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The Shield Lands have suffered for far too long, in both heart and mind, from the vile manipulations of Blackhearted Zhayne. Some have been broken. Some have been steeled. Some have only begun to be tested.  But all have been changed. Now the debt must be repaid, no matter the cost.  This adventure is a sequel to SHL8-01 Love’s Price and disqualifies players from playing SHL8-01 if they have not already done so.  A one-round regional adventure set in the Shield Lands and beyond for APLs 10-16. WARNING: This adventure contains untiered encounters.
Resources for this adventure [and the authors of those works] include Book of Vile Darkness [Monte Cook], Complete Adventurer [Jesse Decker], Complete Arcane [Richard Baker], Complete Divine [David Noonan], Complete Mage [Skip Williams, Penny Williams, Ari Marmell, Kolja Raven Liquette], Complete Warrior [Andy Collins, David Noonan, Ed Stark], Fiendish Codex I: Hordes of the Abyss [Ed Stark, James Jacobs, Erik Mona], Libris Mortis: The Book of Undead [Andy Collins and Bruce R. Cordell], Magic Item Compendium [Andy Collins], Miniatures Handbook [Micheal Donais, Skaff Elias, Rob Heinsoo, Jonathan Tweet], Monster Manual III [Burlew, Gagle, Decker, Finch, Kestrel, Redman, Sernett, Thomasson, Toomey], Monster Manual IV [Kestrel, Wilkes, Sernett, Cagle, Finch, Lindsay, Liquette, Sims, Stephens, Stout, Wiker, Williams], Player’s Handbook II  [David Noonan], SHL8-01 Love’s Price [Paul Kulbitski]  and Spell Compendium [Matthew Sernett]. 
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

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


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

Zhayne, known as the Blackhearted, has long been an ally of Old Wicked and a foe of the Shield Lands. Lords Laven and Bladehone, with the assistance of an Inquisitor from the Church of the Shield Maiden, devised a plan to eliminate Zhayne and strike a severe blow to the resources of the Old One, but first they needed vital information on Zhayne and an artifact known as the Anvil of Souls. The Anvil was to be used in the forging of a weapon melded with the soul of a wanderer named Trys, who was fragmented from the soul of Zhayne herself.  During the ritual, Zhayne and her minions attacked, hoping to thwart the beginning of her end.  Her attack was repelled and she was banished from the Prime Material plane. Additionally, the weapon Love’s Price was born out of the sacrifice of Trys. Now begins the second prong of the attack, tracking Zhayne to the Abyss and destroying her once and for all.
Adventure Summary

This adventure takes place a few weeks after the events in SHL8-01 Love’s Price. Unfortunately, the church of Mayaheine has had little luck in locating Zhayne’s home plane. Short of randomly guessing which of the infinite layers of the Abyss Zhayne calls home, the Council of Lords is at an impasse.


Introduction: The PCs are located by an emissary of either Lord Laven or Lord Travail and given information about a contact in Bright Sentry that may have the information the Council has been looking for, the home of Zhayne.  Before the PC’s can act on this information, they are approached by members of the Inquisition.

Encounter 1:  The PCs are taken to an Inquisitor of Pholtus who has an addendum to their mission.  He wishes the PCs to bring Natan Enerick along with them. Enerick is unknowingly able to track Zhayne, due to a psychic residue she left with him when she magically twisted his mind and caused him to go insane. Enerick is quite different from the last time any of the PCs have seen him and has requested that the mission be a trial by fire to prove his innocence. Simen Sharn has allowed this and hopes that Enerick will meet his end in the Abyss.

Encounter 2:  The PCs travel to Scragholme to find their contact, a gnome named Mustard.  The gnome knows that there is a planar gate to Zhayne's plane underneath Scragholm Isle, in a cavern with no entrances or exits.  However, Mustard has seen it through a prophetic dream from his long lost love. 

Encounter 3:  In the morning, the gnome teleports himself and the party to the planar gate. He beckons the PCs to go through, but Enerick voices his distrust in the gnome. Eventually, he agrees to follow for the sake of the mission.

Encounter 4:  The gate leads to a bridge over the Grand Abyss.  One side of the bridge leads to the Prime Material plane, the other to Shendilavri, home of Zhayne.  There is an encounter on the bridge with some creatures Zhayne sent to guard the gate.  The gnome claims that the demons have been tipped off.  PCs may look at Enerick but really the gnome is the one who inadvertently tipped off Zhayne’s minions.

Encounter 5:  PC's arrive at a place of beauty and nature mixed with macabre and gore, Shendilavri, in the Puzzling Hedge, The party is split up, Mustard is unconscious and Enerick is missing, leaving only his shackles.  However, Mustard claims his love has told him the way through the maze and knows not to cheat the maze because it will anger the guardian, Gulmengluum! The guardian is an untiered optional encounter for PCs foolish (or brave) enough to ignore Mustard’s advice. Mustard leads the PCs to the temple where Zhayne is currently residing.

Encounter 6:  Outside of the temple, the PCs finally meet Mustard’s love, Lucy. However, this is not the Lucy he used to know, it is a demon who has taken her form and now wishes to destroy the PCs and the only weapon that can truly defeat Zhayne.  Lucy taunts the PCs, saying that they have broken their Pholtan friend.  Battle ensues!

Encounter 7:  The final showdown with Zhayne!  PCs arrive in palace to see Enerick broken by Zhayne and her minions and near death.  He is weaponless and surrounded by babau... but appears to be covered in an oily substance.  As a last action, he calls on Pholtus to purify him and a heavenly beam of light falls on him and sets him ablaze.  Divine energy releases in a burst, blasting Zhayne into the next room and weakening her. It also frees Trys from the Love's Price weapon in a spirit form who directs the PCs to finish her off.

Conclusion: After Zhayne is defeated, Trys commands the bearer of Love’s Price to let her go.  Trys’s spirit melds with Zhayne and her evil is overcome.  The gnome, if still alive, appears to help the PCs return to Prime Material. If the PCs report Enerick’s fate, he is honored in a ceremony and Simen Sharn proposes that he be honored with a Lord’s funeral service.  If not, he is doomed to his deflated and infamous status.

Epilogue: Characters with the gift of prophecy from SHL6-01 Blood and Rain, have a fitful dream of the aftermath in the palace of Zhayne. One evil power may have been defeated, but another may have been born.
Preparation for Play

Ask the PCs if any of them have the AR entry Love’s Price from SHL8-01. If so, give them Player Handout 1: The Mission from Lord Laven. 

If there are no PCs with this favor, one will receive Player Handout 2: The Mission from Lord Travail. To determine who will receive Player Handout 2, check for (in order):

· PC with the AR entry “Double Trouble” from SHL6-05
· PC with the most AR favors from Trys

· Highest BAB

· Highest Charisma

· Highest Strength
· Highest Caster level
Badges of Revelation

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


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

Introduction

Dozens of Standing Army soldiers wandering the streets of Critwall find themselves at the centers of curious crowds as the city is abuzz with questions about the tales and rumors of Simen Sharn’s Law’s Crusade. The newly-empowered darling of the common folk can seemingly do no wrong.  News of the crusade’s progress is enough to distract the crowds of people wandering the streets from the beating, sweltering sun and the hard, hot wind coming across the river Ritensa. It’s almost as if Sharn’s streak of victories has allowed everyone to momentarily forget the hardships brought upon the Shield Lands in recent years by the forces of Old Wicked. 

Not everyone is carried away by the soldiers’ reports, however, as you notice one young man straining to see through the crowds. As soon he glances at you, he waves a letter and starts walking quickly in your direction.    
If one of the PCs has the AR entry “Love’s Price” from SHL8-01, the boy approaches that PC:
The young tow-headed man is decked in the garb of a low-ranking priest. He cracks a smile as he approaches and hands you his letter, sealed with a stamp in the shape of a sun-face.

If no PCs have the AR entry “Love’s Price” from SHL8-01, the boy will approach the one determined by the guidelines in the preparation for play notes. This PC will not be able to use the abilities of the weapon, but Lord Travail has used ritual magic to bond with Love’s Price and will be periodically checking on the PCs:
The boy seems distant and aloof amid the surrounding hubbub, yet keenly direct once he spots you. He approaches you with a blank expression and hands you a sealed letter. As soon as he places the letter in your hands, a light returns to his eyes and he seems to be confused as to why he is standing in front of you.
No matter who the PCs are approached by, they will be immediately confronted by a group of four inquisitors that demand the PCs follow them.

You have but a second to look up from the letter you’ve been reading when you and your companions are approached by four imposing armored figures all wearing Inquisitors’ robes emblazoned with the trappings of the church of Pholtus. One of them speaks: “The High Inquisitor of Pholtus requests an audience with you. We are going to Deep Rock.”

The Pholtans will not take no for an answer and look suspiciously upon foreigners and PCs without Badges of Revelation. To travel freely throughout Critwall, PCs will need to show their Badges of Revelation proclaiming that they are not spies of the Old One or doppelgangers. If PCs do not have one, they can purchase a Badge of Visitation for 20 gold pieces. A Badge of Visitation allows the PC to travel throughout the common areas of the city, though none of the “sensitive” areas where security is more strictly enforced, nor does it allow the PC to travel after curfew (dusk to dawn). Any PCs without Badges of Revelation will not be allowed to enter Deep Rock in Encounter 1 (PC will be kept outside under guard).


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


If the party still lacks a PC with a Badge of Revelation, then the DM is encourage to use his or her judgment. Shield Lands PCs are expected to agree to the purity tests and to apply for their badges. If the DM believes the players simply aren’t cooperating, their adventure may end – unless they present a viable plan to forge, buy, steal or otherwise get Badges of Revelation. The DM may use other means to resolve the issue, but the main point is to emphasize the importance of the Badges of Revelation and to try to find any reasonable means to let the players play the adventure.
1: One Man’s Crucible
Stories of Deep Rock pervade the Shield Lands, but none of them do justice how imposing the prison seems.  Save for in a very few select rooms, no sunlight encroaches upon the cold stone that makes up this place. The inhabitants’ screams of proclaimed innocence echo from the depths of the complex and walls. Their reflected voices constantly hover about you, often sounding as though they are present in your room. The atmosphere is, in and of itself, likely enough to drive a person to madness given enough time. You are led to a cold and damp office and asked to wait.  Minutes later, an armor-clad man wearing the regalia of a High Inquisitor of Pholtus enters the room.  


“Please, sit.  Regrettably, the urgency of your mission requires that we dispense with formalities,” the man says, as he seats himself behind an imposing oaken desk.  “I am Inquisitor Storen of the Church of Righteous Truth. I have been authorized by Lord Simen Sharn to recruit you for a matter of grave importance to the Inquisition. Unfortunately, due to the importance of the mission, I must ask you to accept a magically enforced quest as required by the standard operating procedure of the Council of the Inquisition. If you do not, I am authorized to nullify your current mission, and our conversation and your current quest ends here.”
Inquisitor Storen waits for the PCs to agree to a geas spell before casting it and continuing.  The PCs do not have much of a choice but to accept, as failure to do so will make completion of the adventure very difficult if not impossible.
“As you are probably aware, Natan Enerick has been found guilty of high treason against the Shield Lands. His fate has driven him mad, and he was imprisoned in the bowels of Deep Rock until such a time as his sanity might return and a just sentence could be decided. Recently, we have found him to be incredibly lucid and nearing sanity, yet still quite delusional.  During this time, his delusion has brought him to the extreme practices of the Flambis Morti.  

“The Flambis Morti are renowned in the Church of the Righteous Truth for their zeal; however, this status comes with certain rights.  One of these is the right to demand a trial by fire, and Enerick has invoked this right.  He has already been tried and convicted for his crimes against the Shield Lands, but the Council has agreed upon a just and adequate way to preserve Enerick’s right to have his crimes against the One True Path judged by the Blinding Light: He will accompany you to the Abyss, to make right for his treasonous activities. 


“If the Blinding One deems him worthy of surviving such a quest and Enerick assists in cleansing the impurity of the Blackhearted, his life will be spared, and he will become a ward of the Church of the Righteous Truth for the rest of that natural life.  If he should perish, it will be by the will of the Blinding One, not by this Council.

“Additionally, and perhaps more importantly in regard to your current mission, Enerick’s delusions have manifested themselves in other ways. He has often been discovered in his cell speaking to no one in particular.  Often, the topics of these conversations include allusions to someone we can only conclude is the Blackhearted. We think it was she who drove him to insanity, and her insidious work must have been more pervasive than we first imagined, which would explain the difficulty in restoring his capacities. We think he may have knowledge of her location hidden somewhere in his mind, and perhaps this – in combination with your current lead – will bring you closer to finding your quarry. 

“If you wish to continue, you must accept Enerick’s accompaniment. Regardless, you must speak of this mission to no one until Enerick’s fate is decided.”

Assuming the PCs accept this mission, Inquisitor Storen stands up and briefly leaves the room.  When he returns, he is accompanied by two members of the Standing Army and a third man, shackled and flanked by the two soldiers.

Inquisitor Storen has been gone for but a minute when the door opens again and he reappears with two soldiers who are escorting another man in shackles.  The man flanked by the soldiers is in a frightening state!  His hair is long and matted. His clothes are tattered and torn, his skin pale and mottled.  He has a beard, but it is tangled and patchy, and you can barely glimpse his wild eyes, sunken and hidden by his heavy brow. Those eyes recoil from the modest amount of sunlight in the room as though it has been an eternity since they have seen it. Most alarming of all, his arms are covered by scar tissue and fresh burns, still oozing from his wrists to his elbows. Unquestionably, this man before you is Natan Enerick, yet he is almost completely unrecognizable.


Inquisitor Storen waits for the momentary shock to fade, then says, “Here is your charge.  Honor your vow and deliver him to his fate.”

NPCs:


Inquisitor Storen, Church Inquisitor of Pholtus: male human cleric 4/ church inquisitor 10/ contemplative 2 (Sense Motive +23)

Troubleshooting: If any of the PCs are steadfast in their reluctance to submit to a geas or if any PCs do not have Badges of Revelation, have those players leave the table for the duration of this encounter.  It is not important that everyone receive this information (in fact it may make for more interesting party interaction if they do not), but it is important that at least one PC knows what happened and accepts the quest.
Development: At this point, the PCs are welcome to collect supplies in Critwall and conduct any business they need to conduct while in the city.  Enerick will go along with them to wherever they need to go, but he will not shave or clean himself, preferring the anonymity that his current state brings him. The PCs may have questions for him, but he will not The next encounter begins when they decide to move on to Bright Sentry, either at their arranged form of transportation, The Veng’s Blessing, or by their own means, magical or otherwise.
2: It’s All We’ve Got
No matter which way the PCs decide to use to get to Bright Sentry, they are supposed to check into the Mackerel’s Head tavern, which can be located by making a DC 15 Gather Information or Knowledge (local: Iuz metaregion) check. Despite being such a prominent figure in the community, Natan Enerick does not even cause a commoner to turn their head.  He seems to truly be unrecognizable in his current state.
After asking a couple of questions and distributing a few well-placed coins, you find your way to the fishing district and the Mackerel’s Head. The patrons seem cheerful enough, yet the seedy tavern seems like the type of place where a mistimed jest could land you a knife in the back - unless you know the right people.
The barkeep/innkeeper, Kristof, is a friendly and plump man about 4 feet tall. He is a pleasant host and will offer any new customers food, drink and a place to stay… for a price of 50 gp a night. If asked about the Pathfinder price, however, he will produce a small pouch and give it to the PCs.  Inside the pouch are 4-6 small gold coins, one for each member of the party, and a short note which reads as the following.
Dear friends,

Your companion should be contacting you soon. Please wait for him here. These trinkets will cover the fare home.  I wouldn’t bother trying to spend it on ale.

-G
The PCs may deduce that their contact was discovered by Gildor Arcanix.  It is not necessary that they know this. A DC 25 Use Magic Device check reveals that the coins are magical devices that allow the PCs to travel from any plane, back to the lighthouse in Bright Sentry.  If the PCs are unable to discover this on their own, or if they do not even attempt the check, Mustard will identify them for the party.

The PCs will have to wait until the sun goes down before a gnome is escorted to their table by Kristof.  This is Mustard, their contact. The gnome is quite anxious and talkative and will continue to ramble about inane things unless the PCs stop him.  As the gnome approaches the PCs read or paraphrase the following text:
“So you’re the ones cranky old Gil was talking about, huh? I’m Mustarinkademeus, but you can call me Mustard. Wow, you’re quite the group. I like the gear. I always wanted to be an adventurer myself, but I never quite got the hang of all the traveling and fighting and stuff…”
NPCs:

Mustard: male gnome bard 7/ loremaster 3 (Use Magic Device +20); Appendix 1
At this point, the PCs might have some questions for Mustard, if they can get him to stop talking about nonsense. These are his probable responses, but feel free to ad lib other information to make the answers seem overlong and gnome-y.
· Where is it that we are supposed to go?

There is a gate deep underneath the earth. We gotta go through it to get where we need to go.
· How do we get there?

Don’t worry.  I’ve got it all figured out. I just need to teleport us there. Old Gil arranged for everything.

· How do you know where we are supposed to go?

I don’t know really.  I was shown where we are supposed to go in a dream. It was all very vivid and descriptive, you know the type of dreams. I had a cousin who used to have dreams of places he had never been and he would just show up at complete strangers place and be able to conduct a tour, noting every room and the contents…
· What do you mean “a dream”?

Well, my lost love Lucy showed me. Ya see, we were in love, long ago. She loved my music and I loved her hair. We soon found that there was much more about each other to love. She was taken from me but I still see her in my dreams.  She has helped me get through some pretty rough spots. One time, I was having a tough time putting together my thoughts for a thesis I was writing on the infinite layers and just as I was beginning to fall asleep, she whispered in my ear and woke me up…
· How was Lucy taken from you?
She was killed by an evil man who I think was from a cult devoted to a demon from the Abyss. I saw everything. He had a bunch of demons with him. Some of ‘em had these nasty claws that dripped blood or acid or some combination of the two.  Have you ever heard of babau? They’re nasty critters, I could tell you everything about ‘em…

· How do you know Gildor?

