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Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and record-keeping after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Keep in mind that you must have at least four players (not counting the judge), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Playing the Game






Instruct the players either to prepare their characters to participate in the adventure before the session begins, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the judge) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the judge can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Tracking






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and judge fill out the RPGA Tracking Sheet.  The judge should complete the top of the form and list his name and RPGA number.  The players should each list their name and RPGA number.  After the form is filled out it should be given to the Event Coordinator.

Living Greyhawk





This is a Living Greyhawk Adventure.  As a Living adventure it is expected that players bring their own characters with them.  If players do not have a Living Greyhawk character generated, get a copy of the current Living Greyhawk character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a Living Greyhawk character, play can begin.


Along with the other materials discussed in the Preparation section above that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the Living Greyhawk Gazetteer.

Living Greyhawk Levels of Play



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

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

2. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc.) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.

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

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

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


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


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


Note: Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find difficulty with the challenges in a Living Greyhawk adventure. If a group is APL 1 there are two things that the group can do to help even the score.

5. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

6. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.

Time Units and Upkeep





This is a standard one-round Regional adventure, set in the Grand Duchy of Geoff.  Characters native to Grand Duchy of Geoff pay one Time Unit per round, all others pay two Time Units per round.


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


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


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

Adventure Background

In CY583 a wave of giants and their thralls overran the Grand Duchy of Geoff.  While this terrible war claimed the lives of many humans, elves, and halfings, the story of the dwarves has only recently been revealed.

As word reached the Thane of the Dwarves that the giants were returning in force, he realized that the Grand Duke of Geoff would be calling for aid.  He called for emissaries from the three clans (Underfoot, Deepholm, and Stonereaver) to plan the dwarven contribution to the defense of the Sheldomar Valley.  However, on the day the emissaries of the clans were to arrive, the Thane fell into a deep coma and died several days later.  None of the healing magics available in the three clans could revive him.  A period of mourning began.  Without a Thane, the dwarves would not marshal to war.  Since they did not marshal for war, the plea for assistance from a besieged Grand Duke went mysteriously unanswered.

Before an explanation could be sent, a coordinated attack began against all three clan holds.  With sheer numbers and raw magical firepower, the Underfoot clan hold in the foothills of the Crystalmists was completely destroyed.  Survivors fled into the Stark Mounds and were taken in by King Garnet and the gnomes.  The duergar invaded the Deepholm clan hold from below, and the Stonereaver clan withdrew into their mountain and remained silent to everyone.  For a decade, no organized dwarven leadership existed in the Sheldomar Valley.  This left the elves, humans, and gnomes to face a large, powerful giant army on their own.

Two years ago (GEO3-04 A Break in the Silence), a group of adventurers discovered a hidden entrance into the Deepholm clan hold.  They learned that the Deepholm dwarves had been fighting a non-stop war of attrition with the duergar for a decade.  The city was completely destroyed.  After assisting the clan with the defense of what remained, they helped the clan identify a new location to become a clan hold.  During this time, the adventurers learned that the high priests of Moradin all mysterious died the same day while in communion with each other over long distances.  The Shield of the Thane had the still un-decomposed body of the dead Thane hidden away.

A year ago (GEO4-04, Forest of Stone), another group of adventurers found a way into the Stonereaver clan hold.  They found that the Stonereavers were living a perfect life safe from danger despite the war ravaging the rest of the Sheldomar Valley.  Aside from their undead “guardians”, there were no signs a war had ever taken place in the clan hold.  Suspicious of this, the adventurers investigated further and, through the diaries of Batellan Truestone, found that an evil, malignant entity residing in a ruby red gem had enslaved the Stonereaver clan and indirectly controlled the population through a gem implanted at the base of every Stonereaver’s skull.  Using the notes left behind by the cleric, they overcame the influence of the gem and encased it in a granite fist.  But in removing the influence of the gem, the city’s “guardians” went out of control and the adventurers assisted the residents in cleaning up that problem and preparing the Stonereavers to defend themselves without the help of their “guardians”.

Since then, the remaining priests and lay followers of Moradin elevated new High Priests for each clan.  Their first task was to determine the proper course of action regarding the Thane of the three clans.  After much study and prayer, the clerics determined that the soul of the Thane still lived, but was trapped inside the evil gem.  Every dwarf that heard of this situation immediately volunteered to attempt to free the Thane, but the communions with Moradin revealed that only a select group would be able to successfully journey into the gem and recover the Thane’s soul.

Hopefully, they could also learn of the fate of the Thane’s crown, the Crown of Thanes.  Also known as the Ring of Moradin.  Without the Crown of Thanes, a Thane cannot rule the three clan holds.
Adventure Summary

Introduction

Players learn where they start the module.  Just before a large attack on a caravan they are guarding.

Encounter One

The battle is over and a group of dwarves asked the PCs to come to Urtcheck to meet with dwarven clerics.

Encounter Two

The PCs meet with Brella Gleeminggem, the high priest of Moradin for the Underfoot clan.  The PCs learn the back history leading up to this point.  They are asked to go into the evil gem to recover the Thane’s soul knowing if they die there, they may not be able to come back.

Encounter Three

The PCs undergo the ceremony to enter the gem.  However, from appearances, the entity living in the gem has the upper hand.

Encounter Four

The PCs appear in a multifaceted crystal room.  The entity taunts the PCs.  Each crystal face shows a memory of the Thane or a PC twisted into some evil outcome.  Two of the faces lead to Encounters Five and Six.

Encounter Five

The PCs must help a young Thane understand the concept of sacrifice.  However, a group of duergar decides that the PCs should serve as the example.

Encounter Six

The PCs must help a middle aged Thane understand the concept of joy in all things.  The room is the inside of a giant cask.  When the PCs trigger the room, they are dumped into very good tasting ale.  They must drink their way out and convince the Thane to do the same.

Encounter Seven

The entity is close to destroying the Thane’s mind.  It decides to have a final showdown with the PCs in front the Thane.

Conclusion

Depending on how the PCs did the outcome for the Thane changes.

Preparation for Play

To assist the DM with keeping track of initiative, collect the following information from each player on an index card.

· Player Name

· Character Name

· Race

· Class

· Level

· Initiative Bonus

· Six, d20 rolls

· The PC’s highest aspiration in life.

· A creature from the PC’s worst nightmare.

Randomly choose three of the six-d20 rolls and add the initiative bonus to them.  Use these values for the PC’s initiative in Encounters Five, Six, and Seven.

See Appendix Five for information regarding items used from non-core sources.

Introduction

Give the players Player Handout #1.

It was with pride and a supple pay that you accepted the easy task of taking a caravan of settlers from Preston to the Downlands via the Stark Mounds.  It should have been an easy and uneventful trip but a group of hobgoblin worg riders chased the caravan farther west than was desirable.  Finally the terrain allowed the group to make a stand in a shallow canyon known as Miket’s Canyon.  Why was it called that?  Who knows, probably someone named Miket died here.  Regardless of who named the place, it allowed a defense that could not be outflanked and overridden by the faster worgs and their riders.  As they approached it was only too obvious how many their number actually was.

Allow the PCs the opportunity to react to the information in the box text.  When the PCs are ready, go to Encounter One.

Encounter One - A Dire Request

The PCs have been traveling with a caravan of settlers bound for the Downlands from Preston.  Within hours of leaving the city they were hounded by a group of hobgoblin worg riders.  Trying to outrun them became near impossible so the caravan stood their ground once the terrain allowed for it.  The battle with the worg riders ended with the PCs wining but suffering wounds and with possibility of more danger to come.  As the group recovers from the battle and prepares to move out, three mounted dwarves approach them on war ponies.  The dwarves are representatives of the three dwarven clans located in the Geoff.  They need the PCs help to save their Thane and their very existence in Geoff.

Looking around at the dead and wounded from the battle with the worg riders, you can only hope there are no more.  Unfortunately the howl of an escaping worg echoes in the distance calling out for any brethren.  As the remainder of the caravan prepares to move on, three mounted shapes approach.  As cries of fear from the women and children echo against the walls of the canyon, it becomes apparent that the riders are dwarves on war ponies.

The dwarves approach at a steady gallop in their resplendent armor and carrying a variety of weapons.  All of them wear symbols of a hammer and anvil.  (Knowledge (religion) (DC 10) – symbol of Moradin).  They stop a short distance away and the lead dwarf dismounts and approaches without any weapons drawn.  He approaches silently, looking at the scene around you.  Without a word, he silently turns and goes back to the other two.  After a brief and quiet discussion the other two dismount and the three approach your group.

The first Dwarf speaks “I am Jarl Goldtender of the Underfoot Clan and I request to speak with you, as you are obviously the heroes I seek.  I would like to introduce Verm Rockbender of the Deepholm Clan and Morlarth Silverblood of the Stonereaver Clan.  I can tell that you are pressed for time, so I shall make what I have to say short.  May I continue?”

Wait for the PCs to respond and then continue.

“Each of the clan holds’ High Priests performed divinations to identify those capable of completing an important task.  The results of those divinations reveal that the heroes of a battle in Miket's Canyon would be the ones who would answer the call.”  He looks around at the scattered bodies before continuing, “Until now, there had been no battle in Miket's Canyon that we knew of, so no heroes to find.  Today, Moradin blessed you with a victory over your assailants.  You must be the heroes the divination spoke of.  I know not what role you will play in events to come, but the High Priests sent us to find you and bring you in.  Please return with us to Urtcheck and meet with the High Priests.  What say you?

The dwarves answer any questions they are asked, but only know what has been revealed thus far.  Anything else has to wait until the PCs meet with the high priests.

If the PCs decline to go with the dwarves, the module is over for them.  It is an uneventful trip to the Downlands.  The party earns no XP or GP for the module.

If the PCs say they cannot leave the caravan unprotected, the first dwarf pulls a whistle from under his mail shirt and blows one sharp blast and one subtle note.  A squad of dwarven soldiers rises into view at the lip of the canyon.  Jarl Goldtender says, “I give you my word that my brethren will see your charges safely to their destination.  Once your business with the High Priests is concluded, we shall see to it that you join them as soon as possible.  Does this address the concern?”  The dwarves can make any arrangement within reason regarding the caravan to get the PCs to agree to accompany them.

If the PCs ask why the dwarves did not help out in the fight, Verm Rockbender answers, “We were not in a position to assist you by the time you dealt with the problem.”  As far as the PCs can tell, this is an honest answer; the dwarves were not sitting around watching events.

