previous lair in another land by a bigger red dragon.  As such, he has no treasure outside of that gained from the Iuzian force (more below) that visited him yesterday.  

Tactics

Flamewing arrives 5 rounds after the party triggers the alarm or 3 rounds after it begins to attack the Obelisk. He begins with mage armor active, and, as he approaches, he will cast 5 or 3 buff spells (if available), depending on how much time he has to prepare. He prioritizes invisibility, scintillating scales, shield, mirror image and resist energy (cold). Once he has prepared for combat, he moves to attack a spellcaster (who might be able to see him) or anyone who seems to notice him.


Remember to have the PCs roll to save against Flamewing's Frightful Presence (see Appendix 1) when they can see him. Creatures of 4 HD or less that fail are panicked for 4d6 rounds. Creatures of 5 or more HD that fail are shaken for 4d6 rounds.


Flamewing uses his Hover ability to remain above the PCs, attacking with reach, and to disrupt spellcasting.


He uses his Large and In Charge ability to keep melee fighters from approaching (until he's ready to kill them) and to keep spellcasters from getting away.


Flamewing refrains from using his Breath Weapon in order to avoid damaging the magic items the party possesses. Once at half hit points, however, he will breathe fire at his opponents.


If Flamewing is reduced to one-quarter his normal hit points, he will attempt to retreat, disengaging at full speed and casting invisibility once he's clear of the party. He keeps one second-level spell reserved in case he needs to retreat.

Treasure: The PCs can gain the following treasure from the 6 bodies that lie scattered around the ground near the obelisk (bodies of an Iuzian force that came in the day before to recruit the dragon to the cause of Old Wicked):


All APLs: Loot 112 gp; Coin 0 gp; Magic 8,951 gp; +1 Ghost touch shortspear (358 gp), Chainshirt +4 (1,354 gp), Breast plate of Command (2,116 gp), Periapt of Wisdom +6 (3,000 gp), Figurine of Wondrous Power, Bronze Griffin (833 gp), Dusty Rose Prism Ioun Stone (416 gp), Pale Blue Rhomboid Ioun Stone (666 gp), Eyes of the Eagle (208 gp); Total 9,063 gp.


Detect Magic Results: +1 Ghost Touch Shortspear (Moderate Conjuration); Breast Plate of Command (Strong Enchantment); Periapt of Wisdom + 6 (Moderate Transmutation); Figurine of Wondrous Power, Bronze Griffon (Moderate Transmutation); Wand of Melf's Acid Arrows (Faint Conjuration).
Troubleshooting

If the PCs spend time looking for the dragons' lair, they risk encountering an Iuzian Hunter Killer force.


The cavern in which the PCs confront the dragon ends at a sheer cliff with a 100-ft. drop. The dragon’s lair lies across the chasm around a bend, 500 feet distant.

The Iuzian Hunter Killer force arrives 1.5 minutes (15 rounds) after the PCs initially assault the obelisk.

PCs who find the dragon’s lair, gain the following treasure as noted below.

Treasure:
The following treasure is hidden in the dragon’s lair.


All APLs: Loot 1000 gp; Coin 2000 gp; Magic 0 gp; Total 3000 gp.

Development

When the Obelisk is destroyed, consult the Development section for Encounter 3.
Hunter Killers

If the PCs spend at least 15 rounds inside the cavern complex after they begin to assault the obelisk, on their way out, they are assaulted by a squad of Hunter Killers who have teleported into position, prepared to attack the PCs.


This is considered an untiered encounter despite the fact that it varies by APL because the PCs are not expected to engage the Hunter Killers in combat.

Creatures

APL 6 (EL 9)


Lystratus Vale: male human evoker 6/wild mage 2/fatespinner 1; hp 46; Appendix 1.


Brutaltee: Female ogre Fighter 1, hp 49; Appendix 1

APL 8 (EL 11)


Lystratus Vale: male human evoker 6/wild mage 2/fatespinner 1; hp 46; Appendix 1.

Feness: Female troll rogue 6, hp 153; Appendix 1

APL 10 (EL 13)


Lystratus Vale: male human evoker 6/wild mage 2/fatespinner 1; hp 46; Appendix 1.

Feness: Female troll rogue 6, hp 153; Appendix 1

Arrow Demon Elite (2): 171 hp (each); Appendix 1
APL 12 (EL 15)


Lystratus Vale: male human evoker 6/wild mage 3/fatespinner 4; hp 66; Appendix 1.

Feness: Female troll rogue 6, hp 153; Appendix 1


Arrow Demon Elite (3): 171 hp (each); Appendix 1
APL 14 (EL 17)


Lystratus Vale: male human evoker 8/wild mage 3/fatespinner 4; hp 101; Appendix 1.

Advanced Arrow Demon: 330 hp; Appendix 1

Mordoc the Ripper: Male orc Barbarian 1/Fighter 6/Occult Slayer 5/Exotic Weapon Master 1; hp 118; Appendix 1
Tactics

The Hunter Killers arrive with all of their defensive spells and buff spells precast.

Allow the PCs Spot and Listen checks to avoid a surprise round. If they fail, ask the players if anyone wants to use Feign Surprise.

Lystratus Vale casts from invisible to blast as many of the PCs as possible while his fellow Hunter Killers lurk to target the most wounded PCs immediately after Lystratus blasts them.
Development

The PCs do not need to defeat the Hunter Killers. The Hunter Killers have already failed at their task – to ensure that the PCs do not destroy the obelisk. The PCs need merely survive to get away.
5: The Resistance Force
Once the PCs teleport to their next objective, read the following:

The next Obelisk sits before you on a small island in the middle of a river.

The island has enough room for 3 medium creatures to stand around the obelisk. The river is only 20' across from the edge of the island to either shore.  At its deepest point, the river is only 5' deep, but PCs wading through the river are reduced to 1/4 normal movement.


1d3+2 rounds after the party starts to destroy the obelisk, a group of Iuzians earth glide to within 80' of the party (60' from the edge of the river). 


PCs who succeed at a Spot check (DC 18) mary act in the surprise round.


The Iuzians are each able to take actions in the surprise round, as they were sent specifically to confront the PCs.

Creatures

APL 6 (EL 9)


Sestra: female human cleric 6; hp 48; Appendix 1.


Bilg and Bolg: half-orc barbarian 6, hp 66 (each); Appendix 1

APL 8 (EL 11)


Sestra: female human cleric 6; hp 48; Appendix 1.


Bilg and Bolg: half-orc barbarian 6, hp 66 (each); Appendix 1


Vrock (1), 115 hp, Monster Manual pg. 48.

APL 10 (EL 13)


Sestra: female human cleric 9; hp 66; Appendix 1.


Bilg and Bolg: half-orc barbarian 9, hp 93 (each); Appendix 1


Hezrou (1): 138 hp, Monster Manual pg. 44.

APL 12 (EL 15)


Glabrezu (1): hp 174; Monster Manual pg. 43.


Sestra: female human cleric 9; hp 66; Appendix 1.


Bilg and Bolg: half-orc barbarian 9, hp 93 (each); Appendix 1


Hezrou (1): 138 hp, Monster Manual pg. 44.

APL 14 (EL 17)


Nalfeshnee (1): hp 175 (each); Monster Manual pg. 45.


Sestra: female human cleric 13; hp 97; Appendix 1.


Bilg and Bolg: half-orc barbarian 13, hp 129 (each); Appendix 1

Tactics

The Iuzians arrive with all of their defensive spells and 1 minute/level buff spells precast.


Sestra attempts to disable or disrupt the most dangerous spellcaster within range.


Bilg and Bolg (and Golg) team up to attack the nearest PC.


The vrock arrives with heroism and mirror image pre-cast and works together with the barbarians, using its greater teleport ability to move into position to use its spores and stunning screech abilities. It then moves into flanking position against any foe the barbarians attack. If any PC is dropped unconscious and then healed to rejoin the fight, the vrock will attack the cleric (or other healer). 


The hezrou moves into position to use its blasphemy to greatest effect, continuing to employ it each round it manages to daze someone. If it is unable to reach any PCs with blasphemy, it uses its unholy blight.


The glabrezu begins with mirror image pre-cast and looks to use power word stun against a foe engaged in melee with the half-orc barbarians as soon as possible. It then continues to use reverse gravity to suspend opponents within the barbarians' reach and to prevent foes from approaching it.


The nalfeshnee uses its unholy aura to benefit the entire Iuzian force before they arrive. It uses its greater teleport or moves in order to target as many PCs as possible with its smite ability. It prefers to use its spell-like abilities more than its melee attacks.


All the demons are summoned and, therefore, fearless and relentless, fighting until "death."

Treasure: 

None. Owing to some strange property of the altered earth glide spell, as soon as any of the Iuzians is dropped unconscious (and helpless in contact with the ground), the body and all its gear are swallowed into the earth as the ground momentarily splits around the body, then seals itself once more with a slurping noise.

Troubleshooting

If the party decides to hang out for a while remind them that there is healing back at the Camp and that a sizable Iuzian force may be on its way to check out what happened.

Development

When the Obelisk is destroyed, consult the Development section for Encounter 3.

6: How Did We Miss That? 

The PCs teleport to destroy their final Obelisk only to find the Iuzians got to it first.

You materialize in a clearing in a dense and gloomy forest. As you look around, you realize just how lucky you are to not have ended shunted out of one of the numerous trees.

Any PC making a successful Spot check (DC 20) will notice the glow of the Obelisk.

You notice a faint glow coming through a particularly dense patch of forest on the far side of the clearing. It must be your next Obelisk.


Obelisk: Appendix 1.

Trap

At APLs 10 and above, Adnoseuous and Jabberstix have cast their symbols of pain and sleep on the large (5 foot) rocks adjacent to the obelisk. The symbols are active and may be detected or disarmed as magical traps. (See Players Handbook, pages 290 and 291, for more details on symbol of pain and symbol of sleep, respectively.)


Because the casters included the symbols in their daily preparations, the spells count as part of the total EL for the encounter with the Iuzians.

Creatures

APL 6 (EL 9)

Adnoseuous: male human wizard 5; hp 25; Appendix 1.

Jabberstix: male human cleric 5; hp 33; Appendix 1.

Blat and Splat: female and male half-orc barbarian 1/fighter 4; hps 49 each; Appendix 1.

APL 8 (EL 11)

Adnoseuous: male human wizard 7; hp 35; Appendix 1.

Jabberstix: male human cleric 7; hp 45; Appendix 1.

Blat and Splat: female and male half-orc barbarian 1/fighter 6; hps 65 each; Appendix 1.

APL 10 (EL 13)

Adnoseuous: male human wizard 9; hp 45; Appendix 1.

Jabberstix: male human cleric 9; hp 57; Appendix 1.

Blat and Splat: female and male half-orc barbarian 1/fighter 8; hps 81 each; Appendix 1.

APL 12 (EL 15)

Adnoseuous: male human wizard 11; hp 55; Appendix 1.

Jabberstix: male human cleric 11; hp 69; Appendix 1.

Blat and Splat: female and male half-orc barbarian 1/fighter 10; hps 97 each; Appendix 1.

APL 14 (EL 17)

Adnoseuous: male human wizard 13; hp 65; Appendix 1.

Jabberstix: male human cleric 13; hp 81; Appendix 1.

Blat and Splat: female and male half-orc barbarian 1/fighter 12; hps 113 each; Appendix 1.

Tactics

At APLs 10+, Jabberstix and Adnoseuous have cast their symbol spells on the large (5 foot) rocks adjacent to the obelisk. All four Iuzians begin hiding inside the 60-foot range of the symbols, having spoken the passwords. They will wait until one of the PCs trigger or disable one or more of the symbols.


At all APLs, once the PCs approach, Blat and Splat will rage and charge whichever PC they deem the most threatening. They are twins and have ganged up on countless opponents and will do so here, both attacking the same opponent whenever possible. Blat and Splat will use Brutal Strike on the first swing each round. Both will Power Attack for at least 2 each round. 


Adnoseous focuses on buffing and debuffing, using whatever option seems most effective in the moment. Adnoseous will keep a slot open to Dimension Door away if he is reduced to 1/4 hp or the rest of his group falls.


Jabberstix will open with a self-buff, then close to engage the PCs. He prefers to attack in melee with Blat and Splat when possible, and if he fails to connect with his morningstar, he'll use Inflict spells to do damage.

Treasure: 

None. Owing to some strange property of the altered earth glide spell, as soon as any of the Iuzians is dropped unconscious (and helpless in contact with the ground), the body and all its gear are swallowed into the earth as the ground momentarily splits around the body, then seals itself once more with a slurping noise.

Troubleshooting

Sometimes the PCs pursue unusual paths or actions that do not fit into the structure of the adventure. Use this section to help the DM resolve unusual situations.

Development

Once the Obelisk is destroyed, the party should return to the Camp for healing and additional orders.  In this case, go to the Conclusion.

Conclusion
Once the PCs return, read the following to them:

Congratulations! Thanks to your valiant efforts, we dealt a major blow to the forces of Old Wicked! His forces are no longer able to strike in the heart of the Reclaimed Lands!   We can now take the battle to the front lines!



        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: The Dragon’s Lair
Destroy the obelisk in Flamewing’s lair.
APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

5: The Resistance
Destroy the obelisk on the river isle.
APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

6: How Did We Miss That? 
Destroy the obelisk defended by the Iuzian force.
APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

Story Award

Destroy the first obelisk:

APL 6 
45 XP

APL 8 
70 XP

APL 10 
90 XP

APL 12 
115 XP

APL 14 
135 XP

Discretionary roleplaying award

APL 6 
45 XP

APL 8 
65 XP

APL 10 
90 XP

APL 12 
110 XP

APL 14 
135 XP

Total possible experience:

APL 6 
900 XP

APL 8 
1125 XP

APL 10 
1350 XP

APL 12 
1575 XP

APL 14 
1800 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.
4: The Dragon’s Lair

Looting the bodies of Flamewing the dead Iuzians:


All APLs: Loot 112 gp; Coin 0 gp; Magic 8,951 gp; +1 Ghost touch shortspear (358 gp), Chainshirt +4 (1,354 gp), Breast plate of Command (2,116 gp), Periapt of Wisdom +6 (3,000 gp), Figurine of Wondrous Power, Bronze Griffin (833 gp), Dusty Rose Prism Ioun Stone (416 gp), Pale Blue Rhomboid Ioun Stone (666 gp), Eyes of the Eagle (208 gp); Total 9,063 gp.

Looting Flamewing’s lair:


All APLs: Loot 1000 gp; Coin 2000 gp; Magic 0 gp; Total 3000 gp.

Total Possible Treasure


APL 6: Loot 1,112 gp; Coin 2,000 gp; Magic 8,951 gp; Total 900 gp (11,163 over cap)

APL 8: Loot 1,112 gp; Coin 2,000 gp; Magic 8,951 gp; Total 1,300 gp (10,763 over cap)

APL 10: Loot 1,112 gp; Coin 2,000 gp; Magic 8,951 gp; Total 2,300 gp (9,763 over cap)

APL 12: Loot 1,112 gp; Coin 2,000 gp; Magic 8,951 gp; Total 3,300 gp (8,763 over cap)

APL 14: Loot 1,112 gp; Coin 2,000 gp; Magic 8,951 gp; Total 6,600 gp (5,463 over cap)


            Adventure Record Items

Favor of Lord Travail:  Your work on behalf of the Shield Lands and its Standing Army has put you in the good graces of Lord Travail. He makes available to you the following items: (all Regional access): Pearl of Power (any), Robe of the Archmagi (white only), Scroll of Entice Gift (150 gp; SpC), Scroll of Hesitate (375 gp; PHBII), Scroll of Mezmerizing Glare (375 gp; SpC), Scroll of Rebuke, Greater(700 gp; SpC), Staff of Charming, Veil of Allure (MIC).
Marked for Promotion:  Your contribution to the Standing Army in this sensitive mission has not gone unnoticed. Any current member of the Standing Army may choose to ignore any ONE requirement for his or her advancement to the next tier of the Standing Army metaorganization. If you choose to use this favor, you must do so on one of your next 3 ARs. Once you use this favor, cross it out. 
Destroyed an Obelisk:  You had heard rumors that strange things happened to those who touched the obelisks, but nothing seemed to happen to you… at first. After a short period of time, however, you began to have strange visions of ancient necromantic rituals. Earlier, you were always far removed from the rituals, but then you started to get closer and closer until the ancient, cowled spellcasters began to stare at you. For your next 5 adventures, you gain a +1 circumstance bonus to all your saves against spells, but any time you are forced to save against a Necromancy spell, you are automatically Shaken, regardless of the result of your saving throw. 

