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On the brink of victory, Critwall is torn apart by traitorous forces. Is this the end of the Shield Lands? Can the players stop a plot that threatens to destroy seven years of hard won victories?
An adventure for players of APL 2 to 12.

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 don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First, it is an official game, and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


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


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

Players Read No Farther

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

Preparing for Play

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

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


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

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

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

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

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	1/4 & 1/6
	0
	0
	0
	1

	
	1/3 & 1/2
	0
	0
	1
	1

	
	1
	1
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	5
	6
	7

	
	4
	4
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


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

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

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


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


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


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

1. Enlist a sixth player.

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

Time Units and Upkeep

This is a standard 1-round Core adventure, set in Sterich. All characters pay 1 Time Unit per round.


Adventurer’s Standard Upkeep costs 12 gp per time unit. Rich Upkeep costs 50 gp per time unit. Luxury Upkeep costs 100 gp per time unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


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


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

Adventure Background

For decades, the Shield Lands has been under assault by the forces of Iuz. Only 8 years ago, the Shield Lands finally managed to grab a foothold away from the Old One. Year after year, blood was spilt, mighty deeds were done, and heroes arose to face the evil of the Old One. 

However, now as the Shield Lands retakes Laws Forge, a new threat seems to arise! Critwall is besieged from within.


This adventure concludes the entire Shield Lands story arc and contains references to most of the plot lines from the first adventure to the last.

Adventure Summary

Introduction 1

The story begins with a scene played out in Simen Sharn’s bedroom. The players are not present. In it, we learn of Simen’s various pacts and he plays his final card in an attempt for power over everything.
Introduction 2


The players are at Laws Forge surveying the recent battle. Laws Forge has fallen. However, the Standing Army has received notice of Critwall suddenly being out of contact. A mystic barrier has arisen preventing any from entering or exiting the city.  The party is given the opportunity to use a scroll of the Iuzian spell “Earthslide” to move into Critwall.

Encounter 1


The players are transported during an Earthslide spell into the Shield Lands. During their travels, they are given the opportunity to speak with an elder earth elemental regarding what they may find when they arrive in Critwall.
Encounter 2


The players arrive in Critwall Keep. The citadel is besieged on all sides and most of the lords have been secured. The forces of the Standing Army have been organized and are starting forays against the rebels. The party learns that up to half of the Critwall citizens suddenly took up arms on behalf of Hextor and started fighting all the Heironeans.

Just after the fighting started, Simen Sharn was seen captured by Hextorians. The players are given a mission to find Simen Sharn and rescue him.

Encounter 3


The players go into Critwall. They can visit a couple of different areas to investigate, but the investigations all lead to one area: The Temple to Heironeous. There, the players will find the doors sealed.
Encounter 4, 5 and 6

The players must fight their way past the temple guardians to find Simen in the middle of a sacrifice. The spirits of Hextorians and Heironeans are being focused into his body in order to resurrect a deity – The brother of Hextor and Heironeous!
Conclusion


Critwall returns to normal, and the Shield Lands is not secure. However, fully 1/3 of all military forces were lost in the fighting. Further, troops in the field are finding themselves nervous about their bretheren. Who can they truly trust? The campaign ends with Lady Katarina thanking everyone for their efforts. However, in the crowd, an old man (an avatar of Iuz) with a skull-like grin, watches and laughs…

Preparation for Play

New Rule Items

Core adventures often utilize new rules items –including new classes, prestige classes, races, feats, spells, and equipment (including magic items) – that do not appear in any of the three core D&D books (Player’s Handbook, Dungeon Master’s Guide, or Monster Manual). The full write-up of any featured feats, spells, or equipment appears in Appendix 2. Information on featured classes, prestige classes, and races appears in the relevant creature’s stat block. All the information required to run these characters is presented in this adventure. The DM should double-check that he fully understands any new rule items presented in this adventure before play begins.

Introduction 1
The following takes place without the players being present. While one could consider it containging information players would not normally know, all of this information may become available during the adventure through the actions of the party.
The bedroom of Simen Sharn: two everburning torches, contained in golden skull sconces, light the room. Young Simen Sharn stands in the room, practicing a speech he plans on giving to the Council of Lords. The torches cause his shadow to appear as if it has six arms.

There is a slight *click* and a section of the wall falls back into darkness. A figure steps through the new doorway. Its thick red wool hood covers its face – all that can be seen are yellowed teeth, and scarred lips and chin. The figure carries no weapons, but appears to have extra bulk beneath its cloak, almost as if it has an extra set of arms.


“Simen” the figure rasps, “You have not lived up to the bargain!”


“Oh, hello, Vidar. You have shown in your true form this time. Tired of playing the part of Arvid the meat seller?”


“Silence! We have spent much over the last 10 years, much! Your training, your power, your position. All of this came with a price. You know how deeply and slowly we had to infiltrate all levels of society. And yet, that is not enough. None of us were able to get to the level of power you now have. You were to fulfil your contract right away!”


Simen grins, almost laughingly so, “Ha, there was only the plague of Iuz to deal with, a crazed demoness to track down (albeit my teacher), battles to fight, an inquisition to put in place. Yes, well, I can see where I’ve been frittering away my time.”


Vidar sneers.


“However, you are right. All is in place and the timing is perfect. Most of the Army is now occupied elsewhere. I will give the order for the remaining forces and guard to withdraw only to the walls and barracks. The order won’t be obeyed for long – an hour at most – but it should give you time to unmask your fellows and start the war. I will issue the order within the hour.”


Vidar almost grins for a moment. He reaches into his belt and pulls out a tanned cloth. He pushes it onto his face and within a moment, he now bears the image of Arvid, the meat seller again. “Very well, young Master. I will let the others know. I will now go and make my last delivery…”


After Arvid/Vidar left, Simen opened the drawer to his desk and pulled out a small candle. Burning it, a face appears in the flames: “Yes son?” it says, soothingly. 

“I’m ready mother. The souls will be yours tonight!”

Introduction 2

Your party stands outside of Law’s Forge. Dark clouds on the horizon rumble with the promise of a good old-fashioned thunderstorm. Even from here, in the camp of the Standing Army of the Shield Lands, you can still hear the sound of scattered fighting as Shield Landers rout out the few remaining Iuzians.


One of the captains assigned to the force, a sturdy dwarf named Helmkleaver Guhdaxe, looks at the city with pride. “Yah, the clouds of war mix with the clouds of rain and something good shall grow” he says, almost to himself. You recognize it as an old Shield Lander saying. “Lots of work to still be done, but the worst is done and that’s the truth.”


