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The Storm King's Citadel of Thunderhead looms over the land in the far northwest of Geoff where the Crystalmists and the Barrier Peaks meet. Bigger and greater than the mountains about it, Thunderhead is the heart of the Jotunreike and the source of the Sakhut's power. The Storm King never leaves his great citadel. If the threat to Geoff is to be ended, then he must be faced there at his seat of power. A Grand Duchy of Geoff regional adventure for APLs 12-18, and the conclusion of the Against the Giants; the Liberation of Geoff Campaign.

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.
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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 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

This module completes the five-year story arc for the Grand Duchy of Geoff. This campaign started with the forces of the Sakhut invading the Grand Duchy to rebuild their long lost empire. It ends with the PCs working with the Lords of Faerie to lock the Storm King away for a long time.

It starts early during the third day of the third siege of Gorna. If the premiere PCs are successful, the giant forces at the battle interactive GEO5-IN5 Stormbreak  loose several supporting units which should give the PCs a decent chance of winning the battle.

Adventure Summary

Introduction

During the evening of the second day of the Third battle at Gorna, individual player characters (PCs) receive a request from Parn to meet near the reclaimed druid’s circle near Gorna.

Encounter One

The PCs meet Parn, Gwenllian, and Flutterby. They are asked to journey to Thunderhead, the isolated demi-plane of the Sakhut. There they are to plant an anchor that allows the Lords of Fey to summon the Hoary Hunter to deal with the Storm King.

Encounter Two

Parn and his brothers are bronze dragons. By an extraordinary request from Gwenllian, they agree to carry the party from Gorna the far northwestern mountains in Geoff to the front door of Thunderhead.

Encounter Three

Parn and his brothers rout the local defense to allow the PCs to enter Thunderhead unmolested.

Encounter Four

The PCs enter the main hall of Thunderhead.

Encounter Five

The PCs encounter a trapped archway. If the PCs leave the alarm and associated devices alone, a simple gong sounds that the inhabitants of the citadel ignore. Otherwise, they must fight the Ogre Vampires.

Encounter Six

The PCs must overcome the lightning bolt trap and the Gear Golems that inhabit this room.

Encounter Seven

The PCs locate a washroom that heals damage accumulated thus far.

Encounter Eight

The PCs locate the throne area in the center of a large vertical shaft. They can use an air elemental platform to cross over.

Encounter Nine

The eldest of the Sakhut waits for the PCs to arrive. He protects the Storm King who is sitting on his throne controlling the elementals waging war at Gorna.

Encounter Ten

The PCs plant the anchor in the throne room. The Lords of Fey arrive and summon the Hoary Hunter.

Encounter Eleven

Describes the escape from the collapsing citadel.

Conclusion A

Ending for PCs that called the Hoary Hunter.

Conclusion B

Ending for PCs that destroyed the Storm King’s body.

Preparation for Play

Collect the following information from the PCs on 3” x 5” index cards to make initiative order control easier.

· Player Name / RPGA number

· Character Name

· Character Race / Class / Level

· Initiative Modifier

· 6 random d20 rolls

Introduction

The adventure begins with the PCs as part of one of the armies at the Third Battle of Gorna and near the battleground at Gorna. It does not matter which army or even if the PCs are all together. The PCs can decide their own reasons for being near Gorna at this time.

A golden autumn has come and gone in Geoff, the fields that were rich and full in past generations were nearly bare this harvest. Refugees are trying rebuild their lives and homes before the harsh winter arrives.

The war against the giants has left most of the heath bare and deserted. The giants make their stand at Gorna – the ancestral capital of Gyruff. In the shadow of Eagle’s Peak, the armies meet in a battle that will be remembered for generations.

Around Gorna itself, the land is scorched and barren. All has been removed to give the giant defenders a clear field of fire around the city.

As the glory of Pelor fades after a second day of battle, the armies return to their camps around the city for the night. People tend to the wounded. Some suffer in quiet dignity while others moan or scream, begging for a cessation of the pain of their injuries.

Ask each of the PCs what they are doing that evening. During the night, a messenger delivers a letter to each PC wherever they are, waking them if necessary. The messenger wears the armband of the Army of Liberation and the letter is sealed with the insignia of the Army of Liberation. The letters are not trapped and have no magical effects on them.

The letter reads:

Cadofyth Morgan Hazeleye of the Army of Liberation of Gyruff requests your presence to assist with a very sensitive and difficult task. Report just before daybreak at the druid’s circle “Stone-Bounded-Sky” near Longman Hill north and west of Gorna. Come prepared to depart immediately afterwards.

There is no signature on the letter other than the letter P. The seal is a legitimate seal of the Army of Liberation. There is no sign of forgery. Any interrogation of the messenger results in answers that this is a legitimate letter from the Army of Liberation. He does not know who wrote it. He was just told to deliver it by Cadofyth Morgan.

Allied forces retook Longman Hill during the first day of battle. Anyone in the area of Gorna knows this information. A successful Knowledge (local) (DC 5) tells the PC where this is. They also realize that to make the meeting on time, they need to collect their gear and leave immediately. They do not have time for prayer or memorizing spells. For some reason, the arcane casters went to bed early and got the required hours of sleep necessary. They do not know it at this time, but they get the opportunity to prepare prior to departure from the druid’s circle.

Once the PCs begin their travel, go to Encounter One.
Encounter One: The Meeting at the Circle

The PCs responded to the summons. All of the PCs arrive at the druid’s circle at the same time. There are some bullet points at the end of this section that have additional information for the PCs. However, until the PCs decide to accept the mission, is this information revealed to them.

You arrive at the base of Longman Hill, in the pre-dawn moonlight; you make out the shattered remains of a druid’s circle. A lone wolf watches your approach from the top of the hill. It withdraws over the hill as other people approach the circle.

The other people are the other PCs. The PCs can make introductions at this point.

Just before Pelor’s glory breaks the distant horizon, a group of three, accompanied by a wolf, approaches the hill from another direction. While not actively trying to avoid being seen, they do walk with a careful grace that says they disappear if they chose to. Armed with bows and swords, all of them wear cloaks with the hoods drawn up over their heads. The group stops just short of yours and one of them approaches drawn the hood back off his head.

A successful Knowledge (local) (DC 10) tells the PC that this man is Cadofyth Parn, former leader of the Army of Liberation. Word has it that he was captured and presumed dead. He does not answer any questions about his capture or his return. His only response is that there are more important things to worry about now.

The middle-aged man speaks with a strong voice. “Morning,” he says with a nod. “For those who do not recognize me, I am Parn. I used to be the Cadofyth of the Army of Liberation.”

After a couple of moments to let his identification to sink in, he continues, “For many years, the Sakhut have waged a terrible war on the peoples of this valley. What you may not know is that the dwarves and dragons both have felt the terrible wrath of the Storm King in ages past, almost to the point of destruction.”  

Parn looks off towards Gorna as the sounds of battle begin to erupt anew. “Now is the time to put an end to the Storm King’s reign of terror once and for all. But before we get into that, someone else would like to speak with you.”

He turns back towards the group he arrived with and the wolf lopes forward towards you. Just before it arrives, it shifts form into a very, beautiful woman dressed in leathers adorned with feathers and beads.

A successful Knowledge (local) check (DC 10) tells the PC that this is Gwenllian the Eglantine, the Archdruidess of Gyruff.

The woman’s voice drifts across the cool morning air like a gentle breeze, “Welcome,” she says. She points to the horizon, where the sun is just starting to break the horizon, and says, “May Pelor’s glory warm you and light your way. The Eternal Circle turns.” 

She turns to look towards the city of Gorna; where the first light of the sun is touching Eagle’s Peak. “Today, the fate of the liberation of our homeland is decided. For too long, the Balance has been upset. The Makers decree that only now, by our own actions, can the Balance be restored. They offer no direct assistance, but revealed to me that you are the arbiters of that restoration. Decide now if you acknowledge the Maker’s wisdom.”

Give each PC the opportunity to answer. If they accept the mission continue on, otherwise, the module is over for that PC.

With a solemn nod, she continues, “Very well, the fate of a people is now tied to ours. Come.”

 She leads you to the middle of the broken circle and kneels in the center and begins chanting. She gathers burnt scraps of grass into a pile while adding feathers taken from her hair. After building a small mound, she opens a small waterskin and pours water onto the mound, then opens a pouch and sprinkles a dark power on top of it. She pulls a tindertwig, lights it, and places it within the mound. It begins to smolder. Finally, she bends over and breathes upon the mound. Almost instantly, the mound bursts into a multicolored flame. She continues to chant and direct the smoke with sensuous motions of her hands.

After several moments, the fluttering of bird wings fills the area. A great multitude of birds explode out of the smoke and fly around the circle. They coalesce into a creature the shape of a man and begin to coo contently. White gloves cover his hands and a flawless porcelain mask covers his face.

If the PCs have played GEO1-03 Gifts of the Fey, or the Geoff introductory adventure of the same name, they recognize the creature as Flutterby, the Chamberlain of Queen Lhiannon of the Caves of Twilight Resplendent in the Lands of Dark Summer.

Flutterby speaks with a hollow voice as if he was speaking from the other side of a thin wooden door. He is soft-spoken and sedate.

"May the light of the two moons bless you and keep you Flutterby," Gwenllian says in greeting.

The bird-cloaked creature says, "And you as well, Daughter of Aodhan. Have you summoned your champions?"

"I have," Gwenllian says and gestures to you.

The porcelain mask turns towards each of you and after a few moments, the gloved hands come together as Flutterby says, "Very well, we tie our fate to those of the mortal realm. The time has come to deal with the Storm King directly. Until that is done, nothing else matters.”

“You, the champions of the land, shall travel to Thunderhead and prepare the way for the Hoary Hunter and his Wild Hunt. Fail in this, and the Storm King enslaves you all and eventually denies our access to the mortal realms."

If the PCs ask for more information, Flutterby can relay the following:

Q:
Where are we going?

"Thunderhead. The Storm King lairs deep within this mountain citadel to northwest.”

Q:  What do you know about Thunderhead?

"The Storm King placed his citadel within the mountains to protect himself and his most valuable resources from attack from Oerth. Like the icebergs in the ocean, the view seen in the mountains is just a portion of what Thunderhead truly is. To enhance his protection, the majority of his citadel lays elsewhere, accessible only through points controlled by the Storm King. He never leaves its protected confines so we must strike at him there."

Q:  Why not just attack him there?

"We cannot reach into Thunderhead as it does not touch Faerie like Oerth does. Thus, the champions of the land must prepare the way.  You must do this.  Unless you open the path, we can do nothing."

Q:  Why do the faeries want to attack the Storm King?

"Vengeance!  The Storm King held one of our cousins against her will. Such conceit must be punished. He must learn that the Lords of Fey are not to be trifled with."

Q:  What needs to be done to prepare the way?

 “Just like the connections that link Faerie to Oerth, a connection must be established between Thunderhead and Faerie. Once the anchors are laid, the Lords of Fey will summon the Hoary Hunter and his Wild Hunt to deal with the Storm King.”

Q:  How are these anchors laid?

Flutterby draws forth a yard-long thorn from beneath his cloak. “Take this and carry it into Thunderhead. Drive it into the floor of the Storm King’s throne room. Once done, keep anyone from removing the anchor. It will take time for the anchor to open the way.”

