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A young woman seeks to help a dear friend, unaware of the dark places to which her quest will lead.  Places she dare not tread alone.  Light and dark, friend and foe, all are pieces in a game that will go far beyond the fathoming of one of Geoff’s daughters.   A Geoff regional adventure for APLs 4-10, and Part 1 of the Daughters of Geoff series.

Note: This adventure will be of particular interest to members of Cymeravan and the Old Faith.

RPGA Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


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


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


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

Players Read No Farther

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

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

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

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

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. 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. 

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

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

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


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


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

 SHAPE  \* MERGEFORMAT 




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

1. Enlist a sixth player.

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

Time Units and Upkeep

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


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


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


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

Adventure Background

In the fall of CY 583 the giants invaded the Grand Duchy of Geoff and the surrounding territories.  The capital of Gorna was sacked, and few nobles of Gyruff escaped.  Among those who lived was the Lady Sierra Blackblade, Llwyress of Cymeravon, who narrowly escaped with her life. Scarred by the experience, and forever changed on that day, she vowed to never wield a weapon again.  When the Brenin of Gyruff, Owen ap Lluth, left for an extended quest to find allies, Sierra was made Regent of Geoff.  Her vow did not apply to the sword of leadership of Geoff; Dusk.

Sierra lost a great deal during the invasion, including her half-brother, Victor. He had been at Derelion requesting aid from the elven prince, when the city was attacked by the giants and subsequently by the ancient shadow dragon, Hasforenses.  In the ensuing chaos, Victor disappeared into the Shadow Rift.  

Unbeknownst to Sierra, Victor narrowly escaped death at the hands of the shadow dragon’s followers, and soon discovered that he was trapped on the Plane of Shadow.  More specifically, he was trapped in the land known as Cysgod Annwn (pr. kus-god ahn-oon), a shadowy reflection of the Grand Duchy of Geoff with which he was familiar.  The charismatic brightling, as the shadow ffolk called him, ended up serving the progressive Lady Regent of Cysgod Annwn, gradually gaining the trust of some of the fade-ffolk. 

In the winter of CY 595, the land of Cysgod Annwn was invaded by the tymestl (shadar-kai), dark and murderous fey creatures.  The Lady Regent of Cysgod Annwn was killed, though Victor was able to keep the Cysgod Annwn sword of leadership, known as Dawn, safe from the invaders.  The invasion caused a schism amongst the shadow ffolk of Cysgod Annwn.  With the Regent dead, the most powerful war chief, Havgan, has sought to take up the mantle of rule over Cysgod Annwn; and deal with the tymestl problem in his own fashion.  

Havgan believes that the Gyri of Geoff are responsible for the shadar-kai invasion.  He has learned that the brightlings unleashed a plague of fey in their lands, around the same time Cysgod Annwn was invaded. The parallel was not lost on him, and he blames the Gyri for the shadar-kai invasion. Because of this, he is determined to punish the Gyri for their act of war. To this end, he and his fade warriors have allied with the ancient shadow dragon Hasforenses, a beast of legend that lives in the Dim Forest of Cysgod Annwn.

Meanwhile, back in Geoff, Sierra Blackblade had quietly taken on a pupil, during her time as regent.  The noble, Ffiona Ebentress, who had lost most of her family in the invasion, had sought out the Sierra’s tutelage. The regent quietly acquiesced, taking the young lady under wing.  Their relationship grew stronger through Ffiona’s disinheritance and marriage. Since the end of the war, however, Sierra has fallen into a deep despair.  She has lost the will to rule her cantrev at all, and grows sicker every day.  Sierra has kept her condition from most save her closest, and Ffiona has made it her cause to find the cause of her ailment and a cure, whatever it may entail. Her path has lead her to the Isle of Rhun, to an audience with the Archdruidess Gwenllian, as she has reason to believe the Old Faith leader might be able to help.  The trip to the druid sanctuary of Lake Avon Fyn is a dangerous one, which has led Ffiona to seek aid amongst the adventurers of Geoff.

All the while, the ancient shadow dragon, Hasforenses, has been keeping an eye on happenings in Gyruff, and Ffiona’s actions have drawn particular scrutiny.

Adventure Summary

Introduction -  Ffionna calls upon the heroes in and of Geoff to aid her in her quest to the Barrier Peaks.
Encounter One - The shadow dragon’s simulacrum assassin ambushes Ffiona and the PCs at Five Forks, on their way to Lake Avon Fyn.
Encounter Two - The party arrives at Lake Avon Fyn and speaks with the Archdruidess Gwenllian.  Once they tell her about the attack, she is very curious, and open to helping them in their quest.  To this end, she directs them to Parn, as she believes him to have useful information.
Encounter Three - The PCs and Ffiona arrive at Parn’s secluded cabin, and are soon set upon by a giant.  The giant, as it turns out, is not real but rather a manifestation of Parn’s cursed nightmares.  Parn asks about their mission, and he consequently takes them into his confidence, revealing his family history, and relationship to Sierra and her half-brother Victor.  He asks that they go to the Plane of Shadow to seek out Victor, as he knows him to be alive. However, before they can leave. 
Encounter Four - The PCs and Ffiona are guided, by the First Ward at the behest of Gwenllain, to an old monastery of Fharlaghn called Threshold.  There they meet with the old Wayfarer Waylan Crabtree, and his surprise guest, Heike (the former cloud giant spy).  The PCs must convince Waylan to use the newly discovered planar breach-stone contraption to transport them to the Plane of Shadow. 
Encounter Five - The PCs end up in a cavern, somewhere on the Plane of Shadow.  They find the only way out is through a trapped and sealed natural well.  Once past the trap however, they must contend with a resident of the Plane of Shadow, a shadow jelly, which seeks to sap their strength.
Encounter Six - The PCs and Ffiona make their way thought he vortex of liquid negative energy in the well, and up to the surface of a dark lake.  Once out of the pond, they meet one of the ffolk of the land, Aemerelda.  The fade-farmer answers some questions, before going back into her steading wall.

