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The Standing Army needs adventurers to gather information inside of Iuzian-occupied Law’s Forge in order to better plan an assault. You get the job. This adventure has two tiers: Low (APLs 4 to 8) and High (APLs 10 to 16). Greycloaks, rangers, rogues, and sneaky people of all sorts should find themselves particularly well-suited to the task.
Resources for this adventure include 
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

After many of the Shield Lands’ heroes disappeared for a year into the alien realm of the Shadowdark, they returned to find that the nation had united in a strict, militant fashion to stand fast against Old Wicked’s treacheries. Led by the young Lord, Simen Sharn, the volunteers of the Standing Army once again stepped forward to serve and march to war in an effort to reclaim their lands.

Sharn’s crusade quickly won back a good measure of land and pushes northward and westward toward Law’s Forge… where Old Wicked’s troops observe the Army’s advances, fortify themselves and plan their defense and possible counterstrike.

Adventure Summary

The PCs are summoned to a secret meeting where they are sworn to retain the secrecy of their mission and must take a geas to reinforce their vows. Then they’re told that they’re going to play a key role in the Army’s eventual assault on Law’s Forge; they’re going to find out what the Army’s going to face.


The low-level PCs (APLs 4-8) are told they need to gain seven pieces of strategic information. They’re given an escort to the territory immediately outside Law’s Forge – if necessary – and then they’re on their own as they utilize their cunning and skills to piece together the requisite information inside Iuzian-occupied Law’s Forge.

Once they succeed, they start heading back to reclaimed territories only to find either their guide has been captured (if they followed one) or that their path has been blocked. Either way, they find themselves confronted by a bunch of muscle thugs. After that battle ends, the PCs have only a short time to recuperate before they find themselves engaged in a deadly battle with a band of Iuzian Hunter Killers. PCs who manage to defeat or flee from the Hunter Killers are free to return to Critwall and present their report.


The high-level PCs (APLs 10-16) are recruited after the low-levels return with their information. Lords Bladehone and Lavan, having learned that the Iuzians have captured an oracle of some interest, assign the PCs the task of freeing her from Law’s Forge’s northern keep and, simultaneously, recording as much of the information the Iuzians have already written of her prophecies. As the PCs move to free the oracle, they face increasingly dangerous waves of opposition which threaten to keep the party from returning to Critwall. The PCs decide each round whether to stay and record more information or whether to flee. When they eventually make their retreat, they report to Lords Bladehone and Lavan in Critwall, having learned some startling new pieces of information from the oracle.

Preparation for Play

1

This adventure is written to provide separate play experiences for two APL tiers. The adventures for the lower tier (APLs 4 to 8) and the higher tier (APLs 10 to 16) contain some drastic differences. Nonetheless, there are many points at which the adventures work from the same set of information.


DMs should pay close attention to make certain they don’t accidentally present high-APL-only information to the low-APL tables or visa versa. Encounters directed for one APL tier will be marked accordingly (ex. “1. High APL: Mission Possible”). Encounters not specifically marked for one APL are meant for both, such as the Introduction.

2

Prior to the introductory text, each of the PCs would have found or been given some reason to attend the meeting the introduction describes. The reasons the PCs would have found their ways to the meeting are irrelevant, but as much as players have a right to enjoy their characters’ motivations, it is good for the DM to have an idea how a given PC may have found his or her way to the initial meeting.

Some examples include:


Rogues, scouts, sneaky sorts and Guild members may have been contacted via an anonymous note or a message from one of their infrequent contacts indicating that someone has a job that may suit their particular skills.


Greycloaks may have been contacted individually and directly via a note or by their cell leader.


Standing Army members are informed by their commanding officers that they are to go to the meeting place, to avoid drawing attention to themselves as they do so, and to accept the mission they will be given, no questions asked.


Bards and other social types may have picked up rumors about a job by overhearing other frustrated adventurers in a tavern grumble about being called “not discrete enough for the job! Ha!”

Fighters, barbarians, monks and those who typically don’t fit into the categories of “stealthy” or “discrete” (due to their tendencies to apply muscle to a problem before trying to apply thought) may have caught wind of rumors of a job and met with people who sighed and relented and admitted that they were having difficulty finding anyone more qualified, then gave the PC directions to the meeting.

Clerics – especially members of the Inquisition – may have been kept on the outside of these rumors, long enough that the churches become nervous and track down people to figure out what’s going on. The churches then send an “agent” (the PC) to find a way to the meeting and to see if they can root out any treachery or underhandedness.


Out of region characters may have been walking through the streets and bumped, finding notes in their pockets, after they catch their bearings. The notes suggest that they keep quiet as Old Wicked has agents everywhere, then to find the meeting place later in order to join a strike against Old Wicked’s forces. Out of region characters are considered relatively “expendable,” and because they don’t live in the Shield Lands, their recruitment doesn’t draw as much notice.


DMs are encouraged to find reasons for anyone who needs one, but the main point is that the meeting is secret and regards a purpose for which a handful of adventurers are being selected for their particular skill sets, preferably including stealth and discretion, though sometimes a few other talents, to compensate for a stealthy group’s traditional liabilities.

Introduction

It is past curfew in Critwall, and you sit in a cozy room with heavy wooden rafters and a fire crackling in a smoky hearth. Outside, a wet snow falls in the dark, melting on the streets in an early spring thaw. Your garments drip, creating a small pool at your feet, and as you wait for your contact for this mission, a pair of soldiers enters the room, wearing cloaks meant to cover their uniforms. “Please remove all your weapons and spell component pouches. Place them in the cabinet before you. All items will be returned at the end of the meeting.”
PCs either comply, or they will be asked to leave. The soldiers are securing the room for the introduction of two Lords of the Council and take all necessary precautions to make sure it’s safe for them to enter. If necessary, they’ll explain why they need the PCs to disarm themselves. They’re strict, not rude.
Several moments after you disarm yourselves, the soldiers leave, and two individuals enter the room, a dwarf and a tall Flan man, both covered in drab garments and dripping cloaks, the cowls hung low over their faces. Even so, it’s almost impossible to miss that they bear themselves with the confidence of those accustomed to authority.


“Greetings,” the dwarf says, his voice a low rumble. “You may wonder why Lord Lavan and I called you here in all the secrecy, and that’s fair enough. But before we tell you anything, we need you to swear that the information here – which will all go toward striking a mighty blow against Old Wicked – and that I swear by Moradin’s hammer – you need to swear you’ll keep it secret only to yourselves and me and Freud and the Greycloak, Rusty, there…” As the dwarf pauses to point into the corner, you notice a third figure has entered the room, standing quietly in the corner.


Lord Lavan removes his cowl. “While merely swearing an oath goes a long way with many of us, especially dwarves, I must also ask you to accept a geas. The information we are about to relate bears directly upon the campaign to reclaim occupied territories. We can not relate military secrets without the proper assurances.”


“Aye,” says Lord Bladehone. “Swear it, take the geas, and let’s get down to discussing the business. Agreed?”

Each PC has a choice to make individually. Those who refuse to swear their oaths and/or accept the geas are excused from the room and the adventure.


Those who swear the oath and accept the geas are geased (CL 20, DC 23) not to speak of the details of this meeting or of the information learned during the mission assigned during the meeting to anyone other than the people present in the room until after such information no longer has any strategic value (i.e. after Law’s Forge is recaptured).
After the last of you allows Lord Lavan to cast a geas upon him, Lord Bladehone addresses the group. 
Continue immediately to Encounter 1: The Mission (Low or High APL, as appropriate).
1: Low APL –Mission Briefing, Or: Enter the Boxed Text!
Continue reading or paraphrasing:

“Here’s where things stand. The Standing Army has long been planning to reclaim Law’s Forge, but it’s not going to be an easy battle. We don’t know much what we’ll face, but we know the enemy has amassed a sizable army in the area… and that it continues to grow as they reinforce it as Sharn’s campaign moves closer and closer to Law’s Forge’s walls.


“Knowledge is power. We need to get more information, and the mission you’ll undertake may save hundreds, possibly even thousands, of lives.


“Simply put, we need you to go into Law’s Forge and find out as much as you can about the enemy – the size of their army, its composition, the names of its commanders, their particular talents, the magical defenses they’ve added or intend to add to the keeps, troop movements, any rivalries or weaknesses we can exploit. Anything and everything we can use against them.


“Perhaps some of you are familiar with each other, but I know not everyone involved in this mission knows everyone else here. You’re going to be working together quite closely for a while, and it might be good for everyone to get introduced and explain your talents.”


With that, Bladehone motions to the Greycloak in the corner of the room.


The man steps forward and raises his hand in greeting. The keen-eyed among you notice a scar running clear across his right wrist, as though his hand was once removed and reattached. “Greetings,” he says. “My name is Rostron ‘Rusty’ Enerick… and before any of you ask, yes, I am related to Natan Enerick, but only distantly. And I bore him no great love. The misery he brought our country weighs heavily upon all the remaining Enericks, I assure you.


“My job is to get you to Law’s Forge safely. And to make sure we have a clear exit once you get out of the keep. I can tell you the whole area is swarming with enemy encampments, but I can’t tell you what’s inside the city walls.

“I’ve spent about as much time as anyone in the area. My father and grandfather were both bowyers in the Forge before it was seized. Lords Bladehone and Lavan, here, made it clear that you’ll have your own authority to get inside the keep. On the way, though, you’ll do as I say in order to best stay out of trouble.” As he concludes his introduction, Rusty nods and takes a step back, patiently awaiting the opportunity to meet the rest of you.
At this point, allow the players to introduce their characters, encouraging them to explain (in-character) what skills they may bring to the mission.

Lord Bladehone nods as you conclude your introductions. “Lord Lavan and I aren’t exactly hard to find. You’ll report back to one of us as soon as you finish your intelligence gathering. Rusty will lead you out of the city just before dawn tomorrow morning. You have the remainder of tonight to make preparations. The stores may be closed, but if you need any basic items, Lord Lavan and I can help. Additionally, we have one vial of a potent poison for each of you; should you be captured, you should consume the poison. It will kill you swiftly—and mostly without pain—and a latent alchemical concoction mixed into it will explode your lower jaw so that none of Old Wicked’s minions can force information from your dead body. Lord Lavan has guaranteed that the church of Pelor will resurrect any of you should you die; you’ll simply need to leave some small part of your body at the church before you head out—a fingertip or something, I think.”


Lord Lavan interrupts. “I recommend you leave your spare coin and possessions with the Church. Should you die, as Lord Bladehone said, we’ll gladly cast resurrections for you; however, you should all be well aware that coin is tight these days. Everything is directed toward the war effort. You’ll still  need to pay the material cost, and we will be unable to recover any items from your bodies should you fall. That’s up to your companions.”


Lord Bladehone nods and resumes his speech. “Hopefully these precautions will prove a bit excessive, but it’s a dangerous mission. You’re going to be doing the Shield Lands a great service. Good luck to all of you. May the Axe Grow Great!”
Lords Bladehone and Lavan can sell any Open items (1,000 gp or less) at their standard prices.


If any PC asks, there is no payment for this service. This is a military job, and both Lords would prefer the PCs “volunteer” to work for them, rather than force them to conscript Shield Lands residents or to bluntly point out to non-residents that Iuz threatens not just the Shield Lands but all neighboring countries. They both suggest the PCs will have their favor; however, they acknowledge that most of their resources are currently tied up in the war effort.
1: High APL – Mission Briefing, Or: Boxed Text to the Face!
Continue reading or paraphrasing:

“Here’s where things stand. The Standing Army has long been planning to reclaim Law’s Forge, but it’s not going to be an easy battle. Lord Lavan and I recently recruited a group of adventurers to make their way into Law’s Forge. They gained a great deal of information about the city’s defenders, defenses, commanders, stores and troop movements. However, they also found something that greatly concerned us. Lord Lavan will elaborate.”

Lord Lavan unscrolls a large map which he sets on a table before you. “The other party found a room somewhere in this area,” he says, pointing to a series of rooms in the upper stories of the northern keep. “In the room, they saw an old woman, bound by a chain to a table. They said the walls of the room were covered with writing, presumably recordings of the things she’s said, as there was much talk among the enemy’s troops of a ‘seer.’

“The other group was unable to enter the room or to spend much time looking in because it was heavily defended, and those adventurers realized both that they would be clearly outmatched and that attempting to infiltrate the room would have alerted Old Wicked to our plans sooner than we wished.


“The time is fast approaching for us to march on Law’s Forge, but we want, first, to know what knowledge our foes may have gained. We want the seer, and we want as much as we can get of the recorded words.


“Now, there are a number of things you should know about Law’s Forge. Rusty, here,” Lord Lavan pauses to point to the Greycloak waiting in the corner of the room, “can tell you about the area around the city if you’re interested. Presumably you’ll use magical means to enter and depart the region, but if you wish, Rusty can escort you through occupied lands to a point only a couple miles outside the city’s gates.

“More important, however, are the keep’s defenses. The other group confirmed that both entire buildings are under unhallow effects with numerous spells tied into them. Among other things, they prevent all planar travel into or out of the keep – and within the keep, we presume – by anyone who is not evil. We have no reason to believe evil individuals are so hindered.


“The stone is magically reinforced and is harder than adamantine as a result. Most doors are locked at all times, and sentries are posted in numerous key positions. The secured areas require individuals to recite passwords that change daily. The other party’s information regarding passwords is no longer current.


“When the other party traveled to the keep, there were few demons, but they found reports suggesting that more demons should be arriving at any time and may, in fact, be at the keep now. It is possible that a good number of them will be able to see through any illusions you employ.


“Your mission is simply to get into the room with the seer, get the seer, record as much information as you can, and get out. The less you do to alert Old Wicked’s minions at the fort, the better.


“I have two tokens you can break to return to Critwall. To use them, though, you’ll need to get outside of the keep.”

“Additionally,” says Lord Bladehone, “we have one vial of a potent chemical for each of you; should you be captured, you should consume the concoction. It will kill you swiftly—and mostly without pain—and it will explode your lower jaw so that none of Old Wicked’s minions can force information from your dead body. Lord Lavan has guaranteed that the church of Pelor will resurrect any of you should you die; you’ll simply need to leave some small part of your body at the church before you head out—a fingertip or something, I think.”


Lord Lavan interrupts. “I recommend you leave your spare coin and possessions with the Church. Should you die, as Lord Bladehone said, we’ll gladly cast resurrections for you; however, you should all be well aware that coin is tight these days. Everything is directed toward the war effort. You’ll still  need to pay the material cost, and we will be unable to recover any items from your bodies should you fall. That’s up to your companions.”


Lord Bladehone allows Lord Lavan’s final comments to sink in before he adds, “You’ll leave tomorrow morning. You have until then to get yourselves ready. Good luck to you all. May the Axe Grow Great.”
2: Getting to Law’s Forge
This encounter exists merely to address the difficulties involved in traveling to Law’s Forge.

· Travel on foot with Rusty the Greycloak. Rusty is good as his word and can safely guide the PCs to Law’s Forge. Travel takes xx days marching at a 30-ft. base speed. DMs can feel free to describe spooky terrain in occupied territories, including the traditional red-eyed ravens, blighted trees, scorched ground, etc. DMs may also describe a couple of fights the PCs would have won when they got the jump on Iuzian grunts—orcs, hobgoblins, goblins, ogres, etc. These are not combat encounters, and the DM should make certain only to describe encounters the PCs would have won without breaking a sweat.

· Magical travel. Most magical travel encounters a number of difficulties in occupied territory. Teleport, tree stride and similar instantaneous spells require a caster level check (DC 20), or the caster and all accompanying him/her wind up off-target, randomly near some other orc-infested stronghold. Additonally, both keeps are under the effects of unhallow and dimension lock against all non-evil creatures. Windwalk, shadow walk and other duration spells require Concentration checks (DC 30), or the caster drifts off-target as magical rifts in the plane create inter-planar turbulence.