The thorn is the size and weight of a short spear.  It is made out of hornwood (treat as stone for toughness and hit points). If the PCs detect magic, it is laced with strong conjuration magic, similar to a gate spell.

Q:  Why not let us deal with the Storm King for you?

Flutterby pauses then his right hand points towards each of you, “Great things you have seen and accomplished during your brief existence. However, nothing could prepare you for the full might of the Storm King. Even if you managed to destroy his body, he is already dead and would return in time. Only the Hoary Hunter can effectively deal with him. Preparing the way for the Hunter should sate even the hungriest among you.”

Q.
What happens when we plant the thorn?  

Flutterby says, "The anchor establishes a link between the isolated realm of the Storm King and Faerie. Once established, the Lords of Fey will summon the Hoary Hunter and his Wild Hunt. The Hunter can enter the Storm King’s domain and deal with him. Do not look upon the Wild Hunt. If you do so, you will be compelled to join the Hunt for eternity. This is a fate the Lords of Fey cannot prevent. You have been warned. Look away when the Hunt begins." 

When the PCs have exhausted their questions, or you gave them the information presented here, Gwenllian sends them on their way to the Citadel of the Sakhut.

The flock of birds breaks apart and flies around the circle again and fades into the smoke. All that remains of the mound is a burnt spot upon the ground covered in ash. The smoke disperses as the rays of the morning sun illuminate the circle.

Gwenllian stands and turns to you. “Please make your final preparations and prepare to depart.”  

She then looks to Parn, “My friend, the land tells me that the Storm King placed many barriers around his Citadel. These champions will need all of their strength within the Citadel and having to fight their way in would tire them prematurely. Would you be willing to see them safely to the entrance?  I know it is much to ask, but now, at the turning of the year, the time is right for such things.

Parn stares stone-faced at the Archdruidess for several moments then looks back at the two that came with him. They look to each other then nod to Parn.

The two with Parn have similar features. It is easy to tell that these three are related.

Parn bows to Gwenllian and says, “My lady, upon the life and honor of my brothers and I, we vow to see the Champions of the Land safely to the doors to the Citadel and bring those that return from within safely home.

The PCs now have the opportunity to put on armor, memorize spells, pray, etc. When they are ready to depart continue.

Parn divides you into three groups of two. “We ask that you keep what you are about to learn to yourselves,” he says. With a nod to his brothers he leads you to the bottom of the hill.

Their forms flow and reform into much larger creatures. They develop ribbed and fluted crests sweeping back from their cheeks and eyes. The ribs in the crest end in curving horns. Smaller horns adorn the lower jaw and chin. They have a beaklike snout and a small head frill as well as a tall neck frill. The smell of the sea fills the area and their scales have a metallic golden brown cast. Once the transformation completes, they stretch their immensely large wings, observing how the light catches the early morning sun.

A successful Knowledge (arcana) check (DC 16) tells the PC that these are bronze dragons. If their check meets or exceeds a DC 37, they realize that these are Old bronze dragons.

Once the transformation is complete, the creature that was once Parn says, “Climb on and hold on tightly, we must depart quickly and travel even faster.

Parn and his brothers are old, huge, bronze dragons (see the Monster Manual p. 80). They can carry two medium people on their backs. If needed, Gwenllian can cast a reduce spell to shrink a large PC to medium. The dragons can also carry one large (or two medium) animal companion or mount in their talons. The PC must make a successful Handle Animal check (DC 30) to get the animal to allow the dragon to carry it. Parn and his brothers do not force a creature to be carried by them. Regardless of the experience the animal companion or mount has adventuring, they are terrified of the dragon. If the Handle Animal check is not successful, it must remain behind. Gwenllian agrees to take care of the animal until the PC returns.

Gwenllian calls out from the hillside, “Go forth with my blessing, and know that the Makers watch over you.”

Go to Encounter Two.

Encounter Two: Traveling to the Citadel

With great flaps of their wings, the bronze dragons move across the land with great speed, and with a grace that cannot be described in words. Parn calls out, “We must not fly too high or the Storm King may notice us. Surprise is on our side for the time being.”

The air is bitter cold and whips against your skin. The time for harvesting has passed and the fields are mostly empty at this time of year, even in the slave farms run by the Sakhut.

The cold, hard, and empty giant-held heath of Gyruff rolls by below you. To west, the massive forest of the Hornwood lies silent and dark. Far to the north and west lies Thunderhead, the massive Citadel of the Storm King. Today begins a new, and hopefully not the last, chapter in the liberation of a homeland.

Your travel is uneventful. During your journey, you fail to see any giants at all. The only inhabitants you glimpse are roving bands of goblins, hobgoblins, and bugbears. Without their giant overlords watching, none of these bands look to fight, they flee at the sight of the three dragons overhead.

It is 300 miles from Gorna to Thunderhead. Parn and his brothers are magically enhanced to allow them to make the journey in five hours.

Go to Encounter Three.

 Encounter Three: Entryway and the Cowardly Giants

The PCs arrive at the base of a massive mountain. The area around it is completely flat and barren.

The knee-high grass drops away into barren landscape a half mile away from the mountain valley. The storm clouds overhead are dark and roiling. Parn and his brothers swoop across the barely manned fortifications.   The few goblins and ogres run in terror as the dragon fear overwhelms them.

They make a beeline for the massive opening in the side of the mountain; although they cannot help but slap the occasional tower with their tails or breathe lightning or repulsion gas into a passing fortification.

The ground between the massive doorway and the defensive fortifications behind you is bare, scorched, slashed, and burned. Everything that once stood here is dead. A few small bones of humanoids and beasts lay scattered across the scarred land. The rocky ground is heavily marked with what can only be giant tracks. Great divots of earth have been moved by the machinations of war. The movement of trebuchet and ballistae, sized for fire giants took its toll on the land. Several deeper depressions could only belong to the dreaded Monoliths. The area looks vacant. 

The three dragons land a short distance away from massive, open doorway. Parn looks around and says, “We have taken them by surprise, quickly, dismount and enter before they can react. We will keep them occupied, when you are ready to leave, come back out this door and run towards the fortifications. Do not fear, we will be there.”

With a flash of light, a bolt of lightning lances down from the sky and hits one of Parn’s brothers. The massive dragon shakes his form and roars a challenge skyward. Thunder and roar alike echoes across the land. In the distance, several large groups are running toward the opening.

The door is 60 ft. tall and 40 ft. wide. The door and a 50 ft. radius around it is bound with an invisibility purge, at caster level 30. There are no traps on the door or in any of the surrounding area. There is nothing to stop the party from traveling in through the door via a wind walk or other similar spell.

Allow the PCs to prepare to enter the doors however they wish.

Just as the three dragons prepare to take off, three hill giants appear in the mountain entrance and yell a challenge. The first hill giant wields a great club in each hand. The second hill giant wears full plate armor and has a great falchion at the ready. His visor is down to shield his face from the wind. The third hill giant is dressed in loose cloth with a sash at his waist. He has several pouches at his belt.

From behind you, Parn says, “Unless you want to become a snack, I suggest you be somewhere else.” Followed by the roar of three dragons, the hill giants flee, leaving the doorway unguarded. Once they are gone, Parn says, “The way is clear, GO!” The dragons take to the sky.

When the PCs enter the Citadel, go to Encounter Four.

Encounter Four: Main Hall

As soon as the PCs step through the stone doorway, the PCs are in a Great Hall.

 The Citadel of the Storm King itself is a demi-plane. There is no ceiling to the great hall, and traveling upward more than a mile deposits the characters into the Elemental Plane of Air. Unless the PCs have a key, they cannot enter the Sakhut’s demi-plane from the Plane of Air.

Summoning spells do work within the demi-plane. However, if a PC summons an elemental, an elemental monolith, or a creature with an elemental (earth, air, fire, water) subtype, the Storm King immediately takes control of it and uses it to attack the PC that summoned it.

Travel spells work normally within the demi-plane, but cannot cross the planar boundary. For example, a teleport spell works within the Citadel, but the caster cannot teleport back outside. Plane shift works normally.

Spells that require a deity to complete or interact with (planar ally, miracle, etc.) or draw upon vast amounts of magic (wish) do not function here. The Storm King can block any divination spell focusing on himself or his sons. If he chooses, he can return false information to the caster.

Great doors, twice as tall as cloud giants, stand open. Your footsteps echo on marble floors as you pass through the archway and enter the great hall. The entire standing Gyri army could fit in the center of this room. The sheer size of this place does not match the shape of the mountain outside. On either side of the room are rows of great pillars disappearing into the darkness above. 

Walkways for giant-sized servants and patrols run behind the pillars. The hall is dimly lit by torch sconces arranged every fifty feet and great braziers of fire placed randomly throughout the room. Great archways open into smaller hallways leading off to either side, but the main hall leads on. 

Patrolling behind the pillars moves some sort of giant-sized humanoids riding wispy chariots of steam pulled by funnel shaped elementals. Lighting crackles from within the swirling layers of the creatures’ girth, and they plod along silently. They do not react to your presence.

All APLs (Untiered/EL 14):

Storm Giant: hp 199 each; See Monster Manual page 125.

Elder Air Elemental: hp 204 each; See Monster Manual page 96.

The side corridors all lead to additional giant sized hallways and giant sized chambers. They all resemble the same marble like cloud stone surfaces, and none of the rooms have anything of value.

Go to Encounter Five.

Encounter Five: A Cold Welcome

The entrance to the antechamber has a specially crafted dispelling screen, tailored to only remove wind walk effects. This spell effect is invisible, and was crafted at Caster Level 30. It is not a trap.

The room is under the effects of an unhallow spell. This does no damage, but increases the turn resistance of undead creatures by 4. See Judge Aid #1 for a layout.

The hallway opens into a grand antechamber. The four corners of the room are lit by obsidian braziers with eerie blue flames casting flickering shadows about the room. The air has a distinct unnatural chill to it. 

Opposite the entrance from the main hall, is another archway, with a pair of blocks of ice on either side. Each block of ice has a great barbed spear within, clearly sized for a giant. Within the tip of either spear pulses small bursts of energy that crackle down the length of the weapons. The archway itself and the walkway beneath are all thick stone with arcane runes intricately engraved.

The archway contains a simple, resetting alarm trap that sounds like a gong. It functions as a doorbell that announces the presence of anyone passing through. The sound is a common one that both the Sakhut and their followers are familiar with. It is not a cause for alarm to them.

The runes engraved into the archway and the floor beneath are a clever ploy. A contingent spell has been cast upon the runes and the two blocks of ice to cause them to erupt into ice burst traps if the runes, the blocks of ice, or the alarm spell are tampered with. A clever rogue may simply find a way for the party to bypass these traps. If the alarm spell is dispelled, it triggers the contingency.

Judge’s Note: The contingency trap and subsequent ice burst trap are only triggered if the PCs try to dispel or disable the ice blocks, the contingency, or the alarm spell. If they leave those items alone, the contingency trap and ice burst trap do not go off; although the alarm does trigger with the gong sound. But no one responds to the gong.

Should the contingency be triggered and the blocks of ice erupt in the ice burst spell, it releases a pair of ogre vampires that have been trapped in gaseous form within the blocks of ice. They immediately reform and brandish the lightning frost spears against the intruders as their action during the surprise round.