If the PCs agree to go with the dwarves, but forget all about protecting the caravan, Morlarth Silverblood points out the omission to Jarl Goldtender.  Jarl Goldtender whistles up the dwarven guards and announces that they will be escorting the caravan the rest of the way.  Keep this in mind when calculating the party’s XP at the end of the module.

PCs can bring animal companions if they wish, but Large (or larger) and abnormal (DM discretion) animal companions, familiars, mounts, etc. will not be openly allowed within Urtcheck.  If the gate guards see such creatures, they inform the PC that they must remain outside Urtcheck.

The PCs are allowed to come up with creative ways of getting by this restriction, but they are not allowed to subdue the guards, cast spells on the guards, or open their own hole through Urtcheck’s walls.

If the party agrees to visit the High Priests, the dwarves lead the way into Encounter Two.

Encounter Two - Into the Mounds

If any of the PCs played GEO3-04 A Break in the Silence or GEO4-04 Forest of Stone, modify the box text as necessary to allow the high priests to recognize the PCs and their contributions to the dwur clans.

The journey into the Stark Mounds is uneventful and the signs of habitation begin to spread along the hilltops.  The entrance to Urtcheck is protected in a shallow valley.  A large set of double doors at the end of the valley lay open and Jarl Goldtender ushers you through the guarded gate.  Traveling down though stone hewn hallways, guard stations, and grand halls you finally come to a stop in a small chamber.  The chamber can be considered small only when compared to some of the other chambers you passed through.  Cut directly into the rock of the room is a circular dome easily 100 feet across supported by a ring of columns around the room.  Two dwarves are engaged in conversation.  The female, a priestess of Moradin, bows to the other and approaches the group.  After a moment of looking at your faces, she says, “Thank you Brother Jarl, I will take them from here.  Welcome to Urtcheck, I am Brella Gleeminggem, high priestess of Moradin for the Underfoot clan, please follow me.”

She leads you out of the throne room and into a side chamber with a long stone table surrounded by chairs.  She motions for you to sit.  A wonderful array of food and drinks are brought in and placed on the table.  She motions for you to partake.

Give the PCs the opportunity to react to the scene before continuing.

“I am relieved and pleased that you were found.  Moradin revealed to us that we must seek out those who would prove pivotal to the task ahead.  The divinations were a series of visions and communions.  It took many days of study and prayer, but we finally understood what Moradin was showing us.  I firmly believe that you are at the right place at the right time.  By coming here, you acknowledge your place in the order of things.  Now I must know if your convictions are strong.  Does your charity to others extend enough to allow you to accept a burden with no knowledge of the cost or the consequences?”

If the PCs do not accept the burden, the module is over for them.  The dwarves see that the party makes it to their destination as quickly as possible.  The party earns no XP or GP for the module.

If the PCs accept, then continue.  Her face quickly breaks open in a smile.  “Excellent, you just confirmed the final portion of the vision.  Only those who willingly accept the unknown will find the proper path.  You have done that.  Please, continue to partake and relax.  Now that I know you are the ones we seek, I will try and answer any questions you may have.
The following is a series of questions and answers the PCs may ask.  Work these into the discussion with Brella Gleeminggem.  Be sure to include the information regarding the PCs losing their souls.

Q:
What is going on here?

A:
“As you may or may not know, the three dwarven clans, the Underfoot, Deepholm, and Stonereaver, in this region have been without our Thane since the invasion of the giants.  Initially, the three clans were isolated from each other by attacking forces.  Only heroic efforts by others prevented the total annihilation of our clans and allowed us to come together again.”
Q:
What happened to the Underfoot clan?

A:
“The Underfoot were driven from their clanhold by giants and their thralls.  Our allies, the gnomes, assisted us.  Through King Garnet, we acquired a new clan hall and established ourselves again.  Several times the giants and their thralls attempted to uproot us, but we were able to defend ourselves.”
Q:
What happened to the Deepholm clan? (GEO3-04 A Break in the Silence)

A:
“The duergar and the giants formed an unholy alliance to destroy the Deepholm dwarves.  For many years, they fought a war of attrition in their clan hall.  Only recently did they finally withdraw to a new clan hall elsewhere in the Crystalmist Mountains.”

Q:
What happened to the Stonereaver clan? (GEO4-04 Forest of Stone)

A:
“Many, many years ago, a Stonereaver dwarf, who, along with his family, was stripped of his name, joined with a powerful artifact to take over the Stonereaver clan and enslave the entire population.  The plot was foiled, but the artifact was lost during the fight.  Sometime before the giants invaded the Sheldomar Valley, the artifact was found.  Somehow, the artifact worked in conjunction with the duergar and the giants to coordinate the attacks on all three clan holds.  The artifact subtly enslaved the Stonereaver clan.  Only recently was the artifact’s hold over the clan broken and our brethren freed.”

Q:
What is this artifact?

A:
“The artifact is in the form of a ruby red gem.  Lore says that the dwarf with no name brought it to this plane from another.  Some malicious, corrupting, evil intelligence lives within the gem.”
Q:
What happened to the Three Hold Thane?

A:
“Part of the artifact’s plan for destroying the dwarven clans was to assassinate the Three Hold Thane.  However, something went awry.  The Thane died and his crown, the Crown of Thanes, went missing.  However, his body does not decay.  It’s as if something is keeping it whole.  Our divinations revealed that the Thane’s soul survives within the artifact with his crown.”

Q:
How did the Thane die?

A:
“At the beginning of the invasion, the Thane suffered a sleeping death from some type of poisoning.  The type of poison could not be determined.  In order to protect the Thane’s body from the duergar attack, he was placed in a hidden resting place.  Once inside it took years before anyone could even attempt to return to that place.”

Q:
What’s so special about this crown?

A:
“Crowns are the sign of rulership in a kingdom.  However, the Crown of Thanes serves a double purpose.  It is a sign of rulership of a realm, but also identifies the person blessed by Moradin to rule over his people specifically.  During special ceremonies, the crown is referred to as the Ring of Moradin.  Legend says that Moradin used one of the rings he was wearing to make the crown at the time he created the dwarven people.  It has properties only the Thane is aware of.  More than likely, it was one of these properties that kept the Thane’s body whole and his spirit alive within the artifact.”
Q:
Why haven’t you recovered the Thane from the artifact?

A:
“There is not a single dwarf in all three clans that would not volunteer to make that journey.  But the intelligence inhabiting this artifact is vile and takes great pleasure in attacking dwarves.  To blindly send in our brethren would only serve to feed that maliciousness.  Moradin showed us that another path must be followed.”
Q:
So why us?

A:
“Moradin showed us that a unique group of people could successfully recover the Thane’s soul.  Those visions led us to you.  Something in your character and the makeup of your group will prove the artifact’s undoing.”
Q:
What if we fail to recover the Thane’s soul?

A:
“Then the Thane’s body will finally decay away.  A new Thane must be chosen.  According to the traditions handed down by Moradin, the next Thane will come to power within the halls of the Underfoot clan.  The mantle of power passes from clan to clan.  However, this can only happen if the Crown of Thanes is recovered.

But something else concerns me.  Aside from losing the Thane’s soul, should you die while inside, no doubt your soul would be destroyed as well.”
Q:
What if we fail to recover the Crown of Thanes?

A:
“The Crown is the sign of rulership for the three clan holds.  Without the Crown, we cannot choose another Three Hold Thane.  Without a Three Hold Thane, the dwarven clans cannot unite.  This would have terrible repercussions throughout the Sheldomar Valley.”
Q:
What happens next?

A:
“The Deepholm clan secretly brought the body of the Thane to Urtcheck.  The Stonereaver clan secretly brought the encased gem from Moradinath Mor to Urtcheck.  I and the other high priests have studied the ancient texts, prayed to and communed with Moradin to determine the proper course of action.  We need you to take a soul journey within the enchanted stone and free the thane’s soul!”
Q:  What is a soul journey?

A:  “A soul journey is where your soul leaves your physical form and goes somewhere else.  In this case, somewhere else would be the gem.”
Q:  What happens when we go into the gem?

A: 
“We do not know what lies within that twisted artifact.  You will be totally on your own.  None of our divinations revealed what lies beyond save that the Thane’s soul resides there.”
Q:  How do we get back out?

A:  “The spell provides a path between your physical form and the gem.  Once you are done, you must find your way out to return to your physical form.”
Q.
Why are you feeding us?

A.
“One should never ask a person to do a difficult task without first treating them as guest.”
Q.
What about payment?

A.
“Ah, this must be one of the unique characteristics Moradin referred to.  Fear not, ample gold can be provided if you need such inducements to invoke your courage.  Once you successfully complete the journey, that is.”

Q:
When do we depart for this mission?

A:
“My fellow priests are making the final arrangements now.  The ceremony starts at dawn tomorrow.”

Once the PCs have their questions answered and they understand the mission they are going on, continue with the following box text.

Brella Gleeminggem stands up from the table and says, “If there is nothing else, please allow me to show you to your quarters.  Please get some rest and prepare yourselves.”

When the party is ready to retire for the evening, go to Encounter Three.

Encounter Three - Here Lies the Truth

After a quick breakfast, you collect your gear and an acolyte leads you through a series of halls.  The number of twists, turns, and doors convinces you that you could not find your way out unless guided.  Finally she opens a set of double doors and motions for you to enter.  The room is oval shaped with intricately carved depictions of dwarves of every walk of life going through their daily routines.  The only light is the room is the dim orange glow of the coal braziers, giving an almost unearthly feel to the room.  Resting on a stone dais in the center of the room is the body of a dwarf wearing full battle dress.  The ornate nature of the armor says that this person must have been important in life.

Dwarves in the party automatically recognize this as the body of the Three Hold Thane.  A successful Knowledge (nobility – Sheldomar) or Bardic Knowledge (DC 15) reveals the same information to non-dwarven characters.

At the opposite end of the room, three robed and hooded dwarves stand guard near a stone fist.  The floor of the room is marked with runes and symbols in various colored chalks and sand.

PCs that played GEO4-04 Forest of Stone recognize this as the stone fist that captured the gem from Trellana Silverblood’s staff.  A successful Knowledge (arcana) (DC 20) reveals that the runes and symbols on the floor have something to do with life and transport.