Item Access

All APLs:

· Armbands of Might (Adventure; MIC)

· Breastplate of Command (Adventure; DMG)

· Dusty Rose Prism Ioun Stone (Adventure; DMG)

· Eyes of the Eagle (Adventure; DMG)

· Figurine of Wondrous Power, Bronze Griffon (Adventure; DMG)

· Metamagic Rod of Extend, Lesser (Adventure, DMG)

· Pale Blue Rhomboid Ioun Stone (Adventure; DMG)

· Wand of Enervation (Adventure; DMG)

· Wand of Inflict Moderate Wounds (Adventure; DMG)

· Wand of Melf’s Acid Arrow (Adventure; DMG)

· +1 Ghost Touch Shortspear (Adventure; DMG)

· +1 Keen Falchion (Adventure; DMG)
Appendix 1: All APLs

All Obelisks

hp 600; DR 15/chaotic and adamantine, and DR 5/evil

SR 30

Weakness: A successful rock to mud or stone to flesh will remove the DR10/chaotic and adamantine, but not the DR 5/evil.

Each of the four sides of an Obelisk has a "lock" (open locks DC 30 OR disable device DC 35). Opening or disabling 3 of the 4 "locks" will "destroy" the Obelisk and free its golem. 


A successful Decipher Script check (DC 30) on the markings on the faces of the obelisk provides the party a +2 circumstance bonus on its Open Lock or Disable Device checks.


Each Obelisk binds a Prismatic Golem in an extra-dimensional space. Therefore, normal detection (i.e. scarab of golembane) will not notice it until the obelisk is opened.


Once the Obelisk is "destroyed" (by any method), a pulse of energy shoots out from the Obelisk in a 60-ft.-radius burst.


This pulse of energy imparts a random spell effect to any PC within the effected area.

Roll a d10 to determine, at random, the spell effect unleashed. All spell effects have a caster level of 20 (and minimum save DCs):

1. Cure Light Wounds spell

2. Inflict Moderate Wounds

3. Cure Moderate Wounds

4. Remove Curse

5. Greater Dispel

6. Bestow Curse

7. Confusion

8. Resist Energy (fire)

9. Blindness\Deafness (50\50 odds per PC)

10. Panacea 

Prismatic Golem, Advanced
CR 20

NG Large construct (extra-planar, good, incorporeal)

Init +11; Senses blindsight 60', darkvision 60', low-light vision; Listen +1, Spot +1

Languages see text

AC 36, touch 36, flat-footed 9


(-1 size, +11 Dex, +16 deflection)

hp 195 (30HD); DR 10/chaotic Adamantine DR 5/evil 

Immune magic

Fort +10, Ref +21, Will +11

 Race F+3, R+7, W+7; Abilities Con +6, Dex +1, Wis +0

Speed Fly 50' (perfect)

Melee 2 incorporeal touches +32 (prismatic touch)

Space 10 ft.; Reach 5 ft.

Base Atk +22; Grp +26

Special Actions Prismatic body, Prismatic touch

Abilities Str --, Dex 33, Con --, Int --, Wis 13, Cha 11

SQ construct traits, Incorporeal traits, moral code

Feats --

Skills none

APL 6
4: The Dragon’s Lair



Flamewing
CR 9

Male Advanced (17 HD) Young Red Dragon

CE Large dragon (fire)

Init +0; Senses Listen +19, Spot +19, blindsense 60 ft., darkvision 120 ft., low-light vision

Languages Common, Draconic, Ignan

AC 21, touch 9, flat-footed 21


(-1 size, +12 natural)

hp 183 (17 HD) 

Immune Sleep, Paralysis, fire
Fort +16, Ref +12, Will +13

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

Weakness vulnerability to cold
Speed 40 ft. (8 squares), Fly 150 ft. (poor)

Melee bite +23 (2d6+7) and 2 claws +21 (1d8+3) and 2 wings +21 (1d6+3) and tail slap +21 (1d8+10)

Space 10 ft.; Reach 5 ft. (10 ft. with bite)

Base Atk +17; Grp +28 [+x size, +x BAB, +x Str,+x feat]
Atk Options Cleave, Great Cleave, Power Attack

Special Actions breath weapon (fire; 6d10 dmg, DC 22)

Combat Gear Ring of Silent Spells (1 charge)

Sorcerer Spells Known (CL 1st):


1st (4/day)— Mage Armor, Shield


0 (6/day)— Read Magic, Detect Magic, Resistance, Ghost Sound

(Already cast

Spell-Like Abilities (CL 15th):


At Will— Locate Object

Abilities Str 25[xx array, +/-x racial, +x HD boost, +x item], Dex 10[xx array, +/-x racial, +x HD boost, +x item], Con 18[xx array, +/-x racial, +x HD boost, +x item], Int 12[xx array, +/-x racial, +x HD boost, +x item], Wis 13[xx array, +/-x racial, +x HD boost, +x item], Cha 12[xx array, +/-x racial, +x HD boost, +x item]
SQ locate object
Feats Cleave, Great Cleave, Hover, Large and In Charge, Multiattack, Power Attack

Skills total ranks: class XX AppraAppraise +1, Bluff +1, Concentration  +24, Diplomacy +3, Escape Artist +18, Intimidate +1, Jump +31, Listen +21, Search +1, Sense Motive +21, Spellcraft +12, Spot +21 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus Cloak of Resistance +2, 1200 GP

Power-Up Suite: (mage armor, shield – CL 1st):

AC 29, touch 9, flat-footed 29


(-1 size, +4 armor, +4 shield, +12 natural)
4: Hunter Killers

Lystratus Vale

Male Human 

CE Human Evoker 6/Wild Mage 2/Fatespinner 1
Init +1; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft
Melee Masterwork dagger +4 melee (1d4-1)

Ranged Ranged touch +5 ranged (spell)
Space 5 ft.; Reach 5 ft. 
Base Atk +4; Grp +3
Atk Options Born of the Three Thunders, Sudden Maximize

Wizard Spells Prepared: (CL 6+1d6; Evoker: prohibited schools Enchantment and Necromancy)



5—[electric] cone of cold (DC 22), dimension jumper (PHB II), quickened magic missile



4—dimension door, greater invisibility, greater invisibility, Otiluke’s resilient sphere (DC 21)


3—arcane sight, [electric] fireball (DC 20), fireball (DC 20), fly, haste


2—glitterdust (DC 18), invisibility, mirror image, [electric] scorching ray, scorching ray, see invisibility, shatter (DC 20)


1—[electric] burning hands (DC 18), combat readiness, lesser orb of electricity (SpC), mage armor, magic missile, nerveskitter (SpC), shield


0—detect magic (2), light, ray of frost, resistance

Abilities Str 8, Dex 12, Con 14, Int 22, Wis 10, Cha 8

SQ Random Deflector, Spin Fate, Wild Magic
Feats: Born of the Three Thunders, Energy Substitution (electricity), Magical Aptitude, Quicken Spell, Practiced Caster, Scribe Scroll, Spell Focus (evocation), Sudden Maximize

Skills: Concentration +14, Knowledge (arcana) +18, Knowledge (nature) +14, Knowledge (planes) +16, Knowledge (local: IBS) +10, Profession (gambler) +5, Sleight of Hand +6, Spellcraft +22, Use Magic Device +7

Possessions: headband of intellect +2, cloak of resistance +2

Random deflector (Su): Once per day, as an immediate action, Lystratus Vale can activate a random deflector which lasts until the beginning of his next turn. The random deflector redirects ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. Lystratus includes himself and his allies among the possible new targets. Any creature targeted by a deflected attack is attacked or affected normally as though the attack or affect had originally targeted him or her.

Spin fate (Ex): Can “spin” number of fate points equal to Fatespinner class level each day. As a free action, can use stored spin to boost save DC of a spell he casts, adding some or all stored fate points. Spin is replenished whenever Lystratus successfully rests for the day.

Wild magic: Lystratus Vale casts spells differently from any other arcane spellcaster. His caster level is reduced by 3; however, every time he casts a spell, his use of wild magic adds 1d6 to his adjusted caster level.
Power-Up Suite (arcane sight, combat readiness, fly, greater invisibility, mage armor, mirror image, see invisibility, shield – CL 9th):

Init +4; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*; miss 50% concealment, 1d4+3 images

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 
Brutaltee
CR 5

Female ogre fighter 1/ giant 4

NE Large giant 

Init +2; Senses Listen +8, Spot +1; Darkvision 60 ft., Low-light vision

Languages Common, giant 

AC 23, touch 10, flat-footed 22


(-1 size, +1 Dex, +8 armor, +5 natural)

hp 49 (5 HD);

Fort +10, Ref +3, Will +2Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares);

Melee masterwork spiked chain +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+9) or

Melee masterwork greatsword +10 (3d6+9 (19-20/x2) or

Ranged masterwork javelin +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+6)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +14

Atk Options Combat Reflexes, Power Attack

Combat Gear masterwork spiked chain, masterwork greatsword, masterwork javelin
Abilities Str 23, Dex 14, Con 18, Int 6, Wis 12, Cha 4 

Feats Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Power Attack# 

Skills Jumptotal ranks: class XX Jump +2[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear
5: The Resistance Force
Sestra
CR 6

Female human Cleric 6

CE Medium human (Oeridian)

Init +0; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 20


(+8 armor, +2 shield)

hp 48 (6 HD)

Fort +7 Ref +2 Will +9

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +6 melee (1d8+1)
Ranged ranged touch +4 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 6th):


3rd— Blindness/Deafness (DC 19), Blindness/Deafness (DC 19), Dispel Magic, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Shatter (DC 17)(D), Silence (DC 16), Sound Burst (DC 17), Sound Burst (DC 17)


1st—Cause Fear (DC 17), Doom (DC 17), Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 14, Int 8, Wis 18, Cha 12

SQ Rebuke undead 4/day
Feats Fearsome Necromancy, Greater Spell Focus (necromancy), Spell Focus (evocation), Spell Focus (necromancy)#
Skills total ranks: class XX ConC Bluff +10, Concentration +12

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork Morningstar, silver holy symbol, wooden holy symbol, periapt of wisdom +2

Power-Up Suite: (bear’s endurance, entropic shield, magic circle against good, shield of faith – CL 6th)

AC 23, touch 13, flat-footed 23


(+8 armor, +2 shield, +3 deflection)

hp 58 (6 HD); Miss chance 20% ranged

Fort +9 Ref +2 Will +9 (all saves +2 vs. good)

Skills total ranks: class XX ConC Concentration +14

Bilg and Bolg
CR 6 each

Male half-orc Barbarian 6

CE Medium humanoid (half-orc)

Init +1; Senses Listen +10, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 15, touch 11, flat-footed 15


(+1 Dex, +4 armor)

hp 66 (6 HD)

Fort +7 Ref +3 Will +3

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +12/7 melee (2d4+7)
Ranged Sling +7 ranged (1d3+5)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +11

Atk Options
Special Actions 

Combat Gear 

Special Actions Rage 2/day

Abilities Str 20, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ Uncanny Dodge, Improved Uncanny Dodge
Feats Mad Foam Rager, Power Attack, Reckless Rage

Skills total ranks: class XX ConC Jump +17, Listen +10

Possessions combat gear plus Masterwork falchion, masterwork chain shirt, sling, 50 bullets, gauntlets of ogre power

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies another rogue the ability to sneak attack the character by flanking him, unless the attacker has at least four more rogue levels than the target does.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before his senses would normally allow him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized.

Power-Up Suite: (raging)

AC 11, touch 7, flat-footed 11


(+1 Dex, +4 armor, -4 rage)

hp 84 (6 HD)

Fort +9 Ref +3 Will +6

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +15/10 melee (2d4+12)
Ranged Sling +7 ranged (1d3+8)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Special Actions Rage 2/day

Abilities Str 26, Dex 13, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +20

6: How Did We Miss That?

Adnoseuous
CR 5

Female human Necromancer 5

CE Medium human (Oeridian)

Init +5; Senses Listen +3, Spot +3

Languages Common

AC 11, touch 11, flat-footed 10


(+1 Dex)

hp 25 (5 HD)

Fort +6 Ref +3 Will +6

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

Speed 30 ft., base movement 30 ft.

Melee Dagger +2 melee (1d4)
Ranged ranged touch +3 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 5th; Necromancer: Opposed schools Enchantment and Evocation):


3rd— Empowered False Life, Haste, Slow (DC 16)


2nd— Bull’s Strength, Bull’s Strength, Empowered Ray of Enfeeblement, Split Ray of Enfeeblement


1st— Enlarge Person, Enlarge Person, Mage Armor, Ray of Enfeeblement, Shield

0— Immaterial

(Already cast

Special Actions 

Abilities Str 10, Dex 13, Con 14, Int 16, Wis 12, Cha 8

SQ Summon Familiar (rat, +2 Fortitude save, already in stat block)
Feats Alertness, Empower Spell, Improved Initiative, Metamagic School Focus (necromancy), Split Ray#
Skills total ranks: class XX ConC Concentration +10, Knowledge (any school) +8, Spellcraft +11

Possessions combat gear plus dagger, lesser metamagic rod of extend, vest of resistance +1

Power-Up Suite: (empowered false life, mage armor, shield – CL 5th)

AC 19, touch 11, flat-footed 18


(+1 Dex, +4 armor, +4 shield)

hp 25 plus 15 temporary (5 HD)

Jabberstix
CR 5

Male human Cleric 5

CE Medium human (Oeridian)

Init +0; Senses Listen +3, Spot +3

Languages Common

AC 21, touch 13, flat-footed 21


(+8 armor, +3 shield)

hp 33 (5 HD)

Fort +5 Ref +1 Will +7

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +6 melee (1d8+1)
Ranged ranged touch +4 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 5th):


3rd— Inflict Serious Wounds (DC 16), Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Bull’s Strength, Inflict Moderate Wounds (DC 15), Shatter (DC 15)(D)

1st— Bless, Divine Favor, Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 12, Int 8, Wis 16, Cha 16

SQ Rebuke undead 6/day
Feats Shield Specialization, Shield Ward, Somatic Weaponry#
Skills total ranks: class XX ConC Bluff +11, Concentration +11

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork morningstar, silver holy symbol, wooden holy symbol, cloak of charisma +2

Power-Up Suite: (bear’s endurance, bull’s strength, entropic shield, magic circle against good, shield of faith  CL 5th)

AC 23, touch 15, flat-footed 23


(+8 armor, +3 shield, +2 deflection)

hp 43 (5 HD); Miss chance 20% ranged

Fort +7 Ref +1 Will +7 (all saves +2 vs. good)

Base Atk +3; Grp +6

Special Actions 

Abilities Str 17, Dex 10, Con 16, Int 8, Wis 16, Cha 16

Skills total ranks: class XX ConC Concentration +13

Blat and Splat
CR 5 each

Male half-orc Barbarian 1/Fighter 4

CE Medium humanoid (half-orc)

Init +1; Senses Listen +5, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 22, touch 11, flat-footed 21


(+1 Dex, +8 armor, +3 shield)

hp 49 (5 HD)

Fort +8 Ref +2 Will +2

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +11 melee (1d8+7)
Ranged Sling +6 ranged (1d3+4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +9