Contingency Trap: CR 6; magical; touch or dispel trigger; manual reset; Ice burst Trap; Search DC APL + 10; Disable Device DC N/A (this is what sets off the trap).

Alarm Trap: CR 1; magical; touch trigger; manual reset; alarm bypass (Disable Device DC 10 + APL); Search DC APL +10; Disable Device DC APL + 10.

Ice burst Trap: CR 3; magical; Contingency Trap trigger; manual reset; DC 16 Reflex save for half, 7d4 Cold damage) Search.

If the PCs set off the ice burst trap, read the following:

"The runes flash brightly with arcane power, and both blocks of ice explode violently, razor sharp shards tear at your flesh. As the steam clears, a pair of pale, blue-ish white ogres stand where the pillars once stood. They each carry one of the once frozen pikes, and they move to the attack."

APL 12 (EL 14)

Ogre Vampires (2): Male Ogre Brb/Ftr6; hp 99 each; see Appendix One.

APL14 (EL 16)

Ogre Vampires (2): Male Ogre Brb/Ftr8; hp 117 each; see Appendix Two.

APL 16 (EL 18)

Ogre Vampires (2): Male Ogre Brb/Ftr10; hp 135 each; see Appendix Three.

APL 18 (EL 20)

Ogre Vampires (2): Male Ogre Brb/Ftr12; hp 153 each; see Appendix Four.

Tactics:  In the surprise round, the vampire ogres materialize and brandish their spears. In the ensuing combat rounds, the ogres use their feats and reach to gain the upper hand as well as stay away from the PCs weapons. They spring attack as much as possible, using their necrotic focus spears to drain the life from the intruders. If reduced to zero hit points, or turned, they return to gaseous form and fly upwards and away from the PCs into the seemingly endless clouds above.

Treasure:
APL 12: L: 0 gp, C: 1650 gp, M: 0 gp.

APL 14: L: 0 gp, C: 3300 gp, M: 0 gp.

APL 16: L: 0 gp, C: 4650 gp, M: 0 gp.

APL 18: L: 0 gp, C: 8500 gp, M: 0 gp.

The weapons the ogres use dissolve when they are destroyed, leaving being gems worth the amount described above.

Once the PCs deal with the Ogre Vampires, go to Encounter Six.

Encounter Six: Dining Hall

The antechamber opens into the dining hall.  This room can be bypassed by teleportation spells. Mindblank protects against activation of the trap. The trap radiates divination and abjuration at moderate levels. 

The hallway comes to an end in a great feasting hall. A pair of massive stone tables stands end to end in the center of this room. Great stone benches stand chest high to you. Incredible aromas waft down from fresh food set on the table above. The walls are adorned with tapestries, and several giant sized weapons and suits of armor add to the rooms decor. Another archway leads from the room at the far left corner from you.

Activation Trap – Anyone without racial type Giant triggers the golems and lightning bolts. Search DC APL + 10/ detect magic; Disable DC N/A (effect of the demi-plane) bypass by use magic device to simulate racial type Giant  (DC 20) 

Standing on the giant-sized stone tables or the stone benches allows PCs to avoid the lightning bolts. See Judge Aid #2 for a layout.

A successful Knowledge (arcana) check (DC 24) tells the PCs these creatures are golems. Once they make a successful Knowledge (arcane) check, they may make a Knowledge (planes) check (DC 26) to determine that these are gear golems and what their weaknesses are.

With a successful Spot check (DC 15) combined with a detect magic spell directed at the gear golems shows a void of magic where the armor is.

All APLs

Resetting Lightning Bolt Trap (10) - CR 3; magical; touch trigger; auto reset; bypass (see above); DC 14 Reflex save for half damage, 5d6 electrical damage; Search DC 19; Disable Device DC APL + 10.

APL 12 (EL 13)

Gear Golem  (2): hp 52; See Appendix One.

APL 14 (EL15)

Gear Golem  (4): hp 52; See Appendix Two.

APL 16 (EL 17)
Gear Golem  (8): hp 52; See Appendix Three.

APL 18 (EL 19)
Greater Gear Golem  (2): hp XX ;  See Monster Manual III ; pg 66.

Use Greater Stone Golem Stats (Monster Manual p. 136) with the following exceptions:

· Remove the Slow Ability

· A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would 
normally take

· A magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw.

· A successful spot check of DC 10+APL will reveal an apparent weak spot on the creatures back. A successful tumble & disable device check of DC 10+APL will effectively disable the golem.

Tactics:  The trap is triggered by non-giants entering the room, ten bolts of lighting arc from the wall opposite from where the PCs enter. Every other row of 5 ft. squares (from north to south) is affected by the lightning, though PCs on the tall tables and benches avoid the bolts. The lightning strikes the golems and heals them if they have taken any damage. 

The round they are activated, the armor plating of the golem peels back, revealing the grinding gears beneath, which they immediately attempt to use by grappling PCs and holding them against their gears dealing damage to them every round. Failing that, they use their slam attacks. They wield no weapons. The golems do not pursue anyone out of the room.

If the PCs can detect the golem’s weakness, they must get to the backs of the gear golems' necks and remove the gear that will shut them down.

Also, the lightning bolts reset every other round as long as there are non-giants in the room.

Treasure:

APL 12: L: 0 gp, C: 1,650 gp, M: 0 gp.

APL 14: L: 0 gp, C: 3,300 gp, M: 0 gp.

APL 16: L: 0 gp, C: 4,650 gp, M: 0 gp.

APL 18: L: 0 gp, C: 8,500 gp, M: 0 gp.

Once the golems are destroyed, the PCs can extract valuable metals and gems equal to the amount listed above.

Once the Golems and the trap are dealt with, go to Encounter Seven.

Encounter Seven: Wash Area

When the PCs pass through the Dining room, they move to the Wash Area. This is not a bathroom, but a hand and face washing area.

This hallway looks more like a cloud tunnel and less like the furnished cloudstone hallways you saw earlier. The walkway is not more than a hundred feet long. Just as you enter the tunnel, you find an alcove with the doorway covered by a misty veil of cloud. The alcove is sized for a single giant. 

A narrow waterfall pours from a hole in the rock above you into a small pool at your feet. The water is unnaturally clear and sparkles. The air feels comfortable and soothingly warm. A thick iron peg sticks out of the wall, and a huge, fluffy cloth hangs from it, made of a rich, woven, golden fleece. 

A successful Knowledge (nature) check (DC 15) tells the PCs that this is not normal water. Once a PC points this out, any PC can make a Knowledge (planes) check (DC 30) to determine more about the water and where it comes from. The water is pours from a fixed portal to the positive material plane. Once per day, any character that drinks from the pool gains the effect of a heal spell  (11th level cleric) and regains one memorized spell used during that day. The pool cannot be removed by any means. The water cannot be removed for later use. If water is removed, it loses all of its magical properties.

A successful Knowledge (nature) or Survival check (DC 10+APL) reveals that the golden towel is not made from wool or fleece, but is a blend of nymph and human hair. It has no magical effects.

Once the PCs are ready to continue, proceed to Encounter Eight.

Encounter Eight: Ascension to the Throne

Faded natural light from ahead illuminates the tunnel. As you approach, you notice glowing arcane runes lining the end of the tunnel. A slight breeze swirls around you, but you hear the howl of winds beyond.

Detect magic reveals strong abjuration. A successful Knowledge (arcane) check (DC 5+APL) tells the PC that the runes are a warding that protects the rest of the Citadel from the winds in the shaft. A 20th level caster cast these protections. The removal of these protections causes the PCs to experience the effects as outlined in Encounter Nine.

You find yourself looking out into a huge open vertical shaft in the center of a great white cloud. The walls of the shaft are made of clouds from an overcast sky. From one side to the other you guess it is nearly half a mile wide. A shaft drops away for hundreds of feet before fading into mist. High above you, dark black storm clouds rumble and roil, and crackle with furious red lightning. The rumbling almost sounds like speech.

Whipping around the shaft, wind howls and bays, carrying little bits of dust and brimstone. The air smells like sulfur. In the center of the shaft, a lone platform made from cloud floats unaffected by the winds swirling about. Misty clouds obscure you from seeing beyond the edge of the cloud platform.

Just outside and below the mouth of the tunnel is a much smaller cloud platform. It glows with a faded pale green aura. A pair of bright yellow orbs flashes to life and they turn in your direction. They follow your movement.

Ensconced in a recess of the tunnel wall is a giant-sized half spear that crackles lightning from its tip. While slightly thicker, it could easily pass for a Gyric longspear.

The platform is an air elemental. It can be used to get to the main platform. There are several ways to deal with this air elemental:

· Speak Auran and use diplomacy

· Speak Auran and use intimidate

· Use the shock spear to control the creature (Handle Animal)

The PCs can also use flying spells, teleport spells, or transform into air creatures to get to the main platform. Consider the winds a Windstorm per p. 95 of the Dungeon Master’s Guide.

If the PCs fall off the air elemental or off the large platform, they can make a Reflex save (DC 20) to catch the edge. A successful Climb check (DC 10) allows them to get back onto the platform.

See the demi-plane environment notes in Encounter Nine for specific about the wind.

Once the PCs have figured out a way to get to the platform go to Encounter Nine.

Encounter Nine: The Eldest Sakhut

See Judge Aid #3 for a layout.

The mists obscuring the platform disperse as you walk onto the platform. It easily stretches 100 feet across and is made from a thick layer of cloud stuff. The surface is covered in several inches of soot and ash. 

At the far end of the platform is an empty golden throne with a huge giant standing before it. He stands nearly thirty-feet tall, dressed in a billowing pristine white robe. His skin is a deep stormy hue of purple, and he looks at you with eyes of lightning. The sockets trail slight wisps of steam in the cold air. He is heavily muscled and well toned. His jaw is set solidly and looks as though he has expected your group. 

As you set foot on the center platform, a deafening crack of thunder erupts overhead, and looking up, you see for a split second, the entire thunderhead take on the features of a giant’s face. It sneers and is gone, as it becomes the churning storm once more. 

The giant before you speaks, “I am Første, eldest son of the Sakhut. Prepare yourselves Tyv, for I shall slay thee without mercy.” He stands before you patiently. 

Første (pronounced FEWER-stah)  allows the PCs to buff themselves as much as they wish. As soon as a PC attempts to take an offensive action, initiative must be rolled. 

In the first round of combat, read the following:

In a show of force, Første stands before you and slams his fists together. The platform erupts with misty, tendrils of cloud material. Your vision is not obscured by the delicate wisps of cloud stuff.

This is a free action for Første.

Demi-plane environmental Notes:

· Any character that flies off the side of the platform or flies 40-ft. above the platform will be carried away by the winds. The winds are at the Windstorm category per Dungeon Master’s Guide p. 95.

· Attempting to travel within the torrential winds off the platform requires the ability to fly and a successful Concentration check. A successful Concentration check (DC 20) allows the PC to travel at one-quarter speed. A Concentration check (DC 30) allows the PC to travel at one-half speed. A failure of this check means the PC is flailing about at the mercy of the winds for that round and can take no other action.

· A character/creature with the air sub-type is unaffected by the torrential winds.

· Any character/creature that remains at the mercy of the winds for more than 10 continuous rounds is deposited into the Elemental Plane of Air. The module is over for the character/creature. PC can spend an additional 5 TU to make his or her way back to the Prime Material Plane or remain lost forever. Non-PCs are automatically lost in the Plane of Air and destroyed.