Encounter Seven - The PCs take the road towards Victor’s keep, and run across a melee in the road; one large group surrounding another smaller group.   Once they defeat the tymestl, they meet Vcitor Brightlade, and learn that Dawn has been stolen.

Encounter Eight - The PCs have taken up arms with Victor and, and must now defend a sacred site, Llew’s Hill, from the tymestl.  If they succeed, they retrieve Dawn, and act as messengers between Victor and his family (assuming they get home).

Preparation for Play

Before play begins, have the players roll: 

· a Fortitude save 

· a Reflex save  

· a Will save

and have them note any racial modifiers to saves (i.e. the dwarven bonus to saves vs. magic) on the side.  The Will save is the only one you will actuality need, as it is the Will save needed against the ‘illusionary’ giant in Encounter 3.

Also, have the players give you a Listen and a Spot check.  Keep these handy, as they will be used for the surprise round in Encounter 1. 

Take note of any meta-organizations of which the PCs may be members.  Of particular note in this module are: 

· Old Faith Druids 

· Old Lore bards

· Peers of the Realm

· Knights of the Watch/Dispatch

Before running this module, be familiar with the traits of the Plane of Shadow, and the land of Cysgod Annwn as detailed in the Appendices. Also, be familiar with the following effect:

The Lygedyn Effect

The llygedyn (pl. llygedyni) is an immense standing stone of eldritch magic that is connected to the Land and the ffolk of the Cysgod Annwn.  The ancient monoliths have always been rare, but now there is only one left. The name for these dolmens, llygedyn, is of a strange Flan dialect (heard only in Cysgod Annwn) and literally translates to ‘illuminator’ or ‘en-lightener’. Any enemy of the land of Cysgod Annwn is ‘seen’ by the llygedyn, and is revealed to all who are ‘of the Land’.  The power of the llygedyn causes the enemy of the Land to be outlined in a pale red glow.  This glow has the same effect as a permanent faerie fire spell. The effect ends when the enemy leaves Cysgod Annwn, or the llygedyn is destroyed or suppressed. 

Introduction

The party begins the adventure in the Grand Duchy of Geoff, or Gyruff as it’s called in Flan, in the chilly autumn of CY 596.  It is not important where in Gyruff the PCs are, as they will receive the letter as long as they are in some place a letter could feasibly be received.  The letter is delivered by a messenger service known locally as Fleet of Foot.

Let each of the players see Player’s Handout #1. Once they have done so and agreed to the meeting, read the following:

As per the directions in the letter, you have arrived at Hywist’s Ford just before dusk.  The tollhouse that controls the river crossing sits on the Gyric side of the Javan River.  The old building itself is made of stone, a rarity in the Gyric countryside, though not unusual for a tollhouse.  A set of stables abuts the building on its south side.  As you approach, four armored men exit the house and retrieve their mounts. As you watch they mount up and ride away to the west.

A successful Knowledge (Local – Sheldomar) or Bardic Knowledge (DC 12) reveals that these are low-ranking Knights of the Dispatch.  Members of the Knights of the Watch or Knights of the Dispatch will automatically recognize the ranks as being low-level.  Their ranks consist mostly of Vigils, although one holds the rank of Badger.

Your eyes turn back to the tollhouse and you notice a woman looking around one corner, her gaze in the direction of the armored warriors. Once they ride over the next hill, she steps out from the corner and folds her arms.  She looks slightly nervous and a bit cold in the somewhat chilly evening. 

The woman is young and wearing a brown coat that falls nearly to her knees and buttons up the front with bone snaps.  Across her back is a longbow made of rare woods and on her head is a white fur cap.  A few locks of ebon-colored have fallen lose from the cap.

This is the woman the PCs are looking for. If they ask, assure them she fits the description. A successful Knowledge (Nobility) (DC 12) or Knowledge (Local – Sheldomar) (DC 17) identifies her as Ffiona Ebontress, daughter of the former Llwyr, Melwyn Greatarm.

When the PCs approach or call out to her, read the following:

“Can I help you?” she asks. Her face is pale but kind and her eyes show a hint of caution as she takes in your group.  “Are you are looking for me?”

At this point Ffiona asks to see their invitations, which the PCs should show her.  Any who do not show her are asked to leave unless they can prove their identity.

“Yes, well then I suppose you are. Very good.” She takes a deep breath and the lets it out. “My name is Ffiona Ebontress, wife of Ser Darian Malthus.  You may or may not have heard of me but you’ve likely heard of my father, Melwyn Greatarm.  Please, forget everything you have heard about me and anything you know about him.  I am my own person and I come to you as someone in need.”
Ffiona’s words have the air of a prepared speech. After a moment she continues on. “Please, let’s talk over here, and we should be quick as I do not believe I have a great deal of time.” She says, her eyes straying to the road. Ffiona leads you all over to a secluded tree.  

Allow the PCs to introduce themselves or make short small talk.  Once they’ve introduced themselves, don’t allow them to start asking questions until you read the following:

“I am, I have been, mentoring under Lady Sierra Blackblade. I am learning many skills from her and she has been a great help to me, but lately, she has been…not well.  So, now I wish to be of some help to her.”

“I fear that when she was Regent, her exposure to the blade Dusk affected her in a way that it would not have affected the Brenin. I seek to undo whatever damage Dusk may have done to her but I am no scholar.  I know little about magic or enchanted weapons such as Dusk, so I need the help of experts.  You are my experts. There was some renown to your names already and so I thought you could be of aid to me.”

Standing a little straighter, Ffiona’s face begins to take on a more confidant shine. “I can carry my own weight and will not be a burden.  You are the masters of your craft and I will not get in your way. So, will you help me? I can pay some gold now and the rest when we have accomplished our goal.” 

“I’ve arranged for an audience with Lady Gwenllian on the shores of Lake Avon Fyn. It will take a few days to get there, and the mountains can be a dangerous place. A lady would be a fool to attempt the journey without boon companions.” Ffiona looks to each of you and awaits your response.