Atk Options
Special Actions 

Combat Gear 

Special Actions Rage 1/day

Abilities Str 18, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ 
Feats Mad Foam Rager, Power Attack, Reckless Rage, Weapon Focus (mace), Weapon Specialization (mace)

Skills total ranks: class XX ConC Jump +6, Listen +5

Possessions combat gear plus Masterwork full plate, sling, 50 bullets, +1 heavy steel shield, +1 heavy mace

Power-Up Suite: (raging – bull’s strength, enlarge person – CL 5th)

AC 16, touch 5, flat-footed 16


(-1 siz, +8 armor, +3 shield, -4 rage)

hp 64 (5 HD)

Fort +11 Ref +2 Will +5

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +16 melee (2d6+13)
Ranged Sling +4 ranged (1d4+10)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +19

Abilities Str 30, Dex 11, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +12

APL 8
4: The Dragon’s Lair



Flamewing
CR 10

Male Juvenille Advanced Red Dragon

CE Large dragon (fire)

Init +0; Senses Listen +23, Spot +23, blindsense 60 ft., darkvision 120 ft., low-light vision

Languages Common, Draconic, Ignan

AC 25, touch 10, flat-footed 25


(-1 size, +1 insight, +15 natural)

hp 217 (18 HD) 

Immune Sleep, Paralysis, fire
Fort +19, Ref +14, Will +16

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

Weakness vulnerability to cold
Speed 40 ft. (8 squares), Fly 150 ft. (poor)

Melee bite +27 (2d6+9) and 2 claws +25/20 (1d8+4) and 2 wings +25 (1d6+4) and tail slap +25 (1d8+13)

Space 10 ft.; Reach 5 ft. (10 ft. with bite)

Base Atk +19; Grp +32 [+x size, +x BAB, +x Str,+x feat]
Atk Options Cleave, Great Cleave, Power Attack, Rapidstrike

Special Actions breath weapon (fire; 8d10 dmg, DC 24)

Combat Gear Ring of Silent Spells (1 charge)

Sorcerer Spells Known (CL 3rd):


1st (4/day)— Mage Armor, Shield, Alarm


0 (6/day)— Read Magic, Detect Magic, Resistance, Ghost Sound, Dancing Lights

(Already cast

Spell-Like Abilities (CL 18th):


At Will— Locate Object

Abilities Str 29[xx array, +/-x racial, +x HD boost, +x item], Dex 10[xx array, +/-x racial, +x HD boost, +x item], Con 21[xx array, +/-x racial, +x HD boost, +x item], Int 14[xx array, +/-x racial, +x HD boost, +x item], Wis 15[xx array, +/-x racial, +x HD boost, +x item], Cha 14[xx array, +/-x racial, +x HD boost, +x item]
SQ locate object
Feats Cleave, Great Cleave, Hover, Large and In Charge, Multiattack, Power Attack, Rapidstrike (claws)

Skills total ranks: class XX AppraAppraise +2, Bluff +24, Concentration +26, Diplomacy +6, Escape Artist +22, Intimidate  +4, Jump +31, Listen +24, Search +2, Sense Motive +24, Spellcraft +13, Spot +24 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus Cloak of Resistance +2, Amulet of Health +2, Dusty Rose Prism Ioun Stone, 1000 GP

Power-Up Suite: (mage armor, shield – CL 3rd):

AC 33, touch 10, flat-footed 33


(-1 size, +4 armor, +4 shield, +1 insight, +15 natural)

4: Hunter Killers

Lystratus Vale

Male Human 

CE Human Evoker 6/Wild Mage 2/Fatespinner 1
Init +1; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft
Melee Masterwork dagger +4 melee (1d4-1)

Ranged Ranged touch +5 ranged (spell)
Space 5 ft.; Reach 5 ft. 
Base Atk +4; Grp +3
Atk Options Born of the Three Thunders, Sudden Maximize

Wizard Spells Prepared: (CL 6+1d6; Evoker: prohibited schools Enchantment and Necromancy)



5—[electric] cone of cold (DC 22), dimension jumper (PHB II), quickened magic missile



4—dimension door, greater invisibility, greater invisibility, Otiluke’s resilient sphere (DC 21)


3—arcane sight, [electric] fireball (DC 20), fireball (DC 20), fly, haste


2—glitterdust (DC 18), invisibility, mirror image, [electric] scorching ray, scorching ray, see invisibility, shatter (DC 20)


1—[electric] burning hands (DC 18), combat readiness, lesser orb of electricity (SpC), mage armor, magic missile, nerveskitter (SpC), shield


0—detect magic (2), light, ray of frost, resistance

Abilities Str 8, Dex 12, Con 14, Int 22, Wis 10, Cha 8

SQ Random Deflector, Spin Fate, Wild Magic
Feats: Born of the Three Thunders, Energy Substitution (electricity), Magical Aptitude, Quicken Spell, Practiced Caster, Scribe Scroll, Spell Focus (evocation), Sudden Maximize

Skills: Concentration +14, Knowledge (arcana) +18, Knowledge (nature) +14, Knowledge (planes) +16, Knowledge (local: IBS) +10, Profession (gambler) +5, Sleight of Hand +6, Spellcraft +22, Use Magic Device +7

Possessions: headband of intellect +2, cloak of resistance +2

Random deflector (Su): Once per day, as an immediate action, Lystratus Vale can activate a random deflector which lasts until the beginning of his next turn. The random deflector redirects ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. Lystratus includes himself and his allies among the possible new targets. Any creature targeted by a deflected attack is attacked or affected normally as though the attack or affect had originally targeted him or her.

Spin fate (Ex): Can “spin” number of fate points equal to Fatespinner class level each day. As a free action, can use stored spin to boost save DC of a spell he casts, adding some or all stored fate points. Spin is replenished whenever Lystratus successfully rests for the day.

Wild magic: Lystratus Vale casts spells differently from any other arcane spellcaster. His caster level is reduced by 3; however, every time he casts a spell, his use of wild magic adds 1d6 to his adjusted caster level.
Power-Up Suite (arcane sight, combat readiness, fly, greater invisibility, mage armor, mirror image, see invisibility, shield – CL 9th):

Init +4; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*; miss 50% concealment, 1d4+3 images

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 
Feness
CR 9

Female troll rogue 6/ giant 6

NE Large giant

Init +5; Senses Listen +15, Spot +15; darkvision 60, low-light vision, scent

Languages Common, giant 

AC 22, touch 13, flat-footed 22


(-1 size, +4 Dex, +4 armor, +5 natural)

hp 153 (12 HD); regeneration 5 

Fort +15, Ref +12, Will +6

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

Speed 30 ft.;

Melee unarmed strike +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+8) or

Melee unarmed strike +13/+8 (1d4+8) and


unarmed strike +13/+8 (1d4+4) or

Melee 2 claws +10/+10 (1d6+4) and


Bite +10 (1d6+4)

Space 10 ft.; Reach 10 ft.

Base Atk +8/+3; Grp +20

Atk Options Combat Reflexes, Evasion, Improved Two-Weapon Fighting, Improved Unarmed Strike, Rend (2d6+12), Sneak Attack +3d6, Two-Weapon Fighting, Uncanny Dodge

Special Actions Trap Sense, Trapfinding
Abilities Str 26, Dex 20, Con 26, Int 6, Wis 10, Cha 4 

Feats Combat Reflexes, Improved Two-Weapon Fighting, Improved Unarmed Strike, Iron Will, # Two-Weapon Fighting

Skills Hidetotal ranks: class XX Hide +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Uncanny Dodge(Ex): You retain your Dexterity bonus to AC even if flatfooted or struck by an invisible attacker.

Trap Sense(Ex): +2 to Reflex saves and AC against traps.

Evasion(Ex): On a successful Reflex save against a magical attack, you take no damage.

Sneak Attack: Any time someone you attack is denied their Dexterity bonus to AC, or you are flanking them, you inflict an extra 3d6 damage.  Ranged attacks must be within 30 feet to gain this, and this extra damage is not increased on a critical hit. Creatures that are immune to critical hits ignore this damage, as do creatures with concealment

Trapfinding(Ex): You can use the Search skill to locate traps when the task has a DC higher than 20. You can use the Disable Device skill to disarm magic traps.

Regeneration(Ex): Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rend(Ex): If you hit with both claw attacks, you latch onto your opponent's body and tear the flesh, dealing an additional 2d6+12 points of damage.
5: The Resistance Force

Sestra
CR 6

Female human Cleric 6

CE Medium human (Oeridian)

Init +0; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 20


(+8 armor, +2 shield)

hp 48 (6 HD)

Fort +7 Ref +2 Will +9

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +6 melee (1d8+1)
Ranged ranged touch +4 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 6th):


3rd— Blindness/Deafness (DC 19), Blindness/Deafness (DC 19), Dispel Magic, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Shatter (DC 17)(D), Silence (DC 16), Sound Burst (DC 17), Sound Burst (DC 17)


1st—Cause Fear (DC 17), Doom (DC 17), Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 14, Int 8, Wis 18, Cha 12

SQ Rebuke undead 4/day
Feats Fearsome Necromancy, Greater Spell Focus (necromancy), Spell Focus (evocation), Spell Focus (necromancy)#
Skills total ranks: class XX ConC Bluff +10, Concentration +12

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork Morningstar, silver holy symbol, wooden holy symbol, periapt of wisdom +2

Power-Up Suite: (bear’s endurance, entropic shield, magic circle against good, shield of faith – CL 6th)

AC 23, touch 13, flat-footed 23


(+8 armor, +2 shield, +3 deflection)

hp 58 (6 HD); Miss chance 20% ranged

Fort +9 Ref +2 Will +9 (all saves +2 vs. good)

Skills total ranks: class XX ConC Concentration +14

Bilg and Bolg
CR 6 each

Male half-orc Barbarian 6

CE Medium humanoid (half-orc)

Init +1; Senses Listen +10, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 15, touch 11, flat-footed 15


(+1 Dex, +4 armor)

hp 66 (6 HD)

Fort +7 Ref +3 Will +3

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +12/7 melee (2d4+7)
Ranged Sling +7 ranged (1d3+5)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +11

Atk Options
Special Actions 

Combat Gear 

Special Actions Rage 2/day

Abilities Str 20, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ Uncanny Dodge, Improved Uncanny Dodge
Feats Mad Foam Rager, Power Attack, Reckless Rage

Skills total ranks: class XX ConC Jump +17, Listen +10

Possessions combat gear plus Masterwork falchion, masterwork chain shirt, sling, 50 bullets, gauntlets of ogre power

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies another rogue the ability to sneak attack the character by flanking him, unless the attacker has at least four more rogue levels than the target does.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before his senses would normally allow him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized.

Power-Up Suite: (raging)

AC 11, touch 7, flat-footed 11


(+1 Dex, +4 armor, -4 rage)

hp 84 (6 HD)

Fort +9 Ref +3 Will +6

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +15/10 melee (2d4+12)
Ranged Sling +7 ranged (1d3+8)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Special Actions Rage 2/day

Abilities Str 26, Dex 13, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +20

6: How Did We Miss That?

Adnoseuous
CR 7

Female human Necromancer 7

CE Medium human (Oeridian)

Init +5; Senses Listen +3, Spot +3

Languages Common

AC 11, touch 11, flat-footed 10


(+1 Dex)

hp 35 (7 HD)

Fort +8 Ref +5 Will +8

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

Speed 30 ft., base movement 30 ft.

Melee Dagger +3 melee (1d4)
Ranged ranged touch +4 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 7th; Necromancer: Opposed schools Enchantment and Evocation):


4th— Fear (DC 18), Greater Invisibility

3rd— Empowered False Life, Empowered Split Ray of Enfeeblement, Haste, Slow (DC 16)


2nd— Bull’s Strength, Bull’s Strength, Empowered Ray of Enfeeblement, Glitterdust (DC 15), See Invisibility


1st— Enlarge Person, Enlarge Person, Grease, Mage Armor, Ray of Enfeeblement, Shield

0— Immaterial

(Already cast

Special Actions 

Abilities Str 10, Dex 13, Con 14, Int 16, Wis 12, Cha 8

SQ Summon Familiar (rat, +2 Fortitude save, already in stat block)
Feats Alertness, Empower Spell, Improved Initiative, Metamagic School Focus (necromancy), Spell Focus (necromancy), Split Ray#
Skills total ranks: class XX ConC Concentration +12, Knowledge (any school) +10, Spellcraft +13

Possessions combat gear plus dagger, lesser metamagic rod of extend, vest of resistance +2

Power-Up Suite: (empowered false life, greater invisibility, mage armor, shield – CL 7th)

AC 19, touch 11, flat-footed 18


(+1 Dex, +4 armor, +4 shield)

hp 35 plus 18 temporary (5 HD); Miss chance 50% concealment

Jabberstix
CR 7

Male human Cleric 7

CE Medium human (Oeridian)

Init +0; Senses Listen +3, Spot +3

Languages Common

AC 21, touch 13, flat-footed 21


(+8 armor, +3 shield)

hp 45 (7 HD)

Fort +7 Ref +3 Will +9

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +8 melee (1d8+1)
Ranged ranged touch +6 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +6

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 7th):


4th— Divine Power, Unholy Blight (DC 17)(D) 


3rd— Inflict Serious Wounds (DC 16), Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Inflict Moderate Wounds (DC 15), Inflict Moderate Wounds (DC 15), Shatter (DC 15)(D)

1st— Bless, Divine Favor, Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 12, Int 8, Wis 16, Cha 16

SQ Rebuke undead 6/day
Feats Divine Shield, Shield Specialization, Shield Ward, Somatic Weaponry#
Skills total ranks: class XX ConC Bluff +11, Concentration +11

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork morningstar, silver holy symbol, wooden holy symbol, cloak of charisma +2, vest of resistance +1

Power-Up Suite: (divine shield - bear’s endurance, divine power, entropic shield, magic circle against good, shield of faith – CL 7th)

AC 27, touch 19, flat-footed 27


(+8 armor, +6 shield, +3 deflection)

hp 55 (7 HD)

Fort +7 Ref +3 Will +9 (all saves +2 vs. good)

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +13/8 melee (1d8+4)
Ranged ranged touch +8 ranged (spell)

Base Atk +7; Grp +11

Abilities Str 19, Dex 10, Con 16, Int 8, Wis 16, Cha 16

Skills total ranks: class XX ConCConcentration +13

Blat and Splat
CR 7 each

Male half-orc Barbarian 1/Fighter 6

CE Medium humanoid (half-orc)

Init +1; Senses Listen +5, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 24, touch 12, flat-footed 23


(+1 Dex, +9 armor, +3 shield, +1 deflection)

hp 65 (7 HD)

Fort +9 Ref +3 Will +3

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +13/8 melee (1d8+7)
Ranged Sling +8/3 ranged (1d3+4)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +11

Atk Options Brutal Strike

Special Actions 

Combat Gear 

Special Actions Rage 1/day

Abilities Str 18, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ 
Feats Blind-Fight, Brutal Strike, Mad Foam Rager, Power Attack, Reckless Rage, Weapon Focus (mace), Weapon Specialization (mace)

Skills total ranks: class XX ConC Jump +8, Listen +5

Possessions combat gear plus sling, 50 bullets, +1 full plate, +1 heavy steel shield, +1 heavy mace, ring of protection +1

Power-Up Suite: (raging – bull’s strength, enlarge person – CL 7th)

AC 18, touch 6, flat-footed 18


(-1 siz, +9 armor, +3 shield, +1 deflection, -4 rage)

hp 86 (7 HD)

Fort +12 Ref +3 Will +6

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +18/13 melee (2d6+13)
Ranged Sling +6/1 ranged (1d4+10)

Space 10 ft.; Reach 10 ft.