· Travel on foot without Rusty the Greycloak. Some parties—most likely high APL parties—might elect to travel by foot but decline Rusty’s guidance. Such parties need to make Knowledge (geography) or Survival checks (DC 20) each day or stay off-target. Additionally, they need to succeed at Hide or Survival checks (DC 25) each day or draw attention to themselves. Otherwise, this proceeds in the same manner as travel with Rusty.

The adventure isn’t about the travel so much as the arrival, so don’t waste time here. This encounter only exists to suggest that travel to the city is still dangerous and requires an adventurer’s planning and attention.
3: Law’s Forge
When the PCs first arrive outside of Law’s Forge, read or paraphrase the following text:

The twin towers of two massive stone keeps rise tall in the distance, set atop a bluff that rings the western and southern edges of the city. At either end of the steep bluffs, the natural rock meets a 20-foot tall stone wall, dotted by towers at regular intervals.


Outside the city’s walls, scores upon scores, or hundreds, of tents and shanties litter the landscape. Fire pits, trenches and spearblocks indicate the residents’ war-like natures.


The city inside the gates features stone and wood buildings built solidly enough to demark an obvious rise in the social status of their owners over that of the residents outside the keep. Commingling in the muddy and rutted streets are cruel-eyed men and women in robes, others in full plate, more figures wearing crude cloaks with long cowls slung low over their faces, accompanied by entourages of heavily armored orcs with animated shields and dozens of undead servants.

A few giants meander the streets, often overseeing the trade between those merchants mercenary enough to trade with Iuzians and the Iuzians wealthy enough to sample the rare spices, gems, poisons, spell components, magical items and slaves the merchants bring into the city.

The city and the keeps feature the following properties:

· Magically reinforced stone. The walls of the keep and the walls surrounding the city have been magically reinforced, giving them hardness 30 and 100 hit points per inch of thickness (notably, adamantine does not bypass hardness of 20 or greater).

· The city walls are 20 feet tall and 15 feet thick and feature crenellated lookout towers at every 200 feet. The lookouts rise 10 feet above the wall and are manned by hobgoblin archers; each squad features a sergeant (use the 5th-level Ranger from the DMG) and 4 hobgoblin warriors (per the MM).

· Bluffs. Natural bluffs ring the western and southern edges of the city. The keeps’ towers stand atop the western bluffs, overlooking the river and the lands beyond. The southern bluffs meet the city’s wall. Several towers dot the ridges of the bluff, again featuring the same hobgoblin archer squads as the city’s walls. Nonetheless, it may be possible for PCs to use the natural terrain to their advantage, and DMs are encouraged to use their judgment to arbitrate between heroic and stupid actions.
· Spells. Both keeps are entirely warded by unhallow spells to which several other spells have been tied: dimension lock (except evil creatures), protection from good, and desecrate. Numerous doors and private chests and drawers are warded by spells, including alarm, arcane lock, glyph of warding, sepia snake sygil and other magical traps. Most of these magically-locked and warded doors and objects fall outside the bounds of the adventure, but curious adventurers should find them all quite obviously marked: runes and glyphs will indicate the likely presence of magic.
· Sentries and alarms. Sentries are placed at the towers along the top of the wall as well as at the gate (2 hill giants, a 5th-level cleric, a dozen orc warriors and 12 skeletons) and at the doors to most of the keeps’ “public” chambers. The secured, private levels of the keeps are defended primarily by magical wards, traps, some golems and a few, elite troops (fighters and spellcasters, all generally 7th-level or higher). The sentries expect those entering “sensitive” areas to be able to recite the day’s password. The passwords change daily. (See more below in the “passwords” description.)
· Detect good. At the city’s main gates and at the gates to each of the keeps, a pair of blackguards (10th-level) are assigned to detect good on all passing traffic. (As the PCs approach the main gates, they’ll likely file into line behind a merchant caravan. The blackguards will detect the caravan and halt them when one registers as good. That merchant will explain he has a cursed item that detects as good and hold it aside. Detecting him again, the blackguards confirm his story and allow his caravan to pass.)
· Passwords. The Iuzian military command issues a set of passwords each week, and they are distributed by the higher-ranking officers to those who need to use them. The passwords change daily and grant admittance to various sections of the keeps. Typically, only wizards, clerics, and blackguards with reasons to enter the various sections of the keep know the appropriate passwords. (E.g. A wizard may know the daily password to enter the southern keep and another password to gain admittance to the alchemical laboratories on its 3rd floor. He wouldn’t, however, know the password to gain admittance to the slave master’s office on the 1st sub-floor. Likewise, the slave master might know the password to enter the tower but not the password to gain admittance to the 3rd floor’s alchemical laboratories.) PCs may be able to steal one or more sets of passwords (they are written down), use spells to convince an Iuzian NPC to share the passwords, or overhear an Iuzian recite the day’s password(s). The passwords tend to feature an ominous tone: “Bloodstone,” “heartfire,” “zombification,” “unhallowed,” and “slaughter-soul” are typical passwords.
· Population. There are roughly 1,000 Iuzians residing inside the city walls and the keeps. These are the commanding officers, wizards, clerics and their immediate minions. Lower-ranking minions camp outside the city walls.

· Diversity. The population of Law’s Forge breaks down accordingly: 30% human, 23% orc, 21% goblinoid (goblins, hobgoblins, bugbears), 17% undead, 6% giant (ogre, troll, giant), 1% demon, 1% assorted non-human humanoids (dwarves, elves, gnomes, halflings, half-elves, half-orcs), and 1% visiting merchants.

· Wealth. Law’s Forge is a tremendous center of wealth for Iuzian forces; however, there exists an even more tremendous disparity in distribution. The commanders and important figures tend to have 300% PC wealth for their level (much of it invested into traps to protect their magical items and other important personal belongings), while the lower grunts encamped outside the walls often border on starvation, forced to risk dangerous forays into Shield Lands-controlled territories to find food. (Among other things, this means that PC bribes tend to work better with the lower castes, and the higher-ranking Iuzians are virtually immune to bribery as they are reaping greater immediate rewards through their service to Old Wicked.) 

Getting inside the city walls and keeps is a matter of roleplay to be decided at the table. 

Of primary importance is that the party has a PLAN to get inside, rather than simply expecting to approach the gates and pass into the courtyard. DMs are encouraged to keep the drama and the scenes tense with the risk of failure, but they should also reward any reasonable plan the PCs follow. There exist more hostile troops than necessary to obliterate a low-APL party and to force a high-APL party to struggle to escape, so “failure” means something close to irrecoverable death for the lower APLs and a tremendous blow to the Shield Lands should the high-APL PCs flee prematurely. That’s simply not fun.

Some of the feasible plans parties may utilize are listed below, though the list is by no means all-inclusive:

· Stealth. The Iuzian sentries—due to their tremendous numbers—are effectively entitled to Take 20 on their Spot and Listen checks; however, PCs who can Take 10 to succeed at a DC (20 + APL) Hide check and a DC (15 + APL) Move Silently check may maneuver along the bluffs in such a way as to gain access to the keeps or walled courtyard. Invisibility also grants PCs the requisite concealment to pass beyond the city walls, though many of the Iuzians capable of seeing the invisible rank high enough to spend the majority of their time inside the keeps, making the keeps a dangerous place to travel while invisible. Notably, it is highly unlikely that entire parties will be stealthy enough to sneak into the city or keeps, but some individual PCs may find advantage to entering stealthily on their own.
· Diguised as Iuzians. PCs may take 20 on their Disguise checks. If they don’t, Rusty—if he is with the party—will attempt Spot checks to gauge the effectiveness of the disguise. The Iuzians outside of the city are very loosely organized and don’t pay much attention to anyone who looks dark, evil, foreboding and like he or she knows where to go. They take notice of individuals who go about asking a lot of questions or who start attacking; otherwise, no one really cares. Inside the walls, the PCs are treated according to the NPCs’ perception of their station. PCs who look like lower-ranked Iuzians may be assigned various tasks (e.g. “You, help my zombies carry out this waste water!” Or: “You! I want you and your men to take Nothrug off the north tower and punish him. Then you’ll stand watch in his stead until dusk.”) Only when the PCs try to enter one of the keeps will the Iuzians really question their identities (other than the detect good at the main gates). At the keeps, the guards on watch will want to know the PCs names, ranks, and reason for entering the keep. (Note: Non-humans receive a -5 circumstance penalty to their Disguise checks.)
· Diguised as merchants/slavers. PCs may take 20 on their Disguise checks. If they don’t, Rusty—if he is with the party—will attempt Spot checks to gauge the effectiveness of the disguise. The Iuzians outside of the city are very loosely organized and don’t pay much attention to anyone who looks shady, scheming, mercenary and like he or she knows where to go. They take notice of individuals who go about asking a lot of questions or who start attacking; otherwise, no one really cares. Inside the walls, the PCs are frequently interrupted by Iuzians curious what they have for sale, particularly by the multitude of spellcasters within the city walls who desire exotic spell components—baby’s blood, ground unicorn horn, true love’s tears, paladin heart, etc. PCs who disguise themselves as slavers will eventually be directed to the slave pens in the southern keep. Only when the PCs try to enter one of the keeps will the Iuzians really question their identities (other than the detect good at the main gates). At the keeps, the guards on watch will want to know the PCs names and reasons for entering. (Note: Non-human PCs receive a -5 circumstance penalty to their Disguise checks unless they disguise themselves as slaves—unarmed and unarmored.)
· Distraction. The PCs may find a way to cause some confusion among the minions outside the city walls that diverts the attention of the blackguards guarding the gate. A distraction capable of catching the blackguards away from their duties must either feature dozens of minions or take place in close proximity to the blackguards.

· Getting “captured.” Some clever PCs may think to get themselves “captured” by Iuzian forces, then put to work as laborers or sold into slavery. There is a key distinction to be made, here, if the PCs get themselves captured in such a way as to bring their items with them (or other means of escape) or if they get themselves captured in earnest (typically as a result of failing to do something else). Captured PCs who can convince their captors to sell them as slaves will be brought to the slave pens inside the southern keep. Captured PCs who get themselves put to work as laborers (typically, those with Craft [weapon] ranks or a Craft feat) will be brought to the same slave pens but will be put to work in the forges—in the lower levels of the southern keep. Unskilled PCs who manage to get themselves put to work will be sent to the mines; the forges connect by a series of tunnels to mines the Iuzians have dug into the bluffs. Theoretically, PCs hoping to employ this strategy may have another party member disguised as a slaver to buy them out at a later time. The DM is encouraged to work with the party to clarify the distinction between intentional “capture” and unintentional capture.
· Spells. PCs may use a variety of spells to get themselves past the Iuzians guarding the walls and gates. Undetectable alignment  or non-detection may prove greatly rewarding as either spell allows the PCs to avoid the detect good ability of the blackguards guarding the gates and keep doors. Dimension door, teleport and similar spells all work outside of the keeps; they just risk misdirection. Fly in conjunction with invisibility will bypass the Iuzian defenders at the walls (though not necessarily at the keeps). Charm person, charm monster, and dominate person all may help the PCs find their way through the gates. DMs are encouraged to use their judgment in assessing the feasibility of any given plan.
· Bribery. While bribes won’t prevent undisguised PCs from standing out like noble beacons of good nor will they get PCs past the blackguards’ detect good, they tend to go far in other situations—though they go further outside the city walls and the main collection of wealth and have to be quite large to have any impact inside the keeps, themselves. As a general rule, PCs may spend 10 gp to gain a +1 circumstance modifier to a Gather Information or Diplomacy check and can buy off the services of an Iuzian NPC for 100 gp per hit die (for 8 hours). Iuzians have no particular loyalt, however, and a minion finished with its service to the PCs is likely to report their suspicious behaviors to a superior officer as soon as it leaves the party.

· Weapons. As a general rule, the Iuzians carry arms and wear armor as they walk about Law’s Forge and tend not to pay much attention to others doing the same unless those individuals are bristling with weapons or carry exotic weaponry. The rule of thumb is that a PC carrying up to 3 weapons is unlikely to draw much attention; however, PCs carrying multiple polearms or weapons such as spiked chains, dwarven waraxes, dwarven urgoshes, elven courtblades, and elven thinblades, etc. are likely to draw multiple stares. (Treat this as a -5 circumstance penalty to all Bluff, Diplomacy, and Disguise checks made by such PCs.)
There are several notable buildings inside the city walls:

· Temple of Iuz. While the high priest and higher-ranking officers worship at a shrine in the northern keep’s upper floors (see Encounter 4 for more info), the lower-ranking clerics and acolytes (and new converts) learn the rites and worship in a squat, black-stoned and fortified building in the city. At worship time (dusk), an eerie chorus of bells sounds from this temple and echoes from the shrine in the northern keep.
· The Black Adder Tavern. “What’s yer poison?” Not necessarily a literal question in the black adder, it’s still a touch close to home. The liquor is more potent than flavorful, and the clientele is equally suspicious and scheming. It’s not uncommon to find bald and swarthy males (human, half-orc, and hobgoblin) sitting at tables next to passed-out females (especially red-heads; they seem to have a thing for Suel traders). The gnoll barkeep laughs like a hyena whenever something strikes his prurient fancy, and he’s not above a good bit of bribery.
Gnoll barkeep: Gnoll Expert 4; Bluff +5, Listen +8, Sense Motive +10, Spot +8

· The Fallen Paladin. This inn is the cheerier of the two in town. It features a first story of stone with a wooden second story added on later. Most of the original stone work is dwarven, though any knowledgeable PCs (stonecunning, architecture and engineering, etc.) can identify that, in places, the stone was reshaped by magic. This inn is the favored haunt of the wealthier merchants and slavers, and many Iuzian wizards favor its common room and bar over the Black Adder. It is perhaps the quietest place in Law’s Forge, and PCs who spend much time here will certainly gain the impression that they are constantly being watched (as is everyone in the Fallen Paladin—by everyone else). The wizards who visit the Fallen Paladin aren’t above using their spells to make lucrative business deals with the more weak-willed merchants in the commons area, and many of the cannier merchants offer certain of their items only to contacts they meet in the inn.
· Iniva’s Pleasure Palace. This inn and brothel is run by Iniva, a succubus. An unassuming building of black-painted wood, adorned with multiple grinning skulls on its outer walls, its interior is entirely appointed with red and black, leather and silk, lush curtains, deep mahogany flooring on the entry floor and deep blood-colored carpeting on the upper and lower floors. This is one of the few inns to feature a fully-functional “pleasure dungeon” in its lower floors, and the young boys and women offering drinks and sitting on the laps of Iniva’s patrons form an exotic blend of most human subraces (heavily favoring Oeridian and Suel above Backlunish, Flan and Touv) and elf, half-elf and halfling. PCs who succeed at a DC 25 Sense Motive check realize that about half of Iniva’s workforce are magically dominated; of course, this means they also realize that about half are not. The dominated individuals were formerly residents of Law’s Forge or passing merchants who caught Iniva’s fancy. She hasn’t any official clout in the city, but because she personally services a number of the ranking officials, they tend to look the other way when she acquires help in a way that doesn’t directly conflict with their designs. At any point in time, the PCs may find a wealthy combination of merchants, wizards, clerics and ranking officers lounging in Iniva’s inn.
· Morton’s Magicks. Morton is a wizard who spent a good deal of time adventuring and campaigning against evil until after requiring one too many raise dead spells, he gave into his craven lust for wealth at little personal risk. He opened up his store in Law’s Forge after selling goods to Iuzians as a wandering merchant for several years and earning a reputation as a fair businessman. Morton specializes in rare, evil magical items and in both mundane and exotic spell components. The wizards of Law’s Forge seldom meet with merchants to purchase goods but place their orders with Morton; as a result, he knows most of the wizards in Law’s Forge by name and face and can often speculate about their magical experiments (based on the components they request). This doesn’t mean that he’s prone to give out information as discretion is one of his key sale-points, requiring extreme bribery or manipulation to get him to share what he knows of the other wizards (e.g. bribe of 3,000+ gp, Diplomacy check [DC 50], or charm person and a Bluff check, etc.).
Morton the Bold: Human Wizard 9; Craft (alchemy) +10, Knowledge (arcana) +17, Knowledge (local: Iuz’s Border States) +17, Sense Motive +4, Spot +6, Spellcraft +19.

