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For the past year, the Council of Inquisition has brought order to the chaos that plagued the Shield Lands, working against those who would shatter the peace of the land.  Its activities, however, have not been universally embraced by all in the Shield Lands, and thus the stage is set for a confrontation to determine balance of those opposing forces, once and for all… A one-round Shield Lands Regional adventure set in Critwall, Bright Sentry, and their environs for APLs 6-14.

RPGA® Sanctioned Play

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


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the session Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the session DM. You must be at least a Herald-Level GM to run this adventure. By sanctioning and reporting this adventure, you accomplish a couple of things. First, it is an official game, and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points.

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

This adventure retires from RPGA-sanctioned play on December 31, 2008.
Players Read No Farther

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

Preparing for Play

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

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is split by APL.

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

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


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

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

Time Units and Upkeep

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


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

Adventure Background

At the end of 596 CY and for much of 597 CY, many of the Shield Lands’ most famous heroes were missing in a mysterious realm known as the Shadowdark. When they returned, they found that much had changed in their homeland.

Simen Sharn’s influence had spread throughout the nation. With canny political manipulations and bold public statements – all perfectly legal – he managed to launch a new military offensive, Law’s Crusade; mire Lady Katarina Walworth deep in the business of preventing the Dyversians in Amundfort from laying claim to Walworth Isle; ingrain himself in the hearts of the Shield Lands’ common folk; and, to an unknown extent, Sharn was also influential in helping the Shield Lands’ Council of Inquisition rise to a prominent place of power as they implemented greater security measures and enforced the law.


Not everyone, though, has embraced the new order in the Shield Lands. Trithereonites, particularly, have formed bold, underground resistance movements; however, in the current cultural climate, their “resistance” tactics begin to feel strikingly close to terrorism.

Meanwhile, Sharn’s rapid ascendancy among the members of the Council of Lords has some of the other Lords concerned. No one has yet managed to crack Sharn’s public façade as a disciple of law, and this unnerves some of the less… lawful… Lords on the Council. When they start overhearing rumors that an item or a number of items may exist that would detail all of their crimes, they quickly take actions to make sure those items don’t fall into Sharn’s hands or that Sharn (or the other more lawful Lords) can’t use this item or these items against them… They send out a call for adventurers…
Adventure Summary

Introduction – The PCs are offered employment to find information that may implicate a member of the Council of Lords.
Encounter 1 – The PCs move through the sewers beneath Bright Sentry to locate a hidden lair.

Encounter 2 – The PCs enter the lair and fight a number of constructs.

Encounter 3 – The PCs are offered a deal by a mysterious woman, named “Lace.”

Encounter 4 – The PCs encounter a number of traps in the hidden lair.

Encounter 5 – The PCs are accused of breaking and entering by a number of constructs and must fight them if they do not surrender.

Encounter 6 – PCs who explore the lair may find some startling information about the lair’s owner (presumably, though not conclusively, Simen Sharn).

Conclusion – The PCs must decide what to do with the information they found, and their actions impact the future of the nation’s political landscape.

Preparation for Play

Ask the players which favors they have (if any) from SHL7-08 Rights and Wrongs. Note that the players receive different introductions based upon which favor(s) they have.

Ask the players if any of the PCs have played SHLs8-01 The Chaos at Law’s Forge at APL 10 or higher. (This may or may not come to bear in Encounter 6.)
Introduction

There are three possible introductions for the PCs, depending upon their previous actions within the region.  For those PCs with the Favor of the Council of Inquisition from SHL7-08 Rights and Wrongs, or those who are members of the Council of Inquisition, as long as they do not have the Disfavor of the Council of Inquisition from SHL7-07, they receive the introduction “Law’s Sword”.  For those PCs with the Favor of the Brothers of Justice from SHL7-08 Rights and Wrongs, or those who are worshippers of the outlawed faith of Trithereon, as long as they do not have the Disfavor of the Brothers of Justice from SHL7-07, they receive the introduction “Chaos’s Shield”. For those that have both the Disfavor of the Council of Inquisition and the Brothers of Justice from SHL7-08 Rights and Wrongs, or meet none of the requirements listed above, received the introduction “Middle Ground”.
Law’s Sword

The PC begins the adventure receiving a sealed missive, its wax seal impressed with the heraldry of the Council of Inquisition. When they open it, hand them Player’s Handout #1: Summons of the Council, which asks for the PC to attend a meeting at the Council of Inquisition with Inquisitor General Falefax the Just. When arriving at the Hold of Truth, headquarters to the Council of Inquisition, those with Badges of Revelation are escorted into the Hold to a simple meeting chamber, furnished comfortably. Those without a Badge of Revelation are escorted to an exterior meeting tent, which has less comfortable furnishings.


After a short wait, an Oeridian man in the standard robes of an Inquisitor arrives to meet with the PC. A successful DC 15 Knowledge (Nobility and Royalty) or Knowledge (local – Iuz Border States) will identify the man is wearing the robes of a High Inquisitor, one of the Council of Inquisition political and spiritual leaders. A DC 20 Knowledge (local – Iuz Border States) check reveals that this is Falefax the Just, an inquisitor from the faithful of St. Cuthbert, and one of the highest ranking members of the Council of Inquisition.
A quick knock of entrance draws attention to the door of the meeting room, as an Oeridian man enters, his bulky frame betraying the presence of heavy armor underneath his robes, a badge of revelation pinned upon it and a holy symbol of a starburst of rubies on a platinum medallion hangs openly down from his neck. He nods once in welcome, a strange mix of appreciation and sternness in it, before sitting across the table from you and beginning to speak, his hard gray eyes watching your reactions closely.

“I appreciate your response to our summons, as these are trying times and stalwart individuals like yourself are needed to see through them. But, before I get to the matter at hand, I must ask you one question: Are you prepared to carry the burden of enforcing the laws of the Shield Lands, without question, regardless of circumstances?”
A DC 10 Knowledge (religion) check reveals that the holy symbol worn by Falefax is that of St. Cuthbert.

Falefax waits patiently for the PC to answer, wanting to verify that the PC is ready to carry out the law, regardless of circumstances, before continuing with his request. Falefax entered the meeting with detect evil upon his person, and concentrates upon the badge of revelation, which reacts with a red glow to those watching it with detect evil when a lie or mistruth is spoken. Falefax is also well trained at reading individuals, having an exceptional level at sensing the motives of others when they are being less than honest.

If the PC’s answer is not acceptable or truthful, Falefax thanks then for their time and asks them to depart. This introduction is no longer an option for the PC, who should then be given the “Middle Ground” introduction instead as an alternative.

 Once the PC answers in a fashion that is honest and acceptable to the Inquisitor General, continue on with the following:
The Inquisitor General nods in approval, as his face grows hard and serious as he begins his explanation of his request. 

“There is – no – are traitors to the Shield Lands on the Council of Lords, those who would bend, break, or ignore the tenets of law with callous disregard for its value. They act within their own boundaries, ignoring the laws set forth to protect our beloved lands for their own needs, regardless of their intentions. This behavior has carried on too long, and must be dealt with to ensure the safety of the Shield Lands in the future. With your help, we will start to correct this issue, starting today.


The Inquisitor General sighs heavily, the burden of the betrayal of the Shield Lands evident, before continuing. “The Inquisition has discovered that evidence exists implicating one or several lords in profiteering from the illegal sales of arms and equipment to known enemies of the state through questionable merchants. This evidence is said to be enough to have the lord in question expelled from his or her seat from the Council. We want you to recover it for us in our investigation.”


Looking downwards, Falefax’s eyes betray a mix of anger and disappointment as he places a scroll on the room’s table.  “The evidence you seek lies in the sewers underneath Bright Sentry, and this is a map to the location where this evidence may be found.  I’ve arranged passage to there on a barge that departs later today.  Included with the map is a writ imparting special investigative rights involving the recovery of this evidence from the sewer location – it should also help you pass through port more quickly, though those without a badge of revelation still need to pass through the security line.”


“Sadly, our information suggests that one of the Lords has obtained this evidence on his or her own, and chose not to deliver it to the rightful law of the land to have justice done.  I authorize you to retrieve the information and deliver it to us, so justice can prevail throughout the Shield Lands.”  

With that, Falefax takes you in, before concluding.  “Do you have any questions?”

The Inquisition’s information on this matter is rather vague, which has caused great discomfort in the council.  Falefax can provide the following information:

· The information of the existence of this evidence came about through the Council of Inquisition’s diviners and several other agents, whom Falefax can not and will not name to the party to protect their secrecy, which is crucial to their roles in the Inquisition.
· The Council Lord that has been holding this information is unknown to the Council, as their attempts to identify him or her have failed.  Regardless, their actions also break the laws of the Shield Lands, and they should be held accountable for their actions involving this matter.  Falefax will not guess at who the lord is, saying that he will not engage in hearsay.
· Also, if this lord has obtained evidence of wrongdoing of others and has it, that information should also be collect and turned in as well.
· The map leads to the area of the sewers that the Council of Inquisition believes the evidence is located.  As to the exact layout and nature of where the evidence is, the Council was unable to determine finer details.  Some searching is required, but the map’s directions should get the party near where the proper location to minimize the search area and time to locate it.
· If asked about guards and traps around the evidence, Falefax suggests taking actions to avoid causing undue harm.  The adventurers are given certain rights to recover the evidence, but they are still bound to follow the laws of the Shield Lands in the pursuit of justice.  If asked about the legality of trespassing on a Lord’s property, or taking the evidence belonging to them, Falefax mentions that the search has been made legal and forthright by the High Inquisitors, and that no one should be protected from the law.
· If asked about payment, Falefax seems saddened, but will offer 50 gp times the APL in payment for services rendered to the Council of Inquisition.  He does scold, however, the character’s decision to put greed before justice.
After answering any questions, Falefax bids them good day, instructing them to head to the docks that serve Critwall and look for their transportation there, a barge called Oliver’s Folly.
Chaos’s Shield
The PC begins the adventure receiving a simple parchment scroll, tied shut by a simple piece of string. When they open it, hand them Player’s Handout #2: Invitation for a Drink, which asks for the PC to head to Dewey’s for a drink with Speaker Pribbs, one of the leaders of the Brother of Liberty. When arriving at the Dewey’s, a local tavern that caters to the adventurers and sellswords of the Shield Lands, the barkeep greets them heartily with loud hellos as a man in the back of the tavern stands, motioning the PC(s) to his table. As the PC(s) approach, read them the following.

Entering Dewey’s, your arrival is announced by loud greetings from the barkeep as a man stands at a table near the back of the tavern, a heavy cloak concealing his features fully, motioning for you to join him.  Approaching the table, you notice an amulet escapes the folds of his cloak, a rune inscribed upon its surface.  Feeling the escape of the symbol, the man conceals the amulet back under the cloak, as his graying black hair and beard become visible, along with piercing steel-blue eyes.  Lines of stress and wear are evident in his face and posture, but he smiles warmly in greeting.


“I’m glad yeh could make it, my friends.  I hope you don’t mind me being a bit drab, but Sharn’s recent proclamation of the “illegal” worship of my deity has made going about a bit more difficult without such steps.  Now, feel free to get your fill, I’m Speaker Pribbs, and I’ll let you know why I’ve asked yeah here this fine morning.”


Speaker Pribbs motions to the table, where a  variety of both food and drink await your group.  As you begin to break your fast, the Speaker begins, chuckling a bit to himself before explain.


“I suppose you know it’s bad with things when the Inquisition itself comes to me for help.”  Speaker Pribbs waits a moment for your reactions, before continuing.  “Not all in the Inquisition are happy with their actions overall, as some feel their methods have become a bit strict and oppressive.  But, given the fear on the woman’s face, I decided to hear the Inquisition member out, as she claimed big things were happening, ones that could reshape the leadership of the Shield Lands forever. Now, I ain’t exactly one for law, lords, leaders, and councils, but the way she was shaking, I think whatever this matters about would make the current landscape pale in comparison.”

“It seems that the Inquisition has gotten word that a member of the Council of Lords has been gathering dirt on another Council Lord, evidence enough to possible have them removed from their seat, along with being stripped of their title and lands.  Now, I’m all for givin’ it to someone who’s crossed certain lines, but the Inquisition’s idea of lines are much different than mine or yours.  Their idea of wrong and right is based off a bunch of words, which they view as unbreakable or unbendable.  As for me, depending on the end results of the actions should determine how and when justice should be delivered.”

“Needless to say, it seems that the evidence could possibly cause a shake-up on the Council of Lords, for good or ill.  Well, I’m not comfortable with the Council of Inquisition making that decision, as I’m not too keen on their thought process in delivering justice to lawbreakers.  Would you be interested in retrieving this evidence for me?  I’m all for using it to punish those that deserve it, but I’d like to make sure the Council of Inquisition isn’t the ones deciding on what needs to be done.”