· Attempting to cast while in the torrential winds requires a successful Concentration check (DC 20 + spell level), or the spell is lost.

· Any character or creature that is able to function within the torrential winds immediately becomes Første’s target. He begins to use greater dispel at 20th caster level.

· Anti-Magic Field: Magical forces hold the platform together. Any PC who employs an Anti-Magic Field spell will find himself without footing and begin falling. Første can walk on the cloud platform without its magical abjurations, and will be unaffected by the platform’s inconsistency. The PCs cannot take the cloud bottom out of the throne.

APL 12 (EL 15)

Første: Male Eldritch Giant Mnk2; hp 445; see Appendix One.

APL 14 (EL 17)

Første: Male Eldritch Giant Mnk4; hp 478; see Appendix Two.

Gargoyle: Male Gargoyle Clr12; hp 180; see Appendix Two.

APL 16 (EL 19)

Første: Male Eldritch Giant Mnk8; hp 544; see Appendix Three.

Gargoyle: Male Gargoyle Clr14; hp 202; see Appendix Three.

APL 18 (EL 21)

Første: Male Eldritch Giant Mnk12; hp 610; see Appendix Four.

Gargoyle: Male Gargoyle Clr14; hp 202; see Appendix Four.

Tactics:  As a free action during the first round, Første activates the misty tendrils of cloud (a demi-plane effect) to use his cloud tremor sense natural ability. He has been observing the PCs with detect magic up while the PCs buffed themselves, and once the PCs take an offensive action (plant the thorn or otherwise initiate combat), he uses a quickened greater dispel against the foe with the most magical auras. 

If he observed anyone casting anticipate teleport, he targets them with his quickened greater dispel. He charges the nearest foe. If he cannot charge, he uses a dimension door spell to the largest grouping of PCs (or most dangerous opponent), and use his Sun School feat to immediately deliver one stunning attack.

During the ensuing rounds he continues to hammer the PCs with melee attacks, using a quickened greater dispel (on his target or another foe) before delivering his attacks. He attempts to spread the damage to as many PCs as he can, unless one foe is particularly threatening (and has damaged him). Anyone operating freely in the winds around the platform, become targeted by his quickened greater dispel.

If the thorn is planted, and left unguarded, Første rips it from the cloud-rock and throws it into the winds. Ripping it from the cloud-rock is a standard action that provokes attacks of opportunity (which he returns in kind if his Karmic Strike feat is active).  He throws the thorn as a move action.  If the PCs replant the thorn, it starts its growth cycle over again.

The longer the thorn grows, the harder it is for Første to rip it out. If it is has grown for 3 rounds or more, it takes Første a full round action to rip it out. The round after it has grown for 5 rounds, the Fey Lords appear, and Første (if he has not been defeated) leaps off the platform, eventually falling into the Plane of Air. The PCs may not see this, as their eyes should be closed to avoid the Wild Hunt.

The Storm King sits upon his throne, invisible, and does not interfere in the fight, as he is too busy concentrating and controlling the winds and the elementals at Gorna. His purple-black skin is tightly drawn over his huge body. Pinpoints of light shine in his eye sockets, shifting between purple and red.

If PCs can see the Storm King (using see invisible) and attack him, they become Første's favored target.

Treasure:

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

APL 14: L: 0 gp, C: 0 gp, M: 0 gp.

APL 16: L: 0 gp, C: 0 gp, M: 0 gp.

APL 18: L: 0 gp, C: 0 gp, M: 0 gp.

The way events transpire at the end of the module, the PCs do not have time to loot the bodies of the Storm King, his son, or the surrounding area.

Once Første has been dealt with, go to Encounter Ten.

Encounter Ten: The Calling of the Wild Hunt 

As Første collapses to the floor, a long, hollow wail erupts from the storm clouds above. What looks like an enraged face appears in the clouds. “You claimed another of my sons. For this, I shall utterly destroy you.”  The clouds darken further, the winds begin to blast across the platform, and energy lances around the clouds.

The death of Første enrages the Storm King. Unfortunately for him, he must stay on his throne and concentrate to maintain control of the winds and the elementals at the Battle of Gorna.

He attacks the PCs by increasing the speed of the wind and lances lightning onto the PCs. The first round, the Storm King allows the winds to cross the platform. Each round after that the wind increases by one category starting at Windstorm and going until it tops out at Tornado.

In addition, the Storm King calls down a bolt of lightning to strike a randomly chosen PC each round. The bolt of lightning does 5d10 damage (DC 20 Reflex save for half).

Attacking the Storm King

The PCs should be unable to attack the Storm King directly. He is protected numerous wards around his throne including a wall of force and an antipathy spell.  Both cast at 30th level.  Feel free to add other protective spells as you see fit.

If the PCs somehow manage to get past all his wards, they can destroy the Storm King’s body easily since he cannot physically defend himself. Since he is a lich, his spirit returns to his phylactery. The phylactery is hidden in a very secure location and is not reachable by the PCs in this adventure.

Should the PCs destroy the Storm King and summon the Faerie Lords, as described below, the Hoary Hunter is unable to find the Storm King as the lich reforms in 1d10 days. The fey lords do not stay here for that period of time and return to their holdings. Shortly after they leave, many giants pour into the area and attempt to capture the party. The PCs must flee or eventually be overwhelmed by the hordes of giant and elemental defenders. If the PCs flee without the Hoary Hunter capturing the Storm King, go directly to Conclusion B.

The Thorn is Planted

The PCs should follow the instructions of the fey chamberlains and drive the thorn into the cloud stuff before the Storm King’s throne. Doing so is a full-round action. So the PCs should have to absorb two rounds lightning strikes before they have the anchor set. Once it is set, it take five more rounds before the anchor establishes the link between Thunderhead and Faerie.

When the PCs have the thorn planted, read the following.

You drive the thorn deep into the solid, rock-like cloud. The sharpened point of the thorn pierces deep and the thorn takes hold. The thin wood grows higher and thicker, becoming the trunk of a tree. Branches stretch outward then burst into blossoms. The air smells of apples.

Roots sink into the cloud. You can see the ridges of displaced cloud rock spreading out in all directions from the tree. The roots spring up some distance away and curve to form arches. There are eight total, circling the perimeter of the cloud.

Out of the arches step eight Faerie lords. They are matched by gender and paired by court. Lhiannon and Liir. Aodhan and Aisling. Tor and Tamlyn. Merilin and Maeve. As one, they raise their hands, and the winds still.

The Storm King’s darkened eyes blaze a fierce red when he sees who has entered his Citadel. But he can do nothing without releasing control of the weather and his command of the elementals that fight at Gorna.

“You enslaved one of our number against her will,” King Aodhan says. “You broke your covenant with us.”

Maeve’s voice is cold and filled with malicious glee. “I have a gift for you. One that you are not going to like.”

The storm rages. The Storm King only glowers in response.

 “I CALL THE WILD HUNT!” Maeve screams and chants words of dreadful power that you don’t understand. 

Over the wind you can hear the distant sound of hooves and the baying of hounds. An instinctive fear wells up in the pit of your stomach. Something terrible is coming.

The Faerie Lords have summoned the Hoary Hunter who leads the Wild Hunt. This unique and powerful creature can be called forth from Faerie to hunt a particular creature. The ritual to summon the Hoary Hunter is unknowable to the PCs and the language that she is speaking is incomprehensible to those who are not fey.

The greatest danger for the PCs in this encounter is to witness the Wild Hunt. Anyone who does not have Divine Rank and is not fey and sees the Wild Hunt is compelled to join it. The PCs can resist the compulsion with a DC 35 Will save until the next time the Hoary Hunter blows his horn. At which point, everyone who can see the Hunt must make another Will save adding 5 to the DC for each previous save. The Hoary Hunter blows his horn three times while the PCs are capable of seeing the Hunt.

If a PC fails the Will save, the character joins the Wild Hunt. No spell or effort can ever convince the character to return. The PC is permanently removed from play.

PCs were warned in Encounter One to hide their eyes or take other steps to not look at the Wild Hunt. If they do not do so at this time, Lhiannon drives the point home:

The Seelie Queen of Dark Summer says to you. “Do not look at the Wild Hunt. Shield your eyes, mortals, or you will forever ride with the Hoary Hunter.”

Assuming that the PCs shield their eyes, read the following.

With your eyes tightly closed, you can feel and hear the Wild Hunt’s approach. The rhythmic drumming of the hooves of the hunter grows louder and louder. The hounds, or things that are hound-like, bark and snarl as they close in on their prey.

A hunter’s horn blows, and an instinctual urge to flee wells up inside of you. You are the hare, the deer, the prey. The hounds will drag you down from behind as you run, and the hunter will find you and spear you to the ground.

You push these images aside as what sounds like a pack of dogs rush by you. The dogs are barking and snarling; drops of saliva rain on you as they bound past. One of the hounds stops and sniffs at you, drinking your scent. You can feel its wet nose tickling your ear.

The horn peals again, and there is a noticeable change in the wind, as the directed force of the Storm King releases it. You hear the Sakhut conjuring a powerful spell to protect himself from the Hoary Hunter, and the sound of steel scrapping on leather – the tale-tell sound of someone drawing a sword from its scabbard. The Hoary Hunter has arrived.

A crackle of eldritch power, leaden with binding magic, rips through the air. The arcane energy washes over you. You see spots for a moment, even with your eyes tightly closed.

The Storm King howls in anger, protest, and fear. The scream fades away, as if it is vanishing into the distance. The horn sounds for a third and final time, and the noise of Wild Hunt diminishes until it too disappears.

The storm is dying down. The wind disperses, becoming little more than a breeze. In the sudden quiet, you can hear Maeve’s cold voice purring,

"The Circle is complete. What we had lost is returned to us. And I am avenged."

The Hoary Hunter and his Wild Hunt captured the Storm King, bound him, and then dragged him off to Faerie, where he will be held for centuries.

Queen Maeve glides over to you. Her hair twists and weaves around her. She does not say anything. She just smiles inscrutably then blows a kiss to you. A half-a-dozen disembodied blue lips flutter though the air and smack each of you on the cheek. Maeve then wiggles her fingers in farewell and leaves through one of the nearby arches.

One by one, the other Fey Lords leave through their arches. Just before Lhiannon steps through her archway, she turns to you and says, "The Storm King is bound by the Wild Hunt but we are also bound by our nature. As every goblin story has a hole in the middle, so must every faerie enchantment have a condition.”

“The Storm King will be held until the day that magic fades, a house built where rivers marry is cleansed, and the lost words of the Servant Sage are brought into the light." Without any explanation, she steps through the archway and disappears.

The entire Citadel shakes violently for a moment. The cloud rock on which you stand is softening. It now has the consistence of soft clay.

Go to Encounter Eleven.

Encounter Eleven: The Citadel Collapses

Without the Storm King's magic, the demi-plane begins to collapse in upon itself. The PCs must get out of the Citadel before it vanishes into the Ethereal Plane.
The Storm King’s throne is slowly crushed in on itself. A swirling vacuum begins to draw everything toward that hole. Hunks of rock are ripped from the wall and hurled into the heart of the vacuum where they disappear without a trace.