· Mortuary. The mortuary is tended by a small group of clerics all capable of casting animate dead and create undead. (This effectively places them in the second tier of Iuzian clerics, below those who run the temple and concern themselves directly with military strategy.) Most dead bodies are heaped in pits outside the city walls and burnt, but those the clerics fancy turning into undead are brought into the mortuary and preserved until such a time as either the military command, church, wizards or some other paying customer requests an undead (or several). The clerics keep the schedule of requests posted on a wall inside the spell room, which is separated from the entry way and office by a simple, magically-trapped oak door. The schedule of requests names many of the higher-ranking officials in Law’s Forge, but not all of them, nor does it specify their talents.
· Stables. The orc owner of the stables is currently hiring cleaning help—up to 2 workers. The stables are filthy and smell ripe with dung and rot. Most of the 3 dozen animals stabled in the large building are standard warhorses, though there are 2 skeletal horses, 1 zombie dire wolf, and—aside from the other beasts, in a magisterial stall of its own—a sleek and powerful nightmare, the blackguard mount of General Arbas. Its military saddle features his initials: XXA, and a Knowledge (local) or Knowledge (nobility) check (DC 20) recognizes the initials are his. Adjacent to the stall with Arbas’ steed, another large and clean stall lies empty; this is the stall that typically houses General At-ur Rehmat’s mount. 
The keeps are divided by function:


In addition to its more mundane rooms, the southern keep houses the forges, the entrance to the mines, the slave pens, Archmage Kryzamine’s laboratories, her summoning room and her bed chambers. General At-Ur Rehmat’s chambers are at the apex of the southern tower, but they are currently empty (apart from numerous magical traps and undead guardians). 


The northern keep’s more extraordinary rooms feature General Arbas’ chambers, High Priest Koth’s chambers and his shrine to Iuz (which doubles as a focus for the magical energies powering the wards in both towers), the barracks for high-ranking blackguards and other military officers, General Arbas’ war room, and the oracle’s prison.

Both towers are dimly lit by flickering torches whose orange-ish light plays against a dimmer green glow that indicates (with a successful Spellcraft [DC 23] check) the presense of a dimensional lock.


The entrance to each keep has been modified by the Iuzians to look like a giant, gaping skeletal mouth with large, bloodied fangs readied to bite into anyone who dares enter.
4: Low APL – Dirty Deeds Done Dirt Cheap
Once they make their way inside the city walls, the PCs may begin to gather the intelligence requested by Lord Bladehone.

Again, the PCs need to learn:

1. The size of the Iuzian army at Law’s Forge.

2. The composition of the army.

3. The names of the commanders (General At-Ur Rehmat, General Arbas, Archmage Kryzamine, High Priest Koth).

4. The commanders’ particular talents (i.e. classes—and, in a vague sense, their level).

5. The keeps’ magical defenses.

6. Any troop movements.

7. Any rivalries and/or weaknesses within the Iuzian ranks that the Standing Army can exploit.


To “succeed” at their mission, the PCs need to learn all 7 pieces of information.

The PCs may gauge the size and composition of the army simply by spending a good deal of time observing it (roughly 1 day)—both inside and outside of the city walls.

Gather Information

PCs may gain much of their intelligence by simply speaking to the right people, offering the right bribes, and following the right cues.


Gathering Information functions a bit differently in Iuzian-controlled Law’s Forge than it might in other places where the PCs have hunted for info. First, the Iuzians are highly susceptible to bribes, especially the poorer ones. The PCs may gain a +1 circumstance bonus for each 10 gp they spend in bribes outside the city walls, 20 gp they spend inside the city walls, or 50 gp they spend inside the keeps. Second, the Iuzians act nonchalantly around people who carry themselves with authority and confidence but grow more suspicious around those who seem lost, confused or weak. PCs may not simply ask, “Who’s in charge of Law’s Forge?” as the question would, undoubtedly, signal to everyone in earshot that they don’t belong. Rather, they need to sneak their questions into the course of conversation (e.g. “Yeah, I haven’t done much trading here since what’s-his-face took command…” “You mean Arbas?” “Yeah, Arbas…”). PCs who ask their questions clumsily receive anywhere from a -2 to a -10 circumstance penalty, at the DM’s discretion, while those who slip their questions seamlessly into conversation receive a circumstance bonus ranging anywhere from +1 to +5. Finally, all the individuals with true power in the city spend the majority of their time in the keeps, while those who reside outside the city walls know nearly nothing by comparison. The DC cap for information the PCs can gather outside the walls is 20. Inside the city walls but outside the keeps, the cap is 30. Inside the keeps, there is no cap to the Gather Information check the PCs can make, though PCs likely need to succeed at Bluff checks as they ask their questions in order to avoid appearing overly suspicious.
Gather Information
	DC
	Result

	10
	Various orc and hobgoblin camps have gotten into skirmishes over the past couple months.

	15
	No one is really certain when General At-Ur Rehmat is due back to Law’s Forge. The rumor is that he’s working on some really powerful weapon.

	17
	General Arbas is in command of Law’s Forge while Rehmat is away. Arbas is a blackguard who once commanded Southkeep in the Shield Lands.

	20
	The orcs and hobgoblins who form much of the Iuzian rank-and-file army have come to blows several times in the past couple months as the orcs feel they haven’t been shown due respect (and pay) from the hobgoblins who command them. The hobgoblins claim the orcs are just being whiny and scarcely deserve the pay they already get.

	25
	General Arbas has put in his request to Dorakaa for the reinforcements of several hundred demons. 

	27
	Some say they expect Iuz to send a marilith to advise Arbas.

	30
	They say that High Priest Koth’s devotion has earned him several Wishes from Iuz. Since he appointed Master Worl in charge of training the acolytes, it seems that aspiring priests have more quickly gained the blessings of Iuz.

	35
	It’s been hard to buy elf slaves since Archmage Kryzamine started her experiment. Several blackguards fear it won’t be long before the Archmage forces Iniva to hand over her elf and half-elf whores.

	40
	No one is truly certain where Kaquizel’s loyalties lie. Rumors suggest he was once rescued by a number of adventurers, but a number of high-ranking Iuzians claim that he’s been trying to earn Null’s favor by bringing the Archmage the bodies of notable heroes. While he’s visited Law’s Forge several times in the past month, no one knows why, and no one dares enter his chamber.


PCs may also use various other social skills, at the DM’s discretion, to learn the same information.

Stealing Stuff and Sneaking About
It will prove far more difficult for parties to learn all the necessary information by stealing papers and/or sneaking about, but there are some possible methods by which PCs may succeed; most of them are indirect.


Rather than follow the most powerful Iuzians, for example, and try to swipe papers from General Arbas’ war room, the PCs are likely to have more success shadowing lower-ranking figures and gleaning bits of information from them. DMs are encouraged to reward sneaky PCs—who come up with feasible plans for stealth—with pieces of information they overhear that they might have otherwise learned with a Gather Information check. DMs are also encouraged to dole this information out bit by bit, not all at once, and to allow the PCs to sneak after new targets once they’ve heard their names dropped in conversation by lower-ranked individuals.


Additionally, PCs may have success infiltrating the mortuary and acquiring the list of Iuzians requesting undead or infiltrating Morton’s Magicks and stealing his ledgers. Such thefts allow PCs chances to patch together various pieces of information from feats more plausible than the entry of an Archmage’s personal chambers.


PCs exploring the southern keep may be able to see the forges, where a handful of fire giants and numerous hobgoblins oversee the labor of dwarves, gnomes, humans and their goblin understudies. Some PCs may even be able to sneak into the mines and explore them, finding several points at which the excavation was stopped because it began to compromise the keep’s security—as the mine shafts came perilously close to the outer edges of the bluffs outside the keep. Other PCs may manage to buy 1 or more slaves; the healthy workers aren’t available for sale, but the Iuzians try to sell the old and infirm, leaving them for auction for a period of time before they kill them. Freed slaves may provide the PCs with some information, though they’ve obviously been kept in the dark in regards most matters: slaves know that General At-Ur Rehmat is in charge and that he recently commissioned a great adamantine blade which the master smithy himself had to forge from the last of the adamantine the Iuzians had found in the formerly secret stash; General Rehmat then planned to get the blade enchanted and hasn’t been in the forges since.

The Oracle

At some point, the PCs should either see or hear of “the oracle.” Her chamber is located on the 7th of 10 floors in the northern keep. The chamber is guarded by a pair of fire giants, trapped, warded and otherwise off-limits to all but the high-ranking Iuzians who visit the oracle and scribe her quotations.


The oracle is a shriveled, white-haired woman, dressed in a simple white gown, who appears to be in her late 60s or early 70s. She is bound to her bed by a shackle around her left ankle. Within her range of movement, she has a desk and a privy. Despite her imprisonment, she seems blissfully (and psychotically) unaware of her surroundings most of the time, muttering phrases or “prophecies” that one or more Iuzians—who are usually in the room with her—scribe on the walls of the massive chamber (the oracle’s section of the chamber is but a small fraction of the whole). She mutters in a multitude of languages, seeming quite insane the majority of the time, though she sometimes exhibits an ability to focus almost-supernaturally upon one person or event.


Her chamber has no windows leading to the outside. The room was originally designed as a ballroom and features a tremendous chandelier in the center, hanging from the ceiling which is 30 feet off the ground. A balcony entirely circles the room, 20 feet off the ground. The balcony’s railings are made of marble and rise another 3 feet from the balcony. There are 4 entrances to the room, though 3 are locked at all times and lead to guard chambers and to the quarters of the High Priest, Koth. The fourth entrance opens onto the keep’s main stairwell at a 10-ft.-by-10-ft. landing. From the landing, a short 10-by-10 ft. corridor opens into the room. Two fire giants stand guard inside the room, just past the corridor, to ensure that no one enters. The room is 40 ft. wide by 80 ft. long, and the walls are almost entirely covered in scrawled marks in various languages. At almost all times, one or two robed Iuzians stand or sit in the room, ready to chalk the oracle’s remarks onto the walls.
Creatures:

ALL APLs (EL 12)

Fire Giant (2): hp 142 each; see Monster Manual pg. 121.

If the PCs try to free the oracle, refer below to “Encounter 4: High APL – We’re Here to Rescue You.”

And Some Useful Plot Hooks…

In order to keep parties from getting stuck or floundering about while clueless, the DM can provide one or more of several various “hooks”:

· The Iuzian worship bells chime, and a line of chanting, sackcloth-robed acolytes marches from the temple to the northern keep, which it enters for over an hour. After roughly an hour passes, the bells again sound their eerie chorus, and the procession marches back to the temple. This happens daily. (PCs who “infiltrate” this procession may follow it to the northern keep’s shrine, where the acolytes make blood sacrifices to bolster the city’s magical defenses—as per the Cooperative Spell feat, focused on the shrine’s altar. As the acolytes spill their blood onto the altar, the Iuzian high priest strides into the room to cast unhallow, dimension lock, descrate and protection from good. PCs in attendance may make the appropriate Spellcraft checks to recognize the spells as they’re cast. This procession also takes the PCs past the oracle’s chamber.)

· As the PCs find themselves turned away from the northern keep (for lack of a suitable purpose to merit entry), they hear the footsteps and conversation of a procession headed down the hallway toward the exit. The procession features an Iuzian mage discussing her disappointment with the results of her latest experiments; she claims, however, that she has developed a new mixture of components and incantations she hopes will prove more successful, but she needs more elves to test them. Following the mage is a bald and goateed man in full plate armor with a large and prominent holy symbol of Iuz, a pair of orcs in full plate with their helms lowered to their tusks, and several undead, including a vampire fighter. (The woman, Kryzamine, is the highest-ranking wizard currently in Law’s Forge, and once she takes her leave of the others at the northern keep’s gates, she flies [via overland flight] directly to the southern keep.)
· Several days into the PCs’ reconnaissance, a party of Hunter Killers escorts three captured adventurers into the city. One is sent to the dungeon to serve as a slave; the others are brought to the northern keep to be interrogated by General Arbas. Shortly after the imprisoned adventurers are brought to the northern keep, PCs outside the keep may notice the Iuzian mage, Kryzamine, flying from a window on the southern keep’s top floors to a window on the northern keep’s top floors.
· A pair of well-armored soldiers (perhaps blackguards) within the city walls grumble that they’re going to be demoted for no good reason when the demons arrive. One blames General At-Ur Rehmat’s decision to reinforce the city with demons on the faulty advice he’s been given by “that wizard that calls himself Kaquizel.” The other notes that only rumors support that anyone named Kaquizel has been to Law’s Forge at all.
A host of enchantment or divination spells may prove exceedingly useful in this mission—everything from charm person to dominate person to detect magic to prying eyes. DMs are encouraged to reward spellcasters for appropriate uses of their spells; however, they should keep in mind the attention the PCs may draw to themselves via the casting of the spells or the spells’ visual effects (e.g. prying eyes creates material eyes that can be spotted; arcane sight makes a caster’s eyes glow blue).
5: Low APL – Time to Make Like a Tree
When the PCs finish their reconnaissance and head back either to meet with Rusty or to begin their journey back to reclaimed territories, they’ll encounter a group of Iuzian thugs who seem to be waiting for them.

If the PCs traveled with Rusty, the thugs wait for the PCs at Rusty’s camp. A steep hillside rings 3 sides of a 40-ft. diameter clearing, with a cave entering the hillside on one end, opposite a 10-ft. wide trail between gentle hills and forest that winds down toward the encampments around Law’s Forge.

If the PCs traveled to Law’s Forge on their own, the DM should describe a terrain better suited to the PCs’ advantage—one that allows them a better opportunity to sneak into position to set up an ambush.
Creatures:
APL 4 (EL 7)

Bugbear Warrior (2): hp 52 each; see Appendix 1.
Gnoll Warrior: hp 57; see Appendix 1.

APL 6 (EL 9)

Bugbear Warrior (2): hp 52 each; see Appendix 1.

Gnoll Warrior: hp 57; see Appendix 1.

Hill Giant: hp 102; see Monster Manual pg. 123.
APL 8 (EL 11)

Bugbear Rager (2): hp 78 each; see Appendix 1.

Gnoll Fighter: hp 77; see Appendix 1.

Hill Giant Barbarian: hp 168; see Appendix 1.
Tactics:
The DM should make certain to determine whether there is any surprise round and the distance at which combat begins based off of opposed Hide/Spot and Move Silently/Listen checks. The Iuzians aren’t hiding, so it’s a DC 0 Spot check to notice them. The hilly and forested terrain doubles the distance penalties to Spot and Listen checks (i.e. -2 to Spot and Listen for each 10 ft.).

Once they become aware of their opponents, the bugbears and gnolls will move to engage, throwing their ranged weapons as they close any gap. At APL 6, the hill giant will throw a rock and move to engage. At APL 8, the hill giant barbarian prefers to throw rocks that he grabs out of his bag of holding, trying to get a full attack each round.


The bugbears and hill giant barbarian use their Mad Foam Rager ability to shake off the first debilitating effect (such as calm emotions, fear, glitterdust or slow) for a round. The DM can describe the ragers shaking their heads and blinking their eyes quickly before roaring with a renewed fury.
Development:

If the PCs traveled with Rusty, they’ll notice that he’s not in the camp. A Search or Survival check (DC 10) locates a number of footprints and signs of a struggle and a dragged body. PCs with the appropriate knowledge skills can identify the footprints from the Hunter Killers in Encounter 6 (except for the bugbear druid, if present, as he both rides his dire wolf and can pass without a trace). A Survival check (DC 10) allows the PCs to follow after Rusty. They do not need to rescue him and may be safer to leave him to die, but Rusty’s capture compromises their mission. PCs who leave Rusty will not get the “Success!” favor on their ARs, though they do not get the “Failure” favor unless they failed to learn all the necessary information.