Old Gil? He’s a regular here. He’s sometimes kinda cranky, but he does listen to my stories. One day last week, he came in here when I was sitting over in the corner studying and ordered a drink, like he does, and he just sat listenin’ to me talk to him and then one of my stories made him almost jump out of his seat.  He kept askin’ me questions about it and then he stood up real tall and asked if I could cover his ale and told me he’d pay me back today. Sure enough, no Gil, but good thing Lucy saw me last night and told me what was going on with you guys. She said we’d have quite the adventure.
When the PCs are done asking Mustard questions, he will tell them that he is going to get some sleep.  He warns them to do the same because the next day will be long. When the gnome is gone, Natan Enerick speaks up.
“I don’t trust this gnome. This all seems too easy. I want to set up a watch tonight. I will stay in the common room, near the fire.”
Some of the PCs may be nervous about letting Enerick stay in the common room on his own. This paranoia is a good instinct, but Enerick will not resist if anyone wants to accompany him or keep an eye on him. If someone does try to stay with him, they will witness him sleep until just before dawn. He then wakes and begins performing the purification ritual of the Flambis Morti. If any PCs stay with Enerick, read or paraphrase the following:

Just before the dawn begins to break through the window slats of the Mackerel’s Head common room, Enerick stirs from the mat of straw upon which he was sleeping. He walks directly to the fire place and withdraws his scarred hands and forearms from his cloak. He clenches his fists and looks at them momentarily, whispering something into the darkness. He then plunges his fisted hands into the fire. His teeth clench in pain and in a half grunt, half whisper he chants.
A DC 25 Listen check will reveal that the phrase Enerick first whispers then repeats as a mantra is “Pholtus, through your light, may I suffer and be made clean”. 

After witnessing this ritual, it is natural that some PCs may have some questions for Enerick.

· What was that you were doing?

That was the purification ritual of the Flambis Morti. I first found its blinding release in the dungeons of Deep Rock. I was considered an enemy of the state but I was insane and the Inquisition said they wanted answers. They put me to the Blinding Question to get them. It was then, in the pain, that I found clarity and peace. Eventually, I became lucid and they stopped asking questions. It seems that they were never really interested in the answers after all.
· So you were tortured by the Inquisition?

I’m not even convinced that they were part of the Council of Inquisition. They may have been agents of the whelp of Hextor. Either way, it does not matter. They were agents of this nation that I sacrificed everything to protect and serve. Everything I have done in my life, I have done for the Shield Lands and the reclamation. All it took was her venomous voice and one traitorous child to burn it all to the ground. The ashes were sorted through by blind warriors, deaf clergy and mute politicians and Sharn will someday crush it all under his heel.
· Her who?

The Blackhearted. She is the reason the darkness swallowed my mind. I still hear her calling to me. She has a voice of the sweetest of angels and the grace of a masterful puppeteer. A dark person inside of me wants to hear the song and dance the dance of madness again. My ears are still open but, by the Blinding Light, my strings have been cut.

If no PCs stay to keep an eye on Enerick, Kristof will come to wake them when Enerick begins his purification ritual. Paraphrase the description of the ritual as though the PCs walked in while Enerick was in the act of self immolation. Whether or not the PCs ask Enerick questions after the ritual, he will remind them to be prepared for the day as it will be trying for everyone.
Troubleshooting: PCs may begin to be suspicious of both Mustard and Enerick.  This is good.  Party suspicion of the NPCs should be played upon, but not to the point of combat.  Mustard will cast undetectable alignment first thing everyday under the suggestion of Lucy, who visits him in his room during the night to renew her Lilitu’s Gift.  He thinks this visit is a dream.  Enerick will address anything the PCs ask about and will hide nothing, but this will probably not help dissuade their doubts.
Development: At this point, it will be helpful to remind the PCs to prepare for traveling to another plane. This may affect their spell selection or other preparations. When they are ready, Mustard meets them for a quick meal before their departure.
3: A Leap of Faith
With a belly full of breakfast, Mustard turns your attention to the business at hand. He beckons you to follow him to his room so you can begin the journey to Zhayne’s home.

“Is everyone prepared? Good, then we can begin. I need complete silence so I can concentrate on the spell. Everyone hold on to me.”
Mustard produces two scrolls from his pouch and begins to cast a greater teleport from one of them. He has enough scrolls to get the PCs to the gate, but he may have to make a couple trips as he can only teleport 4 medium sized creatures at a time. Feel free to play with the suspense of waiting for him to return to get the rest of the party. Once he has finished teleporting everyone to the gate, read or paraphrase the following:
Mustard finishes the words that complete the spell and there is a flashing light followed by the smell of brimstone. When the light subsides, you find yourself in a small cavern with no visible entrance or exit. The cavern is lit by several torch-like protrusions that glow with an otherworldly light. The only structure in the room is a large oval frame covered in etched runes. The center of the oval is crossed with a substance that appears to be slimy spider silk. The web-like portal shudders as if blown by a small breeze and the stone cave wall is clearly visible on the other side.

“Well here we are,” Mustard says proudly. “Now what was that phrase I was supposed to say to get through? Oh yes! ‘The cradle of Malcanthet, it had born the Radiant Sisters, who in turn had borne the seed of evil men. Praise her decadence and evil ways.’ Oh wait! That’s it, but in Abyssal.”

PCs who make a DC 25 Knowledge (the planes) check will know that Malcanthet is a powerful succubus, perhaps the most powerful in the Abyss. This may cause the PCs to wonder where exactly Mustard’s loyalties lie. It certainly causes Enerick to show severe distrust of the gnome if a PC makes the check and makes the results known to the party. The gnome completes the phrase in Abyssal and beckons the party to follow him as he steps through the web-like portal.
Troubleshooting: PC's who understood the gnome may be suspicious or outright confront him.  Enerick has his doubts and distrusts the gnome and voices his distrust loudly.  The gnome will look for the PCs to take his side.  He's pretty useless in a fight and will try to reason with the PCs that he is indispensable because only he knows how to get where they are going. He will not fight back and killing him would amount to an evil act and the end of the adventure.
Development: Feel free to let any party conflict play out. Enerick will not tell the PCs to kill the gnome, however, and the gnome will not fight the PCs. He will plead with them that he is only trying to help. Once he can convince any doubtful PCs to follow him through the portal, the next encounter begins.
4: Blood & Guts
You feel the sticky, fibrous strands of the portal catch on your face and hair as you pass through it, forcing you to close your eyes. However, when you reach to your face to pull the webs away, you grasp nothing. Once you open your eyes, you find yourself on one end of a 20-foot wide stone bridge that spans the chasm between two massive canyon walls. The depth of the canyon appears infinite. The bridge reaches the opposing wall at another oval shaped portal, this one a syrupy crimson pool spotted with floating pads of quivering flesh in the middle. You are unable to survey the surroundings in more detail, however, as there is a babbling, maddening cacophony from the other end of the bridge.

“It’s an ambush!” Enerick shouts. “The gnome has given us up! Give me a sword so that I may fight!”
Creatures: 
APL 10 (EL 10)


Advanced Allips (2): hp 78 (each); Appendix 1.


Whisper Demon: hp 90; Appendix 1.
APL 12 (EL 12)


Bone Half-fiend Lamias (3): hp 59 (each); Appendix 1


Whisper Demon: hp 90; Appendix 1.
APL 14 (EL 14)


Advanced Bone Half-fiend Lamias (3): hp 147 (each); Appendix 1


Advanced Whisper Demon: hp 120; Appendix 1.
APL 16 (EL 16)


Advanced Bone Half-fiend Lamias (3): hp 210 (each); Appendix 1


Advanced Whisper Demon: hp 170; Appendix 1.
Tactics: The demon and his allies are concerned with the PCs and are under orders not to attack the NPCs. At APL 10, the allips will concentrate on doing wisdom drain to the intelligent looking members of the party (anyone who looks like a spellcaster). The whisper demon will concentrate on fly-by attacks ending his turn in an area where he can catch at least one PC in his Maddening Whisper effect.

At higher APLs, the lamias will deliver wisdom drain to apparent spellcasters with their fly-by attacks.  The demon will concentrate on fly-by attacks, ending his turn in an area where he can catch at least one PC in his Maddening Whisper effect. If the party is thinned out to half of the members, the demon will enter melee for full attacks in the hopes of killing one of the PCs and converting them into an allip.


Mustard will avoid the combat. He will cast invisibility in the first round and move as close to the gate the party just came through as possible. In the second round, he will begin a countersong to protect himself from the Maddening Whispers. His Perform bonus is +17.

Enerick will fight to defend Mustard if provided with a weapon.  If he is not offered a weapon, he will offer to cast magic weapon if any PCs do not have a magic weapon.  He will not use his bull’s strength, however, as he is planning to use that to break the shackles. If he is not given a weapon, Enerick will go to Mustard’s location and protect him to the best of his abilities. 
Treasure: The PCs can gain the following treasure here.

APL 10: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp.


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

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


APL 16: Loot 1 gp; Coin 0 gp; Magic 0 gp; Total 1 gp
Development:  After this battle is over, Mustard will prod the PCs to keep moving through the other gate. At this point, Enerick actually agrees with the gnome because the party members are sitting ducks on the rocky span and because he plans to use the discomforting effects of the gate travel to make his escape. Enerick travels through the gate first, quickly followed by the gnome.
5: The Puzzling Hedge
As you pass through the blood-like pool in the middle of the second gate, you begin to feel the contents of your stomach roll and pitch until you find yourself surrounded by a tall, luxurious green hedge.  The skies spread out purple and orange like a beautiful sunset, not the type of beauty you likely expected on a layer of the Abyss. Mustard greets you. He looks groggy and rubs his head before he quickly hushes you.

“Be quiet and listen! Enerick took my walking stick and a couple of vials of alchemist fire and ran. He runs to his mistress, but we have bigger problems. I know where we are. We’re on a layer of the Abyss known as Shendilavri in the Puzzling Hedge. I can get us through, but…”

Mustard’s instructions are cut off by a horrid screech cutting across the picturesque sky. A massive shadow passes over the hedgerow and retreats back towards the clouds.


“Well, but that!” says Mustard.  “That’s Gulmengluum, the guardian of the puzzling hedge. He’s here to make sure people don’t cheat their way out. Follow me and we won’t have to worry about him, though.”
The PCs are on the layer of the Abyss known as Shendilavri. The method of travel used caused a temporal gap in the arrival of all of the members of the party. The planar traits of Shendilavri (see Adventuring on Other Planes, Dungeon Master’s Guide, 147) are as follows:

· Normal gravity

· Normal time

· Finite Size

· Divinely Morphic

· Mildly Chaos-Aligned and Mildly Evil-Aligned: Lawful-aligned creatures and good-aligned creatures take a -2 penalty on Charisma-based checks. Lawful good characters take a -4 penalty on Charisma-based checks
· Normal magic

Coincidentally, Enerick and Mustard arrived in Shendilavri first, and Enerick took advantage of the situation by attacking Mustard.  If the PCs have not already taken his shackles off, Enerick has made use of his prepared bull’s strength spell to slowly (taking 20) and subtly free himself from his shackles during the trip. He took Mustard’s quarterstaff and some alchemist fire.

Mustard knows of this plane from his studies of the Abyss and other planes. He is being told the way through the maze by Lucy and will admit to as much if asked by the PCs. What neither Mustard nor the PCs know is that Lucy is not leading them through to save them, but to destroy them and claim Love’s Price for her own.

If the PCs are brave enough to try to cheat the maze (fly, teleport, etc.) Gulmengluum will attack them. Gulmegluum has cast unhallow over the area of the gate tied with an alarm spell set to mental alarm to alert him of visitors.  He has used this time advantage to buff and summon 3 vrocks using his summon monster IX ability.

Love’s Price in Shendilavri

The entire time the PCs are in Shendilavri, the person possessing Love’s Price (whether it is functioning as described on the AR record for SHL 8-01 Love’s Price or the person is merely delivering it per the orders of their employer) will glow with a brilliant rose color aura.  The aura will radiate light in a 5 foot radius.  All demons will be aware of the aura.  If a person has the weapon because of the favor, it functions with the powers listed on the AR, but the demons also make that person a priority target. The demons are not unthinking robots and they will not exclusively attack that PC, but they will certainly make a preference for attacking them due to their importance and the power of the weapon. Additionally, Love’s Price will not travel in extradimensional spaces. If a PC attempts to put Love’s Price in an extradimensional space, it immediately reappears in their hands. 
Creatures: 
All APLs (EL 18)


Gulmengluum: hp 250; Appendix 1.

Vrocks (3): hp 115 (each); Monster Manual 48
Tactics: Gulmegluum will charge the PC that looks like it has the most hit points (barbarian/fighter looking characters) using his Shock Trooper feat and smite ability. He will follow this up with blasphemy and kill anyone lower than 10th level, at the same time attempting to banish any spell casters. Then, he will use his breath weapon to try to finish anyone else off. After that, he will use full attacks starting from the most melee oriented PC. He will attempt to retreat if he is brought below 40hp.


Mustard will cast expeditious retreat and run from this fight, casting invisibility and waiting at a safe distance to see if anyone survives.
Treasure: The PCs can gain the following treasure here:


APL 10: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp.


APL 14: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp
Troubleshooting: This fight can and should be avoided, however it is not impossible. If defeated, Gulmengluum and his vrock companions are banished to their home planes and all of their gear disappears with them.
Development: Whether or not the PCs fight Gulmengluum, Mustard will lead them through the hedge to a clearing.  At this point, have the PCs make a Spot check (DC 20).  Success will reveal the shackles that bound Natan Enerick hidden in the grass.  Mustard beckons the PCs on, stating that Lucy is telling him where to go in his head.  PCs with the Track feat can attempt to track Natan Enerick (Survival DC 15).  Remarkably, the way Mustard is leading the party is the exact same way that Enerick is heading.
6: Lucy and the Guys 
Mustard leads the PCs for 6 hours across rolling hills, to a small palace surrounded by a light grove.
Your journey across the layer of Shendilavri takes roughly a quarter of a day and is, for the most part, fairly leisurely. The landscape is lush and paradisiac, and your travels leave you some time to reflect on its beauty. Yet every so often you are reminded that you are in a corrupt and vile place.  Your first reminder was a corpse strung in a tree. The man wore, upon his face, a look of utter pleasure, yet he was missing the lower half of his body. The tree’s branches were hideous ophidian appendages that snapped and hissed as you observed the macabre sight.


Later, you passed other grim reminders of the plane’s chaotic and evil nature - a distant storm of cackling laughter instead of thunder, for example. Soon the idyllic façade wore away and the disturbed and blasphemous true vision of Shendilavri came to light. Your reflections on the true nature of the layer were cut short however, as Mustard yelped in exclamation, “We’re here! We’ve made it! Lucy, I’m coming!” 

Your trail leads into a clearing 80 feet in diameter, surrounded by a light grove, and at the opposite end, a long stairway rises to a small palace. A young woman stands on the foot of the steps.

“Thank you, my dear Mustard. You’ve just missed your pious friend.” As the woman speaks, four rubbery tentacles snake out from behind her back. “He is receiving our hospitality inside, but don’t worry, I’ll extend you the same courtesies.” 

“No, my love! My Lucy! No!” Mustard begins to weep as he falls to his knees in front of the wicked creature.
Creatures: 
APL 10 (EL 12)


Lucy: female lilitu; hp 119; Appendix 1.

Bulezau: hp 115; Appendix 1.
APL 12 (EL 14)


Lucy: female lilitu; hp 119; Appendix 1.


Bulezau (2): hp 115 (each); Appendix 1
APL 14 (EL 16)


Lucy: female lilitu bard 1/ marshal 1/ seeker of the song 1; hp 142; Appendix 1.


Kastighur (2): hp 172 (each); Appendix 1
APL 16 (EL 18)


Lucy: female lilitu bard 1/ marshal 1/ seeker of the song 4; hp 164; Appendix 1.


Kastighur (2): hp 172 (each); Appendix 1

Retriever: hp 135; Monster Manual 46
Tactics: Lucy and the demons will not attack Mustard until all the PCs are dead, as he is posing no threat in his despairing condition. At APLs 10 and 12, Lucy is completely content to let the demons do the front line fighting and use her enchantment abilities and spells from the back.  Once the other demons are defeated, she will attempt to fly away, keeping just enough distance to use her wand of orb of cold.  She is not useless in melee, however, and will defend herself if confronted head on.

At APLs 14 and 16, Lucy will make use of her bard song and seeker of the song abilities. Apply her over the top marshal aura to the other demons. The Kastighurs have a quicken teleport ability that they will use to set up and charge on every round, unless prevented from doing so. On the first round at APL 14, Lucy will inspire courage.  On the second round, she will get into position to sing the burning melody and use the refrain cone of fire as a swift action. She will repeat it this until she runs out of bard songs. After that, she will follow the tactics of APL 10-12.


At APL 16, Lucy will use her combine songs class ability to activate both inspire courage and the dirge of frozen loss on the first round, using the refrain of the dirge refrain to shoot a line of cold as a swift action. On the next round she will combine her dirge of frozen loss with her song of life, saving one use of her bardic music to activate the refrain and heal herself as a swift action. Otherwise she will continue to use bardic music to activate the dirge of frozen loss refrain and after that she will use the same tactics as APL 10-12.
Treasure: The PCs find the following treasure on Lucy and her demons:

APL 10: Loot 0 gp; Coin 0 gp; Magic 2,477 gp huge +1 ranseur (169 gp), cloak of charisma +2 (333 gp), necklace of fireballs (type II) (225 gp), wand of orb of cold (7th) (1,750 gp); Total 2,477 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 2,646 gp huge +1 ranseur (2) (169 gp each), cloak of charisma +2 (333 gp), necklace of fireballs (type II) (225 gp), wand of orb of cold (7th) (1,750 gp); Total 2,646 gp.