The PCs must cover 720-ft. from the throne room to the front gate to escape the disintegrating citadel. The unraveling begins at the throne and creates a swirling vacuum that starts to suck the rest of Citadel into it. In order to stay ahead of the vacuum, the PCs must move at least 60 ft. a round. If a PC ever falls below 60 ft. a round, the vacuum over takes them and sucks them into the Ethereal. If the PCs move faster than 60 ft. then they can build up some distance between them and the vacuum.

It is impossible to run inside the disintegrating Citadel – only a double move is possible. Travel magic works within the Citadel. The PCs can use fly, expeditious retreat, haste, mount, and other speed-increasing spells.

The PCs can even use dimension door, teleport or ethereal jaunt to move within the Citadel. However, the Citadel is a separate plane from the Prime Material and Oerth. Unless the spell allows cross-planar travel, they can only go as far as the gate and then they walk out of the Citadel.

All traps between the PCs and the gate no longer function and the PCs can move through them with impunity.

You run as fast as you can to escape as the Citadel disintegrates around you. You are dodging debris and flailing creatures as much as you are moving forward. The ground buckles under your feet, and the walls are being ripped away piece by piece. The anguished screams of those who failed to keep ahead of the collapse rings in your soul. What a terrible way to die.

If they do not make it, the PCs are sucked into the Ethereal, where they have to find their way back to Oerth. If the party has planar magics to do this, then this may not be an issue. If the PCs have no way of traveling between planes, they must search for a portal to the Prime Material, which takes 5 TU.

If the Storm King was captured by the Hoary Hunter and the PCs escape the Citadel, go to the Conclusion A.

If the Storm King’s body was destroyed by the PCs and they escape the Citadel, go to the Conclusion B.

Conclusion

Conclusion A: Storm King Bound

Looking back, just as the last of your group clears the front gate, you see a wall of swirling gray rushing towards you. Just as it reaches the front archway, it stops and slows blends into the mountainside. Except for the wooden archway, you would have never known a doorway ever existed here. Farther up the valley, the towers that jutted up into the sky collapse upon themselves into piles of rubble.

Looking the opposite direction from the now missing entrance, approximately 300-ft. away, a large group of giants and their thralls form a semi-circle around you; trapping you against the mountain. Some of them stare at the doorway in awe, other stare at you with vengeance in their eyes. Many of them covered in blood and gore.

Just before they attack, the rushing of air announces the arrival of something big. From behind the mountain, three huge yellow-brown dragons sweep over the ridge and land in front of you. They roar a challenge to the assembled giants and breathe clouds of gas at them. Wicked wounds cover their bodies and fluid drips to the ground. One of the dragons looks back at you and growls, “Quickly, climb up before they attack!”

Once you are aboard, they take to the sky, a beautiful blue sky devoid of dark storm clouds. Behind you, the roar of unfulfilled battle lust chases you from the valley. The trip home on the injured dragons takes much longer than the earlier one.

If the PCs heal the dragons before they arrive at Gorna, modify the box text accordingly.

The sun is fading as the dragons swoop down onto the druid’s circle. A heavy smoke obscures everything in the area. It is difficult to tell who won the day at Gorna. The dragons land heavily and lay down on the ground, their breathing labored.

A woman wearing leathers and feathers covered in dirt and gore approaches. She gently strokes the neck of one of the dragons, carefully avoiding the ugly wounds, tears flowing freely down her face. “Parn, my friend, I can never thank you for what you made possible. May the Makers bless you and you have my eternal gratitude.” She puts a gentle kiss on the neck of the dragon. “Let us see to your wounds.”  She gestures to a group of Old Faith acolytes that begin attending to the dragons.

“Did … what … was … necessary …” Parn is barely able to say before Gwenllian silences him. He and his brothers close their eyes and relax as the acolytes begin their ministrations.

Gwenllian turns to you with a smile on her face, “The Balance is restored. Your deeds will be sung throughout the generations that follow.”  With a wave of her arm, she invites you to come with her, “Come, come down and see what your actions wrought.”

In the distance is Gorna, the battle is over and the giants defeated.  The allied armies of the Sheldomar stand victorious in the light of the setting sun.

If the PCs need medical attention, acolytes are available to assist them.

The PCs earn 

Treasure:  The PCs receive the Favor of Gwenllian the Eglantine.

Treasure:  The PCs receive the Favor of Owen the Grand Duke of Geoff.

Conclusion B: Storm King’s Body Destroyed

If the PCs use an alternate method of escape, modify the box text accordingly.

You manage to escape out the front door but discover that a semi-circle of giants and their thralls block your exit from the valley. All stare at you with vengeance in their eyes.

Just before they attack, the rushing of air announces the arrival of something big. From behind the mountain, three huge yellow-brown dragons sweep over the ridge and land in front of you. They roar a challenge to the assembled giants and breathe clouds of gas at them. Wicked wounds cover their bodies and fluid drips to the ground. One of the dragons looks back at you and growls, “Quickly, climb up before they attack!”

If the PCs heal the dragons before they arrive at Gorna, modify the box text accordingly.

The trip home takes much longer than before and the sun is setting as the dragons swoop down onto the druid’s circle. A heavy smoke obscures everything in the area. It is difficult to tell who won the day at Gorna. The dragons land heavily and lay down on the ground, their breathing labored.

A woman wearing leathers and feathers covered in dirt and gore approaches. She gently strokes the neck of one of the dragons, carefully avoiding the ugly wounds, tears flowing freely down her face. “Parn, my friend, I can never thank you for what you made possible. May the Makers bless you and you have my eternal gratitude.”  She puts a gentle kiss on the neck of the dragon. “Let us see to your wounds.”  She gestures to a group of Old Faith acolytes that begin attending to the dragons.

Gwenllian invites you to come with her, “Come, come down and see what your actions wrought.”

In the distance is Gorna, the battle is over and the giants defeated.  The allied armies of the Sheldomar stand victorious in the light of the setting sun.

If the PCs need medical attention, acolytes are available to assist them.  However, the PCs earn no favors as the threat of the Sakhut still exists.

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 Ogre Vampires


APL 12:  420 xp.


APL 14:  480 xp.


APL 16:  540 xp.


APL 18:  600 xp.

Encounter Six

Defeat the Trap and Golems


APL 12:  390 xp.


APL 14:  450 xp.


APL 16:  510 xp.


APL 18:  570 xp.

Encounter Nine

Defeat the Sakhut and Associates


APL 12:  450 xp.


APL 14:  510 xp.


APL 16:  570 xp.


APL 18:  630 xp.

Story Award

Planted and Protected the Thorn


APL 12:  265 xp.


APL 14:  290 xp.


APL 16:  315 xp.


APL 18:  340 xp.

Discretionary roleplaying award


APL 12:  50 xp.


APL 14:  70 xp.


APL 16:  90 xp.


APL 18:  110 xp.

Total possible experience


APL 12:  1575 xp.


APL 14:  1800 xp.


APL 16:  2025 xp.


APL 18:  2250 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.

Encounter Five:

APL 12: L: 0 gp, C: 1650 gp, M: 0 gp.

APL 14: L: 0 gp, C: 3300 gp, M: 0 gp.

APL 16: L: 0 gp, C: 4650 gp, M: 0 gp.

APL 18: L: 0 gp, C: 8500 gp, M: 0 gp.

Encounter Six:  

APL 12: L: 0 gp, C: 1650 gp, M: 0 gp.

APL 14: L: 0 gp, C: 3300 gp, M: 0 gp.

APL 16: L: 0 gp, C: 4650 gp, M: 0 gp.

APL 18: L: 0 gp, C: 8500 gp, M: 0 gp.

Total Possible Treasure (Maximum Reward Allowed)

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

APL 14: L: 0 gp, C: 6600 gp, M: 0 gp. – Total 6600 gp.

APL 16: L: 0 gp, C: 9900 gp, M: 0 gp. – Total 9900 gp.

APL 18: L: 0 gp, C: 17000 gp, M: 0 gp. – Total 17000 gp.

Items for the Adventure Record

Special

Favor of Gwenllian the Eglantine:  You played a critical role in restoring the Balance of the Land and earned the favor of the Archdruidess of Gyruff, Gwenllian. When the PC exercises this favor, Gwenllian makes available a casting of reincarnate for this PC. The casting is available after any Living Greyhawk module. However, if the PC dies during a non-Geoff Regional module, the PC and one other PC at the table must spend an additional TU above the module costs to gain access to the Archdruidess. Mark this favor as USED when consumed. (Favor Level A).

Favor of Owen the Grand Duke of Geoff:  The Grand Duke recognizes the sacrifices made by you and your family for the Gyri people. If the PLAYER of this PC creates a new CY596 PC in the Living Greyhawk campaign that is related (via PC backstory) to this character and has a home region of Geoff at creation, the Grand Duke grants Regional access to one of the following items at standard prices:  ring of protection +2, vest of resistance +2, amulet of health +2, periapt of wisdom +1, or a headband of intellect +1. This favor cannot be used except for the purpose outlined above. Mark USED when consumed. (This favor valid only at the module premiere) (Favor Level A).

Item Access

APL 12:

· bracers of armor +5 (Adventure; DMG)

· monk’s belt (Adventure, DMG)
· hand of glory (Adventure, DMG)
APL 14 (all of APL 12 plus the following):

· bracers of armor +6 (Adventure; DMG)

· Heward’s handy haversack (Adventure, DMG)

· sacred scabbard (Adventure, CW)

APL 16 (all of APLs 12, 14 plus the following):

· bracers of armor +7 (Adventure; DMG)
· bracers of dawn (Adventure, CW)
· belt of spell resistance (Adventure, CA)
APL 18 (all of APLs 12, 14, 16 plus the following):

· bracers of armor +8 (Adventure; DMG)
· rod of absorption (Adventure, DMG)
· staff of winter (Adventure, Frostburn)
Appendix One – APL 12

Encounter Five





Ogre Vampire:  Vampire, Male Ogre Brb1/Ftr6; CR 12; Large Undead (Monstrous Humanoid); HD 4d12+7d12; hp 99; Init +10; Spd 50 ft.; AC 27, touch 16, flat-footed 21 (+6 Dex, +11 natural); BAB/Grp: +10/+5/+29; Atk: +29 melee (1d10+28/20/x3, necrotic focus giant longspear +1); Full Atk: +29/+24 melee (1d10+28/20/x3, necrotic focus giant longspear +1); Space/Reach 10 ft./10 ft.; SA blood drain, children of the night, dominate, create spawn, energy drain; SQ alternate form, damage reduction 10/silver and magic, fast healing 5, gaseous form, cold resistance 10, electricity resistance 10, spider climb, turn resistance +4; illiterate, fast movement (+10 ft.), rage 1/day, darkvision 60-ft., low light vision; AL CE; SV Fort +11, Ref +9, Will +5; Str 41, Dex 22, Con -, Int 6, Wis 14, Cha 17.


Skills and Feats: Climb +6, Listen +6, Spot +5; Alertness, Combat Reflexes, Dodge, Elusive Target, Improved Initiative, Lightning Reflexes, Mobility, Power Attack, Spring Attack, Weapon Focus (longspear), Weapon Specialization (longspear).


Blood drain (Ex):  See Monster Manual p. 252.


Children of the Night (Su):  See Monster Manual p. 252.


Dominate (Su):  See Monster Manual p. 252.


Create spawn (Su):  See Monster Manual p. 252.