If the PCs traveled to Law’s Forge without Rusty, the DM should give them 4 rounds to heal and recover as the Iuzian Hunter Killers move into position to ambush the PCs. Again, in this case, the DM should determine starting distance based on opposed Hide/Spot and Move Silently/Listen checks. The PCs will be unable to get a surprise round as they are clearly visible (Spot, DC 0), though if they notice the Iuzians before they come within 40 ft., the Hunter Killers will also be denied any possible surprise round.
6: Low APL - Hunter Killers
In this encounter, the PCs fight one or more Hunter Killers. See the “Development” section of Encounter 5 to determine how this encounter begins.

If the PCs track the Hunter Killers to rescue Rusty, allow them Hide and Move Silently checks, and make opposed Spot and Listen checks for the Hunter Killers. In this event, the Hunter Killers drag Rusty down the hilly path toward the encampments surrounding Law’s Forge but stop in a small clearing overlooking the neighboring land in order to torture the Greycloak and cut off his sword hand (his right hand). 


If the PCs are unable to Track Rusty, allow them Listen checks to hear him scream. Tell whichever PC had the highest Listen check that he or she heard a human-sounding cry of pain.
Creatures:

APL 4 (EL 7)

Enderis the Grey: hp 55; see Appendix 2.
APL 6 (EL 9)

Enderis the Grey: hp 55; see Appendix 2.

Fezzik: hp 74; see Appendix 2.
Helga: hp 64; see Appendix 2.

APL 8 (EL 11)

Enderis the Grey: hp 55; see Appendix 1.

Fezzik: hp 74; see Appendix 2.

Helga: hp 64; see Appendix 2.

Grunk: hp 108; see Appendix 2.
Pooch: hp 90; see Appendix 2.

Tactics:
Each of the Hunter Killers attacks according to his or her own strength, but if one PC proves particularly deadly or vulnerable, the Hunter Killers will try to coordinate their attacks to eliminate that PC. Typically, they try to eliminate opponent spellcasters as quickly as possible.
Development:
After the party defeats the Hunter Killers, they are free to return to Critwall.
4: High APL – We’ve Come to Rescue You
The high-level PCs have been sent to rescue the oracle and to learn as much as they can from the various “prophecies” scrawled all over the walls of her chamber. 
The Oracle’s Chamber

The oracle’s chamber is located on the 7th of 10 floors in the northern keep. The chamber is guarded by a pair of fire giants, trapped, warded and otherwise off-limits to all but the high-ranking Iuzians who visit the oracle and scribe her quotations.


The oracle is a shriveled, white-haired woman, dressed in a simple white gown, who appears to be in her late 60s or early 70s. She is bound to her bed by a shackle around her left ankle. Within her range of movement, she has a desk and a privy. Despite her imprisonment, she seems blissfully (and psychotically) unaware of her surroundings most of the time, muttering phrases or “prophecies” that one or more Iuzians—who are usually in the room with her—scribe on the walls of the massive chamber (the oracle’s section of the chamber is but a small fraction of the whole). She mutters in a multitude of languages, seeming quite insane the majority of the time, though she sometimes exhibits an ability to focus almost-supernaturally upon one person or event.


Her chamber has no windows leading to the outside. The room was originally designed as a ballroom and features a tremendous chandelier in the center, hanging from the ceiling which is 30 feet off the ground. A balcony entirely circles the room, 20 feet off the ground. The balcony’s railings are made of marble and rise another 3 feet from the balcony. 

There are 4 entrances to the room, though 3 are locked at all times and lead to guard chambers and to the quarters of the High Priest, Koth. The fourth entrance opens onto the keep’s main stairwell at a 10-ft.-by-10-ft. landing. From the landing, a short corridor (10-ft. tall by 10-ft. wide by 15-ft. long) opens into the room. The entire room is warded by a forbiddance, beginning immediately inside of the corridor, and the corridor is shrouded in antimagic and trapped.
Traps:

APL  10 (EL 10)

Fusillade of Deathblade Poison Darts: CR 9; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (deathblade poison, DC 20 Fortitude save resists, 1d6 Con/ 2d6 Con); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Fusillade of Drow Sleep Poison Darts: CR 8; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (drow sleep poison, DC 13 Fortitude save resists, unconsciousness/ no secondary effect); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Portcullis Trap: CR --; mechanical; location trigger; manual reset; Search DC 25; Disable Device DC 25. Portcullis blocks passageway; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Forbiddance (Caster level 20th): Chaotic Evil passes unharmed; password: “Iggwilv.” Will save (DC 19) for half. See Player’s Handbook pg. 232 for spell description.
APL  12 (EL 12)

Fusillade of Deathblade Poison Darts: CR 9; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (deathblade poison, DC 20 Fortitude save resists, 1d6 Con/ 2d6 Con); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Fusillade of Drow Sleep Poison Darts: CR 8; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (drow sleep poison, DC 13 Fortitude save resists, unconsciousness/ no secondary effect); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Portcullis Trap: CR --; mechanical; location trigger; manual reset; Search DC 25; Disable Device DC 25. Portcullis blocks passageway; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Forbiddance (Caster level 20th): Chaotic Evil passes unharmed; password: “Iggwilv.” Will save (DC 19) for half. See Player’s Handbook pg. 232 for spell description.
APL  14 (EL 14)

Fusillade of Wyvern Poison Darts: CR 11; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (wyvern poison, DC 24 Fortitude save resists, 2d6 Con/ 2d6 Con); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Fusillade of Purple Worm Poison Darts: CR 10; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (purple worm poison, DC 13 Fortitude save resists, 1d6 Str/ 2d6 Str); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Portcullis Trap: CR --; mechanical; location trigger; manual reset; Search DC 25; Disable Device DC 25. Portcullis blocks passageway; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Forbiddance (Caster level 20th): Chaotic Evil passes unharmed; password: “Iggwilv.” Will save (DC 19) for half. See Player’s Handbook pg. 232 for spell description.
APL  16 (EL 16)

Fusillade of Wyvern Poison Darts: CR 11; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (wyvern poison, DC 24 Fortitude save resists, 2d6 Con/ 2d6 Con); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Fusillade of Dragon Bile Poison Darts: CR 11; mechanical; location trigger; manual reset; Atk +18 ranged (1d4+1 plus poison, dart); poison (dragon bile poison, DC 13 Fortitude save resists, 3d6 Str/ 0); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 25; Disable Device DC 25; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Portcullis Trap: CR 1; mechanical; location trigger; manual reset; Search DC 25; Disable Device DC 25. Portcullis blocks passageway; Hidden Lock bypass (Search DC 30, Open Lock DC 30).
Forbiddance (Caster level 20th): Chaotic Evil passes unharmed; password: “Iggwilv.” Will save (DC 19) for half. See Player’s Handbook pg. 232 for spell description.

Tactics:

At APLs 10 to 14, a given PC will be targeted by only one fusillade of poisoned darts. The DM rolls a percentile chance to randomly determine which fusillade targets the PC.


At APL 10: 1-50% deathblade; 51-100% drow sleep.


At APL 12: 1-75% deathblade; 76-100% drow sleep.


At APL 14: 1-60% wyvern; 61-100% purple worm.

At APL 16, PCs who trigger the traps are targeted by both fusillades of darts.

REMEMBER! These fusillades of poisoned darts fire into squares shrouded in antimagic, meaning that PCs gain no immunity to poison from heroes’ feast nor any magical bonuses to their saving throws.


The darts fire and the portcullis falls when the first PC steps to the end of the tunnel. The fusillades’ fire covers the 10-square-ft. at the end of the corridor closest to the chamber. The portcullis falls just inside the end of the corridor directly before the stairway and landing. (The portcullis remains shrouded in antimagic.)


If the portcullis falls, it reverberates loudly with the clang of metal on stone. This will sound a general alarm.
Inside the Oracle’s Chamber


Two fire giants stand guard inside the room, just past the corridor, to ensure that no one enters. The room is 40 ft. wide by 80 ft. long, and the walls are almost entirely covered in scrawled marks in various languages. At almost all times, one or two robed Iuzians stand or sit in the room, ready to chalk the oracle’s remarks onto the walls.
Creatures:

ALL APLs (EL 12)

Fire Giant (2): hp 142 each; see Monster Manual pg. 121.

Robed Iuzian (1 or 2): treat as 5th-level Wizard(s); see DMG pg. 125.
Tactics:

Though it’s likely the PCs will fight these Iuzians, it’s not absolutely necessary. A Spot check (DC 25) allows a PC to notice that each of the Iuzians in the oracle’s chamber has a key hanging from his (or her) neck. (Each is a copy of the key needed to open each of the Hidden Lock bypass switches in the corridor.) While the protection from good effect of the keep safeguards the Iuzians against magical charm, domination and possession, the guards may be drawn away from their posts by diversion or Bluff checks—at the DM’s discretion.

However, should the PCs enter combat, the fire giants will first attempt to sound an alarm, striking a gong along the wall by the corridor (and thus out of the line of sight to PCs in the stairwell or corridor).


Any robed figure in the room will attempt to flee and sound a general alarm.


If none of the Iuzians sound an alarm, the oracle will begin to raise her voice as the PCs approach her (presumably to free her) until she shouts and shrieks, alerting the Iuzians.

Development:

The PCs have 3 rounds from when the general alarm first sounds until the next encounter begins. They may use this time however they wish—healing themselves, casting spells, freeing the oracle, and/or studying the walls. PCs who spend full-round actions studying the walls may count these rounds toward their efforts in Encounter 5 (see below).
5: High APL – Welcome to the Thunderdome!
This encounter pits the PCs’ desire to free the oracle and escape the keep (and Law’s Forge) against their desire to learn as much of the prophecies on the walls as they can (and wage pointless combat against ever-strengthening masses of Iuzians).

As mentioned above, the PCs have 3 rounds from when the general alarm first sounds until the first wave of defenders arrives.

If the PCs were already in initiative when the alarm sounds (such as if they were fighting the fire giants), keep them in initiative. If they were not previously in initiative, have them roll initiative as soon as the alarm sounds.

Freeing the Oracle

The oracle is bound by magically-reinforced chains and shackles to her bed. The bed is bolted into the floor.


Typically, the PCs have 3 options to free the oracle:


They can hack apart the chains (hardness 30, 80 hit points).


They can pick the lock: Open Lock (DC 35).


Or they can lift or destroy the bed to free the other end of the shackles. The bed frame has hardness 8 and hit points 20. The bed post to which the oracle is bound is bolted into the floor twice, and each bolt requires a full-round action to loosen with thieves’ tools.

Studying the Prophecies

Each round, as a full-round action, a PC may study the multitudinous scrawl sprawling across the walls of the chamber. At the end of each round spent studying the prophecies, the PC may attempt an Intelligence check to make sense of the information.

PCs with 10 ranks in Knowledge (religion) get a +2 synergy bonus to their Intelligence checks.


PCs with 5 ranks in Decipher Script get a +2 synergy bonus to their Intelligence checks.


PCs receive a cumulative +2 bonus to their Intelligence checks for each round they’ve spent studying the prophecies (e.g. a PC who has spent 1 round studying the prophecies attempts an Intelligence check with a +2 bonus; a PC who has spent 5 rounds studying the prophecies attempts an Intelligence check with a +10 bonus; etc.).
	DC
	The Prophecies Revealed

	15
	Various names for both Heironeous and Hextor recur throughout the prophecies. Much is made of their relationship as siblings.

	20
	The prophecies seem to reflect the will of the one who is mother to both Heironeous and Hextor.

	25
	The mother is displeased with her sons.

	28
	Her sons are too extreme. Heironeous defies the balance for good, and Hextor defies the balance for evil.

	30
	The mother is mad that her sons are at war.

	32
	The mother is clearly trying to do something that is weakening both sons. It is unclear what she is doing.

	35
	The mother’s tampering make interfere with her sons’ abilities to see the fullness of the truth. Communes, divinations, and other means of consult may mislead the sons’ followers.

	40
	Other notes and calculations clearly indicate the Iuzians are concerned with the possibility that the mother’s tampering may allow Iuz’s actions to go undetected. It appears the oracle was captured so the Iuzians could better study and comprehend the nature of this new “weakness” in Heironeous and Hextor.


At the end of the encounter, the DM should note the highest Intelligence check made by a member of the party and record that number on each player’s AR.
The Oracle’s Mutterings

As the encounter continues, the DM is encouraged to have the oracle mutter prophecies in various languages. Typically, she’ll act as though drugged and unaware of her surroundings, but at times she may become almost preternaturally focused, especially if confronted by a particularly lawful-good action taken by a follower of Heironeous: “Your master has gone too far!” Her rants should fall in the same general vein as the information from the above chart, though the DM should take pains not to reveal the prophecies before the PCs earn the information with their Intelligence checks.

Some appropriate mutterings may include: “Lay down your swords and flails,” “Do you not see that you share the deepest bonds?,” “There will come a time of correction—to bring back that which has gone astray,” “Do you find this behavior befitting of a god?,” and “Aha! Into the secret place with that one!” Etc.
Creatures:

The creatures for this encounter come in waves. The list below indicates the EL of the waves that show up for each APL, and the composition of the waves—by EL—is indicated further down. 
APL 10

1st Wave (EL 11)

2nd Wave (EL 12)

3rd Wave (EL 15)

4th Wave (EL 18)

5th Wave (EL 21)

6th Wave (EL 22)
7th Wave Endgame

APL 12

1st Wave (EL 12)

2nd Wave (EL 15)

3rd Wave (EL 18)

4th Wave (EL 21)

5th Wave (EL 22)

6th Wave Endgame

APL 14

1st Wave (EL 12) and (EL 11)

2nd Wave (EL 15)

3rd Wave (EL 18)

4th Wave (EL 21)

5th Wave (EL 22)

6th Wave Endgame

APL 16

1st Wave (EL 15) and (EL 11)

2nd Wave (EL 18) and (EL 12)

3rd Wave (EL 21)

4th Wave (EL 22) and (EL 11)

5th Wave Endgame

Waves by EL:

EL 11
Bugbear Rager (2): hp 78 each; see Appendix 3.

Goblin Warmage (3): hp 55 each; see Appendix 3.

EL 12
Fire Giant: hp 142; see Monster Manual pg. 121.
Goblin Warmage (3): hp 55 each; see Appendix 3.

EL 15
Blackguard: hp 93; see Appendix 3.
Hobgoblin Archer (2): hp 108 each; see Appendix 3.
EL 18

Iuzian War-wizard (2): hp 97 each; see Appendix 3.

Iuzian Battle Cleric: hp 112; see Appendix 3.

Blackguard: hp 104; see Appendix 3.

Hobgoblin Archer (2): hp 119 each; see Appendix 3.
EL 21

Archmage Kryzamine: hp 189; see Appendix 3.

High Priest Koth: hp 173; see Appendix 3.

EL 22

Kaquizel the Snake: hp 132; see Appendix 3.

Qara’Leshra: hp 337; see Appendix 3.

Endgame: See Tactics.

Tactics:
On the third round from the sounding of the general alarm, allow each PC to make a Listen check (DC 25) to hear the sound of multiple footsteps quickly approaching the oracle’s chamber. PCs who make their Listen checks are not surprised (despite the fact that the PCs have remained in initiative order for the past 3 rounds, they may still be surprised for the first round of the Iuzians’ actions).

Roll initiative for the Iuzians, and have them each enter the oracle’s chamber (move action) and take a standard action on their respective turns.

A new wave of defenders arrives every other round after the 4th, so that after the first wave of defenders arrives on round 4, the second arrives on round 6, the third on round 8, the fourth and round 10 and so forth. Eventually, the PCs must retreat, or the entire army at Law’s Forge will war against them!


At all APLs, and through all waves, the Iuzians avoid doing lethal damage to the oracle. They hope to keep her alive.