Puffing and nearly out of breath, a middle aged man jogs up the hill to where you stand. “Captain… huff… huff… An important message for you in the command tent... just came in…:” He turns and looks at your party “…and… huff… huff… for you folks as well!”

The party can ask what they like, but the runner, private Izord Spellshield, knows nothing but what he was told. Lord Torkeep had personally ridden into camp with “Torkeep’s Twenty”, a crack squad of horsemen. There had been some discussion and Lord Torkeep issued the order to collect Guhdaxe and the party.


The Command Tent is about a quarter mile away, on a wide hill that has an excellent view of the area. Troops are professionally going about their business, but a few are assigned to taking care of 21 magnificent riding horses. The barding carries the heraldry of Lord Torkeep.

Inside the tent, the area is like a beehive. People are going everywhere, performing their duties. Lord Torkeep is standing over an operations table with a couple of members of the local command staff – a Heironean Cleric named Tomas, and Captain Arekusu, a half-elf.


Torkeep is a mountain of a man, all muscle. He has a black mane of hair, bristley beard and mustache that makes him almost appear part animal. Looking at him, one could believe he could arm-wrestle an ogre. Still, he has a keen intelligence in his eyes, and a kindness to his smile that many other seasoned warriors would have lost long ago.

Torkeep with thank everyone for coming (before Arekusu can even do introductions!) and say this is a matter of utmost importance. The salient points are as follows:
1. Critwall suddenly was cut off from communication about 3 days ago. 

2. Attempts at magical communication in or out are completely absent.

3. A barrier has formed around the city – only vague shadows can be seen within – and massive storm clouds hover above it.

4. Attempts at magical communication over more than a mile or two within the Shield Lands are also being interrupted, and his court seer suggests that such messages are perhaps being intercepted!

5. He needs to have someone get into Critwall, and find out what is going on. He has no immediate solution, so he personally headed here, to the next largest concentration of Shield Landers, to find help.


At this point, Arekusu will explain they wanted to bring in Guhdaxe because of his mining background – he might be able to get to Critwall and attempt to mine under the barrier (Guhdaxe says he’ll get right on it and departs). However, in the meantime, they think there is one more magical route left to get into Critwall. Arekusu also explains time is of the essence: Scouts have revealed an army of Iuzians marching towards Laws Forge, so they need to be prepared to defend this area within the week.

Arekusu will reveal a scroll taken off of the Iuzians during the battle. The command staff believes it to be an Iuzian scroll of Earthslide. This spell is a special spell developed by Iuzians that requires the soil from earth elementals. Using it, they can magically transport themselves through the quasi-realm of shadow and bypass most magical barriers. However, this particular scroll is exceptionally hard to read.


The party can examine the scroll. At first, it just appears to be a simple arcane scroll of magic missle. However, upon close examination, it appears that a code was written into the spell, making a secondary spell actually hidden on the scroll! The earthstride spell can be revealed a through a number of methods but via skills, here are just a few ideas for the DM to use as examples:


Spellcraft (DC 24) will reveal the correct words of the scroll.


Decipher Script (DC 30) will also reveal the hidden magic spell.

For each hour a person spends reviewing the document, they receive a cumulative +2 circumstance bonus to the skill check.


The party can attempt any divinations, castings, magical scoutings, etc. of Critwall if they wish. If they make a Caster Level check (DC 32), their spells will work fine and they can learn any information about Critwall that can reasonably be determined from the rest of the module. This also applies to any message oriented magic or magic effects that would go in or out of Critwall, or more than 2 miles anywhere else in the Shield Lands.

Further, the city is currently barricaded by deity level magic. This is the attempt of Stern Alia – the mother of both Heironeous and Hextor – to bring her deceased child – Stratis – back to life. The barrier does not allow any magical or physical entry through it. The one exception is the earthstride spell in this module. However, if players WANT to try to force their way past the barrier, either through magical or physical means, it requires a level check of the person attemping the feat (DC 32). 


Torkeep can describe the barrier itself is a grey fog swirling about the city (he must have had a scout or runner view it and come to see him). Overhead, a massive thunderstorm swirls with energy and bolts of lightning pierce the heavens.

Once deciphered, the party can either cast the spell themselves (It’s level 7) or they can have a wizard attached to the army cast it. It will transport the party and their mounts, etc. into Critwall.

1: Earthslide
Even if the party uses other methods to enter Critwall (See Introduction 2, above), they can still get the following information. However, in such a case, the DM should modify who the party is speaking to to match the method the party uses. For example, if they somehow manage to physically march through the barrier, then perhaps they encounter spirits of dead Hextorians and Heironeans.

As the spell is cast, you feel yourself getting heavier. The very earth itself seems to grab at you, pulling you into itself! Then, with an eerie green glow, you and your party find yourself moving through solid earth. 

About you, the layers of Oerth’s crust pass. The softest soil, the hardest stone, none of it seems to impede your progress. Speed is difficult to estimate, but it seems like you are moving quite quickly.

The outer walls of your magical shell have gotten warmer and warmer, but not overly uncomfortably so, when there is a sudden jarring! The magical orb has stopped moving.

The magic orb is still in place. However, the party’s progress has been stopped by an elder earth elemental. Ever since the happenings in the Shadow Dark series (See the Shield Lands Year 7 Modules) the earth elementals have been vigilant against the Iuzians using this method of transport. The party was just unlucky enough to be noticed as they were traveling.


The party can see, pressed against the outside of the bubble, two MASSIVE hands, made of stone. As they watch, slowly, a rocky face begins to push itself against the barrier, inch by inch, until it starts to break through.

The players can react how they wish, but this is intended to be a non-combat encounter. If the party fights, the elemental will be able to enter the orb (which is 15’ diameter) and fight them normally. After the fight, the orb will resume its journey. However, right now, the elemental is more curious than mad and wishes to parlay.


Flintor: Elder Earth Elemental (hps 228) 

Flintor speaks Common and Terran, but its preferred tounge is Terran. Parties who speak Terran will receive a +4 circumstance bonus on all Charisma based skill checks during this encounter.


Flintor is an especially craggy looking earth elemental. Bits of quartz and granite can be seen poking through his skin. He is a bit on the jovial side for an elemental – a bit amuzed by seeing mortals moving through the earth. As long as the party does not identify themselves as Iuzians, he will ultimately be friendly with the party.

He has the following questions for them:

1. Who are they?

2. Where did they come from?

3. Where are they going?

4. How did they learn to travel like this?

5. Are there more of them who will travel like this?

6. Are they friends or foes of the Oerth?

As long as the party answers in a more or less friendly tone, he will be happy to share information with them, as well. He knows the following:

1. The elementals are watching the Oerth for travelers because the Iuzians have been damaging the fabric of their realm with repeated casting of the spell (Not to mention the material component means earth elementals have to die).

