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The Crusade has pressed hard against the forces of Old Wicked, and now the Standing Army masses to lay siege to Law's Forge in order to recapture the town and fortress. This is the region's last great swan song as the PCs step forward to participate in one final heroic effort against a tremendous evil. A two-round interactive with the fate of an entire region on the line!

(The two rounds of this interactive are divided by SHL8-06, which continues the sweeping interactive from Saturday evening before leading back into the final round of the battle interactive on Sunday afternoon.)
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

The young Lord Simen Sharn has pressed against the forces of Iuz with his Law’s Crusade, driving them back until the Shield Lands stands poised to assault the dwarven keep of Law’s Forge, Lord Bladehone’s familial domain.

Meanwhile, a series of strange events have tied Simen Sharn to a faded and obscured deity, known only as “Mother.”
Adventure Summary

Round 1: The PCs assault Law’s Forge to recapture the city and keeps in a massive battle, as Sharn positions his siege engines into place, unknowingly consecrating the area to begin a ritual that resurrects the dead god, Stratis, half-brother to both Heironeous and Hextor.

Round 2, part 1: The PCs are teleported directly out of Critwall (after the events of SHL8-06) to participate in one of four separate mini-missions intended to weaken the forces of Iuz as they prepare to strengthen their siege against Law’s Forge.


Round 2, part 2: The PCs must take action to counter the Iuzian siege against Law’s Forge as the Iuzians desperately send hordes against the city, intending to distract its defenders from a direct assault against the risen hero-god, Stratis, as Old Wicked hopes to bind the god and steal his powers.
Preparation for Play

Each DM should check at his or her table to see if any players have the Success or Failure favors from SHLs8-01 The Chaos at Law’s Forge. Those favors come into play in this event (both rounds).
Introduction (30 minutes total)
The PCs march on Law’s Forge as the Standing Army’s vanguard begins a series of skirmishes against the thousands of orcs, ogres and giants encamped outside of the city’s walls. The PCs have several days to cast all the buff spells upon themselves that they wish and are informed that all will get Heroes’ Feast (in order to speed things along) as well as one Pact spell of their choice (for which they must pay the gold).
All of you are traveling with the Standing Army as it continues to march on Law’s Forge. The skies have been drizzly and grey for several days, and the roiling grey clouds clearly indicate that you’re in Iuzian occupied territory. The Greycloaks and others among you have identified a series of landmarks, and the rumor has begun to circulate that the Army will arrive outside Law’s Forge within one or two days.

PCs from certain meta-organizations are summoned a day before the arrival at Law’s Forge to receive special mission briefings.
Some of you are called for special mission briefings.


All Sidhee meet with Malane, there. (point)


All Shield Lands Knights meet with Lord Torkeep, there. (point)


All Lieutenants of the Army, other than Knights, meet with High Inquisitor Galesmythe, there. (point)

Sidhee:

Malane, High Arcanist of the Sidhee, hands you five tokens. “These,” he says, “are teleportation beacons. Clear out five locations along the walls. Make certain they offer clear shots into the courtyard beyond. Once you’ve done so, throw the token at the ground and leave it to sit. That’s all you need to do.”

Knights:

Lord Torkeep stands in his tent, reviewing a map of Law’s Forge and its environs. He looks up when you enter and addresses you. “Sharn’s pulled something crazy this time, but I’m going to give him the benefit of the doubt simply because it’s impossible to criticize the effectiveness of his Law’s Crusade.”


Lord Torkeep rubs his finger over his stubbled jaw. “He wants to position four siege engines inside the keep. Some strange siege engines. Now we’ve got several squads of Standing Army soldiers who are going to do the pulling, but I want YOU to make certain those men are able to accomplish their mission. You help keep them alive. Help them get where they need to go. You’re free to help them however you feel is best, but those are good men, putting themselves at risk to aid Lord Sharn. Do I make myself understood?”

Lieutenants:

As you approach, the High Inquisitor finishes his prayer, asking Heironeous to bless the battle against the forces of Old Wicked, calling for benedictions over a handful of men.


He looks up and speaks. “Greetings, Lieutenants. As Lord Bladehone is busy, I’ve been asked to assign you an important task for this upcoming battle. We have been carting about the Anvil of Souls on a covered wagon, and we intend to bring it to the old temple of Moradin to help reconsecrate the city to Moradin and to law and good. We’ve assigned a special team of Standing Army soldier to tow the wagon into position, but they don’t know what they’re hauling. You will be responsible to make certain they continue with their mission and don’t flag in the face of adversity. You will also be responsible to make certain those men survive. Tomorrow will be a momentous day. Make certain you succeed. May the Archpaladin protect you.”

All PCs reassemble for boxed text:

It is still dark when the call comes to break camp well before dawn. All adventurers are gathered together in the command tents to share a Heroes’ Feast at caster level 16 for 16 temporary hit points. While you eat, Lords Torkeep and Bladehone explain that the plan has been to let the Army’s vanguard skirmish and lead away from the walled city of Law’s Forge the thousands of hobgoblins, orcs, ogres and giants encamped outside the gates. Then, the Army’s tactical strikeforce, YOU, will help capture Law’s Forge quickly, in order to use its walls and defenses against the enemy.


Lord Simen Sharn, whose Crusade has run far more smoothly than anyone had anticipated, then tells you he ordered the construction of several siege engines that he wants placed in specific locations inside of Law’s Forge as soon as the gates are opened. A dozen battalions of Standing Army soldiers have been assigned to moving the siege engines into place. Lord Sharn expects you adventurers to assist them.


They tell you to prepare yourselves to leave within 15 minutes. You’re roughly an hour’s march away.

Players get 5 minutes to review their PERSONAL buffs.

You march until the walls of Law’s Forge come into view, and, already, battle sounds roar in the distance. The vanguard has pulled away much of the city’s monstrous denizens, but hundreds remain outside the walls.


Lords Torkeep and Bladehone once again assemble all you adventurers. Lord Bladehone holds a map in his hands and displays it. He says, “Early scouting reports revealed that Old Wicked’s followers reinforced the city with magical wards as well as reinforcing the wall and gates. In order to open the gates with minimal losses, we intend to send in four strike squads. They will teleport into the courtyard outside the two gatehouses that open the gate doors and outside the two keeps, where the magical wards are anchored. The strike squads have already been assembled and sent underway. I want the rest of you prepared to help our soldiers get those siege engines into pl—“


Suddenly, Lord Bladehone is cut off as charred, tattered and bloodied man in wizard’s robes appears in the middle of the command tent and promptly calls, “Medic!” before collapsing.


A cleric heals him enough to speak, and the wizard speaks, “Did any of the others make it back? No? Curses!... They knew we were coming. As soon as we arrived, there were… dozens… of them, poised to attack. Fireballs rained down on us. Arrows and swords. Flashes of light and howls of pain. My contingency must have triggered to get me back here. Thank the gods it was the right one!”


Lord Bladehone finishes listening to the man and turns to all of you. “This is bad,” he says. “We need those gates open! I need four teams, now, that can reach the keeps and gatehouses within a minute. Volunteers step forward, or I’ll pick you myself!... We have scrolls of Teleport in our treasury for those who need them.”

Players are informed that none of the locations are tiered encounters, though there are hard, harder and hardest locations. The most dangerous are the keeps. The safest is the gate table.


PCs choose where they wish to go and may now share buffs.


DMs proceed to Encounter 1, divided by location:
1: Slug Fest (60 minutes)
Environmental Effects

Tied to the magical wards at the North Keep, all of the city, inside the walls, is protected against non-evil PCs with a greater anticipate teleportation and divine interdiction. This means that the Iuzians will gain auto-surprise attack against anyone attempting to teleport into the city and that turn attempts will automatically fail (and the cleric will know that he/she is cut off from channeling positive energy through turning, many divine feats will fail, and domain powers are also blocked).


Tied to the magical wards at the South Keep, all of the city, inside the walls, is protected against non-evil PCs with a magic circle against good and dismissal (CL 20th, DC 17). This means that all Iuzians are immune to mind-control and gain a +2 deflection bonus to AC and +2 resistance bonus to saves against good spells and PCs (though this does not stack with existing bonuses). Additionally, it means that any non-evil summoned creatures must make Will saves (DC 37) or be instantly dismissed; they add their HD to their saving throws.
Gates Table
ALL APLs (Untiered)

General Arbas on Shieldbreaker: hp 217; Appendix 1.


Nightwing: hp 144; Monster Manual 197.


Iuzian Battle Cleric: hp 112 (each); Appendix 1.


Iuzian War-Wizard: hp 70 (each); Appendix 1.


Hobgoblin Archers (8): hp 108 (each); Appendix 1.


Ogre Mobs (2): hp 198 (each); Appendix 1.


Orc Mobs (2): hp 195 (each); Appendix 1.


Bugbear Warriors (16): hp 52 (each); Appendix 1.
Tactics: If the Iuzians are using area affect spells, they will target the Standing Army mobs with the PCs, if possible.  For the first hour of real time, General Arbas will fight to the death, but will only engage PCs who engage him first.  
When the undead are added during Encounter 2, Arbas will engage any PCs on the map, beginning with the most obvious threat and working his way down.
Development: If PCs defeat Iuzian Battle Cleric, Iuzian War-Wizard or Hobgoblin Archers before the gates open or the undead rise, replenish to the amount listed above and place atop the wall.


If the gates are open or the undead have arrived, replenish all of the above when defeated except the nightwing(s) and General Arbas.
Inner Courtyard

All APLs (EL None)


Qara’Leshra: hp 337; Appendix 1.


Nalfeshnee: hp 144; Monster Manual 145.


Iron Golem (2): hp 112 (each); Monster Manual 136.


Hobgoblin Warmagi (4): hp 77 (each); Appendix 1.


Hobgoblin Archers (8): hp 108 (each); Appendix 1.


Hill Giant Barbarian (2): hp 168 (each); Appendix 1.


Orc Mobs (2): hp 195 (each); Appendix 1.


Bugbear Warriors (16): hp 52 (each); Appendix 1.
Tactics: These forces wait in reserve until the gates open and the PCs are able to approach via that route. However, if the PCs are able to approach via another route, use the tactics from Encounter 2: Desperate Times.

North Courtyard

All APLs (EL None)


High Priest Koth: hp 173; Appendix 1.


Blackguard Mob (2): hp 270 (each); Appendix 1.


Shadow Mob (2): hp 270 (each); Appendix 1.

Iuzian Cleric, 7th-level (4): hp 52 (each); Appendix 1.


Iuzian War-wizard (1): hp 97 (each); Appendix 1.


Succubus Marshal (1): hp 115 (each); Appendix 1.

Tactics: 
The succubus marshal provides all Iuzians within 60 feet with a +13 bonus to their Will saves. She moves between Koth and the PCs in order to protect the High Priest.

Should the PCs teleport into the courtyard (the most likely scenario given that before they begin casting short-duration buffs, the PCs have only 1 minute to travel ¼ mile), they will give the Iuzians an automatic set of readied actions (this is NOT a surprise round as the PCs know they are headed into an ambush are thus considered not flat-footed).

One of the Shadow Mobs will move into position to provide automatic damage when the PCs arrive.


The other Shadow Mob will position itself between the PCs and High Priest Koth.


Two of the Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Fell Drain Sound Burst, hoping to catch all of the PCs between the spells (DM: avoid, if possible, catching PCs with 2 negative levels in this surprise round).


The other two Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Unholy Blight to catch all of the PCs.


One of the Blackguard Mobs will move adjacent to the Shadow Mob in order to affect as many PCs as possible with its Aura of Despair.


The other Blackguard Mob will position itself between the PCs and High Priest Koth.


The Iuzian War-wizard will cast Evard’s black tentacles in such a position as to catch as many of the PCs as possible (while avoiding the Blackguard Mob). Then he/she will ready to target the first PC to leave the Black Tentacles with a prismatic ray.

High Priest Koth will move 60 feet away from the furthest PC and will ready to disrupt the first PC attempting to cast a spell with a ranged harm.

After the initial round, Koth and the War-wizard will try to keep defensive positions while the others fully engage the PCs.


The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE NORTH GATE HAS OPENED!

Developments: 
The succubus marshal departs if anyone invokes the Trys favor from SHL8-04 Love’s Redemption.

If the PCs manage to enter the gatehouse, immediately go to Encounter 3, and add those defenders.

South Courtyard

All APLs (EL None)


Kaquizel the Snake (projected image): hp 132; Appendix 1.


Blackguard Mob (2): hp 270 (each); Appendix 1.


Iuzian Cleric, 7th-level (4): hp 52 (each); Appendix 1.


Iuzian Battle Cleric (1): hp 123 (each); Appendix 1.


Succubus Marshal (1): hp 115 (each); Appendix 1.

Tactics: 
The succubus marshal provides all Iuzians within 60 feet with a +13 bonus to their Will saves. She moves between Kaquizel and the PCs in order to “protect” Kaquizel.