APL 14: Loot 0 gp; Coin 0 gp; Magic 5,349 gp huge +2 breastplate (2) (383 gp each), amulet of natural armor +3 (1,500 gp), cloak of charisma +4 (1,333 gp), wand of orb of cold (7th) (1,750 gp); Total 5,349 gp.

APL 16: Loot 0 gp; Coin 0 gp; Magic 10,682 gp huge +2 breastplate (2) (383 gp each), amulet of natural armor +4 (2,666 gp), cloak of charisma +6 (3,000 gp), rings of force armor (2,500 gp), wand of orb of cold (7th) (1,750 gp); Total 10,682 gp.
Development: After the battle, Mustard falls to Lucy’s side, grief stricken.  He is beyond consoling, at least for now, and will not follow the PCs inside. They can subdue him, kill him (as an evil act), or let him be and move on. Encourage the PCs to prepare and buff before the next encounter, as it will be Zhayne at last.
7: Love & Devotion
With Lucy and her demonic allies defeated, you stand at the foot of the palace steps. They extend several hundred feet to an outer courtyard ringed by a tight series of pillars covered in dark, creeping vines. Beyond, somewhere in the palace, lurks perhaps the vilest foe the Shield Lands have ever seen, surpassed only by Old Wicked, himself. Ascending to the entryway, you can peer into the courtyard and witness an awful scene.


Natan Enerick has collapsed onto all fours, on hands and knees, while the quarterstaff he stole from Mustard lies shattered in front of him. He is weaponless and surrounded by slinky black demons with wicked looking claws. Many lie dead or dying, but nearly a dozen of the vile creatures still stand. Enerick spits blood onto the ground, refusing to face his attackers. A surpassingly beautiful and winged woman stands in a doorway in the back of the room. Even from a distance, you catch the malice and cruelty in her bearing and gestures. This can only be Zhayne, the Blackhearted!


She steps forward to address her minions. “He doesn’t have the weapon, you fools! Finish him off!”

As the babau close in to end Natan Enerick’s life, you see that he is holding an object like a crystal vial in his fisted hand. The babau hesitate an instant, and Enerick swiftly raises his hand above his head and implores, “Pholtus, through your light, may I suffer and be made clean.” Immediately, above him, the orange and violet skies open, and an orb of silvery light appears. Then Enerick crashes his fist and the vial into his chest. The sound of the crystal vial shattering cuts the stillness. A blaze sparks from Enerick’s chest and instantaneously consumes his entire body. The babau recoil, at first in shock, but quickly the shock turns to visible pain. The silver orb shifts to appear as a moon, eclipsed by a smaller, silvery crescent moon.  The flames dance over Enerick’s blistering and flaking form as a moonbeam falls directly upon him.

“You see, Zhayne, the gods of good do not abandon us!” Enerick cries from his inferno. The fire’s light grows more intense, and then Enerick shudders, falls over backward and dies. Before his body enters its final throes, a column of light - sharp as any lightning - bolts down from the moon and engulfs the body of the former Lord Regent of Bright Sentry. The brightness and intensity of the beam grows and grows as Enerick’s lifeless body rises from the floor.

As soon as the column reaches a blinding intensity, it snaps back into the air with a blast, taking Enerick with it. The cacophony, and the shockwave it creates, obliterates the babau and hurls Zhayne like a rag doll from the doorway and into the next room where she cries out in fury.
A Knowledge (religion) check DC 15 will show that the moon eclipsed by the smaller crescent moon is the holy symbol of Pholtus.  Enerick has been taken by his god and has weakened Zhayne.

Now is the time for the final combat.  The final room is a 100 foot square room with a 20 foot deep dais at the opposite end that climbs to 10 feet high. As soon as the first PC enters the next room, roll for initiative.  Divine energy of Pholtus has released in a burst, blasting Zhayne into the next room and weakening her. It has also freed Trys from the Love's Price weapon in a spirit form.  The weapon still functions with all the benefits as shown in the SHL8-01 Love’s Price AR, however.

Prior to combat, you, as the DM, should ask to see each character’s available spells (spells known for sorcerers and spontaneous casters, and spells prepared for wizards, clerics and other casters who need to prepare spells). Zhayne uses her available miracle spell to learn what spells her foes are able to cast; this isn’t an entirely LG-sanctioned use of the spell, but it’s the story. Go with it. Do not let players change their spells after you look at them. Zhayne plans her approach to the ensuing combat based on this “reconnaissance.” Additionally, she casts greater spell immunity to make herself immune to 3 spells up to 8th level that allow SR, and she places another spell into her ring of counterspells based on what she learns. At APL 16, these are meaningful decisions; below APL 16, the decisions only matter if the PCs press the attack to her before the pulse of light radiates forth from Enerick, upon his death; after that point, Zhayne’s defenses are dismissed and/or suppressed.
Creatures: 
APL 10 (EL 14)


Zhayne the Blackhearted:  Female advanced succubus bard 8/ ur-priest 2/ sublime chord 1/ mystic theurge 8; hp 136; Appendix 1.


Bulezau: hp 115; Appendix 1


Arrow Demons (2): hp 135 (each); Appendix 1.

APL 12 (EL 16)


Zhayne the Blackhearted:  Female advanced succubus bard 8/ ur-priest 2/ sublime chord 1/ mystic theurge 8; hp 146; Appendix 1.

Bulezau (2): hp 115 (each); Appendix 1


Arrow Demon Elite(2): hp 171 (each); Appendix 1
APL 14 (EL 18)


Zhayne the Blackhearted:  Female advanced succubus bard 8/ ur-priest 2/ sublime chord 1/ mystic theurge 8; hp 156; Appendix 1.

Kastighur (2): hp 172 (each); Appendix 1.


Advanced Arrow Demon Elite (2): hp 204 (each); Appendix 1
APL 16 (EL 20)


Zhayne the Blackhearted:  Female advanced succubus bard 8/ ur-priest 2/ sublime chord 1/ mystic theurge 8; hp 247; Appendix 1.

Glabrezu (3): hp 174 (each); Monster Manual 43


Advanced Arrow Demon Elite (3): hp 204 (each); Appendix 1
Tactics: Zhayne is weakened by the pulse of light originating from Enerick, and the results vary according to APL. She has pre-cast some buffs for the battle against Enerick that are still active.  Any crossed out spells on her list are considered cast but still in effect and have only been up for 3 rounds. After the PCs enter the chamber, she spends her first action to reduce the chances the PCs can approach her, casting a spell to divide the battlefield, such as acid fog, blade barrier, Evard’s black tentacles, or the like. At APL 16, her first spell is always time stop, followed by her free rounds of control and defensive spells.  Given time, she will spend her first round or two to cast defensive or utility spells (ex.: death ward, freedom of movement, greater blink, mirror image, true seeing, etc.)—except at APL 16 where her defenses remain in place; at APL 16, she presses her attack immediately on the second round, after the time stop resolves. After no more than three rounds, she will press the attack as fiercely as she can. 


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


The other demons make use of their special attacks as much as possible, the arrow demons full-attacking from the back
with their bows and the other demons blocking the PCs from getting to Zhayne and the arrow demons. Zhayne will not be defeated until she is harmed by the weapon, Love’s Price. If she is reduced to zero hp, but hasn’t been damaged by Love’s Price, she will return to full hit points after 1d4+1 rounds (she will not regain spent uses of abilities or any spells, however). When Zhayne herself is defeated, the other demons withdraw from the fight.
Treasure: All of Zhayne’s equipment is destroyed in the aftermath of her destruction, but her minions’ gear remains behind:

APL 10: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +1 ranseur (169 gp), large +1 composite longbow (+5 Str) (4) (267 gp each); Total 1,237 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +1 ranseur (2) (169 gp), large +1 composite longbow (+5 Str) (4) (267 gp each); Total 1,406 gp.

APL 14: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +2 breastplate (2) (383 gp each), large +1 composite greatbow (+6 Str) (4) (400 gp each); Total 2,366 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +2 breastplate (2) (383 gp each), large +1 composite greatbow (+6 Str) (6) (400 gp each); Total 3,166 gp.
Development: As soon as Zhayne is defeated, the other demons retreat.  Read or paraphrase the following:

As the final blow is struck against the wicked succubus, Love’s Price begins to spark. A rose-colored mist rushes from the weapon directly into Zhayne’s chest. Zhayne clutches her chest right over her infamous heart and cries out in pain. Her eyes turn the color of the mist, and the rosy mist pours out of her nose and mouth. She jerks as if to double over and begins to cackle, a cruel smile reaching her face. “This was your plan!? Your secret weapon!? Old Wicked can have you fools!”


As she raises her hands to renew the fight, a crack appears in the skin on her chest. A rose-colored light glows through the fissure, and the crack spreads in spider-webs along her entire body. Zhayne recoils briefly, and a look of sheer surprise reaches her eyes before she explodes in a blast of rosy light streaked with shadow. As the air rushes past your ears, you can just make out the whispering voices of all the people Zhayne has corrupted over the centuries. One voice in particular sings calmly into your ears. “Goodbye, my loves and thank you.”

When the shadow and wind subside, you hear a rustle from the doorway through which you came. Mustard stands pushing away the curtains, looking forlorn.


“I’m done with adventure, and I’m ready to go home,” he plainly states.
If the PCs fail to defeat Zhayne, yet somehow escape alive, read or paraphrase the following:

Your mission to defeat the Blackhearted Zhayne has failed. After all of this work, this is a dark day indeed for the Shield Lands and all of Oerth.

If the PCs return home without using the coins from Gildor Arcanix, they receive the “I probably owe you one” favor on the AR.
Conclusion

Due to the secrecy surrounding your mission, your return home to the Shield Lands was not met with fanfare. However, the church of Pholtus released word of Natan Enerick’s sacrifice to the common folk, and an honorary ornamental lordship was granted to his estate. Additionally, his nephew, Lord Simen Sharn, ordered a lord’s funeral service in his honor. You stand now, on the banks of the Veng River, as the empty funeral ship of Lord Natan Enerick passes solemnly on its way to Bright Sentry. Was Enerick right? Do the gods of good still remember the Shield Lands? Under the fist of an inquisition and in the belly of a war, you find yourself hoping they do.
Epilogue
If the PCs succeed in defeating Zhayne, those with the weapon Love’s Price and those with the gift of prophecy from SHL6-01 Blood and Rain have a fitful dream of the aftermath in the palace of Zhayne.  

Your dream returns you again to Shendilavri and the palace of Zhayne, in fact in the very spot where the Blackhearted was slain. Your body and mind are inexplicably flooded with feelings of love and respect. You hear a woman giggle from beyond the curtained door, in the open courtyard. Slowly, you feel yourself gliding into that place where Natan Enerick sacrificed himself, through the curtained door and across the cold marble. You can almost feel the warm air blow through the room. Your gaze draws close to the scorched floor where the Pholtan was taken by his god.

The woman giggles again and this time her laughter is joined by a man’s. The two laugh together like lovers and then a scream tears through the room. A red-haired man’s head rolls across the floor and lands on the blackened marble. Turning to see where the grizzly addition to the room came from, you see a sumptuous, seductive woman slink through the doorway. As she steps into the moonlight, a scaly tail swings from behind her back and she unfolds her bat-like wings. She breathes deeply in the night air, bends over and picks up the head.  Looking it in the eyes, she coos.

“Like father, like son. Zhayne would have appreciated how surprised you were. The boy-god, Old Wicked, has cost me greatly this time. This debt will not be forgiven, will it my dear? Perhaps it’s time to find a new ally.”


Malcanthet, Queen of the Succubi, tosses the severed head over her shoulders and takes to the sky. 


        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: Blood & Guts
Defeat the guardians of the gate.
APL 10 
300 XP

APL 12 
360 XP

APL 14 
420 XP

APL 16 
480 XP

6: Lucy and the Guys
Defeat Lucy and the demons.
APL 10 
360 XP

APL 12 
420 XP

APL 14 
480 XP

APL 16 
540 XP

7: Love & Devotion 
Defeat Zhayne and her minions.
APL 10 
420 XP

APL 12 
480 XP

APL 14 
540 XP

APL 16 
600 XP
Story Award

Travel to Zhayne’s home plane and destroy her:

APL 10 
120 XP

APL 12 
140 XP

APL 14 
160 XP

APL 16 
180 XP
Discretionary roleplaying award

APL 10 
150 XP

APL 12 
175 XP

APL 14 
200 XP

APL 16 
225 XP

Total possible experience:

APL 10 
1350 XP

APL 12 
1575 XP

APL 14 
1800 XP

APL 16 
2025 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: Blood & Guts

APL 10: Loot 0 gp; Coin 0 gp; Magic 0 gp; Total 0 gp.


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


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


APL 16: Loot 1 gp; Coin 0 gp; Magic 0 gp; Total 1 gp
6: Lucy and the Guys

APL 10: Loot 0 gp; Coin 0 gp; Magic 2,477 gp huge +1 ranseur (169 gp), cloak of charisma +2 (333 gp), necklace of fireballs (type II) (225 gp), wand of orb of cold (7th) (1,750 gp); Total 2,477 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 2,646 gp huge +1 ranseur (2) (169 gp each), cloak of charisma +2 (333 gp), necklace of fireballs (type II) (225 gp), wand of orb of cold (7th) (1,750 gp); Total 2,646 gp.


APL 14: Loot 0 gp; Coin 0 gp; Magic 5,349 gp huge +2 breastplate (2) (383 gp each), amulet of natural armor +3 (1,500 gp), cloak of charisma +4 (1,333 gp), wand of orb of cold (7th) (1,750 gp); Total 5,349 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 10,682 gp huge +2 breastplate (2) (383 gp each), amulet of natural armor +4 (2,666 gp), cloak of charisma +6 (3,000 gp), rings of force armor (2,500 gp), wand of orb of cold (7th) (1,750 gp); Total 10,682 gp.
7: Love & Devotion

APL 10: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +1 ranseur (169 gp), large +1 composite longbow (+5 Str) (4) (267 gp each); Total 1,237 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +1 ranseur (2) (169 gp), large +1 composite longbow (+5 Str) (4) (267 gp each); Total 1,406 gp.


APL 14: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +2 breastplate (2) (383 gp each), large +1 composite greatbow (+6 Str) (4) (400 gp each); Total 2,366 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 1,237 gp huge +2 breastplate (2) (383 gp each), large +1 composite greatbow (+6 Str) (6) (400 gp each); Total 3,166 gp.
Total Possible Treasure


APL 10: Loot 0 gp; Coin 0 gp; Magic 3,714 gp; Total 3,714 gp.


APL 12: Loot 1 gp; Coin 0 gp; Magic 4,052 gp; Total 4,053 gp.


APL 14: Loot 1 gp; Coin 0 gp; Magic 7,715 gp; Total 7,716 gp.


APL 16: Loot 1 gp; Coin 0 gp; Magic 13,848 gp; Total 13,849 gp.



            Adventure Record Items

Love’s Sacrifice:  Your beloved is gone, but she hasn’t forgotten you.  Cross off the Love’s Price AR entry from SHL8-01.  All of the magical and intelligent item qualities of Love’s Price have been drained from your weapon, however, Trys has left you with a lasting memento of her love.  In any future Shield Lands adventure, you may use a standard action to call on her one last time to receive aid.  When called upon, Trys will grant your weapon the powers of the holy, sacred burst, and bane (evil outsiders) weapon enhancements for the duration of one encounter.  Cross this favor off when used.
The Power of Love:  You have witnessed the power of a Seeker of the Song.  This favor counts as meeting the special requirement for access to the Seeker of the Song Prestige Class. 
Flaming Death:  “Pholtus, through your light, may I suffer and be made clean.”  The sheer power released through Natan Enerick’s sacrifice has resonated with you, reminding you that, even in these dark times, the gods have not forsaken the Shield Lands.  For your next (3) Shield Lands regional adventures you receive a +1 circumstance bonus to all saving throws.
Additionally, for worshipers of Pholtus, this favor counts as direct contact with one’s patron deity and thus meets the special requirement for access to the Contemplative Prestige Class.
I Probably Owe You One:  You still have the golden token you were to use for returning to Bright Sentry.  Your generous benefactor has yet to reclaim it.  One time only, you can bend the coin as a move action.  Doing so allows you (and only you) to travel from anywhere in the multiverse directly to the lighthouse of Bright Sentry in the Shield Lands.  