2. The elementals have no problem with harmless (!) travelers such as the party occasionally using their realm for travel, but there has been way too much travel lately.  With the recent changes in the obelisk network, the elementals are able to enforce the traffic throught the soil again and they plan to do so vigorously.

3. The elementals are aware of a great turmoil happening in Critwall. They have sensed a build up of war amongst the mortals of the realm.

4. The build up has reached a climax and they have felt the caress of at least three deities in the city!

5. Whatever is happening up there could be the end of the Shield Lands.

6. There are big changes coming – the Fourth big change this elemental has seen. The party should not be afraid – everything changes!

After the party is done talking to the elemental, he wishes them good luck and releases the magic orb. The party can continue on their way to Critwall.

2: Critwall keep
The glowing orb surrounding your party has turned this way and that, moving through the Oerth ever closer to Critwall. Then, it begins to slow. The stone and dirt around you appears to be more worked. You can actual pick out stone work here and there. With a final push, the orb emerges from the Oerth. Armed guards surround you as the orb dissipates.
The parties have materialized within Critwall Keep in the chamber of the Council of Lords. Lady Katarina and most of the Lords are in the chambers, along with about a dozen of their retainers (who now are pointing weapons at the party).  Give the party a chance to react. If the party (or guards) takes any overly aggressive action, Katarina will interrupt and call for peace. The party can see nearly all of the Council has various cuts and scrapes and other injuries.
Lady Katarina looks at you with amazement. “Unbeliveable!” she says. “I thank Heironeous for your arrival. How did this come about?”

The party can tell the Lady and the Council what they know, as well as speak them and try to get as much information as they can about what is going on. The Lady and the Council essentially know the same information, but players may have favors or access that allows them to interact with one lord or lady or another. They should feel free to use what access or favors they have. For their part, the Council will want to know as much about the events happening in Law’s Forge, whether traitors are appearing there, and the stability of the the borders. Lady Katarina will be especially comforted by the knowledge that Lord Torkeep has chosen to intervene (“He’s a good man, you know…”).  The Lady and Council can relay the following:
1. Four days ago, Critwall was operating at normal, albeit with a few less soldiers because of the troops moved up to Law’s Forge.
2. That night orders hit the command center. The orders set out new patrol schedules. 

3. The orders appeared originally to be genuine, and issued by the Council, but on closer examination, they were forged.

4. The orders were not really much different than what was previously established – the main difference was who was assigned to what patrol. 

5. Almost all of the soldiers assigned to patrolling OUTSIDE of the walls of Critwall were those who were not Heironeans.

6. After the patrols left, there was a mighty boom, like thunder, and the barrier appeared around Critwall. 

7. Suddenly, citizens and soldiers alike began yelling ‘Strength in victory!", "Mercy is for the weak!" or "Death to the unworthy!” (All Hextorian battlecries).
8. Over the last three days, there has been an unceasing level of brutality and violence in the street. 
9. The Council and Lady have not been idle. There have been many fights and battles and deeds of daring over the last few days. The Council is currently organizing troops for an assault on the Merchant Quarter where a large group of Hextorians is holed up.
10. It is almost as if they are trapped in Critwall, for some darker purpose…
11. About the same time as the fighting began, Simen Sharn appeared in the city.
12. He was last seen heading to the Church of Holy Shielding.

13. They cannot communicate with the Church of Holy Shielding. Otherworldly forces have kept everyone at bay. Currently there is a vortex over the Church that seems to be funneling energies into the building. 

14. They believe if enough power is focused at the vortex, they may be able to abate the forces enough to allow a small group into the building.

15. They currently believe this may be the only way to get to the bottom of these events.

16. They were hoping to use the assault on the Merchant Quarter as a distraction to send a small force up to the Church of Holy Shielding. That force will be bolstered by magic to help them ‘push through’ the barrier that is there.

17. They believe there are probably about 1500 Hextorians and Heironeans left in the city.

After exchanging this information the Council and the Lady will ask if the party can assist. The Lady will say:

“I personally view your timely appearance as a gift from Heironeous, himself. It must be a sign. We were having trouble finding enough people to assign to all the various tasks. If you would be able to help by infiltrating the Church of Holy Shielding, it would truly be appreciated!”

The party can go wherever they want to in Critwall. However, such events are beyond the scope of this module. This module presumes the party will want to help the Lady and the Council. If the party insists on going off in some other direction, feel free to use the encounters in the Church (Below) as ideas for encounters in Critwall. However, the storm will continually get worse and worse. Eventually, they will be approached by the Lady who state that nothing else they have tried is working and the party’s help is needed. If the party still refuses to assist, then Critwall and all within it are destroyed as Stern Alia succeeds in bringing her dead son back to life.
Presuming the Party will assist the Council, they will be told they have about an hour to prepare. Any non-animal goods shown in the Player’s Handbook will be available somewhere in Critwall Keep. If the party needs it, there are plenty of suits of chainmail and battle axes available for use as well. Otherwise the party can learn the following:

1. Simen Sharn is rumored to be a Hextorian, but there is no proof of this. Similarly, he never seems to show too much loyalty to Heironeous, either. Knowledge (Local: Iuz Metaregion) (DC 20)

2. The energies roaring about Critwall appear to be divine in origin. Spellcraft (DC 22)

3. The energy required to bring this destruction into being would be deity-level. Knowledge Arcana (DC 25)

4. If for some reasons players do not know where the Church of Holy Shielding is, someone will direct them to a window facing south. There the party will see a whirling cyclone, streaked with blacks, greys and whites. It is swirling over a massive structure – barely visible because of a dark fog of energy surrounding it. That is the Church. It is about a quarter mile away, across the courtyard, and outside of the keep’s walls.

3: Against the Temple
After the party is ready to go, the Lady will give them each a Shield Lands copper piece.

“We have imbued these bits of copper with magic energy of Heironeous using rituals old when the Shield Lands were young. This is a ritual rescued for us from the ruined old spell books of the Shield Mages. Through this use, I and my associates will say endless prayers for your safety. With all goodness and luck, those prayers will be carried through those simple bits of copper, giving you the power necessary to get into the Church.

However, once we begin, you will not have much time! The ritual is very draining, and every moment we are locked in prayer, a bit of our life energies will be dissipated.”