Base Atk +7; Grp +21

Abilities Str 30, Dex 11, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +14

APL 10
4: The Dragon’s Lair



Flamewing
CR 13

Male Young Adult Advanced Red Dragon

CE Huge dragon (fire)

Init +0; Senses Listen +24, Spot +29, blindsense 60 ft., darkvision 120 ft., low-light vision

Languages Common, Draconic, Ignan

AC 27, touch 9, flat-footed 27


(-2 size, +1 insight, +18 natural)

hp 227 (19 HD) 

Immune Sleep, Paralysis, fire
Fort +20, Ref +14, Will +16

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

Weakness vulnerability to cold
Speed 40 ft. (8 squares), Fly 150 ft. (poor)

Melee bite +27 (2d6+10) and 2 claws +25/+20 (1d8+5) and 2 wings +25 (1d6+5) and tail slap +25 (1d8+15)

Space 15 ft.; Reach 10 ft. (15 ft. with bite)

Base Atk +19; Grp +37 [+x size, +x BAB, +x Str,+x feat]
Atk Options Cleave, Great Cleave, Power Attack

Special Actions breath weapon (fire; 10d10 dmg, DC 24)

Combat Gear Ring of Silent Spells (1/day), Mantle of Second Chances (1/day)

Sorcerer Spells Known (CL 5th):


2nd (4/day)— Scintillating Scales, Invisibility


1st (6/day)— Mage Armor, Shield, Alarm, Nerveskitter


0 (6/day)— Read Magic, Detect Magic, Resistance, Ghost Sound, Dancing Lights

(Already cast

Spell-Like Abilities (CL 19th):


At Will— Locate Object

Abilities Str 31[xx array, +/-x racial, +x HD boost, +x item], Dex 10[xx array, +/-x racial, +x HD boost, +x item], Con 23[xx array, +/-x racial, +x HD boost, +x item], Int 14[xx array, +/-x racial, +x HD boost, +x item], Wis 15[xx array, +/-x racial, +x HD boost, +x item], Cha 14[xx array, +/-x racial, +x HD boost, +x item]
SQ locate object
Feats Cleave, Great Cleave, Hover, Large and In Charge, Multiattack, Power Attack, Rapidstrike (claws)

Skills total ranks: class XX AppraAppraise +2, Bluff +2, Concentration +27, Diplomacy +4, Escape Artist +0, Hide +3, Intimidate +2, Jump +80, Listen +24, Move Silently +11, Search +2, Sense Motive +24, Spellcraft +13, Spot +29 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus Vest of Resistance +3, Amulet of Health +2, Dusty Rose Prism Ioun Stone, Eyes of the Eagle

Power-Up Suite: (mage armor, scintillating scales, shield – CL 5th):

AC 35, touch 27, flat-footed 35


(-2 size, +4 armor, +4 shield, +1 insight, +18 deflection)

4: Hunter Killers

Lystratus Vale

Male Human 

CE Human Evoker 6/Wild Mage 2/Fatespinner 1
Init +1; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft
Melee Masterwork dagger +4 melee (1d4-1)

Ranged Ranged touch +5 ranged (spell)
Space 5 ft.; Reach 5 ft. 
Base Atk +4; Grp +3
Atk Options Born of the Three Thunders, Sudden Maximize

Wizard Spells Prepared: (CL 6+1d6; Evoker: prohibited schools Enchantment and Necromancy)

5—[electric] cone of cold (DC 22), dimension jumper (PHB II), quickened magic missile

4—dimension door, greater invisibility, greater invisibility, Otiluke’s resilient sphere (DC 21)
3—arcane sight, [electric] fireball (DC 20), fireball (DC 20), fly, haste
2—glitterdust (DC 18), invisibility, mirror image, [electric] scorching ray, scorching ray, see invisibility, shatter (DC 20)
1—[electric] burning hands (DC 18), combat readiness, lesser orb of electricity (SpC), mage armor, magic missile, nerveskitter (SpC), shield
0—detect magic (2), light, ray of frost, resistance

Abilities Str 8, Dex 12, Con 14, Int 22, Wis 10, Cha 8

SQ Random Deflector, Spin Fate, Wild Magic
Feats: Born of the Three Thunders, Energy Substitution (electricity), Magical Aptitude, Quicken Spell, Practiced Caster, Scribe Scroll, Spell Focus (evocation), Sudden Maximize

Skills: Concentration +14, Knowledge (arcana) +18, Knowledge (nature) +14, Knowledge (planes) +16, Knowledge (local: IBS) +10, Profession (gambler) +5, Sleight of Hand +6, Spellcraft +22, Use Magic Device +7

Possessions: headband of intellect +2, cloak of resistance +2

Random deflector (Su): Once per day, as an immediate action, Lystratus Vale can activate a random deflector which lasts until the beginning of his next turn. The random deflector redirects ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. Lystratus includes himself and his allies among the possible new targets. Any creature targeted by a deflected attack is attacked or affected normally as though the attack or affect had originally targeted him or her.

Spin fate (Ex): Can “spin” number of fate points equal to Fatespinner class level each day. As a free action, can use stored spin to boost save DC of a spell he casts, adding some or all stored fate points. Spin is replenished whenever Lystratus successfully rests for the day.

Wild magic: Lystratus Vale casts spells differently from any other arcane spellcaster. His caster level is reduced by 3; however, every time he casts a spell, his use of wild magic adds 1d6 to his adjusted caster level.
Power-Up Suite (arcane sight, combat readiness, fly, greater invisibility, mage armor, mirror image, see invisibility, shield – CL 9th):

Init +4; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*; miss 50% concealment, 1d4+3 images

hp 46 (9 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 
Feness
CR 9

Female troll rogue 6/ giant 6

NE Large giant

Init +5; Senses Listen +15, Spot +15; darkvision 60, low-light vision, scent

Languages Common, giant 

AC 22, touch 13, flat-footed 22


(-1 size, +4 Dex, +4 armor, +5 natural)

hp 153 (12 HD); regeneration 5 

Fort +15, Ref +12, Will +6

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

Speed 30 ft.;

Melee unarmed strike +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+8) or

Melee unarmed strike +13/+8 (1d4+8) and


unarmed strike +13/+8 (1d4+4) or

Melee 2 claws +10/+10 (1d6+4) and


Bite +10 (1d6+4)

Space 10 ft.; Reach 10 ft.

Base Atk +8/+3; Grp +20

Atk Options Combat Reflexes, Evasion, Improved Two-Weapon Fighting, Improved Unarmed Strike, Rend (2d6+12), Sneak Attack +3d6, Two-Weapon Fighting, Uncanny Dodge

Special Actions Trap Sense, Trapfinding
Abilities Str 26, Dex 20, Con 26, Int 6, Wis 10, Cha 4 

Feats Combat Reflexes, Improved Two-Weapon Fighting, Improved Unarmed Strike, Iron Will, # Two-Weapon Fighting

Skills Hidetotal ranks: class XX Hide +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Uncanny Dodge(Ex): You retain your Dexterity bonus to AC even if flatfooted or struck by an invisible attacker.

Trap Sense(Ex): +2 to Reflex saves and AC against traps.

Evasion(Ex): On a successful Reflex save against a magical attack, you take no damage.

Sneak Attack: Any time someone you attack is denied their Dexterity bonus to AC, or you are flanking them, you inflict an extra 3d6 damage.  Ranged attacks must be within 30 feet to gain this, and this extra damage is not increased on a critical hit. Creatures that are immune to critical hits ignore this damage, as do creatures with concealment

Trapfinding(Ex): You can use the Search skill to locate traps when the task has a DC higher than 20. You can use the Disable Device skill to disarm magic traps.

Regeneration(Ex): Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rend(Ex): If you hit with both claw attacks, you latch onto your opponent's body and tear the flesh, dealing an additional 2d6+12 points of damage.
Arrow Demon Elite
CR 9

CE Medium Outsider (Chaotic, Evil, Tanar’ri) fighter 1

Init +6; Senses darkvision 60 ft.; Listen +16, Spot +17

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 25, touch 16, flat-footed 19


(+6 Dex, +5 natural, +4 armor)

hp 171 (11 HD); DR 5/cold iron and good 

Immune to electricity and poison

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

Fort +21 (immune to poison), Ref +14, Will +10

Race F+8, R+8, W+8; Class F+2, R+0, W+0; Abilities Con +11, Dex +6, Wis +2; other bonuses

Speed 40 ft;

Melee claw +17[+/-0 size, +11 BAB, +6 Str, +0 weapon, +0 feat] (1d6+6) or

Melee 4 claws +17 (1d6+6)

Ranged 2 Large +1 composite great bows (+6 Str bonus) +17/+17[+/-0 size, +11 BAB, +6 Dex, +1 weapon, +1 feat, -2ability] (2d8+6/x3) or

Ranged 2 Large +1 composite great bows (+6 Str bonus) +17/+17/+12/+12/+8/+8 (2d8+6/x3) or Rapid Shot: +15/+15/+15/+15/+10/+10/+6/+6 (2d8+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +18

Atk Options Point Blank Shot, Precise Shot, Rapid Shot, Many Shot

Special Actions Summon Tanar’ri
Spell-Like Abilities (CL 11th):


4th— At will- dimension door (self plus 50 pounds of objects only)
Abilities Str 23, Dex 23, Con 32, Int 14, Wis 16, Cha 12 

SQ darkvision 60 ft., telepathy 100 ft.
Feats Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Great Bow), Many Shot

Skills Balance +19, Bluff +14, Climb +20, Concentration +23, Hide +19, Jump +24, Listen +16, Move Silently +19, Sense Motive +16, Spot +17total ranks: class 84 
Possessions 2 Large +1 composite great bows (+6 Str bonus) 

Close Combat Shot (Ex) An arrow demon does not incur attacks of opportunity for firing a bow while threatened.  In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex) Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Summon Tanar’ri (Sp) Once per day, an arrow demon can either automatically summon 1d6 dretches or attempt to summon another arrow demon with a 35% chance of success.  This ability is the equivalent of a 4th-level spell.
Symmetrical Archery (Ex) The arrow demon has an amazing ability to wield two bows at once in unison.  Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all its attack rolls that round.  For example, when making an attack action, an arrow demon can fire one arrow from each bow for each of its normal iterative attacks (three arrows from each bow, each shaft at a -2 penalty).  The statistics block above already includes these bonuses.  The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.
Telepathy (Su) Arrow demons can communicate telepathically with any creature within 100 feet that has a language.
5: The Resistance Force

Sestra
CR 9

Female human Cleric 9

CE Medium human (Oeridian)

Init +0; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 20


(+8 armor, +2 shield)

hp 69 (9 HD)

Fort +9 Ref +4 Will +11

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +8/3 melee (1d8+1)
Ranged ranged touch +6 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +7

Atk Options
Special Actions 

Combat Gear wand of inflict moderate wounds

Cleric Spells Prepared (CL 9th):


5th— Dispel Good, Slay Living (DC 21)


4th— Freedom of Movement, Poison (DC 20), Recitation, Unholy Blight (DC 20)


3rd— Blindness/Deafness (DC 19), Blindness/Deafness (DC 19), Dispel Magic, Dispel Magic, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Shatter (DC 18)(D), Silence (DC 16), Sound Burst (DC 18), Sound Burst (DC 18), Sound Burst (DC 18)


1st— Cause Fear (DC 17), Doom (DC 17), Doom (DC 17), Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 14, Int 8, Wis 19, Cha 12

SQ Rebuke undead 4/day
Feats Fearsome Necromancy, Greater Spell Focus (evocation), Greater Spell Focus (necromancy), Spell Focus (evocation), Spell Focus (necromancy)#
Skills total ranks: class XX ConC Bluff +12, Concentration +14

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork Morningstar, silver holy symbol, wooden holy symbol, periapt of wisdom +2, vest of resistance +1

Power-Up Suite: (bear’s endurance, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 9th)

AC 23, touch 13, flat-footed 23


(+8 armor, +2 shield, +3 deflection)

hp 87 (9 HD); Miss chance 20% ranged

Fort +11 Ref +4 Will +11 (all saves +2 vs. good)

Skills total ranks: class XX ConC Concentration +14

Bilg and Bolg
CR 9 each

Male half-orc Barbarian 9

CE Medium humanoid (half-orc)

Init +1; Senses Listen +13, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 15, touch 11, flat-footed 15


(+1 Dex, +4 armor)

hp 93 (9 HD); DR 2/-

Fort +10 Ref +6 Will +6

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

Speed 40 ft., base movement 40 ft.

Melee +1 falchion +15/10 melee (2d4+8)
Ranged Sling +10 ranged (1d3+5)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +14

Atk Options
Special Actions 

Combat Gear 

Special Actions Rage 3/day

Abilities Str 20, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ Uncanny Dodge, Improved Uncanny Dodge
Feats Greater Resiliency, Mad Foam Rager, Power Attack, Reckless Rage

Skills total ranks: class XX ConC Jump +20, Listen +13

Possessions combat gear plus Masterwork chain shirt, sling, 50 bullets, gauntlets of ogre power, +1 falchion, vest of resistance +2

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies another rogue the ability to sneak attack the character by flanking him, unless the attacker has at least four more rogue levels than the target does.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before his senses would normally allow him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized.

Power-Up Suite: (raging)

AC 11, touch 7, flat-footed 11


(+1 Dex, +4 armor, -4 rage)

hp 120 (9 HD); DR 2/-

Fort +13 Ref +6 Will +9

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +18/13 melee (2d4+13)
Ranged Sling +10 ranged (1d3+8)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +17

Special Actions Rage 3/day

Abilities Str 26, Dex 13, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +23

6: How Did We Miss That?

Adnoseuous
CR 9

Female human Necromancer 9

CE Medium human (Oeridian)

Init +6; Senses Listen +3, Spot +3

Languages Common

AC 12, touch 12, flat-footed 10


(+2 Dex)

hp 45 (9 HD)

Fort +9 Ref +7 Will +9

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

Speed 30 ft., base movement 30 ft.