Should the PCs teleport into the courtyard (the most likely scenario given that before they begin casting short-duration buffs, the PCs have only 1 minute to travel ¼ mile), they will give the Iuzians an automatic set of readied actions (this is NOT a surprise round as the PCs know they are headed into an ambush are thus considered not flat-footed).

Two of the Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Fell Drain Sound Burst, hoping to catch all of the PCs between the spells (DM: avoid, if possible, catching PCs with 2 negative levels in this surprise round).


The other two Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Unholy Blight to catch all of the PCs.


One of the Blackguard Mobs will move adjacent to the Shadow Mob in order to affect as many PCs as possible with its Aura of Despair.


The other Blackguard Mob will position itself between the PCs and Kaquizel’s image.

The Iuzian Battle Cleric will ready to cast blasphemy when the PCs arrive.

Kaquizel the Snake’s image will move 60 feet away from the furthest PC and will ready to cast greater dispel magic as an area affect to catch all the PCs but none of his companions. Kaquizel automatically dispels spells of CL 23rd or lower, using Arcane Mastery to take 10 on his checks.

After the initial round, “Kaquizel” and the Battle Cleric will try to keep defensive positions while the others fully engage the PCs. If any of the PCs seem to stop interacting with Kaquizel’s image, Kaquizel, who is inside the gatehouse, with line of effect from a small spy hole, will cast superior invisibility on his real body, then resume the fight.

The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE SOUTH GATE HAS OPENED!

Developments: 
The succubus marshal departs if anyone invokes the Trys favor from SHL8-04 Love’s Redemption.


If the PCs manage to enter the gatehouse, immediately go to Encounter 3, and add those defenders.

South Keep (Dust Cavern)

All APLs (EL None)


Blackguard (1): hp 104; Appendix 1.


Shadow Mob (3): hp 270 (each); Appendix 1.


Iuzian Cleric, 7th-level (4): hp 52 (each); Appendix 1.


Elder Earth Necromental (3): hp 240 (each); Appendix 1.

Hill Giant Barbarians (3): hp 168 (each): Appendix 1.

Succubus Marshal (1): hp 115 (each); Appendix 1.

Tactics: 
The succubus marshal provides all Iuzians within 60 feet with a +13 bonus to their Will saves. She moves between the PCs and the entrance to the South Keep.

Should the PCs teleport into the courtyard (the most likely scenario given that before they begin casting short-duration buffs, the PCs have only 1 minute to travel ¼ mile), they will give the Iuzians an automatic surprise round:


One of the Shadow Mobs will move into position to provide automatic damage when the PCs arrive.


The other Shadow Mobs will position themselves between the PCs and the entrance to the South Keep.


Two of the Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Fell Drain Sound Burst, hoping to catch all of the PCs between the spells (DM: avoid, if possible, catching PCs with 2 negative levels in this surprise round).


The other two Iuzian 7th-level clerics will move to opposite sides of the PCs and ready to cast Unholy Blight to catch all of the PCs.


The Elder Earth Necromentals will arrange themselves around the party in such a fashion as to threaten everyone (if possible) and will delay until after the first PC has acted in order to respond with full attacks.

The Hill Giant Barbarians will position themselves at a distance from each other and the PCs, generally between the PCs and the entrance to the South Keep. They will delay until after the first PC has acted in order to take full-round attacks.


After the initial round, the Iuzians will continue to press the fight with full-round actions, with the Hill Giants and the Shadow Mobs, especially, focusing on anyone who starts to fly. The Iuzians typically don’t power attack unless they’ve found they can hit readily against any specific opponent. The Archmage Kryzamine observes the battle from inside the South Keep and will send reinforcements early (see Encounter 2) if the PCs obliterate the defenders before an hour passes.

The PCs must find their way past the Iuzians to the South Keep. Its doors are closed but not locked. They must then find their way down 120 ft. of winding stairwell (20-ft.-wide) to the “Dust Cavern,” a chamber carved out of the rock, above the mines, wherein lies a vast contraption to which Kryzamine’s magical wards are tied. The contraption can be destroyed (hardness 20, hit points 300), disabled (1d4 rounds, DC 34) or dispelled (4 spell effects at CL 20th each).

If the PCs manage to destroy, disable or dispel the contraption, the DM must announce to the entire convention that the South Keep’s wards have been lowered (magic circle against good and dismissal).
Developments: 
The succubus marshal departs if anyone invokes the Trys favor from SHL8-04 Love’s Redemption.

North Keep (Black Chamber)

Read the following boxed text:
The young wayfarer assigned to take your group into the bowels of Law’s Forge, must not have been briefed on the state of the last person to try such a feat.  That or he knows no fear.  Either way, he prepares the teleportation spell with no hesitation.  


“I will get you as close to the warding beacon as possible!” the mage shouts to be heard over the din of battle.  “It should look like a black pillar, if our divinations are correct!  Take this stone and place it in your mouth!  When the mission is complete, call for me and I will come extract you!”


The smell of brimstone, the flash of light and the sudden blackness are evidence that you have begun what may be your final journey for the Shield Lands.
The PCs begin the encounter in the center of the map.  They are not surprised; however, three of the fireball traps are set off upon their arrival.  This is to simulate the anticipation of their arrival by the hobgoblin warmages (hey, it’s better than a surprise round, right?)  Their opponents should be arranged along the walls with the casters and the archers in positions of cover.

Trap: 
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; no reset; spell effect (fireball, 8th-level wizard, 8d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.

The spell places you in a room that is completely dark.  Almost instantaneously, the room crackles with a green, otherworldly light.  The emerald illumination reveals a stone cavern about 250 feet in diameter.  There are pillars of stone scattered throughout the room and the light appears to be coming from a multitude of runes etched in the cave walls.  This is all taken in for only a fraction of a second as the air around you explodes with magical fire. It appears, as expected, that the defenders knew you were coming!

Creatures: 
All APLs (EL None)

General At-Ur Rehmat on Bloodaxe: hp 290; Appendix 1.

Bugbear Warriors (20): hp 52 (each); Appendix 1.

Hill Giant Barbarians (4): hp 168 (each); Appendix 1.


Hobgoblin Warmagi (6): hp 77 (each); Appendix 1.


Hobgoblin Archers (8): hp 108 (each); Appendix 1.


Nalfeshnee (2): hp 175; Monster Manual 45.


Ogre Mobs (2): hp 198 (each); Appendix 1.

Stone Golems (4): hp 107 (each); Monster Manual 136.

Tactics: General Rehmat will engage any PCs on the map, beginning with the most obvious threat and working his way down.  The nalfeshnees will focus on using their spell-like abilities to the most effect while the giants, golems and bugbears take up the frontal assault.  The hobgoblins (both archer and warmage) will fight from the rear to the best of their abilities, taking cover when available.

Development: Once the foes are defeated, the PCs will notice a tunnel leading from the southern wall of the cavern.  This leads to the Black Chamber.

If the PCs move to the tunnel before defeating General At-Ur Rehmat, he will pursue them.
Heads Up (Floating Encounter)

This encounter “triggers” when any PCs (especially griffon riders) try flying around the tables.


The Black Windriders are an elite force of cavalry that patrols the skies above Law’s Forge. They begin the interactive on the bluffs above the city. 

The Black Windriders will engage any PC that flies above the city in an attempt to go over the walls.  They will focus primarily on griffon riders and magic users, but will also attack animal companions and familiars.  If a force of PCs attempt to take the fight to them, they will ride out in force, one for each PC, triggering a mini-mission at a different table.  If they are defeated in this mini-mission, they will no longer patrol the skies and will be eliminated from the interactive.
Creatures: The Black Windriders will attack PCs based loosely on their level.  If the PCs being attacked are level 8 or lower, they will be attacked by Orc Vulture Riders on Deadborn Vultures.  If they are levels 9-12, they will be attacked by a Black Windrider on a hippogriff rider.  If they are higher than level 12, they will be attacked by two Black Windriders on their hippogriff mounts.
APL Any (EL 10)


Orc Vulture Rider (1): hp 73; Appendix 1.


Deadborn Vulture (1): hp 67; Appendix 1.

APL Any (EL 12)


Black Windrider (1): hp 61; Appendix 1.


Half-Flesh Golem Warbeast Hippogriff of Legend (1): hp 68; Appendix 1.

APL Any (EL 14)


Black Windrider (2): hp 61; Appendix 1.


Half-Flesh Golem Warbeast Hippogriff of Legend (2): hp 68; Appendix 1.

Rooftop Elite (Floating Encounter)
This encounter “triggers” when any PCs (especially griffon riders) try flying around the tables OR when a PC first successfully defeats a CR 17+ foe.


This squad of veteran arrow demons were brought in to defend Law’s Forge against the Shield Lands’ attack.


The Archers begin on top of the North Keep off the table from the PCs. (PCs who directly choose to engage the Arrow Demons may request a special mission to go to the top of the North Keep.)

Creatures: Lean and wiry, this four-armed creature holds two powerful great bows in its left arms and draws the strings back in parallel with its rights arms.  DC20 Knowledge (Planes) check

APL All (EL 19)


Elite Arrow Demon (8): hp 330 (each); See Appendix 1 Spot +26, Listen +26.

Tactics: The archers will divide their attacks between Outer Courtyard tables and Inside the Gates (-4 Att due to range).  They will target the mirror images on spell casters with the ”low” attack rolls, due to the seeking enhancement they can’t miss.  Remember that the demons posses telepathy so anyone can call out the position of an invisible foe to them.

An archer will retreat if reduced to ~50 hp or less using Dimension Door.  Should it heal back to 200 hp then it will return to the battle field.

Development
After 1 Hour has passed, each table of Iuzians receives reinforcements (except for the two floating encounters). See Encounter 2.
2: Defenders Acknowledge Threat (10 minutes)
After 1 Hour of combat, the Iuzian defenders’ reinforcements pour of out of nearby buildings, towers, alleys, etc. and move to attack.

Tables receive the following reinforcements.

Gates Table

ALL APLs (Untiered)

See the Development section from Encounter 1 for information regarding the Iuzian reinforcements for this table.
Inner Courtyard

All APLs (EL None)

As noted in Encounter 1, these forces wait in reserve until the gates open and the PCs are able to approach via that route. However, if the PCs are able to approach via another route, use the tactics from Encounter 3: Desperate Times.

North Courtyard

All APLs (EL None)


Elder Earth Necromental (4): hp 240 (each); Appendix 1.

Boneyard (2): hp 127 (each); Appendix 1.
Tactics: 
After the initial round, Koth and the War-wizard will try to keep defensive positions while the others fully engage the PCs.


The Elder Earth Necromentals rise from the earth at four points surrounding a cluster of PCs and move to take a single attack on their first round (not a charge).


The Boneyards burst through the flimsy wooden doors of two nearby buildings and almost “flow” toward the PCs, attacking the two nearest.


The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE NORTH GATE HAS OPENED!

Developments: 
If the PCs manage to enter the gatehouse, immediately go to Encounter 3, and add those defenders.
South Courtyard

All APLs (EL None)


Death Giant (2): hp 218 (each); Appendix 1.

Eldritch Giant (3): hp 337 (each); Appendix 1.


Goblin Warmages (6): hp 29 (each); Appendix 1.
Tactics: 
After the initial round, “Kaquizel” and the Battle Cleric will try to keep defensive positions while the others fully engage the PCs. If any of the PCs seem to stop interacting with Kaquizel’s image, Kaquizel, who is inside the gatehouse, with line of effect from a small spy hole, will cast superior invisibility on his real body, then resume the fight.


The reinforcements hustle out of a barracks adjacent to the gatehouse.


Two of the Eldritch Giants use their Quickened dimension door abilities to attempt to bring the Death Giants into position for full attacks on the PCs nearest the gatehouse. If one of the Eldritch Giants is delayed (via anticipate teleportation), the other will not dimension door but will instead use an area-effect Quickened greater dispel magic and then charge the nearest PC. The third Eldritch Giant always uses the Quickened greater dispel magic plus charge tactic to open combat.


The Death Giants prepare to take full attacks, or if the first is delayed, the second moves to intercept the PC nearest the gatehouse.


The Goblin Warmages ready to disrupt spellcasters. If there are multiple spellcasters, the DM should randomly (chaotic evil) determine which spellcaster(s) the warmages ready to disrupt.

The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE SOUTH GATE HAS OPENED!

Developments: 
If the PCs manage to enter the gatehouse, immediately go to Encounter 3, and add those defenders.

South Keep (Dust Cavern)

All APLs (EL None)


Archmage Kryzamine (spell support): hp 189; Appendix 1.

Spellwarped Wood Elf Damage Bombs (3): hp 163; Appendix 1.


Five-Headed Lernean Cryo Fire Giant Tripper (1): hp 288 (each); Appendix 1.