Tactics by EL:


EL 11 – The bugbear ragers rush up the stairwell to the main corridor to prevent the PCs from escaping; they position themselves at the outer edge of the antimagic field in the corridor, hoping to block and attack PCs caught in the antimagic. The goblin warmages enter the oracle’s chamber from a 2nd-story door, opposite the main corridor, then fan out around the balcony before attacking.


EL 12 – The fire giant opens the locked floor-level door in the oracle’s chamber and 5-steps in the room to throw a rock at the nearest PC. The goblin warmages enter the oracle’s chamber from a 2nd-story door, opposite the main corridor, then fan out around the balcony before attacking. (At APL 12 only, the fire giant approaches from the stairwell and positions himself at the outer edge of the antimagic field in the corridor, hoping to block and attack PCs caught in the antimagic.)

EL 15 - The blackguard enters through the locked floor-level door in the oracle’s chamber. The hobgoblin archers enter the oracle’s chamber from a 2nd-story door, opposite the main corridor, then fan out around the balcony before attacking.


EL 18 - The blackguard enters through the locked floor-level door in the oracle’s chamber. The Iuzian War-wizard, Iuzian Battle Cleric, and hobgoblin archers enter the oracle’s chamber from a 2nd-story door, opposite the main corridor, then fan out around the balcony before attacking.


EL 21 – An ominous “click” sounds, and the remaining 2nd-story door opens. Archmage Kryzamine and High Priest Koth both stride onto the balcony. Their goals are to limit the PCs’ abilities to assist each other, preferably by turning them against each other.

EL 22 – Kaquizel walks down the stairway until he can see either a PC or the oracle. His goal is to render the oracle unconscious, have a minion haul her out of the room, and teleport her to Dorakaa. Qara’Leshra aids him to this end; otherwise, she focuses on melee. Meevil the Evil begins the combat as a rat in Kaquizel’s familiar pocket, buffed by all minute-per-level or longer duration spells listed in his power-up suite. On his first action, Kaquizel will cast a high-level spell – typically chain dispel – to begin controlling the battle, then will immediately cast celerity when his action ends, using his free standard action to cast a Sudden Extended time stop. During the time stop, he casts all round-per-level spells listed on Meevil the Evil’s power-up suite, then secures himself from PC retaliation (during his dazed round) by using such battlefield control spells as acid fog, quickened Evard’s black tentacles, wall of ice and so forth. If he has any remaining actions on his time stop, he further manipulates the battlefield (with mind fog, lingering flames, etc.) and/or buffs himself (bladweave, dragon breath, etc.). He expects Qara’Leshra to render the Oracle unconscious so that he can teleport her as an “object” to Dorakaa. 

Endgame – General Arbas arrives with literally hundreds of reinforcements—demons (primarily babau, glabrezu, and vrocks), wizards, clerics, and melee fighters. The PCs must convince the DM they have a plan for escape, or they are considered killed and/or captured. Their items are all confiscated by the Iuzians, and their characters are unrecoverable unless they pay for resurrection spells.
Development:

To succeed at their mission, PCs need to: 1) free the oracle, 2) succeed at an Intelligence check (DC 20) to decode the prophecies, and 3) escape before they are killed or captured. The PCs do not need to achieve any Intelligence check higher than DC 20 in order to succeed, though the DM is encouraged to find a way to make such efforts seem momentous and heroic; the undeciphered prophecies should always greatly outnumber those the PCs have uncoded, and the DM is encouraged to string along PCs who are genuinely interested in making sense of them. (E.g. “After another round of study, you see new patterns starting to reveal themselves. They don’t make sense to your conscious mind, but you’re certain you recognize powerful forms of meaning lying beneath the surface language.”)

Once the PCs escape from the keep, they have 2 word of recall tokens from Lord Lavan. They may either use the tokens to return to Critwall or their own means; either way, they may return without incident.
Escape

Once the PCs free the oracle and decide they have studied the prophecies long enough, they need to get outside the walls of the keep in order to make use of the word of recall tokens or to use their own spells (or abilities) to retreat to Critwall.

High-level PCs may have many ways to extract themselves from a difficult situation, so the following list of possible methods of escape is by no means meant to be limiting. The DM is encouraged to remain aware of the obstacles to any method of PC escape (namely the dimension lock and Iuzian NPCs) but to allow the PCs to use their abilities fairly to escape.


Some possible modes of escape include:

· The PCs may force their way past the Iuzian defenders through the corridor and 60 feet down the stairwell to a set of windows they would likely have noticed on their way up the keep tower. Medium sized creatures can squeeze through the windows. Small or smaller creatures can pass through with the windows without difficulty. Large creatures need to succeed at a Escape Artist check (DC 30) in order to escape through a window.

· Some PCs may continue down the stairwell to the keep’s main gate. They will face wave after wave of Iuzian attackers if they pursue this method of escape. The PCs need to move 240 ft. for each floor they descend. Given that they start on the 7th floor, this means that they must move 1440 ft. to the main exit, fighting past hordes of Iuzians as they do so.

· Some PCs may attempt to dispel either the dimension lock or the magically-reinforced masonry. The dimension lock is at caster level 20, and the masonry is at caster level 15. If either effect is dispelled, it remains suppressed for 1 minute. This affords the PCs the ability to use dimensional travel spells and/or disintegrate (or hack) a section of the room’s wall and create an exit.
· The PCs may leave through one of the newly-opened doors, heading in the direction from which Iuzian NPCs just arrived. The PCs must travel 60 feet before they arrive in a room with several windows through which they may exit. However, these windows are smaller than those along the stairwell. Small creatures must squeeze, and medium creatures must succeed at an Escape Artist check (DC 30) in order to fit through the windows. Large creatures will not normally fit through the windows.
Conclusion

Back in Critwall, you report to Lords Bladehone and Lavan, who listen to your tales quietly and thoughtfully. When you finish, they thank you and Bladehone speaks: “We have arranged some small repayment for your efforts, and we expect that when the time comes to march on the walls of my old city you will stand ready to aid us. That day is coming.” The stalwart dwarf pauses a moment, shaking off an instant of sentimentality. “The day is coming, and even in Dorakaa they will hear our battle cries.”
Experience Point Summary

Who cares? It’s a mini-mission. Unless there’s good reason not to grant the PCs full XP, they earn the cap.


On the off-chance the PCs do not merit full XP, award them 30 XP per EL they defeated.
Treasure Summary

Award cap.
Adventure Record

Success!:  Your reconnaissance has provided the Standing Army a significant edge in its preparations to recapture Law’s Forge. In all future events taking place at Law’s Forge, you and everyone at your table receives a +1 circumstance bonus to all d20 rolls. This bonus does not stack.
Failure: Your reconnaissance has failed to provide the Standing Army the edge it needed for its preparations to recapture Law’s Forge. In all future events taking place at Law’s Forge, you and everyone at your table receives a -1 circumstance penalty to all d20 rolls. This bonus does not stack.
The Prophecies Revealed: Your party deciphered some of the Oracle’s prophecies recorded in her chamber at Law’s Forge. Have the DM mark your party’s highest Intelligence check here ________. This may have further repercussions in future adventures.

Items Found During the Adventure

None.
Appendix 1: APLs 4 and 6

1: Mooks

Bugbear Warrior
CR 4

Male bugbear Warrior 2/Barbarian 1

CE Med humanoid (goblinoid)

Init +2; Senses Listen +9, Spot +5, darkvision 60 ft., scent

Languages Common, Goblin

AC 21, touch 12, flat-footed 19


(+2 Dex, +4 armor, +2 shield, +3 natural)

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

hp 52 (6 HD)

Fort +10, Ref +5, Will +3

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

Speed 40 ft. in +1 chain shirt (6 squares), base movement 40 ft.

Masterwork morningstar +11 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5) or spiked gauntlet +10 melee (1d4+5)

Javelin +7 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +10

Atk Options Blind-fight, Power Attack

Special Actions Rage

Abilities Str 20, Dex 15, Con 16, Int 10, Wis 12, Cha 6

SQ Rage, Mad Foam Rager (1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.)

Feats Blind-fight, Mad Foam Rager, Power Attack

Skills: Climb +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +5, Spot +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus (3,300 gp) +1 chain shirt, vest of resistance +1, masterwork morningstar, masterwork heavy wooden shield

Rage (Ex): As PHB pg. 25.
Mad Foam Rager (Ex): 1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.

Power-Up Suite (Raging): 

AC 19, touch 10, flat-footed 17


(-2 rage, +2 Dex, +4 armor, +2 shield, +3 natural)

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

hp 64 (6 HD)

Fort +12, Ref +5, Will +5

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

Masterwork morningstar +13 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+7) or spiked gauntlet +12 melee (1d4+7)

Javelin +7 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+7)

Base Atk +5; Grp +12

Abilities Str 24, Dex 15, Con 20, Int 10, Wis 12, Cha 6

Physical Description: If significant.

Gnoll Warrior
CR 4

Male gnoll Warrior 2/Fighter 2

CE Med humanoid (gnoll)

Init +1; Senses Listen +3, Spot +4, darkvision 60 ft.

Languages Common, Gnoll 

AC 22, touch 15, flat-footed 21


(+1 Dex, +6 armor, +4 shield, +1 natural)

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

hp 57 (6 HD)

Fort +11, Ref +1, Will +1

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

Speed 20 ft. in +1 chain mail (6 squares), base movement 30 ft.

Masterwork battleaxe +10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+5) or spiked gauntlet +9 melee (1d4+5)

Throwing axe +5 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +9 (+13 to resist grapples)

Abilities Str 20, Dex 13, Con 16, Int 8, Wis 12, Cha 6

SQ 

Feats Improved Toughness, Shield Specialization, Shield Ward

Skills: Intimidate -1, Listen +3, Spot +4

Possessions combat gear plus (2,500 gp) +1 heavy steel shield, +1 chain mail, masterwork battle axe,

Shield Ward (Ex) Shield Ward allows a creature to apply its shield bonus to its touch AC, and in checks or rolls to resist bull rush, disarm, grapple, overrun or trip attempts against it.
Appendix 1: APL 8

1: Mooks

Bugbear Rager
CR 6

Male bugbear Warrior 2/Barbarian 3

CE Med humanoid (goblinoid)

Init +3; Senses Listen +11, Spot +5, darkvision 60 ft.

Languages Common, Goblin 

AC 23, touch 13, flat-footed 23


(+3 Dex, +5 armor, +2 shield, +3 natural)

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

hp 78 (8 HD)

Fort +11, Ref +6, Will +4

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

Speed 40 ft. in +1 chain shirt (6 squares), base movement 40 ft.

+1 morningstar +13/8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+6) or spiked gauntlet +12/7 melee (1d4+5)

Javelin +10 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12

Atk Options Blind-fight, Power Attack

Special Actions Rage, Mad Foam Rager (1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.)

Abilities Str 20, Dex 16, Con 16, Int 10, Wis 12, Cha 6

SQ Uncanny dodge

Feats Blind-fight, Mad Foam Rager, Power Attack

Skills: Climb +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Jump +9, Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +5, Spot +5

Possessions combat gear plus +1 chain shirt, vest of resistance +1, +1 morningstar, masterwork heavy wooden shield
Rage (Ex): As PHB pg. 25.
Mad Foam Rager (Ex): 1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.

Power-Up Suite (Raging):

AC 21, touch 11, flat-footed 21


(-2 rage, +3 Dex, +5 armor, +2 shield, +3 natural)

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

hp 94 (8 HD)

Fort +13, Ref +6, Will +6

+1 morningstar +15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+8) or spiked gauntlet +14/9 melee (1d4+7)

Javelin +10 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+7)

Base Atk +7; Grp +12

Abilities Str 24, Dex 16, Con 20, Int 10, Wis 12, Cha 6

Physical Description: If significant.

Gnoll Fighter
CR 6

Male gnoll Warrior 2/Fighter 4

CE Med humanoid (gnoll)

Init +2; Senses Listen +3, Spot +4, darkvision 60 ft.

Languages Common, Gnoll 

AC 24, touch 16, flat-footed 22


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

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

hp 77 (8 HD)

Fort +14, Ref +4, Will +3

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

Speed 20 ft. in +1 chain mail (4 squares), base movement 30 ft.

+1 battleaxe +14/9 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+8) or spiked gauntlet +12/7 melee (1d4+5)

Throwing axe +9[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12 (+16 to resist grapples)

Atk Options Blind-fight

Special Actions 

Combat Gear 

Abilities Str 20, Dex 14, Con 16, Int 8, Wis 12, Cha 6

SQ 

Feats Blind-fight, Improved Toughness, Shield Specialization, Shield Ward, Weapon Focus (battleaxe), Weapon Specialization (battleaxe)

Skills: Intimidate +2, Listen +3, Spot +4

Possessions combat gear plus +1 heavy steel shield, +1 battle axe, vest of resistance +1, +1 chain mail
Shield Ward (Ex) Shield Ward allows a creature to apply its shield bonus to its touch AC, and in checks or rolls to resist bull rush, disarm, grapple, overrun or trip attempts against it.
Hill Giant Barbarian
CR 9

Male hill giant Warrior 2/Barbarian 1

CE Large giant

Init +0; Senses Listen +7, Spot +8, darkvision 60 ft.

Languages Common 

AC 22, touch 9, flat-footed 23


(-1 Siz, +4 armor, +9 natural)

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

hp 168 (15 HD)

Fort +19, Ref +5, Will +6

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

Speed 50 ft. in chain shirt (8 squares), base movement 50 ft.

Masterwork greatclub +21/16/11 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+14) or slam +20/15/10 melee (1d4+9)

Rock +20/15/10 ranged (2d6+9) or +18/18/13/8 ranged (2d6+9)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +25

Atk Options Power Attack, Rapid Shot

Special Actions Mad Foam Rager (1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage)
Abilities Str 29, Dex 10, Con 21, Int 6, Wis 14, Cha 4

SQ Rock throwing

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

Skills: Listen +7, Spot +8 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus vest of resistance +1, bag of holding (type III), masterwork greatclub

Rock throwing (Ex) The range increment is 120 ft. for a hill giant’s thrown rocks.
Mad Foam Rager (Ex): 1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.
Power Throw (Ex) On its turn, before making any attack rolls, the hill giant barbarian can choose to subtract a number from all thrown weapon attack rolls and add the same number to all thrown weapon damage rolls. This number may not exceed its base attack bonus. The penalty on attack rolls and the bonus on damage rolls applies until its next turn.
Power-Up Suite (Raging):

AC 20, touch 7, flat-footed 20


(-2 rage, -1 Siz, +4 armor, +9 natural)

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

hp 198 (15 HD) 

Fort +21, Ref +5, Will +8

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

Masterwork greatclub +23/18/13 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+16) or slam +22/17/12 melee (1d4+11)

Rock +22/17/12 ranged (2d6+11) or +20/20/15/10 ranged (2d6+11)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +27

Abilities Str 33, Dex 10, Con 25, Int 6, Wis 14, Cha 4

Physical Description: If significant.

Appendix 2: APLs 4 to 8

1: Betrayal

Enderis the Grey
CR 7

Male human Expert 2/Fighter 1/Ranger 1/Rogue 2/Warmage 1/Shadowdancer 1

CE Med humanoid (human)

Init +4; Senses Listen +10, Spot +10, darkvision 60 ft.

Languages Common, Giant, Goblin 

AC 20, touch 14, flat-footed 16


(+4 Dex, +5 armor, +1 shield)

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

hp 55 (6 HD)

Fort +6, Ref +10, Will +4

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

Speed 60 ft. in +1 mithril shirt  (12 squares), base movement 60 ft.