The ritual being used by the Lady and her associates, if viewed by the party, will appear to have no discernable magical effect. It is strictly the Lady and five other paladins gathered in prayer in a small chapel dedicated to Heironeous. The copper pennies, if examined, all have a battle axe engraved on one side, and the symbol of the Shield Lands on the other. Again, the coins radiate no magic. It would be common knowledge that some things simply have to be taken on faith…
As the party leaves by the front gate of the Keep read the following to them.
Outside, the dry, hot air is charged with static electricity. It is as if the very life is being drained from the city itself. About lay husks of bodies, with nothing left but dessicated forms and the clothes they were wearing. Clearly, dying in the city is a very permanent matter.

No debris flies through the winds swirling through the city. All about, ghostly images of soldiers sporting holy icons of both Heironeous and Hextor battle each other, sometimes holding in place for a moment, and other times darting about as if they are riding the winds themselves.

Despite sounds of battle coming from all directions, no mortal warriors can be seen. Then, the gates of the barracks open. You can see about 150 soldiers of the Standing Army marching out towards the Merchant’s Quarter. This must be the distraction the Lady said would be coming.

The party can talk to the soldiers, however they can only provide limited information. Their orders are to march on the Merchant’s Quarter to fight a group of rebels holed up in a warehouse owned by the Guild.  They are all tired from the fighting, but glad to do their duty. They do know that if a person falls in battle, the body quickly decays, as if a century of time happens within a matter of hours. Also, when they fight, their sword blows seem to be echoed from above, high in the sky.
The travel to the Church of Holy Shielding should only take a few minutes via the city streets. As the party moves toward the Church, read the following:

The buildings seem cleared of life. No one seems to be about (except for the marching soldiers, fading into the distance). No birds fly overhead, no dogs wander about, no merchant shops line the street. And yet, there is the distinctive feeling the party is being watched. 
An upward glance will reveal that the clouds above the city have disturbing shapes to them. They appear to be in the form of two mighty humans (one wielding a battle axe and shield, the other with extra arms wielding a number of different weapons) in combat with each other. Around them, lesser clouded combatants swirl about. As you notice them, some of the combatants notice you and drop towards Oerth, materializing as they fall.
Their bodies are horrible to look at, as they each have six arms instead of 2! Their jaws have massive tusks jutting from them and dangling from their waist are chains fastened to human skulls.
APL 2 (EL 4)


Zealot (4), human male monk 1: hp10 each; see Appendix 1.
APL 4 (EL 6)


Zealot (3), human male monk 2: hp 17 each; see Appendix 1.

Monk (1), human male monk 2: hp 17; see Appendix 1.
APL 6 (EL 8)


Monk (2), human male monk 4: hp 31 each; see Appendix 1.
APL 8 (EL 10)


Zealot (3), human male monk 6: hp 45 each; see Appendix 1.

Monk (1), human male monk 6: hp 45; see Appendix 1.
APL 10 (EL 12)


Zealots (3), human male monk 8: hp 59 each; see Appendix 1.

Monk (1), human male monk 8: hp 59; see Appendix 1.
APL 12 (EL 14)


Zealots (3), human male monk 10: hp 73 each; see Appendix 1.

Monk (1), human male monk 10: hp 73; see Appendix 1.
Note: Even though these creatures at first appear to be non-human, they are standard humans. The monk class has been chosen to represent their mutation into mortal versions of their horrific deity. At APL 6 and above, the monks receive the benefit of an arms of plenty spell (see Appendix 2) cast at 20 CL from Hextor himself.  If nothing else, this should be a subtle reminder of the terrible fate that besets Critwall’s inhabitants if Hextor prevails in this battle.
The encounter occurs in a street area 50 feet across with buildings on either side. Each monk appear scattered about 1D6 x 5 feet away from the party (roll for each monk).

Tactics: The monks will try to stun as many as possible on the first round of attacks, and use tumble to set up flanks where possible. They scream horribly with hatred as they fight.

Treasure: None.
Development: As the monks are defeated, their gear falls to the ground and their bodies turn back into mist and rejoin the battle in the clouds above.

4: The First Guardians
As you near the Church of Holy Shielding, you can see the thin mist covering the entire building crackles with static electricity. The sound from the cyclone of energy above is nearly deafening.
The party can examine the building as much as they like. The structure is massive, about 400 feet across, and covered with gorgeous handiwork, gold and jeweled inlays, stained glass windows, etc. However, the thin fog covers the building. As the party approaches the doors to the temple, the fog will slowly clear away, keeping about five feet from anyone holding a coin. This will allow the party to enter via any means they choose (such as passwall, or merely opening the front door). 
The outer door opens into the foyer, a 20’ wide by 40’ long area. At the far end of the foyer are two 10’ wide corridors going off to the left and right. The normally open double doors to the main worshsip area are closed, but a horrible wailing noise can be heard from within (the cyclone of energy swirling about).  

The party can see the interior of the building is trashed. A massive fight occurred here. There are scorch marks, weapon marks, cuts, gouges and all manner of destruction. The doors to the main worship area have deep hack marks in them. Lengths of chain normally used to hold incense filled brasiers are scattered on the floor, sconces for everburning flames are bent and twisted, and paintings and symbols of Heironeous are ruined beyond repair.

Fading from sight are the bodies of archons recently defeated in battle. From around the corner, a scuffling can be heard. The victors, devils loyal to Hextor, spite vile sounds at the party as they attack.

Creatures: 
APL 2 (EL 4)


Lemure (2): hp 9, 9; Monster Manual 57.


Imp (1): hp 13; Monster Manual 56.
APL 4 (EL 6)


Chain Devil (1): hp 52; Monster Manual 53. 
APL 6 (EL 8)

Chain Devil (2): hp 52, 52; Monster Manual 53.

APL 8 (EL 10)


Lemure (2): hp 9, 9; Monster Manual 57.


Imp (1): hp 13; Monster Manual 56


Chain Devil (1): hp 52; Monster Manual 53. 


Bone Devil (1): hp 95; Monster Manual 52.

APL 10 (EL 12)


Bone Devil (1): hp 95; Monster Manual 52.

 
Barbed Devil (1): hp 126; Monster Manual 51.
APL 12 (EL 14)


Barbed Devil (1): hp 126; Monster Manual 51.

Ice Devil (1): hp 147; Monster Manual 56.
Tactics: The archons attempted to defend the Church, but were overcome by the formians (inside the temple itself) and the devils, who are almost insane with combat frenzy after defeating the hated archons. They will attack the front line combatants as strongly as possible, to prove their worth to Hextor.
Treasure: No treasure here.