Melee Dagger +4 melee (1d4)
Ranged ranged touch +6 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 9th; Necromancer: Opposed schools Enchantment and Evocation):


5th— Split Ray Enervation, Symbol of Pain (DC 20)


4th— Dimension Door, Fear (DC 19), Greater Invisibility, Split Ray of Exhaustion (DC 18)


3rd— Dispel Magic, Empowered False Life, Split Ray of Enfeeblement, Haste, Slow (DC 17)


2nd— Bull’s Strength, Bull’s Strength, Glitterdust (DC 16), Mirror Image, See Invisibility


1st— Enlarge Person, Enlarge Person, Grease, Mage Armor, Ray of Enfeeblement, Shield

0— Immaterial

(Already cast

Special Actions 

Abilities Str 10, Dex 14, Con 14, Int 18, Wis 12, Cha 8

SQ Summon Familiar (rat, +2 Fortitude save, already in stat block)
Feats Alertness, Empower Spell, Fearsome Necromancy, Improved Initiative, Metamagic School Focus (necromancy), Spell Focus (necromancy), Split Ray#
Skills total ranks: class XX ConC Concentration +14, Knowledge (any school) +12, Spellcraft +15

Possessions combat gear plus dagger, lesser metamagic rod of extend, vest of resistance +2, headband of intellect +2

Power-Up Suite: (empowered false life, greater invisibility, mage armor, mirror image, shield – CL 9th)

AC 20, touch 12, flat-footed 18


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

hp 45 plus 18 temporary (5 HD); Miss chance 50% concealment

Jabberstix
CR 9

Male human Cleric 9

CE Medium human (Oeridian)

Init +0; Senses Listen +3, Spot +3

Languages Common

AC 21, touch 13, flat-footed 21


(+8 armor, +3 shield)

hp 57 (9 HD)

Fort +8 Ref +4 Will +11

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +10/5 melee (1d8+1)
Ranged ranged touch +7 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8

Atk Options Divine Might

Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 9th):


5th— Dispel Good (D), Symbol of Sleep (DC 19)


4th— Divine Power, Freedom of Movement, Recitation, Unholy Blight (DC 18)(D) 


3rd— Inflict Serious Wounds (DC 17), Inflict Serious Wounds (DC 17), Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Inflict Moderate Wounds (DC 16), Inflict Moderate Wounds (DC 16), Inflict Moderate Wounds (DC 16), Shatter (DC 16)(D)

1st— Bane (DC 15), Bless, Divine Favor, Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 14, Dex 10, Con 12, Int 8, Wis 18, Cha 16

SQ Rebuke undead 6/day
Feats Divine Might, Divine Shield, Shield Specialization, Shield Ward, Somatic Weaponry#
Skills total ranks: class XX ConC Bluff +15, Concentration +13

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork morningstar, silver holy symbol, wooden holy symbol, cloak of charisma +2, periapt of wisdom +2, vest of resistance +1

Power-Up Suite: (divine might, divine shield - bear’s endurance, divine power, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 9th)

AC 27, touch 19, flat-footed 27


(+8 armor, +6 shield, +3 deflection)

hp 75 (9 HD); Miss chance 20% ranged

Fort +10 Ref +4 Will +11 (all saves +2 vs. good)

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

Melee Masterwork morningstar +16/11 melee (1d8+8)
Ranged ranged touch +10 ranged (spell)

Base Atk +9; Grp +14

Abilities Str 20, Dex 10, Con 16, Int 8, Wis 18, Cha 16

Blat and Splat
CR 9 each

Male half-orc Barbarian 1/Fighter 8

CE Medium humanoid (half-orc)

Init +6; Senses Listen +5, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 25, touch 13, flat-footed 23


(+2 Dex, +9 armor, +3 shield, +1 deflection)

hp 81 (9 HD)

Fort +10 Ref +4 Will +3

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +17/12 melee (1d8+9)
Ranged Sling +11/6 ranged (1d3+4)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +13

Atk Options Brutal Strike

Special Actions 

Combat Gear 

Special Actions Rage 1/day

Abilities Str 18, Dex 14, Con 14, Int 6, Wis 12, Cha 8

SQ 
Feats Blind-Fight, Brutal Strike, Improved Initiative, Mad Foam Rager, Melee Weapon Mastery (bludgeoning), Power Attack, Reckless Rage, Weapon Focus (mace), Weapon Specialization (mace)

Skills total ranks: class XX ConC Jump +10, Listen +5

Possessions combat gear plus sling, 50 bullets, +1 full plate, +1 heavy steel shield, +1 heavy mace, ring of protection +1, armbands of might

Power-Up Suite: (raging – bull’s strength, enlarge person)

AC 19, touch 7, flat-footed 18


(-1 siz, +1 Dex, +9 armor, +3 shield, +1 deflection, -4 rage)

hp 108 (9 HD)

Fort +13 Ref +4 Will +6

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

Speed 30 ft., base movement 40 ft.

Melee +1 heavy mace +20/15 melee (2d6+19) includes Power Attack for 2
Ranged Sling +9/4 ranged (1d4+10)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +23

Abilities Str 30, Dex 12, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +15

APL 12
4: The Dragon’s Lair



Flamewing
CR 15

Male Advanced Adult Red Dragon

CE Huge dragon (fire)

Init +2; Senses Listen +29, Spot +34, blindsense 60 ft., darkvision 120 ft., low-light vision

Languages Common, Draconic, Ignan

AC 30, touch 9, flat-footed 30

(-2 size, +1 insight, +21 natural)

hp 324 (24 HD); DR 5/magic 

Immune Sleep, Paralysis, fire

SR 21

Fort +26, Ref +19, Will +23

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

Weakness vulnerability to cold
Speed 40 ft. (8 squares), Fly 150 ft. (poor)

Melee bite +34 (2d6+12) and 2 claws +32/+27/+22 (1d8+6) and 2 wings +32/+27 (1d6+6) and tail slap +32 (1d8+18)

Space 15 ft.; Reach 10 ft. (15 ft. with bite)

Base Atk +24; Grp +43[+x size, +x BAB, +x Str,+x feat]
Atk Options Cleave, Great Cleave, Power Attack

Special Actions breath weapon (fire; 12d10 dmg, DC 26), Frightful Presence (DC 24), Crush 2d6+16

Combat Gear Ring of Silent Spells (1/day), Mantle of Second Chances (1/day)

Sorcerer Spells Known (CL 7th):


3rd (4/day)— Haste, Anticipate Teleportation


2nd (7/day)— Scintillating Scales, Invisibility, Mirror Image


1st (7/day)— Mage Armor, Shield, Alarm, Nerveskitter, Combat Readiness, Protection from Law


0 (6/day)— Read Magic, Detect Magic, Resistance, Ghost Sound, Dancing Lights

(Already cast

Spell-Like Abilities (CL 22nd):


At Will— Locate Object

Abilities Str 35[xx array, +/-x racial, +x HD boost, +x item], Dex 10[xx array, +/-x racial, +x HD boost, +x item], Con 25[xx array, +/-x racial, +x HD boost, +x item], Int 16[xx array, +/-x racial, +x HD boost, +x item], Wis 19[xx array, +/-x racial, +x HD boost, +x item], Cha 16[xx array, +/-x racial, +x HD boost, +x item]
SQ locate object
Feats Cleave, Great Cleave, Hover, Large and In Charge, Multiattack, Power Attack, Rapidstrike (claws), Rapidstrike (wings), Improved Rapidstrike (claws)

Skills total ranks: class XX AppraAppraise +3, Bluff +30, Concentration +32, Diplomacy +7, Escape Artist +0, Hide +5, Intimidate +5, Jump +86, Listen +31, Move Silently +13, Search +3, Sense Motive +31, Spellcraft +16, Spot +31[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus Vest of Resistance +5, Amulet of Health +4, Dusty Rose Prism Ioun Stone, Eyes of the Eagle, Pale Blue Rhomboid Ioun Stone

Power-Up Suite: (anticipate teleportation, haste, mage armor, mirror image, scintillating scales, shield – CL 7th):

AC 38, touch 30, flat-footed 38


(-2 size, +4 armor, +4 shield, +1 insight, +21 deflection)

Miss Chance 1d4+2 mirror images

Ref +20
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 70 ft. (14 squares), Fly 180 ft. (poor)

Melee bite +35/+35 (2d6+12) and 2 claws +33/+28/+23 (1d8+6) and 2 wings +33/+28 (1d6+6) and tail slap +33 (1d8+18)

4: Hunter Killers

Lystratus Vale

Male Human 

CE Human Evoker 6/Wild Mage 3/Fatespinner 4
Init +1; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 11, touch 11, flat-footed 11

hp 66 (13 HD); 

Fort +8, Ref +9, Will +12
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 

Melee Masterwork dagger +6 melee (1d4-1)

Ranged Ranged touch +7 ranged (spell)
Space 5 ft.; Reach 5 ft. 
Base Atk +6; Grp +5
Atk Options Born of the Three Thunders

Wizard Spells Prepared: (CL 10+1d6; Evoker: prohibited schools Enchantment and Necromancy)



7—[electric] delayed blast fireball (DC 25), spell turning, stun ray (SpC)


6—chain lightning (DC 24), greater dispel magic, quickened [electric] scorching ray, quickened glitterdust


5—arc of lightning, [electric] cone of cold (DC 23), dimension jumper (PHB II), quickened magic missile, teleport



4—dimension door, Evard’s black tentacles, greater invisibility, greater invisibility, orb of cold (SpC), Otiluke’s resilient sphere (DC 22)


3—arcane sight, [electric] fireball (DC 21), fireball (DC 21), fly, haste, lightning bolt (DC 21), slow


2—fireburst, glitterdust, invisibility, mirror image, [electric] scorching ray, see invisibility, shatter (DC 20)


1—[electric] burning hands (DC 19), combat readiness, lesser orb of electricity (SpC), mage armor, magic missile, nerveskitter (SpC), shield


0—detect magic (2), light, ray of frost, resistance

Abilities Str 8, Dex 12, Con 14, Int 25, Wis 10, Cha 8

SQ Deny Fate, Fickle Finger of Fate, Random Deflector, Resist Fate, Spin Fate, Spin Destiny, Spin Fate, Student of Chaos, Wild Magic
Feats: Born of the Three Thunders, Energy Substitution (electricity), Magical Aptitude, Quicken Spell, Practiced Caster, Scribe Scroll, Spell Focus (evocation), Sudden Maximize

Skills: Concentration +18, Knowledge (arcana) +23, Knowledge (nature) +15, Knowledge (planes) +17, Knowledge (local: IBS) +11, Profession (gambler) +11, Sleight of Hand +12, Spellcraft +27, Use Magic Device +13;

Possessions: headband of intellect +4, cloak of resistance +2, ring of counterspells (greater dispel magic), metamagic rod of enlarge, potion of shield of faith (CL 6th)
Active Spells: Contingency (CL 14th): If Lystratus Vale is reduced below 30 hit points, he and his gear are teleported to Dorakaa.
Deny fate (Ex): Once per day, on the first occasion when Lystratus must make a check to become stable while dying, the check automatically succeeds.

Fickle finger of fate (Ex): Once per day as an immediate action, Lystratus can force any other creature—friend or enemy—to reroll a roll that it has just made. He must have line of sight to the creature to be affected, and that creature must abide by the result of the reroll, whether it’s higher or lower than the original roll.

Random deflector (Su): Once per day, as an immediate action, Lystratus Vale can activate a random deflector which lasts until the beginning of his next turn. The random deflector redirects ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. Lystratus includes himself and his allies among the possible new targets. Any creature targeted by a deflected attack is attacked or affected normally as though the attack or affect had originally targeted him or her.
Resist fate (Ex): Once per day, Lystratus can reroll one roll that he has just made. He must abide by the result of the reroll, even if it’s worse than the original roll.

Spin destiny (Ex): Before making the roll, Lystratus can apply any number of available spin points to any skill check, attack roll, or saving throw that he attempts on a point-for-point basis. The spin utilized comes from the same limited reservoir of karma that allows him to adjust the DC of his spells.
Spin fate (Ex): Can “spin” number of fate points equal to Fatespinner class level each day. As a free action, can use stored spin to boost save DC of a spell he casts, adding some or all stored fate points. Spin is replenished whenever Lystratus successfully rests for the day.

Student of chaos (Ex): Whenever Lystratus uses a magic item that offers a randomly determined effect, he can roll twice and choose between the two results.

Wild magic: Lystratus Vale casts spells differently from any other arcane spellcaster. His caster level is reduced by 3; however, every time he casts a spell, his use of wild magic adds 1d6 to his adjusted caster level.

Power-Up Suite (arcane sight, combat readiness, fly, greater invisibility, mage armor, mirror image, see invisibility, shield, shield of faith, spell turning – CL 13th):

Init +5; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22, touch 14, flat-footed 21; miss 50% concealment, 1d4+4 images

hp 66 (13 HD); 

Fort +6, Ref +8, Will +9
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 

Feness
CR 9

Female troll rogue 6/ giant 6

NE Large giant

Init +5; Senses Listen +15, Spot +15; darkvision 60, low-light vision, scent

Languages Common, giant 

AC 22, touch 13, flat-footed 22


(-1 size, +4 Dex, +4 armor, +5 natural)

hp 153 (12 HD); regeneration 5 

Fort +15, Ref +12, Will +6

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

Speed 30 ft.;

Melee unarmed strike +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+8) or

Melee unarmed strike +13/+8 (1d4+8) and


unarmed strike +13/+8 (1d4+4) or

Melee 2 claws +10/+10 (1d6+4) and


Bite +10 (1d6+4)

Space 10 ft.; Reach 10 ft.

Base Atk +8/+3; Grp +20

Atk Options Combat Reflexes, Evasion, Improved Two-Weapon Fighting, Improved Unarmed Strike, Rend (2d6+12), Sneak Attack +3d6, Two-Weapon Fighting, Uncanny Dodge

Special Actions Trap Sense, Trapfinding
Abilities Str 26, Dex 20, Con 26, Int 6, Wis 10, Cha 4 

Feats Combat Reflexes, Improved Two-Weapon Fighting, Improved Unarmed Strike, Iron Will, # Two-Weapon Fighting

Skills Hidetotal ranks: class XX Hide +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Uncanny Dodge(Ex): You retain your Dexterity bonus to AC even if flatfooted or struck by an invisible attacker.

Trap Sense(Ex): +2 to Reflex saves and AC against traps.

Evasion(Ex): On a successful Reflex save against a magical attack, you take no damage.

Sneak Attack: Any time someone you attack is denied their Dexterity bonus to AC, or you are flanking them, you inflict an extra 3d6 damage.  Ranged attacks must be within 30 feet to gain this, and this extra damage is not increased on a critical hit. Creatures that are immune to critical hits ignore this damage, as do creatures with concealment

Trapfinding(Ex): You can use the Search skill to locate traps when the task has a DC higher than 20. You can use the Disable Device skill to disarm magic traps.

Regeneration(Ex): Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rend(Ex): If you hit with both claw attacks, you latch onto your opponent's body and tear the flesh, dealing an additional 2d6+12 points of damage.
Arrow Demon Elite
CR 9

CE Medium Outsider (Chaotic, Evil, Tanar’ri) fighter 1

Init +6; Senses darkvision 60 ft.; Listen +16, Spot +17

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 25, touch 16, flat-footed 19


(+6 Dex, +5 natural, +4 armor)

hp 171 (11 HD); DR 5/cold iron and good 

Immune to electricity and poison

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

Fort +21 (immune to poison), Ref +14, Will +10

Race F+8, R+8, W+8; Class F+2, R+0, W+0; Abilities Con +11, Dex +6, Wis +2; other bonuses

Speed 40 ft;

Melee claw +17[+/-0 size, +11 BAB, +6 Str, +0 weapon, +0 feat] (1d6+6) or

Melee 4 claws +17 (1d6+6)

Ranged 2 Large +1 composite great bows (+6 Str bonus) +17/+17[+/-0 size, +11 BAB, +6 Dex, +1 weapon, +1 feat, -2ability] (2d8+6/x3) or

Ranged 2 Large +1 composite great bows (+6 Str bonus) +17/+17/+12/+12/+8/+8 (2d8+6/x3) or Rapid Shot: +15/+15/+15/+15/+10/+10/+6/+6 (2d8+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +18

Atk Options Point Blank Shot, Precise Shot, Rapid Shot, Many Shot

Special Actions Summon Tanar’ri
Spell-Like Abilities (CL 11th):


4th— At will- dimension door (self plus 50 pounds of objects only)
Abilities Str 23, Dex 23, Con 32, Int 14, Wis 16, Cha 12 

SQ darkvision 60 ft., telepathy 100 ft.
Feats Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Great Bow), Many Shot

Skills Balance +19, Bluff +14, Climb +20, Concentration +23, Hide +19, Jump +24, Listen +16, Move Silently +19, Sense Motive +16, Spot +17total ranks: class 84 
Possessions 2 Large +1 composite great bows (+6 Str bonus) 

Close Combat Shot (Ex) An arrow demon does not incur attacks of opportunity for firing a bow while threatened.  In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex) Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Summon Tanar’ri (Sp) Once per day, an arrow demon can either automatically summon 1d6 dretches or attempt to summon another arrow demon with a 35% chance of success.  This ability is the equivalent of a 4th-level spell.
Symmetrical Archery (Ex) The arrow demon has an amazing ability to wield two bows at once in unison.  Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all its attack rolls that round.  For example, when making an attack action, an arrow demon can fire one arrow from each bow for each of its normal iterative attacks (three arrows from each bow, each shaft at a -2 penalty).  The statistics block above already includes these bonuses.  The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.
Telepathy (Su) Arrow demons can communicate telepathically with any creature within 100 feet that has a language.
5: The Resistance Force
Sestra
CR 9

Female human Cleric 9

CE Medium human (Oeridian)

Init +0; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 20


(+8 armor, +2 shield)

hp 69 (9 HD)

Fort +9 Ref +4 Will +11

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +8/3 melee (1d8+1)
Ranged ranged touch +6 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +7

Atk Options
Special Actions 

Combat Gear wand of inflict moderate wounds

Cleric Spells Prepared (CL 9th):


5th— Dispel Good, Slay Living (DC 21)


4th— Freedom of Movement, Poison (DC 20), Recitation, Unholy Blight (DC 20)


3rd— Blindness/Deafness (DC 19), Blindness/Deafness (DC 19), Dispel Magic, Dispel Magic, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Shatter (DC 18)(D), Silence (DC 16), Sound Burst (DC 18), Sound Burst (DC 18), Sound Burst (DC 18)


1st— Cause Fear (DC 17), Doom (DC 17), Doom (DC 17), Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 14, Int 8, Wis 19, Cha 12

SQ Rebuke undead 4/day
Feats Fearsome Necromancy, Greater Spell Focus (evocation), Greater Spell Focus (necromancy), Spell Focus (evocation), Spell Focus (necromancy)#
Skills total ranks: class XX ConC Bluff +12, Concentration +14

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork Morningstar, silver holy symbol, wooden holy symbol, periapt of wisdom +2, vest of resistance +1

Power-Up Suite: (bear’s endurance, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 9th)

AC 23, touch 13, flat-footed 23


(+8 armor, +2 shield, +3 deflection)

hp 87 (9 HD); Miss chance 20% ranged

Fort +11 Ref +4 Will +11 (all saves +2 vs. good)

Skills total ranks: class XX ConC Concentration +14

Bilg and Bolg
CR 9 each

Male half-orc Barbarian 9

CE Medium humanoid (half-orc)

Init +1; Senses Listen +13, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 15, touch 11, flat-footed 15


(+1 Dex, +4 armor)

hp 93 (9 HD); DR 2/-

Fort +10 Ref +6 Will +6

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

Speed 40 ft., base movement 40 ft.