If the PC(s) accept, Speaker Pribbs hands them a map, giving detailed directions into the sewers beneath Bright Sentry, explaining that the area that the map leads to should be the location of where the evidence is that needs to be recovered.  He does not know what lord is involved, or what the location has for guards or protections.  He asks that the evidence, and any additional information that the Inquisition could use, be delivered back to him.  If asked for payment, Speaker Pribbs states he can probably manage 50 gp times the APL in payment for the PC(s) services.

When the party gets ready to leave, Speaker Pribbs will hand them a token, stating that he has  secured passage to Bright Sentry on Oliver’s Folly, a barge that transports passengers between there and Critwall.

Middle Ground
The PC begins the adventure receiving a folded letter, closed by an unmarked wax seal. When they open it, hand them Player’s Handout #3: An Offer of Employment, which asks the PCs to meet Garth Nednale on an offer for employment involving the recovery of stolen materials, directing them to meet him at the docks that service the barges to Bright Sentry, in front of a barge named Oliver’s Folly. When arriving at the dock in front of Oliver’s Folly, an Oeridian man in a fine clothing approaches them:
Having arrived in front of Oliver’s Folly, a man in fine clothing approaches you, his black boots seemingly echoing with every step along the dock.  He nods silently in greeting, a warm expression on this face.  

“Greetings, I am Garth Nednale and I thank you for answering my summons today.  If you don’t mind, time is of the essence, so I’ll begin with my employer’s request.”


“You see, it appears that someone has been creating false evidence against one or several lords, intent on using this information to create political strife to shift power on the Council of Lords for their own gain.  My employer has managed to discover the location of this false information, and wishes to have it recovered before it falls into the wrong hands.  Through his resources, he has procured this.”


The Oeridian man removes a piece of parchment and hands it to you.  “This rough map is the location where this information is being held underneath the streets of Bright Sentry, in the sewer system.  It’s likely that the information is being safe-guarded in a secret lair, with traps and guardians to protect whoever seeks to gain from this plot.  I ask that you recover this information and deliver it to me, so that we can ensure that it is not used for ill-gotten political gain.  For your efforts, my employer has extended an offer to reward the party that recovers this false evidence before undoable harm is done to the Shield Lands.”


“Do you have any questions?  Otherwise, I’ve secured passage for you on Oliver’s Folly to Bright Sentry this day, and the barge will be departing shortly.”

Garth has been hired by a Council Lord to recover this information, and is aware that the evidence being collected is likely not a forgery.  He, however, is willing to let that detail slide since the payment that was offered to him was sizable.  Garth wears magical items that conceal his alignment and protect versus other divination magic, making attempts to read his thoughts and such to fail.  Garth has also consumed a potion of glibness to allow him to effective bend the truth to those he has decided to hire.  


Garth has the following information for the PC(s):

· His employer is connected with the Council of Lords, but wishes to remain anonymous, only wanting to protect the Shield Lands from political upheaval.
· The map was obtained through the employer’s agents, and it’s possible that other groups may also have been able to discover the existence of this ‘evidence’.

· Though his employer tried, he was unable to gather any information on who has been creating this false evidence, nor any protections that may by employed to protect it.

· His employer has authorized him to offer 100 gp times the APL for recovery of this false evidence.
Once the party’s questions have been answered, Garth speaks with the captain of Oliver’s Folly, paying for passage for the party to Bright Sentry.

Troubleshooting
Characters may attempt to bring their tasks to other organizations attention, which is fine.  The primary three parties involved are listed here in the Introduction, and depending on whom these PCs approach should determine their suggestions.  Lawful organizations should refer these PCs to the Council of Inquisition or reinforce that their wishes be done, chaotic organizations should refer these PCs to the Brothers of Liberty or reinforce that their wishes be done, and self-serving organizations wish the PCs well on whatever they decide, suggesting they attempt to take the money and run.


Also, given the time when the party is approached for their job, whomever it comes from, there is not enough time for information gathering if they wish to make Oliver’s Folly and get to Bright Sentry as soon as possible.  Their hiring party makes it evident that time is likely of the essence, giving the importance of the information.


If a party does not accept employment from their introduction, approach them with another encounter that makes sense for the character.  Those who turn down either the Inquisition or Brothers get also approached by Garth, and those that turn down Garth are approached by either the Inquisition or Brothers, depending on the leanings of the character in question.  Give every character at least two introductions to accept employment to give them the opportunity to engage in the event.  If possible, a character with enough reason to investigate further should be allowed to proceed with the adventure without working for one of the three immediate parties.
Development
Once every PC has an introduction given to them, proceed onto the next encounter.  PCs that do not accept employment or decide to not investigate the matter find the adventure ends here for them.
1: Tide Warnings
The trip aboard Oliver’s Folly has proceeded smoothly; the Nyr Dyv lies calm, with barely a ripple of waves upon its surface.  With the current pace, you should arrive in Bright Sentry the following morning, allowing you to begin your search with a full day.
The trip on Oliver’s Folly is without major incident.  There are, however, interested parties aboard that wish to speak to some of the characters, wanting to inform them of what weight their actions may bring.

One of the two parties, an inquisitor named Sir Lockley, has found certain actions and motivations of the Inquisition suspect, and wants to inform those possibly working against the Inquisition of the effects of their actions in stopping a possible coup by the leadership of the Inquisition.  Sir Lockley looks for a chaotic character, one whose loyalties may lie with the Brothers of Liberty, and approaches them, introducing himself as a member of the Inquisition and asking for a moment of their time.  If they refuse, he accepts their answer and looks for another candidate, if any, to speak with.  If a character agrees to speak with him, he provides the following information to that/those character(s):

· Sir Lockley is aware of a mission by the Inquisition to recover evidence that likely will implicate more than one Lord of breaking laws of the Shield Lands to varying degrees. 
· This information has raised concerns within the Council of Inquisition’s leadership on the Council of Lords and their possible crimes against the Shield Land’s written laws.

· It has been suggested by certain factions in the Council of Inquisition that perhaps a change is needed on the Council of Lords, especially if certain members of the Council of Lords are in fact criminals against the laws of the Shield Lands.  Possible replacements mentioned are members of the Council of Inquisition themselves, and even the idea of replacing the Council of Lords with a leadership composing of leaders of the lawful churches has been rumored.

· If asked why he is exposing this information, Sir Lockley explains that he is all for enforcing the laws of the Shield Lands, but the idea of removing or replacing the Council of Lords makes him uncomfortable, especially when its possible that action could be done in the form of a seemingly “lawful” coup.

The other party, a member of the Brothers of Liberty known simply as Wool, will approach those characters that seemed lawful leaning and perhaps working for the Inquisition, more or less politely barging in on them to list his concerns, which are as follows:
· Wool has heard rumors that members of the Council of Inquisition are looking to place several members of their order on the Council of Lords, and are hunting down the smallest of infractions to have Lords removed. 
· It’s also been suggested that if enough evidence is discovered that the Inquisitor Generals may move to have the entire Council of Lords disbanded or arrested, depending on what evidence may be recovered, and form a theocracy in place of the Council of Lords, ensuring a leadership composed entirely of the major lawful churches in the Shield Lands.

· Wool states that it is likely that some of the Council of Lords needs replacing or looking into, but it seems that the higher-ups in the Council of Inquisition have taken it upon themselves to decide on who is worthy of running the government, which sounds an awful lot like a coup.

Once both parties have delivered their concerns, they politely excuse themselves from the characters they engage, asking them to consider their actions carefully in the coming days, as their decisions may likely influence the balance of power in the Shield Lands in the future, along with what leadership the citizens of the Shield Lands will have to endure.
Troubleshooting
It is possible that none of the characters are willing to listen to either party, which is acceptable.  Also, neither Sir Lockley nor Wool will approach those that obviously are in league with their respective organizations.
Development
Once you have had the two parties contact the characters, continue onto the next section, the party’s arrival in Bright Sentry and their search for the location of the evidence.
2: Hideaway
As the rising sun colors the clouds and water in varying shades of red, pink, and orange, the sheltered harbor of Bright Sentry comes into view on a relatively calm morning.  Within a hour, Oliver’s Folly has made port and docked, allowing you to depart the vessel and begin your business in the city.  However, as you approach the end of the docks, two lines await you, seemingly of people attempting to depart the docks into the city proper.
As the party approached the lines, a member of the Inquisition approaches them, asking the characters if any possess badges of revelation.  Those characters who have badges are instructed to line up in a much shorter and faster moving line, told that those with badges are subject to an easier passage into Bright Sentry, as their persons are easily verified with the badges.  Those without badges of revelation are instructed to enter a much longer and slower moving line, as they are subject to a full search and questioning before entry into the city will be allowed, along with the issuing of a traveler’s pass, costing 10 gp.  Even those with writs of the Inquisition are subject to the long wait if they do not have badges of revelation, as all entering the city are subject to search regardless of their official or unofficial business there.

The line for those with the badges of revelation finds their line moves quickly, and no questions are asked of them as long as they have real badges.  Those without badges that attempt to pass through this line are escorted to the other line, and those with fake or tarnished badges of revelation are arrested, ending the module for them with a 4 TU penalty jail-stay and a fine of 100 gp times the APL.

The line for those with no badges of revelation finds their line is slow moving, with the Inquisitors asking numerous questions and searching all of their persons and belongings.  Those found to be disguised, carrying items that are illegal, or lying find themselves detained for a period of time in a holding cell, until their ‘innocence’ can be proven.  Any items that are illegal are seized at this point of time, and offending characters find that they are jailed for 4 TUs after the course of this adventure for their crimes.  The Acts of Protection details the various crimes and punishments in the Shield Lands that the Council of Inquisition carries out at the approval of the Council of Lords (see Appendix 3).

Once passing the checkpoint, the characters can partake in any normal activities allowed in a city of Bright Sentry’s size, but once they choose to enter the sewers in search of the information desired, continue on with the following:

Entering the sewers beneath Bright Sentry, the clean and orderly streets filled with the smell of the Nyr Dyv are replaced with the dirty and messy tunnels that smell of rotting waste.  Getting your bearings after a short while, you begin to travel towards the location provided by your map(s), all the while hearing the echoes of beasts and monstrosities residing under Bright Sentry.


Within an hour, you’ve managed to locate the position indicated on the map(s), having arrived at the supposed location of the information. 
The layout of the sewers and the hidden lair are provided on DM Map #1: The Lord’s Concealed Hideaway.  The entrance into the hideaway are well-concealed secret doors, required a DC 25 Search check to locate.  A hidden switch to open the doors lies next to it, and can be found with a DC 30 Search check.  Once the switch has been triggered, the doors open easily in the first room.
Secret Stone Doors: 6 in. thick; hardness 8; hp 90; AC 4; Search DC 25, Open Locks DC 30, Break DC 30.

The doors open into Lord Simen Sharn’s secret hideaway, serving as a private study and war room for the young Lord.  Given its location, Lord Sharn has left no mention of his name or ownership of this hideaway, wanting to conceal his use of this area in case of discovery, such as the case with the party and their mission.  A DC 25 Knowledge (Geography) check reveals that the underground hideaway is located somewhat near the grounds of Sharn’s estate in Bright Sentry, but not directly underneath it.  

NOTE: At no time should anything in this area be referred to or directly linked to Sharn, though plenty hints at his involvement.

When the secret doors are opened or breeched, read the following:

Looking into the newly revealed chamber, a set of fine iron-bound oak double doors are visible, likely leading deeper into the hidden complex, the walls here are crafted from fine marble, with four support pillars of marble set around a large central dais. On top of the dais appears to be a map of some sorts, with markers set upon its surface.
This chamber serves as a war room for the current Crusade, utilized by Lord Sharn and his generals to monitor the current battles, troop locations, and borders.  The war room itself is entered by the war council by two teleportation circles that can only be activated by those with a badge of revelation, a special signet ring, and a password.  The teleportation circles lie in the west and east side rooms, both concealed from the inner chamber by secret doors that require a DC 30 Search check to locate.  They are otherwise unlocked and open with ease.

The central dais is a magical divination device, utilizing badges of revelation, standing army badges, and other special items to relay real-time troop information back to this chamber.  Characters that make a DC 20 Knowledge (Nobility and Royalty) check can discover this fact and those that make a DC 20 Spot check observe that positions of some of the units are moving on their own on the map.  Observing the map for a while, it becomes evident that all the Shield Lands units are being track in real-time, along with some Sidhee and Iuzian units.  Any other units that are not being tracked with magical devices are statically located on the map, along with a marker on them that refers to the fact that this location is gathered via spying, observations, or hypothesis.  Those who made a DC 25 Spot check also realize that standards of all of the Lords of the Shield Lands are on the map and those that make a DC 25 Knowledge (Nobility and Royalty) check realize that this relays the positions of all current Lords of the Shield Lands.  Any attempts to move units will work, but as long as they are in contact with the map, they adjust to their current location if monitored, or to their last theorized location if not monitored.  Any attempts to remove the map fails, as it is constructed into the marble dais and its enchantment lost if forcible removed.