Tactics: 
After the initial round, the Iuzians will continue to press the fight with full-round actions, with the Hill Giants and the Shadow Mobs, especially, focusing on anyone who starts to fly. The Iuzians typically don’t power attack unless they’ve found they can hit readily against any specific opponent. The Archmage Kryzamine observes the battle from inside the South Keep and will send reinforcements early (see Encounter 2) if the PCs obliterate the defenders before an hour passes.


When the reinforcements (which have been waiting immediately behind the keep’s doors) arrive to the field of battle, the Fire Giant Tripper opens the doors and then moves to the side with position to threaten the entire doorway.


The Spellwarped Wood Elf Damage Bombs then rage, primal scream and charge and pounce the nearest targets.


The Archmage Kryzamine remains in the background at this point; however, she has taken part by casting brilliant energy aura in order to affect the primary weapons of the Fire Giant Tripper and the Spellwarped Elven Damage Bombs (as well as those belonging to some other creatures from Encounter 3).

The PCs must find their way past the Iuzians to the South Keep. Its doors are closed but not locked. They must then find their way down 120 ft. of winding stairwell (20-ft.-wide) to the “Dust Cavern,” a chamber carved out of the rock, above the mines, wherein lies a vast contraption to which Kryzamine’s magical wards are tied. The contraption can be destroyed (hardness 20, hit points 300), disabled (1d4 rounds, DC 34) or dispelled (4 spell effects at CL 20th each).


If the PCs manage to destroy, disable or dispel the contraption, the DM must announce to the entire convention that the South Keep’s wards have been lowered (magic circle against good and dismissal).
Developments: 
If the PCs manage to enter the south keep, immediately go to Encounter 3, and add those defenders.

North Keep (Black Chamber)

Continue the combat from Encounter 1. If the PCs have defeated the encounter, they may move on to Encounter 3.
3: Desperate Times (40 minutes)
As the PCs advance toward their goals, they encounter more Iuzian resistance.

Meanwhile, a timed event occurs at the Gates table. Make the following announcement:

As the battle rages, and the cries of the wounded and the dying fill the air, another strange and ominous sound rumbles all around you: The earth begins to heave, and behind you and the Army, cutting you off from the command tents and pinning you against the keep’s walls, an army of thousands of undead arises. Hordes of zombies and vampire spawn and huge, nightmarish creatures that should never have existed…

Additionally, we expect that a story-driven event takes place roughly around this time. When one of the gates opens, make the following announcement:
The fight presses desperately against the gates, but the massive doors resist spell and blade and brute force alike. Then, suddenly, they swing open!


An entire force of Iuzians waits beyond.

Gates Table

ALL APLs (Untiered)

The DM should read the following boxed text as hordes of undead rise from the earth behind the PCs:
As the battle rages, and the cries of the wounded and the dying fill the air, another strange and ominous sound rumbles all around you: The earth begins to heave, and behind you and the Army, cutting you off from the command tents and pinning you against the keep’s walls, an army of thousands of undead arises. Hordes of zombies and vampire spawn and huge, nightmarish creatures that should never have existed...
These opponents will arrive on the same side of the map that the PCs began the interactive.  The undead that rise during this encounter are meant to be overwhelming to the PCs and push them into the city gates.  This could present a deadly problem for the PCs if the gates are not yet open.  The judge is encouraged to use discretion in giving the PCs enough that they are threatened and nervous for their survival yet not enough to kill them outright.  It is encouraged that the judge recommend retreat into the city as a viable option. Remember, the PCs only have to escort the Standing Army mobs into the city, not defeat all of the opponents on the map.


For tables with more than 6 PCs or tables of an APL of 12 or higher, add another 2 charnel hounds.  For tables of APL 14 or higher, add another 2 entropic reapers.

ALL APLs (Untiered)


Corpse Gatherer: hp 195; Appendix 1.


Charnel Hounds (2): hp 220 (each); Appendix 1.

Entropic Reapers (2): hp 142 (each); Appendix 1.


Vampire Spawn Mobs (4): hp 258 (each); Appendix 1.


Grave Dirt Golems (6): hp 90 (each); Appendix 1.


Large Earth Necromentals (10): hp 52 (each); Appendix 1.


Minotaur Zombies (8): hp 81 (each); Monster Manual 267.


Wyvern Zombies (8): hp 94 (each); Monster Manual 267.
Tactics: General Arbas will engage any PCs on the map, beginning with the most obvious threat and working his way down.
Development: If the gates are open, replenish all of the above (including the opponents from Encounter 1) when defeated except the nightwing(s) and General Arbas.


After 40 real time minutes, the Sidhee will arrive, and 10 minutes after that, the Old Faith reinforcements will arrive.  Once the Old Faith arrive, the corpse gatherers and charnel hounds will be removed from the map and only the forces from Encounter One will be replenished.
Inner Courtyard

The PCs begin the encounter at the far end of the map from the temple.  Their opponents should be arranged along the temple or atop of it if they are archers, casters or flying creatures.  Qara’Leshra will not enter the combat until after the gates have been breached.


For tables with more than 6 PCs or tables of an APL of 12 or higher, add another nalfeshnee.  For tables of APL 14 or higher, add another 2 iron golems.

Once the gates have been broken, read or paraphrase the following:

The Black Shields rush to take the vanguard, cutting through the crowd to prove their worth in battle and achieve glory in combat.  They push to the entrance to the ruined temple.  As they breach the jagged portal, the iron toothed maw of the doorway explodes in a fury of blades and blood.  Limbs of Black Shields are thrown from the door and land scattered upon the ground outside.  Many of the mercenary soldiers recoil from the carnage in defensive positions.  Emerging from the doorway is a wicked looking woman with the body of a serpent.  In her many arms are gore spattered swords and she toothily grins as she joins the fray.

Trap: There are three of these traps on the map.  One is triggered when any PC or Standing Army mob reaches 40 feet from the wall.  They will not all be triggered at the same time.  They represent spellcasters casting fireballs from deep inside of the city.  They can be located by a Spot check DC 28 (which will tell the PC where the fireball is coming from) and disabled with a ranged attack roll against an AC of 28 (no range increment penalty).  Unlike most traps of this type, any PC can find and disarm this trap regardless of their class or skill ranks.
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; automatic reset; spell effect (fireball, 8th-level wizard, 8d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.
All APLs (Untiered)


Qara’Leshra: hp 337; Appendix 1.


Nalfeshnee: hp 144; Monster Manual 145.


Iron Golem (2): hp 112 (each); Monster Manual 136.


Hobgoblin Warmagi (4): hp 77 (each); Appendix 1.


Hobgoblin Archers (8): hp 108 (each); Appendix 1.


Hill Giant Barbarian (2): hp 168 (each); Appendix 1.


Orc Mobs (2): hp 195 (each); Appendix 1.


Bugbear Warriors (16): hp 52 (each); Appendix 1.
Tactics: If the Iuzians are using area affect spells, they will target the Standing Army mobs with the PCs, if possible.  Qara’leshra will begin to engage any high level PCs, beginning with the most obvious threat and working her way down.  Qara’leshra will teleport away if in danger of death.
Development: If PCs defeat Hobgoblin Warmages, Iron Golems or Hobgoblin Archers before the Standing Army mobs move through with the siege engines, replenish to the amounts above at the top of the map as reinforcements come from surrounding buildings.  After the siege engines move through, and until the Anvil of Souls is in place, replenish all of the forces except for the Nalfeshnee(s) and Qara’Leshra to the amounts above at the top of the map as reinforcements come from surrounding buildings.
North Courtyard

All APLs (EL None)


Iuzian Cleric, 7th-level (4): hp 52 (each); Appendix 1.


Iuzian War-wizard (1): hp 97 (each); Appendix 1.

Tactics: 
After the initial round, Koth and the War-wizard will try to keep defensive positions while the others fully engage the PCs. If they both survive until this Encounter, they try to establish themselves in defensible positions within the gatehouse.


Also in the gatehouse are a second War-wizard and several Iuzian 7th-level Clerics.


Two of the Clerics position themselves on either side of the inside of the gatehouse’s outer door. They cast their Fell Drain sound bursts as soon as they can target PCs.


The other two Clerics use the same tactics, except inside the gatehouse’s inner chamber.


The War-wizard waits in the gatehouse’s inner chamber and hopes to funnel PCs into areas of effect, especially for prismatic spray and her Energy Admixtured fireball. These are desperate times, and the War-wizard will accept collateral damage, so long as it doesn’t include the High Priest Koth.

The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE NORTH GATE HAS OPENED!

Developments: 
Once the PCs successfully open the gate, they must hold the outer courtyard against an influx of Iuzians (see Encounter 5).

If Koth survives until the PCs open the gate, he will break a word of recall token to return to Dorakaa. The DM should report to the convention coordinator whether he lives or dies.
South Courtyard

All APLs (EL None)


Kaquizel the Snake: hp 132; Appendix 1.


Demons: hp varies; See Tactics.
Tactics: 
Kaquizel the Snake is the sole defender inside the gatehouse. Once the PCs threaten to breach the gate house or successfully breach it, Kaquizel (if not previously) casts superior invisibility and will then use chain dispel to target as many PCs as possible (though he will not target anyone with an active spell turning as he will notice it with his greate arcane sight); then, he will immediately interrupt the next PC’s action to cast celerity and a Sudden Extended timestop, wherein he opens 2 or 3 planar Gates and buffs Meevil the Evil, as well as casting as many battlefield control spells as possible. 

Kaquizel will not risk his life or Meevil’s in defense of the gatehouse. He will teleport away with Meevil if either of them are seriously threatened or if the south gate is opened. The DM should report to the convention coordinator whether Kaquizel lives or dies.

If the table is less than an APL 14 table, Kaquizel only opens 1 gate, which summons 1 glabrezu per round (MM). If the table is roughly APL 14, each gate summons 1 glabrezu per round (MM ). If the table is roughly APL 16, each gate summons 1 marilith per round (MM).

The PCs must find their way past the Iuzians to the gatehouse. Its doors are closed but not locked. The gatehouse is a one-story stone building (hardness 10, hit points 200), 15-feet tall, with a slanted thatch roof (hardness 5, hit points 50). The chain that holds the north gate shut is wound around a wheel that requires a STR check (DC 15) to move.


If the PCs manage to open the gate, the DM must announce to the entire convention that THE SOUTH GATE HAS OPENED!

Developments: 
Once the PCs successfully open the gate, they must hold the outer courtyard against an influx of Iuzians (see Encounter 5).

South Keep (Dust Cavern)

All APLs (EL None)

Continue with the Iuzians from Encounter 2.
North Keep (Black Chamber)

4: The Sidhee Arrive (10 minutes)
After Desperate Times has run for 40 minutes, make the following announcement:

While you and your companions continue to make progress the sheer numbers of Iuzians that continue to press against you seem unrelenting. But then you hear faint shouting in all directions in a language nothing like Abyssal or orcish or giant. The soft and fluid sounds are more like fey than anything else, and suddenly everywhere you look, Iuzians run about, sprayed full of arrows. Feathers sprout from shafts sticking out of their backs as they collapse and die.

Additionally, all players (except those at the keeps) witness the following event:

One of the many elves who suddenly appear on the keep’s walls, darkening the skies with their arrows, stands a calm, grey elven wizard in simple robes, but with powerful, obviously magical, accoutrements. He motions for the Standing Army soldiers to redouble their efforts, then shouts down from the wall: “The Sidhee show their support in the war against Old Wicked!”

Gates Table

ALL APLs (Untiered)

Continue with the Iuzians from Encounter 3.
Inner Courtyard

All APLs (EL None)

Continue with the Iuzians from Encounter 3.
North Courtyard

All APLs (EL None)

Continue with the Iuzians from Encounter 3.
South Courtyard

All APLs (EL None)

Continue with the Iuzians from Encounter 3.
South Keep (Dust Cavern)

Once the PCs breach the keep and travel down the stairwell to the “Dust Cavern,” they encounter the following forces.


If the PCs have not yet breached the keep once the Sidhee arrive, all of the PCs’ opponents outside of the keep (thus, not Kryzamine) take 75 hit points of immediate damage from volleys of arrows.
All APLs (EL None)


Archmage Kryzamine: hp 189; Appendix 1.

Five-Headed Lernean Cryo Fire Giant Tripper (2): hp 288 (each); Appendix 1.

Insectile Snow Elf Skirmisher (4): hp 114 (each); Appendix 1.
Tactics: 
Kryzamine has pre-cast brilliant energy aura on the primary weapons of all the Fire Giant Trippers and the Insectile Snow Elf Skirmishers.


Her favored tactics are to debuff, divide, dominate and conquer. She begins by using her Metamagic Rod of Chain Spell to Chain a greater dispel magic to target each legal PC without an active spell turning, automatically dispelling all spells of CL 21 or lower. If her first attempt is countered, she will use her Belt of Battle to try again. Otherwise, she’ll cast either acid fog or a Fatespun Rapid Heightened dominate person, whichever she thinks will prove more effective. She forces a PC to reroll if he or she rolls above a 14 against a dominate person.