Energy drain (Su):  See Monster Manual p. 252.


Alternate form (Su):  See Monster Manual p. 252.


Damage reduction (Su):  See Monster Manual p. 252.


Fast healing (Ex):  See Monster Manual p. 252.


Gaseous form (Su):  See Monster Manual p. 252.


Energy resistance (Ex):  See Monster Manual p. 252.


Spider climb (Ex):  See Monster Manual p. 252.


Turn resistance (Ex):  See Monster Manual p. 252.


Fast Movement (Ex):  See Player’s Handbook  p. 25.


Rage (Ex):  See Player’s Handbook  p. 25.


Possessions:  Necrotic focus giant longspear +1.


Physical Description:  A blue-ish white ogre with sharp pointed teeth and a hungry look in its eyes.


Note:  Necrotic focus allows the use to abilities such as Energy Drain through the weapon.

Ogre Vampire (Raging):  AC 25, touch 14, flat-footed 19 (+6 Dex, +11 natural, -2 raging); BAB/Grp: +12/+7/+31; Atk: +31 melee (1d10+30/20/x3, necrotic focus giant longspear +1); Full Atk: +31/+26 melee (1d10+30/20/x3, necrotic focus giant longspear +1); SV Will +7, Str 45.

Encounter Six





Gear Golem:  CR 11; Large Construct (Lawful, Extraplanar); HD 4d10+30; hp 52; Init -1; Spd 20 ft; AC 26, touch 8, flat-footed 26 (-1 size, –1 Dex, +18 natural); BAB/Grp: +10/+23; Atk: +18 melee (2d10+9/20/x2, slam); Full Atk: +18 melee (2d10+9/20/x2, 2 slams); Space/Reach 10 ft./10 ft.; SA item1, item2; SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL N; SV Fort +4, Ref +3, Will +4; Str 29, Dex 9, Con -, Int -, Wis 11, Cha 1.


Skills and Feats: -; -


Immunity to Magic (Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.



A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take.



A magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw.


Possessions: none.


Physical Description:  A construct that is a collection of gears.


Note:  See Monster Manual III p. 66 for entry on Gear Golem. To create a gear golem, use Stone Golem Stats (Monster Manual p. 136) with the following exceptions:  Remove the Slow Ability, A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take, and a magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw. A successful spot check of DC 10+APL reveals an apparent weak spot on the creatures back. A successful tumble (DC 20) and disable device or Knowledge (architect/engineering) check of DC 10+APL effectively disables the golem.

Encounter Nine





Første:  Male eldritch giant Mnk2; CR 15; Huge Giant; HD 25d8+2d8+378; hp 445; Init +6; Spd 50 ft.; AC 47, touch 26, flat-footed 39 (-2 Size, +13 Natural, +6 Dex, +11 Wis, +8 Armor, +1 Dodge); BAB/Grp: +19/+14/+9/+4/+43; Atk: +45 melee (2d6+26/20/x2, unarmed strike); Full Atk: +45/+40/+35/+30 melee (2d6+26/20/x2, unarmed strike) or +46/+46/+41/+36/+31 melee (2d6+26/20/x2, unarmed strike [hasted]) or +44/+44/+44/+39/+34/+29 melee (2d6+26/20/x2, unarmed strike [flurry of blows]); Space/Reach 15 ft./15 ft.; SA spell-like abilities; SQ Eldritch mastery, low-light vision, cloud tremorsense, natural willpower; AL LE; SV Fort +31, Ref +17, Will +26; Str 46, Dex 16, Con 32, Int 16, Wis 27, Cha 16. Monster Manual III p. 57.


Skills and Feats: Concentration +40, Diplomacy +3, Knowledge (arcane) +35, Knowledge (religion) +14, Knowledge (planes) +14, Listen +21, Sense Motive +31, Spellcraft +34, Spot +29; Combat Reflexes, Dodge, Elusive Target, Evasion, Expertise, Karmic Strike, Mobility, Spring Attack, Sun School, Quicken (dimension door), Quicken (greater dispel magic).

Spell-Like Abilities:  At will – detect magic, greater dispel magic, magic missile; 3/day – dimension door, globe of invulnerability. Caster level 20th.


Eldritch Mastery (Su):  An eldritch giant has an extensive familiarity with and an intuitive grasp of arcane magic. It can use spell completion items (such as scrolls) as if it had the wizard’s class spell list and were of the appropriate level to cast the spell. It can use spell trigger items (such as wands and staffs) as if it had the wizard’s class spell list.


Natural Willpower (Ex):  Unlike most giants, eldritch giants have a strong innate resistance to mental compulsion, illusion magic, and the like. Eldritch giant have a +6 racial bonus on Will saves.


Cloud Tremorsense (Ex): Like tremoorsense, but on clouds only.


Stunning Blow:  DC 32.


Possessions:  Ring of Counterspells (Greater Dispel) (x3), Hand of Glory, Bracers of Armor +4, Boots of Speed.


Physical Description:  A huge, well formed human looking creature with purple skin.

Pre-cast spells (caster lvl 30):  mindblank, greater magic fang +5 (head, left hand, right hand, left foot, and right foot

Appendix Two – APL 14

Encounter Five





Ogre Vampire:  Vampire, Male Ogre Brb1/Ftr8; CR 14; Large Undead (Monstrous Humanoid); HD 4d12+9d12; hp 117; Init +10; Spd 50 ft.; AC 27, touch 16, flat-footed 21 (+6 Dex, +11 natural); BAB/Grp: +12/+7/+2/+31; Atk: +32 melee (1d10+30/20/x3, necrotic focus giant longspear +2); Full Atk: +32/+27/+22 melee (1d10+30/20/x3, necrotic focus giant longspear +2); Space/Reach 10 ft./10 ft.; SA blood drain, children of the night, dominate, create spawn, energy drain; SQ alternate form, damage reduction 10/silver and magic, fast healing 5, gaseous form, cold resistance 10, electricity resistance 10, spider climb, turn resistance +4; illiterate, fast movement (+10 ft.), rage 1/day, darkvision 60-ft., low light vision; AL CE; SV Fort +12, Ref +9, Will +5; Str 41, Dex 22, Con -, Int 6, Wis 14, Cha 17.


Skills and Feats: Climb +6, Listen +7, Spot +6; Alertness, Cleave, Combat Reflexes, Dodge, Elusive Target, Improved Initiative, Lightning Reflexes, Mobility, Power Attack, Spring Attack, Weapon Focus (longspear), Weapon Specialization (longspear).


Blood drain (Ex):  See Monster Manual p. 252.


Children of the Night (Su):  See Monster Manual p. 252.


Dominate (Su):  See Monster Manual p. 252.


Create spawn (Su):  See Monster Manual p. 252.


Energy drain (Su):  See Monster Manual p. 252.


Alternate form (Su):  See Monster Manual p. 252.


Damage reduction (Su):  See Monster Manual p. 252.


Fast healing (Ex):  See Monster Manual p. 252.


Gaseous form (Su):  See Monster Manual p. 252.


Energy resistance (Ex):  See Monster Manual p. 252.


Spider climb (Ex):  See Monster Manual p. 252.


Turn resistance (Ex):  See Monster Manual p. 252.


Fast Movement (Ex):  See Player’s Handbook  p. 25.


Rage (Ex):  See Player’s Handbook  p. 25.


Possessions:  Necrotic focus giant longspear +2.


Physical Description: A blue-ish white ogre with sharp pointed teeth and a hungry look in its eyes.


Note:  Necrotic focus allows the use to abilities such as Energy Drain through the weapon.

Ogre Vampire (Raging):  AC 25, touch 14, flat-footed 19 (+6 Dex, +11 natural, -2 raging); BAB/Grp: +14/+9/+4/+33; Atk: +34 melee (1d10+32/20/x3, necrotic focus giant longspear +2); Full Atk: +34/+29/+22 melee (1d10+32/20/x3, necrotic focus giant longspear +2); SV Will +7, Str 45.

Encounter Six





Gear Golem:  CR 11; Large Construct (Lawful, Extraplanar); HD 4d10+30; hp 52; Init -1; Spd 20 ft; AC 26, touch 8, flat-footed 26 (-1 size, –1 Dex, +18 natural); BAB/Grp: +10/+23; Atk: +18 melee (2d10+9/20/x2, slam); Full Atk: +18 melee (2d10+9/20/x2, 2 slams); Space/Reach 10 ft./10 ft.; SA item1, item2; SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL N; SV Fort +4, Ref +3, Will +4; Str 29, Dex 9, Con -, Int -, Wis 11, Cha 1.


Skills and Feats: -; -


Immunity to Magic (Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.


A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take.


A magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw.


Possessions: none.


Physical Description:  A construct that is a collection of gears.

Note:  See Monster Manual III p. 66 for entry on Gear Golem. To create a gear golem, use Stone Golem Stats (Monster Manual p. 136) with the following exceptions:  Remove the Slow Ability, A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take, and a magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw. A successful spot check of DC 10+APL reveals an apparent weak spot on the creatures back. A successful tumble (DC 20) and disable device or Knowledge (architect/engineering) check of DC 10+APL effectively disables the golem.

Encounter Nine





Første:  Male eldritch giant Mnk4; CR 17; Huge giant; HD 25d8+4d8+406; hp 478; Init +6; Spd 60 ft.; AC 47, touch 26, flat-footed 39 (-2 size, +13 nat, +6 dex, +11 wis, +8 armor, +1 dodge); BAB/Grp: +21/+16/+11/+6/+45; Atk: +47 melee (2d8+26/20/x2, unarmed strike); Full Atk: +47/+42/+37/+32 melee (2d8+26/20/x2, unarmed strike) or +48/+48/+43/+38/+33 melee (2d8+26/20/x2, unarmed strike [hasted]) or +46/+46/+46/+41/+36/+31 melee (2d8+26/20/x2, unarmed strike [flurry of blows]); Space/Reach 15 ft./15 ft.; SA spell-like abilities, flurry of blows, unarmed strike, stunning blow, ki-strike; SQ Eldritch mastery, low-light vision, cloud tremorsense, natural willpower, still mind; AL LE; SV Fort +32, Ref +18, Will +29; Str 46, Dex 16, Con 32, Int 16, Wis 27, Cha 16. Monster Manual III p. 57.


Skills and Feats: Concentration +42, Diplomacy +3, Knowledge (arcane) +35, Knowledge (religion) +14, Knowledge (planes) +14, Listen +21, Sense Motive +34, Spellcraft +38, Spot +33; Combat Reflexes, Dodge, Elusive Target, Evasion, Expertise, Karmic Strike, Mobility, Pharaoh's Fist, Spring Attack, Sun School, Quicken (dimension door), Quicken (greater dispel magic).


Spell-Like Abilities:  At will – detect magic, greater dispel magic, magic missile; 3/day – dimension door, globe of invulnerability. Caster level 20th.


Eldritch Mastery (Su):  An eldritch giant has an extensive familiarity with and an intuitive grasp of arcane magic. It can use spell completion items (such as scrolls) as if it had the wizard’s class spell list and were of the appropriate level to cast the spell. It can use spell trigger items (such as wands and staffs) as if it had the wizard’s class spell list.


Natural Willpower (Ex):  Unlike most giants, eldritch giants have a strong innate resistance to mental compulsion, illusion magic, and the like. Eldritch giant have a +6 racial bonus on Will saves.