Development: The party can work their way around the main temple area, but all the doors in are shut. No one is left alive through the rest of the church.
5: Ascension
Opening the doors to the temple, the party will see the interior has been completely rearranged. Gone are the gentle slopings of the walls. Gone are the beautiful sculptures and icons. Instead, the room is a harshly carved out semi-sphere. It is like the very walls have been sand-blasted smooth. 

In the center of the room, through an opening in the roof, a cyclone swirls dark grey clouds at insane speeds. The very tip of the cyclone hovers just above a hexagonal altar in the middle of the floor. Strapped to the altar, thrashing at his bindings, is Simen Sharn. 


Standing around him, chanting over and over again, are extraplanar creatures, screeching in an axiomatic tounge. Over the din of the cyclone, you can make out only a few of their words: “Stern Alia” and “Stratis”.

As for Simen, you can just make out his screams “Mother! This is NOT what you promised! You promised ME the power, not my body. My Soul Is MINE! ”
Knowledge (Religion) will reveal the following:

DC 20 – Stern Alia is the mother of Hextor and Heironious.

DC 30 – Stratis is the long-dead third son of Stern Alia. 
There is a +4 circumstance bonus on these skill tests for Heironeans. There is an additional +4 circumstance bonus to learn who Stratis is if they learn who Stern Alia is. If they do not learn this information immediately, then the party will have to wait until the “Development” stage of this encounter. 
Knowledge (Arcana) (DC 30) will reveal this is a ritual to attempt to reincarnate… something (Stratis)!


The creatures are Formians. They were summoned by Stern Alia.

Creatures: 

APL 2 (EL 4)

Formian Worker (2): hp 5, 5; Monster Manual 108.
Formian Warrior (1): hp 26; Monster Manual 109.
APL 4 (EL 6)

Formian Worker (8): hp 5, 5, 5, 5, 5, 5, 5, 5; Monster Manual 108.

Formian Warrior (3): hp 26, 26, 26; Monster Manual 109.

APL 6 (EL 8)

Formian Warrior (2): hp 26, 26; Monster Manual 109.

Formian Taskmaster (1): hp 39; Monster Manual 109.

Carrion Crawler (1)*: hp 19; Monster Manual 30.
APL 8 (EL 10)

Formian Myrmarch (1): hp 102; Monster Manual 110.

APL 10 (EL 12)

Formian Taskmaster (2): hp 39, 39; Monster Manual 109.

Carrion Crawler (2)*: hp 19, 19; Monster Manual 30.
Formian Myrmarch (1): hp 102; Monster Manual 110.
APL 12 (EL 14)

Formian Myrmarch (4): hp 102, 102, 102, 102; Monster Manual 110.
Tactics: The formians are chanting. As long as one of them is chanting, the ritual continues. Breaking the chanting requires forcing the creature to make a Concentration check (DC 20) by injuring them, holding them, or anything else clever the DM wishes to allow. However, the chanting is a free action, and actual noise is not required (such as might occur with a silence), just the act of chanting. For reference, the Concentration bonus of each creature is: Worker +1, Warrior +2, Taskmaster + 2, Myrmarch +18. 


If the formians continue to have at least one of the chant for six more rounds (starting with the first round of combat), then the ritual is completed. The ritual can continue on if disrupted for no more than a total of six rounds. Thus at the worst, the ritual can be completed after 12 more rounds. Also, even if disrupted on one round, a formian can restart chanting on the next round. The language used is formorian and they are saying “Blessed be Stern Alia, may her son Stratis live again”.

The party can also attempt to free, help or kill Simen Sharn. He is completely helpless (AC 10) and has only 5 hit points out of 40 remaining. The chains are AC 5, Hardness 15, and Hit Points 10 each. All four chains must be released to release him from the ritual. Also, killing him will not stop the ritual.  All that is needed at this point is Sharn’s body.  


The Carrion Crawlers (marked *) are dominated creatures that are subjects of the taskmasters.
Treasure: None.
Development: The party will have to decide whether to stop the ritual, assist the ritual, help Simen, or kill Simen. However, even the most magically unaware player will realize if the ritual goes off, the souls of all persons living in Critwall will be extinguished. Only true zealots of Law would ever allow their souls and those of innocents to be sacrificed in such a manner.

Presuming Simen is rescued, he will manage to manage to tell the party (through a very dry throat from all the screaming) the following points:

1. He was originally groomed by Hextorians to take over a spot on the Council, thus giving them access to the Shield Lands.

2. Zhayne helped groom him over the years, and he studied much in the ways of combat throught the Hextorians.

3. About 4 years ago, he was visited by dreams. In the dreams, a beautiful, powerful woman, calling herself “Mother” began to speak to him. 

4. The dreams were so… promising with power he began to ask her in his dreams how he could listen to her more often.

5. She taught him prayers to use when no one else was around. He used these to begin to commune with her on a regular basis.

6. He learned she was Stern Alia, mother of Heironeous and Hextor. She is an elder Oeridian god of Culture, Law and Motherhood.

7. She lost a son, Stratis, ages past. Since then she has let remorse overtake her. Year by year, century by century, it ate away at her.

8. Her other two sons grew in power. Eventually, they became strong enough that their followers’ souls could fuel a ritual to bring back Stratis.

9. She looked for someone who could arrange for that kind of battle between believers, and found young Simen, groomed for power.

10. She worked with him, telling him what to say to Hextorians and Heironeans alike (after all, who knows what a son (or his followers) like to hear more than a mother?
11. As such, he agreed to the plot to eliminate Natan Enerick once and for all, and to take his place in the Shield Lands.

12. He finally reached a point where Critwall was suceptable to the plan. Many soldiers had been sent to the borders, including Laws Forge, to fight. Those left behind tended to be more loyal to Heironeous and Hextor, while those assigned to fight were more loyal to other gods.

13. He then issued the orders to have the remaining non-Hextorites and non-Heironeans go on patrol out of the city. This allowed the Hextorians a chance to attack the weakened city in (what they thought) was a chance to seize power. They did not know that was the final catalyst for the ritual.

14. However, when Simen reached the Church to complete the ritual, he learned he did not know the full bargain. His BODY would receive true power, as a vessel for Stratis. But his soul: that would be forfit.

After the party has interviewed Simen, read or paraphrase the following:
Simen passes out. Clearly he has suffered more than a mortal should normally be able to bear. As his eyes shut, the grey clouds and winds begin to abate. Within moments, a clear sky is visible through the ruined ceiling of the Church. Light streams through the ruins of the ceiling to form a strange shadow on the wall. 