If multiple PCs approach within 40 feet of her, she will use her blasphemy ability.

The Fire Giant Trippers position themselves between the PCs and Kryzamine (and, incidentally, the magical defenses). They spread out to avoid fireball-formation and ready to trip.


The Insectile Snow Elf Skirmishers begin ON THE WALLS above the doorway and attack with higher ground against the PCs nearest the doorway. They full attack if possible, coordinating their attacks in order to fell a single PC (preferably a cleric) before moving on to any others. Otherwise, if unable to full attack, they use Spring Attack to avoid being attacked back. 

The PCs must find their way past the Iuzians to the South Keep. Its doors are closed but not locked. They must then find their way down 120 ft. of winding stairwell (20-ft.-wide) to the “Dust Cavern,” a chamber carved out of the rock, above the mines, wherein lies a vast contraption to which Kryzamine’s magical wards are tied. The contraption can be destroyed (hardness 20, hit points 300), disabled (1d4 rounds, DC 34) or dispelled (4 spell effects at CL 20th each).


If the PCs manage to destroy, disable or dispel the contraption, the DM must announce to the entire convention that the South Keep’s wards have been lowered (magic circle against good and dismissal).
Developments: 
If the PCs look as though they’re going to finish the encounter well before the rest of the interactive has finished, more Insectile Snow Elf Skirmishers and Spellwarped Wood Elf Damage Bombs will pursue the PCs from further up the stairs (arriving behind the party).


These NPCs, however, will NOT have brilliant energy weapons.


Archmage Kryzamine will teleport to Dorakaa if reduced below 30 hit points or if the PCs lower the South Keep’s magical wards. The DM should report to the convention coordinator whether she lives or dies.
North Keep (Black Chamber)

Once the PCs defeat At-Ur Rehmat’s minions and have moved into the keep, read or paraphrase the following:
After defeating the vicious General At-Ur Rehmat and his minions, you find a tunnel that leads from the room.  This tunnel is illuminated by faint sunlight.  Arriving at the end of the tunnel, you find yourself in another room, roughly the same size as the last.  At the far end of the room, you see, protruding from the cave floor, a pillar about 20 feet tall and 20 feet in diameter.  Despite its black color, the pillar is giving off a purple glow that extends in an area 120 feet in diameter around it that rises in a column of light to the ceiling.  The border of the light column crackles and fizzes, almost resembling static electricity

The sunlight in the room appears to be coming from an indirect shaft in the ceiling.  The purple glow from the pillar creeps its way into the shaft, mixing with the faint sunlight.  While the sun’s lights shines into the room, at certain points in the cavern ceiling and along the walls and floors, you notice that the light is pulled into small black pools and pits.  These pockmarks in the otherwise normal stone seem to be pulling the warmth from the room, and something else as well… the magic from your magical items.  This unsettling thought is interrupted by the guardians of the room bounding forward to battle.

This room is called the Black Chamber because it is one of the main research areas for the effects of the earth glide spells.  The continuous admixture of the stone and earth of the cavern and the forces of entropy from the shadow plane have created small pits of entropic magic in the cavern wall.  These pits are causing a dead magic zone inside of the room, as shown by the gray area on the map for Encounter 2: The Black Chamber in Appendix 2.  A Knowledge (arcana) or Spellcraft check DC 20 will reveal not only the effects of the field but that the purple lighting effect is the ward from the pillar and the crackling along the edges is the warding magic conflicting with the dead magic area.  In this dead magic area, any magical effects will not work as though the entire area is affected by an antimagic field spell; however, conjuration effects such as orb spells and fireballs and summoned creatures can still travel through the field, they just cannot originate there.
Creatures: 
All APLs (EL None)

Advanced Bebilith: hp 448; Appendix 1.

Bugbear Warriors (20): hp 52 (each); Appendix 1.

Fiendish Fire Giant Hurlers (4): hp 142 (each); Appendix 1.

Greater Stone Golem: hp 271; Monster Manual 45.

Hill Giant Barbarians (4): hp 168 (each); Appendix 1.


Hobgoblin Archers (8): hp 108 (each); Appendix 1.


Stone Golems (2): hp 107; Monster Manual 45.


Tactics: The monsters will begin the combat around the warding pillar and will fight to defend it.  This is meant to be a knock-down, drag-out melee combat, however, spellcasting PCs may discover the effects of the room and that they can move to the unaffected area to use their spells normally.

Development: The main objective of the PCs is to somehow disable the pillar.  If they can move it somehow to the dead magic zone, this will destroy it.  They may also try to disable it by attacking it.  The pillar has the following stats:

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

Weakness: A successful rock to mud or stone to flesh will remove the DR10/chaotic and adamantine, but not the DR 5/evil.  A successful Knowledge (arcana) check DC 25 will reveal that Use Magic Device can be used to shut down the wards.  A Use Magic Device check DC 25 will allow a PC to shut down the wards
5: Old Faith (25 minutes)
Continue running the ongoing combats for 20 minutes. (Use the new North and South Courtyard encounters whenever the PCs successfully open the gates.)


Then make the following announcement:
As the hordes of undead outside the gates push forward with the force of inevitability, things look bleak for the soldiers huddled around the siege engines which only slowly creak forward.


Just then, several gusts of wind sweep over the battlefield, past the soldiers, past the adventurers at the gates, then down toward the middle of the hordes of undead. In an instant, the wind takes the shape of several dozen clerics, a third in shining full plate, a third in brown garments wearing twigs in their hair or green garlands atop their heads, and the last third wear long dark, cowled robes that obscure their features as they hold aloft holy symbols to Nerull. 


In seconds, the shining Pelorites obliterate dozens of the undead, the followers of Obad-Hai rain fire and lightning down upon dozens of others, and the Nerullites walk among the remains, bending them to the will of their dark god.


The presence of the clerics shifts the tide of battle, ever so slightly against the forces of Iuz, and as the Pelorites turn to move toward you, the soldiers recognize one among them, Lord Freud Laven. The lord’s armor is spattered with blood and mud, but the Standing Army soldiers take heart in the turning of the tide…

Announce

All Lawful casters now gain +1 caster level. All Chaotic casters now suffer -1 caster level.

Gates Table

ALL APLs (Untiered)

Continue with the Iuzians from Encounter 3.
Inner Courtyard

All APLs (EL None)

Continue with the Iuzians from Encounter 3.
North Courtyard

Trap: There are 10 of these traps on the map.  One is triggered when any PC or Standing Army mob reaches 40 feet from the wall.  They will not all be triggered at the same time; three will trigger each round.  They represent spellcasters casting fireballs from deep inside of the city.  They can be located by a Spot check DC 28 (which will tell the PC where the fireball is coming from) and disabled with a ranged attack roll against an AC of 28 (no range increment penalty).  Unlike most traps of this type, any PC can find and disarm this trap regardless of their class or skill ranks.
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; automatic reset; spell effect (fireball, 7th-level wizard, 7d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.
All APLs (EL None)

Blackguard Mob (2): hp 270 (each); Appendix 1.
Boneyard (2): hp 127 (each); Appendix 1.
Hill Giant Barbarian (2): hp 168 (each); Appendix 1.
South Courtyard

Trap: There are 10 of these traps on the map.  One is triggered when any PC or Standing Army mob reaches 40 feet from the wall.  They will not all be triggered at the same time; three will trigger each round.  They represent spellcasters casting fireballs from deep inside of the city.  They can be located by a Spot check DC 28 (which will tell the PC where the fireball is coming from) and disabled with a ranged attack roll against an AC of 28 (no range increment penalty).  Unlike most traps of this type, any PC can find and disarm this trap regardless of their class or skill ranks.
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; automatic reset; spell effect (fireball, 7th-level wizard, 7d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.
All APLs (EL None)

Blackguard Mob (2): hp 270 (each); Appendix 1.
Hill Giant Barbarian (2): hp 168 (each); Appendix 1.
Iuzian War-wizard (1): hp 97 (each); Appendix 1.
South Keep (Dust Cavern)

All APLs (EL None)

Continue with the Iuzians from Encounter 4.

Development: If the PCs defeat all of their foes, they are allowed to make their way out of the keep, where they are confronted by Blackguard Mobs and Shadow Mobs as well as fireball traps.
North Keep (Black Chamber)

All APLs (EL None)

Continue with the Iuzians from Encounter 4.
6: Driving the Anvil Home (25 minutes)
This story event occurs when the final Standing Army Mob manages to haul the covered wagon with the Anvil of Souls into position.

Make the following announcement.

Driving aside the remaining Iuzians, the Standing Army soldiers manage to haul the Anvil of Souls, on its cart, into position. As they begin to drag the Anvil out of the cart, to lower it to its intended spot on the ground, the force of Law peaks, and the air begins to hum with an untold, harmonic power.

All Lawful casters now gain +2 caster levels. All Chaotic casters now suffer -2 caster levels.

Gates Table

ALL APLs (Untiered)

Continue with the Iuzians from Encounter 3.

At this point, now that his troops are routing and no longer willing to follow his directions, General Arbas, if still alive, will find a mage to teleport him to Dorakaa. The DM should report to the convention coordinator whether he lives or dies.
Inner Courtyard

All APLs (EL None)

Continue with the Iuzians from Encounter 3.
North Courtyard

Trap: There are 10 of these traps on the map.  One is triggered when any PC or Standing Army mob reaches 40 feet from the wall.  They will not all be triggered at the same time; four will trigger each round.  They represent spellcasters casting fireballs from deep inside of the city.  They can be located by a Spot check DC 28 (which will tell the PC where the fireball is coming from) and disabled with a ranged attack roll against an AC of 28 (no range increment penalty).  Unlike most traps of this type, any PC can find and disarm this trap regardless of their class or skill ranks.
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; automatic reset; spell effect (fireball, 5th-level wizard, 5d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.
All APLs (EL None)

Continue the encounter with the remaining creatures, and add the following creatures each round.
Blackguard (1): hp 104; Appendix 1.
Iuzian Cleric, 7th-level (3): hp 52 (each); Appendix 1.
Goblin Warmages (6): hp 29 (each); Appendix 1.
Tactics: 
These new creatures exit buildings around the courtyard and scatter in an attempt to move across the battle ground (battle mat) in order to flee as they sense that their forces are being routed. Each round, they take a single move and ready a defensive attack unless pressed to defend themselves. Thus, if the PCs do not engage them, but let them flee instead, they’ll simply flee.

South Courtyard

Trap: There are 10 of these traps on the map.  One is triggered when any PC or Standing Army mob reaches 40 feet from the wall.  They will not all be triggered at the same time; four will trigger each round.  They represent spellcasters casting fireballs from deep inside of the city.  They can be located by a Spot check DC 28 (which will tell the PC where the fireball is coming from) and disabled with a ranged attack roll against an AC of 28 (no range increment penalty).  Unlike most traps of this type, any PC can find and disarm this trap regardless of their class or skill ranks.
ALL APLs (EL 5)


Fireball Trap: CR 5; magic device; proximity trigger; automatic reset; spell effect (fireball, 5th-level wizard, 5d6 fire, DC 14 Reflex save half damage); Spot DC 28; Disable with ranged attack roll AC 28.
All APLs (EL None)

Continue the encounter with the remaining creatures, and add the following creatures each round.
Blackguard (1): hp 104; Appendix 1.
Iuzian Cleric, 7th-level (3): hp 52 (each); Appendix 1.
Goblin Warmages (6): hp 29 (each); Appendix 1.
Tactics: 
These new creatures exit buildings around the courtyard and scatter in an attempt to move across the battle ground (battle mat) in order to flee as they sense that their forces are being routed. Each round, they take a single move and ready a defensive attack unless pressed to defend themselves. Thus, if the PCs do not engage them, but let them flee instead, they’ll simply flee.
South Keep (Dust Cavern)

All APLs (EL None)

Continue with the Iuzians from Encounter 4.

Development: If the PCs defeat all of their foes, they are allowed to make their way out of the keep, where they are confronted by Blackguard Mobs and Shadow Mobs as well as fireball traps.
North Keep (Black Chamber)

All APLs (EL None)

Continue with the Iuzians from Encounter 4.

At this point, now that his troops are routing and no longer willing to follow his directions, General At-Ur Rehmat, if still alive, will find a mage to teleport him to Dorakaa. The DM should report to the convention coordinator whether he lives or dies.
Round 1: Conclusion (15 minutes)
After 25 minutes pass (or when the Anvil of Souls successfully crosses the Inner Courtyard), make the following announcement.

As the Anvil of Souls is secured in its place in the ruined temple of Moradin, the drizzle ceases and a rousing cheer echoes among all the Shield Lands troops as columns of sunlight pierce through the clouds.