Note: PCs from Geoff who are Knights of the Watch or Peers of the Realm will recognize the name of Ser Malthus immediately.  He is now based out of Hochoch and serves as the liaison between Geoff and the Knights of the Watch.
At this point, the PCs will likely have some questions for Ffiona.  Use the questions and answers below as a guide, as well as Ffiona’s description in Appendix 5.

Ffiona Q&A
Q: What exactly is ‘our’ goal?  

A: “Well, for now, I must travel to Lake Avon Ffyn, in the Barrier Peaks, to seek counsel with Gwenllian, the Archdruid.  I have reason to believe that she may have some answers.”

Q: Why were you hiding from those Knights of the Watch?

A: “I didn’t exactly speak with my husband about my endeavor before I left. He is still very protective of me, but this is something I need to do myself.  Those men are Dispatchers under his command.”

Q: Who is your husband?

A: “I am wife of Ser Darian Malthus, a high ranking Knight of the Dispatch and Peer of the Realm. And yes, we have our fair share of disagreements but he is a good man, if a bit too sheltering at times.”

“I left him a note telling him I would return once I had accomplished my task.” 

Q: Have you spoken with Lady Blackblade about  this?

A: “As I said, she is not well. I cannot say more than that right now.”

Q: What are you learning under Sierra Blackblade?

A: “Courtly skills…life skills.  She has seen much, and I have much to learn. I may not be heir to a cantrev anymore, but I am still a noble lady of Gyruff, and wife to a Peer of the Realm.”

Judge’s Note: If there are any obvious Knights of the Watch, or Knights of the Dispatch amongst the PCs, Ffiona is as diplomatic as possible towards them. She suggests that the best way they can serve their superiors, and her husband in particular, is by ensuring her safety on her journey. If they still try to delay her, or convince her otherwise, she leaves without them.
Once everyone who is going has agreed, read the following:

Ffiona smiles at your acceptance of her offer. “We should be off then, the sun is almost down, and I’d rather not stay here in case my husband’s wranglers return.  There’s a small inn off the road up ahead, and we should be able to make it shortly after nightfall.”

With that, Ffiona moves to retrieve her pack and begins walking in the direction of the Barrier Peaks.
Encounter One: Ambush at Five Forks

The journey to the Barrier Peaks takes the party through the Gyric cantrev of Rhwng yr Coed (pr. roong ear koyd) and into the cantrev of Gwyrth Bryn (pr. gweerth breen).  Following the Olvewater, the party passes the town of Dersyth.  The capital of the cantrev is in actuality just a small town, half of which is still in ruins, but slowly being rebuilt by some of the Llwyr Ilan ap Dyved’s men.  It is, now more than ever, a place only for hardy frontier-ffolk.  Once past the town, they enter the foothills of the Barrier Peaks proper. 

All in all, the journey from Hywist’s Ford to the Barrier Peaks takes approximately five or six days on foot, less if everyone is on horseback.  Magic can be used to traverse some of the distance, but Lake Avon Ffyn cannot be approached via magic (or via the air), as it cannot be seen from above due to the preternatural fog that surrounds the area, not to mention the air elementals that guard the sky over the lake.  Any Old Faith druid or Old Lore bard will know these facts, and Ffiona has been informed as well, and tells the party.  A successful Knowledge (Local – Sheldomar) or Bardic Knowledge (DC 15) reveals the same information.

The most expeditious, and normally the safest route, is along the mountain paths.  However unbeknownst to the party, Cerian, the druid simulacrum, has been ordered by her creator to ambush Ffiona and her party at Five Forks, as it is a fork that every traveler on their route to Lake Avon Ffyn must pass.  When they get to Five Forks, the encounter begins.

The entangle spell cast in the boxed text is cast while Ffiona is talking, and has the party’s attention, so the party is considered distracted.  PCs can make a Listen check or Spot check to notice Cerian as she’s casting the spell.  If they succeed, the entangle spell in the boxed text is considered a surprise round and they make a standard action. Ffiona automatically fails the checks. 

Judge’s Note:  See the Environment sub-section below for information on the Spot and Listen checks, and see Tactics (Cerian) for more information on the surprise round.

Read the following:

You have traveled several days through the rolling heath in the company of Ffiona Ebontress and found her to be delightful company after a couple of days on the road.  Rumors of her being a frightened and emotional young woman seem a bit exaggerated. 

She speaks mainly about her time of tutelage under Sierra Blackblade.  Ffiona also goes on about her brave husband Darian, but rarely her mother or other members of her family. She speaks of her infamous father not at all.

By mid-afternoon of the ninth day you have traversed the steep and wooded foothills of the Barrier Peaks. The wind gusts steadily in the narrow valley you travel, and it is cold enough to see your breath.

The evergreen forest here is full of unusually bold wildlife, and you’ve already had to shoo away more than a few curious animals. The mountains loom all around you now, and the wind carries the sound of a river not too far away.  You soon reach a small crossroads known locally as Five Forks, which means you have no more than a half-day’s journey left before reaching the shores of Avon Ffyn, the sacred mountain lake sanctuary of the Old Faith.

Something seems to catch Ffiona’s eye and she trots off the path.  She bends over for a moment and then rises.  It seems she has picked a flower of some rare beauty that she places it in her luxurious hair.  She turns to you all.

“Look everyone, a hawthamor flower. It’ll bring us good luck, I know…” she stops mid-sentence, her mouth agape and her eyes widening in fear as she looks down.

Around her the grass erupts, entangling her with its writhing grasp.  From the treeline to your right comes the roar of an enraged animal.
APL 4 (EL 6)
Cerian, Female Simulacrum Drd 6: hp 41; see Appendix 1.

Animal Companion, Wolf: hp 39, see Appendix 1.

APL 6 (EL 8)
Cerian, Female Simulacrum Drd 8: hp 54; see Appendix 2.

Animal Companion, Wolf: hp 39, see Appendix 2.

APL 8 (EL 10)
Cerian, Female Simulacrum Drd 10: hp 68; see Appendix 3.