The dwarf that led you here quickly departs the room, closing the double doors behind her.  One of the hooded dwarves turns and walks towards you.  The three dwarves remove their robes.  Brella Gleeminggem is wearing very ornate full plate armor.  Aside from her holy symbol to Moradin, the symbols of the Underfoot clan and her family are masterfully worked into the breastplate of her armor.  The other two dwarves are equally dressed, their armor showing symbols of the Deepholm and Stonereaver clans.  As she approaches, Brella Gleeminggem says, “Chosen of Moradin, I ask you one last time, do you choose to walk the path laid before you?”

Assuming that the PCs still agree, continue.  If not, the module is over for the party.

“Be welcome in this holy place.  These are my fellow priests, Dalgoth Stonehelm of the Deepholm and Dalmarth Stonereaver of the Stonereaver.  Let the ceremony begin.”  She walks over and stands at the head of the body on the altar and begins a soft chant.

A successful Spot check (DC 10+APL) reveals that the path Brella Gleeminggem takes to the head of the body follows the chalk lines laid out on the floor.  The other two dwarves follow paths laid out on the floor, each on a path of the same color.  However, a second colored path exists in the display.  The runes are in terran, draconic, and dwarven.

Dalgoth Stonehelm walks towards the party and asks, “Chosen of Moradin, Walkers of the Path, I ask you, do you accept the fate you receive at the end of this path, without reservation, even if that fate is the loss of your soul?”

Assuming that the PCs agree, continue.  Otherwise, the module is over for the party.

Dalgoth Stonehelm motions along one of the colored paths, “Be welcome in this holy place, and follow the path.”  Without departing from the colored path he stands on, Dalgoth Stonehelm leads each of you to a individual, large circular rune made from multicolored sand.  He motions for you to sit.

Dalgoth Stonehelm leads each PC to a different rune in the mosaic.

If a PC wants to attempt to take an animal companion along, they must get the animal to walk the mosaic path, or the PC can carry the animal.  To walk the mosaic, the PC must get the animal to succeed at a Handle Animal check (DC 15+APL).  If the animal fails, they will not be allowed to bring it with them.  They must follow the mosaic pattern.

To carry the animal, the PC must have sufficient Str to carry it per the standard rules.  The PC must make a successful Balance check (DC 10+APL) to follow the mosaic while carrying the animal.  If the PC fails, they must start over.

Once they are at the rune, the PC must keep the animal calm once the ceremony starts.  There are no tricks that can be taught to the animal to assist in this.  To keep the animal calm, the PC must make a successful Handle Animal check (DC 0+APL).  The DM can assign bonuses to this roll if the PC comes up with a creative method of augmenting their control (for example, use speak with animals in conjunction with their Handle Animal skill).

If the PC fails, the animal gets spooked by the process and runs off the rune.  If that happens, the energy bolts from the gem find the creature and leech the life out of it.  It dries up into an empty husk.  The entity in the gem taunts the PC with this in the final encounter.

Once all of the PCs are seated, continue.

Dalgoth Stonehelm takes up a position within easy reach of each of you.  He takes a ready stance and draws a finely crafted adamantine battleaxe from his belt.  He takes up the chant started by Brella Gleeminggem.  There is a power felt in the room, making your hair stand on end.

Dalmarth Stonereaver makes his way around the ornate mosaic on the floor and stops in front of the stone fist.  He says, “Chosen of Moradin, Walkers of the Path, Tempters of Fate, be welcome in this holy place.  May the gods bless your endeavors.  May your endeavors bring back the fire and glory of the dwarves.  He reaches behind the stone fist and pulls out a sledgehammer covered in runes.  He takes up the chant and the power level in the room rises higher.

He begins to hammer at the stone fist, each strike echoing in the chamber.  Large sparks jump from the hammer.  Brella Gleeminggem begins gesturing and all three dwarves begin to glow.  As the chanting reaches a crescendo, Dalmarth Stonereaver puts everything he has into a massive, final blow and yells out the final syllables of the chant like a battle cry.  A chunk of the fist falls away, revealing a ruby red gem, glowing menacingly, filling the room with its unholy light.  The entire room goes quiet.

A successful Knowledge (arcana) check (DC 25+APL) reveals the spell effect on the clerics to be a variation of protection from evil.

Large bolts of energy leap out from the gem striking each of the dwarves, but glancing off them and striking the walls, showing the room with rock and tile fragments.  The fragments slash at your skin drawing blood.  The runes and lines on the floor begin to smolder and soon the energy bolts are drawn into the mosaic.

In your mind, you heard a voice, “Ah! It must be time to eat!  Come, I accept your gift and forgive you the sins of your forefathers.”

The red light in the room focuses down on you.  The energy bolts strike the mosaic, turning it a glowing red.  You feel yourself being drawn toward the gem, the same kind of experience you would expect to feel if you were dying … your soul resists the calling … the world goes red.

When roleplaying the entity, play it very condescendingly.  After all, it has been around for thousands of years thinking of what it is going to do to those it comes across.  It firmly believes in its own greatness.  As shown in Encounter Seven, the entity is very evil, rivaling that of some of the devils of the Abyss, but is not overly powerful.  The entity uses guile and deceit to conceal that fact.  Give the players a moment to soak up what happened then go to Encounter Four.

Encounter Four – Windows Upon the Soul

The PCs souls have been drawn into the gem.  The self-image the PC has of him- or herself includes all of the equipment he or she would normally carry.  The scratches the PCs suffered in the last Encounter do not appear inside the gem.  If the PCs die inside the gem, their bodies die in the world outside and their soul is trapped within the gem until it is destroyed.  If the PCs fail to destroy the intelligence in Encounter Seven, the intelligence animates their bodies.  Dalgoth Stonehelm uses his weapon to ensure that none of the animated bodies leave the chamber.

All of the PCs spells work within this room with the following exceptions:

· The PCs cannot travel or send anything inside the gem to the outside of the gem.  If the PC dies here, their soul stays here unless the entity is defeated.

· The PCs cannot bring something on the outside of the gem into the gem.  Summoning spells that create creatures work, but gating a solar would not.  Paladins can call their mounts if they choose.

· Miracle, wish, or limited wish does not function here.  Commune-type divination spells reveal nothing conclusive.  For some reason, the gods do not involve themselves in this matter.  No mortal knows why.

The red light resolves itself into familiar shapes.  The circular room reminds you of crystal caverns except here, there are no rock walls.  The entire wall is covered in the facets of crystals, thousands of them.  Most of them are black.  A few flicker with various lights.  In the middle of the room a large crystal runs from floor to ceiling.  A body is embedded within it.  Your party floats as if in a lake, but there is no water in the room.

This is the “main hall” within the gem.  From here the PCs can witness the destruction of the Thane’s soul.  Each facet in this room represents some aspect of the Thane’s soul.  As the entity living here twists and corrupts the Thane’s mind, the facets go black.  When all of the facets go black, the Thane’s soul is utterly consumed by the entity.  Normally, the entity can consume souls in this manner in a relatively short time, but the Ring of Moradin gave the Thane the strength to hold out.  But nothing lasts forever, the PCs need to go into the various facets and help the Thane overcome the obstacles to prevent the entity from destroying the Thane’s soul.  Doing so gives the Thane an alternate point of view to compare and contrast with.  That alone gives him the strength to fight the entity.

The body within the gem in the center of the room looks identical to the body lying on the altar in the place the PCs just came from.  A successful Spot check (DC 5+APL) allows the PC to realize the dwarf in the gem is holding a gold crown in his hand.

If a PC attempts to damage the gem facets, the damage they deal is reflected back at the PC as sonic damage.  The facets or the large gem cannot be damaged.

The PCs can come up with unique solutions to moving around in zero gravity, but all a PC needs to do is state that they are trying to move towards an object and they float towards their goal.

The panels that have gone black are the portions of the Thane’s soul that have been either destroyed or corrupted by the entity.  Anyone sensitive to evil (i.e. detect evil ability or spell) can feel a strong evil radiating from these panels.  If anyone touches a black panel, they are stunned for 1d4 minutes as the evil of the gem flows through their body.  This room is not trapped.  Detect magic shows that the entire room is powerfully magical and the PC can locate all schools of magic here.

The lit panels, when examined closely, show one of two series of images.  They show some vision of a life where they could be rich and powerful.  They wear a crown with a glowing ruby red gem in the center.  The second image is that of the Thane’s life.  If the PC touches the facet showing a version of their life, they are opening their mind to corruption by the entity.  These facets are warm, and soothing to the touch.  If the PC touches more than one of these facets, the PC takes one (and only one regardless of the number of facets touched) point of Wis and Int damage.  If they touch a facet of the Thane’s life, they are transported to the appropriate Encounter.

A shadow moves through the walls of the room.  As if someone was walking in the shadows.  The red light dims and from all around you, a voice speaks.  “Chosen of Moradin indeed.  I see you survived the transformation.  Few do.  Already I sample your souls, a buffet the likes of which I have not had in a long time.  The priests chose well when they sent you to me.  I must reward them for their sense of taste.”

“But let us not rush things.  You are here to rescue this stubborn old fool.  My victory over him is nearly complete.  Once you fail and I own his soul, I will command the power of the Ring of Moradin.  Come, let us see if you can save him.   Hahahaha!”

The shadows withdraw, leaving the room bathed in a red light.

Let the PCs look around the room and examine various crystals.  When the DM is ready to continue, allow them to find a facet flashing dwarven runes.  If a PC touches the facet flashing the word “sacrifice” go to Encounter Five.  If the PC touches the facet flashing “joy” go to Encounter Six.

Encounter Five – Accepting Sacrifice

The encounter begins with the PCs standing along the cavern wall of a 20’ tall circular room.  Sixty feet away towards the right, the PCs witness a male dwarf making the ultimate sacrifice in hopes of saving the lives of his wife and children from falling victim to a group of duergar.  His family cowers 60’ to the party’s left.  60’ separate the family from their father.  The little male dwarf is the Thane from his youth.

This is a combat encounter but the PCs need to accomplish two things to help the Thane overcome the entity’s attack.  First, the players must defeat the duergar.  Second, the PCs must help the little boy (a very young Thane) understand his father’s sacrifice.  PCs accomplish this by good roleplaying and a successful Diplomacy check.  If the PCs fail to defeat the duergar, they are dead and the entity defeats the Thane.  If the PCs defeat the duergar but fail to convince the little boy about sacrifice, they still overcome the challenge, but the Thane (once recovered after the module) will be a different person.