Melee +1 falchion +15/10 melee (2d4+8)
Ranged Sling +10 ranged (1d3+5)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +14

Atk Options
Special Actions 

Combat Gear 

Special Actions Rage 3/day

Abilities Str 20, Dex 13, Con 14, Int 6, Wis 12, Cha 8

SQ Uncanny Dodge, Improved Uncanny Dodge
Feats Greater Resiliency, Mad Foam Rager, Power Attack, Reckless Rage

Skills total ranks: class XX ConC Jump +20, Listen +13

Possessions combat gear plus Masterwork chain shirt, sling, 50 bullets, gauntlets of ogre power, +1 falchion, vest of resistance +2

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies another rogue the ability to sneak attack the character by flanking him, unless the attacker has at least four more rogue levels than the target does.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before his senses would normally allow him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized.

Power-Up Suite: (raging)

AC 11, touch 7, flat-footed 11


(+1 Dex, +4 armor, -4 rage)

hp 120 (9 HD); DR 2/-

Fort +13 Ref +6 Will +9

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

Speed 40 ft., base movement 40 ft.

Melee Masterwork falchion +18/13 melee (2d4+13)
Ranged Sling +10 ranged (1d3+8)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +17

Special Actions Rage 3/day

Abilities Str 26, Dex 13, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +23

6: How Did We Miss That?

Adnoseuous
CR 11

Female human Necromancer 11

CE Medium human (Oeridian)

Init +7; Senses Listen +3, Spot +3

Languages Common

AC 13, touch 13, flat-footed 10


(+3 Dex)

hp 55 (11 HD)

Fort +10 Ref +8 Will +10

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

Speed 30 ft., base movement 30 ft.

Melee Dagger +5 melee (1d4)
Ranged ranged touch +8 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 11th; Necromancer: Opposed schools Enchantment and Evocation):


6th— Disintegrate (DC 20), Quickened Blindness/Deafness (DC 17)


5th— Split Ray Enervation, Split Ray Enervation, Symbol of Pain (DC 20)


4th— Dimension Door, Empowered False Life, Fear (DC 19), Greater Invisibility, Split Ray of Exhaustion (DC 18)


3rd— Dispel Magic, Dispel Magic, Fly, Split Ray of Enfeeblement, Haste, Slow (DC 17)


2nd— Bull’s Strength, Bull’s Strength, Glitterdust (DC 16), Mirror Image, See Invisibility


1st— Enlarge Person, Enlarge Person, Grease, Mage Armor, Ray of Enfeeblement, Shield

0— Immaterial

(Already cast

Special Actions 

Abilities Str 10, Dex 14, Con 14, Int 18, Wis 12, Cha 8

SQ Summon Familiar (rat, +2 Fortitude save, already in stat block)
Feats Alertness, Empower Spell, Fearsome Necromancy, Improved Initiative, Metamagic School Focus (necromancy), Quicken Spell, Spell Focus (necromancy), Split Ray#
Skills total ranks: class XX ConC Concentration +17, Knowledge (any school) +14, Spellcraft +17

Possessions combat gear plus dagger, lesser metamagic rod of extend, vest of resistance +2, headband of intellect +2, gloves of dexterity +2, amulet of health +2

Power-Up Suite: (empowered false life, fly, greater invisibility, mage armor, mirror image, shield – CL 11th)

AC 21, touch 13, flat-footed 18


(+3 Dex, +4 armor, +4 shield)

hp 55 plus 22 temporary (11 HD); Miss chance 50% concealment

Speed 30 ft., fly 60 ft. (good), base movement 30 ft.

Jabberstix
CR 11

Male human Cleric 11

CE Medium human (Oeridian)

Init +0; Senses Listen +3, Spot +3

Languages Common

AC 24, touch 16, flat-footed 24


(+8 armor, +6 shield)

hp 69 (11 HD)

Fort +9 Ref +4 Will +12

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +12/7 melee (1d8+1)
Ranged ranged touch +9 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +10

Atk Options Divine Might

Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 11th):


6th— Animate Objects (D), Harm (DC 20)


5th— Dispel Good (D), Righteous Might, Symbol of Sleep (DC 19)


4th— Air Walk, Divine Power, Freedom of Movement, Recitation, Unholy Blight (DC 18)(D) 


3rd— Dispel Magic, Inflict Serious Wounds (DC 17), Inflict Serious Wounds (DC 17), Inflict Serious Wounds (DC 17), Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Inflict Moderate Wounds (DC 16), Inflict Moderate Wounds (DC 16), Inflict Moderate Wounds (DC 16), Shatter (DC 16)(D)

1st— Bane (DC 15), Bless, Divine Favor, Entropic Shield, Inflict Light Wounds (DC 15), Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 14, Dex 10, Con 12, Int 8, Wis 18, Cha 16

SQ Rebuke undead 6/day
Feats Divine Might, Divine Shield, Shield Specialization, Shield Ward, Somatic Weaponry#
Skills total ranks: class XX ConC Bluff +17, Concentration +15

Possessions combat gear plus masterwork full plate, masterwork morningstar, silver holy symbol, wooden holy symbol, cloak of charisma +2, periapt of wisdom +2, vest of resistance +1, +3 heavy steel shield

Power-Up Suite: (divine might, divine shield - bear’s endurance, divine power, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 11th)

AC 30, touch 22, flat-footed 30


(+8 armor, +9 shield, +3 deflection)

hp 91 (11 HD); Miss chance 20% ranged

Fort +11 Ref +4 Will +12 (all saves +2 vs. good)

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +18/13/8 melee (1d8+5)
Ranged ranged touch +12 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +16

Abilities Str 20, Dex 10, Con 16, Int 8, Wis 18, Cha 16

Blat and Splat
CR 11 each

Male half-orc Barbarian 1/Fighter 10

CE Medium humanoid (half-orc)

Init +6; Senses Listen +5, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 26, touch 13, flat-footed 24


(+2 Dex, +9 armor, +3 shield, +1 natural, +1 deflection)

hp 97 (11 HD)

Fort +11 Ref +6 Will +5

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

Speed 30 ft., base movement 40 ft.

Melee +2 heavy mace +21/16/11 melee (1d8+10)
Ranged Sling +13/8/3 ranged (1d3+4)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +15

Atk Options Brutal Strike

Special Actions 

Combat Gear 

Special Actions Rage 1/day

Abilities Str 18, Dex 14, Con 14, Int 6, Wis 12, Cha 8

SQ 
Feats Blind-Fight, Brutal Strike, Greater Weapon Focus (mace), Improved Initiative, Mad Foam Rager, Melee Weapon Mastery (bludgeoning), Power Attack, Reckless Rage, Weapon Focus (mace), Weapon Specialization (mace)

Skills total ranks: class XX ConC Jump +12, Listen +5

Possessions combat gear plus sling, 50 bullets, +1 full plate, +1 heavy steel shield, +2 heavy mace, ring of protection +1, armbands of might, vest of resistance +1, amulet of natural armor +1

Power-Up Suite: (raging – bull’s strength, enlarge person)

AC 20, touch 7, flat-footed 18


(-1 siz, +1 Dex, +9 armor, +3 shield, +1 natural, +1 deflection, -4 rage)

hp 130 (11 HD)

Fort +14 Ref +6 Will +8

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

Speed 30 ft., base movement 40 ft.

Melee +2 heavy mace +24/19/14 melee (2d6+20) includes Power Attack for 2
Ranged Sling +13/8/3 ranged (1d4+10)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +25

Abilities Str 30, Dex 12, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +17

APL 14

4: The Dragon’s Lair



Flamewing
CR 17

Male Advanced Adult Red Dragon

CE Huge dragon (fire)

Init +2; Senses Listen +29, Spot +34, blindsense 60 ft., darkvision 120 ft., low-light vision

Languages Common, Draconic, Ignan

AC 30, touch 9, flat-footed 30

(-2 size, +1 insight, +21 natural)

hp 384 (28 HD); DR 5/magic 

Immune Sleep, Paralysis, fire

SR 21

Fort +29, Ref +21, Will +25

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

Weakness vulnerability to cold
Speed 40 ft. (8 squares), Fly 150 ft. (poor)

Melee bite +38 (2d6+12) and 2 claws +36/+31/+26 (1d8+6) and 2 wings +36/+31 (1d6+6) and tail slap +36 (1d8+18)

Space 15 ft.; Reach 10 ft. (15 ft. with bite)

Base Atk +28; Grp +37[+x size, +x BAB, +x Str,+x feat]
Atk Options Cleave, Great Cleave, Power Attack

Special Actions breath weapon (fire; 12d10 dmg, DC 28), Frightful Presence (DC 26), Crush 2d6+16

Combat Gear Ring of Silent Spells (1/day), Mantle of Second Chances (1/day)

Sorcerer Spells Known (CL 7th):


3rd (2/day)— Haste, Anticipate Teleportation


2nd (3/day)— Scintillating Scales, Invisibility, Mirror Image


1st (3/day)— Mage Armor, Shield, Alarm, Nerveskitter, Combat Readiness, Protection from Law


0 (6/day)— Read Magic, Detect Magic, Resistance, Ghost Sound, Dancing Lights

(Already cast

Spell-Like Abilities (CL 22nd):


At Will— Locate Object

Abilities Str 35[xx array, +/-x racial, +x HD boost, +x item], Dex 10[xx array, +/-x racial, +x HD boost, +x item], Con 26[xx array, +/-x racial, +x HD boost, +x item], Int 16[xx array, +/-x racial, +x HD boost, +x item], Wis 19[xx array, +/-x racial, +x HD boost, +x item], Cha 16[xx array, +/-x racial, +x HD boost, +x item]
SQ locate object
Feats Cleave, Great Cleave, Hover, Large and In Charge, Multiattack, Power Attack, Rapidstrike (claws), Rapidstrike (wings), Improved Rapidstrike (claws)

Skills total ranks: class XX AppraAppraise +3, Bluff +34, Concentration +36, Diplomacy +7, Escape Artist +0, Hide +5, Intimidate +5, Jump +47, Listen +35, Move Silently +13, Search +3, Sense Motive +35, Spellcraft +16, Spot +35[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus Vest of Resistance +5, Amulet of Health +4, Dusty Rose Prism Ioun Stone, Eyes of the Eagle, Pale Blue Rhomboid Ioun Stone

Power-Up Suite: (anticipate teleportation, haste, mage armor, mirror image, scintillating scales, shield – CL 7th):

AC 38, touch 30, flat-footed 38


(-2 size, +4 armor, +4 shield, +1 insight, +21 deflection)

Miss Chance 1d4+2 mirror images

Ref +22
Speed 70 ft. (14 squares), Fly 180 ft. (poor)

Melee bite +39/+39 (2d6+12) and 2 claws +37/+32/+27 (1d8+6) and 2 wings +37/+32 (1d6+6) and tail slap +37 (1d8+18)

4: Hunter Killers
Lystratus Vale

Male Human 

CE Human Evoker 8/Wild Mage 3/Fatespinner 4
Init +1; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*

hp 101 (15 HD); 

Fort +11, Ref +10, Will +13
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 

Melee Masterwork dagger +7 melee (1d4-1)

Ranged Ranged touch +8 ranged (spell)
Space 5 ft.; Reach 5 ft. 
Base Atk +7; Grp +6
Atk Options Born of the Three Thunders

Wizard Spells Prepared: (CL 12+1d6; Evoker: prohibited schools Enchantment and Necromancy)



8—greater shout (DC 29), moment of prescience, sunburst (DC 29)


7—[electric] delayed blast fireball (DC 28), prismatic spray (DC 28), spell turning, stun ray (SpC)


6—chain lightning (DC 27), greater dispel magic, quickened [electric] scorching ray, quickened glitterdust, true seeing


5—arc of lightning, [electric] cone of cold (DC 26), dimension jumper (PHB II), quickened magic missile, quickened magic missile, teleport, wall of force



4—dimension door, Evard’s black tentacles, greater invisibility, greater invisibility, stoneskin, orb of cold (SpC), Otiluke’s resilient sphere (DC 25)


3—arcane sight, [electric] fireball (DC 24), fireball (DC 24), fly, haste, lightning bolt (DC 24), slow


2—fireburst, glitterdust, invisibility, mirror image, [electric] scorching ray, see invisibility, shatter (DC 23)


1—[electric] burning hands (DC 22), combat readiness, lesser orb of electricity (SpC), mage armor, magic missile, nerveskitter (SpC), shield


0—detect magic (2), light, ray of frost, resistance

Abilities Str 8, Dex 12, Con 18, Int 28*, Wis 10, Cha 8


(*includes a +1 inherent bonus)
SQ Deny Fate, Fickle Finger of Fate, Random Deflector, Resist Fate, Spin Fate, Spin Destiny, Spin Fate, Student of Chaos, Wild Magic
Feats: Born of the Three Thunders, Energy Substitution (electricity), Greater Spell Focus (evocation), Magical Aptitude, Quicken Spell, Practiced Caster, Scribe Scroll, Spell Focus (evocation), Sudden Maximize

Skills: Concentration +20, Knowledge (arcana) +27, Knowledge (nature) +19, Knowledge (planes) +19, Knowledge (local: IBS) +17, Profession (gambler) +11, Sleight of Hand +12, Spellcraft +31, Use Magic Device +13;

Possessions: headband of intellect +6, amulet of health +4, cloak of resistance +2, ring of counterspells (greater dispel magic), metamagic rod of enlarge

Active Spells: Contingency (CL 15th): If Lystratus Vale is reduced below 30 hit points, he and his gear are teleported to Dorakaa.
Deny fate (Ex): Once per day, on the first occasion when Lystratus must make a check to become stable while dying, the check automatically succeeds.

Fickle finger of fate (Ex): Once per day as an immediate action, Lystratus can force any other creature—friend or enemy—to reroll a roll that it has just made. He must have line of sight to the creature to be affected, and that creature must abide by the result of the reroll, whether it’s higher or lower than the original roll.

Random deflector (Su): Once per day, as an immediate action, Lystratus Vale can activate a random deflector which lasts until the beginning of his next turn. The random deflector redirects ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. Lystratus includes himself and his allies among the possible new targets. Any creature targeted by a deflected attack is attacked or affected normally as though the attack or affect had originally targeted him or her.
Resist fate (Ex): Once per day, Lystratus can reroll one roll that he has just made. He must abide by the result of the reroll, even if it’s worse than the original roll.