Animal Companion, Brown Bear: hp 78, see Appendix 3.

APL 10 (EL 12)
Cerian, Female Simulacrum Drd 12: hp 81; see Appendix 4.

Animal Companion, Brown Bear: hp 98, see Appendix 4.

See DM Map #1
Environment:  

Cerian and her animal companion are just beyond the treeline, and she is taking advantage of the shadowy illumination, the trees, the undergrowth and a fallen log, which grant her concealment and cover (i.e. 20% concealment miss chance for PCs firing into the woods due to the undergrowth, +10 to Hide checks, +4 to AC, and +2 to Reflex saves vs. attacks originating on the other side of the cover).  

Cerian has set up her ambush in an ideal location for herself. She is approximately 60 feet from the PCs in the woods. Since she casts a spell, the PCs may try to locate her with a successful Spot or Listen check, however, they suffer a -17 penalty to the Listen check, due to distance, forest environment, and being distracted by Ffiona, and a –11 to penalty the Spot check due to the distance in the forest environment and being distracted (in the surprise round).

Cerian is hiding and currently has a +20 to her Hide check due to the scroll of forestfold she cast earlier and the bonus from the improved cover of the trees (specifically the felled fir tree she is hiding behind).  The DC to hear a cast spell is 0, plus the penalties listed above.  The listener must beat the DC by 10 or more to understand what is being said (and hence know that a spell is being cast).

 The terrain 10 feet past the treeline is considered undergrowth and costs 2 squares of movement to move into.  Tumble and Move Silently check DCs increase by +2. Running and charging are impossible but the woodland stride class ability, which Cerian has, negates the movement penalties.

Tactics:

Ffiona: Ffiona’s normal tactic is to use her shortbow and lend aid to anyone who needs it.  In this case, she attempts to free herself from her entangled state.

Cerian: The real Cerian was well known for her aggressive combat style, and summoning prowess and this Cerian is no different.  On the round before combat begins (the surprise round), Cerian throws down an entangle spell centered on Ffiona.  PCs who have stayed on the bare path are not affected by the spell, though they may be if they move off the path.  If by some off chance, a PC has kept next to Ffiona, or is off the path and within the radius of the spell, they are affected by the entangle spell and this counts as a surprise round for that PC.  

Judge’s Note: If a PC can act on a surprise round, they still go after Cerian’s initiative (the entangle spell) in the surprise round.  

APL 4:  In the first round of combat, Cerian casts a rapid summon nature’s ally II allowing her to summon a nature’s ally in the first round (one as a standard action).  She usually covers her bases, and chooses either a dire badger, for ground attacks, or a dire bat for aerial attacks.  In subsequent rounds, Cerian herself will attempt to use spells, especially rapid summoning spells, to keep the PCs busy and wear them down.

APL 6:  Same as APL 4, but feel free to substitute the summon nature’s ally II spell with a summon nature’s ally III in the first round.  The two summoned creatures she favors are a dire bat or a dire wolf.

APL 8:  Same as APL 6, but Cerian casts a rapid summon nature’s ally IV. The summoned creature she favors is a dire wolverine.

APL 10:  Same as APL 6, but her first round spell is a rapid summon nature’s ally V. The summoned creature she favors is a large air elemental.

Note:  Cerian’s summoned creatures, including insect plague, are all augmented via the augment summoning feat which gives them a +4 enhancement bonus to Strength and Constitution. This stacks with ability increases from rage.

If the PCs get too close to her, she uses battlefield control spells such as entangle, sleet strorm, and especially summoned swarms and insect plague.

Cerian’s animal companion engages any archers and attempts to trip (Wolf) or grapple them (Bear). Barring this, it goes after any obvious druids, other animal companions, and arcanists in that order.  It is well trained.  It is also a simulacrum.  

Neither creature uses a coup de grace on any PC unless all party members and Ffiona are down.

Treasure:

If the PCs defeat Cerian, she turns to snow.  Her equipment stays, however.  She has masterwork hide armor, a scimitar +1, a wand of cure light wounds (14 Charges), a masterwork hand-tooled leather choker (decorated with Old Faith designs), and clothes.

Development:

Unbeknownst to the PCs, the First Ward of the Olwythi (tr. Rangers of Geoff) is traveling ahead of the party, also on his way to Lake Avon Ffyn. If it seems inevitable that the PCs will be defeated to the last member, the ranger and his dire wolf companion hear the commotion and come back, finish off Cerian, and aid the party. Any PC still alive when the last member of the party goes down is considered stabilized. Use discretion. Do this ONLY if the party has expended all other resources.  The First Ward is described in Appendices, and it is not necessary to play out his arrival in game time, as he is powerful enough to handle Cerian.

Once the party goes to investigate the pile of melting snow that was Cerian and her animal companion, read the following:

Upon investigating your fallen foe, you find an odd and disturbing sight.  Where once there were bodies, there now is nothing left but clothes, fetishes, gear, and two piles of rapidly melting snow.  There is no bone or flesh or hair, just the puddle of snow melting in the sun.

A successful Knowledge (Arcana) (DC 21) check reveals this to be the remains of a simulacrum.  A successful Knowledge (Arcana) or Spellcraft (DC 30) check reveals that it is an altered, perhaps improved upon, form of the spell. 

If the PCs have no animals, modify the following boxed text as necessary.

Your own animals shy away from the remains of these creatures.  Ffiona can only shiver and speak barely loud enough for everyone to hear. 

“What foul manner of creature would want to attack us, and so near Avon Ffyn no less?”
A successful Knowledge - Local  (Sheldomar) (DC 25) or a Bardic Knowledge (DC 20) check reveals that the druid resembled a well-known local druid but does not reveal her name.  Any druid of the Old Faith from Geoff also realizes the druid they just fought resembled a druid named Cerian. If the First Ward had to come back to save the PCs, he reveals that she seemed familiar, like a face he has met before.

The rest of the trip to the banks of Lake Avon Fyn is uneventful.  Proceed to Encounter Two.