As you touch the facet, you feel yourself being drawn into the walls of the chamber.  Just as your face gets drawn into the wall, the world flickers and you are standing in a circular stone room, obviously underground.  There are torches in sconces along the wall, but instead of fire, a ruby red light emanates from them.

To your left, a female dwarf huddles next to the wall trying to shield her children from the battle taking place to the right.  However, the oldest child, tears streaming down his face, keeps adjusting a chain shirt too big for him.  In one hand is a hand axe, in the other, a gold crown.  The female has a hold of the boy’s belt and keeps him from running off.

To your right, the sights and sounds of battle greet you.  A dwarven male in blood splattered full plate wields a glowing warhammer against another group of dwarves.

If a PC touches one of the gems in the sconces, they are stunned for 1d4 rounds.

A successful Spot check (DC 20) allows the PCs to see through the press of bodies that the attacking group of dwarves looks different from the male and family.  A successful Knowledge (nature) check (DC 18) or Bardic Knowledge check (DC15) reveals that the attacking dwarves are duergar and that the dwarven family members are mountain dwarves.

One of the attacking bald dwarves scores a vicious hit upon the male and they begin to press him even harder.  The dwarf screams out the name “MORADIN!” and strikes out first left then right against his attackers smashing each of their heads between the hammer and the stone wall.  With each strike releases a thunderous blast of energy, shattering the stone wall.  He holds his ground as the entrance collapses around him trying to hold back his enemies.  As the illumination of the room is stifled by the dust, you see several figures rush through the falling debris.

The oldest child screams, “NO!” and starts to charge his foe, but the mother hauls the boy back and pulls him down behind her.  You just make out the malicious smiles on their faces as they slowly disappear.

Each group, the family, the duergar, and the PCs are in a circular cavern area.  Each group is 60 feet from each other.  There is no surprise round.  See Judge Aid #1 for a layout of the combat.

APL 6 (EL 9)

Duergar fighters (2): Ftr5; hp 45; see Appendix One.

Duergar cleric: Clr7; hp 52; see Appendix One.

APL 8 (EL 11)

Duergar fighters (2): Ftr7; hp 60; see Appendix Two.

Duergar cleric: Clr9; hp 67; see Appendix Two.

APL 10 (EL 13)

Duergar fighters (2): Ftr9; hp 75; see Appendix Three.

Duergar cleric: Clr11; hp 74; see Appendix Three.

APL 12 (EL 15)

Duergar fighters (2): Ftr11; hp 90; see Appendix Four.

Duergar cleric: Clr13; hp 87; see Appendix Four.


Fighter tactics:  The duergar start their first initiative already invisible.  Once the duergar fighters go invisible, they notice the PCs in the room and decide that they are a greater threat than the dwarven female and her children.  On their initiative, they immediately double move away from their starting point to avoid spells like glitterdust.  On their second initiative, they use their enlarge person special ability (a modified stat block is in the appropriate Appendix) and close in on their target.  Their intention is to approach the party from opposite sides and jointly charge the lead character and hopefully arrive in a flanking position.  Their intention is to eliminate the strongest melee PC first.


Cleric tactics:  The duergar start their first initiative already invisible.  Once the duergar cleric goes invisible, he notices the PCs in the room and decides that they are a greater threat than the dwarven female and her children.  On his initiative, he casts owl’s wisdom on himself and moves away from his starting point.  Adjust stats accordingly.  He picks a direction away from the dwarven family and the PCs.  He draws his first scroll of spectral hand as he moves.  On his second initiative, he delays until the fighters go this round.  If they are visible, he uses his scroll of spectral hand and positions it behind one of his allies to protect it from the PCs.  He then moves to another location.  He always moves to keep PCs from pinning down his location.  Unless his they dismiss his invisibility, his intention is to buff up his allies using the spectral hand and bull’s strength.  He casts prayer (which dismisses his invisibility) then entropic shield.  He then uses his remaining touch spells (or his wand of magic missiles (9th level)) to eliminate the casters in the PC party.  If the cleric goes to use an inflict spell on the party, the round before, he tries to use his Profane Boost feat to augment the spell.

At APL 8, the cleric has the shatter spell available, use it to destroy the holy symbol of an opposing cleric.  Unless the PC has a second holy symbol recorded on their character sheet, they do not have a backup symbol.  Most cleric spells require a divine focus.

At APL 10, the cleric has the blade barrier spell available, use it to divide the group up into manageable portions.  (Hehe, pun completely intended).

At APL 12, use the mass bull’s strength instead of bull’s strength.  Once owl’s wisdom is up, use the destruction spell on the weakest looking arcane caster in the group.

Treasure:  The PCs may collect any items in the possession of the NPCs and use them as long as they are in the gem.  However, when the PCs exit the gem, the items disappear.

If the PCs did not survive the combat, go to Conclusion A.

Once the combat is complete, the PCs must convince the boy that the boy’s father sacrificed himself in the hope that other would live.

As the last duergar falls to the floor, the boy pushes himself away from his mother and charges over to the collapsed doorway.  He drags a gold crown along the ground behind him.  Unconsciously, he adjusts his chain shirt as he stumbles along.  When he reaches the doorway, he begins digging through the rubble, sobbing, calling for his father.

The mother is dead at this point; the other two children pinned beneath her are barely old enough to crawl.  If the PCs attempt to stop the boy, he begins to hit the PC trying to stop him.  “Leave me be…<sob> I must find dadda.”  Roleplay this boy as a child who does not understand why his father left them this way.

This event did not happen this way in the Thane’s real life, it is a twisted interpretation.  The PCs must explain the concept of sacrifice to the boy.  Any good explanation gets the PCs the opportunity to make a Diplomacy check (DC 10+APL).  The DM can assign bonuses to the roll as a reward for good roleplay.

If the check was successful

The boy works hard to control his sobbing.  He looks up into your eyes, the light of understanding present.  Slowly he picks up and puts on a gold crown much too big for him.  It slides to one side and comes to rest against his ear.

A voice comes from all around the room as the red lights dim, “Awww... Cry me a bucketful!”

With a bright red flash, you find yourself back in the circular room.  More of the facets are black and the shadows surround you again.

The voice continues, “I guess the saying is true that a blind squirrel finds a nut every now and then.  Let’s see if you can do it again… Hahahaha!”  And the shadows recede again.

If they have already been through Encounter Six, go to Encounter Seven.  The only other Thane related facet they can touch is “joy”.  Once they touch the facet, go to Encounter Six.

If the check was unsuccessful

With a jerk, the boy pulls away from you and throws the gold crown away.  He knees down and begins to pound the ground with his fists, sobbing uncontrollably.

A voice comes from all around the room as the red lights dim, “Awww… Poor thing, and you tried SO SO SO hard too.”

As the red light fades and turns the room pitch black, you find yourself back in the circular room.  More of the facets are black and the shadows surround you again.

The voice continues, “So tell me, are you the type to view the glass as half full or half empty?  I tell you what; I’ll give you another chance to find out.  It’s only fair…  Hahahaha!”  And the shadows recede again.

If they have already been through Encounter Six, go to Encounter Seven.  The only other Thane related facet they can touch is “joy”.  Once they touch the facet, go to Encounter Six.
Encounter Six – Joy Can Cure What Ales You

As you touch the facet, you feel yourself being drawn into the walls of the chamber.  Just as your face gets drawn into the wall, the world flickers and you are standing in a circular room with walls covered with many small tiles.  The tiles have markings on them.  In the center of the ceiling, a single red gem glows, providing the only illumination in the room.  The floor of the room is made of solid mithral.  Curved lines extend from a pedestal in the center of the room to the walls.

In the center of the room is a three-sided pedestal that comes together at a point at the top.  Runes are etched upon each side.

On the opposite side of the room from you, a young adult male dwarf sits leaning against the wall.  He stares despondently at the pedestal in the room.  He is totally oblivious to your arrival.  In his right hand is a gold crown.

The tiles are 2” by 2” and have a picture (scroll, axe, or anvil) painted on them.  There are thousands of them.  A successful Spot check (DC 10+APL) shows the PCs a more rare tile (1 in 100 tiles) mixed in among the others, a tile with the picture of a mug on it.  The tiles fit so closely together that a piece of paper cannot fit in between them.

The room is round and 40’ in diameter.  The walls curve inward towards the ceiling.  The ceiling is 30’ in diameter and is 40’ above the floor.  If the PCs manage to get close enough to the gem to study it, it resembles a cork.  If a PC interacts with the gem in the ceiling in any fashion, they are stunned for 1d4 rounds as torrents of red energy lash out at the PC.

The lines in the floor are actually the edges of the floor when it irises open.  However, the edges are so close together, a piece of paper cannot fit between them.

The runes on the pedestal are identical on each side.  Except on at the very top, one side has the scroll, the next the axe, and the last the anvil.  The pedestal is made from adamantine.

If a PC attempts to damage the tiles, the floor, or the pedestal, the damage they deal is reflected back at the PC as sonic damage.  These items cannot be damaged.

At the end of the Encounter, the PCs may try and carry off the adamantine pedestal.  It weighs 300 pounds, but if they can find a way to carry it around allow them to do so.  However, when the party exits the gem, it disappears.

See Judge Aid #2 for a map of the room.

Talking to the Dwarf in the Room

The dwarf never really acknowledges the presence of the PCs in the room.  When answering questions, just have him stare at the pedestal and answer.  He does not get up or move.  However, his grip on the crown cannot be broken.  He does not let it go under any circumstances.

If the PCs ask the dwarf about how to get out of here, he says, “I do not know.”
If the PCs ask about the meaning of the runes on the pedestal, he says, “I know, but I do not know.”
If asked about sacrifice, he says, “Everyone has to make them.”
If asked about joy, he blinks his eyes before answering, “A life without joy is not a life at all.”
The answer to any other question is “I should know, but I do not know.”
Reading the Runes

Give the PCs Player Handout #2, the runes translated into dwarven read "Anvil smashes ax, ax slices parchment, and parchment covers anvil, but even a sea of brew would not smash a dwarf.  The great game continues, from child's play on, and one of three will be victorious.  A dwarf's favorite pastime would save you if you were in a pickle.  Make your choice, one of the three, and face what ales you."

Nothing happens in this room until a PC touches one of the icons at the top of the pedestal; anvil, parchment, or axe.  Their choice of icon is not relevant because touching any of them activates the room.

Touching the Pedestal

Determine an initiative order for the PC and put the room at the top of the order.  On the room’s initiative, the floor opens wider.  Once the floor is fully open, nothing else happens on the room’s initiative.