The doors that lead deeper into the hideaway are trapped and locked, requiring either a key or password to proceed (see Encounter 4 for more trap details).  Those that attempt any action involving the doors – other than to use the key or password – alert the construct guardians in this chamber, who animate and attempt to destroy the trespassers. 
Creatures
APL 6 (EL 8)

Caryatid Column (2): hp 53 each; Appendix 1.

APL 8 (EL 10)

Advanced (10 HD) Caryatid Column (3): hp 83 each; Appendix 1
APL 10 (EL 12)

Advanced (10 HD) Caryatid Column (3): hp 83 each; Appendix 1

Brass Golem: hp 86; Appendix 1.

APL 12 (EL 14)

Advanced (10 HD) Caryatid Column Fighter 2 (3): hp 95 each; Appendix 1

Advanced (24 HD) Brass Golem: hp 148; Appendix 1.

APL 14 (EL 16)

Advanced (10 HD) Caryatid Column Fighter 4 (3): hp 107 each; Appendix 1

Advanced (32 HD) Brass Golem: hp 208; Appendix 1.

APL 16 (EL 18)

Advanced (10 HD) Caryatid Column Fighter 4/Exotic Weapon Master 1 (4): hp 113 each; Appendix 1

Advanced (32 HD) Brass Golem Fighter 2: hp 220; Appendix 1.

Tactics
The caryatid columns revert from pillar form and attack the nearest creatures, choosing to attack the least heavily armored target if multiple targets present themselves.

The brass golem, at high levels, appears at the center of the chamber, as the marble dais drops into the floor and the map opens from a concealed seem. The golem attacks with its wounding weapon, chosing to utilize its maze ability against either a light-armored individual, which it enters the maze to hunt, or a heavy-hitting fighter, one that is able to bypass its DR or is managing to damage it enough through other methods, leaving such a character in the maze as it deals with the other members of the party.

Treasure: The PCs can gain the following treasure here:


APL 6: None

APL 8: None

APL 10: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 14: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 6026 gp Huge +3 wounding speed greataxe; Total 6026 gp.


Detect Magic Results: Huge +3 wounding greataxe (moderate evocation, moderate necromancy). Huge +3 wounding speed greataxe (moderate evocation, moderate necromancy, moderate transmutation). 
Troubleshooting
When outside of the hideaway, divination and teleportation magic does not function to either enter the hideaway or divine facts about its interior.  Once inside the hideaway’s outer walls, both divination and teleportation magic functions normally within it confines, although one cannot exit the outside perimeter of the hideaway using teleportation magic.


Entering the hideaway utilizing other methods, such as disintegrate, passwall, or similar effects works as normal, as long as the caster can pass enough of the masonry and stone that composes of the walls.

It is possible that the party may have a scarab of golemsbane, which does not work on the columns since they are normal constructs.  As for the brass golem at higher APLs, it cannot be detected in its hiding location do to the chamber it is stored in being lined with lead.  
Development
Once the party has defeated the guardian constructs, they are now free to explore the rest of the hideaway, after a last minute visitor encounters the party – continue on to the next encounter. 


Whenever a party begins exploring the room, consult Encounter 4 for details of the traps in the complex.


A party defeated by the guardians here is found by Lord Sharn at a later time, and their remains are fed to the creatures residing in the sewers to make sure that they cannot be found and raised.
3: Lace
As the last guardian falls, the sound of applause echoes through the war room, in congratulations of your victory.  Turning to find its source, you spy a Rhennee woman with long, black hair, which sports a widow’s peak, and gray eyes.  She stops once she has all of your group’s attention, leaning against the entrance way’s wall and crossing her arms in a relaxed, disarming gesture.

“Well now, who do we have here? Competitors?” the woman asks.
The Rhennee woman, who’s actually a tiefling in disguise, using a hat of disguise to conceal her fiendish traits, is here for the same reason as the party, interested in acquiring the evidence here for her employer at a hefty profit.  She knows and shares the following with the party:
· The Rhennee woman introduces herself as Lace. If asked about her name, she gestures to the lace ribbon she is using to hold her hair back, along with matching lace ribbons tied to the crossguards of her kukris.. 
· She is here at the behest of an employer, whom she keeps anonymous, to retrieve information that may be used to weaken there power.  If asked if it’s a member of the Council of Lords, Lace only smiles in response, obviously acknowledging her employer’s position but at the same time playfully using one of her index fingers to scold the group for their ‘inappropriate’ question.

· Lace explains that she was given a map to this location by her employer, and produces it if asked.  The map matching any of the three that were presented by the Council of Inquisition, the Brothers of Liberty, and Garth.
· Lace has no interest in fighting the party, suggesting that there is no reason or profit in such an activity.

· Lace explains that her employer would be will to pay 200 gp times the APL for the information located here.  She is willing to split the reward 50/50 if the party meets her after recovering the information.  If pressed on the amount of the reward split, she’ll go 75/25 and finally 90/10 in the party’s favor if they will provide the evidence to her to deliver to her employer.

· If asked if she still intends to compete with the PCs for the information if they refuse to give it to her, she says she’s not foolish enough to challenge several adventurers on her own – at least not with proper intelligence. However, she’ll certainly make a report and let her employer deal with the PCs as he or she sees fit.
Troubleshooting
If any of the PCs attack her, consider it an evil act and mark it on that PC’s AR. She does not detect as evil, nor is she suggesting any evil activity. If the PCs claim that she’s breaking and entering, she’ll point out that the door was open for her.
Development
Once the PCs make an arrangement with Lace or bull her away, she’ll depart. If the PCs strike a deal with her, she’ll meet them sometime in the conclusion. She works for the same noble as Garth Nednale, and giving her the Testimonies of Impartial Witness will produce the same ending as if the PCs handed them to Garth Nednale.

Proceed with the adventure.
4: Trapped Room
This encounter merely details the traps in the underground complex. Whenever the PCs explore the complex, refer to this encounter for trap details.


There are four trapped items in the underground complex. All four traps are controlled by switches in a hidden panel located in the wall between the 2 oak doors leading from the war room to the inner chamber (Search DC 15 + APL). Only 2 of the traps begin active; however, PCs may activate or deactivate the traps, depending on what they do with the levers of the control panel (if they locate it).

The following items are trapped:

· The desk containing the journal (1)

· The left (western) door to the inner chamber (2)

· The right (eastern) door to the inner chamber (3)

· The closet (4)

Each item is indicated by a number corresponding to the lever in the panel that activates/deactivates the trap. When the PCs begin exploring the complex, randomly determine which 2 of the traps are active (roll a d4 twice, ignoring any duplicated results).


The switches run 1 to 4, left to right, in the panel. If the traps corresponding to the switches are ACTIVE, the levers are in the following positions: 1 = UP, 2 = UP, 3 = DOWN, 4 = DOWN. Conversely, if the levers are deactivated, the switches are in the opposite positions.


A character with Trapfinding may locate the traps as normal with appropriate Search checks, but the bypass levers do not detect as traps.


Additionally, the entire room, the traps, and effectively everything of note in the room is shrouded by a nondetection spell (CL 20th) which makes it extremely difficult to locate the traps via detect magic or similar spells. In order to successfully use divination magic to locate the traps, a PC must succeed at a DC 31 caster level check – per trap. This is accounted into the EL of the trapped room, granting a universal +1 to the EL at all APLs.
Traps
See Appendix 1 for trap details.
APL 6 (EL 8)

1) Sepia Snake Sigil trap; Appendix 1.
2) Bestow Curse trap; Appendix 1.
3) Maximized Touch of Idiocy trap; Appendix 1.

4) Feeblemind trap; Appendix 1.
APL 8 (EL 10)

1) Maximized Touch of Idiocy trap; Appendix 1.
2) Dictum trap, CL 13th; Appendix 1.
3) Power Word Blind trap; Appendix 1.

4) Feeblemind trap; Appendix 1.
APL 10 (EL 12)

1) Greater Bestow Curse trap; Appendix 1.
2) Maze trap; Appendix 1.
3) Dictum trap, CL 15th; Appendix 1.

4) Temporal Stasis trap; Appendix 1.
APL 12 (EL 14)

1) Chained Power Word Blind trap; Appendix 1.
2) Dictum trap, CL 19th; Appendix 1.
3) Heightened Imprisonment trap; Appendix 1.

4) Heightened Chained Feeblemind trap; Appendix 1.
APL 14 (EL 16)

1) Chained Programmed Amnesia trap; Appendix 1.
2) Dictum trap, CL 21st; Appendix 1.
3) Chained Maze trap; Appendix 1.

4) Heightened Chained Insanity trap; Appendix 1.
APL 16 (EL 18)

1) Chained Programmed Amnesia trap plus Dictum trap, CL 21st; Appendix 1.
2) Dictum trap, CL 21st, plus Chained Maze trap; Appendix 1.
3) Chained Maze trap plus Dictum trap, CL21st; Appendix 1.

4) Heightened Chained Insanity trap plus Dictum trap, CL 21st; Appendix 1.
Troubleshooting
Note that most of the traps reset and may come into play in multiple combat situations – both triggering the caryatid colums (and brass golem) and, possibly, during an encounter with the maugs and inevitable.
Development
If the PCs trigger a trap while any of the constructs are present, the constructs will move to attack. The PCs are breaking and entering, and their inability to avoid the traps only further proves that they are unlawful visitors.

The maugs and inevitable, however, will not leave the inner chamber to pursue PCs who trigger traps in Sharn’s hidden study or closet.
5: The Letter of the Law
Once the PCs make their way into the complex’s inner chamber, they are confronted by a pair of maugs and an inevitable (except at APL 6, when the inevitable is not present). 

As soon as you find a way into the complex’s inner chamber, you hear a booming voice call out. “Intruder, you are illegally breaking and entering. Surrender, and submit yourself to be bound and tried by the legal authorities.”


Two/Three large, armed creatures stand in the inner chamber, awaiting your response.
Allow the PCs a chance to respond. The constructs will not attack until provoked (the PCs either move to attack or try to escape), but they expect the PCs to comply with their demands. 

Once they are provoked, the constructs will fight to the death (or destruction) in order to see justice upheld. They will attempt to move to block the retreat of any PCs who attempt to escape.
Creatures
APL 6 (EL 9)

Maug Fighter 4 (2): hp 71 each; Appendix 1.

APL 8 (EL 11)

Maug Fighter 4 (2): hp 71 each; Appendix 1.
Zelekut: hp 74; Monster Manual pg. 160.
APL 10 (EL 13)

Maug Fighter 6 (2): hp 83 each; Appendix 1.
Advanced (16 HD) Zelekut: hp 134; Appendix 1.
APL 12 (EL 15)

Maug Fighter 6/Exotic Weapon Master 1 (2): hp 89 each; Appendix 1.
Advanced (21 HD) Kolyarut: hp 151; Appendix 1.
APL 14 (EL 17)

Maug Fighter 8/Exotic Weapon Master 1 (2): hp 101 each; Appendix 1.
Advanced (19 HD) Marut: hp 142; Appendix 1.
APL 16 (EL 19)

Maug Fighter 10/Exotic Weapon Master 1 (2): hp 113 each; Appendix 1.
Advanced (27 HD) Marut: hp 202; Appendix 1.
Tactics
At all APLs, the maugs are simply melee fighters who will attempt to coordinate their attacks on whichever PC seemed most clearly (and initially) to violate the law.

The inevitable will use its spell-like abilities and attacks to further support the maugs’ efforts to apprehend law breakers one at a time.


The inner chamber is 25-ft. deep by 50-ft. wide. See the DM’s Map for more details. The rooms to either side of the inner chamber are concealed by secret doors (as noted in Encounter 2).
Treasure: The PCs can gain the following treasure here:


APL 6: Loot 274 gp; Coin 0 gp; Magic 782 gp; +1/+1 large two-bladed sword (391 gp each); Total 1056 gp.


APL 8: Loot 274 gp; Coin 0 gp; Magic 782 gp; +1/+1 large two-bladed sword (391 gp each); Total 1056 gp.

APL 10: Loot 0 gp; Coin 0 gp; Magic 1,722 gp; +1/+1 large two-bladed sword (391 gp each), large +2 full plate (470 gp each); Total 1,722 gp.

APL 12: Loot 0 gp; Coin 0 gp; Magic 4,696 gp; +1/+1 large two-bladed sword (391 gp each), large +2 full plate (470 gp each),  +4 banded mail (1,366 gp), +2 longsword (692 gp), ring of protection +1 (166 gp), cloak of resistance +3 (750 gp); Total 4,696 gp.

APL 14: Loot 0 gp; Coin 0 gp; Magic 4,222 gp; +1/+1 large two-bladed sword (391 gp each), large +3 full plate (887 gp each), pale lavender ellipsoid ioun stone (1,666 gp); Total 4,222 gp.