Encounter 2: On the banks of Avon Fyn

One of the forks leads to a path along the headwaters of the Olvewater, and to its source, Lake Avon Ffyn.  The trek from Five Forks takes less than half a day (about 4 hours).

Once the PCs have recovered from their enounter at Five Forks, they can move on to their meeting with Gwenllian.  

Read the following:

Moving on from Five Forks, one of the paths leads you to the Olvewater river and you follow it up into the mountains, to its source, all the while more wary of your surroundings.

After a few more hours, your party rounds a bend and as you clear the woods, you see it. Framed by forbidding mountains on all sides, the fog shrouded lake of Avon Ffyn fills the round valley before you.  From the middle of the lake, the steep cliffs of a forested island cut though the mist as they rise from the untold depths of the deep blue water.  Nearby, a lone hazel tree stands in the gravely soil of the riverbank.  A ram’s horn hangs invitingly from one of its branches. 

Ffiona walks to the tree, puts the horn to her lips, and confidently blows a long and low note that seems to echo from every direction.  The echoes soon fade, and you wait.  The minutes stretch on, and then you finally hear the faint sound of paddles cutting swiftly and steadily through the water. 

A canoe breaks though the fog a hundred yards out.  The bare-chested men paddling towards you are covered in swirls of blue woad, and their hair is spiked with lye, lending an almost feral look to their otherwise stony countenance. The canoe touches the beach and one of the Guardians effortlessly hops off and stands before your party, waiting.

Ffiona steps forward and clears her throat. “I have been permitted to seek counsel with Gwenllian the Eglantine. I have offered what must be offered and tasked what must be tasked.” She is speaking in Flan.

“Do you wish to come forth and stand in the shade of hetygar and good manners?” The Guardian asks.  His voice is deep and steady and his manner practiced.

“I wish this.” Ffiona replies.

The Guardian nods. “You will speak for these who accompany you? Their dishonor will be your dishonor.”

“I speak for them and will be bound by their actions.”

“Then you are welcome here, Ffiona merch Melwyn.”

A successful Knowledge (Local – Sheldomar) or Bardic Knowledge (DC 20) check reveals that is an archaic form of speaking that has been out of style for almost two hundred years.  Success also reveals that it is Ffiona, and Ffiona alone, who is invited to speak at this time. There is etiquette to be followed here.

If the PCs mention the attack, the Guardians of the Old Faith know nothing of it and refer them to Gwenllian.
The Guardian says nothing more, and simply stares at the party, his back to the lake.

After a moment a head emerges from the water followed closely by a pair of shoulders.  The woman in the water is preternaturally beautiful, and her age is hard to tell, though she has faint lines at the edges of her eyes and her red-golden hair is touched with gray.

“Bore da, Gwenllian merch Lluth.” Ffiona speaks again in Flan.

“Bore da, Ffiona merch Melwyn.” The woman smiles and looks over towards you. “Bore da or good day to those who are not of this land. I am Gwenllian, and I would know your names.”
Allow the PCs to introduce themselves. If they have a favor of Gwenllian she acknowledges knowing of them.  She knows all Old Faith Druids, and Old Lore bards by name.

It is possible that the party is visibly injured, and very likely that they will want to immediately tell Gwenllian about the attack at Five Forks. 

If the PCs DO mention the attack first thing, but are vague, read the following:

“Do you have any evidence of this?” Gwenllian asks incredulously.

If the PCs physically describe the simulacrum and show her Cerian’s leather choker, continue on:

Gwenllian rises up out of the water and pulls a white robe around her, seemingly from nowhere.  Her bare feet move with grace over the sandy bank and her slender hand reaches out for the choker.  She raises an eyebrow and her hand drops as she looks up at you.

“That is Cerian’s choker.  She is an elder druid here. At least, I recognize this as her work,” she says, pointing to the intricate hand-tooled pattern. “It could not have been her though… I spoke with her just before you arrived.”
If the PCs mention that she turned to snow, continue on:

“Yes, I see now.  A simulacrum.  An imposter created through arcane trickery.  This is very dire news.  I thank you for bringing it to my attention.  Now, Ffiona, tell me what is it that brings you here?  Perhaps we can find the reason this creature attacked you.”

Continue by reading ‘Ffiona’s Quest’ below:

If the PCs and Ffiona introduce themselves and DO NOT mention the attack off hand, Gwenllian will continue after the introductions are finished.

“Excellent.  My time for you is short. Why you have sought me out, Ffiona?”

Continue by reading ‘Ffiona’s Quest’ below:

FFIONA’S QUEST
Nervously Ffiona steps forward. “My mentor and teacher, Sierra Blackblade, is troubled.  Her moods are dark and she almost never sleeps.  I fear something unnatural still holds sway over her. Perhaps…” Ffiona licks her lips and her face becomes flushed with nervousness, ”… perhaps Dusk has left a mark on her.”

Gwenllian holds Ffiona’s gaze for a moment.

“It is not Dusk that weighs upon her heart, nor any outside power. I know Sierra has always feared this.  She is beset by demons, not the least of which is her own father, but most of them are in her mind… and her spirit.  There is no magic that can heal those, only time and friendship.”

“Then I have wasted everyone’s time.” Ffiona states, her eyes very near tears.

“Not at all.  Your quest to help a friend is noble, but we can never truly know the road someone else has trod. Of course, Sierra is needed.  He needs her, yes of course he does.” Gwenllian does not seem to be talking to Ffiona or any of your companions.  She frowns and stares off into the distance. 

“I know of one who may know how to help her. He is however, recovering from his own wounds and I do not wish to disturb him.”

If the PCs DID tell Gwenllian of the attack, and the simulacrum, continue:

“Your quest is honorable though, and someone has gone to great length to keep you from it.” Gwenllian seems to consider something for a moment, “I will point you in the right direction, but you must take the path. The one who can answer your questions more fully lives not far from here, further into the Peaks.”

Gwenllian looks to you, and then back to the Guardian who had queried you moments before.  The grim-looking tattooed monk steps forward.