When a PC touches one of the three icons on the pedestal, the floor makes a scraping sound as the metallic floor begins to twist 'open' like an iris.  The floor opens just enough for the pedestal to drop through the floor, out of sight into the darkness below with a splash.  The PCs have two rounds to act as the floor opens wider and wider.  The opening below can be seen to hold dark water about 30’ below the retracting floor.  The dark water churns and sloshes about.  At the start of the 3rd round, the floor complete retracts into the wall.

PCs must make a successful Reflex check (DC 5+APL) to remain standing when the floor begins to open.  The floor slides into the wall quickly.

The ceiling is completely smooth, and cannot be climbed in any way.

The lower half of the room mirrors the upper half.  The walls curve down toward the floor.  Although the PCs cannot see the floor yet, the floor is 40’ below the retracting floor and is 30’ in diameter.  If PCs end up in the dark water, they are tossed and thrown about by the sloshing waves.

A successful Survival check (DC 5+APL) allows the PC to notice that the water smells and tastes (if they are swimming in it) like ale.  Any PC with ranks in Craft (brewing), Profession (innkeeper), or similar Craft or Profession skill automatically notices this.  Dwarven PCs automatically notice this.

If a PC is in the ale, spells can only be cast with a successful defensive casting Concentration check.  Add 5 to the DC for the purposes of the check to reflect the effects of the environment.  PCs must do this for every spell they cast as long as they are in the ale.

PCs must make a successful Swim check (DC = 10+APL) every round or be dragged under the surface of the ale by the churning and sloshing.  PCs take 1 point of subdual damage per round while they are buffeted around in the sloshing pit.  Water breathing prevents the PCs from taking additional subdual damage.  Treat the ale as water for purposes of spells such as water breathing or water walking.  However, animals that breath water normally cannot breathe ale.

If the PCs had any kind of open flame going when they enter the ale, the surface of the ale catches on fire.  Those at the surface of the ale and 15’ above it take 1d6 points of fire damage per round until the flames are extinguished.  A create water spell generates the necessary amount of water to quench the fire.

The bottom of the barrel contains a volume of ale equal to [#PCs x 7] casks of ale.  For example, in a group of 6 PCs the volume would be 6x7=42 casks.  Regardless of the number of casks, the volume fills up the bottom 10’ of the barrel.  The number of casks is important because the PCs must consume the trap’s contents to escape.  The only way out of the barrel is to consume its contents or die.  If a PC dies, their soul becomes the property of the entity.

The dwarf in the room falls into the ale on the round the floor fully opens.  He splashes around in the ale, but does not take damage from it.  The Ring of Moradin protects him.  If the PCs tell him to consume the ale, he asks, “Why, now is not the time to drink ale, no matter how good it is.”  The PCs must convince him that now is indeed a good time.  If the PCs succeed at a Diplomacy check (DC 15+APL), he begins to consume the ale, eventually begins to laugh.  When the ale is totally consumed, he falls down because he is totally drunk.  However, he keeps laughing.

PCs are free to drink the ale, and it is good ale.  During any round that they are drinking the ale, a PC does not take subdual damage from sloshing and buffeting.  Every 20 rounds spent drinking reduces the volume of ale in the pit by 1 cask.  PCs find that they can consume an unnatural amount of ale, well beyond their normal capacity.  

For each cask that a PC consumes, they must make a Fort check (DC 15+APL+# casks consumed).  If they fail, they take a 1-point penalty to Dex, Wis, and Int because they are getting drunk.  If a PC asks whether the attribute loss is permanent, the GM should delay answering that question until the end of the module.

If a PC tries to hold his or her breath, use the drowning rules on p. 304 of the DMG.

If all of the PCs are incapacitated, then go to Conclusion-A.

All of the ale is consumed and the PCs got the dwarf to help

Never in your life have you consumed so much ale.  Say, is the room spinning?  The only sound aside from the occasional groan from your comrades is a dwarf laying flat on his back laughing from the belly.  “Oh, oh, oh…  Now that was something I was not expecting…  Oh, oh, oh”, says the dwarf as he tries to put the crown on his head but lacks the coordination to do so.

The red light in the ceiling dims, the shadows creep up the wall, and the voice returns to your head, “Now you just think you’re clever don’t you?  Let’s see what else I can come up with, shall we?”

As the flash of red light from the gem in the ceiling fades, you find yourself back in the circular room.  More of the facets are black and the shadows surround you again.

The voice continues, “I’m sure you know what to do at this point, so I’ll leave you to it… Hahaha”  And the shadows recede again.

If they have already been through Encounter Five, go to Encounter Seven.  The only other Thane related facet they can touch is “sacrifice”.  Once they touch the facet, go to Encounter Five.
All of the ale is consumed and the PCs could not get the dwarf to help

Never in your life have you consumed so much ale.  Say, is the room spinning?  The only sound aside from the occasional groan from your comrades is a dwarf laying flat on his back, staring at the ceiling, looking as dour as before.  In a disgusted tone of voice he says, “Look what happens when you let yourself get sidetracked.”

The red light in the ceiling dims, the shadows creep up the wall, and the voice returns to your head, “A wise analysis my liege, these poor souls have no since of propriety.  Everything in it proper place you know.  Hmmm… perhaps another object lesson is in order.”

As the red light fades and turns the room pitch black, you find yourself back in the circular room.  More of the facets are black and the shadows surround you again.

The voice continues, “Do you know what to do at this point, or do I need to spell it out for you?  Hahaha”, and the shadows recede again.

If they have already been through Encounter Five, go to Encounter Seven.  The only other Thane related facet they can touch is “sacrifice”.  Once they touch the facet, go to Encounter Five.
Encounter Seven – Courage Under Fire

Moments later, right in front of your eyes, the remaining facets in the room go black one at a time; the room gets much colder.  However, in a nearby corner, one of the smaller facets changes from black to a misty gray.  Almost indistinguishable from the mists are two runes.

It runes are dwarven for “courage” and “hope”.

Encourage the PCs to touch the rune.  If they refuse to do so, the entity in the gem finally defeats the Thane.  Go to Conclusion – A.

If the PCs touch the facet, continue with the following.

As you touch the facet, no sensation accompanies it.  Instead, in the blink of an eye, you find yourself in a large crystal cavern.

The sole source of light in the chamber comes from a glowing red gems sitting atop a large crystal throne sitting on top of a set of stairs.  The only darkness comes from the shadows behind the throne, constantly shifting.

Sitting on the throne is a male dwarf dressed like the dead dwarf on the altar you saw earlier.  In his lap, clutched in his hands is a gold crown.

Two dwarves dressed in resplendent full plate armor and armed with exquisite battleaxes give a war cry and charge up the stairs, intent on attacking something in the darkness beyond.

Twin bolts of red energy streak out of the darkness and strikes each dwarf in the chest and continues through them.  The dwarves stop their charge and roll back down the steps.  Their armor and weapons make a soul wrenching clanking noise on the way down.  The bodies join a pile of dwarven corpses already at the bottom of the stairs.

A confident voice booms out from the darkness, “See my liege, even your best and brightest cannot hope to save you.  I simply destroy them at my whim.  You have failed to comprehend all of the facets of power at my disposal.”  The dwarf on the throne raises his head, stares off in your direction, and mutters something.
A successful Listen check (DC 15+APL) allows the PC to hear, “You are small and petty.  The others will see through you.  You will never escape from this prison.”
The voice continues (regardless if the PCs heard what the Thane said), “You mean those interloping outsiders your cowardly clerics sent in here?  I’ll deal with them as soon as I’ve taken care of you.  Putting your hope in them was a bad investment.  Look at their situation outside.  The Sakhut eliminate their magical advantages one by one.  Others manipulate events such that they turn on each other in a feeding frenzy of hate.  By the time they are done claiming their freedom, there will be nothing left.  They have no long-term vision and because of that, their lust leads them in an orgy of self-destruction.  So you see, you have already lost; it’s a simple matter of you ack … ho ho ho, what’s this.  How did you get in here?”

The shadows shift imperceptibly as the voice continues, “Let me guess, you are here to save this old fool?  Hmmm… Now how will I destroy you?  Perhaps something drawn from your memories?  Let’s see what we have here… Ah, how about death by someone you loathe?  Or perhaps by someone you love?  No, (with a snap of the fingers) I’ve got it.

Pick a PC at random and have them make a Will save, the outcome does not matter, just have the PC make the roll.  The voice says, “Thank you <insert PC’s name>.  Something drawn from your childhood nightmares will do nicely.  Is it not wonderful the horror stories we tell little children to keep them in line.”

The shadows behind the throne coalesce into something definitely from a child’s nightmare.  The toothy maw opens and says,  “Prepare yourselves, your end is at hand.”

This encounter is designed to be three above the party level.  However, since the PCs take on a single opponent, the encounter level for this combat is increased to four above the party level.

See Judge Aid #3 for a map of the room.

APL 6 (EL 10)

Lesser Beholder:  hp 81; see Appendix One.

APL 8 (EL 12)

Lesser Beholder:  hp 99; see Appendix Two.

APL 10 (EL 14)

Beholder:  hp 100; see Monster Manual pg. 26.

APL 12 (EL 16)

Beholder:  hp 142; see Appendix Four.


Tactics:  The gauth/beholder uses height to its advantage to avoid melee combat.  However, it uses its Flyby Attack to reposition itself to bring as many eyes to bear on a target.  See the combat section in the Beholder entry on page 26 of the Monster Manual.

If the PCs are unsuccessful at defeating the NPC, go to Conclusion – A.
If the PC’s defeat the NPC, go to Conclusion – B.

Conclusion - A

The last thing you recall was your demise.  Now you find yourself looking out a window into the crystal room.  But now, the old dwarf is free of the crystal and wears a gold crown.  He turns to look at you with glowing eyes and his voice has an echo to it.  “Ah, I see you are awake.  Good, now you can witness all of the things I have planned for this realm.  For an eternity!  Hahaha!  He vanishes out of the room, leaving you to contemplate your future.

The PC’s soul is trapped in one of the facets of the gem.  With careful attention, they can make out the faces of their fellow party members in other facets in the room.

The PCs earn XP up to the point they died.  However, they earn no GP for the module.

The End

Conclusion - B

As the final blow is struck, a great cry of anguish resonates throughout the room.  Crystals throughout the cavern explode, showing the room with razor sharp shards.  A blinding flash fills the room as the world goes dark.