APL 16: Loot 0 gp; Coin 0 gp; Magic 10,068 gp; +1/+1 large two-bladed sword (391 gp each), large +3 full plate (887 gp each), pale lavender ellipsoid ioun stone (1,666 gp), large +5 full plate (2,220 gp), ring of protection +5 (4,166 gp); Total 10,068 gp.
Troubleshooting
Because none of the constructs are evil, and they are all intelligent, some PCs may try to Diplomacize with them. In this case, allow the PCs to talk, and the constructs will cease attacking if the PCs all cease their attack and suggest they’re willing to surrender. However, in NO case,  will the constructs accept alternate terms. The PCs may NOT trick the constructs into different plans. The constructs are PROGRAMMED and no Diplomacy DC may alter their programming. 

The constructs will speak rationally and present fair terms (according to their point-of-view), but they will prove unflinchingly determined. Effectively, they already KNOW the PCs have committed crimes, and they expect the PCs to surrender and await a trial by the proper authorities.

Development

Once the PCs defeat the constructs, read or paraphrase the following text:
Catching your breath from your skirmish with the guardian constructs, you notice a large, ornate chest sitting on a counter in the northeastern corner of the room.

The PCs will likely explore the chest. This contains a number (dozens) of tiny inevitables, or Testimonies of Impartial Witness, each of which has recorded all the crimes of one individual. There is one inevitable for each member of the Council of Inquisition and for each member of the Council of Lords – with one exception: Simen Sharn.


The chest is not trapped. Nor is it locked.


When one of the inevitables is activated (by pressing down on its head), it begins to recite the list of crimes for the individual whose crimes it records (e.g. “I am the Testimony of Impartial Witness for Lord Freud Laven, member of the Council of Lords. These are his crimes: Piracy, failure to stow or peacebind a weapon, possession of a symbol of an evil power, ….”). There are several inevitables that have not yet recorded anyone’s crimes. It is possible for a PC to attune him or herself to one of the inevitables. If any PC does so, he or she gains the favor, “Your Own Personal Tattle-tale.”
6: Exploring the Hideaway Complex
PCs who successfully locate the hidden room to the inner chamber’s east find:
A secret door opens into a small study. A bookshelf holds dozens of tomes about local history, geography, culture and arcana. A single chair sits at a small, oaken desk with several drawers.


In the far corner of the room, a 5-ft.-diameter circle has been carefully etched onto the floor. Runes and symbols mark its outer boundary.

The circle is a teleportation circle. A Knowledge (arcana) check (DC 29) guesses at its true nature. A Spellcraft check (DC 24) made by anyone with an active detect magic (or similar spell) confirms its true nature.


The desk contains Sharn’s unmarked journal (nothing explicitly connects it to Sharn). The desk is trapped (see Encounter 4).


PCs who successfully open the desk drawers find a small, leather-bound journal with a simple clasp lock (Break DC 10 or Open Lock DC 20).


If the PCs open the journal and study it, give them Player Handout #4: Unmarked Journal.

PCs who successfully locate the hidden room to the west of the inner chamber find:
The secret door opens into a small, dark chamber. A glowing, rune-encrusted circle, 5-ft. in diameter, has been carefully etched onto the floor in the far corner. Two doors stand opposite the circle to the south.

The circle is a teleportation circle. A Knowledge (arcana) check (DC 29) guesses at its true nature. A Spellcraft check (DC 24) made by anyone with an active detect magic (or similar spell) confirms its true nature.


The doors lead into two small closets. Each door is connected to a single trap (see Encounter 4). One closet contains a number of clerical vestments and symbols all dedicated to the worship of Heironeous. The other closet contains a number of clerical vestments and symbols all dedicated to the worship of Hextor. PCs who succeed at Spot checks (DC 15) and Knowledge (religion) checks (DC 20) notice something just slightly “off” with all the holy symbols and materials – as though they’ve all been slightly altered from their original state.

A second Knowledge (religion) check (DC 25) recalls that while Heironeous and Hextor had different fathers, both shared the same mother. The symbols and materials seem to have been altered in such a way as to suggest a tie to the mother. (A PC who has played SHLs8-01 The Chaos at Law’s Forge [APL 10 or higher] and whose party successfully made at least a DC 20 INT check gains a +10 competence bonus to this Knowledge religion check.)

Troubleshooting
There is no hidden stairway or exit of any sort leading from this hidden complex to any other location except the sewer.


However, any PC capable of activating one of the teleportation circles – most likely via Use Magic Device – ends up either in a stately manor in Bright Sentry (eastern circle) or in a lavishly-appointed room in Critwall (western circle). In such a case, if the PC searches about, he or she is able to find evidence suggesting that either of those locations belong to Lord Simen Sharn.
Development
Once the PCs have located the Testimonies of Impartial Witness and exhausted their search of the complex, they must decide what to do with the dozens of tiny inevitables.


Proceed to the Conclusion.
Conclusion

The PCs must decide what they wish to do with the tiny inevitables (the Testimonies of Impartial Witness).

There are three obvious choices and any variety of less-obvious choices.


The three obvious choices are to give all of the inevitables to one of the initial contacts – Inquisitor Falefax, Speaker Pribbs, or Garth Nednale. Respectively, they represent Law’s Sword, Chaos’s Shield and the Middle Ground. If the PCs give all of the inevitables to any one of the contacts, the PCs gain the appropriate favors (Thanks of the Council of Inquisition for Falefax, Thanks of the Council of Lords for Speaker Pribbs, or Thanks of a Mysterious Benefactor for Garth Nednale), and you may then proceed to the appropriate Conclusion text. 

However, it is also possible the PCs will attempt to divide the inevitables, presenting some to some individuals,  some more to other individuals, and some to no one. In this case it is important to understand the following:

The Shield Lands stands at a precarious point in its history, with the balance of power between the old guard of the Council of Lords and the newly ascendant Council of Inquisition narrowly poised over a razor’s edge. After years of hard-fought battles which saw the war against Iuz swing back and forth multiple times, hindered time and again by deep treachery, the recent and continuing success of Lord Simen Sharn’s Law’s Crusade has won over the hearts and minds of a majority of the region’s populace. Additionally, Sharn’s success, in conjunction, with the added security (or feelings of security) provided by the Council of Inquisition’s efforts have placated many people who would otherwise rail against the restrictions placed upon their personal freedoms as they see the success of the new measures. Thus, while the Shield Landers are generally loyal to their Lords, a peaceful and “lawful” coup staged by the Council of Inquisition would likely succeed without resistance from the general public, meaning that the Council of Lords would be unable to resist it. Meanwhile, every member of the Council of Lords has committed a crime of one sort or another (no one’s perfect), so the Testimony of the Impartial Witnesses would implicate the entire Council – if every Testimony were presented. The Council of Lords has begun to suspect and recognize the power lust of many members of the Council of Inquisition, and its members realize that were such things as the Testimonies to come to light, they would usurp the status quo. Any of the Lords typically feel that it would be better to hide all of the Testimonies and preserve the Council of Lords than to risk a coup by the Inquisition.


However, the Inquisitors are also guilty of crimes. The Testimonies bear witness to crimes against the Acts of Protection from even before the Acts of Protection were formed, and many of the Inquisitors, in their bids for power, are guilty of “sedition” – when they consider the possibility of a coup against the Council of Lords. Nonetheless, the Council of Lords are not interested in disbanding the entire Council of Inquisition if the findings indicate any bid for power is rooted in only a few or several members; the Inquisition has, after all, proven effective in securing the nation.

Ultimately, then, the revelation of the Testimonies will lead to one of 5 possible conclusions:

· Council of Lords disbanded by a coup
· Council of Inquisition disbanded
· Status quo maintained
· Council of Lords weakened, individual members reprimanded or discharged
· Council of Inquisition weakened, individual members reprimanded or discharged
DMs are ultimately to use their discretion to determine which of the various results stems from the PCs’ actions, though if the PCs give ALL of the Testimonies to any group, the result will be among the first 3 choices. The Council of Lords will be weakened (and some of its members may be reprimanded or discharged) if the PCs present SOME of the Testimonies as witness against a limited number of Lords. The Council of Inquisition will be weakened (and some of its members may be reprimanded or discharged) if the PCs present SOME of the Testimonies as witness against a limited number of Inquisitors. If the PCs present a limited number of Testimonies against BOTH the Lords and Inquisitors, the result will most likely be to uphold the status quo.

Please note the result for the Critical Events Summary (at the Last Stand in the Shield Lands convention only).

Conclusion A
PCs give the Testimonies to Inquisitor Falefax or otherwise present the Testimonies in such a way as to effect a coup of the Council of Lords:

In a few short days, the results of your actions roar across the Shield Lands. Provided the witness of the Testimonies of Impartial Witness, the Council of Inquisition is able to prove that the Lords are all criminals according to the laws of the nation. This bold revelation signals the first step of what can only be a bid for a major coup, one it appears that the Lords are powerless to resist…

The End.
Conclusion B

PCs give the Testimonies to Speaker Pribbs or otherwise present the Testimonies in such a way as to effect a collapse of the Council of Inqusition:

In a few short days, the results of your actions roar across the Shield Lands. Provided the witness of the Testimonies of Impartial Witness, the Trithereonites and other “freedom fighters” are able to prove that the Inquisitors are all criminals according to the laws of the nation and that, additionally, many of them are spreading words of sedition – planning a coup against the Council of Lords. This bold revelation signals the beginning of the end for the Council of Inquisition, as words of chaos and dissent once more begins to flourish across the nation…

The End.
Conclusion C

PCs give the Testimonies to Garth Nednale or any member of the Council of Lords or otherwise present the Testimonies in such a way as to promote the status quo:
In a few short days, it seems as though all the hubbub over the Testimonies of Impartial Witness has died away and faded to a distant memory of some time long past. There’s a noticeable tension, now, between the Council of Inquisition and the Council of Lords, and it is in this balance between the powers that you now reside. You had a chance to tilt it one way or the other, and only time will tell if leaving that tension unresolved was the best choice for the Shield Lands.
The End.
Conclusion D

PCs present only some of the Testimonies bearing witness against one or a very limited number of the Council of Lords:

In a few short days, the results of your actions roar across the Shield Lands. Provided the witness of the Testimonies of Impartial Witness, the Council of Inquisition is able to prove some of the Lords are criminals according to the laws of the nation. This bold revelation prompts the nation’s residents toward a deep suspicion of the remaining Lords, deeply weakening their hold on the nation’s reins…

The End.
Conclusion E

PCs present only some of the Testimonies bearing witness against one or a very limited number of the Council of Inquisition:

In a few short days, the results of your actions roar across the Shield Lands. Provided the witness of the Testimonies of Impartial Witness, the Trithereonites and other “freedom fighters” are able to prove that a number of Inquisitors are criminals according to the laws of the nation and that, additionally, they were spreading words of sedition – planning to launch a coup against the Council of Lords. This bold revelation causes a deep schism in the Council of Inquisition, as the implicated Inquisitors are discharged and locked in Deeprock. Forced to look into its own ranks for criminals, the Council of Inquisition is handicapped in its efforts to police the land…
The End.
Experience Point Summary

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

2: Hideaway
Defeat the constructs
APL 6 
240 XP

APL 8 
300 XP

APL 10 
360 XP

APL 12 
420 XP

APL 14 
480 XP

APL 16 
540 XP

4: Trapped Room
Face, disable or bypass the traps
APL 6 
240 XP

APL 8 
300 XP

APL 10 
360 XP

APL 12 
420 XP

APL 14 
480 XP

APL 16 
540 XP

5: The Letter of the Law
Defeat the constructs

APL 6 
270 XP

APL 8 
330 XP

APL 10 
390 XP

APL 12 
450 XP

APL 14 
510 XP

APL 16 
570 XP

Story Award

PCs hand over the Testimonies of Impartial Witness
APL 6 
75 XP

APL 8 
100 XP

APL 10 
120 XP

APL 12 
145 XP

APL 14 
165 XP

APL 16 
190 XP

Discretionary roleplaying award

APL 6 
75 XP

APL 8 
95 XP

APL 10 
120 XP

APL 12 
140 XP

APL 14 
165 XP

APL 16 
185 XP

Total possible experience:

APL 6 
900 XP

APL 8 
1,125 XP

APL 10 
1,350 XP

APL 12 
1,575 XP

APL 14 
1,800 XP

APL 16 
2,025 XP

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.
Introduction

APL 6: Loot 0 gp; Coin 300 or 600 gp; Magic 0 gp, Total 300 or 600 gp.

APL 8: Loot 0 gp; Coin 400 or 800 gp; Magic 0 gp, Total 400 or 800 gp.

APL 10: Loot 0 gp; Coin 500 or 1,000 gp; Magic 0 gp, Total 500 or 1,000 gp.

APL 12: Loot 0 gp; Coin 600 or 1,200 gp; Magic 0 gp, Total 600 or 1,200 gp.

APL 14: Loot 0 gp; Coin 700 or 1,400 gp; Magic 0 gp, Total 700 or 1,400 gp.

APL 16: Loot 0 gp; Coin 800 or 1,600 gp; Magic 0 gp, Total 800 or 1,600 gp.
2: Hideaway

APL 6: None


APL 8: None


APL 10: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 12: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 14: Loot 0 gp; Coin 0 gp; Magic 2693 gp Huge +3 wounding greataxe; Total 2693 gp.