Suddenly standing in sunlight, with the Iuzians routing, few notice Lord Simen Sharn approach the Anvil of Souls, escorted by a guard of twenty Black Shields.


Half of them turn with Lord Sharn to fend themselves against onrushing orcs, and the others continue to advance toward the Anvil. There, a half-dozen wearied soldiers of the Standing Army rest, leaning against the artifact of the Soul Forger. One of the Black Shields takes a step toward the nearest soldier, a Heironean, and tells him, “Lift yourself off the Anvil at once, soldier, in the name of your Lord Simen Sharn!”


The Heironean spits out blood. It lands at the feet of the Black Shield. “If the Lord Sharn wants me to move, I’ll move. But I’m not moving for a mercenary. I don’t know how you got here, but we got here over the bodies of fallen Iuzians.” The soldier’s friends stand up as the soldier bristles. They move their hands toward their hilts. “I don’t know too much about your Black Shields, but if you ask me, a bunch of fellas running around with sheer black armor, sheer black shields and flails look an awful lot like Hextorians to me. Now that the Iuzians are beaten, maybe you had better pay attention to where you bring your sedition.”


The Black Shield steps forward with an opened gauntlet and pushes the Heironean in the chest. “You WILL move as your lord commands you.”


“Like the hells, I will,” the soldier says and punches the Black Shield in the face, drawing blood, which falls on the Anvil.


Meanwhile, Lord Sharn and the other Black Shields finishing dispatching the disorganized orcs in time for Sharn to catch sight of the outburst. He rushes over and tells the two men to stop fighting. The two soldiers obey, but eye each other warily as Sharn steps between them.


The young lord is wounded by many cuts and dirty but still retains the air of authority and poise. “This is not a time for bickering among ourselves. The enemy continues to howl within the keep. Standing Army and Black Shield alike, you work for the same cause, the Crusade, Law’s Crusade, as it chases back the chaos. The gods themselves have sanctified this cause!” As he speaks, Lord Sharn’s wounds drip onto the anvil, and it begins to hum loudly, shortly growing louder than Sharn, then roaring so that it is heard at a tremendous distance.


Sharn freezes as a glow encompasses him, red at first, then golden, and burning to a pure brilliant white energy, all while the Anvil is encompassed by a similar glow. With a thunderclap, the humming or roaring ceases, and Sharn’s eyes snap wide open, glowing a vibrant blue. His body appears as though bathed in a halo of light.


“Mother!” he calls, and his voice sounds far too large for his body. “Your son is reborn. I, Stratis! … Broken… Incomplete… Where are my weapons, Mother? Where am I? The boy’s voice rings. Why has he not left this body?”


He turns and looks around him, slowly, as though observing the area around him for the first time.


“Mother!” he calls again. “The boy’s mind… You had a plan…” Sharn, or Stratis, pauses for a moment. “This land needs a champion… The chaos pushes in around them… Their war… War! Mother! I must lead the soldiers to battle!”


The Heironeans and the Black Shields take several steps back, astonished, as the young lord suddenly reaches into the air, as though pulling at something, and the very air rips apart, revealing a portal to some other realm. “Mother!” calls the chilling voice a third time. “This land fights the war against the chaos… The boy struggles for the body. I must be whole!”


Then, impossibly, the young lord steps into the air – two, three steps – and passes through the portal to some unknown realm. Instantly, as soon as he steps through, the gate closes behind him.


Thus ends the Reclamation of Law’s Forge…

7: Back from Critwall
At the beginning of the interactive’s second round, the PCs are teleported from Critwall to one of 4 mini-missions to weaken the Iuzian’s capability to lay siege to the city.

Seeds of Discord (APL 10 – 14)
Adventure Background

The Shield Lands have been peppered with strange cubes of amber, each containing figures trapped inside, both gallant and fiendish.  Adventurers uncovered one of these cubes underneath Gensal when it was destroyed and subsequently retaken.  Those in the know have always been curious as to their purpose or design, and a select few have been fortunate (or unfortunate) enough to discover their true purpose.


During Simen Sharn’s Law’s Crusade, there was discovered a ruined temple devoted to Saint Cuthbert, devoted to such a degree that the temple and those buried there continued to fight in his name long after the occupants had been driven off or killed.  A Cuthbertite by the name of Halbjorn convinced the guardians of the temple to give their so vigorously guarded secrets to the forces of the Shield Lands and one of those secrets was a manual filled with the discoveries of the priests of the temple. This manual, once decoded, contained much data on the purpose and operation of these amber cubes.  They are more than merely artifacts or traps, they are intricately balanced gates to another plane of existence.  Zhayne, the Blackhearted, found this information in her subterfuge of the Shield Lands and through her implanted agents and shared it with Iuz.  Now, Old Wicked plans on using this information to crush the Shield Lands, once and for all.
A: Introduction

The missive said to meet here.  Where is here exactly?  Well you’ve found yourself and your group in a small hamlet just outside of Law’s Forge.  The village seems normal enough, but for the lack of actual villagers.  You were told that a contact would meet you at the town center of the village and when you arrived, no one was to be found.


Suddenly, a flash of light and an acrid cloud of smoke signal the arrival of a visitor.


When the smoke clears, you see standing before you, a female figure in a sleek gown.  Her pose is sultry, her hair luxurious, her wings enormous and her tail is thick and scaly.  She does not wait for an announcement of her arrival.


“I am Malcanthet, Queen of the Succubi. Shield Landers, we seem to share a common enemy, however, you should be careful with whom you make friends.  I have reached out to a couple of your Lords because I have information that will stymie the Old One.  It is information that you were so close to finding yourself, so just consider it a little push in the right direction.  If you would be so kind as to follow me?”
B: The Big Reveal
The demon queen leads you towards the village church, a structure once devoted to the worship of Atroa.  The church is empty, but Malcanthet stops in the middle of the room.  She directs her gaze to the floor for just a second and then reaches out her hand, as if to grab an item.  She closes her fingers around an unseen grip and lifts, straining slightly at first and with a thrust she raises her hand into the air and a large part of the Oerth and floor magically rises with it.  She tosses the debris with a thought into a corner of the room, causing a clamor somewhat akin to a minor earthquake.


In the space that once contained the church floor, an inky black hole descends into the ground.


“After you,” the demoness requests.

Assuming the PCs lead the way, Malcanthet will quickly follow, lighting the descent as she flies to the cavern floor.
As Malcanthet lights the cavernous room, you see a disturbing sight.  The cavern is filled with what appears to be the missing villagers.  They all appear to be locked in a deep slumber and unmoving.  The most discomforting part of the scene is that every single sleeping form has their eyes locked open in a look of sheer terror.  Against the back wall of the cavern, there is a block of transparent amber.  Encased in the amber are three warriors figures, each in a very decorative armor and wielding battle axes.  Flying to meet the warriors in battle is a demonic creature, hideous and chaotic in its appearance as a flurry of teeth and claws.  In between the two sides is a crouched figure, clad in robes.


“Recognize this?” Malcanthet inquires.  “This, my tenuous friends, is a gate.  Not a gate of magic that can be closed or destroyed, but one of an ancient alchemy.  One made of a power so ancient and elemental that the gods themselves cannot destroy it, only contain it.  It lies in balance now, but the Wicked Godling desires to tip the scales.  This is how!”


Malcanthet reaches down to one of the sleeping villagers, a young man, and with one hand yanks him up to hold in front of her.  She plunges her other hand into his chest and tears out a form.  She then drops the corpse of the young man to the ground.  The form she holds in her hand is a small, almost embryonic creature that looks somewhat like a salamander.  It cries out with weak and new lungs as she grips its neck and crushes, snuffing out the life the creature so briefly had obtained.


“Slaadi!  The vile creatures are being bred to disrupt the balance of the gates.  Zhayne had just discovered the way to convert the gates to draw upon the planes of utter chaos and beyond, but that was her last act in the service of Iuz.  The sacrifice of these toads is integral in the process as they will flood the gate with chaotic energy causing it to crack.  Right now it is a race against time.  The Cuthbertines found a way to seal the gates for the time being, but the forces of law must act quickly or Iuz will prevent this from happening.  


A sacrifice must be made of lawful blood in order to bind the portal to the side of order.  One must be by an evil creature of law and one of pure law, untainted by evil or good. Conveniently, these knights have comprised the good requirement of the equation.”


With this explanation, Malcanthet moves to the amber block for a demonstration.  She removes two vials from her gown and splashes them on the gemstone.  A fizzle occurs on the outside of the gem.  Inside the gem appear two figures.  One is a middle aged woman, a look of shock is on her face and she cowers by the man in robes.  The other new figure is a proud looking hobgoblin in scale mail. 


“You must take these vials to your assigned gate, they contain the blood of innocents, yet they fulfill the requirements to seal the gates from the forces of chaos. I have included a token that should bring you to your destination.  Hurry, though, time is running out.”


With this last command, Malcanthet, Queen of the Succubi, disappears as quickly as she left.
C: Game Over, Man!
After breaking the token, you arrive in a cavernous room, however, there is no amber stone to be seen.  The room is circular, about 45’ in diameter with one exit and all about it are people in the same state of unsettling sleep as the room you left moments ago.  Suddenly, some of the sleepers jerk to life and stand up.  Their movements are not much unlike those of a marionette as they move towards you, their mouths gaping open in a silent scream and their eyes locked in horror, almost pleading for help.  They take a couple of steps towards you and then a ripping sound is heard, followed by an explosion of gore as each person is torn apart from the inside and in the wake of the carnage stand toad-like creatures ready for battle. 

Creatures: 
APL 10 (EL 13)


Green Slaadi (3): hp 76; Monster Manual 230.


Blue Slaadi (2): hp 68 (each); Monster Manual 229

APL 12 (EL 15)


Gray Slaadi (4): hp 95; Monster Manual 231.


Green Slaadi (2): hp 76; Monster Manual 230.


Blue Slaad (1): hp 68 (each); Monster Manual 229

APL 14 (EL 17)


Gray Slaadi (3): hp 95; Monster Manual 231.


Blue Slaadi (2): hp 68 (each); Monster Manual 229


Advanced Death Slaad (1): hp 253; Appendix 1
Tactics: The slaadi will attack to the best of their abilities barring the summon slaad ability.  At APL 14, the death slaad will attack using its spell-like abilities (beginning with implosion) until the other slaadi are defeated.  It will then wade into melee combat, typically taking a full attack when possible and using a quickened fireball.

Development: Once the slaadi are defeated, the PCs can make a Listen check DC 15 to possibly hear voices (Qara”Leshra and Kryzamine) in the other room.
D: Romancing The Stone
With the slaadi defeated, you move on to the attached room. This room is lit by natural sunlight which pours into the cavern through a small shaft.  In the center of the room is a large cube of amber with a familiar assortment of figures encased inside. 
This room may also contain Qara’Leshra or Kryzamine or both if they survived the first round of the interactive.  If so, read or paraphrase the following:

Standing between you and the cube of amber is a large demonic woman with a snake-like body and a fiendish, wiry, horse-faced Suel woman with graying hair.  Neither seems pleased to see you hear.
Creatures: 
All APLs (Untiered)


Qara’Leshra: hp 337; Appendix 1.

Archmage Kryzamine: hp 138 (each); Appendix 1.
Tactics: If the NPCs are here, they will stop at nothing to prevent the PCs from locking the gate.  If the fight begins to go bad for the PCs, remind them that they should concentrate on shutting down the gates.  As it turns out, if the gate is shut down with the vials of blood, Kryzamine will retreat, using her limited wish spell as a teleport.  Qara’Leshra will retreat when the gate is deactivated too, remaining only to fight a party of APL 14.
Development: Once the PCs are finished shutting down the cubes, they are located by a wayfarer and brought to Law’s Forge to be debriefed and to help participate in the defense against the Iuzian siege.

If the PCs fail to shut down the cubes, the DM should report this to the convention coordinator. The Iuzian siege against Law’s Forge will feature 1 or 2 slaad at each table. The convention coordinator will assign them to the tables.


Additionally, if Qara’Leshra and/or Archmage Kryzamine intervene, the DM should report whether they live or die in this encounter.
Architecture and Engineering (APL 14)
Adventure Background

The Iuzians, during their occupation of Law’s Forge, created hundreds of undead and golems, many of which they stored, sealed, in the mines below the city for future use. Many of these were ill-suited for combat, so the Iuzians overlooked them during the defense of the city; however, now that the PCs have retaken the city, a small squad of vampires have been instructed to infiltrate the keep and its mines and to open the doors to these reserves of undead (mainly skeletons and zombies) in order to sow chaos through the interior of Law’s Forge as the main siege force prepares to launch its assault.