Sometime later, you wake up as a cool dampness caresses your face.  Opening your eyes, you see a female dwarf wiping your forehead with a cloth.  Brella Gleeminggem smiles at you and says, “Welcome back, we thought you were lost to us.  Please rest and recover, there will be time later for you to tell us what happened.

If the PCs successfully got the Thane to understand “sacrifice” and “joy”, they earn the Favor of the Three Hold Thane.

The PCs earned the Favors of the High Priests of Moradin.

If the PC died while in the gem, they are Soul Shattered.  If the party accomplished the mission anyway, the PC still earns the favors outlined above.

After some much needed rest, the PCs can learn the following information.

· Moments after the gem was exposed and it started radiating energy, it exploded showing the room with ruby shards.  The clerics were protected by their spells, but the surviving party members got hundreds of ruby shards embedded in their skin.

· The clerics have not been able to remove the shards.  Attempting to do so causes extreme pain.  PCs earn the Slivers of Vengeance curse.

· Whatever you did worked because the Thane is now alive.  However, he has not woken up yet.  Only time will tell what damage he suffered.

· The Crown of Thanes reappeared after the explosion.  The Thane clutches it in his hand in an iron grip.

Treasure:  As word spreads around Urtcheck that the Thane is alive and the Crown returned, everyone in town wants to thank you.  They shower you with gifts.

The End

Experience Point Summary

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

Encounter Five

Defeat the duergar.


APL 6: 270 xp.


APL 8: 330 xp.


APL 10: 390 xp.


APL 12: 450 xp.

Encounter Six

Consumed the ale pit.


APL 6: 180 xp.


APL 8: 240 xp.


APL 10: 300 xp.


APL 12: 360 xp.

Encounter Seven

Defeat the Entity


APL 6: 270 xp.


APL 8: 330 xp.


APL 10: 390 xp.


APL 12: 450 xp.

Story Award

Saw to the safety of the caravan without prompting by the dwarves (Encounter One).


APL 6: 30 xp.


APL 8: 40 xp.


APL 10: 50 xp.


APL 12: 60 xp.

Helped the Thane Understand Sacrifice (Encounter Five).


APL 6: 45 xp.


APL 8: 50 xp.


APL 10: 60 xp.


APL 12: 65 xp.

Helped the Thane Understand Joy (Encounter Six).


APL 6: 45 xp.


APL 8: 50 xp.


APL 10: 60 xp.


APL 12: 65 xp.

Rescued the Thane


APL 6: 30 xp.


APL 8: 45 xp.


APL 10: 50 xp.


APL 12: 65 xp.

Discretionary roleplaying award


APL 6: 30 xp.


APL 8: 40 xp.


APL 10: 50 xp.


APL 12: 60 xp.

Total possible experience


APL 6: 900 xp.


APL 8: 1125 xp.


APL 10: 1350 xp.


APL 12: 1575 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Conclusion:

APL 6: L: 0 gp, C: 900 gp, M: 0.

APL 8: L: 0 gp, C: 1300 gp, M: 0.

APL 10: L: 0 gp, C: 2300 gp, M: 0.

APL 12: L: 0 gp, C: 3300 gp, M: 0.

Total Possible Treasure (Maximum Reward Allowed)

APL 6: L: 0 gp, C: 900 gp, M: 0 – Total: 900 gp (900 gp).

APL 8: L: 0 gp, C: 1300 gp, M: 0 – Total: 1300 gp (1300 gp).

APL 10: L: 0 gp, C: 2300 gp, M: 0 – Total: 2300 gp (2300 gp).

APL 12: L: 0 gp, C: 3300 gp, M: 0 – Total: 3300 gp (3300 gp).

Items for the Adventure Record

Special

Favor of the Three Hold Thane:  You had a hand in returning the Thane to life and he vows to return the favor in the future.  If the PC named on this AR dies, their body is in an unrecoverable manner, and a fellow party member spends 1 TU to journey to Urtcheck to inform the Thane, although it takes time, he arranges for a casting of miracle to revive the PC named on this AR.  The PC pays the standard NPC casting costs plus 8 TUs.  The miracle cannot be used for any other purpose.  Mark this favor when used  (Favor Level A).

Favors of the High Priests of Moradin:  You had a hand in returning the Thane to life.  The Three Hold High Priests of Moradin vow to return the favor in the future.  They make the following three things available.  Mark each when it is used.  (Favor Level C).

· The Underfoot clan provides access to upgrade any one magical armor/shield item that the PC owns with one of the following special abilities:  Anti-Impact (CW), Bane Blind (A&EG), Death Ward (CA), or Sacred of Moradin (A&EG).  The PC must pay the difference in market value for the upgrade.

· The Deepholm clan provides access to a blended quartz or dendritic armor (shields not available).

· The Stonereaver clan provides access to one of the following items from CA:  lesser metamagic rod (chaining), lesser metamagic rod (sculpting), lesser metamagic rod (substitution), or sending stones.

Slivers of Vengeance (curse):  For your role in its destruction, the entity in the gem spitefully showered the room with ruby shards when it exploded.  These shards are embedded in your face and neck and cannot be removed by any means known.  Hiding the shards is very difficult.  You suffer a –10 profane penalty to Disguise checks and a –1 profane penalty to any Cha based checks.  After 4 TUs of actual module play, the shards fall out on their own and are worth 200 gp collectively.  This coin does not count toward the module GP cap when they fall out.

Soul Shattered:  The PC died while inside the gem and the PC’s life essence was consumed by the entity living there.  The dwarven clerics chopped up the PC’s body when it arose as undead.  Only a casting of miracle can bring this PC back from the dead.

Item Access

APL 6:

· Vest of Resistance +1 (Adventure; CA)

· Rope of Stone (Regional, CA)

· Armband of Reduction (Adventure, A&EG)

· Hammersphere (Adventure, A&EG)

APL 8 (all of APL 6 plus the following):

· Ring of protection +2 (Adventure; DMG)
· Lesser Choker of Eloquence (Regional, CA)
· Clasp of the Elder (Adventure, A&EG)
· Ring of natural armor +1 (Adventure, DMG)
APL 10 (all of APLs 6 and 8 plus the following):

· Vest of Resistance +2 (Adventure; CA)
· Saddlebags of Providing (Regional, A&EG)
· Medallion of Contact (Adventure, A&EG)
· Ring of natural armor +2 (Adventure, DMG)
APL 12 (all of APLs 6, 8, and 10 plus the following):

· Vest of Resistance +3 (Adventure; CA)
· Bracers of Dawn (Regional, CW)
· Ioun Stone of Resistance +1 (Adventure, A&EG)
· Ring of protection +3 (Adventure, DMG)
Appendix One – APL 6

Encounter Five





Duergar fighter: Male dwarf (duergar) Ftr5; CR 5; Medium humanoid (dwarf); HD 5d10+10; hp 45; Init +0; Spd 20/x3 ft; AC 22, touch 11, flat-footed 22 (+10 +1 dendritic full plate, +1 amulet of natural armor +1, +1 ring of protection +1); BAB/Grp: +5/+8; Atk/Full Atk: +10 melee (1d12+7/20/x3, +1 greataxe); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +7, Ref +2, Will +3; Str 16, Dex 10, Con 14, Int 13, Wis 12, Cha 6.


Skills and Feats: Jump -3, Listen +2, Move Silently -4, Spot +6, Tumble -2; Combat Expertise, Improved Disarm, Combat Reflexes, Weapon Focus (greataxe), Weapon Specialization (greataxe).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a 10th level wizard; these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: +1 dendritic full plate, +1 greataxe, mw battleaxe, amulet of natural armor +1, ring of protection +1, vest of resistance +1.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor and wielding a greataxe.

Duergar fighter (enlarged): Large humanoid (dwarf); AC 20, touch 9, flat-footed 20 (-1 Dex, +10 +1 dendritic full plate, +1 amulet of natural armor +1, +1 ring of protection +1, -1 enlarge penalty); BAB/Grp: +4/+7; Atk/Full Atk: +9 melee (3d6+8,20/x3, +1 greataxe); Space/Reach 10 ft./10 ft.; SV Ref +1; Str 18, Dex 8.


Skills and Feats: Jump -2, Move Silently -5, Tumble -3.

Duergar cleric: Male dwarf (duergar) Clr7; CR 7; Medium humanoid (dwarf); HD 7d8+14; hp 52; Init +0; Spd 20/x3 ft; AC 22, touch 11, flat-footed 22 (+10 +1 dendritic full plate, +1 amulet of natural armor +1, +1 ring of protection +1); BAB/Grp: +5/+6; Atk/Full Atk: +7 melee (1d8+2/20/x3, +1 warhammer) or +6 melee (varies, melee touch); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +8, Ref +3, Will +9; Str 12, Dex 10, Con 14, Int 13, Wis 16, Cha 6.


Skills and Feats: Concentration +13 (+17), Heal +3, Knowledge (arcane) +3, Knowledge (religion) +9, Listen +4, Spellcraft +10, Spot +4; Combat Casting, Profane Boost, Spell Focus (necromancy).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a 14th level wizard; these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Cleric Spells Prepared (6/6/5/4/2; base DC = 13 [15 necromancy] + spell level): 0—cure minor wounds (2), detect magic, guidance, read magic, resistance; 1st—protection from good*, cure light wounds, doom, entropic shield, shield of faith (2); 2nd—desecrate*, bull’s strength (2), death knell, owl’s wisdom; 3rd—dispel magic*, bestow curse (2), prayer; 4th— unholy blight*, poison.


*Domain spell. Domains: Evil (Evil spells cast at +1 caster level); Magic (Uses spell completion or spell trigger devices as a 4th level wizard).


Possessions: +1 dendritic full plate, +1 warhammer, mw warhammer, amulet of natural armor +1, ring of protection +1, vest of resistance +1, wand of magic missiles (9th level) (5 charges), scroll of spectral hand (2).


Physical Description: A bald, pale dwarf wearing a dull crystalline armor with a symbol of a broken crossbow bolt on a shield, and wielding a wand.