This effect acts as the spell greater teleport on the Prime Material plane and as the spell plane shift followed immediately by greater teleport on any other plane. If used on another plane, the effect of the travel is so jarring, you are sickened for 1 minute after using the token. Cross this favor off when used.
Item Access

APL 10 and 12:

· Boots of speed (Adventure; DMG)

· Bracers of archery, greater (Regional; DMG)

· Caduceaus bracers (Regional; MIC; 2,000 gp)

· Huge +1 ranseur (Adventure; DMG)

· Necklace of fireballs type II (Adventure; DMG)
· Scroll of balor nimbus (Adventure; SpC; 200 gp)
· Scroll of demoncall (Adventure; Fiendish Codex I: Hordes of the Abyss; 200 gp)
· Scroll of demonflesh (Adventure; Fiendish Codex I: Hordes of the Abyss; 25 gp)
· Scroll of share talents (Adventure; PHB II; 200 gp)
APL 14 and 16 (all of APL 10 and 12 plus the following):

· Helm of telepathy (Adventure; DMG)

· Rings of force armor (Regional; MIC; 30,000 gp)

· Runestaff of Illumination (Regional; MIC; 34,500 gp)

· Wand of orb of cold (Regional; SpC; 21,000)
Appendix 1: All APLs

2: It’s All We’ve Got

Mustard
CR 10
Male gnome (rock) bard 7/ loremaster 3

CN small humanoid (gnome)
Init +2; Senses Listen +11, Spot -1
Languages Common, Gnome, Abyssal, Celestial, Infernal 

AC 14, touch 13, flat-footed 12

(+1 size, +2 Dex, +1 armor)

hp 42 (10 HD) 

Fort +3, Ref +8, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in padded armor (4 squares), base movement 20 ft.
Melee whip +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d2-2) 

Ranged shortbow +10/+5[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4-2 x3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +0
Atk Options Weapon Finesse, weapon trick
Special Actions Bardic Music, countersong, fascinate, inspire courage, inspire competence, suggestion
Combat Gear masterwork whip, quarterstaff
Bard Spells Known (CL 9th):

3rd (3/day)— cure serious wounds, displacement, see invisibility

2nd (4/day)— blur, swift fly, glitterdust (DC 16), invisibility

1st (4/day)— cure light wounds, expeditious retreat, feather fall, undetectable alignment

0 (3/day)— detect magic, light, mage hand, message, open/close, read magic

(Already cast
Abilities Str 6, Dex 14, Con 10, Int 16, Wis 8, Cha 18 

SQ Secret, Secret Health, Weapon Trick
Feats Skill Focus (Knowledge (the planes)), Skill Focus (Use Magic Device), Weapon Finesse, Scribe Scroll# 

Skills Decipher Script +9, Hide +17, Knowledge (history +16), Knowledge (the planes) +19, Listen +11, Move Silently +12, Perform (Oratory) +17, Spellcraft +14, Use Magic Device +20total ranks: class XX Deci
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Countersong (Su) As a bard (see page 29 of the Player’s Handbook)
Fascinate (Sp) As a bard (see page 29 of the Player’s Handbook)
Inspire Courage (Su) As a bard (see page 29 of the Player’s Handbook)

Inspire Competence (Su) As a bard (see page 29 of the Player’s Handbook)
Suggestion (Sp) As a bard (see page 29 of the Player’s Handbook)

Secret:

Secret Health : +3 HP

Weapon Trick: +1 bonus on attack rolls
Natan Enerick
CR 10

Male human fighter 2/ aristocrat 4/ pious templar 4

LG Medium humanoid (human)

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

Languages Common 

AC 9, touch 9, flat-footed 9


(-1 Dex)

hp 70 (10 HD); DR 1/-

Fort +9, Ref +1, Will +11Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares), base movement 30 ft.;

Melee any weapon +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (damage as per weapon) or

Melee longsword/quarterstaff +10 (damage as per weapon (+1 with quarterstaff)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Atk Options Blind-Fight, Combat Reflexes, Power Attack, smite

Special Actions Mettle, spells

Pious Templar Spells Prepared (CL 4th):


2nd— bull’s strength, resist energy

1st— divine favor, magic weapon
(Already cast
Abilities Str 18, Dex 8, Con 8, Int 10, Wis 16, Cha 14 

SQ damage reduction, mettle, smite
Feats Blind-Fight, Combat Reflexes, Improved Initiative# , Power Attack, Quick Draw, Weapon Focus (quarterstaff, longsword), Weapon Specialization (quarterstaff), True Believer

Skills Handle Animal +7, Heal +11, Intimidate +6, Knowledge (nobility) +9, Knowledge (religion) +13, Ride +9total ranks: class XX Han
Possessions none 

Mettle (Su): A pious templar’s special blessing allows him to shrug off magical effects that would otherwise harm him. If a pious templar makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, he suffers no effect from the spell at all. Only those spells with a Saving Throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability.

Smite (Su): Once per day, a pious templar of 2nd level or higher may make a single melee attack with a +4 attack bonus and a damage bonus equal to her pious templar level (if she hits). The pious templar must declare the smite before making the attack. Starting at 6th level, a pious templar can smite twice per day and at 10th level, three times per day.


If a pious templar has a smite evil or smite ability (for being a paladin or a cleric with the Destruction domain) already, she can use the ability one extra time per day (two extra times at 7th level). The attack bonus does not increase, but the damage bonus is based on the character’s combined level (pious templar level plus cleric or paladin level).
5: The Puzzling Hedge




Gulmengluum
CR 17
Male Half-fiend Adult Green Dragon

LE Huge Ousider (Air)
Init +0; Senses darkvision 120 ft.; Listen +22, Spot +22
Aura Frightful Presence (180 ft. radius, HD 19 or less, Will DC 26)
Languages Abyssal, Common, Draconic
AC 46, touch 10, flat-footed 44

(-2 size, +2 Dex, +4 armor, +4 shield, +3 deflection, +28 natural)
Miss Chance 20% (blur)
hp 250 (20 HD); DR 10/magic
Immune acid, poison
Resist acid 10, cold 10, electricity 10, fire 10; SR 30
Fort +24 (immune to poison), Ref +19, Will +21
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 70 ft. (8 squares), base movement 40 ft., fly 100 ft. (average), swim 40 ft.;

Melee bite +30[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d8+12 magic) or;

Melee bite +30[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d8+12 magic) and


2 claws +24 (2d6+6 magic) and


2 wings +24 (1d8+6 magic) and


tail slap +23 (2d6+18 magic)
Space 15 ft.; Reach 10 ft. (bite 15 ft.)
Base Atk +20; Grp +38
Atk Options Cleave, Power Attack, Smite Good
Special Actions breath weapon, crush, water breathing
Combat Gear 

Sorcerer Spells Known (CL 5th):


2nd (6/day, 1 already used)— blur, detect thoughts (DC 18);

1st (7/day, 3 already used)— expeditious retreat, mage armor, shield, true strike;

0 (5/day)— arcane mark, dancing lights, detect magic, ghost sound (DC 16), read magic, resistance
(Already cast

Spell-Like Abilities (CL 20th):


3/day— darkness, poison, suggestion (CL 6; DC 16), unholy aura (DC 24)

1/day— blasphemy (DC 23), contagion (DC varies), desecrate (DC 18), destruction (DC 23), horrid wilting (DC 24), summon monster IX (fiends only), unhallow, unholy blight (DC 20)
(Already cast

Abilities Str 34, Dex 14, Con 24, Int 18, Wis 19, Cha 23 
SQ Breath Weapon, Frightful Presence, Water Breathing
Feats Cleave, Flyby Attack, Improved Bull Rush, Improved Natural Attack (bite), Power Attack, Shock Trooper, Wingover# 

Skills Bluff +12, Concentrationtotal ranks: class XX Co +26[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Escape Artist +20[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +20, Intimidate +25[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (arcana) +22[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Knowledge (planes) +22, Listen +22, Search +22, Sense Motive +22, Spot +22, Use Magic Device +25
Possessions combat gear plus amulet of natural armor +5, cloak of resistance +5, ring of protection +3
Spellbook spells prepared plus 0—

Breath Weapon (Su) 50-ft. cone, damage 12d6 acid, Reflex DC 27 half

Crush (Ex) Area 15 ft. by 15 ft.; Small or smaller opponents take 2d8+18 points of bludgeoning damage, and must succeed on a DC 27 Reflex save or be pinned; grapple bonus +38

Frightful Presence (Ex) 180-ft. radius, HD 19 or less, Will DC 21 negates
Smite Good (Su) Once per day Gulmengluum can make a normal melee attack to deal +20 damage against a good foe
Water Breathing (Ex) Gulmengluum can breathe underwater indefinitely and can freely use his breath weapon, spells and other abilities while submerged
APL 10
4: Blood & Guts
Advanced Allip
CR 5
NE Medium undead (incorporeal)
Init +5; Senses darkvision 60 ft.; Listen +15, Spot +15
Aura Babble (see below)
Languages none 

AC 15, touch 15, flat-footed 10

(+1 Dex, +4 deflection)

Miss Chance 50%

hp 78 (12 HD) 

Resist turn resistance +2

Fort +4, Ref +7, Will +8

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

Speed fly 30 ft. (6 squares) (perfect);

Melee incorporeal touch +7 (1d4 x1.5 Wisdom drain) 

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Special Actions Babble, Madness, Wisdom Drain

Abilities Str --, Dex 12, Con --, Int 11, Wis 11, Cha 18 

SQ incorporeal traits, undead traits
Feats Empowered Ability Damage, Improved Initiative, Improved Turn Resistance, Lightning Reflexes

Skills total ranks: class XX Hide +16, In[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Hide +16, Intimidate +9, Listen +15, Search +10, Spot +15, Survival +0 (+2 following tracks)

Possessions combat gear plus 

Babble (Su) An allip constantly mutters and whines to itself, creating a hypnotic effect.  All sane creatures within 60 feet of the allip must succeed on a DC 16 Will save or be affected as though by a hypnotism spell for 2d4 rounds. This is a sonic mind-affecting compulsion effect. Creatures that successfully save cannot be affected by the same allip’s babble for 24 hours.  The save DC is Charisma-based.

Madness (Su) Anyone targeting an allip with a thought detection, mind control, or telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
Wisdom Drain (Su) An allip causes 1d4 x1.5 points of Wisdom drain each time it hits with its incorporeal touch attack.  On each such successful attack, it gains 5 temporary hit points.
Whisper Demon
CR 9
CE Medium outsider (chaotic, evil, incorporeal)
Init +5; Senses darkvision 60ft.; Listen +14, Spot +14
Aura maddening whispers (60 ft., DC 21)
Languages Abyssal, Celestial, Draconic; telepathy 60 ft. 

AC 20, touch 20, flat-footed 15; Dodge, Mobility

(+5 Dex, +5 deflection)

Miss Chance 50% (incorporeal)
hp 90 (12 HD); DR 5/cold iron or good
Immune confusion, electricity, hypnotism, insanity, poison, Wisdom damage and drain
Resist acid 10, cold 10, and fire 10
Fort +11, Ref +13, Will +13
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed fly 40 ft. (8 squares) (perfect); Flyby Attack
Melee 2 incorporeal touches +17 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp --
Atk Options aligned strike (chaotic, evil)
Abilities Str --, Dex 20, Con 16, Int 10, Wis 5, Cha 20 

SQ create spawn, incorporeal traits, madness
Feats Alertness#, Dodge, Flyby Attack, Improved Critical (incorporeal touch), Mobility# 

Skills Blufftotal ranks: class XX Bluff +20, Diplomacy +9, Disguise +5 (+7 acting), Hide +20, Intimidate +22, Knowledge (religion) +15, Knowledge (planes) +15, Listen +14, Sense Motive +12, Spot +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Maddening Whispers (Su) Any living creature within 60 feet of a whisper demon hears its maddening telepathic whispers and must succeed on a DC 21 Will save or become confused for 1 round.  When rolling d% to determine the actions of a creature confused by maddening whispers, on a roll of 51 or higher, instead of the normal confusion result, the creature automatically deals damage to itself equal to its normal melee damage with the weapon it currently wields or its primary natural weapon, whichever deals more damage.  A creature that succeeds on the Will save cannot be affected by the same whisper demon’s maddening whispers for 1 round.  This is a mind-affecting compulsion effect.  The save DC is Charisma based.



This ability does not allow a whisper demon to exercise mental control over a creature, and thus the protection from evil spell does not provide immunity to this effect.  Demons are immune to a whisper demon’s maddening whispers.

Create Spawn (Su) A living creature that kills itself within 60 feet of a whisper demon rises as an allip under the whisper demon’s control 1 round later.  A whisper demon can control up to nine allips it creates. Allips created by  whisper demon in excess of this limit arise free-willed.
Madness (Ex) Whisper demons use their Charisma modifier on Will saves instead of their Wisdom modifier, and they have immunity to confusion and insanity effects.  In addition, anyone targeting a whisper demon with a thought detection, mind control, or telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
6: Lucy and the Guys

Lucy (Lilitu)
CR 12

CE Medium outsider (chaotic, evil, tanar’ri)

Init +8; Senses darkvision 60 ft.; Listen +22, Spot +22

Languages Abyssal, Common; telepathy 100 ft.

AC 26, touch 18, flat-footed 18


(+8 Dex, +8 natural)

hp 119 (14 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 23

Fort +13, Ref +17, Will +14

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

Weakness divine magic
Speed 40 ft. in (8 squares);

Melee 4 stingers +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 plus poison) and


2 claws +20 (1d6+1)

Ranged ranged touch +22[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (per spell)

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

Base Atk +14; Grp +17

Special Actions Combat Reflexes, lilitu’s gift

Combat Gear necklace of fireballs type II, wand of orb of cold (7th)
Cleric Spells Prepared (CL 9th):


5th— lesser planar bindingD, mass cure light wounds, plane shift (DC 26), raise dead

4th— confusionD (DC25), cure critical wounds (2), freedom of movement, imbue with spell like ability

3rd— bestow curse (DC 24), cure serious wounds (3), dispel magic, nondetectionD (DC 25)


2nd— cure moderate wounds (4), demoncallD, enthrall (DC 23), hold person (DC 23), silence (DC 23)


1st— command (DC 22), cure light wounds (4), demonfleshD, divine favor, shield of faith

0— cure minor wounds (4), detect magic, mending
D: Domain spell. Domains: Demonic, Trickery 

Spell-Like Abilities (CL 14th):


At will— charm monster (DC 25), detect good, detect thoughts (DC 23), disguise self (DC 22, no limit on duration), fly, suggestion (DC 24), greater teleport (self plus 50 pounds of objects only), sending, tongues

1/day— dominate person (DC 26), quickened suggestion (DC 24), symbol of persuasion (DC 27)

(Already cast

Abilities Str 17, Dex 26, Con 18, Int 19, Wis 20, Cha 32 

SQ item use, mock divinity, shroud alignment, tanar’ri traits
Feats Combat Reflexes, Dark Speech, Persuasive, Quicken Spell-Like Ability (suggestion), Weapon Finesse#
Skills Bluff +30, Concentration +21, Diplomacy +32, Disguise +28 (+30 acting), Forgery +21, Heal +22, Intimidate +32, Knowledge (religion) +21, Listen +22, Perform (any one) +28, Sense Motive +22, Spot +22total ranks: class XX 

Possessions cloak of charisma +2, necklace of fireballs (type II), wand of orb of cold (7th)
Item Use (Ex) A lilitu can use any magic item as though she had successfully used the Use Magic Device skill

Lilitu’s Gift (Su) Once per day, a lilitu can embrace a willing or helpless living creature as a standard action and grant it a +2 profane bonus to Charisma and a +2 profane bonus on saving throws. The effect persists for 24 hours or until the target creature is affected by a dispel chaos. Until the gift expires or is removed, the affected creature radiates chaos as if his alignment were chaotic. Moreover, its natural weapons, as well as any weapons it wields, are treated as chaotic-aligned for the purpose of bypassing damage reduction



As long as the character possesses the gift, the lilitu’s name (written in Abyssal) appears as a tattoo somewhere on the character’s body.  Most lilitu take pains to place this mark somewhere that’s easily hidden.  The recipient of a lilitu’s gift cannot see his own tattoo. As long as the gift remains active, the lilitu can monitor the character’s condition and location as if she had placed a status spell on that character. She can communicate telepathically with the character at all times, despite any intervening distance (even across planes), and by concentrating can observe the world around the character as if she were there in his place. Lilitus often use this ability to influence and trick a character into performing chaotic or evil acts.  Accepting a lilitu’s gift is a chaotic act and could have repercussions on the recipient’s alignment.



A creature can resist gaining a lilitu’s gift by making a DC 27 Will save. The save is Charisma-based.

Mock Divinity (Ex) A lilitu casts spells as a 9th-level cleric, except that she uses her Charisma score to determine bonus spells per day and spell saving throw DCs. She has access to the spheres of Demonic and Trickery. She cannot spontaneously cast cure or inflict spells, nor can she turn or rebuke undead.

Poison (Su) Stinger – Injury, Fortitude DC 21, 2d6 Wis/1d4 negative levels. The save DC is Constitution-based.

Shroud Alignment (Ex) Spells and spell-like abilities that have the good descriptor treat a lilitu as if her alignment was good. Magic items are similarly fooled.

Vulnerable to Divine Magic (Ex) A lilitu’s heretical nature renders her particularly susceptible to divine magic. She makes all saving throws against divine magic at a -2 penalty, and checks to overcome her spell resistance with a divine spell gain a +4 sacred bonus.
Bulezau
CR 9

CE Large Outsider (chaotic, evil, tanar’ri)

Init +2; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Abyssal, Common; telepathy 30 ft. 

AC 21, touch 11, flat-footed 19


(-1 size, +2 Dex, +10 natural)

hp 115 (10 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 20

Fort +14, Ref +9, Will +8

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

Speed 30 ft. (6 squares)

Melee* Huge +1 ranseur +12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+21/19-20/x3) and


tail +9 (1d8+7) or

Melee* gore +11 (2d6+10) and


2 claws +9 (1d6+7) and


tail +9 (1d8+7)


* Attacks include the Power Attack feat

Space 10 ft.; Reach 10 ft. (20 ft. with ranseur)

Base Atk +10; Grp +20

Atk Options Power Attack, blood frenzy

Special Actions powerful charge, summon tanar’ri
Combat Gear Huge +1 ranseur

Spell-Like Abilities (CL 10th):


At will— command (DC 11), greater teleport (self plus 50 pounds of objects only), see invisibility, solid fog, telekinesis (DC 15)


3/day— fear (DC 14)


1/day—shout (DC 14)

(Already cast

Abilities Str 22, Dex 14, Con 24, Int 6, Wis 12, Cha 10 

SQ wield oversize weapon, tanar’ri traits
Feats Improved Critical (ranseur), Multiattack, Power Attack, Weapon Focus (ranseur)# 

Skills Climb +19, Intimidate +13, Jump +19, Listen +14, Spot +14, Swim +19total ranks: class XX 
Possessions Huge +1 ranseur

Blood Frenzy (Ex) A bulezau that takes damage in combat can fly into a frenzy in the following round, attacking madly until either it or its opponent is dead.  It gains +2 Strength and Constitution, and it takes a -2 penalty to Armor Class.  A bulezau cannot end its frenzy voluntarily.

Powerful Charge (Ex) A bulezau typically begins a battle by charging an opponent.  In addition to the normal benefits and hazards of a charge, this allows a bulezau to make a single gore attack with a +2 attack bonus that deals 4d6+9 points of damage.