Meanwhile, Lord Bladehone and his forces found the sealed doors and opened them once. Realizing that the mines held vast numbers of undead, they quickly re-sealed the doors before the undead were able to flood outward. The new seals feature positive energy traps. Lord Bladehone also had the Arcanists’ Society place a number of alarm spells to ward the area. When one of them sounded, the Lord immediately sent for a team of adventurers to go into the mines and prevent the undead from escaping – no matter the cost.
A: Introduction

As soon as you finish resting and recovering from your previous day’s adventuring, a haggard wayfarer shows up, breathless, and informs you that Lord Bladehone has requested your IMMEDIATE return with him to Law’s Forge.
B: Another Job from Lord Bladehone
The wayfarer teleports you directly into Lord Bladehone’s chambers. There, the lord stands with two other dwarves, reviewing a map that looks like a series of lines.


Scarcely pausing to acknowledge your arrival, merely waving you to take seats, the lord continues to discuss the matter at hand with his advisors: “If we charge the tunnels here and here?”


“It should work.”


“Of COURSE it will work. It will blow things up. I want to know if the keep’s defenses will be weakened.”


“Only if its assailants intend to travel through several tons of rock.”


“They just might.”


“I understand that, my lord, but if they intend to travel through several tons of rock, the keep is already poorly protected against them. If they have means to travel through rock, they’ll do so. Destroying the tunnels here and here shouldn’t weaken the keep’s defenses any further.”


Lord Bladehone nods and then turns to you. “After we won the battle and reclaimed the city, my foremen located a series of sealed doors, all marked with the grinning skull of Old Wicked. We opened them up to see what they held, and it turned out that they were filled with thousands of undead. We never came up with a full plan for destroying them; we don’t even know how many they are or what types. All we did is shut the doors fast as we could and reseal them, trapping them with positive energy.


“Additionally, I had some of the Arcanists’ Society’s mages ward the mines with alarm spells to alert me if anyone tried to enter the tunnels near those undead. The first alarm sounded this morning, one hour ago. The second sounded half an hour ago.


“We need you to go into the mines and destroy them. My advisor, here, Kraggy Guhdhand, has developed some powerful explosives he’s currently storing in his Heward’s handy haversack. If you place them in three key locations, we think you can collapse the mines atop these undead, possibly even atop the intruders, and we think you can do this without weakening the keep’s defenses.


“Kraggy’s going with you. He’ll direct you to the nearest entrance, but he’s no fighter. You’ll have to protect him.”
C: Into the Mines
Kraggy guides you into the mines, and it quickly becomes apparent that the dwarf’s plans for self-preservation include waiting 60 feet back from the last of you, hiding around corners until you tell him the way is clear.


Strange noises spook Kraggy as you wander through the tunnels, but it’s eerily quiet as you pass through the tunnels, quickly dispatching the stray zombie here or there, but you find nothing that would indicate massive numbers of undead… 


Then, as you round a corner to approach the last of the seals where you’re to place a charge, something feels… wrong.
Allow the PCs Spot and Listen checks opposed by the Vampire Shadowdancer’s Hide and Move Silently checks.


Also, if any of the PCs are using detect undead or detect evil, they detect the presence of evil undead as soon as they round the corner.


Otherwise, ask any player whose PC fails to spot or detect any of the undead if he or she would like to play Feign Surprise.
Then you see it, dozens of zombies stand silently in the tunnel several dozen feet in front of the warded seal that leads deeper into the mines.
Creatures: 
APL 14 (EL 18)


Vampire Shadowdancer (1): hp 144; Appendix 1.


Dread Wraith (4): hp 104 (each); Monster Manual 258


Umber Hulk Zombie (8): hp 107 (each); Monster Manual 267


Bugbear Zombie (24): hp 42 (each); Monster Manual 267
Tactics: The vampire shadowdancer Hides in Plain Sight as he attempts to disable the warded seal. It takes him 2d4 rounds to accomplish his task, starting when the PCs arrive. 


The dread wraiths wait in the walls until the PCs begin to move toward the warded seal. They use their life sense and spring attack to move out of the mine shaft walls to attack the PCs’ rear, then spring back into the stone.


The zombies, as mindless dead should, simply approach and attempt to swarm the nearest PC. However, as they don’t all fit in the mine shaft between the PCs and the warded seal, dozens of them have moved into corridors to either side of the seal. 
Development: If High Priest Koth survived the first round of the interactive, he oversees this operation, beginning invisible down one of the corridors to the side of the seal.


Note that the PCs do not have to defeat all the Iuzians at this location in order to succeed at their task. They must simply place the charge, meaning that someone must take the charge to the sealed door. If, after 4 rounds of combat, Iuzians still remain, and none of the PCs have thought to take the charge to the seal, Kraggy will appear from behind his corner and ask one of the PCs to toss him the charge. He will then attempt to dash to the seal. The PCs must simply help clear a path for him.

D: Boom!
Once the PCs begin to place the charge, allow them to make a Knowledge (architecture and engineering) or Stonecunning check (DC 25). A success affords the PCs the knowledge that the explosion is going to cause the tunnels to blow up for several hundred feet, much further than Kraggy had informed them (he was mistaken).


If a PC points out this fact to Kraggy, he’ll acquire a sudden case of a Dwarven sense of nobility and will offer to set the charge and explode it.


If the PCs have defeated all the undead or rendered them unable to attack the PCs, the PCs may find a way to get everyone free without damage (possibly even Kraggy).


However, if the PCs come to this realization during combat, they can only get up to 1 round away at maximum.


If the PCs set the charge without coming to this realization, they are unable to get away from the seal before the resulting explosion catches up to them.


Once the charges are triggered, the mines are subjected to an earthquake spell centered on the final charge, with chain explosions causing the duration to continue until the PCs exit the area; the radius extends for 240 ft. Once the PCs have moved 240 ft. away from the final charge, they are safe from the effects of the earthquake. While they are in the earthquake, however, they take 8d6 points of bludgeoning damage each round (Ref DC 15 half), are considered to be in rough terrain, may not run and must make Concentration checks DC 20 + half damage taken + spell level in order to cast spells.


Once the PCs are clear of the earthquake radius, they are free to report to Lord Bladehone.

Development: The DM should report to the convention coordinator if the PCs succeed at their task. If they fail to blow the charge (for example, if Kraggy takes it but is unable to set and detonate it), each table will feature multiple additional undead. Additionally, if Koth intervenes here, report whether he lives or dies. 
River Crossing (APL 6 – 8)
Adventure Background

Iuz has learned of the resurrection of Stratis and intends to lay a massive siege against Law’s Forge in order to distract the new hero-god from his personal defenses, focusing instead on the defense of the city as a whole.


To that end, he has dispatched thousands and thousands of troops, though with the new complications to the earth glide spell, many thousands are forced to march on foot. This means that to get to Law’s Forge in time to join the siege, they must cross the Ritensa river.


Several battalions are encamped along the path, joining the march to the Ritensa, and the forward troops include not only the “engineers” but a number of powerful, ground-locked creatures as well as several leaders.


Additionally, at APL 8, if Kaquizel the Snake survived the first round of the interactive, he has been put in charge of the defenses for the river crossing. Even as an untiered encounter, Kaquizel is far too difficult for an APL 8 table to defeat, and he will only arrive after 6 rounds of combat have passed. However, if he arrives, he will spend 1 round appearing all-powerful and ominous. 


Then when he enters combat on the next round, he will begin with a Sudden Extended time stop and a series of spells that separate the first 1d4+1 PCs from the rest of the table and that, like lingering flames and Evard’s black tentacles, begin to do damage after the time stop ends (which will likely result in the deaths of those 1d4+1 individuals). 
A: Introduction

As soon as you finish resting and recovering from your previous day’s adventuring, a haggard wayfarer shows up, breathless, and informs you that Lord Torkeep has requested your IMMEDIATE return with him to Law’s Forge.
B: Another Job from Lord Torkeep
The wayfarer teleports you directly into Lord Torkeep’s company on top of Law’s Forge’s north keep. There, the lord stands overlooking the landscape with a spyglass held to his eye.


The sounds of battle rise faintly from the walls around the city. It’s clear, though, that the current Iuzian forces laying siege to the walls are only a minor distraction; their lives are all forfeit.


The lord turns slowly once he notices your arrival. “It’s about time you arrived,” he says. He points with the spyglass, indicating the countryside beyond. “A force of Old Wicked’s minions are moving into position to construct a series of bridges to march a vast ground force across the Ritensa. I want you to wait until those bridges are constructed, but only until they’re JUST constructed. Then I want you to destroy them. You’ll be outfitted with a number of explosive charges. Place two at each end of a bridge, then trigger them by lighting a fire to a wire that you’ll attach to the charges. The explosion should collapse even the sturdiest of bridges.


“I have a Greycloak, Rusty Enerick, waiting to guide you to a vantage point where you can watch the bridge construction until it’s time for you to move. He’s downstairs, and he’s expecting you. We can’t have those forces assaulting the keep. We expect the main siege is coming soon, and if you succeed, you’ll split the siege in half.


“Now, go, and may the axe grow great!”
C: Hiding with Rusty
Rusty guides you to a hiding spot overlooking the Ritensa, from which you can carefully view the Iuzian bridge construction. Hundreds of undead, constructs, and humanoids mill about in the distance.


Rusty encourages you to get some rest while he keeps watch, but the time to act comes soon enough. Dark falls, and there’s a restless feel to the air as you set out to blow up the bridges. You know that you’ll have to deal with the Iuzians on the near side of the river, regardless of your success, and it’s uncertain what terrors lurk beyond the river.
Allow the PCs Hide and Move Silently checks opposed by the Iuzians. Iuzians on the far side of the river get -20 to their checks.

D: Planting the Charges
As you approach the bridge, you can make out dozens of [orcs/ogres] standing idly on the near side of the bridge, along with a strange construct and a number of humanoids.

Creatures: 
APL 6 (EL 11)


Orc Zombie Mob (1): hp 270; Appendix 1.


Iuzian Cleric, 7th-level (3): hp 52 (each); Appendix 1.

Advanced (16 HD) Gloom Golem (1): hp 74; Appendix 1.
APL 8 (EL 13)


Ogre Zombie Mob (1): hp 270; Appendix 1.


Iuzian Cleric, 7th-level (2): hp 52 (each); Appendix 1.

Shadesteel Golem (1): hp 119; Appendix 1.
Tactics: The mindless zombies simply attempt to trample the nearest PCs, while the clerics stand out of the way of any harmful effects from the constructs and try to position themselves to cast Fell Drain sound burst against multiple PCs, using Quickened Profane Lifeleech each round.
Development: At APL 8, if Kaquizel the Snake survived the first round of the interactive, he oversees this operation, beginning far on the other side of the river, occupied in other tasks. After the 6th round of combat, he receives word and dimension doors himself to 100 ft. up in the air over the PCs’ combat at the beginning of the 7th round. He does not engage the PCs that round, choosing, instead, to simply observe their tactics.


If Kaquizel appears, the DM should notify the convention coordinator whether he lives or dies.

Note that the PCs do not have to defeat all the Iuzians at this location in order to succeed at their task. They must simply place the four charges, meaning that someone must take the charges to the corners of the bridge, potentially without alerting the Iuzians. Then, they must ignite them.


The DM should report to the convention coordinator if the PCs succeed at their task. 

Sibling Rivalry (APL 14 – 16)

Adventure Background

After the resurrection of Stratis, many of the Black Shield as well as many Shield Landers, including some key members of the Inquisition, converted to the worship of the new god of law and war.


Iuz sensed this shift, as a new deity began to grow in power, with a power base very close to his own, and despite the fact that some adventurers may think that Stratis has been killed, Iuz knows that the new god of law has grown in strength and is mustering a greater strength in order to oppose him.


In order to reduce Stratis’ ability to threaten him and to weaken the hero-god in order to bind him and steal his power, Iuz has sent his Boneshadow, Keak, as well as a number of shapechangers to infiltrate the Heironeans at Law’s Forge and to use treachery in order to drive off the Black Shields, currently the most devout of Stratis’ worshippers – as well as fine soldiers in their own right.


Furthermore, the chaos his move would introduce suits Iuz quite well.


By the time the PCs become involved, Old Wicked’s ploy is already well underway, and the new High Priest and Inquisitor of Stratis, Carssin Galesmythe (formerly the High Inquisitor of Heironeous), has become concerned about the rising tensions between Heironeans and Stratites.
A: Introduction

As soon as you finish resting and recovering from your previous day’s adventuring, a haggard wayfarer shows up, breathless, and informs you that the High Inquisitor, Carssin Galesmythe, has requested your IMMEDIATE return with him to Law’s Forge. Something about the wayfarer’s manner suggests not everything is as it seems to be, yet as he answers all your questions quickly and without guile, you can’t detect anything amiss.
B: Inquisit Them!
The wayfarer teleports you directly into the High Inquisitor’s company in a spacious chamber several stories up in Law’s Forge’s north keep. The sounds of battle rise faintly from the walls around the city. It’s clear, though, that the current Iuzian forces laying siege to the walls are only a minor distraction; their lives are all forfeit.