Cloud Tremorsense (Ex): Like tremorsense, but on clouds only.


Stunning Blow:  DC 35.


Ki-Strike (Su):  See Player’s Handbook p. 41


Still Mind (Ex):  See PHB pg. 41


Possessions: Ring of Counterspells (Greater Dispel) (3), Hand of Glory, Bracers of Armor +8, Boots of Speed, Tome of Wisdom (+4).


Physical Description: A huge, well-formed human looking creature with purple skin.

Pre-cast spells (caster lvl 30):  mindblank, greater magic fang +5 (head, left hand, right hand, left foot, and right foot)
Gargoyle: Clr12; CR 13; Medium Monstrous Humanoid (earth); HD 4d8+12d8+112; hp 180; Init +0; Spd 40 ft., fly 60 ft. (average); AC 47, touch 15, flat-footed 47 (+10 Natural, +15 Armor, +7 Shield, +5 Deflection); BAB/Grp: +13/+8/+3/+14; Atk: +# melee (damage/crit, attack type) or +# ranged (damage/crit, attack type); Full Atk: +#/# melee (damage/crit, attack type) or +#/# ranged (damage/crit, attack type); Space/Reach X ft./X ft.; SA item1, item2; SQ item1, item2; AL alignment abbreviation; SV Fort +21, Ref +13, Will +24; Str 13, Dex 10, Con 22, Int 2, Wis 19, Cha 2. Sourcebook and Page (if not Core). 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


SA or SQ name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


NameOfClass Spells Prepared (#/#/#; base DC = # + spell level): 0—cantrip/orison, cantrip/orison (2); 1st—first*, first; 2nd—second*, second.


*Domain spell. Domains: Domain (granted power); Domain (granted power).


Possessions: Mountain Plate +5, Periapt of Wisdom +6, Belt of Endurance, Large Shield of Arrow Catching +5, Ring of Protection +5, Vest of Resistance +5.


Physical Description: Details about appearance.
Appendix Three – APL 16

Encounter Five





Ogre Vampire:  Vampire, Male Ogre Brb1/Ftr10; CR 16; Large Undead (Monstrous Humanoid); HD 4d12+11d12; hp 135; Init +10; Spd 50 ft.; AC 27, touch 16, flat-footed 21 (+6 Dex, +11 natural); BAB/Grp: +14/+9/+4/+33; Atk: +35 melee (1d10+31/20/x3, necrotic focus giant longspear +3); Full Atk: +35/+30/+25 melee (1d10+31/20/x3, necrotic focus giant longspear +3); Space/Reach 10 ft./10 ft.; SA blood drain, children of the night, dominate, create spawn, energy drain; SQ alternate form, damage reduction 10/silver and magic, fast healing 5, gaseous form, cold resistance 10, electricity resistance 10, spider climb, turn resistance +4; illiterate, fast movement (+10 ft.), rage 1/day, darkvision 60-ft., low light vision; AL CE; SV Fort +11, Ref +9, Will +5; Str 41, Dex 22, Con -, Int 6, Wis 14, Cha 7.


Skills and Feats: Climb +6, Listen +8, Spot +7; Alertness, Cleave, Combat Reflexes, Dodge, Elusive Target, Hold the Line, Improved Initiative, Lightning Reflexes, Mobility, Power Attack, Spring Attack, Weapon Focus (longspear), Weapon Specialization (longspear).


Blood drain (Ex):  See Monster Manual p. 252.


Children of the Night (Su):  See Monster Manual p. 252.


Dominate (Su):  See Monster Manual p. 252.


Create spawn (Su):  See Monster Manual p. 252.


Energy drain (Su):  See Monster Manual p. 252.


Alternate form (Su):  See Monster Manual p. 252.


Damage reduction (Su):  See Monster Manual p. 252.


Fast healing (Ex):  See Monster Manual p. 252.


Gaseous form (Su):  See Monster Manual p. 252.


Energy resistance (Ex):  See Monster Manual p. 252.


Spider climb (Ex):  See Monster Manual p. 252.


Turn resistance (Ex):  See Monster Manual p. 252.


Fast Movement (Ex):  See Player’s Handbook  p. 25.


Rage (Ex):  See Player’s Handbook  p. 25.


Possessions:  Necrotic focus giant longspear +3.


Physical Description: A blue-ish white ogre with sharp pointed teeth and a hungry look in its eyes.


Note:  Necrotic focus allows the use to abilities such as Energy Drain through the weapon.

Ogre Vampire (Raging):  AC 25, touch 14, flat-footed 19 (+6 Dex, +11 natural, -2 raging); BAB/Grp: +16/+11/+6/+35; Atk: +37 melee (1d10+30/20/x3, necrotic focus giant longspear +3); Full Atk: +37/+32/+27 melee (1d10+30/20/x3, necrotic focus giant longspear +3); SV Will +7, Str 45.

Encounter Six





Gear Golem:  CR 11; Large Construct (Lawful, Extraplanar); HD 4d10+30; hp 52; Init -1; Spd 20 ft; AC 26, touch 8, flat-footed 26 (-1 size, –1 Dex, +18 natural); BAB/Grp: +10/+23; Atk: +18 melee (2d10+9/20/x2, slam); Full Atk: +18 melee (2d10+9/20/x2, 2 slams); Space/Reach 10 ft./10 ft.; SA item1, item2; SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL N; SV Fort +4, Ref +3, Will +4; Str 29, Dex 9, Con -, Int -, Wis 11, Cha 1.


Skills and Feats: -; -


Immunity to Magic (Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.



A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take.



A magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw.


Possessions: none.


Physical Description:  A construct that is a collection of gears.


Note:  See Monster Manual III p. 66 for entry on Gear Golem. To create a gear golem, use Stone Golem Stats (Monster Manual p. 136) with the following exceptions:  Remove the Slow Ability, A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take, and a magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw. A successful spot check of DC 10+APL reveals an apparent weak spot on the creatures back. A successful tumble (DC 20) and disable device or Knowledge (architect/engineering) check of DC 10+APL effectively disables the golem.

Encounter Nine





Første:  Male eldritch giant Mnk8; CR 19; Huge giant; HD 25d8+8d8+462; hp 544; Init +6; Spd 60 ft.; AC 48, touch 26, flat-footed 42 (-2 size, +13 nat, +6 Dex, +11 Wis, +8 armor, +1 dodge, +1 monk); BAB/Grp: +24/+19/+14/+9/+48; Atk: +50 melee (3d6+26/20/x2, unarmed strike); Full Atk: +50/+45/+40/+35 melee (3d6+26/20/x2, unarmed strike) or +51/+51/+46/+41/+36 melee (3d6+26/20/x2, unarmed strike [hasted]) or +52/+52/+52/+47/+47/+42/+37 melee (3d6+26/20/x2, unarmed strike [flurry of blows]); Space/Reach 15 ft./15 ft.; SA spell-like abilities, flurry of blows, unarmed strike, stunning blow, ki-strike; SQ Eldritch mastery, low-light vision, cloud tremorsense, natural willpower, purity of body, still mind, wholeness of body (66 hp); AL LE; SV Fort +34, Ref +20, Will +32; Str 46, Dex 16, Con 32, Int 16, Wis 27, Cha 16. Monster Manual III p. 57.


Skills and Feats: Concentration +44, Diplomacy +3, Knowledge (arcane) +35, Knowledge (religion) +14, Knowledge (planes) +14, Listen +21, Sense Motive +34, Spellcraft +42, Spot +37; Combat Reflexes, Dodge, Elusive Target, Evasion, Expertise, Improved Disarm, Karmic Strike, Mobility, Pharaoh's Fist, Rapid Stunning, Spring Attack, Sun School, Quicken (dimension door), Quicken (greater dispel magic).

Spell-Like Abilities:  At will – detect magic, greater dispel magic, magic missile; 3/day – dimension door, globe of invulnerability. Caster level 20th.


Eldritch Mastery (Su):  An eldritch giant has an extensive familiarity with and an intuitive grasp of arcane magic. It can use spell completion items (such as scrolls) as if it had the wizard’s class spell list and were of the appropriate level to cast the spell. It can use spell trigger items (such as wands and staffs) as if it had the wizard’s class spell list.


Natural Willpower (Ex):  Unlike most giants, eldritch giants have a strong innate resistance to mental compulsion, illusion magic, and the like. Eldritch giant have a +6 racial bonus on Will saves.


Cloud Tremorsense (Ex): Like tremorsense, but on clouds only.


Stunning Blow:  DC 38.


Ki-Strike (Su):  See PHB pg. 41


Still Mind (Ex):  See PHB pg. 41


Possessions: Ring of Counterspells (Greater Dispel) (3), Hand of Glory, Bracers of Armor +8, Boots of Speed, Tome of Wisdom (+4).


Physical Description: A huge, well-formed human looking creature with purple skin.

Pre-cast spells (caster lvl 30):  mindblank, greater magic fang +5 (head, left hand, right hand, left foot, and right foot), stalwart pact.
Gargoyle: Clr14; CR 15; Medium Monstrous Humanoid (earth); HD 4d8+14d8+126; hp 202; Init +0; Spd 40 ft., fly 60 ft. (average); AC 47, touch 15, flat-footed 47 (+10 Natural, +15 Armor, +7 Shield, +5 Deflection); BAB/Grp: +13/+8/+3/+14; Atk: +# melee (damage/crit, attack type) or +# ranged (damage/crit, attack type); Full Atk: +#/# melee (damage/crit, attack type) or +#/# ranged (damage/crit, attack type); Space/Reach X ft./X ft.; SA item1, item2; SQ item1, item2; AL alignment abbreviation; SV Fort +21, Ref +13, Will +24; Str 13, Dex 10, Con 22, Int 2, Wis 19, Cha 2. Sourcebook and Page (if not Core). 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


SA or SQ name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


NameOfClass Spells Prepared (#/#/#; base DC = # + spell level): 0—cantrip/orison, cantrip/orison (2); 1st—first*, first; 2nd—second*, second.


*Domain spell. Domains: Domain (granted power); Domain (granted power).


Possessions: Mountain Plate +5, Periapt of Wisdom +6, Belt of Endurance, Large Shield of Arrow Catching +5, Ring of Protection +5, Vest of Resistance +5.


Physical Description: Details about appearance.
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Ogre Vampire:  Vampire, Male Ogre Brb1/Ftr12; CR 18; Large Undead (Monstrous Humanoid); HD 4d12+13d12; hp 153; Init +10; Spd 50 ft.; AC 27, touch 16, flat-footed 21 (+6 Dex, +11 natural); BAB/Grp: +16/+11/+6/+1/+35; Atk: +38 melee (1d10+34/20/x3, necrotic focus giant longspear +4); Full Atk: +38/+33/+28/+23 melee (1d10+34/20/x3, necrotic focus giant longspear +4); Space/Reach 10 ft./10 ft.; SA blood drain, children of the night, dominate, create spawn, energy drain; SQ alternate form, damage reduction 10/silver and magic, fast healing 5, gaseous form, cold resistance 10, electricity resistance 10, spider climb, turn resistance +4; illiterate, fast movement (+10 ft.), rage 1/day, darkvision 60-ft., low light vision; AL CE; SV Fort +11, Ref +9, Will +5; Str 41, Dex 22, Con -, Int 6, Wis 14, Cha 7.