Encounter Seven





Lesser Beholder: Gauth Ftr4; CR 10; Medium Aberration; HD 6d8+4d10-10; hp 58; Init +8; Spd 5 ft., Fly 20 ft. (good); AC 21, touch 14, flat-footed 17 (+4 Dex, +7 Natural); BAB/Grp: +8/+3/+7; Atk: +13 (+14 within 30-ft.) ranged (varies, eye rays) and +2 melee (1d6-1, bite); Full Atk +13 (+14 within 30-ft.) ranged (varies, eye rays within 30-ft.) and +2/-3 melee (1d6-1, bite); Space/Reach 5 ft./5 ft.; SA eye rays, stunning gaze; SQ all-around vision, darkvision 60’, flight; AL LE; SV Fort +5, Ref +7, Will +13; Str 8, Dex 18, Con 8, Int 16, Wis 17, Cha 18.


Skills and Feats:  Concentration +2, Hide +14, Knowledge (arcana) +14, Listen +7, Search +18, Spot +20, Survival +5 (+7 following tracks); Agile Tyrant, AlertnessB, Dodge, Flyby Attack, Improved Initiative, Iron Will, Point Blank Shot, Weapon Focus (ray).


Eye rays (Su):  see the Gauth description on page 26 of the Monster Manual.  The save is DC 17 and is Cha based.


Stunning gaze (Su):  see the Gauth description on page 26 of the Monster Manual.  The save is DC 17.


Possessions: none.


Physical Description:  A 4’ wide orb dominated by a central eye.  Six smaller eyes on stalks sprout from the top of its body.

Appendix Two – APL 8

Encounter Five





Duergar fighter: Male dwarf (duergar) Ftr7; CR 7; Medium humanoid (dwarf); HD 7d10+10; hp 60; Init +0; Spd 20/x3 ft; AC 23, touch 12, flat-footed 23 (+10 +1 dendritic full plate, +1 amulet of natural armor +1, +2 ring of protection +2); BAB/Grp: +7/+2/+10; Atk: +12 melee (1d12+7,20/x3, +1 greataxe); Atk/Full Atk: +12/+7 melee (1d12+7,20/x3, +1 greataxe); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +8, Ref +3, Will +4; Str 16, Dex 10, Con 14, Int 13, Wis 12, Cha 6.


Skills and Feats: Jump +1, Listen +2, Move Silently -4, Spot +7, Tumble -1; Combat Expertise, Combat Reflexes, Improved Disarm, Improved Trip, Power Attack, Weapon Focus (greataxe), Weapon Specialization (greataxe).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: +1 dendritic full plate, +1 greataxe, mw battleaxe, amulet of natural armor +1, ring of protection +2, vest of resistance +1.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor and wielding a greataxe.

Duergar fighter (enlarged): Large humanoid (dwarf); AC 21, touch 10, flat-footed 21 (-1 Dex, +10 +1 dendritic full plate, +1 amulet of natural armor +1, +2 ring of protection +2, -1 enlarge penalty); BAB/Grp: +6/+1/+9; Atk: +11 melee (3d6+8,20/x3, +1 greataxe); Atk/Full Atk: +11/+6 melee (3d6+8,20/x3, +1 greataxe); Space/Reach 10 ft./10 ft.; SV Ref +2; Str 18, Dex 8.


Skills and Feats: Jump +2, Move Silently -5, Tumble -2.

Duergar cleric: Male dwarf (duergar) Clr9; CR 9; Medium humanoid (dwarf); HD 9d8+18; hp 67; Init +0; Spd 20/x3 ft; AC 25, touch 12, flat-footed 25 (+10 +1 dendritic full plate, +1 amulet of natural armor +1, +2 ring of protection +2, +2 mw heavy steel shield); BAB/Grp: +6/+1/+7; Atk: +8 melee (1d8+2,20/x3, +1 warhammer) or +7 melee (varies, melee touch); Full Atk: +8/+3 melee (1d8+2,20/x3, +1 warhammer) or +7/+2 melee (varies, melee touch); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +9, Ref +4, Will +10; Str 12, Dex 10, Con 14, Int 13, Wis 16, Cha 7.


Skills and Feats: Concentration +15 (+19), Heal +3, Knowledge (arcane) +3, Knowledge (religion) +11, Listen +4, Spellcraft +12, Spot +4; Combat Casting, Profane Boost, Spell Focus (necromancy), Great Spell Focus (necromancy).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a 14th level wizard; these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Cleric Spells Prepared (6/6/6/5/3/2; base DC = 13 [14 conjuration] + spell level): 0—cure minor wounds (2), detect magic, guidance, read magic, resistance; 1st—protection from good*, cure light wounds, doom, entropic shield, shield of faith (2); 2nd—desecrate*, bull’s strength (2), death knell, owl’s wisdom, shatter; 3rd—dispel magic*, bestow curse (3), prayer; 4th—unholy blight*, poison (2); 5th—spell resistance*, slay living.


*Domain spell. Domains: Evil (Evil spells cast at +1 caster level); Magic (Uses spell completion or spell trigger devices as a 4th level wizard).


Possessions: +1 dendritic full plate, +1 warhammer, mw warhammer, amulet of natural armor +1, ring of protection +2, vest of resistance +1, wand of magic missiles (9th level) (5 charges), scroll of spectral hand (2), mw heavy steel shield.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor with a symbol of a broken crossbow bolt on a shield, and wielding a wand.

Encounter Seven





Lesser Beholder: Gauth Ftr6; CR 12; Medium Aberration; HD 6d8+6d10-12; hp 72; Init +8; Spd 5 ft., Fly 20 ft. (good); AC 21, touch 14, flat-footed 17 (+4 Dex, +7 Natural); BAB/Grp: +10/+5/+9; Atk: +15 (+16 within 30-ft.) ranged (varies, eye rays) and +4 melee (1d6-1, bite); Full Atk +15 (+16 within 30-ft.) ranged (varies, eye rays within 30-ft.) and +4/-1 melee (1d6-1, bite); Space/Reach 5 ft./5 ft.; SA eye rays, stunning gaze; SQ all-around vision, darkvision 60’, flight; AL LE; SV Fort +6, Ref +8, Will +14; Str 8, Dex 18, Con 9, Int 16, Wis 17, Cha 18.


Skills and Feats:  Concentration +3 (+7 casting defensively), Hide +14, Knowledge (arcana) +14, Listen +8, Search +18, Spot +21, Survival +5 (+7 following tracks); Agile Tyrant, AlertnessB, Combat Casting, Dodge, Flyby Attack, Improved Initiative, Iron Will, Mobility, Point Blank Shot, Weapon Focus (ray).


Eye rays (Su):  see the Gauth description on page 26 of the Monster Manual.  The save is DC 17 and is Cha based.


Stunning gaze (Su):  see the Gauth description on page 26 of the Monster Manual.  The save is DC 17.


Possessions: none.


Physical Description:  A 4’ wide orb dominated by a central eye.  Six smaller eyes on stalks sprout from the top of its body.

Appendix Three – APL 10

Encounter Five




Duergar Fighter: Male dwarf (duergar) Ftr9; CR 9; Medium humanoid (dwarf); HD 9d10+10; hp 75; Init +0; Spd 20/x3 ft; AC 24, touch 12, flat-footed 24 (+10 +1 dendritic full plate, +2 amulet of natural armor +2, +2 ring of protection +2); BAB/Grp: +9/+12; Atk: +15 melee (1d12+1d6+7,20/x3, +1 corrosive greataxe); Atk/Full Atk: +15/+10 melee (1d12+7,20/x3, +1 greataxe); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +10, Ref +5, Will +6; Str 16, Dex 10, Con 14, Int 14, Wis 12, Cha 6.


Skills and Feats: Jump +3, Listen +2, Move Silently -3, Spot +8, Tumble +0; Combat Expertise, Combat Reflexes, Improved Disarm, Improved Sunder, Improved Trip, Power Attack, Weapon Focus (greataxe), Weapon Specialization (greataxe), Greater Weapon Specialization (greataxe).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: +1 dendritic full plate, +1 greataxe, mw battleaxe, amulet of natural armor +2, ring of protection +2, vest of resistance +2.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor and wielding a sizzling greataxe.

Duergar fighter (enlarged): Large humanoid (dwarf); AC 22, touch 10, flat-footed 22 (-1 Dex, +10 +1 dendritic full plate, +2 amulet of natural armor +2, +2 ring of protection +2, -1 enlarge penalty); BAB/Grp: +8/+11; Atk: +14 melee (3d6+1d6+8,20/x3, +1 corrosive greataxe); Atk/Full Atk: +14/+9 melee (3d6+8,20/x3, +1 greataxe); Space/Reach 10 ft./10 ft.; SV Ref +4; Str 18, Dex 8.


Skills and Feats: Jump +4, Move Silently -4, Tumble -1.

Duergar cleric: Male dwarf (duergar) Clr11; CR 11; Medium humanoid (dwarf); HD 11d8+11; hp 74; Init +0; Spd 20/x3 ft; AC 26, touch 12, flat-footed 26 (+10 +1 dendritic full plate, +2 amulet of natural armor +2, +2 ring of protection +2, +2 mw heavy steel shield); BAB/Grp: +8/+3/+9; Atk: +10 melee (1d8+2,20/x3, +1 warhammer) or +9 melee (varies, melee touch); Full Atk: +10/+5 melee (1d8+2,20/x3, +1 warhammer) or +9/+4 melee (varies, melee touch); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +10, Ref +5, Will +12; Str 12, Dex 10, Con 12, Int 13, Wis 16, Cha 9.


Skills and Feats: Concentration +16 (+20), Heal +3, Knowledge (arcane) +3, Knowledge (religion) +13, Listen +4, Spellcraft +14, Spot +4; Combat Casting, Profane Boost, Spell Focus (necromancy), Great Spell Focus (necromancy).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a 14th level wizard; these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Cleric Spells Prepared (6/7/6/6/4/3/2; base DC = 13 [14 conjuration] + spell level): 0—cure minor wounds (2), detect magic, guidance, read magic, resistance; 1st—protection from good*, cure light wounds, doom (2), entropic shield, shield of faith (2); 2nd—desecrate*, bull’s strength (2), death knell, owl’s wisdom, shatter; 3rd—dispel magic*, bestow curse (3), prayer, searing light; 4th—unholy blight*, poison (2), spell immunity; 5th—spell resistance*, slay living, greater command; 6th—antimagic field*, blade barrier.


*Domain spell. Domains: Evil (Evil spells cast at +1 caster level); Magic (Uses spell completion or spell trigger devices as a 4th level wizard).


Possessions: +1 dendritic full plate, +1 warhammer, mw warhammer, amulet of natural armor +2, ring of protection +2, vest of resistance +2, wand of magic missiles (9th level) (5 charges), scroll of spectral hand (2), mw heavy steel shield.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor with a symbol of a broken crossbow bolt on a shield, and wielding a wand.