The Inquisitor turns to face you, and the most striking change is that he has replaced the holy symbol of Heironeous in all ways with a holy symbol consisting of a white shield, trimmed in red, proudly displaying an ebon glaive. He wears the new symbol proudly on his vestments, around his neck, and you can spy, tilted against the wall in the corner, the Inquisitor’s mithral buckler, upon which is painted the very same symbol. The Inquisitor, a highly-trained observer, can scarcely help but notice your expressions.


“Yes,” he says, “I see which way the wind is blowing. The resurrection of the Bane of Chaos Incarnate and the attention he has chosen to give to the Shield Lands not only strengthens our war effort, but it indicates the gods themselves have seen fit for the hero-god to be returned to life. My best guess is that the lawful gods, unable to interfere counter Old Wicked directly, have sanctified the God of War’s return to Oerth. There were few records related to his worship, but it’s clear that he considers lawful wartime alliances matters of high priority.


“This is what the nation needs – a source of leadership, unfettered by personal interests. Wartime is a time to for you to unite with your allies to destroy your enemy, not a time to squander your energies on personal bids for power or trying to apply mediocre salves to minor inconveniences. The nation needs the Crusader’s clarity of vision.


“And I need your help. Many of the Black Shield saw the clarity of the Crusader’s vision after the reclamation, and dozens of them have converted. Nonetheless, resentful Heironeans among the Standing Army accuse them of being Hextorians, accuse them of the atrocities in Critwall, though none of them have left the keep since the battle for the city. Of course, I still have my contacts among the Heironeans, though many of them – those who did not follow me and covert – now resent me, considering my decision to follow the Crusader a betrayal of the Arch-paladin. What I have gleaned is that the strife between the Heironeans and the Black Shield seems to stem mainly from a small group of individuals, though no one’s identified which.


“My duties call for me to stay in the keep, to advise Lord Bladehone, and to continue to administer healing and justice to the populace. Please go, then, on my behalf and sort out this confusion before the discord grows any greater. The city needs those Black Shields here to withstand Old Wicked’s siege when it comes in strength.


“Before you leave, do you have any questions?”

Galesmythe will entertain a few, brief questions but has come to the firm, unshakeable belief that the Shield Lands needs every available defender to withstand Old Wicked’s retribution; this means Heironeans and Black Shields alike.


If the PCs refuse to listen to his calm, polite, reasoned explanations; he will shake his head, frustrated, and tell them that they’ve made their decision. They are dismissed, and the players have a break until the next part of the interactive begins.
C: Will the Real Heironean Please Stand Up?
A few hours of chasing leads and patrolling the streets suddenly pays off as you overhear a heated conversation between a dozen Heironeans and a half-dozen Black Shields. Many of the Black Shields have had their shields painted white with a bold ebon glaive proudly presented.
Allow the PCs to make Listen checks. With a DC 25, they overhear the Heironeans call the Black Shields a faithless, fickle bunch of mercenaries; the Heironeans say they’re not certain which is worse – a bunch of Hextorians masquerading as heroes or abandoning their god when newest, shiniest deity shows up – and then expecting them to believe the Hextorians would stand tall in the face of adversity against a siege.


With a Listen check (DC 15), the PCs overhear the Black Shields’ rebuttal. They call the Heironeans a bunch of narrow-minded, undisciplined amateurs who don’t know how to follow orders when they’re given. If the city falls, they say, it won’t be due to a failure on the part of the Black Shields; it will be due to the “sedition” the Heironeans are spreading among their own.


 With a Listen check (DC 10), the PCs overheard one of the Heironeans say, ‘You’ve gone too far,” before that NPC rushes up and punches one of the Black Shields, starting a messy, dogpile of a fight.

D: Beat ‘Em Up!
As the signs of treachery are revealed, the crowd in the street erupts into a giant scrum as fists, feet and blades fly everywhere!

Creatures: 
APL 16 (EL 20)


Keak: hp 192; Appendix 1.


Protean Scourge Arcanist, 4th-level Sorcerer (1): hp 153; Appendix 1.

Protean Scourge (3): hp 130 (each); Appendix 1.

Mindspy Doppelganger (3): hp 176 (each); Appendix 1.


Heironean Soldier, warrior 3 (4): hp 15 (each); atk +5, 1d3+1; saves +3 each.

Black Shield, fighter 4 (6): hp 28 (each); atk +8, 1d3+4; saves +6 each.

Tactics: The Iuzians do not reveal their true shapes, preferring to fight in the guise of Heironeans. They use the confusion of the fight (and the presence of real Heironeans) to attack and move among the combatants.


If the PCs manage to explain to the Black Shields that the Heironeans have been infiltrated by shapechangers, they can attempt a Diplomacy check (DC 50) to convince the Black Shields to stand down. Otherwise, they attack the Heironeans and any PCs who begin to attack back.

Keak, the Boneshadow, lurks in the corner of the alleyway, disguised among a small crowd of onlookers, as the fight develops and continues. If he is drawn into the conflict, he attempts first to kill anyone who served as a “peacemaker” between the two factions. Otherwise, he fights in such a fashion as to prove as effective as possible (typically dropping healers and casters before worrying about fighters).


If the fight is going poorly for the Iuzians, Keak will indiscriminately blast the entire area, attempting to silence the shapechangers before the PCs can extract any information from them.

Development: If the PCs fail to identify and defeat all of the shapechangers present, the Black Shields will be weakened, and, thus, more Iuzian troops will be able to pressure the residents and friends of Law’s Forge. The DM should report a “failure” result to the convention coordinator.


Also, the DM should report to the convention coordinator whether Keak lives or dies.

Round 2, Part 2: Introduction
You return from your mission and report to the north keep to debrief. The process takes two hours. All the while, you hear the faint sounds of a small siege rumbling through the walls.

Suddenly, though, the siege noises cease. An ominous hush falls through the keep, and then soldiers start shouting, their voices echoing through the halls. “The true siege has begun! The true siege has begun! All hands to the walls!”
Round 2, Part 2: The Walls
The PCs are quickly asked what they can contribute to the defense and then directed to the APL-appropriate table. Players may choose to play up as high as the would like or to play down to the next lower APL.

APL 6 (EL 12)


Vampire Cleric, 7th-level (1): hp 99; Appendix 1.

Orc Zombie Mob (2): hp 270 (each); Appendix 1.

Bugbear Warrior (4): hp 78 (each); Appendix 1.
The orc zombie mobs attempt to secure ladders against the keep walls. The vampire cleric uses its limited spell power to shut down PC casters, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes.
APL 8 (EL 14)


Vampire Cleric, 7th-level (2): hp 99 (each); Appendix 1.

Orc Zombie Mob (3): hp 270 (each); Appendix 1.

Vampire Tripper (2): hp 54 (each); Appendix 1.

The orc zombie mobs attempt to secure ladders against the keep walls. The vampire cleric uses its limited spell power to shut down PC casters, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes.
APL 10 (EL 16)


Vampire Cleric, 7th-level (2): hp 99 (each); Appendix 1.

Orc Zombie Mob (3): hp 270 (each); Appendix 1.

Vampire Tripper (2): hp 54 (each); Appendix 1.


Hobgoblin Archer (3): hp 108 (each); Appendix 1.

The orc zombie mobs attempt to secure ladders against the keep walls. The vampire cleric uses its limited spell power to shut down PC casters, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes. The hobgoblin archers spread out and lay down a suppressive fire.
APL 12 (EL 17)


Iuzian Battle Cleric (1): hp 112; Appendix 1.

Orc Zombie Mob (3): hp 270 (each); Appendix 1.

Vampire Tripper (2): hp 54 (each); Appendix 1.


Hobgoblin Archer (4): hp 108 (each); Appendix 1.

The orc zombie mobs attempt to secure ladders against the keep walls. The Iuzian battle cleric uses his spell power to support his troops and damage incoming Shield Landers, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes. The hobgoblin archers spread out and lay down a suppressive fire.
APL 14 (EL 18)


Iuzian Battle Cleric (1): hp 112; Appendix 1.

Orc Zombie Mob (3): hp 270 (each); Appendix 1.

Vampire Tripper (4): hp 54 (each); Appendix 1.


Hobgoblin Archer (3): hp 108 (each); Appendix 1.


Iuzian War-wizard (1): hp 97; Appendix 1.
The orc zombie mobs attempt to secure ladders against the keep walls. The Iuzian battle cleric uses his spell power to support his troops and damage incoming Shield Landers, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes. The hobgoblin archers and the Iuzian war-wizard spread out and lay down a suppressive fire.
APL 16 (EL 18)


Iuzian Battle Cleric (1): hp 112; Appendix 1.

Orc Zombie Mob (3): hp 270 (each); Appendix 1.

Vampire Tripper (4): hp 54 (each); Appendix 1.


Hobgoblin Archer (3): hp 108 (each); Appendix 1.


Iuzian War-wizard (1): hp 97; Appendix 1.
The orc zombie mobs attempt to secure ladders against the keep walls. The Iuzian battle cleric uses his spell power to support his troops and damage incoming Shield Landers, and the bugbear warriors attempt to climb the ladders and spread their attacks against the most potent foes. The hobgoblin archers and the Iuzian war-wizard spread out and lay down a suppressive fire.


Additionally, the trippers and archers are all equipped with brilliant energy weapons (CL 20th), and if At-Ur Rehmat or Qara’Leshra are still alive, they remain at this table.
Round 2, Part 2: Teleporters & The Ritual
After the first round finishes, each table will suffer one “Jovoc bomb” per round until the Iuzian siege engines are destroyed (see Story Tables). The “Jovoc bombs” each deal 35 + APL hit points (Fortitude save DC [10 + APL] halves).
The fields of onrushing Iuzians seem to swell well beyond the horizon, but the soldiers of the Standing Army take heart as a number of lords and notable figures, as well as their personal guards, stride purposefully toward the keep’s walls.

Then, the squads pause, and one word resounds above them all: “INCOMING!”


Each soldier with an insignia of Stratis suddenly senses the impending arrival of dozens, nay!, hundreds of incoming figures of all sizes.


As the proud Shield Landers march swiftly across the courtyard, Carssin Galesmythe, the High Inquisitor of Stratis, calls out, “We must complete the ritual! As I told you, if Law’s Champion is restored, he will reinforce our defenses against this horde.”


Lord Laven breaks off from him in disgust. “You’ve pushed too far, Galesmythe. I’ve told you seek to overthrow one extreme with another. The clerics of the Old Faith pursue BALANCE; we will not participate.”


“Then you leave us to die, Freud!” calls the furious Galesmythe.


“Everyone dies, Inquisitor. Fight well, and you may have something worth dying for.” Saying that, Lord Laven turns, and 38 other priests follow him away from the other marching spellcasters.”
The PCs have three rounds to buff and to respond to the fact that the majority of the teleporters are targeting the areas near the processions of nobles and their guards.


They must travel 150 feet horizontally and 20 feet down in order to reach the lords and/or notable figures.


This encounter lists the enemies the PCs encounter for the remainder of the interactive.


Consult the next encounter for details regarding the ritual.

APLs 6 and 8, mixed tables (EL 13 plus 34HD Blaspheme and Lord Bladehone)
This encounter takes place near the gates. The following NPCs arrive per 6 PCs at the table.

Lord Bladehone: hp 258; Appendix 1.

Babau (3): hp 66 (each); Monster Manual 40.


Blue Slaadi (2): hp 68 (each); Monster Manual 229.


Bugbear Warriors (10): hp 112 (each); Appendix 1.


Greater Barghest: hp 67; Monster Manual 23.


Mohrgs (2): hp 91 (each); Monster Manual 91.


Ogre Mage : hp 37; Monster Manual 37.


Advanced Skirr: hp 250; Appendix 1.


Trolls (2): hp 63 (each); Monster Manual 247


Vampire Spawn Mob: hp 258; Appendix 1.

34HD Blaspheme (1): hp 355; Appendix 1.

The vampire sorcerers don’t factor into the EL as they depart immediately once they act. They teleport the clerics, Skirr and other undead into the middle of the map on the other side of the PCs from the Inquisitor.

The Iuzians advance upon the PCs, relying upon their reach as much as possible to combat foes from a distance.


The blaspheme is at the table to represent the outcome of the Old Faith’s participation in the ritual of law.

APL 10 (EL 15 plus one 34HD Blaspheme and Carssin Galesmythe)

This encounter takes place near the north keep. The following NPCs arrive per 6 PCs at the table.


Carssin Galesmythe: hp 113; Appendix 1.

Anarchic Bulettes (2): hp 94 (each); Appendix 1.


Blue Slaadi (3): hp 68 (each); Monster Manual 229.


Gray Slaad: hp 95; Monster Manual 231.


Hobgoblin Warmage : hp 77; Appendix 1.


Ogre Magi (2) : hp 37 (each); Monster Manual 37.