Wield Oversize Weapon (Ex) A bulezau is skilled at wielding weapons one size category larger than itself and does not take any penalties when fighting with such weapons.
Summon Tanar’ri (Sp) Once per day, a bulezau can attempt to summon 1d6 dretches or 1d4 rutterkin with a 50% chance of success.  This ability is the equivalent of a 3rd-level spell (CL 10th)
7: Love & Devotion
Zhayne the Blackhearted (7 Soul-reaved Levels)
CR 13

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

CE Med outsider (chaotic, evil, extraplanar)

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

Languages Abyssal, Celestial, Common, Draconic 

AC 24, touch 14, flat-footed 22

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

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

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

Immune electricity and poison

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

Fort +5, Ref +9, Will +20

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

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

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

Ranged touch +16
Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +12

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

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 7th):

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

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, prayer, remove blindness/deafness
2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

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

AND

Bard Spells Known (CL 13th):

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

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

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

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

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

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 5th):

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

(Already cast

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

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

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

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

Arcane Disciple (Ex) 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.

Rapid Metamagic (Ex) A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su) As a normal succubus (Monster Manual), except the save DC is 21.
Bulezau
CR 9

CE Large Outsider (chaotic, evil, tanar’ri)

Init +2; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Abyssal, Common; telepathy 30 ft. 

AC 21, touch 11, flat-footed 19


(-1 size, +2 Dex, +10 natural)

hp 115 (10 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 20

Fort +14, Ref +9, Will +8

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

Speed 30 ft. (6 squares)

Melee* Huge +1 ranseur +12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+21/19-20/x3) and


tail +9 (1d8+7) or

Melee* gore +11 (2d6+10) and


2 claws +9 (1d6+7) and


tail +9 (1d8+7)


* Attacks include the Power Attack feat

Space 10 ft.; Reach 10 ft. (20 ft. with ranseur)

Base Atk +10; Grp +20

Atk Options Power Attack, blood frenzy

Special Actions powerful charge, summon tanar’ri
Combat Gear Huge +1 ranseur

Spell-Like Abilities (CL 10th):


At will— command (DC 11), greater teleport (self plus 50 pounds of objects only), see invisibility, solid fog, telekinesis (DC 15)


3/day— fear (DC 14)


1/day—shout (DC 14)

(Already cast

Abilities Str 22, Dex 14, Con 24, Int 6, Wis 12, Cha 10 

SQ wield oversize weapon, tanar’ri traits
Feats Improved Critical (ranseur), Multiattack, Power Attack, Weapon Focus (ranseur)# 

Skills Climb +19, Intimidate +13, Jump +19, Listen +14, Spot +14, Swim +19total ranks: class XX 
Possessions Huge +1 ranseur

Blood Frenzy (Ex) A bulezau that takes damage in combat can fly into a frenzy in the following round, attacking madly until either it or its opponent is dead.  It gains +2 Strength and Constitution, and it takes a -2 penalty to Armor Class.  A bulezau cannot end its frenzy voluntarily.

Powerful Charge (Ex) A bulezau typically begins a battle by charging an opponent.  In addition to the normal benefits and hazards of a charge, this allows a bulezau to make a single gore attack with a +2 attack bonus that deals 4d6+9 points of damage.

Wield Oversize Weapon (Ex) A bulezau is skilled at wielding weapons one size category larger than itself and does not take any penalties when fighting with such weapons.

Summon Tanar’ri (Sp) Once per day, a bulezau can attempt to summon 1d6 dretches or 1d4 rutterkin with a 50% chance of success.  This ability is the equivalent of a 3rd-level spell (CL 10th)
Arrow Demon
CR 7

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

Init +4; Senses darkvision 60 ft.; Listen +16, Spot +16

Aura 

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.  

AC 19, touch 14, flat-footed 15


(+4 Dex, +5 natural)

hp 135 (10 HD); DR 5/cold iron and good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18

Fort +16, Ref +11, Will +10Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares)

Melee 2 Large +1 composite longbows (+5 Str bonus) +14/+9 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+6/x3) or


4 claws +15 each (1d6+5)

Ranged 2 Large +1 composite longbows (+5 Str bonus) +14/+9 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15

Atk Options Point Blank Shot, Precise Shot, Rapid Shot

Special Actions spell-like abilities, summon tanar’ri

Combat Gear 2 Large +1 composite longbows (+5 Str bonus), 100 adamantine arrows

Spell-Like Abilities (CL 10th):


At will— dimension door (self plus 50 pounds of objects only)

(Already cast

Abilities Str 21, Dex 19, Con 29, Int 14, Wis 16, Cha 12 

SQ Close Combat Shot, Oversized Weapons, Spell-like Abilities, Symmetrical Archery
Feats Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)# 

Skills Balance +17, Bluff +14, Climb +18, Concentration +21, Hide +17, Jump +22, Listen +16, Move Silently +17, Sense Motive +16, Spot +16total ranks: class XX ,
Possessions 2 Large +1 composite longbows (+5 Str bonus), 100 adamantine arrows 

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 a -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 at its normal attack bonus minus 2, and when making a full-attack action, it can fire one arrow from each bow for each of its normal iterative attacks (two 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.
APL 12
4: Blood & Guts
Bone Half-fiend Lamia
CR 8
CE Large undead (augmented magical beast)
Init +6; Senses darkvision 6o ft., low-light vision; Listen +2, Spot +11
Languages Common, Abyssal 

AC 18, touch 15, flat-footed 12; Dodge, Mobility

(-1 size, +6 Dex, +3 natural)

hp 59 (9 HD); DR 5/magic
Immune disease, cold
Resist acid 10, electricity 10, fire 10, half damage from piercing and slashing weapons; SR 19
Fort +6, Ref +12, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. (12 squares), fly 60 ft. (good); Fly-by Attack
Melee touch +14[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4 Wisdom drain) or

Melee dagger +14/+9 (1d6+6/19-20) and


2 claws +14 (1d6+6)
Space 10 ft.; Reach 5 ft.

Base Atk +9; Grp +19
Atk Options Fly-by Attack
Special Actions Spell like abilities, Wisdom drain, smite good
Spell-Like Abilities (CL 9th):


3/day— charm monster (DC 15), darkness, major image (DC 14), mirror image (DC 16), suggestion (DC 14)

1/day— contagion (DC varies), deep slumber (DC 14), desecrate, unholy blight (DC 16)

At will— disguise self, ventriloquism
(Already cast

Abilities Str 22, Dex 23, Con --, Int 17, Wis 15, Cha 14 
SQ spell-like abilities, undead traits
Feats Dodge#, Fly-by Attack, Hover#, Iron Will## 

Skills Blufftotal ranks: class XX Bluff +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +10[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +2[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +15, Intimidate +4, Spot +11
Smite Good (Su) Once per day this creature can make a normal melee attack to deal +9 damage against a good foe
Wisdom Drain (Su) A lamia drains 1d4 points of Wisdom each time it hits with its melee touch attack. (Unlike with other kinds of ability drain attacks, a lamia does not heal any damage when it uses its Wisdom drain.) Lamias try to use this power early in an encounter to make foes more susceptible to charm monster and suggestion. 

Immunities (Ex) Bone creatures have cold immunity.  Because they lack flesh or internal organs, they take only half damage from piercing and slashing weapons
Whisper Demon
CR 9
CE Medium outsider (chaotic, evil, incorporeal)
Init +5; Senses darkvision 60ft.; Listen +14, Spot +14
Aura maddening whispers (60 ft., DC 21)
Languages Abyssal, Celestial, Draconic; telepathy 60 ft. 

AC 20, touch 20, flat-footed 15; Dodge, Mobility

(+5 Dex, +5 deflection)

Miss Chance 50% (incorporeal)
hp 90 (12 HD); DR 5/cold iron or good
Immune confusion, electricity, hypnotism, insanity, poison, Wisdom damage and drain
Resist acid 10, cold 10, and fire 10
Fort +11, Ref +13, Will +13
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed fly 40 ft. (8 squares) (perfect); Flyby Attack
Melee 2 incorporeal touches +17 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp --
Atk Options aligned strike (chaotic, evil)
Abilities Str --, Dex 20, Con 16, Int 10, Wis 5, Cha 20 

SQ create spawn, incorporeal traits, madness
Feats Alertness#, Dodge, Flyby Attack, Improved Critical (incorporeal touch), Mobility# 

Skills Blufftotal ranks: class XX Bluff +20, Diplomacy +9, Disguise +5 (+7 acting), Hide +20, Intimidate +22, Knowledge (religion) +15, Knowledge (planes) +15, Listen +14, Sense Motive +12, Spot +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Maddening Whispers (Su) Any living creature within 60 feet of a whisper demon hears its maddening telepathic whispers and must succeed on a DC 21 Will save or become confused for 1 round.  When rolling d% to determine the actions of a creature confused by maddening whispers, on a roll of 51 or higher, instead of the normal confusion result, the creature automatically deals damage to itself equal to its normal melee damage with the weapon it currently wields or its primary natural weapon, whichever deals more damage.  A creature that succeeds on the Will save cannot be affected by the same whisper demon’s maddening whispers for 1 round.  This is a mind-affecting compulsion effect.  The save DC is Charisma based.



This ability does not allow a whisper demon to exercise mental control over a creature, and thus the protection from evil spell does not provide immunity to this effect.  Demons are immune to a whisper demon’s maddening whispers.

Create Spawn (Su) A living creature that kills itself within 60 feet of a whisper demon rises as an allip under the whisper demon’s control 1 round later.  A whisper demon can control up to nine allips it creates. Allips created by  whisper demon in excess of this limit arise free-willed.
Madness (Ex) Whisper demons use their Charisma modifier on Will saves instead of their Wisdom modifier, and they have immunity to confusion and insanity effects.  In addition, anyone targeting a whisper demon with a thought detection, mind control, or telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
6: Lucy and the Guys

Lucy (Lilitu)
CR 12

CE Medium outsider (chaotic, evil, tanar’ri)

Init +8; Senses darkvision 60 ft.; Listen +22, Spot +22

Languages Abyssal, Common; telepathy 100 ft.

AC 26, touch 18, flat-footed 18


(+8 Dex, +8 natural)

hp 119 (14 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 23

Fort +13, Ref +17, Will +14

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

Weakness divine magic
Speed 40 ft. in (8 squares);

Melee 4 stingers +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 plus poison) and


2 claws +20 (1d6+1)

Ranged ranged touch +22[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (per spell)

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

Base Atk +14; Grp +17

Special Actions Combat Reflexes, lilitu’s gift

Combat Gear necklace of fireballs type II, wand of orb of cold (7th)
Cleric Spells Prepared (CL 9th):


5th— lesser planar bindingD, mass cure light wounds, plane shift (DC 26), raise dead

4th— confusionD (DC25), cure critical wounds (2), freedom of movement, imbue with spell like ability

3rd— bestow curse (DC 24), cure serious wounds (3), dispel magic, nondetectionD (DC 25)


2nd— cure moderate wounds (4), demoncallD, enthrall (DC 23), hold person (DC 23), silence (DC 23)


1st— command (DC 22), cure light wounds (4), demonfleshD, divine favor, shield of faith

0— cure minor wounds (4), detect magic, mending
D: Domain spell. Domains: Demonic, Trickery 

Spell-Like Abilities (CL 14th):


At will— charm monster (DC 25), detect good, detect thoughts (DC 23), disguise self (DC 22, no limit on duration), fly, suggestion (DC 24), greater teleport (self plus 50 pounds of objects only), sending, tongues

1/day— dominate person (DC 26), quickened suggestion (DC 24), symbol of persuasion (DC 27)

(Already cast

Abilities Str 17, Dex 26, Con 18, Int 19, Wis 20, Cha 32 

SQ item use, mock divinity, shroud alignment, tanar’ri traits
Feats Combat Reflexes, Dark Speech, Persuasive, Quicken Spell-Like Ability (suggestion), Weapon Finesse#
Skills Bluff +30, Concentration +21, Diplomacy +32, Disguise +28 (+30 acting), Forgery +21, Heal +22, Intimidate +32, Knowledge (religion) +21, Listen +22, Perform (any one) +28, Sense Motive +22, Spot +22total ranks: class XX 

Possessions cloak of charisma +2, necklace of fireballs (type II), wand of orb of cold (7th)
Item Use (Ex) A lilitu can use any magic item as though she had successfully used the Use Magic Device skill

Lilitu’s Gift (Su) Once per day, a lilitu can embrace a willing or helpless living creature as a standard action and grant it a +2 profane bonus to Charisma and a +2 profane bonus on saving throws. The effect persists for 24 hours or until the target creature is affected by a dispel chaos. Until the gift expires or is removed, the affected creature radiates chaos as if his alignment were chaotic. Moreover, its natural weapons, as well as any weapons it wields, are treated as chaotic-aligned for the purpose of bypassing damage reduction



As long as the character possesses the gift, the lilitu’s name (written in Abyssal) appears as a tattoo somewhere on the character’s body.  Most lilitu take pains to place this mark somewhere that’s easily hidden.  The recipient of a lilitu’s gift cannot see his own tattoo. As long as the gift remains active, the lilitu can monitor the character’s condition and location as if she had placed a status spell on that character. She can communicate telepathically with the character at all times, despite any intervening distance (even across planes), and by concentrating can observe the world around the character as if she were there in his place. Lilitus often use this ability to influence and trick a character into performing chaotic or evil acts.  Accepting a lilitu’s gift is a chaotic act and could have repercussions on the recipient’s alignment.



A creature can resist gaining a lilitu’s gift by making a DC 27 Will save. The save is Charisma-based.

Mock Divinity (Ex) A lilitu casts spells as a 9th-level cleric, except that she uses her Charisma score to determine bonus spells per day and spell saving throw DCs. She has access to the spheres of Demonic and Trickery. She cannot spontaneously cast cure or inflict spells, nor can she turn or rebuke undead.

Poison (Su) Stinger – Injury, Fortitude DC 21, 2d6 Wis/1d4 negative levels. The save DC is Constitution-based.

Shroud Alignment (Ex) Spells and spell-like abilities that have the good descriptor treat a lilitu as if her alignment was good. Magic items are similarly fooled.

Vulnerable to Divine Magic (Ex) A lilitu’s heretical nature renders her particularly susceptible to divine magic. She makes all saving throws against divine magic at a -2 penalty, and checks to overcome her spell resistance with a divine spell gain a +4 sacred bonus.
Bulezau
CR 9

CE Large Outsider (chaotic, evil, tanar’ri)

Init +2; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Abyssal, Common; telepathy 30 ft. 

AC 21, touch 11, flat-footed 19


(-1 size, +2 Dex, +10 natural)

hp 115 (10 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 20

Fort +14, Ref +9, Will +8

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

Speed 30 ft. (6 squares)

Melee* Huge +1 ranseur +12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+21/19-20/x3) and


tail +9 (1d8+7) or

Melee* gore +11 (2d6+10) and


2 claws +9 (1d6+7) and


tail +9 (1d8+7)


* Attacks include the Power Attack feat

Space 10 ft.; Reach 10 ft. (20 ft. with ranseur)

Base Atk +10; Grp +20

Atk Options Power Attack, blood frenzy

Special Actions powerful charge, summon tanar’ri
Combat Gear Huge +1 ranseur

Spell-Like Abilities (CL 10th):


At will— command (DC 11), greater teleport (self plus 50 pounds of objects only), see invisibility, solid fog, telekinesis (DC 15)


3/day— fear (DC 14)


1/day—shout (DC 14)

(Already cast

Abilities Str 22, Dex 14, Con 24, Int 6, Wis 12, Cha 10 

SQ wield oversize weapon, tanar’ri traits
Feats Improved Critical (ranseur), Multiattack, Power Attack, Weapon Focus (ranseur)# 

Skills Climb +19, Intimidate +13, Jump +19, Listen +14, Spot +14, Swim +19total ranks: class XX 
Possessions Huge +1 ranseur

Blood Frenzy (Ex) A bulezau that takes damage in combat can fly into a frenzy in the following round, attacking madly until either it or its opponent is dead.  It gains +2 Strength and Constitution, and it takes a -2 penalty to Armor Class.  A bulezau cannot end its frenzy voluntarily.

Powerful Charge (Ex) A bulezau typically begins a battle by charging an opponent.  In addition to the normal benefits and hazards of a charge, this allows a bulezau to make a single gore attack with a +2 attack bonus that deals 4d6+9 points of damage.

Wield Oversize Weapon (Ex) A bulezau is skilled at wielding weapons one size category larger than itself and does not take any penalties when fighting with such weapons.
Summon Tanar’ri (Sp) Once per day, a bulezau can attempt to summon 1d6 dretches or 1d4 rutterkin with a 50% chance of success.  This ability is the equivalent of a 3rd-level spell (CL 10th)
7: Love & Devotion
Zhayne the Blackhearted (5 Soul-reaved Levels)
CR 15

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

CE Med outsider (chaotic, evil, extraplanar)

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

Languages Abyssal, Celestial, Common, Draconic 

AC 28, touch 14, flat-footed 26

(+2 Dex, +8 armor, +2 shield, +4 natural, +2 luck)

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

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

Immune electricity and poison

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

Fort +7, Ref +11, Will +22

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

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

Melee +2 human bane dagger +19/14/9 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1 plus human bane) or 


2 claws +14 melee (1d6)

Ranged touch +18
Space 5 ft.; Reach 5 ft.

Base Atk +14; Grp +14

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

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 9th):

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

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

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

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

AND

Bard Spells Known (CL 15th):

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

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

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

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

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

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

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 7th):

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

(Already cast

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

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

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

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

Arcane Disciple (Ex) 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.

Rapid Metamagic (Ex) A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su) As a normal succubus (Monster Manual), except the save DC is 22.
Bulezau
CR 9

CE Large Outsider (chaotic, evil, tanar’ri)

Init +2; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Abyssal, Common; telepathy 30 ft. 