Skills and Feats: Climb +6, Listen +9, Spot +8; Alertness, Cleave, Combat Reflexes, Dodge, Elusive Target, Greater Weapon Focus (longspear), Greater Weapon Specialization (longspear), Hold the Line, Improved Initiative, Lightning Reflexes, Mobility, Power Attack, Spring Attack, Weapon Focus (longspear), Weapon Specialization (longspear).


Blood drain (Ex):  See Monster Manual p. 252.


Children of the Night (Su):  See Monster Manual p. 252.


Dominate (Su):  See Monster Manual p. 252.


Create spawn (Su):  See Monster Manual p. 252.


Energy drain (Su):  See Monster Manual p. 252.


Alternate form (Su):  See Monster Manual p. 252.


Damage reduction (Su):  See Monster Manual p. 252.


Fast healing (Ex):  See Monster Manual p. 252.


Gaseous form (Su):  See Monster Manual p. 252.


Energy resistance (Ex):  See Monster Manual p. 252.


Spider climb (Ex):  See Monster Manual p. 252.


Turn resistance (Ex):  See Monster Manual p. 252.


Fast Movement (Ex):  See Player’s Handbook  p. 25.


Rage (Ex):  See Player’s Handbook  p. 25.


Possessions:  Necrotic focus giant longspear +4.


Physical Description: A blue-ish white ogre with sharp pointed teeth and a hungry look in its eyes.


Note:  Necrotic focus allows the use to abilities such as Energy Drain through the weapon.

Ogre Vampire (Raging):  AC 25, touch 14, flat-footed 19 (+6 Dex, +11 natural, -2 raging); BAB/Grp: +18/+13/+8/+3/+37; Atk: +40 melee (1d10+36/20/x3, necrotic focus giant longspear +4); Full Atk: +40/+35/+30/+25 melee (1d10+36/20/x3, necrotic focus giant longspear +4); SV Will +7, Str 45.

Encounter Six





Gear Golem:  CR 11; Large Construct (Lawful, Extraplanar); HD 4d10+30; hp 52; Init -1; Spd 20 ft; AC 26, touch 8, flat-footed 26 (-1 size, –1 Dex, +18 natural); BAB/Grp: +10/+23; Atk: +18 melee (2d10+9/20/x2, slam); Full Atk: +18 melee (2d10+9/20/x2, 2 slams); Space/Reach 10 ft./10 ft.; SA item1, item2; SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL N; SV Fort +4, Ref +3, Will +4; Str 29, Dex 9, Con -, Int -, Wis 11, Cha 1.


Skills and Feats: -; -


Immunity to Magic (Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.


A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take.


A magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw.


Possessions: none.


Physical Description:  A construct that is a collection of gears.


Note:  See Monster Manual III p. 66 for entry on Gear Golem. To create a gear golem, use Stone Golem Stats (Monster Manual p. 136) with the following exceptions:  Remove the Slow Ability, A magical attack that deals lightning heals 1 pt for every 3 pts of damage it would normally take, and a magical attack that deals fire damage slows a gear golem (as the slow spell) for 3 rounds, with no saving throw. A successful spot check of DC 10+APL reveals an apparent weak spot on the creatures back. A successful tumble (DC 20) and disable device or Knowledge (architect/engineering) check of DC 10+APL effectively disables the golem.

Encounter Nine





Første:  Male eldritch giant Mnk12; CR 21; Huge giant; HD 25d8+12d8+518; hp 610; Init +6; Spd 60 ft.; AC 50, touch 28, flat-footed 44 (-2 size, +13 nat, +6 dex, +13 wis, +8 armor, +1 dodge, +1 monk); BAB/Grp: +27/+22/+17/+12/+51; Atk: +53 melee (3d8+26/20/x2, unarmed strike); Full Atk: +53/+48/+43/+38 melee (3d8+26/20/x2, unarmed strike) or '+54/+54/+49/+44/+39 melee (3d8+26/20/x2, unarmed strike [hasted]) or +54/+54/+54/+54/+49/+49/+44/+39 melee (3d8+26/20/x2, unarmed strike [flurry of blows]); Space/Reach 15 ft./15 ft.; SA spell-like abilities, flurry of blows, freezing the lifeblood, unarmed strike, stunning blow, ki-strike, pain touch; SQ abundant step, eldritch mastery, low-light vision, cloud tremorsense, improved evasion, natural willpower, purity of body, still mind, wholeness of body (66 hp); AL LE; SV Fort +36, Ref +22, Will +35; Str 46, Dex 16, Con 32, Int 16, Wis 27, Cha 16. Monster Manual III p. 57.


Skills and Feats: Concentration +44, Diplomacy +3, Knowledge (arcane) +35, Knowledge (religion) +14, Knowledge (planes) +14, Listen +21, Sense Motive +34, Spellcraft +42, Spot +37; Combat Reflexes, Dodge, Elusive Target, Evasion, Expertise, Improved Disarm, Karmic Strike, Mobility, Pharaoh's Fist, Rapid Stunning, Spring Attack, Sun School, Quicken (dimension door), Quicken (greater dispel magic).


Spell-Like Abilities:  At will – detect magic, greater dispel magic, magic missile; 3/day – dimension door, globe of invulnerability. Caster level 20th.


Eldritch Mastery (Su):  An eldritch giant has an extensive familiarity with and an intuitive grasp of arcane magic. It can use spell completion items (such as scrolls) as if it had the wizard’s class spell list and were of the appropriate level to cast the spell. It can use spell trigger items (such as wands and staffs) as if it had the wizard’s class spell list.


Natural Willpower (Ex):  Unlike most giants, eldritch giants have a strong innate resistance to mental compulsion, illusion magic, and the like. Eldritch giant have a +6 racial bonus on Will saves.


Cloud Tremorsense (Ex): Like tremorsense, but on clouds only.


Stunning Blow:  DC 41.


Ki-Strike (Su):  See PHB pg. 41


Still Mind (Ex):  See PHB pg. 41


Possessions: Ring of Counterspells (Greater Dispel) (3), Hand of Glory, Bracers of Armor +8, Boots of Speed, Tome of Wisdom (+4).


Physical Description: A huge, well-formed human looking creature with purple skin.

Pre-cast spells (caster lvl 30):  mindblank, greater magic fang +5 (head, left hand, right hand, left foot, and right foot), stalwart pact.
Gargoyle: Clr14; CR 15; Medium Monstrous Humanoid (earth); HD 4d8+14d8+126; hp 202; Init +0; Spd 40 ft., fly 60 ft. (average); AC 47, touch 15, flat-footed 47 (+10 Natural, +15 Armor, +7 Shield, +5 Deflection); BAB/Grp: +13/+8/+3/+14; Atk: +# melee (damage/crit, attack type) or +# ranged (damage/crit, attack type); Full Atk: +#/# melee (damage/crit, attack type) or +#/# ranged (damage/crit, attack type); Space/Reach X ft./X ft.; SA item1, item2; SQ item1, item2; AL alignment abbreviation; SV Fort +21, Ref +13, Will +24; Str 13, Dex 10, Con 22, Int 2, Wis 19, Cha 2. Sourcebook and Page (if not Core). 


Skills and Feats: List skills in alphabetical order and provide the skill modifier (in the form +#) for each one. Modifiers that apply in special circumstances are explained in parentheses immediately after the base modifier. List feats in alphabetical order after skills, separating this list from the skill list with a semicolon.


SA or SQ name (Ex/Su/Sp): description of appropriate ability or quality here. Separate each special ability or special quality into a new paragraph, as is done in the Monster Manual entries.


NameOfClass Spells Prepared (#/#/#; base DC = # + spell level): 0—cantrip/orison, cantrip/orison (2); 1st—first*, first; 2nd—second*, second.


*Domain spell. Domains: Domain (granted power); Domain (granted power).

Possessions: Mountain Plate +5, Periapt of Wisdom +6, Belt of Endurance, Large Shield of Arrow Catching +5, Ring of Protection +5, Vest of Resistance +5.


Physical Description: Details about appearance.
Appendix Five – Rule Changes

New Feats

Karmic Strike [General]

From Complete Warrior p.102

Prerequisites: Dex 13, Combat Expertise, Dodge

You can make an attack of opportunity against an opponent that hits you in melee. On your action, you can choose to take a -4 penalty to your Armor Class in exchange for the ability to make an attack of opportunity against any creature that makes a successful melee attack or melee touch attack against you. The opponent that hits you, must be in your threatened area, and this feat does not grant you more attacks of opportunity than you are normally allowed in a round. You specify on your turn that you are activating this feat, and the change to your Armor Class and your ability to make these special attacks of opportunity last until your next turn.

Sun School [Tactical]

From Complete Warrior p. 112

Prerequisites: Flurry of blows ability, base attack bonus +4

The Sun School feat enables the use of three tactical maneuvers.

Inexorable Progress of Dawn:  To use this maneuver, you must hit the same foe with the first two unarmed attacks from a flurry of blows. If you do, your foe must move back 5 feet and you may move forward 5 feet if you wish. This movement does not provoke attacks of opportunity for either character.

Blinding Sun of Noon:  To use this maneuver, you must successfully stun the same foe with an unarmed attack two rounds in a row. In addition to being stunned, that enemy is confused for 1d4 rounds thereafter.

Flash of Sunset:  To use this maneuver, you must move adjacent to a foe instantaneously, as with a dimension door spell or the monk's abundant step class feature. If you do so, you can immediately make a single attack at your highest attack bonus against that foe.

Elusive Target [Tactical]

From Complete Warrior p. 110

Prerequisites: Dodge, Mobility, base attack bonus +6

The elusive target feat enables the use of three tactical maneuvers.

Negate Power Attack:  To use this maneuver, you must designate a specific foe to be affected by your Dodge feat. If that foe uses the Power Attack feta against you, the foe gains no bonus on the attack roll, but still takes the corresponding penalty to the attack roll.

Diverting Defense:  To use this maneuver, you must be flanked and you must designate one of the flanking attackers to be affected by your Dodge feat. The first attack of the round from the designated attacker automatically misses you and may strike the other flanking foe instead; the attacking creature makes an attack roll normally, and it's ally is considered flat-footed. If the designated attacker is making a full attack against you, its second and subsequent attacks function normally.

Cause Overreach:  To use this maneuver, you must provoke an attack of opportunity from a foe by moving out of a threatened square. If the foe misses you, you can take a free trip attempt against this foe, and the foe does not get a chance to trip you if your attempt fails.

Rapid Stunning [General]

From Complete Warrior p.104

Prerequisites: Combat Reflexes, Stunning Fist, base attack bonus +6.

You may use one additional stunning attack (or other special attack that counts against your daily limit of stunning attacks) per round.

Normal: You may only attempt a stunning attack (or any other special attack that counts against your daily limit of stunning attacks) once per round.

Special: A fighter may select Rapid Stunning as one of his bonus feats.

A character can take this feat multiple times. Its effects stack.

Pain Touch [General]

From Complete Warrior p.103

Prerequisites: Wis 15, Stunning Fist, base attack bonus +2

Victims of a successful stunning attack are subject to such debilitating pain that they are nauseated for 1 round following the round that they are stunned. Creatures that are immune to stunning attacks are also immune to the effects of this feat, as are any creatures that are more than one size category larger than the feat user.
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