Spiked Chain Tripper: hp 54; Appendix 1.


Vampire Spawn Mobs (2): hp 258 (each); Appendix 1.

Vrocks (3): hp 115 (each); Monster Manual 48

34HD Blaspheme (2): hp 355; Appendix 1.

The vampire sorcerer doesn’t factor into the EL as it departs immediately once it acts. The sorcerer teleports the clerics and boneclaw into the middle of the map on the other side of the PCs from the Inquisitor. The vrocks teleport themselves to the same general location.

The Iuzians advance upon the PCs, relying upon their spells as much as possible to press against the PC ritual participant while the Boneclaw distracts nearby PCs on the ground.


The blasphemes are at the table to represent the outcome of the Old Faith’s participation in the ritual of law.
APL 12 (EL 18 plus two 34HD Blasphemes and PC ritual participant)

This encounter takes place near the Temple of Mordain. The following NPCs arrive per 6 PCs at the table.

Vampire Sorcerer (2): hp 120; Appendix 1.

Vampire Cleric, 11th-level (1): hp 99 (each); Appendix 1.


Advanced Boneclaw (2): hp 346 (each); Appendix 1.


Vrock (3): hp 115 (each): Monster Manual pg. 48.

34HD Blaspheme (1): hp 355; Appendix 1.

One of the vampire sorcerers don’t factor into the EL as it departs immediately once it acts. The sorcerers teleport the clerics, Skirr and other undead into the middle of the map on the other side of the PCs from the Inquisitor.


The Iuzians advance upon the PCs, relying upon their spells as much as possible to press against Lord Bladehone while the Boneclaws distract nearby PCs on the ground.

The blasphemes are at the table to represent the outcome of the Old Faith’s participation in the ritual of law.
APL 14 (EL 20 plus two Advanced Nightwings and Malane Spellweaver or PC participant)

This encounter takes place near the south keep. The following NPCs arrive per 6 PCs at the table.


Malane Spellweaver: hp 103; Appendix 1.

Vampire Sorcerer (4): hp 120 (each); Appendix 1.

Advanced Entropic Reaper (1): hp 350; Appendix 1.


Advanced Boneclaw (2): hp 346 (each); Appendix 1.


Atropal Scion (1): hp 250 (each): Appendix 1.


Advanced Skirr (3): hp 250 (each); Appendix 1.

Advanced Nightwing (2): hp 225 (each); Appendix 1.

Three of the vampire sorcerers don’t factor into the EL as they depart immediately once they act. The sorcerers teleport the clerics, Skirr and other undead into the middle of the map on the other side of the PCs from the Inquisitor.


The Iuzians advance upon the PCs, relying upon their spells as much as possible to press against Malane while the Boneclaws and Skirrs distract nearby PCs on the ground.


The nightwings are at the table to represent the outcome of the Old Faith’s participation in the ritual of law.
APL 16 (EL 22 plus one Deathdrinker and Mirror Waquonis)

Mirror Waquonis wears the new holy symbol of Stratis proudly emblazoned on his chest.


This encounter takes place near the south keep. The following NPCs arrive per 6 PCs at the table.


Waquonis: hp 137; Appendix 1.

Vampire Sorcerer (4): hp 120 (each); Appendix 1.

Advanced Entropic Reaper (2): hp 350 (each); Appendix 1.


Advanced Boneclaw (4): hp 346 (each); Appendix 1.


Atropal Scion (2): hp 250 (each): Appendix 1.


Advanced Skirr (2): hp 250 (each); Appendix 1.

Deathdrinker (1): hp 337; Appendix 1.

One of the vampire sorcerers doesn’t factor into the EL as it depart immediately once it acts. The sorcerers teleport the clerics, Skirr and other undead into the middle of the map on the other side of the PCs from the Inquisitor.


The Iuzians advance upon the PCs, relying upon their spells as much as possible to press against Malane while the Boneclaws and Skirrs distract nearby PCs on the ground.


The nightwings are at the table to represent the outcome of the Old Faith’s participation in the ritual of law.

Round 2, Part 2: Story tables
Stratis

Keak, plus all of the surviving named NPCs from the first part of the interactive return to help Lord Balthraxx weaken the risen god Stratis, primarily to distract him from the ritual the others attempt to conduct.
Untiered

Stratis appears in Simen Sharn’s body, except he has grown to 7-ft. tall.


This encounter takes place near the central courtyard.


Stratis: hp 520; Appendix 1.

Lord Balthraxx (1): hp 360; Appendix 1.

Atropal Scion (4): hp 250 (each): Appendix 1.


Deathdrinker (1): hp 337; Appendix 1.



Remaining Iuzian NPCs.

Jovoc Bombs

One of the Iuzian war-wizards and a number of demons guard the animated siege engines that summon and launch the “jovoc bombs” that strike various tables each round.
Untiered

The Iuzian war-wizard oversees this operation, conducted by a bunch of demons.

Iuzian War-wizard (1): hp 97; Appendix 1.


Babau (6): hp 66 (each): Monster Manual pg. 40.

Retriever (1): hp 135: Monster Manual pg. 46.

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



Animated Siege Engines (5): hp 300 (each); below.

Animated Siege Engine; animated object; hp 300; DR 15/adamantine and lawful; Immune: disintegrate, construct immunities. All saves +10.


Permanent effects: magic circle against evil (CL 20th); summon monster V (jovoc only; CL 20th).
Round 2, Part 2: Ritual Details
Each round of the interactive, after the lords and casters and teleporting villains appear, the Shield Lands NPCs at the tables (and the PC ritual participants – if any) must wield an artifact of Stratis (Ego 40), which provides knowledge of the words to mouth, and spend a standard action each round in order to offer a prayer to Stratis. The NPC/PC must attempt and succeed at one of the following checks:

· Knowledge (religion) DC 20

· Concentration DC 15

· Caster Level DC 20
· Charisma DC 15

· Perform (acting, oratory or song) DC 25

Each time one of the NPC/PC participants completes his or her prayer, the DM should announce: “NPC NAME has completed the Prayer of…”

Round 1: …Rebirth!

Round 2: …Renewal!

Round 3: …Law!

After all of the participants have successfully completed the Prayer of…
Rebirth: All PCs with Insignia of Stratis gain shield of faith +5.

Renewal: All PCs with Insignia of Stratis gain freedom of movement and righteous wrath of the faithful.

Law: All PCs with Insignia of Stratis gain deathward and fires of purity (CL 20th)
Iuzians

The Iuzians, meanwhile, are seeking to conduct their own ritual to desecrate the area in the name of their demi-god.


Iuz sees the moment as ripe for an assault against the new god.


To win, the Iuzians must first kill the individual at their table conducting the ritual. This means that their forces target that individual as much as possible.

If that PC is dead, they must transport Stratis’ artifacts away from the keep. 


Then they must cast desecrate (from a scroll).

If all of the areas are desecrated at the same time, the Iuzian ritual is completed, and Iuz appears to bind Stratis and take him away (using the Codex of Infinite Planes).

Round 2, Part 2: Conclusion
If the PCs help to: hold the keep, complete the Stratis ritual, and uphold the status quo…
Many years and many battles into the Shield Lands’ struggle against the forces of Iuz, the tenor of the nation has changed. So frequently the underdogs, so accustomed to bitter losses and bittersweet victories, so long the guerilla warriors within their own lands, the soldiers of the Standing Army and the many adventurers, Pathfinders and heroes of the land have finally recaptured one of the nation’s most famed cities, Lord Bladehone’s ancestral home.

The loss of the young lord Simen Sharn and the resurrection of the hero-god has nudged the nation’s mindset toward a more militaristic and pragmatic bent.


A new sense of resolve permeates the region, bolstered by the knowledge that the gods have seen fit to return a deity to the Prime who can traverse the Oerth and work against the chaos of Iuz.


There are many years and many battles still ahead of the Shield Lands. You have earned the respect of its citizens for your efforts. No longer are you tasked for simple jobs, errands to run or foes to dispatch. You are regarded with admiration and respect everywhere you travel. And though the tasks you once completed have been assigned, now, to fresh-faced, eager young adventurers, the war continues.


Except now, finally, finally… it seems that the War of Reclamation, though certainly not at its end, may have reached something of a middle.

The End. 
If the PCs help to: hold the keep, complete the Stratis ritual, and dispatch the Inquisition…

Many years and many battles into the Shield Lands’ struggle against the forces of Iuz, the tenor of the nation has changed. So frequently the underdogs, so accustomed to bitter losses and bittersweet victories, so long the guerilla warriors within their own lands, the soldiers of the Standing Army and the many adventurers, Pathfinders and heroes of the land have finally recaptured one of the nation’s most famed cities, Lord Bladehone’s ancestral home.


The loss of the young lord Simen Sharn and the resurrection of the hero-god has nudged the nation’s mindset toward a more militaristic and pragmatic bent.


A new sense of resolve permeates the region, bolstered by the knowledge that the gods have seen fit to return a deity to the Prime who can traverse the Oerth and work against the chaos of Iuz.


There are many years and many battles still ahead of the Shield Lands. You have earned the respect of its citizens for your efforts. No longer are you tasked for simple jobs, errands to run or foes to dispatch. You are regarded with admiration and respect everywhere you travel. And though the tasks you once completed have been assigned, now, to fresh-faced, eager young adventurers, the war continues.


Except now, finally, finally… it seems that the War of Reclamation, though certainly not at its end, may have reached something of a middle. And though the nation wars against Iuz, it has already won the war against internal fear and oppression. The Inquisition has been disbanded. Once again, citizens stroll through the streets of Critwall at their leisure. They wear smiles on their faces and share laughs at the city gates. The clouds seem to have lifted. 

The End. 

If the PCs fail to: hold the keep or protect Stratis…

Many years and many battles into the Shield Lands’ struggle against the forces of Iuz, the tenor of the nation has changed. So long the noble underdogs, so recently riding a surge of victories, the nation, following its leaders, spirals into a deep and abiding sense of frustration and futility.

Lord Bladehone is particularly struck. After having just reclaimed his ancestral home, the Lord was badly injured in the siege, and many were surprised he managed to survive at all – even with the loss of his eye.


The death of the hero-god, Stratis, too, seemed to further reinforce the futility of the struggle against Iuz. Slowly and irrecoverably, it seems, the nation is crumbling back, piece by piece, into Old Wicked’s empire.


There are assuredly still many years and many battles ahead for the Shield Lands. Blood will be spilled; lives will be lost.


You? You have earned the respect of its citizens for your efforts. No longer are you tasked for simple jobs, errands to run or foes to dispatch. You are regarded with respect everywhere you travel. And though the tasks you once completed have been assigned, now, to naïve young adventurers, the war continues.


Except that now, finally, and clearly… it seems that the War of Reclamation, though certainly no longer in its beginning, may have reached something of a middle. And other matters now concern you; your part has come to an end.

The End

Experience Point Summary

Award maximum XP for the interactive if the PCs successfully reclaim and hold Law’s Forge.


Award half XP if the PCs fail.
Total possible experience:

APL 6 
900 XP

APL 8 
1,125 XP

APL 10 
1,350 XP

APL 12 
1,575 XP

APL 14 
1,800 XP

Treasure Summary

Award maximum GP for the interactive if the PCs successfully reclaim and hold Law’s Forge.


Award half GP if the PCs fail.
Adventure Record

Martyr of the Shield Lands:  
This item is available as an OPTIONAL reward. Any PC who dies may come back WITHOUT THE LOSS OF A LEVEL and WITHOUT ECL ADJUSTMENT as a vampire. This is a player decision; despite the fact the PC has no way to make the decision, each player whose PC died during the first round of the interactive has the option to choose to be raised ore resurrected normally (if possible) with the level loss or to be created as a vampire.

PCs who choose to become vampires get the Martyr of the Shield Lands hand-out and may no longer play modules other than SHL modules.
(The unique positions on the AR are awarded by priority, determined as follows.)

Lord Bladehone’s Seneschal
SHL resident only. Priority: Knight, Griffon Rider or Standing Army PC (tie-breaker: SHL service [TUs] and level)

Chief Smithy

SHL resident only. PC must have ranks in Craft (weaponsmithing). Priority: Dwarf, gnome, ranks.

Counselor to Lord Bladehone

SHL resident only. Must be able to cast 5th level spells. (One arcane, one divine). Priority:  Lawful alignment, Good alignment, dwarf, ranks knowledge (local), ranks spellcraft, ranks knowledge (arcana or religion)

Master at Arms

SHL resident. Must be proficient with all martial weapons, armor and shields (including tower shields). Priority: BAB, Dwarf, Lawful alignment, Good alignment,

Envoy

SHL resident. Priority: highest Diplomacy score in SHL without magical bonuses, Lawful alignment, Good alignment, Dwarves, ranks knowledge (nobility), ranks  sense motive 
DM’s Aid
Map for North Keep
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