Spin destiny (Ex): Before making the roll, Lystratus can apply any number of available spin points to any skill check, attack roll, or saving throw that he attempts on a point-for-point basis. The spin utilized comes from the same limited reservoir of karma that allows him to adjust the DC of his spells.
Spin fate (Ex): Can “spin” number of fate points equal to Fatespinner class level each day. As a free action, can use stored spin to boost save DC of a spell he casts, adding some or all stored fate points. Spin is replenished whenever Lystratus successfully rests for the day.

Student of chaos (Ex): Whenever Lystratus uses a magic item that offers a randomly determined effect, he can roll twice and choose between the two results.

Wild magic: Lystratus Vale casts spells differently from any other arcane spellcaster. His caster level is reduced by 3; however, every time he casts a spell, his use of wild magic adds 1d6 to his adjusted caster level.

Power-Up Suite (arcane sight, combat readiness, fly, greater invisibility, mage armor, mirror image, moment of prescience, see invisibility, shield, spell turning – CL 15th):

Init +6; Senses Listen -1, Spot -1
Languages Common, Abyssal, Ancient Suloise, Celestial, Draconic
AC 22*, touch 14*, flat-footed 21*; miss 50% concealment, 1d4+4 images

hp 101 (15 HD); 

Fort +11, Ref +10, Will +13
Speed 30 ft. (6 squares), base movement 30 ft; fly 60 ft. (good) 
Demon, Arrow
CR 13
CE Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Init +6; Senses Listen +26, Spot +26
Aura Chaotic and Evil
Languages Abyssal, Celestial, Draconic 

AC 27, touch 16, flat-footed 21

(+6 Dex, +5 natural, +6 armor)

hp 330 (20 HD); DR 5/cold iron and good 

Immune to electricity and poison
Resist acid 10, cold 10, and fire 10; SR 18
Fort +26 (immune to poison), Ref +20, Will +17
Speed 40 ft. in +2 Deathward mithral chain shirt;
Melee claw +26 (1d6+6) or

Melee 4 claws +26 (1d6+6)
Ranged 2 Large +1 composite greatbows (+6 Str bonus) +27/+27/+27/+27/+22/+22/+17/+17/+12/+12 (2d8+7/x3 adamantine)  OR
Ranged (Many Shot 4 arrows) 2 Large +1 composite greatbows (+6 Str bonus) +19/+19 (8d8+32/x3 adamantine) or

Ranged 2 Large +1 composite greatbows (+6 Str bonus) +27/+27 (2d8+7/x3 adamantine)
Space 5 ft.; Reach 5 ft.

Base Atk +20; Grp +26
Atk Options Point Blank Shot, Many Shot, Improved Precise Shot, Improved Rapid Shot
Combat Gear: 2 Large +1 Distance, Seeking composite greatbows (+6 Str bonus), +2 Deathward mithral shirt, Demolition Crystal Lesser
Special Actions Summon Tanar’ri
Spell-Like Abilities (CL 20th):


4th— At will- dimension door (self plus 50 pounds of objects only)
Abilities Str 22, Dex 22, Con 34, Int 14, Wis 16, Cha 12 
SQ darkvision 60 ft., telepathy 100 ft.
Feats Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Many Shot, Improved Precise Shot, Improved Rapid Shot
Skills Balance +27, Bluff +24, Climb +28, Concentration +29, Hide +27, Jump +27, Listen +26, Move Silently +27, Sense Motive +26, Spot +26
Possessions: Third Eye of Dampening, Lesser Bracers of Archery, Gloves of Dex +2, Amulet of Con +4, 
Close Combat Shot (Ex) An arrow demon does not incur attacks of opportunity for firing a bow while threatened.  In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex) Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Summon Tanar’ri (Sp) Once per day, an arrow demon can either automatically summon 1d6 dretches or attempt to summon another arrow demon with a 35% chance of success.  This ability is the equivalent of a 4th-level spell.
Symmetrical Archery (Ex) The arrow demon has an amazing ability to wield two bows at once in unison.  Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all its attack rolls that round.  For example, when making an attack action, an arrow demon can fire one arrow from each bow for each of its normal iterative attacks (three arrows from each bow, each shaft at a -2 penalty).  The statistics block above already includes these bonuses.  The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.
Telepathy (Su) Arrow demons can communicate telepathically with any creature within 100 feet that has a language.
Mordoc the Ripper
CR 13
Male orc Barbarian 1/Fighter 6/Occult Slayer 5/Exotic Weapon Master 1
CE Medium humanoid (orc)
Init +5; Senses Listen +4, Spot +0; darkvision 60 ft.
Languages Common, orc
AC 18, touch 11, flat-footed 17

(+1 Dex, +7 armor,)

hp 118 (13 HD)

Immune Mind-affecting
Fort +13, Ref +4, Will +6 (+3 vs. spells and spell-like abilities)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in chainmail (6 squares); base speed 40 ft.
Melee +1 vicious bastard sword  +25/20/15 (1d10+21 plus 2d6 vicious/17-20/x2)
Ranged masterwork composite (str +4) longbow +15/10/5 (1d8+4)
Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +21
Atk Options Cleave, Power Attack, Rage, Vicious Strike, Weapon Bond
Special Actions Mind over magic (2/day)
Abilities Str 27, Dex 12, Con 16, Int 10, Wis 10, Cha 6 

Feats Cleave, Exotic Weapon Proficiency (bastard sword), Improved Critical (bastard sword), Improved Initiative, Mad Foam Rager, Melee Weapon Mastery (slashing), Power Attack, Weapon Focus (bastard sword), Weapon Specialization (bastard sword)

Skills Craft (weaponsmithing) +5, Hide –6, Jump +8, Knowledge (arcana) +4, Listen +4, Spellcraft +12

Possessions +1 vicious bastard sword, belt of giant strength +4, amulet of health +2, +2 chainmail, boots of speed, potion of invisibility, longbow [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Rage (Ex): Once per day as a free action, Mordoc can fly into a rage, temporarily gaining +4 to Strength, +4 to Constitution, a +2 morale bonus to Will saves, and a –2 penalty to his armor class. This lasts for a number of rounds equal to 3 + his modified Constitution score.

Vicious strike (Ex): If Mordoc readies an attack to disrupt a spellcaster, the attack deals double damage if it hits.
Auravision (Su): Mordoc the Ripper has the ability to see magical auras at a range of up to 60 feet as a free action. This ability otherwise functions as the detect magic spell, except he cannot use the ability to determine anything but the number of magical auras present.
Blank thoughts (Ex): Mordoc the Ripper can induce in himself a state of mental absence, thereby becoming immune to mind-affecting effects. He can suppress or resume this ability as a free action.

Magical defense (Ex): Mordoc the Ripper’s constant training in countering magic of all types has manifested itself as a +3 bonus against spells and spell-like abilities.
Mind over magic (Su): Twice per day, Mordoc can cause a spell or spell-like ability targeting him to rebound onto the originator as a free action.

Uncanny Blow When wielding a one-handed exotic melee weapon in two hands, Mordoc the Ripper can focus the power of his attack so that he deals extra damage equal to his STR bonus x2 instead of his STR bonus x1-1/2. If he has the Power Attack feat, he treats the weapon as two-handed for purposes of determining his bonus on damage rolls.
Weapon bond (Su): Mordoc the Ripper has chosen to bond with his bastard sword, imbuing it with the force of his hatred for spellcasters. Any successful attack he makes with his bastard sword or a creature with spell-like abilities deals an extra 1d6 points of damage.

Power-Up Suite (Power Attack for 5, Rage – haste):
AC 17, touch 10, flat-footed 15

(+1 Dex, +7 armor, +1 dodge, -2 rage)

hp 144 (13 HD)

Immune Mind-affecting
Fort +15, Ref +4, Will +8 (+3 vs. spells and spell-like abilities)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. in chainmail (12 squares); base speed 70 ft.
Melee +1 vicious bastard sword  +23/23/18/13 (1d10+35 plus 2d6 vicious/17-20/x2)
Ranged masterwork composite (str +4) longbow +16/16/11/6 (1d8+4)
Base Atk +13; Grp +23
Abilities Str 31, Dex 12, Con 20, Int 10, Wis 10, Cha 6 

Skills Jump +22

5: The Resistance Force

Sestra
CR 13

Female human Cleric 13

CE Medium human (Oeridian)

Init +0; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 20


(+8 armor, +2 shield)

hp 97 (13 HD)

Fort +13 Ref +7 Will +15

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +11/6 melee (1d8+1)
Ranged ranged touch +9 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +10

Atk Options
Special Actions 

Combat Gear wand of inflict moderate wounds

Cleric Spells Prepared (CL 13th):


7th— Blasphemy (D)(CL 15th), Mass Inflict Serious Wounds (DC 25)


6th— Antilife Shell, Animate Objects (D), Greater Dispel Magic, Greater Dispel Magic


5th— Dispel Good, Greater Command (DC 21), Slay Living (DC 23), Spell Resistance, True Seeing


4th— Freedom of Movement, Greater Magic Weapon, Greater Magic Weapon, Poison (DC 22), Recitation, Unholy Blight (DC 20)


3rd— Blindness/Deafness (DC 21), Blindness/Deafness (DC 21), Dispel Magic, Dispel Magic, Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Shatter (DC 20)(D), Shatter (DC 20), Silence (DC 16), Sound Burst (DC 20), Sound Burst (DC 20), Sound Burst (DC 20)


1st— Cause Fear (DC 19), Doom (DC 19), Doom (DC 19), Doom (DC 19), Entropic Shield, Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 13, Dex 10, Con 14, Int 8, Wis 22, Cha 12

SQ Rebuke undead 4/day
Feats Domain Focus (evil), Fearsome Necromancy, Greater Spell Focus (evocation), Greater Spell Focus (necromancy), Spell Focus (evocation), Spell Focus (necromancy)#
Skills total ranks: class XX ConC Bluff +12, Concentration +14

Possessions combat gear plus masterwork full plate, masterwork heavy steel shield, masterwork Morningstar, silver holy symbol, wooden holy symbol, periapt of wisdom +6, vest of resistance +3

Power-Up Suite: (antilife shell, bear’s endurance, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 13th)

AC 24, touch 14, flat-footed 24


(+8 armor, +2 shield, +4 deflection)

hp 123 (13 HD); Miss chance 20% ranged

Fort +15 Ref +7 Will +15

Skills total ranks: class XX ConC Concentration +16

Bilg and Bolg
CR 13 each

Male half-orc Barbarian 13

CE Medium humanoid (half-orc)

Init +6; Senses Listen +17, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 16, touch 12, flat-footed 16


(+2 Dex, +4 armor)

hp 129 (13 HD); DR 4/-

Fort +13 Ref +9 Will +8

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

Speed 40 ft., base movement 40 ft.

Melee +1 falchion +20/15/10 melee (2d4+10; 15-20x2)
Ranged Sling +15/10/5 ranged (1d3+6)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +19

Atk Options
Special Actions 

Combat Gear 

Special Actions Greater rage 3/day

Abilities Str 22, Dex 14, Con 14, Int 6, Wis 12, Cha 8

SQ Uncanny Dodge, Improved Uncanny Dodge
Feats Greater Resiliency, Improved Initiative, Mad Foam Rager, Power Attack, Reckless Rage

Skills total ranks: class XX ConC Jump +25, Listen +17

Possessions combat gear plus Masterwork chain shirt, sling, 50 bullets, belt of giant strength +4, +1 keen falchion, vest of resistance +3

Improved Uncanny Dodge (Ex): A rogue of 8th level or higher can no longer be flanked; he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies another rogue the ability to sneak attack the character by flanking him, unless the attacker has at least four more rogue levels than the target does.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before his senses would normally allow him to do so. He retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized.

Power-Up Suite: (Greater rage – greater magic weapon, CL 13th)

AC 12, touch 8, flat-footed 12


(+2 Dex, +4 armor, -4 rage)

hp 129 (13 HD); DR 4/-

Fort +17 Ref +9 Will +11

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

Melee +1 falchion +26/21/16 melee (2d4+18; 15-20x2)
Ranged Sling +15/10/5 ranged (1d3+10)

Base Atk +13; Grp +23

Abilities Str 30, Dex 13, Con 22, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +29

6: How Did We Miss That?

Adnoseuous
CR 13

Female human Necromancer 13

CE Medium human (Oeridian)

Init +7; Senses Listen +3, Spot +3

Languages Common

AC 13, touch 13, flat-footed 10


(+3 Dex)

hp 65 (13 HD)

Fort +13 Ref +11 Will +13

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

Speed 30 ft., base movement 30 ft.

Melee Dagger +6 melee (1d4)
Ranged ranged touch +9 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Atk Options
Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 13th; Necromancer: Opposed schools Enchantment and Evocation):


7th— Finger of Death (DC 24), Waves of Exhaustion


6th— Disintegrate (DC 21), Quickened Blindness/Deafness (DC 18), Split Ray Enervation


5th— Quickened Grease, Quickened True Strike, Split Ray Enervation, Split Ray Enervation, Symbol of Pain (DC 21)


4th— Dimension Door, Empowered False Life, Evard’s Black Tentacles, Fear (DC 20), Greater Invisibility, Split Ray of Exhaustion (DC 19)


3rd— Dispel Magic, Dispel Magic, Fly, Split Ray of Enfeeblement, Haste, Slow (DC 18)


2nd— Bull’s Strength, Bull’s Strength, Glitterdust (DC 17), Mirror Image, See Invisibility


1st— Enlarge Person, Enlarge Person, Grease, Mage Armor, Ray of Enfeeblement, Ray of Enfeeblement, Shield

0— Immaterial

(Already cast

Special Actions 

Abilities Str 10, Dex 14, Con 14, Int 21, Wis 12, Cha 8

SQ Summon Familiar (rat, +2 Fortitude save, already in stat block)
Feats Alertness, Empower Spell, Fearsome Necromancy, Greater Spell Focus (necromancy), Improved Initiative, Metamagic School Focus (necromancy), Quicken Spell, Spell Focus (necromancy), Split Ray#
Skills total ranks: class XX ConC Concentration +17, Knowledge (any school) +14, Spellcraft +17

Possessions combat gear plus dagger, lesser metamagic rod of extend, vest of resistance +4, headband of intellect +4, gloves of dexterity +2, amulet of health +2

Power-Up Suite: (bless, empowered false life, fly, greater invisibility, mage armor, mirror image, shield – CL 13th)

AC 21, touch 13, flat-footed 18


(+3 Dex, +4 armor, +4 shield)

hp 65 plus 22 temporary (13 HD); Miss chance 50% concealment, 1d4+4 images

Fort +13 Ref +11 Will +13

Melee Dagger +7 melee (1d4)
Ranged ranged touch +10 ranged (spell)

Speed 30 ft., fly 60 ft. (good), base movement 30 ft.