AC 21, touch 11, flat-footed 19


(-1 size, +2 Dex, +10 natural)

hp 115 (10 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 20

Fort +14, Ref +9, Will +8

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

Speed 30 ft. (6 squares)

Melee* Huge +1 ranseur +12/+7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+21/19-20/x3) and


tail +9 (1d8+7) or

Melee* gore +11 (2d6+10) and


2 claws +9 (1d6+7) and


tail +9 (1d8+7)


* Attacks include the Power Attack feat

Space 10 ft.; Reach 10 ft. (20 ft. with ranseur)

Base Atk +10; Grp +20

Atk Options Power Attack, blood frenzy

Special Actions powerful charge, summon tanar’ri
Combat Gear Huge +1 ranseur

Spell-Like Abilities (CL 10th):


At will— command (DC 11), greater teleport (self plus 50 pounds of objects only), see invisibility, solid fog, telekinesis (DC 15)


3/day— fear (DC 14)


1/day—shout (DC 14)

(Already cast

Abilities Str 22, Dex 14, Con 24, Int 6, Wis 12, Cha 10 

SQ wield oversize weapon, tanar’ri traits
Feats Improved Critical (ranseur), Multiattack, Power Attack, Weapon Focus (ranseur)# 

Skills Climb +19, Intimidate +13, Jump +19, Listen +14, Spot +14, Swim +19total ranks: class XX 
Possessions Huge +1 ranseur

Blood Frenzy (Ex) A bulezau that takes damage in combat can fly into a frenzy in the following round, attacking madly until either it or its opponent is dead.  It gains +2 Strength and Constitution, and it takes a -2 penalty to Armor Class.  A bulezau cannot end its frenzy voluntarily.

Powerful Charge (Ex) A bulezau typically begins a battle by charging an opponent.  In addition to the normal benefits and hazards of a charge, this allows a bulezau to make a single gore attack with a +2 attack bonus that deals 4d6+9 points of damage.

Wield Oversize Weapon (Ex) A bulezau is skilled at wielding weapons one size category larger than itself and does not take any penalties when fighting with such weapons.

Summon Tanar’ri (Sp) Once per day, a bulezau can attempt to summon 1d6 dretches or 1d4 rutterkin with a 50% chance of success.  This ability is the equivalent of a 3rd-level spell (CL 10th)
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.

APL 14
4: Blood & Guts
Advanced Bone Half-fiend Lamia
CR 10
CE Huge undead (augmented magical beast)
Init +6; Senses darkvision 6o ft., low-light vision; Listen +2, Spot +11
Languages Common, Abyssal 

AC 20, touch 14, flat-footed 13; Dodge, Mobility

(-2 size, +6 Dex, +6 natural)

hp 147 (14 HD); DR 10/magic
Immune disease, cold
Resist acid 10, electricity 10, fire 10, turn resistance +4, half damage from piercing and slashing weapons; SR 24
Fort +9, Ref +15, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. (12 squares), fly 60 ft. (good); Fly-by Attack
Melee touch +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4 Wisdom drain) or

Melee dagger +22/+17/+12 (1d8+10/19-20) and


2 claws +22 (2d4+10)
Space 15 ft.; Reach 10 ft.

Base Atk +14; Grp +32
Atk Options Fly-by Attack
Special Actions Spell like abilities, Wisdom drain, smite good
Spell-Like Abilities (CL 14th):


3/day—charm monster (DC 15), darkness, major image (DC 14), mirror image (DC 16), suggestion (DC 14), unholy aura

1/day— blasphemy (DC 19), contagion (DC varies), deep slumber (DC 14), desecrate, unholy blight (DC 16), unhallow

At will— disguise self, ventriloquism
(Already cast

Abilities Str 30, Dex 22, Con --, Int 17, Wis 15, Cha 14 
SQ spell-like abilities, turn resistance, undead traits 
Feats Dodge#, Fly-by Attack, Hover, Improved Turn Resistance, Iron Will# # 

Skills Blufftotal ranks: class XX Bluff +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +2[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +11, Intimidate +4, Spot +11
Smite Good (Su) Once per day this creature can make a normal melee attack to deal +9 damage against a good foe
Wisdom Drain (Su) A lamia drains 1d4 points of Wisdom each time it hits with its melee touch attack. (Unlike with other kinds of ability drain attacks, a lamia does not heal any damage when it uses its Wisdom drain.) Lamias try to use this power early in an encounter to make foes more susceptible to charm monster and suggestion. 

Immunities (Ex) Bone creatures have cold immunity.  Because they lack flesh or internal organs, they take only half damage from piercing and slashing weapons
Whisper Demon
CR 11
CE Medium outsider (chaotic, evil, incorporeal)
Init +9; Senses darkvision 60ft.; Listen +18, Spot +18
Aura maddening whispers (60 ft., DC 23)
Languages Abyssal, Celestial, Draconic; telepathy 60 ft. 

AC 20, touch 20, flat-footed 15; Dodge, Mobility

(+5 Dex, +5 deflection)

Miss Chance 50% (incorporeal)
hp 120 (16 HD); DR 5/cold iron or good
Immune confusion, electricity, hypnotism, insanity, poison, Wisdom damage and drain
Resist acid 10, cold 10, and fire 10
Fort +13, Ref +15, Will +15Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed fly 40 ft. (8 squares) (perfect); Flyby Attack
Melee 2 incorporeal touches +21 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +16; Grp --
Atk Options aligned strike (chaotic, evil)
Abilities Str --, Dex 21, Con 16, Int 10, Wis 5, Cha 20 

SQ create spawn, incorporeal traits, madness
Feats Alertness#, Dodge, Flyby Attack, Improved Critical (incorporeal touch), Improved Initiative, Mobility# 

Skills Blufftotal ranks: class XX Bluff +24, Diplomacy +9, Disguise +5 (+7 acting), Hide +24, Intimidate +26, Knowledge (religion) +19, Knowledge (planes) +19, Listen +18, Sense Motive +16, Spot +18[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Maddening Whispers (Su) Any living creature within 60 feet of a whisper demon hears its maddening telepathic whispers and must succeed on a DC 23 Will save or become confused for 1 round.  When rolling d% to determine the actions of a creature confused by maddening whispers, on a roll of 51 or higher, instead of the normal confusion result, the creature automatically deals damage to itself equal to its normal melee damage with the weapon it currently wields or its primary natural weapon, whichever deals more damage.  A creature that succeeds on the Will save cannot be affected by the same whisper demon’s maddening whispers for 1 round.  This is a mind-affecting compulsion effect.  The save DC is Charisma based.



This ability does not allow a whisper demon to exercise mental control over a creature, and thus the protection from evil spell does not provide immunity to this effect.  Demons are immune to a whisper demon’s maddening whispers.

Create Spawn (Su) A living creature that kills itself within 60 feet of a whisper demon rises as an allip under the whisper demon’s control 1 round later.  A whisper demon can control up to nine allips it creates. Allips created by  whisper demon in excess of this limit arise free-willed.
Madness (Ex) Whisper demons use their Charisma modifier on Will saves instead of their Wisdom modifier, and they have immunity to confusion and insanity effects.  In addition, anyone targeting a whisper demon with a thought detection, mind control, or telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
6: Lucy and the Guys

Lucy (Lilitu)
CR 15
Female lilitu bard 1/marshal 1/seeker of the song 1

CE Medium outsider (chaotic, evil, tanar’ri)

Init +8; Senses darkvision 60 ft.; Listen +22, Spot +22
Aura Minor Aura (Over the Top)
Languages Abyssal, Common; telepathy 100 ft.

AC 29, touch 18, flat-footed 21

(+8 Dex, +11 natural)

hp 142 (17 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 23

Fort +15, Ref +19, Will +20
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness divine magic
Speed 40 ft. in (8 squares);

Melee 4 stingers +22[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+3 plus poison) and


2 claws +20 (1d6+1)

Ranged touch +22[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (per spell)

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

Base Atk +14; Grp +17

Special Actions bardic music, Combat Reflexes, countersong, fascinate, inspire courage +1, lilitu’s gift

Combat Gear wand of orb of cold (7th)
Cleric Spells Prepared (CL 9th):


5th— lesser planar bindingD, mass cure light wounds, plane shift (DC 25), raise dead

4th— confusionD (DC24), cure critical wounds (2), freedom of movement, imbue with spell like ability

3rd— bestow curse (DC 23), cure serious wounds (3), dispel magic, nondetectionD (DC 24)


2nd— cure moderate wounds (4), demoncallD, enthrall (DC 22), hold person (DC 22), silence (DC 22)


1st— command (DC 21), cure light wounds (4), demonfleshD, divine favor, shield of faith

0— cure minor wounds (4), detect magic, mending
D: Domain spell. Domains: Demonic, Trickery 
OR

Bard Spells Known (CL 1st):

0 (2/day)— detect magic, light, message, read magic
(Already cast

Spell-Like Abilities (CL 14th):


At will— charm monster (DC 26), detect good, detect thoughts (DC 24), disguise self (DC 23, no limit on duration), fly, suggestion (DC 25), greater teleport (self plus 50 pounds of objects only), sending, tongues

1/day— dominate person (DC 27), quickened suggestion (DC 25), symbol of persuasion (DC 28)

(Already cast

Abilities Str 17, Dex 26, Con 18, Int 20, Wis 20, Cha 34 

SQ bardic knowledge, item use, mock divinity, shroud alignment, tanar’ri traits
Feats Combat Reflexes, Persuasive, Quicken Spell-Like Ability (suggestion), Skill Focus (Diplomacy), Skill Focus (Perform [singing]), Weapon Finesse#
Skills Bluff +31, Concentration +22, Diplomacy +36, Disguise Self +29 (+31 acting), Forgery +22, Heal +22, Intimidate +33, Knowledge (arcana) +26, Knowledge (religion) +22, Listen +22, Perform (singing) +37, Sense Motive +22, Spot +22total ranks: class XX 

Possessions amulet of natural armor +3, cloak of charisma +4, wand of orb of cold (7th) 

Countersong (Su) As a bard (see page 29 of the Player’s Handbook)
Fascinate (Sp) As a bard (see page 29 of the Player’s Handbook)
Inspire Courage (Su) As a bard (see page 29 of the Player’s Handbook)
Item Use (Ex) A lilitu can use any magic item as though she had successfully used the Use Magic Device skill

Lilitu’s Gift (Su) Once per day, a lilitu can embrace a willing or helpless living creature as a standard action and grant it a +2 profane bonus to Charisma and a +2 profane bonus on saving throws. The effect persists for 24 hours or until the target creature is affected by a dispel chaos. Until the gift expires or is removed, the affected creature radiates chaos as if his alignment were chaotic. Moreover, its natural weapons, as well as any weapons it wields, are treated as chaotic-aligned for the purpose of bypassing damage reduction



As long as the character possesses the gift, the lilitu’s name (written in Abyssal) appears as a tattoo somewhere on the character’s body.  Most lilitu take pains to place this mark somewhere that’s easily hidden.  The recipient of a lilitu’s gift cannot see his own tattoo. As long as the gift remains active, the lilitu can monitor the character’s condition and location as if she had placed a status spell on that character. She can communicate telepathically with the character at all times, despite any intervening distance (even across planes), and by concentrating can observe the world around the character as if she were there in his place. Lilitus often use this ability to influence and trick a character into performing chaotic or evil acts.  Accepting a lilitu’s gift is a chaotic act and could have repercussions on the recipient’s alignment.



A creature can resist gaining a lilitu’s gift by making a DC 27 Will save. The save is Charisma-based.
Minor Aura (Over the Top) (Ex) Lucy’s minor aura lets allies within 60 feet (including herself) who can hear Lucy add her Charisma bonus (+12) to their damage rolls while charging.
Mock Divinity (Ex) A lilitu casts spells as a 9th-level cleric, except that she uses her Charisma score to determine bonus spells per day and spell saving throw DCs. She has access to the spheres of Demonic and Trickery. She cannot spontaneously cast cure or inflict spells, nor can she turn or rebuke undead.

Poison (Su) Stinger – Injury, Fortitude DC 21, 2d6 Wis/1d4 negative levels. The save DC is Constitution-based.
Rapture of the Song (Su) Lucy gains a +2 insight bonus to Armor Class whenever she uses her bardic music ability or seeker music.

Seeker Music A seeker of the song can use music or poetics to produce magical effects. Seeker music follows the same rules as bardic music (see page 29 of the Player’s Handbook). Each use of seeker music costs one daily use of bardic music to activate. Seeker of the song levels stack with bard levels for purposes of determining how many daily uses she has.



Some seeker music effects include a secondary effect, called a refrain. In any round when a seeker concentrates on a seeker music effect and expends another use of bardic music, she can activate the refrain associated with that seeker music effect. Using a refrain is a swift action that does not provoke attacks of opportunity. The original effects of the song do not end; the seeker can maintain the song and activate the refrain simultaneously.

Burning Melody (Su) While Lucy sings this song, she and all of her allies within 30 feet who can hear her gain resistance to fire 15. An ally benefits from this effect for as long as it can hear Lucy sing.


Burning Melody, Refrain: When she uses the refrain with her burning melody, Lucy shoots a 30-foot cone of fire from her fingertips. The cone deals 6d6 points of fire damage to creatures in its area. A successful Reflex save (DC20) halves the damage.
Shroud Alignment (Ex) Spells and spell-like abilities that have the good descriptor treat a lilitu as if her alignment was good. Magic items are similarly fooled.
Vulnerable to Divine Magic (Ex) A lilitu’s heretical nature renders her particularly susceptible to divine magic. She makes all saving throws against divine magic at a -2 penalty, and checks to overcome her spell resistance with a divine spell gain a +4 sacred bonus.
Kastighur
CR 11

CE Huge outsider (chaotic, evil, tanar’ri)

Init -1; Senses darkvision 60 ft., scent; Listen +19, Spot +19

Aura frightful presence (60 ft., DC 18)

Languages Abyssal, Celestial, Draconic; telepathy 100 ft. 

AC 23, touch 7, flat-footed 23


(-2 size, -1 Dex, +7 armor, +9 natural)

hp 172 (15 HD); DR 10/cold iron or good

Immune acid, electricity, poison
Resist cold 10, fire 10; SR 17

Fort +16, Ref +8, Will +10

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

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

Melee gore +21[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+8) and


2 slams +19 each (1d8+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +31

Atk Options Improved Bull Rush, Improved Overrun, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport), aligned strike (chaotic, evil), fear bolstered, stunning charge 5d6+12
Combat gear +2 breastplate
Spell-Like Abilities (CL 18th):


At will— feather fall, teleport (self only)

(Already cast

Abilities Str 27, Dex 8, Con 25, Int 8, Wis 12, Cha 8 

SQ tanar’ri traits
Feats Ability Focus (frightful presence), Improved Bull Rush, Improved Overrun, Multiattack, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport)#, Track## 

Skills Concentration +15, Diplomacy +1, Intimidate +17, Knowledge (dungeoneering) +4, Knowledge (nature) +6, Knowledge (the planes) +5, Listen +19, Search +8, Sense Motive +13, Spellcraft +8, Spot +19, Survival +19 (+21 on other planes, +21 following tracks, +21 in aboveground environments, +21 underground)total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions +2 breastplate 

Frightful Presence (Su) A kastighur can inspire terror by charging or attacking.  Affected creatures must succeed on a DC 18 Will save or become shaken, remaining in that condition as long s they remain within 60 feet of the kastighur.  The save DC is Charisma-based and includes the bonus from the Ability Focus feat.

Fear Bolstered (Ex) A kastighur delights in attacking terrified opponents and gains a +2 bonus on attack rolls against shaken, frightened, or panicked creatures.

Stunning Charge (Ex) A kastighur typically begins a battle by charging at an opponent.  In addition to the normal benefits and hazards of a charge, this allows the kastighur to make a single gore attack with a +23 attack bonus that deals 5d6+12 points of damage.  The struck creature must succeed on a DC25 Fortitude save or be stunned for 1 round.  The save DC is Strength-based
7: Love & Devotion
Zhayne the Blackhearted (3 Soul-reaved Levels)
CR 17

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

CE Med outsider (chaotic, evil, extraplanar)

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

Languages Abyssal, Celestial, Common, Draconic 

AC 29, touch 14, flat-footed 27

(+2 Dex, +7 armor, +2 shield, +6 natural, +2 luck)

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

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

Immune electricity and poison

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

Fort +11, Ref +15, Will +26
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in +2 glamered mithril breastplate (6 squares), base movement 30 ft., fly 50 ft. (average)

Melee +2 human bane dagger +20/15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+2 plus human bane) or 


2 claws +18 melee (1d6)

Ranged touch +20
Space 5 ft.; Reach 5 ft.

Base Atk +16; Grp +16

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

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 11th):

7th— quickened blindness/deafness (DC 19)

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

5th— flamestrike (DC 21), insect plague, quickened divine favor, slay living (DC 21), true seeing
4th—deathward, dimensional anchor, freedom of movement, greater magic weapon, recitation
3rd— hesitate (DC 21), invisibility purge, magic vestment, prayer, remove blindness/deafness
2nd— bear’s endurance, death knell (DC 21), hold person (DC 20), hold person (DC 20), sound burst (DC 20), shatter (DC 20), spiritual weapon

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

AND

Bard Spells Known (CL 17th):

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

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

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

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

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

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

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

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 9th):

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

(Already cast

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

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

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

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

Arcane Disciple (Ex) 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.

Rapid Metamagic (Ex) A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su) As a normal succubus (Monster Manual), except the save DC is 23.
Kastighur
CR 11

CE Huge outsider (chaotic, evil, tanar’ri)

Init -1; Senses darkvision 60 ft., scent; Listen +19, Spot +19

Aura frightful presence (60 ft., DC 18)

Languages Abyssal, Celestial, Draconic; telepathy 100 ft. 