Masterwork longsword +5 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8) 

Masterwork longbow +9 ranged (1d8) or Ranged touch +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options Dodge, Sneak attack +1d6

Special Actions Hide in plain sight

Warmage Spells Per Day (CL 5th):

1st (4/day)— burning hands (DC 12), lesser orb of acid, lesser orb of cold, lesser orb of fire, magic missile, shocking grasp
0 (5/day)— acid splash, electric jolt, ray of frost

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

SQ Evasion, Favored enemy (human), Sneak attack +1d6, Warmage edge +2

Feats Combat Reflexes, Darkstalker, Dodge, Mobility, Practiced Spellcaster, Track

Skills: Bluff +9, Concentration +10, Hide +20[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Jump +17, Listen +10, Move Silently +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Perform (dance) +6, Spellcraft +6[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +10, Survival +9, Tumble +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus (280,000 gp) gloves of dexterity +2, +1 mithril shirt, +2 vest of resistance, cloak of elvenkind, boots of springing and striding, goggles of night, brooch of shielding, ring of mind shielding, masterwork buckler

Hide in Plain Sight (Su) 

Power-Up Suite (Bard Song – shield of faith): 
AC 22, touch 16, flat-footed 18

(+4 Dex, +5 armor, +1 shield, +2 deflection)

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

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

Masterwork longsword +8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+3) 

Masterwork longbow +12 ranged (1d8+3) or Ranged touch +11[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Physical Description: If significant.

Fezzik
CR 5

Male ogre Bard 4

CE Large giant

Init -1; Senses Listen +4, Spot +3, darkvision 60 ft.

Languages Common 

AC 18, touch 8, flat-footed 18


(-1 Siz, -1 Dex, +5 armor, +5 natural)

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

hp 74 (8 HD)

Fort +10, Ref +5, Will +7
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in +1 chain shirt, base movement 30 ft.

Masterwork longspear +13/8 melee (2d6+10) or spiked gauntlet +12/7 melee (1d6+7)

Javelin +5 ranged (1d8+8)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +17

Atk Options Blind-fight

Special Actions Inspire courage

Bard Spells Known (CL 4th):

1st (3/day)— alarm, cure light wounds, inspirational boost

0 (3/day)— dancing lights, know direction, lullaby, mending, open/close, prestidigitation
Abilities Str 24, Dex 8, Con 18, Int 4, Wis 12, Cha 11

SQ Bardic music 4/day

Feats Blind-fight, Power Attack, Subsonics

Skills: Climb +7, Listen +4, Perform (song) +10, Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus (280,000 gp) badge of valor, +1 chain shirt, +1 vest of resistance
Badge of Valor (Sp) As an immediate action, increase the effects of Inspire Courage by +1. (With Inspirational Boost, this brings Fezzik’s Inspire Courage to +3.)
Power-Up Suite (Bard Song): 
Masterwork longspear +16/11 melee (2d6+13) or spiked gauntlet +15/10 melee (1d6+10)

Javelin +8 ranged (1d8+11)

Bard Song: (In Giant) “Uh… Break their bones and eat their feet / Now we got us / Something / To smash and kill and break / And stuff.”
Helga
CR 6

Female ogre Cleric 4

CE Large giant

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

Languages Common 

AC 25, touch 9, flat-footed 25


(-1 Siz, +8 armor, +3 shield, +5 natural)

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

hp 64 (8 HD)

Fort +11, Ref +3, Will +10
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

Masterwork morningstar +14/9 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+8) or spiked gauntlet +13/8 melee (1d4+8)

Javelin +5 ranged (1d8+8)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +18

Atk Options Power Attack

Cleric Spells Prepared (CL 4th ):

2nd—calm emotions (DC 14), invisibility (D), shield other, silence (DC 14)

1st— disguise self (D), lesser vigor, shield of faith, shield of faith, shield of faith

0— immaterial
Abilities Str 26, Dex 11, Con 14, Int 6, Wis 14, Cha 4

Feats Iron Will, Power Attack, Skill Focus (Concentration)
Skills: Climb +3, Concentration +14, Listen +4, Spot +4 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 heavy steel shield, +1 cloak of resistance, tunic of steady spellcasting, wand of cure light wounds (10 charges), masterwork full plate, masterwork morningstar
Power-Up Suite (Bard Song – shield of faith): 
AC 27, touch 11, flat-footed 27

(-1 Siz, +8 armor, +3 shield, +5 natural, +2 deflection)

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

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

Masterwork morningstar +17/12 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+11) or spiked gauntlet +16/11 melee (1d4+11)

Javelin +8 ranged (1d8+11)

Physical Description: If significant.

Grunk
CR 9

Male bugbear Warrior 1/Druid 8

CE Med humanoid (goblinoid)

Init +4; Senses Listen +6, Spot +10, darkvision 60 ft.

Languages Common 

AC 20, touch 12, flat-footed 18

(+2 Dex, +3 armor, +2 shield, +3 natural)

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

hp 108 (12 HD)

Fort +12, Ref +7, Will +14

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

Speed 30 ft. in masterwork studded leather armor (6 squares), base movement 30 ft.

Masterwork scimitar +13/8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3) or melee touch +12/7
Sling +11/6 ranged (1d4+3) or ranged touch +11
Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +12

Special Actions Mounted Combat
Druid Spells Prepared (CL 12th):

4th— flame strike (DC 19), flame strike (DC 19), stoneskin
3rd— greater magic fang, poison (DC 18), poison (DC 18), spike growth (DC 18)
2nd— barkskin, barkskin, bull’s strength, nature’s favor

1st— entangle, faerie fire, produce flame, snake’s swiftness, snake’s swiftness, snake’s swiftness
0— immaterial
Abilities Str 17, Dex 14, Con 16, Int 8, Wis 20, Cha 8

Feats Iron Will, Mounted Combat, Natural Bond, Practiced Spellcaster, Skill Focus (concentration)

Skills total ranks: Concentration +14, Handle Animal +3 (+7 vs. Pooch), Listen +6, Ride +20, Spellcraft +3, Spot +10[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus periapt of wisdom +2, lesser metamagic rod of extend, tunic of steady spellcasting, masterwork studded leather armor, riding boots

Power-Up Suite (Bard Song – barkskin): 
AC 24, touch 12, flat-footed 22

(+2 Dex, +3 armor, +2 shield, +7 natural)

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

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

Masterwork scimitar +16/11 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+6) or melee touch +15/10
Sling +14/9 ranged (1d4+6) or ranged touch +14
Physical Description: If significant.

Pooch
CR -

Male dire wolf animal companion

N Large animal

Init +3; Senses Listen +9, Spot +9, low-light vision, scent

Languages – 

AC 22, touch 12, flat-footed 19

(-1 Siz, +3 Dex, +3 armor, +7 natural)

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

hp 90 (10 HD)

Fort +10, Ref +10, Will +10 (+4 vs. Enchantment)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. in +1 leather barding (10 squares), base movement 50 ft.

Bite +16/11 melee (1d8+13)

Space 10 ft.; Reach 5 ft.

Base Atk +7; Grp +20

Atk Options Power Attack

Special Actions Trip (+13 trip modifier)

Abilities Str 28, Dex 17, Con 17, Int 2, Wis 12, Cha 10
SQ Devotion, Evasion, Link, Share spells
Feats Alertness, Iron Will, Run, Track (B), Weapon Focus (bite)

Skills: Hide +1, Listen +9, Move Silently +5, Spot +9, Survival +2

Evasion (Ex): As PHB pg. xx
Power-Up Suite (Bard Song – barkskin, bull’s strength, greater magic fang, nature’s favor, shield of faith, stoneskin): 

AC 28, touch 14, flat-footed 25

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

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

hp 90 (10 HD); DR 10/adamantine (120 hit points)

Fort +10, Ref +10, Will +10 (+4 vs. Enchantment)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. in +1 leather barding (10 squares), base movement 50 ft.

Bite +28/23 melee (1d8+26)

Space 10 ft.; Reach 5 ft.

Base Atk +7; Grp +22 

Atk Options Power Attack

Special Actions Trip (+15 trip modifier)

Abilities Str 32, Dex 17, Con 17, Int 2, Wis 12, Cha 10
Appendix 3: APLs 10 to 16

1: The Inner Sanctum

Bugbear Warrior
CR 6

Male bugbear Warrior 2/Barbarian 3

CE Med humanoid (goblinoid)

Init +3; Senses Listen +11, Spot +5, darkvision 60 ft.

Languages Common, Goblin 

AC 23, touch 13, flat-footed 23


(+3 Dex, +5 armor, +2 shield, +3 natural)

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

hp 78 (8 HD)

Fort +11, Ref +6, Will +4

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

Speed 40 ft. in +1 chain shirt (6 squares), base movement 40 ft.

+1 morningstar +13/8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+6) or spiked gauntlet +12/7 melee (1d4+5)

Javelin +10 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12

Atk Options Blind-fight, Power Attack

Special Actions Rage, Mad Foam Rager (1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.)

Abilities Str 20, Dex 16, Con 16, Int 10, Wis 12, Cha 6

SQ Uncanny dodge

Feats Blind-fight, Mad Foam Rager, Power Attack

Skills: Climb +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Jump +9, Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +5, Spot +5

Possessions combat gear plus +1 chain shirt, vest of resistance +1, +1 morningstar, masterwork heavy wooden shield
Rage (Ex): As PHB pg. 25.
Mad Foam Rager (Ex): 1/rage: As an immediate action, delay the effect of a single attack, spell or ability used against you. The damage or effect does not take hold until the end of your next turn. You can only use this ability while under the effect of your rage.

Power-Up Suite (Raging):

AC 21, touch 11, flat-footed 21


(-2 rage, +3 Dex, +5 armor, +2 shield, +3 natural)

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

hp 94 (8 HD)

Fort +13, Ref +6, Will +6

+1 morningstar +15/10 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+8) or spiked gauntlet +14/9 melee (1d4+7)

Javelin +10 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+7)

Base Atk +7; Grp +12

Abilities Str 24, Dex 16, Con 20, Int 10, Wis 12, Cha 6

Physical Description: If significant.

Goblin Warmage
CR 7

Male goblin Warrior 1/Warmage 6/Spellsword 1
CE Small humanoid (goblin)

Init +1; Senses Listen +0, Spot +3, darkvision 60 ft.
Languages Common 

AC 18, touch 13, flat-footed 16

(+1 Siz, +2 Dex, +4 armor, +1 shield)

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

hp 55 (8 HD)

Fort +10, Ref +6, Will +11
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft.

Masterwork dagger +8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4) 

Ranged touch +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp -1
Atk Options Empower Spell, Warmage Edge (+2)
Special Actions 

Combat Gear 

Warmage Spells Known (CL 8th)

3rd (4/day)— fireball (DC 15), lightning bolt (DC 15)
2nd (7/day)— Melf’s acid arrow, scorching ray, whirling blade (attack +9, damage 1d4+6)
1st (7/day)— lesser orb of acid, lesser orb of sound, magic missle
0— immaterial
Abilities Str 6, Dex 14, Con 14, Int 14, Wis 10, Cha 14

SQ 

Feats Empower Spell, Iron Will, Practiced Spellcaster

Skills total ranks: Concentration +13, Spellcraft +8, Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus cloak of charisma +2, vest of resistance +2, chain shirt, buckler 
Special Attack/Quality (XX) 

Special Attack/Quality (XX) 
Preferred Tactic: empowered magic missile– as often as possible.
Blackguard
CR 13

Male human Fighter 4/Ranger 1/Blackguard 4/Pious Templar 3

CE Med humanoid (human)

Init +0; Senses Listen +5, Spot +5
Languages Common 

AC 24, touch 14, flat-footed 24


(+9 armor, +4 shield, +1 natural)

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

hp 93 (12 HD)

Fort +22, Ref +14, Will +15

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

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

+1 keen greatsword +19/14/9 melee (2d6+10) or masterwork spiked gauntlet +15/10/5 melee (1d4+3)
Masterwork composite [Str +3] longbow +13/8/3 ranged (1d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +15 (+19 to resist grapples)

Atk Options Cleave, Divine Might (spend a rebuke attempt as a free action to gain +6 damage to all attacks for 1 round), Improved Sunder, Power Attack, Sneak Attack +1d6
Special Actions Rebuke Undead (10/day), True Believer (1/day, +2 to any one saving throw)
Combat Gear Belt of battle (3 charges/day: swift activation, spend 3 charges to immediately gain an extra full-round action)
Blackguard Spells Prepared (CL 4th ):

2nd— bull’s strength, death knell (DC 18), death knell (DC 18)
1st— divine sacrifice, zeal (xx?), zeal (xx?)
Pious Templar Spells Prepared (CL 3rd):

   2nd—

   1st—
Abilities Str 16, Dex 10, Con 13, Int 8, Wis 12, Cha 22

SQ Aura of Despair, Aura of Evil, Command Undead, Dark Blessing, Evasion, Favored Enemy (dwarf) +2, Mettle, Sneak Attack +1d6
Feats Cleave, Divine Shield, Improved Sunder, Melee Weapon Mastery (slashing), Power Attack, Shield Specialization, Shield Ward, Track, True Believer, Weapon Focus (greatsword), Weapon Specialization (greatsword)

Skills: Bluff +6, Concentration +15, Hide -1, Intimidate +10, Knowledge (religion) +3, Listen +5, Spot +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus cloak of charisma +4, gauntlets of ogre power, vest of resistance +3, amulet of natural armor +1, +1 full plate armor, +1 animated heavy steel shield, belt of battle, ring of evasion, ring of silent spells

Aura of Despair (Su): A blackguard radiates a malign aura that causes all opponents within 10 ft. to suffer a -2 penalty to all saving throws. 

Aura of Evil (Su): See DMG pg. xx 

Command Undead (Su): See DMG pg. xx 
Dark Blessing (Su): A blackguard adds his Charisma bonus as a bonus to all his saving throws. (Already factored into stats.)

Evasion (Su): As the rogue ability (PHB pg. xx), except with no penalty for heavy armor.

Favored Enemy (Ex): Chosen foe: dwarf (+2). See PHB pg. xx.

Mettle (xx): When this blackguard makes a successful saving throw against an effect that allows a Fortitude or Will save for partial damage, he suffers no damage instead.

Sneak Attack (Ex): See PHB pg. xx
Power-Up Suite (Divine Shield – bull’s strength, CL 4): 
AC 30, touch 20, flat-footed 30

(+9 armor, +10 shield, +1 natural)
+1 keen greatsword +20/15/10 melee (2d6+12) or masterwork spiked gauntlet +16/11/6 melee (1d4+4)
Grp +16 (+26 to resist grapples)
Abilities Str 18, Dex 10, Con 13, Int 8, Wis 12, Cha 22

Power-Up Suite for EL 18 (Divine Shield – cat’s grace, conviction, fires of purity, greater magic weapon, haste, heroes’ feast, magic vestment, magic vestment, recitation, shield of faith – all spells CL 14; bull’s strength – CL 4): 
AC 43, touch 31, flat-footed 41

(+1 Dex, +11 armor, +12 shield, +4 deflection, +1 natural, +1 dodge, +3 luck)

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

hp 104 (12 HD)
Immune fear, poison
Fort +29, Ref +22, Will +22
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. in full plate (4 squares), base movement 30 ft.

+3 keen greatsword +26/26/21/16 melee (2d6+14 plus 14 fire) or masterwork spiked gauntlet +21/21/16/11 melee (1d4+4 plus 14 fire)
Masterwork composite [Str +3] longbow +18/18/13/8 ranged (1d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +16 (+20 to resist grapples)
Abilities Str 18, Dex 10, Con 13, Int 8, Wis 12, Cha 22

Hobgoblin Archer
CR 11
Male bugbear Ranger 5/Fighter 6
CE Med humanoid (goblinoid)

Init +3; Senses Listen +9, Spot +9, darkvision 60 ft.

Languages Common, Goblin 

AC 20, touch 16, flat-footed 15

(+5 Dex, +4 armor, +1 deflection)

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

hp 108 (11 HD)

Fort +14, Ref +13, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in +1 studded leather armor (6 squares), base movement 30 ft.