Encounter Seven





Beholder:  Beholder Ftr2; CR 14; Large Aberration; HD 11d8+2d10+39; hp 110; Init +7; Spd 5 ft., Fly 20 ft. (good); AC 28, touch 13, flat-footed 24 (-1 Size, +4 Dex, +15 Natural); BAB/Grp: +10/+5/+14; Atk: +15 ranged (varies, eye rays) and +5 melee (2d4, bite); Full Atk: +15 ranged (varies, eye rays) and +5/+0 melee (2d4, bite); Space/Reach 10 ft./5 ft.; SA eye rays; SQ all-around vision, antimagic cone, darkvision 60’, flight; AL LE; SV Fort +8, Ref +7, Will +10; Str 10, Dex 18, Con 16, Int 18, Wis 17, Cha 18. 


Skills and Feats:  Concentration +6, Hide +16, Knowledge (arcana) +20, Knowledge (religion) +5, Listen +23, Search +24, Spot +27, Survival +5 (+7 following tracks); Agile Tyrant, AlertnessB,  Flyby Attack, Great Fortitude, Improved Initiative, Iron Will, Weapon Focus (ray).


Eye rays (Su):  see the Beholder description on page 26 of the Monster Manual.  The save is DC 19 and is Cha based.


Antimagic Cone (Su):  see the Beholder description on page 26 of the Monster Manual.  The save is DC 19 and is Cha based.


Possessions: none.


Physical Description:  An 8’ wide orb dominated by a central eye and a large, toothy maw.  Ten smaller eyes on stalks sprout from the top of the orb.

Appendix Four – APL 12

Encounter Five




Duergar Fighter: Male dwarf (duergar) Ftr11; CR 11; Medium humanoid (dwarf); HD 11d10+10; hp 90; Init +0; Spd 20/x3 ft; AC 25, touch 13, flat-footed 25 (+10 +1 dendritic full plate, +2 amulet of natural armor +2, +3 ring of protection +3); BAB/Grp: +11/+14; Atk: +17 melee (1d12+7,20/x3, +1 greataxe); Atk/Full Atk: +17/+12/+7 melee (1d12+1d6+7,20/x3, +1 corrosive greataxe); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +11, Ref +5, Will +6; Str 16, Dex 10, Con 14, Int 14, Wis 12, Cha 6.


Skills and Feats: Bluff –2, Jump +5, Listen +2, Move Silently -2, Spot +9, Tumble +1; Combat Expertise, Combat Reflexes, Improved Disarm, Improved Sunder, Improved Trip, Power Attack, Weapon Focus (greataxe), Weapon Specialization (greataxe), Greater Weapon Specialization (greataxe).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: +1 dendritic full plate, +1 greataxe, mw battleaxe, amulet of natural armor +2, ring of protection +3, vest of resistance +2.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor and wielding a sizzling greataxe.

Duergar fighter (enlarged): Large humanoid (dwarf); AC 23, touch 11, flat-footed 23 (-1 Dex, +10 +1 dendritic full plate, +2 amulet of natural armor +2, +3 ring of protection +3, -1 enlarge penalty); BAB/Grp: +10/+13; Atk: +16 melee (3d6+8,20/x3, +1 greataxe); Atk/Full Atk: +16/+11/+6 melee (3d6+1d6+8,20/x3, +1 corrosive greataxe); Space/Reach 10 ft./10 ft.; SV Ref +4; Str 18, Dex 8.


Skills and Feats: Jump +6, Move Silently -3, Tumble +0.

Duergar cleric: Male dwarf (duergar) Clr13; CR 13; Medium humanoid (dwarf); HD 13d8+13; hp 87; Init +0; Spd 20/x3 ft; AC 27, touch 13, flat-footed 27 (+10 +1 dendritic full plate, +2 amulet of natural armor +2, +3 ring of protection +3, +2 mw heavy steel shield); BAB/Grp: +9/+4/+10; Atk: +11 melee (1d8+2,20/x3, +1 warhammer) or +10 melee (varies, melee touch); Full Atk: +11/+6 melee (1d8+2,20/x3, +1 warhammer) or +10/+5 melee (varies, melee touch); Space/Reach 5 ft./5 ft.; SA spell like abilities; SQ Darkvision 120’, Immunity to paralysis, phantasms, and poison, +2 racial bonus vs spells/spell like abilities, light sensitivity; AL LE; SV Fort +10, Ref +5, Will +12; Str 12, Dex 10, Con 12, Int 13, Wis 16, Cha 9.


Skills and Feats: Concentration +18 (+22), Heal +3, Knowledge (arcane) +3, Knowledge (religion) +15, Listen +4, Spellcraft +16, Spot +4; Combat Casting, Profane Boost, Spell Focus (necromancy), Great Spell Focus (necromancy), Weapon Focus (unarmed).


Spell-like abilities (Sp): 1/day – enlarge person and invisibility as a 14th level wizard; these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Cleric Spells Prepared (6/7/7/6/5/4/3/2; base DC = 13 [14 conjuration] + spell level): 0—cure minor wounds (2), detect magic, guidance, read magic, resistance; 1st—protection from good*, cure light wounds, doom (2), entropic shield, shield of faith (2); 2nd—desecrate*, death knell, hold person (2), owl’s wisdom, shatter (2); 3rd—dispel magic*, bestow curse (3), prayer, searing light; 4th—unholy blight*, cure critical wounds, poison (2), spell immunity; 5th—spell resistance*, flame strike, slay living, greater command; 6th—antimagic field*, blade barrier, mass bull’s strength; 7th—spell turning*, destruction.


*Domain spell. Domains: Evil (Evil spells cast at +1 caster level); Magic (Uses spell completion or spell trigger devices as a 4th level wizard).


Possessions: +1 dendritic full plate, +1 warhammer, mw warhammer, amulet of natural armor +2, ring of protection +3, vest of resistance +2, wand of magic missiles (9th level) (5 charges), scroll of spectral hand (2), mw heavy steel shield.


Physical Description: A bald, pale dwarf wearing a dull crystalline armor with a symbol of a broken crossbow bolt on a shield, and wielding a wand.

Encounter Seven





Beholder:  Beholder Ftr6; CR 16; Large Aberration; HD 11d8+6d10+39; hp 110; Init +7; Spd 5 ft., Fly 20 ft. (good); AC 28, touch 13, flat-footed 24 (-1 Size, +4 Dex, +15 Natural); BAB/Grp: +14/+9/+18; Atk: +19 (+20 within 30-ft.) ranged (varies, eye rays) and +9 melee (2d4, bite); Full Atk: +19 (+20 within 30-ft.) ranged (varies, eye rays) and +9/+4 melee (2d4, bite); Space/Reach 10 ft./5 ft.; SA eye rays; SQ all-around vision, antimagic cone, darkvision 60’, flight; AL LE; SV Fort +10, Ref +9, Will +13; Str 10, Dex 18, Con 16, Int 18, Wis 18, Cha 18. 


Skills and Feats:  Concentration +8 (+12 casting defensively), Hide +18, Knowledge (arcana) +22, Knowledge (religion) +7, Listen +26, Search +24, Spot +26, Survival +6 (+10 following tracks); Agile Tyrant, AlertnessB, Combat Casting, Flyby Attack, Focused Antimagic, Great Fortitude, Improved Initiative, Iron Will, Point Blank Shot, Weapon Focus (ray).


Eye rays (Su):  see the Beholder description on page 26 of the Monster Manual.  The save is DC 19 and is Cha based.


Antimagic Cone (Su):  see the Beholder description on page 26 of the Monster Manual.  The save is DC 19 and is Cha based.


Possessions: ring of freedom of movement.


Physical Description:  An 8’ wide orb dominated by a central eye and a large, toothy maw.  Ten smaller eyes on stalks sprout from the top of the orb.

Appendix Five – Non-Core Rules

From the Arms and Equipment Guide (A&EG)

Dendritic Armor Type (pg. 15):  Dwarven armorsmiths grow dendritic armor from seed crystals deep underground; dendritic armor never reaches the smith’s fire.  Each suit of dendritic armor is tailored for a specific wearer.  This superb armor is socketed rather than riveted together, leaving almost no gaps or chinks.  It protects better than full plate armor, but is also heavier and more cumbersome.

Corrosive Weapon Special Ability (pg. 96):  Upon command, a corrosive weapon becomes slick with a thick layer of acidic fluid.  The acid does not harm the hands that hold the weapon.  Corrosive weapons deal +1d6 points of bonus acid damage on a successful hit.  Bows, crossbows, and slings with this ability bestow the acid energy upon their ammunition.

From the Complete Divine (CD)

Profane Boost (divine) (pg. 84):  You can channel negative energy to increase the power of inflict wounds spells cast near you.


Prerequisite:  Ability to rebuke undead.


Benefit:  You can spend a rebuke attempt as standard action to place an aura of negative energy upon each creature within a 60’ burst.  Any inflict spell cast on one of these creatures before the end of your next turn is automatically maximized, with no adjustment to the spell’s level or casting time.

From the Lords of Madness (LM)

Agile Tyrant (pg. 44):  A creature with this feat develops longer, more flexible eyestalks than its kin.  This extra flexibility allows it to bring additional eye rays to bear against its foes.


Prerequisite:  True beholder or beholderkin.


Benefit:  The creature can direct an extra eye into a single 90-degree arc.

Focused Antimagic (pg. 44):  A beholder with this feat can focus the antimagic of its central eye to target a single person or object.


Prerequisite:  Beholder with functional antimagic ability.


Benefit:  The creature can reduce the cone-shaped area of effect of its central eye to target a single creature or object.  The target must be within range of its normal cone-shaped effect (150 feet).

Judge Aid #1

<insert encounter5-2.jpg>
Judge Aid #2

<insert encounter6-2.jpg>
Judge Aid #3

<insert encounter7.jpg>
Player Handout #1

<insert map of geoff with the three clanholds and Miket's Canyon located on it.>
Player Handout #2

The dwarven runes translate into:

“Anvil smashes ax, ax slices parchment, and parchment covers anvil, but even a sea of brew would not smash a dwarf.  The great game continues, from child's play on, and one of three will be victorious.  A dwarf's favorite pastime would save you if you were in a pickle.  Make your choice, one of the three, and face what ales you.”

Critical Event Summary

<insert critical event items>
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