APL 16: Loot 0 gp; Coin 0 gp; Magic 6026 gp Huge +3 wounding speed greataxe; Total 6026 gp.

5: The Letter of the Law

APL 6: Loot 274 gp; Coin 0 gp; Magic 782 gp; +1/+1 large two-bladed sword (391 gp each); Total 1056 gp.


APL 8: Loot 274 gp; Coin 0 gp; Magic 782 gp; +1/+1 large two-bladed sword (391 gp each); Total 1056 gp.

APL 10: Loot 0 gp; Coin 0 gp; Magic 1,722 gp; +1/+1 large two-bladed sword (391 gp each), large +2 full plate (470 gp each); Total 1,722 gp.

APL 12: Loot 0 gp; Coin 0 gp; Magic 4,696 gp; +1/+1 large two-bladed sword (391 gp each), large +2 full plate (470 gp each),  +4 banded mail (1,366 gp), +2 longsword (692 gp), ring of protection +1 (166 gp), cloak of resistance +3 (750 gp); Total 4,696 gp.

APL 14: Loot 0 gp; Coin 0 gp; Magic 4,222 gp; +1/+1 large two-bladed sword (391 gp each), large +3 full plate (887 gp each), pale lavender ellipsoid ioun stone (1,666 gp); Total 4,222 gp.

APL 16: Loot 0 gp; Coin 0 gp; Magic 10,068 gp; +1/+1 large two-bladed sword (391 gp each), large +3 full plate (887 gp each), pale lavender ellipsoid ioun stone (1,666 gp), large +5 full plate (2,220 gp), ring of protection +5 (4,166 gp); Total 10,068 gp.
Total Possible Treasure


APL 6: Loot 274 gp; Coin 300 or 600 gp; Magic 1,056 gp, Total 1,356 or 1,656 gp.


APL 8: Loot 274 gp; Coin 400 or 800 gp; Magic 1,056 gp, Total 1,456 or 1,856 gp.


APL 10: Loot 0 gp; Coin 500 or 1,000 gp; Magic 4,415 gp, Total 4,915 or 5,915 gp.


APL 12: Loot 0 gp; Coin 600  or 1,200 gp; Magic 7,389 gp, Total 7,989 or 9,189 gp.


APL 14: Loot 0 gp; Coin 700 or 1,400 gp; Magic 6,915 gp, Total 7,615 or 8,315 gp.


APL 16: Loot 0 gp; Coin 800 or 1,600 gp; Magic 16,094 gp, Total 16,894 or 17,694 gp.

Adventure Record

Badge of Revelation

Thanks of the Council of Lords:  Your actions have ensured that the Council of Lords maintains power, and thus they have chosen to reward your actions.  By spending this favor, the Council of Lords will arrange have one of the following spells placed in a special type of contingency upon your person that can be activated as a swift action: aid, cure moderate wounds, lesser restoration, protection from evil.  The spell is chosen at the time this favor is turned in, which must be before the start of an adventure.  The contingency and spell have a caster level of 11th, and lasts for the duration of the adventure in which this favor is used or until used during that event.  Cross off this portion of the favor when redeemed.


In addition, the Council of Lords grants one-time regional access to the bane (evil outsider) weapon enchantment and the AR items marked with CoL below.

Thanks of the Council of Inquisition:  Your actions have ensured that the Council of Inquirsition can bring justice to the Shield Lands at all levels, and thus they have chosen to reward your actions.  By spending this favor, the Council of Inquisition will arrange have one of the following spells placed in a special type of contingency upon your person that can be activated as a swift action: detect evil, protection from chaos, remove paralysis, resist energy.  The spell is chosen at the time this favor is turned in, which must be before the start of an adventure.  The contingency and spell have a caster level of 11th, and lasts for the duration of the adventure in which this favor is used or until used during that event.  

In addition, the Council of Inquisition grants one-time regional access to the ghost touch weapon enchantment and the AR items marked with Inq below.

Thanks of a Mysterious Benefactor:  Your actions have ensured that an unnamed party can keep his name clear of wrongdoing, regardless if there was truth or not to such acquisitions, and thus they have chosen to reward your actions.  By spending this favor, the party will arrange have one of the following spells placed in a special type of contingency upon your person that can be activated as a swift action: delay poison, detect law, protection from law, undetectable alignment.  The spell is chosen at the time this favor is turned in, which must be before the start of an adventure.  The contingency and spell have a caster level of 11th, and the contingency lasts for the duration of the adventure in which this favor is used or until used during that event.  

In addition, the Council of Inquisition grants one-time regional access to the vicious weapon enchantment and the AR items marked with MB below.
Your Own Personal Tattle-tale: You have linked yourself to an inevitable construct of Mechanus known as a Testimony of Impartial Witness. This small inevitable, a mechanical-looking cube of stone and metal approximately a foot on each side, now records your every crime that you commit based upon the written laws of the Shield Lands.  If it’s record of your doings will cause you grief, only time will tell…
Items Found During the Adventure
APL 6-8:

· +1 light fortification mithril heavy shield (Adventure; DMG; 5,170 gp)

· +1 mithril breastplate (Adventure; DMG; 5,350 gp)

· Divine scroll – heal (Adventure; DMG)

· Divine scroll – spell resistance (Adventure; DMG)

· Figurine of wondrous power - bronze griffon (Regional, DMG)CoL
· Phylactery of undead turning (Regional; DMG)Inq
· Planar fork - Mechanus (Adventure; 200 gp)

· Ring of mind shielding (Regional, DMG)MB
APL 10-14 (all of APLs 6-8 plus the following):

· +1 axiomatic heavy flail (Adventure; DMG; 18,315 gp)

· +1 axiomatic longsword (Adventure; DMG; 18,315 gp)

· +1 mithril breastplate of invulnerability (Adventure; DMG; 20,350 gp)

· +1 moderate fortification mithril heavy shield (Adventure; DMG; 17,170 gp)
· +3 wounding greataxe (Adventure; DMG; 50,320 gp)

· Divine scroll – shield of law (Adventure; DMG)

· Divine scroll – raise dead (Adventure; DMG)

· Lantern of revealing (Regional; DMG)Inq
· Ring of x-ray vision (Regional; DMG)MB
· Rod of splendor (Regional; DMG)CoL
APL 6
2: Hideaway
Caryatid Column
CR 6

N Medium construct 

Init +3; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 53 (6 HD); Hardness 8

Immune Construct traits

Fort +2 Ref +5 Will -3

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

Speed 30 ft., base movement 30 ft.

Melee +2 bastard sword +12 melee, two-handed (1d10+9) OR +2 bastard sword +12 melee, one-handed (1d10+7) and slam +4 melee (1d4+2) OR two slams +9 melee (1d4+5)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +9

Atk Options Improved sunder, Power attack

Special Actions Break weapon (DC 13)

Abilities Str 20, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Improved Sunder, Power Attack, Weapon Focus (bastard sword) (B)#
Skills total ranks: class XX ConC Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 13) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 13) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon.
4: Trapped Room 

Traps
EL 8

Sepia Snake Sigil: magic device; spell trigger; no reset; switch bypass (see Encounter 4); spell effect (sepia snake sigil, 5th-level wizard, DC 14 Reflex save negates); Search DC 28; Disable Device DC 28.
Bestow Curse: CR 4; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (bestow curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28.
Maximized Touch of Idiocy: CR 6; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (maximized touch of idiocy, 9th-level wizard, no save); Search DC 27; Disable Device DC 27.
Feeblemind: CR 6; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (feeblemind, 9th-level wizard, DC 17 Will save negates); Search DC 30; Disable Device DC 30.
5: The Letter of the Law 

Maug Fighter 4
CR 7

LN Large construct (extraplanar)

Init +7; Senses Listen +10, Spot +10

Languages Common, Draconic, Giant

AC 25, touch 10, flat-footed 24


(-1 size, +1 Dex, +8 armor, +7 natural)

hp 71 (6 HD)

Immune Construct traits; SR 18

Fort +4 Ref +4 Will +2

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 / +1 two-bladed sword +12 melee (2d6+11, 19-20) and +12 melee (2d6+11, 19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +17

Atk Options Combat Expertise, Pulverize
Special Actions Pulverize

Abilities Str 26, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Improved Initiative, Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +8, Intimidate +8, Knowledge (architecture and engineering) +11, Listen +10, Profession (siege engineer) +6, Profession (soldier) +6, Spot +10, Survival +8

Possessions Large masterwork full plate armor, Large +1/ +1 two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

APL 8

2: Hideaway
Advanced (10 HD) Caryatid Column
CR 7

N Medium construct 

Init +3; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 83 (10 HD); Hardness 8

Immune Construct traits

Fort +3 Ref +6 Will -2

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

Speed 30 ft., base movement 30 ft.

Melee +2 bastard sword +15/10 melee, two-handed (1d10+9) OR +2 bastard sword +15/10 melee, one-handed (1d10+7) and slam +7 melee (1d4+2) OR two slams +12 melee (1d4+5)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12

Atk Options Improved sunder, Power attack

Special Actions Break weapon (DC 17)

Abilities Str 21, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Ability Focus (break weapon), Improved Sunder, Power Attack, Weapon Focus (bastard sword) (B)#
Skills total ranks: class XX ConC Craft (weapon) +0, Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 17) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 17) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon. 

4: Trapped Room 

Traps
EL 10
Maximized Touch of Idiocy: CR 6; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (maximized touch of idiocy, 9th-level wizard, no save); Search DC 27; Disable Device DC 27.
Dictum: CR 8; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (dictum, 13th-level cleric, no save); Search DC 32; Disable Device DC 32.

Power Word Blind: CR 8; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (power word blind, 13th-level wizard, no save); Search DC 32; Disable Device DC 32.
Feeblemind: CR 6; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (feeblemind, 9th-level wizard, DC 17 Will save negates); Search DC 30; Disable Device DC 30.
5: The Letter of the Law 

Maug Fighter 4
CR 7

LN Large construct (extraplanar)

Init +7; Senses Listen +10, Spot +10

Languages Common, Draconic, Giant

AC 25, touch 10, flat-footed 24


(-1 size, +1 Dex, +8 armor, +7 natural)

hp 71 (6 HD)

Immune Construct traits; SR 18

Fort +4 Ref +4 Will +2

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 / +1 two-bladed sword +12 melee (2d6+11, 19-20) and +12 melee (2d6+11, 19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +17

Atk Options Combat Expertise, Pulverize

Special Actions Pulverize

Abilities Str 26, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Improved Initiative, Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +8, Intimidate +8, Knowledge (architecture and engineering) +11, Listen +10, Profession (siege engineer) +6, Profession (soldier) +6, Spot +10, Survival +8

Possessions Large masterwork full plate armor, Large +1/+1 two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

APL 10

2: Hideaway
Advanced (10 HD) Caryatid Column
CR 7

N Medium construct 

Init +3; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 83 (10 HD); Hardness 8

Immune Construct traits

Fort +3 Ref +6 Will -2

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

Speed 30 ft., base movement 30 ft.

Melee +2 bastard sword +15/10 melee, two-handed (1d10+9) OR +2 bastard sword +15/10 melee, one-handed (1d10+7) and slam +7 melee (1d4+2) OR two slams +12 melee (1d4+5)
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12

Atk Options Improved sunder, Power attack
Special Actions Break weapon (DC 17)

Abilities Str 21, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Ability Focus (break weapon), Improved Sunder, Power Attack, Weapon Focus (bastard sword) (B)#
Skills total ranks: class XX ConC Craft (weapon) +0, Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 17) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 17) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon. 

Brass Golem
CR 10

N Large construct

Init +0; Senses Listen +2, Spot +2; scent

Languages None 

AC 31, touch 9, flat-footed 31


(-1 size, +22 natural)

hp 88 (16 HD); DR 10/adamantine

Immunities Construct traits, magic immunity
Fort +5 Ref +5 Will +7

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

Speed 30 ft. (can’t run), base movement 30 ft.

Melee huge +3 wounding greataxe +19/14/9 melee (4d6+10 plus 1 CON) OR butt +16 melee (1d8+7)
Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +21

Atk Options Maze
Abilities Str 20, Dex 11, Con –, Int 3, Wis 14, Cha 7

SQ magic immunity, Maze
Feats –#
Skills total ranks: class XX ConC Survival +2 (+20 to track a foe in its Maze)
Possessions Huge +3 wounding greataxe
Maze (Sp): Once per day, a brass golem can target a maze effect (caster level 16th) against a single quarry. The golem is immune to the effects of its own maze ability and that of others of its kind, and it can freely enter its own maze to track a target.

Magic Immunity (Ex): A brass golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. An electricity effect slows it (as the slow spell) for 3 rounds, with no saving throw. A fire effect breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal. (For example, a brass golem hit by a fireball cast by a 5th-level wizard gains back 6 hit points if the damage total is 18.) The golem does not get a saving throw against fire effects.