Masterwork spiked gauntlet +14/9/4 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+2)
+1 human bane composite [Str +2] longbow +20/15/10 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 plus human bane) OR +1 human bane composite [Str +2] longbow +19/19/14/9 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+8 plus human bane) (includes Point-blank Shot and Rapid Shot)
Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +13
Atk Options Manyshot, Rapid Shot, Woodland Archery (tactical feat: if the hobgoblin archer misses, iterative attacks gain a +4 modifier for the remainder of the round; additionally, if the hobgoblin archer hits a creature with concealment, iterative attacks ignore concealment for the remainder of the round)
Abilities Str 14, Dex 20, Con 16, Int 10, Wis 12, Cha 8
SQ Favored enemy (human) +4, Favored enemy (elf) +2
Feats Endurance, Improved Precise Shot, Manyshot, Point-blank Shot, Precise Shot, Ranged Weapon Mastery (longbow), Rapid Shot, Track, Weapon Focus (longbow), Weapon Specialization (longbow), Woodland Archer
Skills: Listen +9, Spot +9
Possessions combat gear plus +1 human bane composite [Str +2] longbow, gloves of dexterity +2, vest of resistance +2, +1 studded leather armor, ring of protection +1

Ranger Spells Prepared (CL 2nd)

1— arrow mind (immediate action, min/lvl: archer threatens immediate squares with his bow and does not provoke when firing in melee)
Favored Enemy (Ex): Chosen foes: human (+4) and elf (+2). See PHB pg. xx.
Power-Up Suite for EL 18 (flame arrow, haste, heroes’ feast, recitation – all spells CL 14):

AC 24, touch 20, flat-footed 18

(+5 Dex, +4 armor, +1 deflection, +1 dodge, +3 luck)

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

hp 119 (11 HD)
Immune fear, poison
Fort +17, Ref +18, Will +12
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in +1 studded leather armor (6 squares), base movement 30 ft.

Masterwork spiked gauntlet +19/19/14/9 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+2)
+1 human bane composite [Str +2] longbow +25/25/20/15 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 plus 1d6 fire plus human bane) OR +1 human bane composite [Str +2] longbow +24/24/24/19/14 ranged[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+8 plus 1d6 fire plus human bane) (includes Point-blank Shot and Rapid Shot)
Iuzian War-wizard
CR 14
Male human Evoker 10/Fatespinner 4
CE Male human  (Oeridian)

Init +2; Senses Listen +1, Spot +1
Languages Common, Abyssal, Draconic, Dwarven, Elven 

AC 12, touch 12, flat-footed 10


(+1 Dex)

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

hp 70 (14 HD)

Fort +10, Ref +7, Will +14
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft.

Dagger +7/2 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4) 

Ranged touch +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +7
Special actions Contingency
Wizard Spells Prepared (CL 14th; opposed: abjuration, enchantment)

7th— energy admixture fireball [acid and fire] (DC 22), prismatic spray (DC 26), quickened haste, quickened Otiluke’s resilient sphere (DC 23)
6th— disintegrate (DC 23), energy admixture fireball [acid and fire](DC 22), fires of purity, maximized [acid] fireball (DC 22), quickened [acid] fireball (DC 22)
5th— [acid] cone of cold (DC 24), cone of cold (DC 24), empowered fireball (DC 22), mass fly, prismatic ray (DC 24)
4th— assay spell resistance, dimension door, dimension door, Evard’s black tentacles, greater invisibility, Otiluke’s resilient sphere (DC 23)
3rd— arcane sight, blink, dragonskin [red], fireball (DC 22), flame arrow, greater mage armor, greater magic weapon
2nd— cat’s grace, false life, glitterdust (DC 19), mirror image, scorching ray, see invisibility, web (DC 19)
1st— benign transposition, familiar pocket, grease (DC 19), magic missile, magic missile, magic missile, nerveskitter
0— immaterial
Abilities Str 10, Dex 13, Con 14, Int 24, Wis 12, Cha 8

SQ Mastery of counterspelling, Spellpower (2)
Feats Empower Spell, Energy Admixture, Energy Substitution (acid), Greater Spell Focus (evocation), Maximize Spell, Metamagic School Focus (evocation), Quicken Spell, Scribe Scroll, Spell Focus (evocation)
Skills: Concentration +19, Knowledge (arcana) +24, Knowledge (planes) +24, Profession (gambler) +10, Sense Motive +6, Spellcraft +26[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus headband of intellect +6, cloak of resistance +2, lesser metamagic rod of silent spell
Summon Familiar (Su): Rat familiar grants +2 bonus to Fortitude saves (already figured into stat block). 

Contingency (Sp): If all the Iuzian War-wizard’s mirror images are destroyed or dispelled, he gains mirror image for 1d4+4 images.  
Power-Up Suite (conviction, dragonskin [red], familiar pocket, false life, greater invisibility, greater mage armor, haste, heroes’ feast, magic vestment, mirror image, recitation, see invisibility, shield of faith – all spells CL 14): 
AC 30, touch 19, flat-footed 28

(+1 Dex, +6 armor, +4 deflection, +5 natural, +1 dodge, +3 luck)
Miss chance 50% concealment (greater invisibility), 1d4+4 images (mirror image)
(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 97 (14 HD)
Immune fear, poison

Resist fire 20
Fort +17, Ref +15, Will +21
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. in (6 squares), base movement 30 ft.

Dagger +12/12/7 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4) 

Ranged touch +13[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Iuzian Battle Cleric
CR 14
Male human Cleric 14
CE Med human (Oeridian)
Init -1; Senses Listen +X, Spot +X, darkvision 60 ft.

Languages Common 

AC 19, touch 8, flat-footed 19

(-1 Dex, +8 armor, +2 shield)

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

hp 112 (14 HD)

Fort +13, Ref +5, Will +18
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in full plate armor, base movement 30 ft.

Masterwork spiked gauntlet +12/7 melee (1d4+1)
Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +11
Special Actions Divine Fortune (4/day: As an immediate action, spend a rebuke attempt to gain +4 to any one saving throw)
Cleric Spells Prepared (CL 14th):

7th— blasphemy, empowered blade barrier (DC 25), empowered flame strike (DC 24), quickened unholy blight (DC 23)(D)
6th— antilife shell, empowered unholy blight (DC 23)(D), heroes’ feast, quickened silence, quickened spiritual weapon
5th— empowered unholy blight (DC 23)(D), flame strike (DC 24), flame strike (DC 24), spell resistance, true seeing
4th— airwalk, death ward, freedom of movement, poison (DC 21), recitation, unholy blight (DC 23)(D)
3rd— hesitate (DC 20), invisibility purge, magic circle against good (D), magic vestment, magic vestment, magic vestment, magic vestment
2nd— calm emotions (DC 19), death knell (DC 19), invisibility (D), resist energy [acid], resist energy [fire], shatter (DC 21), silence
1st— conviction, conviction, divine favor, protection from good (D), shield of faith, shield of faith, shield of faith
0— immaterial
Abilities Str 13, Dex 8, Con 14, Int 10, Wis 24, Cha 12

SQ Rebuke Undead 4/day

Feats Divine Fortune, Empower Spell, Greater Spell Focus (evocation), Metamagic School Focus (evocation), Quicken Spell, Spell Focus (evocation)

Skills: Bluff +18, Concentration +19, Knowledge (religion) +8, Spellcraft +9 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus (45,000 gp) periapt of wisdom +6, cloak of resistance +2, masterwork spiked gauntlet, full plate armor, heavy steel shield
Power-Up Suite (antilife shell, conviction, death ward, freedom of movement, haste, heroes’ feast, magic vestment, magic vestment, recitation, resist energy [acid], resist energy [fire], shield of faith, spell resistance – all spells CL 14): 
AC 33, touch 17, flat-footed 32

(-1 Dex, +11 armor, +5 shield, +4 deflection, +1 dodge, +3 luck)

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

hp 123 (14 HD)
Immune ability damage, ability drain, death effects, fear, poison

Resist acid 30, fire 30; SR 26
Fort +20, Ref +13, Will +25
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

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

Masterwork spiked gauntlet +17/17/12/7 melee (1d4+1)
Archmage Kryzamine
CR 20
Female half-fiend human Diviner 10/Mindbender 1/Fatespinner 2/Archmage 3
CE Female outsider (augmented human, Suel)

Init +4; Senses Listen +3, Spot +3, darkvision 60 ft., telepathy 100 ft.

Languages Common 

AC 12, touch 12, flat-footed 10


(+4 Dex, +1 natural)

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

hp 138 (16 HD); DR 10/magic

Immune Poison

Resist acid 10, cold 10, electricity 10 and fire 10; SR 26
Fort +18, Ref +13, Will +21
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft.

2 Claws +8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1) and bite +3 melee (1d4)
Ranged touch +12[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +8
Atk Options Smite good, Spell-like abilities
Special Actions Spell-like abilities
Combat Gear Belt of battle (3 charges/day: swift activation, spend 3 charges to immediately gain an extra full-round action)
Spell-like Abilities (CL 16th)


3/day— darkness, poison (DC 15), unholy aura


1/day— blasphemy, contagion (DC 14), desecrate, horrid wilting (DC 19), unhallow, unholy blight (DC 15)
Wizard Spells Prepared (CL 20th; opposed: necromancy)

8th— maze, moment of prescience, quickened wall of fire, rapid heightened dominate person (DC 29)
7th—limited wish, mass hold person (DC 29), quickened unluck (DC 22), rapid heightened dominate person (DC 28)
6th— acid fog [force], disintegrate (DC 26), greater dispel magic, greater dispel magic, true seeing
5th— baleful polymorph (DC 25), greater blink, hold monster (DC 27), overland flight, reciprocal gyre (DC 24)
4th— assay spell resistance, confusion (DC 26), dimension door, dragonbreath (DC 23), Evard’s black tentacles, heart of earth, Otiluke’s resilient sphere (DC 23)
3rd— arcane sight, battlemagic perception, dispel magic, dragonskin [red], fireball (DC 22), greater mage armor, slow (DC 23)
2nd— cat’s grace, glitterdust (DC 20), mirror image, resist energy [electricity], scorching ray, see invisibility, web (DC 21)

1st— combat readiness, familiar pocket, grease (DC 19), magic missile, magic missile, magic missile, nerveskitter, shield
0— immaterial
Abilities Str 12, Dex 18, Con 20, Int 28, Wis 12, Cha 12
SQ Mastery of counterspelling, Spellpower (2)
Feats Arcane Mastery, Elven Spell Lore (acid fog), Heighten Spell, Improved Counterspell, Quicken Spell, Rapid Spell, Scribe Scroll, Skill Focus (spellcraft), Spell Focus (transmutation), Spell Focus (enchantment)

Skills: Bluff +6, Concentration +24, Diplomacy +6, Intimidate +6, Knowledge (arcana) +28, Knowledge (local: Iuz’s Border States) +20, Knowledge (planes) +28, Profession (gambler) +10, Sense Motive +10, Spellcraft +30[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus headband of intellect +6, amulet of health +4, cloak of resistance +5, veil of allure, belt of battle, orange prism ioun stone, lesser metamagic rod of quicken, metamagic rod of chain spell, ring of arcane might, ring of counterspells (reciprocal gyre), contingency focus

Mastery of counterspelling (Ex) 

Contingency (Sp) 

Power-Up Suite (arcane sight, battlemagic perception, cat’s grace, combat readiness, contingency, dragonskin [red], familiar pocket, greater blink, greater mage armor, heart of earth, mirror image, moment of prescience, overland flight, resist energy [electricity], see invisibility, shield, true seeing – all at CL 20; conviction, recitation, shield of faith – all at CL 18; heroes’ feast – at CL 14): 
Init +12; Senses Listen +X, Spot +X, arcane sight, darkvision 60 ft., telepathy 100 ft., true seeing
Languages Common 

AC 40, touch 24, flat-footed 34

(+6 Dex, +6 armor, +4 shield, +6 natural, +5 deflection, +3 luck)

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

hp 189 (16 HD); DR 10/magic

Miss chance 1d4+4 images (mirror image)
Immune Fear, Poison

Resist acid 10, cold 10, electricity 30 and fire 20; SR 26
Fort +26, Ref +21, Will +29
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft., fly 40 ft. (8 squares) average
2 Claws +12 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1) and bite +7 (1d4)
Ranged touch +18[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Physical Description: A wiry, horse-faced Suel woman with graying hair, the Archmage dresses in earth tones and doesn’t bother to clean up every speck of blood that spatters her attire during her “experiments.”
High Priest Koth
CR 18
Male human Cleric 16/Hierophant 2
CE Med human (Oeridian)
Init +1; Senses Listen +8, Spot +8
Languages Common 

AC 23, touch 12, flat-footed 22

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

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

hp 144 (18 HD)

Fort +19, Ref +10, Will +25
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 full plate, base movement 30 ft.

Masterwork morningstar +15/10/5 melee (1d8+1) or masterwork spiked gauntlet +15/10/5 melee (1d4+1)

Ranged touch +14
Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +14
Atk Options 
Special Actions Divine Reach (60 ft.)
Combat Gear Belt of battle (3 charges/day: swift activation, spend 3 charges to immediately gain an extra full-round action)
Cleric Spells Prepared (CL 18th):

8th— greater bestow curse (DC 28), greater spell immunity, maze (D), quickened flame strike (DC 25)
7th— blasphemy, energy immunity (fire), quickened blindness/deafness (DC 23), quickened unholy blight (DC 24)(D), radiant assault (DC 27)
6th— antilife shell, empowered unholy blight (DC 24)(D), harm (DC 26), harm (DC 26), quickened silence (DC 22)
5th— empowered unholy blight (DC 24)(D), flame strike (DC 25), flame strike (DC 25), slay living (DC 25), spell resistance, true seeing
4th— death ward, dimensional anchor, divine power, freedom of movement, recitation, unholy blight (DC 24)(D), wall of water
3rd— blindness/deafness (DC 23), blindness/deafness (DC 23), invisibility purge, magic circle against good (D), magic vestment, magic vestment, wind wall
2nd— hold person (DC 20), hold person (DC 20), invisibility (D), resist energy (acid), resist energy (cold), resist energy (electricity), shatter (DC 22), spiritual weapon
1st— conviction, conviction, divine favor, protection from good (D), resurgence, shield of faith, shield of faith, shield of faith

0— immaterial
Domains: Evil, Trickery
Abilities Str 13, Dex 12, Con 14, Int 10, Wis 26, Cha 8
SQ Bardic music 4/day

Feats Empower Spell, Greater Spell Focus (evocation), Greater Spell Focus (necromancy), Metamagic School Focus (evocation), Practiced Spellcaster (cleric), Quicken Spell, Spell Focus (evocation), Spell Focus (necromancy)

Skills: Concentration +23, Knowledge (religion) +21, Sense Motive +13, Spellcraft +15 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus periapt of wisdom +6, belt of battle, vest of resistance +4, tome of understanding +2 (already read), ring of counterspells (reciprocal gyre), lesser metamagic rod of extend, +1 full plate, +1 heavy steel shield
Special Attack/Quality (XX) 

Divine Reach (Su): Koth can use his touch spells on targets up to 60 ft. away. If the spell requires a melee touch attack, he makes a ranged touch attack instead. 

Greater spell immunity: Koth has used greater spell immunity to make himself immune to maze, Otiluke’s resilient sphere, power word blind, and power word stun
Skills

Power-Up Suite (antilife shell, conviction, death ward, divine power, energy immunity (fire), freedom of movement, greater spell immunity, magic vestment, magic vestment, recitation, resist energy (acid), resist energy (cold), resist energy (electricity), shield of faith – all CL 18; heroes’ feast – CL 14): 
AC 37, touch 19, flat-footed 36

(+1 Dex, +12 armor, +6 shield, +5 deflection, +3 luck)

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

hp 173 (18 HD)
Immune ability damage, ability drain, death effects, Fear, Fire, Poison

Resist acid 30, cold 30, electricity 30; SR 30
Fort +27, Ref +18, Will +33
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 full plate, base movement 30 ft.