It appears to be a woman with her head in hands, sobbing. After a moment, the shadow stops shaking and seems to straighten up. A long shadowy arm reaches forward towards Simen’s form. As it touches him, his body darkens to shadow and he, and the woman, fade away.

Conclusion

As Simen is taken by the shadow woman (Stern Alia?), the storm and barriers around Critwall fade away. The party can make their way back to Critwall Keep. If they go elsewhere, Lady Katarina will eventually have them sent for.
The party is thanked profusely for their assistance. They are informed that under the skill of Lord Torkeep, the Iuzians were barely repelled at Laws Forge (for now). The cost of rebuilding what was destroyed will be great, however. Thus the Council has approved selling some of the Shield Lands’ treasures to raise needed funds. The party is offered a first chance to buy these (while the price is good).
Epilogue 1

 A celebration in Critwall has sometimes led to strange events: doppelgangers being slain, assassination attempts, and resurrections. However, this one, marking the greatest military conquest and spiritual conquest in ages (Laws Forge and Critwall) seems impossible to mar. Lady Katarina stands outside of Critwall Keep, addressing the masses. She speaks of valor. She speaks of loved ones lost and loved ones saved. She speaks of great adventures, mighty heroes, friends made and lost.  She finishes:

“I am so proud of each and every one of you. I cannot believe the countless hours you sacrified to the Campaign to reclaim the Shield Lands. You have given up family, friends, work, and countless other commitments in order to see our current victories come to pass.


“Truly, friends, we have faced some of the greatest adventures any mortal ever could have. I can only hope more adventures face us in the future. 


“However, for now, our adventures come to an end. We have much rebuilding to do. Now is not the time for further expansion, but for defense. The ‘Tyrant’ is defeated, the ‘Old One’ lies at bay.  No ‘forgotten realm’ shall our Shield Lands be. I say to you, may your deeds live forever in story and memory! Thank you one and all!”


The gathered folk cheer her speech and begin to dissipate. The more seasoned adventurers head to Dewey’s tavern for a tale and mug of his finest brew.  Somewhere near the back of the dispersing Shield Landers, an old man in robes stands from his seat on the steps of a battered building.  A skull-like grin grows on his face, barely visible under a heavy hood.  He cackles, almost as if enjoying a personal jest, and fades into the shuffling crowd.
Epilogue 2

On the way to Furyondy, an old man drives a one-mule cart. The back end is covered with tarps but the smell of spicy sausages is quite distinctive. “Well, Bezzy” he says to the mule, “Time to move on. But I imagine someday we’ll be back this way. That’s just they way it goes when there are dungeons and dragons about.”
Campaign Consequences

This is the end of the Shield Lands. Thank you VERY much for playing. I want to thank all the triad, authors, judges, circle members and most of all players for a very enjoyable 8 years. Thanks again~ Jeffery A. Dobberpuhl 
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.

Introduction

No combat XP
3: Against the Temple
Defeat the Acolytes
APL 2 
120 XP

APL 4 
180 XP

APL 6 
240 XP

APL 8 
300 XP

APL 10 
360 XP

APL 12 
420 XP

4: The First Guardians
Defeat the Guardians
APL 2 
120 XP

APL 4 
180 XP

APL 6 
240 XP

APL 8 
300 XP

APL 10 
360 XP

APL 12 
420 XP

5: Ascension
Defeat the Formians or stop the ritual
APL 2 
120 XP

APL 4 
180 XP

APL 6 
240 XP

APL 8 
300 XP

APL 10 
360 XP

APL 12 
420 XP

Story Award

Free Critwall from the Vortex:

APL 2 
90 XP

APL 4 
135 XP

APL 6 
180 XP

APL 8 
225 XP

APL 10 
270 XP

APL 12 
315 XP
Total Possible Experience

APL 2 
450 XP

APL 4 
675 XP

APL 6 
900 XP

APL 8 
1,125 XP

APL 10 
1,350 XP

APL 12 
1,575 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. 
3: Against the Temple

APL 2: Loot 14 gp; Magic 336 gp; 4 bracers of armor +1 (336 gp); Total 350 gp.


APL 4: Loot 0 gp; Magic 586 gp; 3 bracers of armor +1 (252 gp), 1 bracers of armor +2 (334 gp); Total 586 gp.


APL 6: Loot 0 gp; Magic 836 gp; 2 bracers of armor +1 (168 gp), 2 periapts of wisdom +2 (668 gp); Total 836 gp.


APL 8: Loot 0 gp; Magic 1,253 gp; 3 bracers of armor +1 (252 gp), 1 bracers of armor +2 (334 gp), 1 ring of protection +2 (667 gp); Total 1,253 gp.


APL 10: Loot 0 gp; Magic 2,086 gp; 1 monk’s belt (1,084 gp), 3 periapt of wisdom +2 (1,002 gp); Total 2,086 gp.


APL 12: Loot 0 gp; Magic 3,255 gp; 4 periapt of wisdom +2 (1,336 gp), 3 ring of protection +1 (501 gp), 1 monk’s belt (1,084 gp), 1 bracers of armor +3 (334 gp); Total 3,255 gp.

Conclusion


APL 2: 100 gp


APL 4: 200 gp


APL 6: 300 gp


APL 8: 400 gp


APL 10: 500 gp


APL 12: 600 gp
Treasure Cap


APL 2: 450 gp


APL 4: 650 gp


APL 6: 900 gp


APL 8: 1,300 gp


APL 10: 2,300 gp


APL 12: 3,300 gp

Total Possible Treasure


APL 2: 450 gp


APL 4: 786 gp


APL 6: 1,136 gp


APL 8: 1,653 gp


APL 10: 2,586 gp


APL 12: 3,855 gp
Adventure Record Items
Dewey’s Taking Down the Shingle: Dewey of Dewey’s Tavern fame is finally retiring to a life of modest luxury with all of the coin that he’s made off of adventurers in the past eight years.  There is an opening in Critwall (or what’s left of it) for a new tavern.  For the modest price of 10,000 gp, you can purchase a building to start up an inn and parlay your well earned loot into a profitable retirement option.  This favor is only available to characters who are members of a Shield Lands meta-org at the beginning of this adventure.
Gratitude of the Lady: If you are a member of any Shield Lands meta-org, you may change the access of any of the items listed below to access (Any).
Favor of the Council of Lords: Your efforts past and present have not gone unnoticed.  You may advance to the highest tier of one Shield Lands meta-org of your choice and of which you are already member, regardless of the entry requirements.  Additionally, the Council of Lords will grant you one time access to any +1 weapon or armor special ability from the DMG.  Cross this favor out when used.
Gratitude of a Region: This is the end of the Shield Lands. Thank you VERY much for playing. I want to thank all the triad, authors, judges, circle members and most of all players for a very enjoyable 8 years. Thanks again~ Jeffery A. Dobberpuhl
Item Access