“Gern will lead you to the other side of Avon Ffyn and show you the path to the one you seek.” 

“Be warned, Parn’s sleep is troubled of late, and I cannot say how he will take to visitors.”

Gwenllian’s hand emerges from between a fold of her robe, and you can see that she holds a small, wet and perfectly smooth polished rock.  It is a dark green and veined with gold.

A successful Knowledge (Nature) (DC 15) check reveals that this rock is a rare river rock, most likely from the bottom of the lake.

“If there is any doubt on his part, show him this.” She says, “Farewell.”

Ffiona nods. “Thank you, Lady Gwenllian.” 

“You are most welcome, Ffiona merch Melwyn. I will not intrude upon your business with the one you seek but I will join you before you leave him. First though, I must speak with someone.” With that she moves back into the blue waters of the lake and disappears from sight.

If the PCs DID NOT tell Gwenllian of the attack and the simulacrum, read the following: 

“I truly wish to help you and Lady Sierra but I must seek council with this person before I do so.  Disturbing his rest could be detrimental to him. He will not be awake for many days.  Do you have other business I can help with or shall I have the Gern escort you back to the path home?”
Gwenllian does not mention Parn’s name, and does not aid the PCs any further until they tell her of the simulacrum Cerian. If they do not, then Ffiona certainly does after Gwenllian refuses to help.

Once Gwenllian is aware of the situation, and the attack, she surmises that the two are related. Read the section above entitled “If the PCs DID tell Gwenllian of the attack, and the simulacrum”.
Development:

If the party is severely injured from the battle with the simulacrum, and cannot heal themselves, Gwenllian casts curative magics on them until they are healed.

If a PC died as a result of the attack, Gwenllian can reincarnate them now, though this costs a Level B favor or higher (or equivalent in lesser favors), as well as the normal costs associated with the spell.

If the PCs do not have enough favors, and still need a party member brought back, Gwenllian accepts a donation of spell cost x 2 to cast the spell immediately.

It is not necessary for the PCs to leave immediately, and they are welcome to rest on the banks of Lake Avon Ffyn before heading to Parn’s cabin. Gern, however, will not wait for more than two days.
Proceed to Encounter 3.
Encounter 3: Cursed sleep

Gwenllian has one of the Guardians, Gern, escort the PCs most of the way to Parn’s cabin. She is eager to speak to Cerian, as well as others, and does not believe the PCs are in any danger from Parn. 

Judge’s Note: Parn’s actual name is Parnelius, and he is a bronze dragon.  However, he is in his alternate human form, the former Gyric former soldier and general known as Parn.  Very few PCs should know this fact (it is revealed only in one Geoff module and one interactive), but any who do have been asked by Parn to keep it a secret. He does NOT reveal his draconic nature in this encounter.

Read the following:

Gern leads you around the perfectly round lake that is Avon Ffyn.  It must be three miles or more in diameter, and at times you lose sight of the two islands in the middle through the mist.

Finally arriving on the side opposite from which you began, the Guardian points to a small valley of pines that leads further into the mountains.  

“It is another mile north and west,” is all he says, and watches your party as you begin your climb up the rocky incline.

You push on another mile until you come to a small, plain, and lonely cabin in a hilly meadow.  It has no decorations though it is surrounded by a row of neatly spaced flowers. The cabin has one window and one door.  From inside you can hear the sound of loud snoring.
Parn is currently in his human form, sleeping to recuperate from the battles against the giants.  The door is locked (DC 40 Open Lock).

Any attempt to open the door triggers the encounter below.  Ask the PCs what they want to do.  Any PC that gets within 5 feet of the door or window may attempt a Listen check, DC 20+APL to hear Parn’s mumblings.  Anyone who makes the Listen check can hear mumblings like:


“…no, no, I will never join you…”


“…you cannot break the Land…”


“…brothers, watch your flanks!!!…”

Looking through the window reveals nothing.  It is covered in oiled lambskin, which is not transparent.  Besides that, Parn is in a different room.  

Also note that if the PCs resort to magic and or lock picking first, Ffiona frowns and says: 

“Couldn’t we just knock? We are guests after all.”
Judge’s Note: The combat is triggered just as the PCs are about to attempt to try the cabin door handle.  The PCs may have the means to enter the cabin, but they do not get the chance to do so before the combat begins.  Any attempt to enter via magic or mundane means triggers the encounter below.  Even in sleep, Parn has draconic senses, and his unconscious mind has picked up on the presence of outsiders.  Likewise, the nightmares have also taken notice. 

As the PCs try the door, or shout out or enter the cabin, read the following.  Feel free to modify the first sentence to accommodate the way the PCs decide to enter:

Just as you try the door, a tremendous thud shakes the ground.  Behind you an evil laugh is heard, followed by a second tremor.

Turning you see a giant cresting a nearby hill, grinning evily.

“Paaaaarn! Ooohhh Paaaaaarn! We are coming for you! We have never forgotten you! Time to come with us and finish our game!” The giant notices your party and his grin widens.  “Ah, but first a little diversion, hehehe.”

The creature has appeared quite suddenly and without any warning from over a hill.
APL 4 (EL 8)
Illusionary Fire Giant: hp X; see Appendix 1.
APL 6 (EL 10)
Illusionary Cloud Giant: hp X; see Appendix 2.

APL 8 (EL 12)
Illusionary Storm Giant: hp X; see Appendix 3.

APL 10 (EL 14)
Illusionary Eldritch Giant: hp X; see Appendix 4.

Tactics:

Giants: The giants employ mainly brute force in their attacks.  Being heavily influenced by Parn’s impression of the giants, they lack any real intelligence or subtlety.  Their first attacks concentrate on low wisdom fighters, rogues, and barbarians, who may not have the wits to realize that these are illusions, of a sort.

If a cleric or wizard becomes troublesome however, the giants switch attacks in an attempt to silence them.

For those PCs who suggest they could have heard the giant coming, let them make a roll if they wish, but they neither heard nor sensed anything out of the ordinary before the moment the giant appeared.