Masterwork morningstar +26/21/16 melee (1d8+4) or masterwork spiked gauntlet +26/21/16 melee (1d4+4)

Ranged touch +19
Space 5 ft.; Reach 5 ft.

Base Atk +18; Grp +22

Abilities Str 19, Dex 12, Con 14, Int 10, Wis 26, Cha 8
Physical Description: A graying, balding, pudgy man of 37 years, High Priest Koth has deep, perpetual bags under his beady, dark eyes, and his skin appears jaundiced and slightly gray – as though it were undergoing the first stages of decay. His full plate and shield are dulled, scratched and dented – the spikes more decorative than menacing
Kaquizel ”the Snake”
CR 20

Male drow Diviner 10/Divine Oracle 4/Fatespinner 4

CE Medium elf (drow)

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

Languages Common, Abyssal, Draconic 

AC 27, touch 20, flat-footed 23


(+4 Dex, +7 armor, +1 insight, +5 defending)

Miss Chance greater blink, greater invisibility, greater mirror image

hp 132 (18 HD)

Immune lesser mortals
SR 29

Fort +16, Ref +21, Will +23

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

Speed 30 ft. in chain mail (6 squares), base movement 30 ft.

Melee +1 defending spiked gauntlet +10 (1d4+1) or +1 eager adamantine dagger +10 (1d4+1) or +1 eager adamantine dagger +32 (1d4+11) with whirling blade (60-ft. line)

Ranged ranged touch +10

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +9

Atk Options 

Special Actions Spin Fate, Fickle Finger of Fate, Spin Destiny, Resist Fate

Combat Gear 

Wizard Spells Prepared (CL 20th; DC 21 + lvl; Diviner; opposed school: Necromancy):


9th— Foresight, Imprisonment, Time Stop, Weird


8th— Chain Dispel, Moment of Prescience, Quickened Evard’s Black Tentacles, Unyielding Form of Inevitable Death


7th— Energy Immunity (Cold), Greater Arcane Sight, Insanity, Limited Wish, Quickened Haste


6th— Acid Fog, Disintegrate, Fires of Purity, Greater Dispel Magic, Lingering Flames, Quickened Whirling Blade, True Seeing

5th— Cone of Cold, Dispelling Breath, Greater Blink, Greater Fireburst, Mind Fog, Teleport, Teleport


4th— Celerity, Celerity, Confusion, Dragon Breath, Greater Mirror Image, Spell Enhancer, Wall of Ice


3rd— Dragonskin, Enhance Familiar, Greater Magic Weapon, Heroism, Sleet Storm, Spellcaster’s Bane, Unluck


2nd— Bladeweave, Glitterdust, Mindless Rage, See Invisibility, Web, Whirling Blade, Whirling Blade


1st— Disguise Self, Familiar Pocket, Nerveskitter, Reduce Person, Shield, Shield, True Strike


0— Detect Magic, Light, Mage Hand, Open/Close

Abilities Str 10, Dex 19, Con 18, Int 32, Wis 16, Cha 10

SQ Spin Fate, Fickle Finger of Fate, Spin Destiny, Deny Fate, Resist Fate, Prescient Sense, Scry Bonus, Uncanny Dodge
Feats Arcane Mastery, Arcane Strike, Craft Contingent Spell, Elven Spell Lore (Lingering Flames), Improved Initiative, Insightful Reflexes, Quicken Spell, Scribe Scroll, Skill Focus (Knowledge: Religion), Sudden Extend

Skills Bluff +5, total ranks: class XX Concentration +30, Disguise +5, Knowledge (arcana) +32, Knowledge (local: IBS) +16, Knowledge (planes) +16, Knowledge (religion) +16, Profession (gambler) +13, Spellcraft +34, UMD +10 (or +12 for scrolls)

Possessions (440,000) combat gear plus tome of clear thought +4 (previously read), headband of intellect +6, amulet of health +6, cloak of resistance +5, +3 deathward twilight mithril chain shirt, ring of arcane might, metamagic rod (silent), metamagic rod (substitution), eyes of truth, tunic of steady spellcasting, dusty rose ioun stone, orange ioun stone, deep red ioun stone, ring of greater invisibility (swift: at will - cast greater invisibility CL 7), scrolls (dimension lock, illusory wall, project image, teleport

Spellbook spells prepared plus 0—

Spin Fate (4 pts/day to spell DC), Fickle Finger of Fate (Immediate, 1/day: reroll other’s roll), Spin Destiny (can use spin toward saves), Deny Fate (1/day, auto stabilize), Resist Fate (1/day, reroll own roll), Prescient Sense, Scry Bonus, Uncanny Dodge

Power-Up Suite (disguise self, dragonskin, familiar pocket, greater arcane sight, greater blink, greater magic weapon, greater mirror image, haste, moment of prescience, reduce person, shield, spellcaster’s bane, true seeing): 
CE Small elf (drow)

Init +11 (+16  with contingent nerveskitter); Senses Listen +7, Spot +7; greater arcane sight, true seeing
Languages Common, Abyssal, Draconic 

AC 39, touch 23, flat-footed 33


(+1 size, +5 Dex, +7 armor, +4 shield, +1 dodge, +1 insight, +5 natural, +5 defending)

Miss Chance greater blink, greater invisibility, greater mirror image

hp 132 (18 HD)

Immune lesser mortals
Resist fire 30; SR 29

Fort +15, Ref +20, Will +22

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

Speed 30 ft. in chain mail (6 squares), base movement 30 ft.

Melee +5 defending spiked gauntlet +13/13/8 (1d3+4) or +1 eager adamantine dagger +12/12/6 (1d3) or +1 eager adamantine dagger +33 (1d4+11) with whirling blade (60-ft. line)

Ranged ranged touch +10

Atk Options 

Special Actions Spin Fate, Fickle Finger of Fate, Spin Destiny, Resist Fate
Combat Gear
Wizard Spells Prepared (CL 20th; DC 21 + lvl; Diviner; opposed school: Necromancy):


9th— Foresight, Imprisonment, Time Stop,  Weird


8th— Chain Dispel, Moment of Prescience, Quickened Evard’s Black Tentacles, Unyielding Form of Inevitable Death


7th— Energy Immunity (Cold), Greater Arcane Sight, Insanity, Limited Wish, Quickened Haste


6th— Acid Fog, Disintegrate, Fires of Purity, Greater Dispel Magic, Lingering Flames, Quickened Whirling Blade, True Seeing

5th— Cone of Cold, Dispelling Breath, Greater Blink, Greater Fireburst, Mind Fog, Teleport, Teleport


4th— Celerity, Celerity, Confusion, Dragon Breath, Greater Mirror Image, Spell Enhancer, Wall of Ice


3rd— Dragonskin, Enhance Familiar, Greater Magic Weapon, Heroism, Sleet Storm, Spellcaster’s Bane, Unluck


2nd— Bladeweave, Glitterdust, Mindless Rage, See Invisibility, Web, Whirling Blade, Whirling Blade


1st— Disguise Self, Familiar Pocket, Nerveskitter, Reduce Person, Shield, Shield, True Strike


0— Detect Magic, Light, Mage Hand, Open/Close

Abilities Str 8, Dex 21, Con 18, Int 32, Wis 16, Cha 10
NOTE: Kaquizel gains a +4 bonus to all his dispel attempts from Elven Spell Lore and spellcaster’s bane. He may take 10 on all caster level checks if he wishes.

Active contingent spells (crafted) on Kaquizel “the Snake”

1. Resurgence (50 gp, CL 1): If K. fails a save against an ongoing spell, spell-like ability or supernatural ability, he gets a second saving throw from resurgence.

2. Spell Turning (4550 gp, CL 13): If K. is confronted by a spellcaster who begins targeting a spell at him, he gains spell turning.

3. Silence (300 gp, CL 3): If K. is about to be caught in the area of effect of a sonic descriptor spell of 5th-level or higher, he gains silence centered on his square.

4. Joyful Noise (100 gp, CL 2): If K. is caught in the area of effect of a spell that silences him, he gains joyful noise.

5. Freedom of Movement (1400 gp, CL 7): If K. would find his movement somehow impeded, he gains freedom of movement.

6. Death Ward (1400 gp, CL 7): If K. is confronted by a spellcaster who begins casting a spell that utilizes negative energy, he gains death ward.

7. Nerveskitter (50 gp, CL 1): If K. is drawn into a confrontation with one or more opponents, he gains nerveskitter prior to his initiative roll.

8. Shadow Mask (300 gp, CL 3): If someone casts a spell with the light descriptor, K. gains shadow mask.

9. Assay Spell Resistance (1400 gp, CL 7): If K. begins to target a spell against someone with spell resistance, he gains assay spell resistance, targeting the same opponent.

10. Restoration (1400 gp, CL 7): If K. suffers ability damage, he gains restoration.

11. Teleport (2250 gp, CL 9): If K. dies, his body is teleported back to his residence in Dorakaa.

12. Heal (3300 gp, CL 11): If K. is reduced below half his starting hit points, he gains heal. 

13. Heal (3300 gp, CL 11): If K. is debilitated by a permanent condition that can be removed by heal, he gains heal.

14. Spell Turning (4550 gp, CL 13): If K. is targeted by reciprocal gyre, he gains spell turning.

15. Greater Heroism (3300 gp, CL 11): If K. is forced to make a saving throw, he gains greater heroism.

16. Delay Death (1400 gp, CL 7): If K. is struck by an attack, he gains delay death.

17. Duelward (2250 gp, CL 9): If a hostile opponent begins casting a spell, K. gains duelward.

18. Teleport (1,500 gp focus): If, as a purely mental action, K. spells his name backward, he teleports back to his residence in Dorakaa.

Active contingency on Meevil the Evil (focus: 1,500 gp)

If Meevil the Evil is transformed into a marut via unyielding form of inevitable death, he gains Tenser’s transformation.

Meevil the Evil (Unyielding Form of Inevitable Death)
CR -

Power-Up Suite (Marut form – augment familiar, enhance familiar, fires of purity, haste, heroism, shield, Tenser’s transformation, unyielding form of inevitable death):
Male marut familiar 

CE Large construct (augmented magical beast, rat)

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

Languages Common 

AC 48, touch 15, flat-footed 42


(-1 size, +3 Dex, +8 armor, +4 shield, +3 dodge, +21 natural)

hp 120 (18 HD); fast healing 10; DR 15/chaotic

SR 25

Fort  +14, Ref +10, Will +10

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

Speed 60 ft. in full plate (10 squares), base movement 40 ft.

Melee 3 slams +35 (2d6+16 plus 15 fire plus 3d6 electricity or 3d6 sonic)

Space 10 ft.; Reach 10 ft.

Base Atk +18; Grp +36

Atk Options Awesome Blow, Improved Bull Rush, Power Attack

Special Actions fists of thunder and lightning (DC 33)

Combat Gear None

Spell-Like Abilities (CL 14th): 1/day – air walk, dimension door, fear (DC 18), greater command (DC 19), greater dispel magic, mass inflict light wounds (DC 19), locate creature, true seeing

Abilities Str 39, Dex 13, Con -, Int 12, Wis 17, Cha 18

SQ construct traits, improved evasion, share spells, empathic link, deliver touch attack, speak with master, speak with animals of its kind (rodents)
Feats Ability Focus (fists), Awesome Blow, Combat Casting, Great Fortitude, Improved Bull Rush, Power Attack

Skills total ranks: class XX Concentration +17, Diplomacy +10, Knowledge (religion) +14, Listen +20, Search +14, Sense Motive +16, Spot +20, Survival +7 (+9 when following tracks)

Possessions combat gear plus 1,500 gp ivory and gem-encrusted statuette (in the form of a rat with a wicked and intelligent grin)

Qara’Leshra
CR 20

Marilith diviner 5/spellsword 1

CE Gargantuan outsider (chaotic, evil, extraplanar) 

Init +5; Senses Listen +32, Spot +32; Darkvision 60 ft., telepathy 100 ft., true seeing (CL 16)

Languages Abyssal, Celestial, Common, Draconic, Infernal 

AC 35, touch 14, flat-footed 30


(-1 siz, +5 Dex, +5 armor, +16 natural)

hp 337 (22 HD); DR 10/good and cold iron

Fort +23 Ref +18 Will +19

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

Speed 40 ft., base movement 40 ft.

Melee +1 merciful wounding spellstoring longsword +32/+27/+22/+17 melee (2d6+13+1d6 plus 1 CON) and 5 +1 longswords +32 melee (2d6+7) and tail slap +28 melee (4d6+6); or 6 slams +30 melee (1d8+12) and tail slap +28 melee (4d6+6)
Space 10 ft.; Reach 10 ft.

Base Atk +19; Grp +35

Atk Options belt of battle, Combat Expertise, Combat Reflexes, Constrict, Improved Grab, spell-like abilities, spells

Special Actions 

Wizard Spells Prepared (CL 10th; Diviner; opposed schools: Necromancy):


3rd— Dragonskin, Empowered Shocking Grasp, Heroism, Unluck (DC 17)

2nd— Mirror Image, See Invisibility, Sonic Weapon, Touch of Idiocy, Whirling Blade


1st— Blade of Fire, Blade of Fire, Fist of Stone, Shield, True Strike


0— Immaterial
Spell-Like Abilities (CL 16th):


At will – align weapon, blade barrier (DC 25), magic weapon, project image (DC 25), see invisibility, telekinesis (DC 24),  greater teleport (self and up to 50 pounds of objects only), unholy aura (DC 27)
Abilities Str 34, Dex 20, Con 31, Int 18, Wis 16, Cha 28

SQ Summon familiar (weasel)
Feats Alertness, Arcane Strike, Combat Expertise, Combat Reflexes, Empower Spell, Multiattack, Multi-weapon Fighting, Power Attack, Practiced Spellcaster (wizard), Weapon Focus (longsword)

Skills total ranks: class XX ConC Bluff +28, Concentration +35, Craft (weapon) +28, Diplomacy +32, Disguise +9 (+11 when acting), Hide +20, Intimidate +30, Listen +32, Move Silently +24, Search +23, Sense Motive +22, Spellcraft +29 (+31 scrolls), Spot +32, Survival +3 (+5 following tracks), Use Magic Device +28 (+30 scrolls)

Possessions belt of battle, boots of speed, +2 deathward studded leather armor
Poison (Ex) Injury, Fortitude DC 34, initial damage 1d6 Con, secondary damage 2d6 Con. The save DC is Constitution-based.

Power-Up Suite: (haste – dragonskin, fist of stone, heroism, mirror image, shield, sonic weapon – all CL 10th)

AC 45, touch 15, flat-footed 39


(-1 siz, +5 Dex, +5 armor, +4 shield, +21 natural, +1 dodge)

hp 337 (22 HD); DR 10/good and cold iron

Fort +25 Ref +21 Will +21

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

Speed 40 ft., base movement 40 ft.
Melee +1 merciful wounding spellstoring longsword +38/+38/+33/+28/+23 melee (2d6+16+1d6 plus 1d6 sonic plus 1 CON) and 5 +1 longswords +38 melee (2d6+8) and tail slap +34 melee (4d6+7); or 7 slams +36 melee (1d8+15) and tail slap +34 melee (4d6+7)
Space 10 ft.; Reach 10 ft.

Base Atk +19; Grp +38

Abilities Str 40, Dex 20, Con 31, Int 18, Wis 16, Cha 28

Tactics: Qara’Leshra is a melee fighter. She uses her spells to augment her melee abilities and should begin the fight with her empowered shocking grasp stored in her +1 merciful wounding spellstoring longsword. Coordinating her attacks with Kaquizel, she seeks to drop the Oracle unconscious (which she will do with a full attack from her primary longsword), and she will focus her attacks on anyone who attempts to prevent her from reaching the Oracle. If she faces a considerable foe (a PC), she’ll start to burn her top-level spells to Arcane Strike and swift cast blade of fire to add 1d8 fire damage to all her weapon attacks.
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