Jabberstix
CR 13

Male human Cleric 13

CE Medium human (Oeridian)

Init +0; Senses Listen +3, Spot +3

Languages Common

AC 24, touch 16, flat-footed 24


(+8 armor, +6 shield)

hp 81 (13 HD)

Fort +10 Ref +5 Will +13

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +13/8 melee (1d8+1)
Ranged ranged touch +9 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Atk Options Divine Might

Special Actions 

Combat Gear 

Cleric Spells Prepared (CL 13th):


7th— Blasphemy (CL 14th)(D), Quicken Cure Serious Wounds


6th— Animate Objects (D), Harm (DC 21), Quicken Silence


5th— Dispel Good (D), Quicken Bless, Quicken Divine Favor, Righteous Might, Symbol of Sleep (DC 20)


4th— Air Walk, Divine Power, Freedom of Movement, Inflict Critical Wounds (DC 19), Recitation, Unholy Blight (DC 19)(D) 


3rd— Dispel Magic, Inflict Serious Wounds (DC 18), Inflict Serious Wounds (DC 18), Inflict Serious Wounds (DC 18), Invisibility Purge, Magic Circle Against Good (D)


2nd— Bear’s Endurance, Bear’s Endurance, Bear’s Endurance, Inflict Moderate Wounds (DC 17), Inflict Moderate Wounds (DC 17), Shatter (DC 17)(D), Silence

1st— Bane (DC 16), Bless, Divine Favor, Entropic Shield, Inflict Light Wounds (DC 16), Inflict Light Wounds (DC 16), Protection from Law (D), Shield of Faith

0— Immaterial

(Already cast

Special Actions 

Abilities Str 14, Dex 10, Con 12, Int 8, Wis 21, Cha 18

SQ Rebuke undead 6/day
Feats Divine Might, Divine Shield, Quicken Spell, Shield Specialization, Shield Ward, Somatic Weaponry#
Skills total ranks: class XX ConC Bluff +17, Concentration +15

Possessions combat gear plus masterwork full plate, masterwork morningstar, silver holy symbol, wooden holy symbol, cloak of charisma +4, periapt of wisdom +4, vest of resistance +1, +3 heavy steel shield

Power-Up Suite: (divine might, divine shield - bear’s endurance, bless, divine favor, divine power, entropic shield, freedom of movement, magic circle against good, shield of faith – CL 11th)

AC 32, touch 24, flat-footed 32


(+8 armor, +10 shield, +4 deflection)

hp 81 (13 HD); Miss chance 20% ranged

Fort +12 Ref +5 Will +13

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

Speed 20 ft., base movement 30 ft.

Melee Masterwork morningstar +23/18/13 melee (1d8+8)
Ranged ranged touch +14 ranged (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +18

Abilities Str 20, Dex 10, Con 16, Int 8, Wis 21, Cha 18

Blat and Splat
CR 13 each

Male half-orc Barbarian 1/Fighter 12

CE Medium humanoid (half-orc)

Init +6; Senses Listen +5, Spot +1; darkvision 60 ft.

Languages Common, Orc

AC 26, touch 13, flat-footed 24


(+2 Dex, +9 armor, +3 shield, +1 natural, +1 deflection)

hp 113 (13 HD)

Fort +12 Ref +7 Will +8

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

Speed 30 ft., base movement 40 ft.

Melee +2 unholy heavy mace +23/18/13 melee (1d8+12 plus unholy)
Ranged Sling +15/10/5 ranged (1d3+4)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +17

Atk Options Brutal Strike

Special Actions 

Combat Gear 

Special Actions Rage 1/day

Abilities Str 19, Dex 14, Con 14, Int 6, Wis 12, Cha 8

SQ 
Feats Blind-Fight, Brutal Strike, Greater Weapon Focus (mace), Greater Weapon Specilization (mace), Improved Initiative, Iron Will, Mad Foam Rager, Melee Weapon Mastery (bludgeoning), Power Attack, Reckless Rage, Weapon Focus (mace), Weapon Specialization (mace)

Skills total ranks: class XX ConC Jump +14, Listen +5

Possessions combat gear plus sling, 50 bullets, +1 full plate, +1 heavy steel shield, +2 unholy heavy mace, ring of protection +1, armbands of might, vest of resistance +1, amulet of natural armor +1

Power-Up Suite: (raging – bless, bear’s endurance, bull’s strength, enlarge person)

AC 20, touch 7, flat-footed 18


(-1 siz, +1 Dex, +9 armor, +3 shield, +1 natural, +1 deflection, -4 rage)

hp 178 (13 HD)

Fort +17 Ref +7 Will +11

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

Speed 30 ft., base movement 40 ft.

Melee +2 unholy heavy mace +27/22/17 melee (2d6+22 plus unholy) includes Power Attack for 2
Ranged Sling +13/8/3 ranged (1d4+10)

Abilities Str 31, Dex 12, Con 20, Int 6, Wis 12, Cha 8

Skills total ranks: class XX ConC Jump +19
Appendix 2: New Rules Items
Feats
Brutal Strike
You can batter foes senseless with your mace, morningstar, quarterstaff, or flail. Few victims are willing to stand toe-to-toe with a warrior known for knocking his foes witless with a single strike.


Prerequisite: Str 13, Power Attack, base attack bonus +6.

Benefit: If you use your Power attack feat to increase your damage with a bludgeoning weapon, you can attempt a brutal strike. If the attack hits and your opponents take damage, he must make a Fortitude save (DC 10 + your extra damage from the Power Attack feat on the attack) or be sickened for 1 round.


You can use this feat once per round during your attack action.

Special: This feat cannot be used against a creature that is not subject to extra damage from critical hits.


A fighter can select Brutal Strike as one of his fighter bonus feats.


Source: Players Handbook II 76

Domain Focus
You have mastered the subtle intricacies of the divine power you devoted yourself to.


Prerequisite: Access to relevant domain.

Benefit: You can cast spells associated with one of your domains at +1 caster level. This benefit also applies to caster level checks to overcome a target's spell resistance as well as other variables such as spell duration.  If you cast a spell from one of your nondomain spell slots, this feat does not help you, even if the spell also happens to appear on your domain list.

Special: You can take Domain Focus multiple times. Its effects do not stack. Each time you take this feat, it applies to a new domain to which you have access.


Source: Complete Divine 80

Fearsome Necromancy
Creatures subjected to your necromancy spells feel the chill of fear


Prerequisite: Spell Focus (necromancy) or necromancer level 1st.

Benefit: Any foe required to save against a necromancy spell you cast is shaken for 1 round, regardless of the result of the save.  This mind-affecting fear ability does not stack with any other fear effect (it can't make a foe worse than shaken).


Special: A necromancer can select this feat as a wizard bonus feat.

Source: Complete Mage 42

Greater Resiliency
Your extraordinary resilience to damage increases.


Prerequisite: Damage reduction as a class feature or innate ability.


Benefit: Your damage reduction increases by 1. If it would normally rise thereafter with level, it does so at its previous rate, adding the +1 normally. For example, a 13th-level barbarian has damage reduction 3/-. By taking this feat, he raises it to 4/-. When he reaches 16th level, his damage reduction becomes 5/- and at 19th level, it becomes 6/-. You may not take this feat more than once. This feat has no effect on the type of weapon or damage that overcomes your damage reduction. If you have more than one form of damage reduction, choose which to increase when you take this feat.


Source: Complete Warrior 99

Large and In Charge
You can prevent foes from closing inside your reach.


Prerequisite: Natural reach of 10’ or more, size Large or larger

Benefit: When you make a successful attack of opportunity against an opponent that is moving inside your threatened area, you can force that opponent back to the 5-foot space it was in before it provoked the attack of opportunity. After you hit with your attack of opportunity, make an opposed Strength check against your opponent. You gain a +4 bonus for each size category larger than your opponent you are, and an additional +1 bonus for every 5 points of damage you dealt with the attack of opportunity. If you win the opposed check, your opponent is pushed back 5 feet into the space they just left. An opponent you push back cannot move any further this round.


Source: Draconomicon pg. 71

Mad Foam  Rager
You fight with the rage that only a rabid badger or a beer-addled dwarf can bring to bear.  In combat, you shrug off attacks and continue fighting even in the face of horrific injuries and effects.


Prerequisite: Rage or frenzy ability

Benefit: When fighting, you can endure tremendous blows with little visible effect. As an immediate action, you can choose to delay the effects of a single attack, spell, or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage or frenzy ability. You can activate it once every time you use your rage or frenzy ability.


Source: Players Handbook II 80

Rapidstrike [Monstrous]
You can attack more than once with a natural weapon.


Prerequisite: Dex 9, one or more pairs of natural weapons, aberration, dragon, elemental, magical beast, or plant type, base attack bonus +10.

Benefit: If you have a pair of natural weapons, such as two claws, two wings, or two slams, you can make one extra attack with one of those weapons at a -5 penatly. A creature with multiple limbs qualifies for this feat as well, such as a creature with three arms and three claw attacks.


Normal: Without this feat, you only attack once with each natural weapon.

Special: You can take this feat once for each pair of natural weapons you have. For example, a Large dragon has one bite, two claws, two wings, and one tail. The dragon can take this feat twice, once for it’s claws and once for it’s wings.


Source: Draconomicon 73

Rapidstrike, Improved [Monstrous]
You can make multiple attacks with a natural weapon.


Prerequisite: Dex 9, one or more pairs of natural weapons, aberration, dragon, elemental, magical beast, or plant type, base attack bonus +15, rapidstrike.

Benefit: If you have a pair of natural weapons, such as two claws, two wings, or two slams, you can make one extra attack with one of those weapons at a -5 penalty and a second, subsequent attack at an additional -5 penalty, but never more than four extra attacks. A creature with multiple limbs qualifies for this feat as well, such as a creature with three arms and three claw attacks.


Normal: Without this feat, you only attack once with each natural weapon.

Special: You can take this feat once for each pair of natural weapons you have. For example, a Large dragon has one bite, two claws, two wings, and one tail. The dragon can take this feat twice, once for it’s claws and once for it’s wings.


Source: Draconomicon 70

Reckless Rage [General]

You are considered extreme even among other barbaric warriors, and you enter a deeper state of rage than others. Goliath barbarians favor this feat.


Prerequisite: Con 13, rage ability.


Benefit: Whenever you activate your rage ability, you take an additional –2 penalty to your Armor Class, but you gain an additional +2 bonus to Strength and Constitution. These bonuses and penalties stack with the effects of rage, greater rage, and mighty rage.


Source: Races of Stone 143.

Shield Specialization
You are skilled in using a shield, allowing you to gain greater defensive benefits from it


Prerequisite: Proficiency with shields.


Benefit: Choose one type of shield from the following list: buckler, heavy, or light. When using a shield of the appropriate type, you increase its shield bonus to AC by 1


Special: You can take this feat more than once. Each time you select it, choose a different type of shield.


A fighter can select Shield Specialization as one of his fighter bonus feats.


Source: Players Handbook II 82

Shield Ward

You use your shield like a wall of steel and wood. When an opponent attempts to draw in close to you, your shield forces him away or ruins his attacks.


Prerequisite: Proficiency with shields, Shield Specialization.

Benefit: You apply your shield bonus to your touch AC, and on checks or rolls to resist bull rush, disarm, grapple, overrun, or trip attempts against you.


Special: A fighter can select Shield Ward as one of his fighter bonus feats.

Source: Players Handbook II 82
Somatic Weaponry
You are adept at performing somatic spell components while your hands are occupied.

Prerequisite: Concentration 5 ranks, Spellcraft 5 ranks.

Benefit: While wielding a weapon (or holding an item of comparable size) in one or both hands, you can use that item to trace the somatic components of a spell/ This allows you to cast spells with somatic components even while your hands are full or occupied, as long as at least one hand is holding an item of proper size


This feat doesn't allow you to use somatic components while grappling, regardless of the size of your foe.


Normal: you must have a hand free to cast spells that have somatic components.


Source: Complete Mage 47
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

Magic Items
Armbands of Might
Price: 4,100 gp (9th)
Body Slot: Arms
Caster Level: 3rd
Aura: Faint;(DC 16) transmutation
Activation: -

Weight: 2 lb.

These bronze armbands are engraved with images of bulls’ horns.
When you wear these armbands, you gain a +2 bonus on Strength checks and Strength-based skill checks.

If you have the Power Attack feat, you also gain a +2 bonus on melee damage rolls for any attack on which you use the Power Attack feat and take a penalty of at least -2 on your attack roll.


Prerequisites: Craft Wondrous Item, bull’s strength.

Cost to Create: 2,050 gp, 164 XP, 5 days.

Source: Magic Item Compendium 72.

Spells

Anticipate Teleportation
Abjuration

Level: Sorcerer/wizard 3

Components: V, S, F

Casting Time: 10 minutes

Range: One willing creature touched

Area: 5-ft./level radius emanation from touched creature

Duration: 24 hours

Saving Throw: None

Spell Resistance: No
The arcane words that activate this spell linger in the air for a moment. As they fade from your hearing, you become more aware of both your surroundings and the possibility of intrusion.
The subject of the spell is surrounded with an invisible aura that anticipates and delays the teleportation of any creature into the spell’s area. Any teleportation spell or effect (including all spells with the teleportation descriptor) can be anticipated, making the spell’s recipient instantly aware of the exact location where the teleporting creature will arrive (subject to the restrictions below), the creature’s size, and how many other creatures (and their sizes) are arriving with the teleporting creature.

The spell also delays the arrival of the teleporting creature by 1 round (so that it arrives on its initiative count immediately before its next turn), generally giving the recipient of the spell and anyone else made aware of the information 1 round to act or ready actions. The teleporting creature does

not perceive this delay.

Since a teleporting creature doesn’t necessarily arrive at the precise location it intends, the spell also functions against a creature that arrives in range even though its intended destination was elsewhere. For a creature that intends to teleport into range but inadvertently arrives outside the spell’s area, the spell gives the recipient awareness that a creature has attempted to teleport into range and delays the creature as normal, but doesn’t give any awareness as to the actual location of its imminent arrival. The spell has no effect on creatures attempting to teleport away from the spell’s area, although if their destination is within the area, the spell will affect their reentry as normal.

Focus: A tiny hourglass of platinum and crystal costing at least 500 gp, which must be carried or worn by the spell’s recipient while the spell is in effect.

Combat Readiness
Divination
Level: Assassin 1, Bard 1, Sorcerer/Wizard 1
Components: V
Casting Time: 1 standard action
Range: Touch
Area: Creature touched
Duration: 1 minute/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)
The touched creature gains a +1 insight bonus on initiative checks for every three caster levels you have (minimum +1, maximum +6).


In addition, if the target is flanked, its opponents gain no bonus on attack rolls (but still gain any other benefits derived from flanking, such as extra sneak attack damage).

Source: Drow of the Underdark 61

Nerveskitter
Transmutation
Level: Sorcerer/Wizard 1
Components: V, S
Casting Time: 1 immediate action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 round
Saving Throw: None (harmless)
Spell Resistance: Yes
You cast this spell when you and your party roll for initiative. You enhance the subject’s reactions in combat, granting it a +5 bonus on its initiative check for the current encounter. If the subject does not make an initiative check within 1 round, the spell has no effect.

Source: Spell Compendium 147.

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.

Scintillating Scales
Abjuration
Level: Sorcerer/wizard 2
Components: V
Casting Time: 1 standard action

Range: Personal
Target: You
Duration: 1 minute/level

You invoke the words of this spell, and your skin glistens and shimmers with a silvery protective aura that makes you shine.
This spell transforms your natural armor bonus to Armor Class into a deflection bonus to your Armor Class. While your overall Armor Class might not change, the deflection bonus applies to melee touch attacks and ranged touch attacks, including incorporeal touch attacks. If you have no natural armor bonus, this spell has no effect.

Source: Spell Compendium 181.










Appendix 4: Maps
4: The Dragon’s Lair
(Each square equals 10 ft.)

[image: image1.png]




5: The Resistance
(Each square equals 5 ft.)

(PCs approach from top right corner. Iuzians approach from 60 ft. beyond the top right corner.)
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6: How Did We Miss That?
(Each square equals 5 ft.)

(PCs approach from the right of the pseudo-circular clearing. Iuzians lie in ambush on the left of the clearing. At APLs 10+, passing into the clearing triggers the symbols of pain and sleep. There is no difficult terrain, but a breeze coursing through tall grasses and leafy trees quadruple the distance penalties for Spot and Listen.)
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       Players’ Handout 1
[Your name here],

First, speak of this to no one. The Shield Lands needs your help. You are to meet with Lieutenant Harnin in Admundfort at sundown. He will explain all that we can reveal at present.

I know I can count on you.

Lady Katarina

P.S. Destroy this letter!

Players’ Handout 2
[Your name here],

Your exploits in your homeland have reached my ear. Therefore, this missive reaches you as an offer of employment.  We can use your aid in the Shield Lands.

First, speak of this to no one. Present this letter to Lieutenant Harnin in Admundfort. He will explain all that we can at present.

I hope I can count on you.

Lady Katarina Walworth

Knight Commander

Holy Restored Realm of the Faithful of the Shield Lands

Chasm (sheer wall, 100 ft. drop)
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