AC 23, touch 7, flat-footed 23


(-2 size, -1 Dex, +7 armor, +9 natural)

hp 172 (15 HD); DR 10/cold iron or good

Immune acid, electricity, poison
Resist cold 10, fire 10; SR 17

Fort +16, Ref +8, Will +10

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

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

Melee gore +21[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+8) and


2 slams +19 each (1d8+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +31

Atk Options Improved Bull Rush, Improved Overrun, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport), aligned strike (chaotic, evil), fear bolstered, stunning charge 5d6+12
Combat gear +2 breastplate
Spell-Like Abilities (CL 18th):


At will— feather fall, teleport (self only)

(Already cast

Abilities Str 27, Dex 8, Con 25, Int 8, Wis 12, Cha 8 

SQ tanar’ri traits
Feats Ability Focus (frightful presence), Improved Bull Rush, Improved Overrun, Multiattack, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport)#, Track## 

Skills Concentration +15, Diplomacy +1, Intimidate +17, Knowledge (dungeoneering) +4, Knowledge (nature) +6, Knowledge (the planes) +5, Listen +19, Search +8, Sense Motive +13, Spellcraft +8, Spot +19, Survival +19 (+21 on other planes, +21 following tracks, +21 in aboveground environments, +21 underground)total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions +2 breastplate 

Frightful Presence (Su) A kastighur can inspire terror by charging or attacking.  Affected creatures must succeed on a DC 18 Will save or become shaken, remaining in that condition as longs they remain within 60 feet of the kastighur.  The save DC is Charisma-based and includes the bonus from the Ability Focus feat.

Fear Bolstered (Ex) A kastighur delights in attacking terrified opponents and gains a +2 bonus on attack rolls against shaken, frightened, or panicked creatures.

Stunning Charge (Ex) A kastighur typically begins a battle by charging at an opponent.  In addition to the normal benefits and hazards of a charge, this allows the kastighur to make a single gore attack with a +23 attack bonus that deals 5d6+12 points of damage.  The struck creature must succeed on a DC25 Fortitude save or be stunned for 1 round.  The save DC is Strength-based
Arrow Demon ELITE
CR 11

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

Init +7; Senses darkvision 60 ft.; Listen +18, Spot +17

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 25, touch 17, flat-footed 19


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

hp 204 (13 HD); DR 5/cold iron and good 

Immune to electricity and poison

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

Fort +22 (immune to poison), Ref +16, Will +13

Race F+8, R+8, W+8; Class F+3, R+1, W+1; Abilities Con +11, Dex +7, Wis +2; Feats , Wis +2 other bonuses

Speed 40 ft;

Melee claw +19[+/-0 size, +13 BAB, +6 Str, +0 weapon, +0 feat] (1d6+6) or

Melee 4 claws +19 (1d6+6)

Ranged 2 Large +1 composite great bows (+6 Str bonus) +20/+20[+/-0 size, +13 BAB, +7 Dex, +1 weapon, +1 feat, -2ability] (2d8+6/x3) or

Ranged 2 Large +1 composite great bows (+6 Str bonus) +20/+20/+15/+15/+10/+10 (2d8+6/x3) or Rapid Shot: +20/+20/+20/+20/+15/+15/+10/+10 (2d8+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +20

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

Special Actions Summon Tanar’ri
Spell-Like Abilities (CL 13th):


4th— At will- dimension door (self plus 50 pounds of objects only)
Abilities Str 23, Dex 24, 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, Improved Rapid Shot

Skills Balance +19, Bluff +14, Climb +22, Concentration +23, Hide +19, Jump +26, Listen +18, 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.

APL 16
4: Blood & Guts
Advanced Bone Half-fiend Lamia
CR 12
CE Huge undead (augmented magical beast)
Init +6; Senses darkvision 6o ft., low-light vision; Listen +2, Spot +11
Languages Common, Abyssal 

AC 21, touch 14, flat-footed 15; Dodge, Mobility

(-2 size, +6 Dex, +7 natural)

hp 210 (20 HD); DR 10/magic
Immune disease, cold
Resist acid 10, electricity 10, fire 10, turn resistance +4, half damage from piercing and slashing weapons; SR 24
Fort +12, Ref +18, Will +10
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. (12 squares), fly 60 ft. (good); Fly-by Attack
Melee touch +28[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4 Wisdom drain) or

Melee dagger +28/+23/+18/+13 (1d8+10/19-20) and


2 claws +28 (2d6+10)
Space 15 ft.; Reach 10 ft.

Base Atk +20; Grp +38
Atk Options Fly-by Attack
Special Actions Spell like abilities, Wisdom drain, smite good
Spell-Like Abilities (CL 14th):


3/day—charm monster (DC 15), darkness, major image (DC 14), mirror image (DC 16), suggestion (DC 14), unholy aura

1/day— blasphemy (DC 19), contagion (DC varies), deep slumber (DC 14), desecrate, destruction (DC 19), horrid wilting (DC 20), summon monster IX (fiends only), unholy blight (DC 16), unhallow

At will— disguise self, ventriloquism
(Already cast

Abilities Str 30, Dex 22, Con --, Int 17, Wis 15, Cha 14 
SQ spell-like abilities, turn resistance, undead traits 
Feats Dodge#, Fly-by Attack, Hover#, Improved Natural Armor, Improved Natural Attack (claws), Improved Turn Resistance, Iron Will# #
Skills Blufftotal ranks: class XX Bluff +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Concentration +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +4[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Disguise +2[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +11, Intimidate +4, Spot +11
Smite Good (Su) Once per day this creature can make a normal melee attack to deal +9 damage against a good foe
Wisdom Drain (Su) A lamia drains 1d4 points of Wisdom each time it hits with its melee touch attack. (Unlike with other kinds of ability drain attacks, a lamia does not heal any damage when it uses its Wisdom drain.) Lamias try to use this power early in an encounter to make foes more susceptible to charm monster and suggestion. 

Immunities (Ex) Bone creatures have cold immunity.  Because they lack flesh or internal organs, they take only half damage from piercing and slashing weapons
Whisper Demon
CR 13
CE Medium outsider (chaotic, evil, incorporeal)
Init +10; Senses darkvision 60ft.; Listen +22, Spot +22
Aura maddening whispers (60 ft., DC 25)
Languages Abyssal, Celestial, Draconic; telepathy 60 ft. 

AC 21, touch 21, flat-footed 15; Dodge, Mobility

(+6 Dex, +5 deflection)

Miss Chance 50% (incorporeal)
hp 170 (20 HD); DR 5/cold iron or good
Immune confusion, electricity, hypnotism, insanity, poison, Wisdom damage and drain
Resist acid 10, cold 10, and fire 10
Fort +13, Ref +18, Will +17Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed fly 40 ft. (8 squares) (perfect); Flyby Attack
Melee 2 incorporeal touches +26 each[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +20; Grp --
Atk Options aligned strike (chaotic, evil)
Abilities Str --, Dex 22, Con 16, Int 10, Wis 5, Cha 20 

SQ create spawn, incorporeal traits, madness
Feats Alertness#, Dodge, Flyby Attack, Improved Critical (incorporeal touch), Improved Initiative, Improved Toughness, Mobility# 

Skills Blufftotal ranks: class XX Bluff +28, Diplomacy +9, Disguise +5 (+7 acting), Hide +29, Intimidate +30, Knowledge (religion) +23, Knowledge (planes) +23, Listen +22, Sense Motive +20, Spot +22[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Maddening Whispers (Su) Any living creature within 60 feet of a whisper demon hears its maddening telepathic whispers and must succeed on a DC 25 Will save or become confused for 1 round.  When rolling d% to determine the actions of a creature confused by maddening whispers, on a roll of 51 or higher, instead of the normal confusion result, the creature automatically deals damage to itself equal to its normal melee damage with the weapon it currently wields or its primary natural weapon, whichever deals more damage.  A creature that succeeds on the Will save cannot be affected by the same whisper demon’s maddening whispers for 1 round.  This is a mind-affecting compulsion effect.  The save DC is Charisma based.



This ability does not allow a whisper demon to exercise mental control over a creature, and thus the protection from evil spell does not provide immunity to this effect.  Demons are immune to a whisper demon’s maddening whispers.

Create Spawn (Su) A living creature that kills itself within 60 feet of a whisper demon rises as an allip under the whisper demon’s control 1 round later.  A whisper demon can control up to nine allips it creates.  Allips created by whisper demon in excess of this limit arise free-willed.
Madness (Ex) Whisper demons use their Charisma modifier on Will saves instead of their Wisdom modifier, and they have immunity to confusion and insanity effects.  In addition, anyone targeting a whisper demon with a thought detection, mind control, or telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
6: Lucy and the Guys

Lucy (Lilitu)
CR 18
Female lilitu bard 1/marshal 1/seeker of the song 4

CE Medium outsider (chaotic, evil, tanar’ri)

Init +8; Senses darkvision 60 ft.; Listen +22, Spot +22
Aura Minor Aura (Over the Top)
Languages Abyssal, Common; telepathy 100 ft.

AC 35, touch 18, flat-footed 27

(+8 Dex, +5 armor, +12 natural)

hp 164 (20 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 23

Fort +18, Ref +20, Will +22
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness divine magic
Speed 40 ft. in (8 squares);

Melee 4 stingers +26[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+4 plus poison) and


2 claws +24 (1d6+2)

Ranged touch +26[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (per spell)

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

Base Atk +17; Grp +21
Special Actions bardic music, Combat Reflexes, countersong, fascinate, inspire courage +1, lilitu’s gift

Combat Gear wand of orb of cold (7th)
Cleric Spells Prepared (CL 9th):


5th— lesser planar bindingD, mass cure light wounds, plane shift (DC 25), raise dead

4th— confusionD (DC24), cure critical wounds (2), freedom of movement, imbue with spell like ability

3rd— bestow curse (DC 23), cure serious wounds (3), dispel magic, nondetectionD (DC 24)


2nd— cure moderate wounds (4), demoncallD, enthrall (DC 22), hold person (DC 22), silence (DC 22)


1st— command (DC 21), cure light wounds (4), demonfleshD, divine favor, shield of faith

0— cure minor wounds (4), detect magic, mending
D: Domain spell. Domains: Demonic, Trickery 
OR

Bard Spells Known (CL 1st):

0 (2/day)— detect magic, light, message, read magic
(Already cast

Spell-Like Abilities (CL 14th):


At will— charm monster (DC 27), detect good, detect thoughts (DC 25), disguise self (DC 24, no limit on duration), fly, suggestion (DC 26), greater teleport (self plus 50 pounds of objects only), sending, tongues

1/day— dominate person (DC 27), quickened suggestion (DC 25), symbol of persuasion (DC 28)

(Already cast

Abilities Str 18, Dex 26, Con 18, Int 20, Wis 20, Cha 36 

SQ bardic knowledge, item use, mock divinity, shroud alignment, tanar’ri traits
Feats Combat Reflexes, Great Fortitude, Persuasive, Quicken Spell-Like Ability (suggestion), Skill Focus (Diplomacy), Skill Focus (Perform [singing]), Weapon Finesse#
Skills Bluff +32, Concentration +22, Diplomacy +38, Disguise Self +30 (+32 acting), Forgery +22, Heal +22, Intimidate +34, Knowledge (arcana) +26, Knowledge (religion) +22, Listen +22, Perform (singing) +41, Sense Motive +22, Spot +22total ranks: class XX 

Possessions amulet of natural armor +4, cloak of charisma +6, rings of force armor, wand of orb of cold (7th) 

Bardic Music As a bard (see page 29 of the Player’s Handbook)



Countersong (Su) As a bard (see page 29 of the Player’s Handbook)


Fascinate (Sp) As a bard (see page 29 of the Player’s Handbook)

Inspire Courage (Su) As a bard (see page 29 of the Player’s Handbook)

Combine Songs (Ex) Lucy can combine two types of bardic music or seeker music to provide the benefits of both. She chooses two music abilities and activates both using he same standard action. If either or both require concentration, she can maintain concentration on both by using one standard action each round to concentrate. The normal stacking rules for bonus types apply to music abilities combined with this ability.

Item Use (Ex) A lilitu can use any magic item as though she had successfully used the Use Magic Device skill

Lilitu’s Gift (Su) Once per day, a lilitu can embrace a willing or helpless living creature as a standard action and grant it a +2 profane bonus to Charisma and a +2 profane bonus on saving throws. The effect persists for 24 hours or until the target creature is affected by a dispel chaos. Until the gift expires or is removed, the affected creature radiates chaos as if his alignment were chaotic. Moreover, its natural weapons, as well as any weapons it wields, are treated as chaotic-aligned for the purpose of bypassing damage reduction



As long as the character possesses the gift, the lilitu’s name (written in Abyssal) appears as a tattoo somewhere on the character’s body.  Most lilitu take pains to place this mark somewhere that’s easily hidden.  The recipient of a lilitu’s gift cannot see his own tattoo. As long as the gift remains active, the lilitu can monitor the character’s condition and location as if she had placed a status spell on that character. She can communicate telepathically with the character at all times, despite any intervening distance (even across planes), and by concentrating can observe the world around the character as if she were there in his place. Lilitus often use this ability to influence and trick a character into performing chaotic or evil acts.  Accepting a lilitu’s gift is a chaotic act and could have repercussions on the recipient’s alignment.



A creature can resist gaining a lilitu’s gift by making a DC 30 Will save. The save is Charisma-based.
Minor Aura (Over the Top) (Ex) Lucy’s minor aura lets allies within 60 feet (including herself) who can hear Lucy add her Charisma bonus (+12) to their damage rolls while charging.
Mock Divinity (Ex) A lilitu casts spells as a 9th-level cleric, except that she uses her Charisma score to determine bonus spells per day and spell saving throw DCs. She has access to the spheres of Demonic and Trickery. She cannot spontaneously cast cure or inflict spells, nor can she turn or rebuke undead.

Poison (Su) Stinger – Injury, Fortitude DC 21, 2d6 Wis/1d4 negative levels. The save DC is Constitution-based.
Rapture of the Song (Su) Lucy gains a +2 insight bonus to Armor Class and a +2 insight bonus on saving throws whenever she uses her bardic music ability or seeker music.

Seeker Music A seeker of the song can use music or poetics to produce magical effects. Seeker music follows the same rules as bardic music (see page 29 of the Player’s Handbook). Each use of seeker music costs one daily use of bardic music to activate. Seeker of the song levels stack with bard levels for purposes of determining how many daily uses she has.



Some seeker music effects include a secondary effect, called a refrain. In any round when a seeker concentrates on a seeker music effect and expends another use of bardic music, she can activate the refrain associated with that seeker music effect. Using a refrain is a swift action that does not provoke attacks of opportunity. The original effects of the song do not end; the seeker can maintain the song and activate the refrain simultaneously.


Burning Melody (Su) While Lucy sings this song, she and all of her allies within 30 feet who can hear her gain resistance to fire 15. An ally benefits from this effect for as long as it can hear Lucy sing.


Burning Melody, Refrain: When she uses the refrain with her burning melody, Lucy shoots a 30-foot cone of fire from her fingertips. The cone deals 6d6 points of fire damage to creatures in its area. A successful Reflex save (DC21) halves the damage.


Song of Unmaking (Su) Lucy can expend a use of bardic music and make a Perform check to deal 1d8 points of damage per seeker level to all constructs within a 30-foot burst of her (no save).


Dirge of Frozen Loss (Su) While Lucy sings this song, she and all of her allies within 30 feet who can hear her gain resistance to cold 15. An ally benefits from this effect for as long as it can hear Lucy sing.


Dirge of Frozen Loss, Refrain: When she uses the refrain with her dirge of frozen loss, Lucy shoots a 60-foot line of cold energy from her fingertips. The line deals 10d6 points of cold damage to any creature it hits and causes any creature damaged by it to become fatigued. A successful Fortitude save (DC 21) halves the damage and negates the fatigue.


Song of Life (Su) While Lucy sings this song, she and all of her allies within 30 feet who can hear her gain immunity to poison and disease. An ally benefits from this effect for as long as it can hear Lucy sing.


Song of Life, Refrain: When she uses the refrain with her song of life, Lucy can make a Perform check to heal a living creature of an amount of hit point damage equal to the check result (up to the creature’s full normal hit point total). She must touch the affected ally to use this ability. The touch is a standard action, although activating the refrain is still a swift action. The refrain has no effect on undead or nonliving creatures.
Shroud Alignment (Ex) Spells and spell-like abilities that have the good descriptor treat a lilitu as if her alignment was good. Magic items are similarly fooled.
Vulnerable to Divine Magic (Ex) A lilitu’s heretical nature renders her particularly susceptible to divine magic. She makes all saving throws against divine magic at a -2 penalty, and checks to overcome her spell resistance with a divine spell gain a +4 sacred bonus.
Kastighur
CR 11

CE Huge outsider (chaotic, evil, tanar’ri)

Init -1; Senses darkvision 60 ft., scent; Listen +19, Spot +19

Aura frightful presence (60 ft., DC 18)

Languages Abyssal, Celestial, Draconic; telepathy 100 ft. 

AC 23, touch 7, flat-footed 23


(-2 size, -1 Dex, +7 armor, +9 natural)

hp 172 (15 HD); DR 10/cold iron or good

Immune acid, electricity, poison
Resist cold 10, fire 10; SR 17

Fort +16, Ref +8, Will +10

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

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

Melee gore +21[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+8) and


2 slams +19 each (1d8+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +31

Atk Options Improved Bull Rush, Improved Overrun, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport), aligned strike (chaotic, evil), fear bolstered, stunning charge 5d6+12
Combat gear +2 breastplate
Spell-Like Abilities (CL 18th):


At will— feather fall, teleport (self only)

(Already cast

Abilities Str 27, Dex 8, Con 25, Int 8, Wis 12, Cha 8 

SQ tanar’ri traits
Feats Ability Focus (frightful presence), Improved Bull Rush, Improved Overrun, Multiattack, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport)#, Track## 

Skills Concentration +15, Diplomacy +1, Intimidate +17, Knowledge (dungeoneering) +4, Knowledge (nature) +6, Knowledge (the planes) +5, Listen +19, Search +8, Sense Motive +13, Spellcraft +8, Spot +19, Survival +19 (+21 on other planes, +21 following tracks, +21 in aboveground environments, +21 underground)total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions +2 breastplate 

Frightful Presence (Su) A kastighur can inspire terror by charging or attacking.  Affected creatures must succeed on a DC 18 Will save or become shaken, remaining in that condition as long s they remain within 60 feet of the kastighur.  The save DC is Charisma-based and includes the bonus from the Ability Focus feat.

Fear Bolstered (Ex) A kastighur delights in attacking terrified opponents and gains a +2 bonus on attack rolls against shaken, frightened, or panicked creatures.