Skills: *A brass golem is a relentless tracker. It gains a +20 competence bonus on Wilderness Lore checks for the purpose of tracking a foe designated by its creator, or in connection with any other goal set by its creator. When tracking a foe through its own maze, the creature gains a +20 insight bonus on Wilderness Lore checks.
4: Trapped Room 

Traps
EL 12
Greater Bestow Curse: CR 9; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (greater bestow curse, 15th-level cleric, DC 22 Will save negates); Search DC 33; Disable Device DC 33.
Maze: CR 9; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (maze, 15th-level wizard, no save); Search DC 33; Disable Device DC 33.

Dictum: CR 9; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (dictum, 15th-level cleric, no save); Search DC 32; Disable Device DC 32.

Temporal Stasis: CR 9; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (temporal stasis, 8th-level wizard, DC 22 Fortitude save negates); Search DC 33; Disable Device DC 33.
5: The Letter of the Law 

Maug Fighter 6
CR 9

LN Large construct (extraplanar)

Init +7; Senses Listen +11, Spot +11

Languages Common, Draconic, Giant

AC 27, touch 10, flat-footed 26


(-1 size, +1 Dex, +10 armor, +7 natural)

hp 83 (8 HD)

Immune Construct traits; SR 20

Fort +5 Ref +5 Will +3

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 / +1 two-bladed sword +14/9 melee (2d6+11, 19-20) and +14/9 melee (2d6+11, 19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +7; Grp +19

Atk Options Combat Expertise, Pulverize
Special Actions Pulverize

Abilities Str 27, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Improved Initiative, Improved Two-weapon Fighting, Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +10, Intimidate +12, Knowledge (architecture and engineering) +11, Listen +11, Profession (siege engineer) +6, Profession (soldier) +6, Spot +11, Survival +8

Possessions Large +2 full plate armor, Large +1/ +1 two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

Advanced (16 HD) Zelekhut
CR 11

LN Large construct (extraplanar, lawful)

Init +0; Senses Listen +18, Spot +18, darkvision 60 ft., low-light vision

Languages Abyssal, Celestial, Common, Infernal

AC 27, touch 9, flat-footed 27


(-1 size, +8 armor, +10 natural)

hp 134 (16 HD); DR 10/chaotic; fast healing 5

Immune Construct traits; SR 28

Fort +7 Ref +5 Will +11

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

Speed 35 ft. in plate barding, fly 40 ft (average) in plate barding, base movement 50 ft., fly 60 ft (average)

Melee 2 spiked chains +19 melee (2d6+6 plus 1d6 electricity)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +28

Atk Options Combat Reflexes, Ride-by Attack, Spirited Charge, spell-like abilities

Spell-Like Abilities (CL 16th):

At will— clairaudience/clairvoyance, dimensional anchor, dispel magic, fear (DC 16), hold person (DC 15), locate creature, true seeing
3/day— hold monster (DC 17), mark of justice
1/week— lesser geas (DC 16)
Abilities Str 22, Dex 11, Con –, Int 10, Wis 18, Cha 15

SQ Fast healing 5, spell-like abilities
Feats Blind-fight, Combat Reflexes, Great Fortitude, Iron Will, Ride-by Attack, Spirited Charge#
Skills total ranks: class XX ConC Diplomacy +12, Listen +18, Search +17, Sense Motive +21, Spot +18, Survival +4 (+6 when following tracks)

APL 12

2: Hideaway
Advanced (10 HD) Caryatid Column Fighter 2
CR 9

N Medium construct 

Init +7; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 95 (12 HD); Hardness 8

Immune Construct traits

Fort +6 Ref +6 Will -2

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

Speed 30 ft., base movement 30 ft.

Melee +2 bastard sword +18/13 melee, two-handed (1d10+11) OR +2 bastard sword +18/13 melee, one-handed (1d10+8) and slam +10 melee (1d4+3) OR two slams +15 melee (1d4+6)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +15

Atk Options Improved sunder, Power attack

Special Actions Break weapon (DC 17)

Abilities Str 22, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Ability Focus (break weapon), Blind-fight, Cleave, Improved Initiative, Improved Sunder, Power Attack, Weapon Focus (bastard sword)(B)#
Skills total ranks: class XX ConC Craft (weapon) +2, Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 17) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 17) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon. 

Advanced (24 HD) Brass Golem
CR 12

N Large construct

Init +0; Senses Listen +2, Spot +2; scent

Languages None 

AC 31, touch 9, flat-footed 31


(-1 size, +22 natural)

hp 148 (24 HD); DR 10/adamantine

Immunities Construct traits, magic immunity
Fort +8 Ref +8 Will +10

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

Speed 30 ft. (can’t run), base movement 30 ft.

Melee huge +3 wounding greataxe +28/23/18/13 melee (4d6+12 plus 1 CON) OR butt +25 melee (1d8+9)
Space 10 ft.; Reach 10 ft.

Base Atk +18; Grp +30

Atk Options Maze
Abilities Str 22, Dex 11, Con –, Int 3, Wis 14, Cha 7

SQ magic immunity, Maze
Feats –#
Skills total ranks: class XX ConC Survival +2 (+20 to track a foe in its Maze)
Possessions Huge +3 wounding greataxe
Maze (Sp): Once per day, a brass golem can target a maze effect (caster level 24th) against a single quarry. The golem is immune to the effects of its own maze ability and that of others of its kind, and it can freely enter its own maze to track a target.

Magic Immunity (Ex): A brass golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. An electricity effect slows it (as the slow spell) for 3 rounds, with no saving throw. A fire effect breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal. (For example, a brass golem hit by a fireball cast by a 5th-level wizard gains back 6 hit points if the damage total is 18.) The golem does not get a saving throw against fire effects.

Skills: *A brass golem is a relentless tracker. It gains a +20 competence bonus on Wilderness Lore checks for the purpose of tracking a foe designated by its creator, or in connection with any other goal set by its creator. When tracking a foe through its own maze, the creature gains a +20 insight bonus on Wilderness Lore checks.
4: Trapped Room 

Traps
EL 14
Chained Power Word Blind: CR 11; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (power word blind, 17th-level wizard, no save); Search DC 32; Disable Device DC 32.

Dictum: CR 9; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (dictum, 15th-level cleric, no save); Search DC 32; Disable Device DC 32.

Heightened Imprisonment: CR 11; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (heightened imprisonment, 17th-level wizard, DC 24 Will save negates); Search DC 34; Disable Device DC 34.

Heightened Chained Feeblemind: CR 11; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (heightened feeblemind, 17th-level wizard, DC 20 Will save negates); Search DC 31; Disable Device DC 31.
5: The Letter of the Law 

Maug Fighter 6/Exotic Weapon Master 1
CR 10

LN Large construct (extraplanar)

Init +7; Senses Listen +11, Spot +11

Languages Common, Draconic, Giant

AC 28, touch 10, flat-footed 27


(-1 size, +1 Dex, +11 armor, +7 natural)

hp 89 (9 HD)

Immune Construct traits; SR 21

Fort +7 Ref +5 Will +3

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 / +1 two-bladed sword +17/12 melee (2d6+13, 19-20) and +17/12 melee (2d6+13, 19-20)


OR Large +1 / +1 two-bladed sword +15/15/10 melee (2d6+13, 19-20) and +15/10 melee (2d6+13, 19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +20

Atk Options Combat Expertise, Pulverize, flurry of strikes

Special Actions Pulverize

Abilities Str 27, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Improved Initiative, Improved Two-weapon Fighting, Melee Weapon Mastery (slashing), Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +11, Intimidate +13, Knowledge (architecture and engineering) +11, Listen +11, Profession (siege engineer) +6, Profession (soldier) +6, Spot +11, Survival +9

Possessions Large +3 full plate armor, Large +1 / +1 two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

Advanced (21 HD) Kolyarut
CR 14

LN Medium construct (extraplanar, lawful)

Init +6; Senses Listen +20, Spot +20, darkvision 60 ft., low-light vision

Languages Abyssal, Celestial, Common, Infernal

AC 33, touch 13, flat-footed 32


(+1 Dex, +10 armor, +10 natural, +2 deflection)

hp 151 (21 HD); DR 10/chaotic; fast healing 5

Immune Construct traits; SR 30

Fort +11 Ref +13 Will +15

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

Speed 20 ft. in banded mail, base movement 30 ft.

Melee vampiric touch +17/12 melee touch (10d6) OR +2 longsword +19/14 melee (1d8+5) OR slam +17 melee (1d6+3)

Ranged enervation ray +17 ranged touch (as spell)

Space 5 ft.; Reach 5 ft.

Base Atk +15; Grp +17

Atk Options Enervation Ray, Vampiric Touch, Spell-like abilities

Spell-Like Abilities (CL 14th):

At will— discern lies (DC 17), disguise self, fear (DC 17), hold person (DC 18), invisibility, locate creature, suggestion (DC 18)
1/day— hold monster (DC 19), mark of justice
1/week—geas/quest
Abilities Str 14, Dex 14, Con –, Int 10, Wis 18, Cha 16

SQ Fast healing 5, spell-like abilities
Feats Ability Focus (suggestion), Alertness, Combat Casting, Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes, Quicken Spell-like Ability (suggestion)

Skills total ranks: class XX ConC Diplomacy +13, Disguise +20, Gather Information +20, Listen +20, Search +13, Sense Motive +21, Spot +20, Survival +3 (+5 following tracks)

Possessions: +4 banded mail, +2 longsword, ring of protection +2, cloak of resistance +3
Enervation Ray (Su): A kolyarut can fire a black enervation ray at targets within 200 feet. The effect is identical with the enervation spell (caster level 21st).

Vampiric Touch (Su): As a melee touch attack, a kolyarut can steal life force from its foe, as the vampiric touch spell (caster level 21st).
APL 14

2: Hideaway
Advanced (10 HD) Caryatid Column Fighter 4
CR 11

N Medium construct 

Init +7; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 107 (14 HD); Hardness 8

Immune Construct traits

Fort +7 Ref +7 Will -1

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

Speed 30 ft., base movement 30 ft.

Melee +3 keen bastard sword +21/16/11 melee, two-handed (1d10+14) OR +3 keen bastard sword +21/16/11 melee, one-handed (1d10+11) and slam +12 melee (1d4+3) OR two slams +17 melee (1d4+6)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +17

Atk Options Improved sunder, Power attack

Special Actions Break weapon (DC 17)

Abilities Str 22, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Ability Focus (break weapon), Blind-fight, Cleave, Improved Initiative, Improved Sunder, Power Attack, Weapon Focus (bastard sword)(B), Weapon Specialization (bastard sword)#
Skills total ranks: class XX ConC Craft (weapon) +4, Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 17) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 17) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon. 

Advanced (32 HD) Brass Golem
CR 14

N Large construct

Init +0; Senses Listen +2, Spot +2; scent

Languages None 

AC 31, touch 9, flat-footed 31


(-1 size, +22 natural)

hp 208 (32 HD); DR 10/adamantine

Immunities Construct traits, magic immunity

Fort +10 Ref +10 Will +12

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

Speed 30 ft. (can’t run), base movement 30 ft.

Melee huge +3 wounding greataxe +35/30/25/20 melee (4d6+13 plus 1 CON) OR butt +32 melee (1d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +24; Grp +37

Atk Options Maze
Abilities Str 24, Dex 11, Con –, Int 3, Wis 14, Cha 7

SQ magic immunity, Maze
Feats –#
Skills total ranks: class XX ConC Survival +2 (+20 to track a foe in its Maze)

Possessions Huge +3 wounding greataxe

Maze (Sp): Once per day, a brass golem can target a maze effect (caster level 32nd) against a single quarry. The golem is immune to the effects of its own maze ability and that of others of its kind, and it can freely enter its own maze to track a target.

Magic Immunity (Ex): A brass golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. An electricity effect slows it (as the slow spell) for 3 rounds, with no saving throw. A fire effect breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal. (For example, a brass golem hit by a fireball cast by a 5th-level wizard gains back 6 hit points if the damage total is 18.) The golem does not get a saving throw against fire effects.

Skills: *A brass golem is a relentless tracker. It gains a +20 competence bonus on Wilderness Lore checks for the purpose of tracking a foe designated by its creator, or in connection with any other goal set by its creator. When tracking a foe through its own maze, the creature gains a +20 insight bonus on Wilderness Lore checks.

4: Trapped Room 

Traps
EL 16
Chained Programmed Amnesia: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (programmed amnesia – persona rebuilding: character adjusts to LN, in all ways in support of the Council of Inquisition’s strict regime, 17th-level wizard, no save); Search DC 34; Disable Device DC 34.

Dictum: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (dictum, 21st-level cleric, no save); Search DC 32; Disable Device DC 32.

Chained Maze: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and up to 2 secondary within 30-ft. of primary); spell effect (maze, 17th-level wizard, no save); Search DC 33; Disable Device DC 33.