APL Any:

· Belt of dwarvenkind (Adventure, DMG)Burning Veil (Adventure, MIC)
· Cloak of displacement, minor (Adventure, DMG)

· Earth elemental gem (Adventure, DMG, limit two)
· Ioun stone, clear spindle  (Adventure; DMG)

· Ioun stone, dusty rose prism (Adventure; DMG)

· Ioun stone, orange prism (Adventure, DMG)

· Phylactery of undead turning (Adventure, DMG)

· Stone of good luck (Adventure, DMG)
Appendix 1: APL 2

Encounter 3: Against the temple
Zealot
CR 1
Male human monk 1

LE medium human

Init +6; Senses Spot +5, Listen +2
Languages Common

AC 15, touch 14, flat-footed 13

(+2 dex, +2 wis, +1 armor)

hp 10 
Fort +4, Ref +4, Will +4
Speed 30 ft. (6 squares), base movement 30 ft.;

Melee Unarmed Attack +4 (1d6 +3) or

Flurry of Blows +2/+2 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +3
Atk Options Flurry of Blows, Stunning Fist (Fort DC 13)
Special Actions None
Combat Gear None
Abilities Str 16, Dex 14, Con 14, Int 8, Wis 14, Cha 8
SQ None
Feats Improved Initiative, Improved Unarmed Strike, Weapon Focus Unarmed Strike, Stunning Fist, 
Skills Jump +6, Listen +2, Spot +5; Tumble +6
Possessions bracers of armor +1
Hidden text listing treasure


305
masterwork longspear

100
bone armor

400
masterwork hand crossbow

2
20 crossbow bolts

5
spell component pouch

1
wooden holy symbol of Lolth ()

1
spare holy symbol

5
spare spell component pouch

Loot 819 gp

Hidden text listing treasure


310
masterwork shortsword

400
masterwork hand crossbow

2
20 crossbow bolts

5
spell component pouch

165
masterwork buckler

Loot 882 gp

Hidden text listing treasure


250
masterwork chain shirt armor

151
10 masterwork crossbow bolts

-
drow sleep poison

305
masterwork sap

250
5 heavy crossbows

1000
vest of resistance +1

Loot 956 gp; Coin 26 gp; Magic 1000 gp;
Appendix 1: APL 4

Encounter 3: Against the Temple
Zealot
CR 2

Male human monk 2

LE medium human

Init +6; Senses Spot +7, Listen +2
Languages Common

AC 15, touch 14, flat-footed 13

(+2 dex, +2 wis, +1 armor)

hp 17 
Fort +5, Ref +5, Will +5

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

Melee Unarmed Attack +5 (1d6+3) or

Flurry of Blows +4/+4 (1d6+3)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4
Atk Options Flurry of Blows, Stunning Fist (Fort DC 13)

Special Actions None

Combat Gear None

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 14, Cha 8

SQ None
Feats Combat Reflexes, Evasion, Improved Initiative, Improved Unarmed Strike, Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +7, Spot +4, Tumble +9
Possessions bracers of armor +1
Monk
CR 2

Male human monk 2

LE medium human

Init +6; Senses Spot +7, Listen +2
Languages Common

AC 16, touch 14, flat-footed 16

(+2 dex, +2 wis, +2 armor)

hp 17 
Fort +5, Ref +5, Will +5

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

Melee Unarmed Attack +5 (1d6+3) or


Flurry of Blows +4/+4 (1d6+3)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +43
Atk Options Flurry of Blows, Stunning Fist (Fort DC 13)

Special Actions None

Combat Gear None

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 14, Cha 8

SQ None
Feats Combat Reflexes, Evasion, Improved Initiative, Improved Unarmed Strike, Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +7, Spot +4, Tumble +9
Possessions bracers of armor +2
Appendix 1: APL 6

Encounter 3: Against the Temple:

Monk
CR 4

Male human monk 4

LE medium human

Init +6;  Senses Listen +5, Spot +10
Languages Common

AC 16, touch 15, flat-footed 14

(+2 dex, +3 wis, +1 armor)

hp 17 
Fort +5, Ref +5, Will +6
Speed 40 ft. (8 squares), base movement 40 ft.;

Melee Unarmed Attack +7 (1d8 +3) and 2 claws +6 each (1d6+3) or

Flurry of Blows +5/+5 (1d8+3) and 2 claws + 4 each (1d6+3)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6
Atk Options Flurry of Blows, Rend (2d6+4), Stunning Fist (Fort DC 15)

Special Actions None

Combat Gear None

Abilities Str 17, Dex 14, Con 14, Int 8, Wis 16, Cha 8

SQ Evasion, Still Mind
Feats Combat Reflexes, Evasion, Dodge, Improved Initiative, Improved Unarmed Strike, Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +11, Listen +5, Spot +10, Tumble +11
Possessions bracers of armor +1, periapt of wisdom +2
Rend (Ex) If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+4 points of damage
Appendix 1: APL 8

Encounter 3: Against the Temple:

Zealot
CR 6

Male human monk 6

LE medium human

Init +6; Senses Spot +11, Listen +6
Languages Common

AC 16, touch 15, flat-footed 14

(+2 dex, +2 wis, +1 class, +1 armor)

hp 31 
Fort +7, Ref +7, Will +9
Speed 50 ft. (10 squares), base movement 30 ft.;

Melee Unarmed Attack +8 (1d8 +3) and 2 claws +7 each (1d6+3) or

Flurry of Blows +7/+7 (1d8+3) and 2 claws +6 each (1d6+3)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options Flurry of Blows, Rend (2d6+4), Stunning Fist (Fort DC 16), Ki Strike
Special Actions None

Combat Gear None

Abilities Str 17, Dex 14, Con 14, Int 8, Wis 14, Cha 8

SQ Evasion, Still Mind, Slow Fall 30’, Purity of Body
Feats Combat Reflexes, Evasion, Dodge, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +15, Listen +6, Spot +11, Tumble +13
Possessions bracers of armor +1
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+4 points
Monk
CR 6

Male human monk 6

LE medium human

Init +6; Senses Spot +11, Listen +6
Languages Common

AC 19, touch 17, flat-footed 17

(+2 dex, +2 wis, +1 class, +2 armor, +2 deflection)

hp 31 
Fort +7, Ref +7, Will +9

Speed 50 ft. (10 squares), base movement 30 ft.;