Ffiona: Ffiona is extremely frightened of the giant.  She makes ranged attacks with her longbow, attempts to stabilize fallen PCs, or attempts to wake up Parn (she never deals lethal damage). She does not get within reach of the giant if she can help it.

Judge’s Note: The giant is manifesting as per the shades spell (page 276 of the Player’s Handbook).  Once a PC interacts with the giant, he or she is allowed a Will save (DC 15+APL) to realize that what they are fighting is an illusion.  If they succeed, the illusion becomes only 80% real to them.  That is, any PC who makes their Will save takes only 80% of damage from the giant, and has a 20% chance to ignore non-damaging effects caused or created by the giant.  The giant cannot be dispelled, as it is not a spell but rather manifestations of Parn’s cursed and dreaming mind. 

If they spend some time (a move action) trying to convince others that it is an illusion, anyone who is allowed a save that round, by interacting, gains a one-time +2 circumstance bonus.  Note that a PC (or Ffiona) must interact (i.e. have physical contact with or launch a magical spell at the illusion) to be allowed a saving throw.

PARN’S CURSE

During his time as a prisoner of the Sakhut’s forces, Parn (in human form) was tortured and interrogated for months.  The conventional torture was of little effect (due to his draconic constitution), and he bided his time until intrepid adventurers rescued him.  Unbeknownst to him, he was also experimented on by a powerful (and now deceased) Sakhut arcanist. Since that time, his sleep has been tormented by nightmares of giants seeking revenge.  On a rare occasion, the nightmares manifest into reality (he has suspected as much, and kept this to himself), which is why he has taken to this cabin far from civilization.  With much rest, he has ridden out the curse, which seems to be abating, but he is still a very long way from being totally healed.

If the PCs somehow manage to get into the cabin during the combat to try to awaken Parn, he does not awaken unless the PCs do one or more very specific things.  To awaken Parn, and thus end the nightmare manifestation, the party must do one or more of the following:

-Cast remove curse on Parn himself.  This will end the nightmare just for this day.  He will then wake up normally.

-Cast dispel magic on Parn himself.  If the PC caster make a dispel check of DC 28, the curse/spell effect is suppressed for the day. He will then wake up normally.

-Inflict lethal damage to Parn.  For every 10 points of lethal damage inflicted upon Parn (AC 10), there is a 10% that he will awaken, thus ending the nightmare. The percentage chance to awaken is cumulative with the damage dealt. Parn has more than 100 hit points.

Judge’s Note: This should be considered a ‘back-door’ out of the combat, and not the ideal way to handle the situation, as any PC who spends time trying to wake up Parn might lessen the chances of the PCs fighting outside. However, it is important that the players have no clue from the DM that doing any of these things will work, but they do exist if any PC thinks to do them.

If the party does not try any of these things, the nightmare runs its course, and the PCs must simply fight the manifestation.  If all of the PCs retreat from the field, the giant will attack Parn, which will make him wake him up in a cold sweat. Parn is considered exhausted after his nightmares. He has also taken physical damage, though it is not evident from his appearance.  A successful Sense Motive check (DC 25) reveals that he is in pain or discomfort, but trying to make nothing of it.

Once the battle is over, read the following.  Modify the boxed text as necessary if the PCs were somehow able to get inside the cabin to try to awaken Parn:

The last wisps of the illusionary beast are swept away in a mild breeze.  Over your heavy breathing, you hear the click of a lock and a wooden door swinging open.  In the doorway stands a stocky man, with short, coarse brown hair and a close-cropped beard.  The hair on both his head and beard are graying.  His eyes take in the scene, with more than a little confusion.

“What happened here?” 

Allow the PCs to tell Parn the story of what happened.  He nods and ask questions about the battle and the creature that they fought.  If they injured him physically in their attempt to wake him up, he understands, and accepts their apologies. For his part, he helps any PCs who are injured or dying to the best of his abilites (any PC Parn tends to is automatically stabilized).

Once he knows what happened and the injured are taken care of, read the following:

The man shakes his head and steps aside to allow you to enter. “I apologize for this, please come in so we may speak.”

After you have entered, Parn excuses himself for a moment to freshen up and asks you to make yourself at home.  The common room is large and the furniture rustic but comfortable.  

Give the PCs a chance to settle into seats.

After a few minutes have passed the man comes back into the room, looking much better and carrying a tea tray.  “I hope everyone likes grey tea, it’s all I have at the moment.” He sets the tray down and pours for all of those who wish to drink.

“For those who do not know me, I am Parn.  I served the Brenin as his Cadofyth during the War of Liberation until my capture at one of the many battles of Gorna. When I was freed, I took revenge upon the giants, though it seems they did the same. Gwenllian says my nightmares are likely a curse somehow laid upon me. It would seem they are responsible for what you experienced, and I am truly sorry.  How can I help? Why are you here?”

At that, Ffiona speaks up. “I am Ffiona merch Melwyn, friend of Lady Sierra Blackblade. I began this journey looking for a way to ease her troubled mind and the path has lead me to these people and to you.” Ffiona pauses for a moment. “I am sorry we have troubled you.”

Parn waves his hand dismissively. “Think nothing of it. Who may I ask sent you to me though?”
Pause and let the PCs answer.  This would be a good time for them to give him the curious river rock, at which Parn smiles.

“Ah yes, that makes a great deal of sense. Well,” Parn stands and walks around the room, “I do thank you for coming here and I should share some background with you before I go further. I do ask you to keep this information in the strictest of confidence. If you have oaths that prevent this then so be it, but none of this is anything but my family’s business.”

Pause a moment to let the PCs give their assurance they will not talk about the information with anyone.  If the PCs have oaths that prevent them from such assurances, give them a chance to leave the cabin.

Parn sits back down.

“I married Sierra’s mother after she had given birth to Sierra. Sierra’s father had long left his family when courted her mother .  As some of you may know she is fey-touched but I will say no more about that.  In any event I raised her as my own and loved both her and my son Victor very much.