Stunning Charge (Ex) A kastighur typically begins a battle by charging at an opponent.  In addition to the normal benefits and hazards of a charge, this allows the kastighur to make a single gore attack with a +23 attack bonus that deals 5d6+12 points of damage.  The struck creature must succeed on a DC25 Fortitude save or be stunned for 1 round.  The save DC is Strength-based
7: Love & Devotion
Zhayne the Blackhearted (1 Soul-reaved Level)
CR 20

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

CE Med outsider (chaotic, evil, extraplanar)

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

Languages Abyssal, Celestial, Common, Draconic 

AC 31, touch 15, flat-footed 26


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

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

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

Immune electricity and poison

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

Fort +19, Ref +23, Will +34

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

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

Melee +2 human bane dagger +24/19/14/9 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+4 plus human bane) or 


2 claws +21 melee (1d6+3)

Ranged touch +26

Space 5 ft.; Reach 5 ft.

Base Atk +18; Grp +21

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

Special Actions Divine Fortune, Summon Tanar’ri 

Ur-Priest Spells Prepared (CL 13th):

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

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

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

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

0— immaterial

AND

Bard Spells Known (CL 19th):

9th (1/day)— dominate monster
8th (3/day)— horrid wilting (DC 31), mind blank

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

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

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

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

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

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

0 (3/day)— immaterial

(Already cast

Spell-Like Abilities (CL 11th):

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

(Already cast

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

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

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

Possessions combat gear plus belt of magnificence +6, lesser metamagic rod of quicken spell, metamagic rod of quicken spell, vest of resistance +5, circlet of persuasion, greater choker of eloquence, metamagic rod of empower, glove of storing, +1 glamered mithril breastplate, +1 glamered buckler, +1 human bane dagger, ring of freedom of movement, ring of counterspells
Arcane Disciple (Ex) 1/day per spell level, Zhayne may cast a Trickery domain spell instead of one of her Sublime Chord spells. 1st-disguise self, 2nd-invisibility, 3rd-nondetection, 4th-confusion, 5th-false vision, 6th-mislead, 7th-screen, 8th-mind blank, 9th-time stop. The save DCs for these spells are based on her Wisdom instead of her Charisma.

Rapid Metamagic (Ex) A spontaneous caster with the Rapid Metamagic feat  does not require a full-round casting to apply metamagic to her spells. Thus, for example, she may apply the quicken spell feat to a spell and cast it as a swift action.

Energy Drain (Su) As a normal succubus (Monster Manual), except the save DC is 27.
Arrow Demon ELITE
CR 11

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

Init +7; Senses darkvision 60 ft.; Listen +18, Spot +17

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 25, touch 17, flat-footed 19


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

hp 204 (13 HD); DR 5/cold iron and good 

Immune to electricity and poison

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

Fort +22 (immune to poison), Ref +16, Will +13

Race F+8, R+8, W+8; Class F+3, R+1, W+1; Abilities Con +11, Dex +7, Wis +2; Feats , Wis +2 other bonuses

Speed 40 ft;

Melee claw +19[+/-0 size, +13 BAB, +6 Str, +0 weapon, +0 feat] (1d6+6) or

Melee 4 claws +19 (1d6+6)

Ranged 2 Large +1 composite great bows (+6 Str bonus) +20/+20[+/-0 size, +13 BAB, +7 Dex, +1 weapon, +1 feat, -2ability] (2d8+6/x3) or

Ranged 2 Large +1 composite great bows (+6 Str bonus) +20/+20/+15/+15/+10/+10 (2d8+6/x3) or Rapid Shot: +20/+20/+20/+20/+15/+15/+10/+10 (2d8+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +20

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

Special Actions Summon Tanar’ri
Spell-Like Abilities (CL 13th):


4th— At will- dimension door (self plus 50 pounds of objects only)
Abilities Str 23, Dex 24, 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, Improved Rapid Shot

Skills Balance +19, Bluff +14, Climb +22, Concentration +23, Hide +19, Jump +26, Listen +18, 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.

Appendix 2: New Rules Items
Feats
Arcane Disciple
Choose a deity, and then select a domain available to clerics of that deity. You can learn to cast the spells associated with that domain as arcane spells.

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

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


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


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

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

Source: Complete Divine 79

Arcane Mastery
You are quick and certain in your efforts to defeat the arcane defenses and spells of others.

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

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

Source: Complete Arcane 73

Dark Speech [Vile]
You learn a smattering of the language of truly dark power.

Prerequisite: Will save bonus +5, Int 15, Cha 15


Benefit: You can use the Dark Speech to bring loathing and fear to others, to help cast evil spells and create evil magic items, and to weaken physical objects. The four basic uses are detailed below.


Power: Whenever you use Dark Speech in this manner you take 1d4 points of Charisma damage. By incorporating the Dark Speech into the verbal component of a spell, you increase its effective caster level by 1. By using it during the creation of an evil magic item, you increase its caster level by 1 without increasing the cost.

Corruption: As a full-round action, you can whisper vile words at an inanimate object and reduce its hardness by half. This use does not drain you, but you cannot use the ability more than once on a single object.


Dark Unity: You can use Dark Speech to establish a hive mind in any swarm of vermin or animals with an Intelligence score of 2 or lower. Thereafter, you can give the swarm one command as per the suggestion spell (caster level equals your Hit Dice). Whenever you infuse a swarm in this manner, you take 1d4 points of Constitution damage.


Normal: Attempting to utter a word of Dark Speech always ends in immediate death for a speaker who is not trained in its dark power. It is impossible to make someone use the Dark Speech if he is unwilling because the language’s pronunciation is so exacting.


Special: You gain a +4 circumstance bonus on saving throws made when someone uses the Dark Speech against you.


Source: Fiendish Codex I: Hordes of the Abyss 85
Divine Fortune
With a quick prayer, you channel divine energy to help resist a spell, poison, or other deadly effect.

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

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


Source: Player’s Handbook II 88

Empowered Ability Damage [Monstrous]

Your ability damage (or ability drain) special attack is more potent than normal.

Prerequisites: Cha 11, undead type, incorporeal subtype, supernatural ability to drain or damage an ability score.

Benefits: All variable, numeric effects of an empowered ability damage or ability drain special attack are increased by 50%. For example, an allip with this feat drains 1-1/2 times the normal amount of Wisdom (roll 1d4 and multiply the result by 1-1/2).
Source: Libris Mortis- The Book of Undead 26
Improved Rapid Shot
You are an expert at firing weapons with exceptional speed.

Prerequisites: Manyshot, Point Blank Shot, Rapid Shot.

Benefit: When using the Rapid Shot feat, you may ignore the –2 penalty on all your ranged attack rolls.

Special: A fighter may select Improved Rapid Shot as one of his fighter bonus feats.

Source: Complete Warrior 101
Improved Turn Resistance [Monstrous]

You have a better than normal chance to resist turning.


Prerequisite:  Undead type.


Benefits:  You are less easily affected by clerics or paladins than you normally would be (see Turn or Rebuke Undead, page 159 of the Player’s Handbook).  When resolving a turn, rebuke, command, or bolster attempt, add +4 to your character level (monster Hit Dice plus class levels) to determine your Hit Dice for turn, rebuke, command and bolster attempts.  For example, a 4 HD wight with this feat is treated as an 8 HD undead for the purpose of turn, rebuke, command, and bolster attempts, even though it is a 4 HD creature for any other purpose.  A vampire that already has +4 turn resistance adds an additional +4 with this feat, for a total of +8.


Source: Libris Mortis- The Book of Undead 27
Practiced Spellcaster
Choose a spellcasting class that you possess. Your spells cast from that class are more powerful.

Prerequisite: Spellcraft 4 ranks.


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


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


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


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


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


Source: Complete Arcane 82
Rapid Metamagic

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


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


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


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


Source: Complete Mage 46
Shock Trooper [Tactical]

You are adept at breaking up formations of soldiers when you rush into battle.


Prerequisites:  Improved Bull Rush, Power Attack, base attack bonus +6


Benefit:  The Shock Trooper feat enables the use of three tactical maneuvers.


Directed Bull Rush:  To use this maneuver, you must make a successful bull rush attempt as part of a charge.  For every square you push your foe back, you may also push that foe one square to the left or right.


Domino Rush: To use this maneuver, you must make a successful bull rush attempt that forces a foe into the same square as another foe.  You may make a free trip attempt against both foes at the same time, and neither foe gets a chance to trip you if your attempt fails.


Heedless Charge:  To use this maneuver, you must charge and make the attack at the end of the charge using your Power Attack feat.  The penalty you take on your attack roll must be -5 or worse.  In addition to normal charge modifiers (which give you a -2 penalty to AC and a +2 bonus on the attack roll), you can assign a portion of the attack roll penalty from Power Attack to your Armor Class instead, up to a maximum equal to your base attack bonus.


Special:  A fighter may select Shock Trooper as one of his fighter bonus feats.
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

True Believer [General]
Your deity rewards your unquestioning faith and dedication.

Prerequisite: Must choose a single deity to worship.  Must be within one step of that god’s alignment.

Benefit: Once per day when you are about to make a saving throw you may declare that you are using this feat to gain a +2 insight bonus on that saving throw. This feat also allows you to use a relic of the deity you worship.
Source: Complete Divine 86
Magic Items
Belt of Magnificence
Price: 25,000 gp (+2), 100,000 gp (+4), or 200,000 gp (+6).
Body Slot: Waist
Caster Level: 18th

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

Weight: 3 lb.

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


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


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

Source: Miniatures Handbook 42.

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

Aura: Moderate;(DC 16) transmutation
Activation: -

Weight: -

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

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


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

Source: Complete Adventurer 132.
Rings of Force Armor

Price (Item Level): 30,000 gp (16th)
Body Slot: Ring; see text
Caster Level: 9th

Aura: Moderate; (DC 19) evocation

Activation:--

Weight:--

Each of these black iron rings is set with smooth pieces of jet all around its band.

This pair of black iron rings must be worn as a set, one on each hand, to function. When so worn, they sheathe you in a field of magical force, granting you a +5 armor bonus to AC. This bonus applies even against incorporeal touch attacks. The sheath is harmful to the touch, dealing 1d4 points of force damage to any creature that successfully strikes you with a non-reach weapon. In addition, your unarmed strikes deal an extra 1d4 points of damage and can affect incorporeal creatures as if they were force effects.


Prerequisites: Forge Ring, mage armor, magic weapon, wall of force.


Cost to create: 15,000 gp, 1,200 XP, 30 days
Vest of Resistance
Price (Item Level): 1,000 gp (4th) (+1); 4,000 gp (8th) (+2); 9,000 gp (12th) (+3); 16,000 gp (14th) (+4); 25,000 gp (15th) (+5)

Body Slot: Torso

Caster Level: 10th
Aura: Moderate; (DC 20) abjuration
Activation:--
Weight: 1 lb.
This elegantly styled white leather vest is edged in silver piping and has silver buttons.

A vest of resistance offers magical protection in the form of a +1 to +5 resistance bonus on saving throws.


Prerequisites: Craft Wondrous Item, resistance

Cost to Create: 500 gp, 40 XP, 1 day (+1); 2000 gp, 160 XP, 4 days (+2); 4,500 gp, 360 XP, 9 days (+3); 8,000 gp, 640 XP, 16 days (+4); 12,500 gp, 1,000 XP, 25 days (+5)
Wand of Orb of Cold

Price (Item Level): 21,000 gp (15th)

Body Slot:--

Caster Level: 7th

Aura: Moderate; (DC 19) conjuration

Activation: spell trigger

Weight:--

Prerequisites: Craft Wand, orb of cold


Cost to Create: 10,500 gp, 840 XP, 11 days

Mundane Items
Great Bow, Composite

Price: 200 gp

Damage: (small)1d8, (medium) 1d10 

Critical: ×3 

Range Increment: 130 ft. 

Weight: 6 lb. 

Type: Piercing
You need at least two hands to use a bow, regardless of its size. A composite greatbow is too unwieldy to use while mounted. A composite greatbow sized for a Medium character is 6 feet or more in length when strung. Composite greatbows follow all of the normal
rules for composite bows, including strength ratings. 
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.

Anticipate Teleportation, Greater
Abjuration

Level: Sorcerer/wizard 6

This spell functions like anticipate teleportation, except that greater anticipate teleportation identifies the type of the arriving creature (and any companions accompanying it) and creates a delay of 3 rounds, providing the recipient with even more warning and preparation time.
Focus: A tiny hourglass of platinum and crystal filled with diamond dust, costing at least 1,000 gp. The hourglass must be carried or worn by the spell’s recipient while the spell is in effect.
Assay Spell Resistance
Divination

Level: Cleric 4, sorcerer/wizard 4

Components: V, S

Casting Time: 1 swift action

Range: Personal

Target: You

Duration: 1 round/level

Finishing the spell, your eyes glow with a pale blue radiance, and you understand how to overcome your foe’s resistance to your magic.

This spell gives you a +10 bonus on caster level checks to overcome the spell resistance of a specific creature.

Assay resistance is effective against only one specific creature per casting, and you must be able to see the creature when you cast the spell.
Blink, Greater
Transmutation

Level: Bard 5, Celerity 8, sorcerer/wizard 5

An immaterial fog descends over your eyes as you complete the spell. You perceive the closeness of a parallel, ethereal reality, and you know that you can pass freely between that world and the one upon which you stand.

This spell functions like blink (PH 206), except that you have control over the timing of your “blinking” back and forth between the Ethereal Plane and the Material Plane. You can also ready an action to blink away from any physical or magical attack. The attack misses automatically unless it also affects ethereal targets (as a force effect does). While blinking, you have no chance of interfering with your own attacks or your own spells. When moving through solid objects, you do not risk materializing inside one unless you actually end your movement there, in which case you materialize and are shunted off to the nearest open space, taking 1d6 points of damage per 5 feet traveled in this manner.
Demoncall
Divination [Evil]
Level: Blackguard 2, Demonic 2
Components: V, S
Casting Time: 1 swift action

Range: Personal

Target: You
Duration: Instantaneous
Your eyes roll back into your head as you call to Dagon for his unique insight. Suddenly you become aware of some fragment of forbidden lore previously lost to you.

You tap into the forbidden knowledge of demons, gaining a +10 profane bonus on any one skill check involving Knowledge(arcane), Knowledge(the planes), or Knowledge(religion). The check must be made immediately, in the same turn as you cast the spell.

Source: Fiendish Codex I: Hordes of the Abyss 92
Demonflesh

Transmutation [Evil]
Level: Blackguard 1, Demonic 1
Components: V, S
Casting Time: 1 standard action

Range: Personal
Target: You
Duration: 1 minute/level
Your flesh becomes thick and leathery like a demon’s.

This spell grants you a +1 enhancement bonus to your natural armor for every five caster levels you possess (minimum of +1, maximum of +4). A creature without natural armor has an effective natural armor bonus of +0.


Source: Fiendish Codex I: Hordes of the Abyss 92
Joyful Noise
Abjuration
Level: Bard 1
Components: S
Casting Time: 1 standard action

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


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

Source: Spell Compendium 127.
Orb of Cold
Conjuration (Creation) [Force]

Level: Sorcerer/wizard 4

Components: V, S

Casting Time: 1 standard action

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

Effect: One orb of cold
Duration: Instantaneous

Saving Throw: Fortitude partial; see text
Spell Resistance: No
Your hand takes on a blue tint and your fingers turn numb and unresponsive as you complete the spell. From your chilled palm flies an orb composed of blue ice.

An orb of cold about 3 inches across shoots from your palm at its target, dealing 1d6 points of cold damage per caster level (maximum of 15d6). You must succeed on a ranged touch attack to hit the target.  


A creature struck by the orb takes damage and becomes blinded for 1 round. A successful Fortitude save negates the blinded effect but does not reduce the damage.
Recitation
Conjuration (Creation)

Level: Cleric 4, Purification 3

Components: V, S, DF

Casting Time: 1 standard action

Range: 60 ft.

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

Duration: 1 round/level

Saving Throw: None

Spell Resistance: Yes

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


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


Source: Spell Compendium 170.

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

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


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

Source: Spell Compendium 189.

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

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


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

Focus: A slashing melee weapon that you hurl.

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

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

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

Spell Resistance: Yes

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

Source: Spell Compendium 243.
Appendix 3: Badges of Revelation

Badges of Revelation

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


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


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

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


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


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

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

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

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

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

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

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

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

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

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










Appendix 4: Maps
4: Blood & Guts
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6: Lucy and the Guys
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       Players’ Handout 1
Dear Agents,
Despite our best efforts, our research has turned up nothing regarding Zhayne’s home plane.  However, we have uncovered a contact that may have information leading us to it, even if we cannot identify it.  Unfortunately, the Council of Inquisition has also discovered our mission and is demanding an addition to it.  They will undoubtedly contact you about this matter. After meeting with the council, travel by the Veng’s Blessing to Bright Sentry. Locate the Mackerel’s Head tavern.  It may be busy but ask for the Pathfinder Price.  You will meet your contact there.  Good Luck.

-Lord Freud Laven

Players’ Handout 2
Dear Adventurers,

I have been studying you and I am aware of your skill. I have a task for you, and you will be greatly rewarded.  Unfortunately, I am needed in the preparation of the reclamation of Law’s Forge and other aspects of Lord Sharn’s Law’s Crusade.  You are needed to rid the Shield Lands of the scourge of the Blackhearted Zhayne once and for all. Take this bow, its name is Love’ Price and it is very dear to me.  Keep it with you.  As long as you carry it, you will carry me as well. At the right time, I will strike for my love. Travel by the Veng’s Blessing to Bright Sentry.  Locate the Mackerel’s Head tavern.  It may be busy but ask for the Pathfinder Price. You will meet a contact there that should aid you on your quest.  Good Luck.

-Lord Travail
P.S.- Don’t mind the errand boy.  He should be just fine.

P.P.S.- There may be other, more inquisitive, parties interested in the outcome of this mission. I know that their goals do not interfere with mine.
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