Heightened Chained Insanity: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (heightened insanity, 17th-level wizard, DC 23 Will save negates); Search DC 33; Disable Device DC 33.
5: The Letter of the Law 

Maug Fighter 8/Exotic Weapon Master 1
CR 12

LN Large construct (extraplanar)

Init +7; Senses Listen +12, Spot +12

Languages Common, Draconic, Giant

AC 28, touch 10, flat-footed 27


(-1 size, +1 Dex, +11 armor, +7 natural)

hp 101 (11 HD)

Immune Construct traits; SR 23

Fort +8 Ref +6 Will +4

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 wounding / +1 two-bladed sword +19/14 melee (2d6+13 plus 1 CON, 19-20) and +19/14 melee (2d6+13, 19-20)


OR Large +1 wounding  / +1 two-bladed sword +17/17/11 melee (2d6+13 plus 1 CON, 19-20) and +17/11 melee (2d6+13, 19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +22

Atk Options Combat Expertise, Pulverize, flurry of strikes, Trip (+16 opposed check)

Special Actions Pulverize

Abilities Str 27, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Improved Initiative, Improved Trip, Improved Two-weapon Fighting, Melee Weapon Mastery (slashing), Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +13, Intimidate +15, Knowledge (architecture and engineering) +11, Listen +12, Profession (siege engineer) +6, Profession (soldier) +6, Spot +12, Survival +9

Possessions Large +3 full plate armor, Large +1 wounding / +1 two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

Advanced (19 HD) Marut
CR 16

LN Large construct (extraplanar, lawful)

Init +1; Senses Listen +20, Spot +20, darkvision 60 ft., low-light vision

Languages Abyssal, Celestial, Common, Infernal

AC 34, touch 10, flat-footed 34


(-1 size, +1 Dex, +8 armor, +16 natural)

hp 142 (19 HD); DR 15/chaotic; fast healing 10

Immune Construct traits; SR 29

Fort +9 Ref +8 Will +10

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

Speed 30 ft. in full plate, base movement 40 ft.

Melee 2 slams +26 melee (2d6+13 plus 3d6 sonic or 3d6 electricity)

Space 10 ft.; Reach 10 ft.

Base Atk +14; Grp +31

Atk Options Fists of thunder and lightning (DC 34), Large and In Charge, Spell-like abilities

Special Actions Fists of thunder and lightning (DC 34)

Spell-Like Abilities (CL 19th):

At will— air walk, dimension door, fear (DC 18), greater command (DC 19), greater dispel magic, mass inflict light wounds (DC 19), locate creature, true seeing
1/day— chain lightning (DC 20), circle of death (DC 20), mark of justice, wall of force
1/week— earthquake (DC 22), geas/quest, plane shift (DC 21)
Abilities Str 36, Dex 13, Con –, Int 12, Wis 17, Cha 18

SQ Fast healing 10, spell-like abilities
Feats Ability Focus (fists), Awesome Blow, Combat Casting, Great Fortitude, Improved Bull Rush, Large and In Charge, Power Attack
Skills total ranks: class XX ConC Concentration +17, Diplomacy +6, Knowledge (religion) +14, Listen +20, Search +14, Sense Motive +16, Spot +20, Survival +3 (+5 following tracks)

Possessions: Pale lavender ellipsoid ioun stone

Fists of Thunder and Lightning (Su): A marut’s left fist delivers a loud thunderclap whenever it hits something, dealing an extra 3d6 points of sonic damage and causing the target to be deafened for 2d6 rounds (Fortitude DC 34 negates the deafness). Its right fist delivers a shock for an extra 3d6 points of electricity damage, and the flash of lightning causes the target to be blinded for 2d6 rounds (Fortitude DC 34 negates the blindness). The save DCs are Strength-based and include the marut’s Ability Focus feat.
APL 16

2: Hideaway
Advanced (10 HD) Caryatid Column Fighter 4/Exotic Weapon Master 1
CR 12

N Medium construct 

Init +7; Senses Listen -5, Spot -5, darkvision 60 ft.

Languages Incapable 

AC 22, touch 13, flat-footed 19


(+3 Dex, +9 natural)

hp 113 (15 HD); Hardness 8

Immune Construct traits

Fort +9 Ref +7 Will -1

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

Speed 30 ft., base movement 30 ft.

Melee +5 keen bastard sword +26/21/16 melee, two-handed (1d10+21) OR +5 keen bastard sword +26/21/16 melee, one-handed (1d10+15) and slam +13 melee (1d4+3) OR two slams +19 melee (1d4+6)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +18

Atk Options Improved sunder, Power attack, Uncanny Blow

Special Actions Break weapon (DC 17)

Abilities Str 22, Dex 16, Con –, Int 6, Wis 1, Cha 1

SQ Column form, magic weapon
Feats Ability Focus (break weapon), Blind-fight, Cleave, Improved Initiative, Improved Sunder, Melee Weapon Mastery (slashing), Power Attack, Weapon Focus (bastard sword) (B), Weapon Specialization (bastard sword)#
Skills total ranks: class XX ConC Craft (weapon) +5, Diplomacy -3, Sense Motive +4

Possessions none

Break Weapon (Su) A caryatid column is imbued with a supernatural defense against weapon attacks. Whenever a creature strikes a caryatid column with a melee weapon, the weapon must succeed on a Fortitude save (DC 17) or break and become useless, dealing no damage to the caryatid column. As usual, a magic weapon uses either the wielder’s save bonus or its own, whichever is better.


Non-magic ranged weapons automatically shatter upon hitting the column, dealing no damage. Magic ranged weapons receive a Fortitude save (DC 17) to resist this effect.

Column Form (Ex): When at rest (not commanded, or waiting to fulfill a command), a caryatid column takes the form of a simple column of stone. This column is about 2 feet in diameter, and it extends up to the ceiling of the chamber or to a height of 25 feet, whichever is less. Unless commanded otherwise, a caryatid column remains in this form until attacked, and it even allows creatures to climb it (Climb check DC 15).


A caryatid column in column form looks like a pillar in most respects. It does not radiate magic, and a true seeing does not reveal its humanoid form. Careful examination of the column (Search DC 25) reveals very faint and distorted lines that make the pillar resemble a woman with a sword. Anyone who successfully makes a Knowledge (architecture and engineering) check (DC 12) notes that the column serves no structural purpose since it bears none of the ceiling’s weight. A close examination of the top of the column (Search check DC 15) or a keen eye (Spot check DC 20) notes that the column is not cemented or joined to the ceiling. Dwarves and other creatures with stonecunning receive a free Search check as though actively looking when they pass within 10 feet of a caryatid column.


Changing forms is a free action, and a caryatid column can change once per round.

Magic Weapon: A magic weapon is incorporated into a caryatid column at the time of its creation. This weapon, usually a +2 bastard sword, functions in all respects like a normal magic weapon of its type, with one exception: Whenever it is out of the caryatid column’s hands, it reverts to stone and becomes a non-magical sculpture. Should the caryatid column then pick up the weapon, it regains its normal form and magical qualities.


If a caryatid column needs both hands free, it can stow its weapon by simply pressing it against its side; the weapon then merges with the caryatid column’s body and can be retrieved by the caryatid column as any character would draw a weapon. 

Advanced (32 HD) Brass Golem Fighter 2
CR 16

N Large construct

Init +0; Senses Listen +2, Spot +2; scent

Languages None 

AC 31, touch 9, flat-footed 31


(-1 size, +22 natural)

hp 220 (34 HD); DR 10/adamantine

Immunities Construct traits, magic immunity

Fort +13 Ref +10 Will +12

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

Speed 30 ft. (can’t run), base movement 30 ft.

Melee huge +3 wounding speed greataxe +37/37/32/27/22 melee (4d6+13 plus 1 CON) OR butt +34 melee (1d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +26; Grp +39

Atk Options Maze, Power attack

Abilities Str 24, Dex 11, Con –, Int 3, Wis 14, Cha 7

SQ magic immunity, Maze
Feats Cleave, Power Attack#
Skills total ranks: class XX ConC Survival +2 (+20 to track a foe in its Maze)

Possessions Huge +3 wounding speed greataxe

Maze (Sp): Once per day, a brass golem can target a maze effect (caster level 32nd) against a single quarry. The golem is immune to the effects of its own maze ability and that of others of its kind, and it can freely enter its own maze to track a target.

Magic Immunity (Ex): A brass golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. An electricity effect slows it (as the slow spell) for 3 rounds, with no saving throw. A fire effect breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal. (For example, a brass golem hit by a fireball cast by a 5th-level wizard gains back 6 hit points if the damage total is 18.) The golem does not get a saving throw against fire effects.

Skills: *A brass golem is a relentless tracker. It gains a +20 competence bonus on Wilderness Lore checks for the purpose of tracking a foe designated by its creator, or in connection with any other goal set by its creator. When tracking a foe through its own maze, the creature gains a +20 insight bonus on Wilderness Lore checks.

4: Trapped Room 

Traps
EL 16

Chained Programmed Amnesia: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (programmed amnesia – persona rebuilding: character adjusts to LN, in all ways in support of the Council of Inquisition’s strict regime, 17th-level wizard, no save); Search DC 34; Disable Device DC 34.

Dictum: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); spell effect (dictum, 21st-level cleric, no save); Search DC 32; Disable Device DC 32.

Chained Maze: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and up to 2 secondary within 30-ft. of primary); spell effect (maze, 17th-level wizard, no save); Search DC 33; Disable Device DC 33.

Heightened Chained Insanity: CR 13; magic device; touch trigger; automatic reset; switch bypass (see Encounter 4); multiple targets (primary and each secondary within 30-ft. of primary); spell effect (heightened insanity, 17th-level wizard, DC 23 Will save negates); Search DC 33; Disable Device DC 33.
5: The Letter of the Law 

Maug Fighter 10/Exotic Weapon Master 1
CR 14

LN Large construct (extraplanar)

Init +7; Senses Listen +13, Spot +13

Languages Common, Draconic, Giant

AC 28, touch 10, flat-footed 27


(-1 size, +1 Dex, +11 armor, +7 natural)

hp 113 (13 HD)

Immune Construct traits; SR 25

Fort +9 Ref +7 Will +5

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

Speed 40 ft. (can’t run), base movement 40 ft.

Melee Large +1 wounding / +1 wounding two-bladed sword +23/18/13 melee (2d6+14 plus 1 CON, 17-20) and +23/18 melee (2d6+14 plus 1 CON, 17-20)


OR Large +1 wounding/ +1 wounding two-bladed sword +21/21/16/11 melee (2d6+14 plus 1 CON, 17-20) and +21/16 melee (2d6+14 plus 1 CON, 17-20)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +25

Atk Options Combat Expertise, Pulverize, flurry of strikes, Trip (+16 opposed check)

Special Actions Pulverize

Abilities Str 28, Dex 17, Con –, Int 14, Wis 16, Cha 10

SQ grafts, rapid repair
Feats Alertness (B), Blind-fight, Combat Expertise, Greater Weapon Focus (two-bladed sword), Improved Critical (two-bladed sword), Improved Initiative, Improved Trip, Improved Two-weapon Fighting, Melee Weapon Mastery (slashing), Two-weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword)#
Skills total ranks: class XX ConC Craft (blacksmithing) +7, Craft (stonemasonry) +11, Craft (weapon) +15, Intimidate +17, Knowledge (architecture and engineering) +11, Listen +13, Profession (siege engineer) +6, Profession (soldier) +6, Spot +13, Survival +9

Possessions Large +3 full plate armor, Large +1 wounding  / +1 wounding two-bladed sword 

Pulverize (Su) Three times per day as a standard action, a maug can touch an object and negate its hardness for 1d4 rounds (Fortitude DC 18 negates). This power can affect an object of up to 1,000 cubic feet in volume (a 10-foot cube); if the object is larger, only a 10-foot cube of it is affected. Unattended nonmagical objects do not receive a saving throw. If a creature holds, wears, or carries the object, the maug must succeed on a melee touch attack. This attack does not provoke an attack of opportunity. Many maug fighters learn the Improved Sunder feat to use this power against dangerous foes.
Rapid Repair (Ex) A maug that rests for 1 full hour repairs 1 point of damage, so long as it has at least 1 hit point. Rapid repair does not allow a maug to regrow or reattach lost body parts.


A character can assist a maug’s self-repair with a Craft (stonemasonry) check (DC 15). If the check is successful, the maug repairs 2 hit points per hour of rest. Providing assistance to the maug counts as light activity for the assisting character, and a character can only assist one maug at a time. A maug cannot assist its own repair.

Grafts (Ex): When maugs are created on the plane of Acheron, they are frequently equipped with special grafts. These grafts are described in the Maug Grafts section in Appendix 2 (source). A maug without class levels can have up to 2,000 gp worth of maug grafts. A maug with class levels can purchase additional grafts with treasure it amasses.