Melee Unarmed Attack +8 (1d8 +3) and 2 claws +7 each (1d6+3) or


Flurry of Blows +7/+7 (1d8+3) and 2 claws +6 each (1d6+3)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options Flurry of Blows, Rend (2d6+4), Stunning Fist (Fort DC 16), Ki Strike

Special Actions None

Combat Gear None

Abilities Str 17, Dex 14, Con 14, Int 8, Wis 14, Cha 8

SQ Evasion, Still Mind, Slow Fall 30’, Purity of Body
Feats Combat Reflexes, Evasion, Dodge, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +15, Listen +6, Spot +11, Tumble +13
Possessions bracers of armor +2, ring of protection +2
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+4 points
Appendix 1: APL 10

Encounter 3: Against the Temple:

Zealot
CR 8

Male human monk 8

LE medium human

Init +6; Senses Listen +7, Spot +12
Languages Common

AC 16, touch 16, flat-footed 14

(+2 dex, +3 wis, +1 class)

hp 45 
Resist none

Fort +8, Ref +8, Will +11
Speed 50 ft. (10 squares), base movement 30 ft.;

Melee Unarmed Attack +11/+6 (1d10 +4) and 2 claws +10 each (1d6+4) or

Flurry of Blows +10/+10/+5 (1d10+4) and 2 claws +8 each (1d6+4)
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +10
Atk Options Flurry of Blows, Rend (2d6+6), Stunning Fist (Fort DC 17), Ki Strike

Special Actions Wholeness of Body (16 hp)
Combat Gear None

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

SQ Evasion, Still Mind, Slow Fall 40’, Purity of Body
Feats Combat Reflexes, Evasion, Dodge, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will Weapon Focus Unarmed Strike, Stunning Fist, 

Skills Jump +15, Listen +7, Spot +12, Tumble +13 

Possessions periapt of wisdom +2
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+6 points
Monk
CR 8

Male human monk 8

LE medium human

Init +6; Senses Listen +6, Spot +11
Languages Common

AC 16, touch 16, flat-footed 14

(+2 dex, +2 wis, +2 class)

hp 45 
Resist none

Fort +8, Ref +8, Will +10

Speed 50 ft. (10 squares), base movement 30 ft.;

Melee Unarmed Attack +10/+5 (3d6 +4) and 2 claws +10 each (1d6+4) or


Flurry of Blows +9/+9/+4 (3d6+4) and 2 claws +9 each (1d6+4)
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +10
Atk Options Flurry of Blows, Rend (2d6+6), Stunning Fist (Fort DC 16), Ki Strike

Special Actions Wholeness of Body (16 hp)

Combat Gear None

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

SQ Evasion, Still Mind, Slow Fall 40’, Purity of Body
Feats Combat Reflexes, Evasion, Dodge, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will Improved Natural Attack (unarmed strike), Stunning Fist, 

Skills Jump +16, Listen +6, Spot +11, Tumble +13 

Possessions monk’s belt
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+6 points
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Encounter 3: Against the Temple:

Zealot
CR 10

Male human monk 10

LE medium human

Init +6; Senses Listen +9, Spot +14
Languages Common

AC 18, touch 18, flat-footed 16

(+2 dex, +3 wis, +2 class, +1 deflection)

hp 59 
Resist none

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

Melee Unarmed Attack +12/+7 (2d8 +4) and 2 claws +11 (1d6+4) or 

Flurry of Blows +12/+12/+7 (2d8+4) and 2 claws +11 (1d6+4)
Space 5 ft.; Reach 5 ft.

Base Atk +7/+2; Grp +11
Atk Options Flurry of Blows, Rend (2d6+6), Stunning Fist (Fort DC 18), Ki Strike (Lawful)

Special Actions Wholeness of Body (20 hp)

Combat Gear None

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

SQ Evasion, Still Mind, Slow Fall 50’, Purity of Body
Feats Combat Reflexes, Deflect Arrows, Dodge, Evasion, Improved Evasion, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will, Improved Natural Attack, Stunning Fist, 

Skills Jump +19, Listen +9, Spot +14, Tumble +15
Possessions periapt of wisdom +2, ring of protection +1
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+6 points
Monk
CR 10

Male human monk 10

LE medium human

Init +6; Senses Listen +9, Spot +14
Languages Common

AC 19, touch 18, flat-footed 17

(+2 dex, +3 wis, +3 class, +1 armor)

hp 59 
Resist none

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

Melee Unarmed Attack +12/+7 (3d6+4) and 2 claws +11 (1d6+4) or 


Flurry of Blows +12/+12/+7 (3d6+4) and 2 claws +11 (1d6+4)
Space 5 ft.; Reach 5 ft.

Base Atk +7/+2; Grp +11
Atk Options Flurry of Blows, Rend (2d6+6), Stunning Fist (Fort DC 18), Ki Strike (Lawful)

Special Actions Wholeness of Body (20 hp)

Combat Gear None

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

SQ Evasion, Still Mind, Slow Fall 50’, Purity of Body
Feats Combat Reflexes, Deflect Arrows, Dodge, Evasion, Improved Evasion, Improved Initiative, Improved Trip, Improved Unarmed Strike, Iron Will, Improved Natural Attack, Stunning Fist, 

Skills Jump +19, Listen +9, Spot +14, Tumble +15
Possessions bracers of armor +1, monk’s belt, periapt of wisdom +2
Rend (Ex)  If both claw attacks hit the same target, the monk can rend the target for extra damage equal to 2d6+6 points



Appendix 2: New Rules Items

Spells
ARMS OF PLENTY

Transmutation

Level: Sorcerer/wizard 3

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: One creature

Duration: 1 round/level

Saving Throw: None

Spell Resistance: No

Two clawed arms grow out of the subject’s body. The arms

are roughly humanoid, but are either scaly or furred and end

in sharp talons. The spell transforms any clothing or armor

worn by the creature to accommodate these additional arms;

when the duration ends the creature’s clothing and armor

return to normal.
The arms grant the subject two primary claw attacks. A hit

from one of the claws deals slashing damage equal to 1d6 points (1d4 if Small) plus the creature’s Strength modifi er. The claws cannot be used to wield weapons or manipulate objects. Since the claws are primary attacks, you can attack with them in addition to making your weapon attacks without penalty. The claws count as magic weapons for the purpose of overcoming damage reduction. If both claw attacks hit the same target, the arms can rend the target for extra damage equal to 2d6 points plus 1-1/2 times the subject’s Strength modifi er.

Multiple castings of arms of plenty on a creature do not stack; the duration simply resets.

Material Component: A xill’s claw.
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