Advanced (27 HD) Marut
CR 18

LN Large construct (extraplanar, lawful)

Init +1; Senses Listen +28, Spot +28, darkvision 60 ft., low-light vision

Languages Abyssal, Celestial, Common, Infernal

AC 44, touch 15, flat-footed 44


(-1 size, +1 Dex, +13 armor, +16 natural, +5 deflection)

hp 202 (27 HD); DR 15/chaotic; fast healing 10

Immune Construct traits; SR 37

Fort +12 Ref +11 Will +13

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

Speed 30 ft. in full plate, base movement 40 ft.

Melee 2 slams +33 melee (2d6+14 plus 3d6 sonic or 3d6 electricity)

Space 10 ft.; Reach 10 ft.

Base Atk +20; Grp +38

Atk Options Combat Reflexes, Fists of thunder and lightning (DC 39), Large and In Charge, Spell-like abilities

Special Actions Fists of thunder and lightning (DC 39)

Spell-Like Abilities (CL 27th):

At will— air walk, dimension door, fear (DC 18), greater command (DC 19), greater dispel magic, mass inflict light wounds (DC 19), locate creature, true seeing
1/day— chain lightning (DC 20), circle of death (DC 20), mark of justice, wall of force
1/week— earthquake (DC 22), geas/quest, plane shift (DC 21)
Abilities Str 38, Dex 13, Con –, Int 12, Wis 17, Cha 18

SQ Fast healing 10, spell-like abilities
Feats Ability Focus (fists), Awesome Blow, Combat Casting, Combat Reflexes, Great Fortitude, Improved Bull Rush, Large and In Charge, Power Attack, Quicken Spell-like Ability (greater dispel magic), Quicken Spell-like Ability (wall of force)
Skills total ranks: class XX ConC Concentration +25, Diplomacy +6, Knowledge (religion) +22, Listen +28, Search +22, Sense Motive +24, Spot +28, Survival +3 (+5 following tracks)
Possessions: Lavender and green ellipsoid ioun stone, +5 full plate, ring of protection +5
Fists of Thunder and Lightning (Su): A marut’s left fist delivers a loud thunderclap whenever it hits something, dealing an extra 3d6 points of sonic damage and causing the target to be deafened for 2d6 rounds (Fortitude DC 34 negates the deafness). Its right fist delivers a shock for an extra 3d6 points of electricity damage, and the flash of lightning causes the target to be blinded for 2d6 rounds (Fortitude DC 39 negates the blindness). The save DCs are Strength-based and include the marut’s Ability Focus feat.
Appendix 2: New Rules Items
Feats

Large and In Charge
You can prevent foes from closing inside your reach.


Prerequisite: Natural reach of 10’ or more, size Large or larger

Benefit: When you make a successful attack of opportunity against an opponent that is moving inside your threatened area, you can force that opponent back to the 5-foot space it was in before it provoked the attack of opportunity. After you hit with your attack of opportunity, make an opposed Strength check against your opponent. You gain a +4 bonus for each size category larger than your opponent you are, and an additional +1 bonus for every 5 points of damage you dealt with the attack of opportunity. If you win the opposed check, your opponent is pushed back 5 feet into the space they just left. An opponent you push back cannot move any further this round.


Source: Draconomicon pg. 71

Items
N/A
Spells

Bestow curse, Greater
Necromancy
Level: Cleric 7, sorcerer/wizard 8
Components: V, S
Casting Time: 1 standard action

Range: Touch
Target: Creature touched
Duration: Permanent
Saving Throw: Will negates

Spell Resistance: Yes

Channeling your hatred into binding words of power, you thrust your hand at your foe and proclaim a terrible curse.
The spellcaster places a curse on the creature touched, choosing one of the three following effects.
· One ability score is reduced to 1, or two ability scores take -6 penalties (to a minimum score of 1).

· -8 penalty on attack rolls, saving throws, ability checks, and skill checks.

· Each turn, the subject has a 25% chance to act normally; otherwise, it takes no action.

You can also invent your own curse, but it should be no more powerful than those described above, and the Dungeon Master has the final say on the curse’s effect.


A greater curse cannot be dispelled, nor can it be removed with break enchantment or limited wish. A miracle or wish spell removes a greater curse, as does remove curse cast by a spellcaster of at least 17th level.


Source: Spell Compendium 27.

Programmed Amnesia
Enchantment (Compulsion) [Mind-Affecting]
Level: Sorcerer/wizard 9
Components: V, S, M
Casting Time: 10 minutes
Range: Close (25 ft. + 5 ft./2 levels
Target: One living creature
Duration: Permanent

Saving Throw: Will negates

Spell Resistance: Yes

As you finish the complicated procedure necessary to cast the spell, your target’s mind opens up to you like a book. You see the target’s memories like stories and know that you can rewrite them as a master bard rewrites the inferior works of his apprentices.
You can selectively destroy, alter, or implant memories in the subject creature as you see fit. Casting the spell gives you access to all of the subject’s thoughts and memories, allowing you to implement as many of the following specific effects as you like.

Memory Erasure: Memories possessed by the subject can be erased, including knowledge of specific events, people or places. You can erase up to one full week of memories from the subject’s mind.


Memory Implant: You can create false memories in the subject’s mind as you see fit. You can implant memories of being friends with a hated enemy, events that didn’t really take place, or betrayals by people the subject regards as friends.


Negative Levels: You can bestow a number of negative levels equal to ½ the subject’s character level (rounding down, minimum 1st level) or less. This effect represents erasure of class knowledge and training. These negative levels never become permanent level loss, but they cannot be removed by spells such as restoration, instead returning at a rate of one level per day.


Persona Rebuilding: By erasing the subject’s previous personality and implanting a false set of memories, you can build a new persona for the creature, altering its alignment, beliefs, values, and personality traits. (Some class abilities might be affected by alignment changes.)


Programmed Trigger: You can program the subject to delay the onset of any of the above effects until a specific event takes place, such as the receipt of a coded message, capture by enemies, or arrival at some destination. Similarly, you could specify some or all of the alterations to be removed by a specific event.


The nature of programmed amnesia is such that a subject given new memories (whether willing or not) might be given cause to suspect that those memories are false, based on how complete your programming is. For example, a paladin subject to a persona rebuilding effect that changes her alignment to neutral loses her paladin abilities. Unless you impart a specific believable memory of why she changed alignment, the character will perceive this unexplained gap in her memory and might take steps (such as seeking a magical cure for her “amnesia”) that could negate the spell’s effect (see below).


Generally, your subject must be either willing to undergo the spell or restrained in some way so that it cannot leave or interfere with the casting. Programmed amnesia cannot be dispelled, and so is normally permanent unless you care to specify events that will end the effect. Its effect can also be removed by a greater restoration, miracle, or wish spell.


Material Component: A set of small crystal lenses set in gold loops worth 500 gp.


Source: Spell Compendium 162.

Appendix 4: Map: The Lord’s Concealed Hideaway
Map of Simen Sharn’s sewer-level hideaway. Each square equals 5 feet. 
Grey rectangles (in the NW, NE and S entrances) represent secret doors.

Brown rectangles (the 2 between the war room and inner chamber) represent trapped, locked oak doors.

The large circle represents the war room’s scrying map (and starting location for the brass golem).

The 4 black squares near the scrying table are the caryatid columns in pillar form.

The two smaller circles in the hidden rooms to the NW and NE are teleportation circles.
[image: image1.png]




DM’s Aid: The Acts of Protection

As you are entering the gates of the city, a soldier hands you the following piece of parchment, written in a practiced hand:

As passed by the vote of the Council of Lords, as motioned for by the Lords, herein are the Acts of Protection, laws that are to be enacted immediately and their enforcement carried out by the Knights of Holy Shielding and the soldiers of the Standing Army, led by the Council of Inquisition, as dictated and granted by the Council of Lords.

All weapons are to be stowed or peacebonded within the borders of all cities of the Shield Lands, were as weapons that are free will be confiscated by the law and held until a fine is paid, being equal to twice the standard price of the weapon taken, or half the value of a weapon that is empowered by magic. Weapons confiscated twice within a tenday are seized permanently and are given to the Standing Army for use.

A curfew of sundown to sunrise is enacted from this day forth in all cities of the Shield Lands, and only those with a badge of revelation or a nightpass are allowed to be out, unless working for the Council of Inquisition. Anyone caught after hours in violation of the curfew will be arrested and questioned by the inquisition for this violation, with possible fines or prison time as decided by the results of such questioning.
Any persons of interest must surrender themselves without question to the forces of the Council of Inquisition when asked to. Forces of the Council Inquisition include those in the Knights and Standing Army that include a member that carries rank and a badge of revelation, proving their authority. Failure to surrender to the forces of the Inquisition carries the charge of high treason, as the Council of Inquisition has been vested its power by the Council of Lords, and thus disobeying any request of a member of the Inquisition thus is disobeying an order of the Council of Lords.

Unsanctioned interference into any matters of the Council of Inquisition carries the charge of treason, if proven. Any activities that fall dictum to the Council of Inquisition are to be report immediately to a representative or agent of the Inquisition.

Any member of the Council of Inquisition carries the authority as if a high-ranking member of the Standing Army, their orders carrying greater rank than a Knight or Lieutenant. In order to carry out the Acts of Protection, the Council of Inquisition is granted the access to recruit and utilize members of the Knights of Holy Shielding and the Standing Army in their investigations.

The possession of any object bearing the symbol of an evil power or nation is illegal, and may carry the weight of high treason or espionage against the Shield Lands. Those who voluntarily deliver such objects immediately to the Council of Inquisition, with explanations of their possession by the party turning them in, are allowed a pardon after verification of their confessions. However, the worship of an evil power within the borders of the Shield Lands carries a sentence of death.

Employment by a foreign power that is a possible threat to the Shield Lands carries a sentence of treason.

Likewise, the Council of Lords has recognized the need for fast action in these troubled times, and thus has allowed the passing of further acts on short notice, allowing such measures to be reviewed for possible changes at a later date, when a full council is assembled, if passed without all members present.

DM’s Aid: Badges of Revelation
Badges of Revelation

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


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


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

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


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


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

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

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

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

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

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

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

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

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

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

Player’s Handout 1: Summons of the Council
The PC begins the adventure receiving a sealed missive, its wax seal impressed with the heraldry of the Council of Inquisition.
[Your name here],

Your past efforts on behalf of the Inquisition are known to us, so it is that we seek you now to aid us at a critical juncture for this nation. The Council of Inquisition has become aware of a deep-rooted treachery. While there are those who would bend or break this nation’s laws, we hope you will assist us in upholding truth and justice.


Please come at once to the Hold of Truth, prepared to undertake a mission to stabilize this nation’s foundations as they are rooted in law and order. Present yourself; you will be expected.


As there are assuredly others who would seek to undermine your efforts, please utilize the utmost discretion.

Yours in justice,

Inquisitor General Falefax
Player’s Handout 2: Invitation for a Drink
The PC begins the adventure receiving a simple parchment scroll, tied shut by a simple piece of string. 
How would you like a drink? It probably won’t be long before there’s some sort of abolishment of our freedom to sit down and combat the summer heat with a tall, cool ale. Things keep locking down all over the land these days, and now something big is about to happen. Want to talk about it? Meet me at Dewey’s.

[Unsigned]

Player’s Handout 3: An Offer of Employment

The PC begins the adventure receiving a folded letter, closed by an unmarked wax seal. 
[Your name here],

Greetings. My employer has heard of your reputation for jobs well-done and would like to make you an offer. Perhaps you are aware of the recent witch-hunt that the Shield Lands call its Council of Inquisition; perhaps you are not. However, it remains that the Inquisitors are looking for trouble, even where it doesn’t exist. There are rumors of “evidence” that can implicate a number of innocent parties. Even though their names will eventually be cleared, the scrutiny upon every facet of their lives the Inquisition will bring to bear will prove nigh-crippling.


Please meet with me at the Docks, near the ship, Oliver’s Folly, in order to discuss a job to prevent this frame-job and needless waste of time.

· G.N.
Player’s Handout 4: Unmarked Journal
[The most recent entries of note]

15 Coldeven 598
…Lady Katarina’s efforts to resolve the Amundfort issues with the Dyversians continue to keep her out of most Council discussions…

23 Planting 598

…Must still negotiate the payment for the Black Shields, but I am pleased to know that my request has been approved by the Great Kingdom. Those divisions should help secure the front…

28 Planting 598

…The merchants ask too much for the construction of the siege engines, claiming that the unorthodox designs will cost extra. Must investigate the work and expenses involved through a third party, then continue negotiations…

17 Flocktime 598

…The siege engines are under construction. The price was still higher than I had wished, but it was important to keep the merchants happy to ensure the construction suited my needs…

5 Wealsun 598

…The Crusade continues to reclaim territory at the desired pace. Law’s Forge now looks attainable within the month. Must still locate several key players; the others have acted all within suitable degrees of variance from expectation…
9 Wealsun 598

…Unfortunately, the time to repay the debt has come sooner than I had hoped, but all deals must be honored. After this, I will at last be free to pursue the true course…
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