“They took similar paths in life, studying warcraft and dedicating themselves to protecting the weak. I was very proud of them both and still am.

“Victor however, disappeared at the beginning of the war. He was at Derelion when the giants invaded, and I believe very strongly that he fell into the Shadow Rift in the Dim forest.  Though I did not see this myself, trusted eyes who were there saw his happen.” Parn pauses and sips his tea, then continues on.

“Victor and Sierra were very close. He had a way of keeping her spirits up when times were tough. He would have been an asset to us in the war but there was never time to try and find him.  This bothered Sierra as much as it did me.”

“Yes, Sierra has been very troubled.” Ffiona states. She seems to want to say more but cannot find the words.

“Yes, she is.  And in my current state I am of very little use to her.  Dealing with the invasion, the regency, Melwyn, and of course the burden of Dusk has no doubt taken its toll on an already troubled mind.  It is a true testament of her fortitude and will that she persevered through the war.  Indeed, I think her single-minded focus on leading the Gyri kept her mind and her spirit strong.  But now, with the war behind her, old pains are new once again for her…”  

Parn pauses and then smiles for the first time since your arrival, “It would seem fortune has smiled on us all today, for we may be able to help one another.”

“I cannot help Sierra nor find my lost son but you worthies may be able to do both.  If you seek him on the Plane of Shadow, a dangerous mission to be sure, I can help you find your way there.  With all the troubles in the Dim lately, I know a man who has been studying the interactions of the two planes.  His name is Waylan Crabtree.  He is a Wayfarer amongst other things, and an expert on these matters.”

As Parn is about to continue a knock is heard at the door. Standing there is Gwenllian the Eglantine.

“I hope I am not intruding?”

Parn steps back and waves her in. “Not at all Gwenllian. You are always welcome. These ffolk you sent my way may be about to help me.  At least, that is my hope.”

Parn turns to the group. “Gwenllian knows everything I have just told you.  So you may speak of this freely in front of her.” Turning back to the archdruid, Parn sits and picks up his tea. “I am sending them after Victor. If he is alive…well, at the very least, knowing his fate, I know it would ease some of my pains and I am sure it can would do the same for his beloved sister Sierra.”

“Yes but they should know something before they go any further.” Gwenllian turns her gaze upon you. “I spoke with Cerian, the real Cerian, about her choker.  She was shocked at such a tale and swears she did not participate in the creation of any simulacrum.”

Parn’s eyes light up. “Simulacrum?”

Gwenllian nods at you, motioning for your group to explain.
Pause while the PCs explain the attack. Parn again asks specific questions.  He is quite concerned.

“A creature like that, so close to the Isle?” 

“Agreed.  What is more troublesome is that Cerian remembers giving this particular choker to our enemy in the Dim forest five years ago.  Apparently the enemy collected quite a few trinkets from the heroes of Geoff and the Sheldomar who dared venture into the Dim.”

“Why did it attack us?” Ffiona asks, suddenly very pale.

“Our enemy in the Dim is a seer and a savvy tactician among her other talents. It may be that she foresaw your journey here and where it will lead you.” Parn speculates.  “I will understand if you do not wish to pursue this matter, it is a lot to ask.”

Allow the PCs to back out if they wish.  If any of them do, go to Conclusion C. The module is over for them.  Those that will continue should affirm their commitment now.

“I will not shy from the task at hand.” Ffiona says, her voice a bit shaky, and her eyes glancing at you for support.  

“Then Ffiona has chosen her friends well.” The old cadofyth says and touches Ffiona on the shoulder. “All who travel this path do so with my blessing.” Parn pulls a signet  ring from his finger and hands it to Ffiona. “Show this to Victor when you find him, for I am confident he lives.  Show it to him and he will know you are a friend.”

“How will they get to the Plane of Shadow?  The only gate is at Derelion and that would be…”, Gwenllian leaves the statement half finished.

“No, not that way.” Parn says, “The Wayfarer Waylan has been researching other ways of getting to the plane.” 

“Ah yes, the First Ward was just telling me about that endeavor.” The archdruid replies, and then turns to the group,  “It would seem the fates are with us today.  Arawn, the First Ward of the Rangers, happens to be visiting the conclave on the Isle this week.  He accompanied Waylan to his research site just recently, and came here straight after.  I’m sure he would not be adverse to showing our friends here how to get to the wizard.  I will arrange it.”

Parn Q&A

Parn allows PCs to ask questions of him and answer them if possible. Extrapolate answers as best you can from the Adventure Background section, and Parn’s NPC entry.  At no time does Parn reveal his draconic nature, and he will be most cross with any PC who does in front of others. 

Development:

If the party is severely injured from the battle with the simulacrum, and cannot heal themselves, Gwenllian casts curative magics on them until they are healed.

If a PC died as a result of the attack, Gwenllian can reincarnate them now, though this costs a Level B favor or higher (or equivalent in lesser favors), as well as the normal costs associated with the spell.

If the PCs do not have enough favors, and still need a party member brought back, Gwenllian will accept a donation of spell cost x 2 to cast the spell immediately.

If a PC has a way of traveling to the Plane of Shadow (i.e. a 9th level cleric with the plane shift spell and the proper tuning fork keyed to the Plane of Shadow), Parn and Gwenllian both encourage them to seek out Waylan, as he is an expert in the field, and may be able to land them in the plane with more accuracy.  If they insist on doing it themselves, skip to Encounter 5, and modify the boxed text.  They will receive no experience for Encounter 4.

Once the party is healed and ready to continue, Parn and Gwenllian arrange for the group to be lead into the Barrier Peaks by the First Ward of the Olwythi gan Gyruff (tr. Rangers of Geoff), Arawn Strongbow.  He will meet them at Five Forks the next sunrise.

Encounter 4: path of the wayfarer
The party is heading into the higher elevations of the Barrier Peaks, where it is cold all year round, as they will discover in Encounter A. Their destination is an old monastery, where they will find the Wayfarer Guide known as Waylan Crabtree.  A successful Knowledge (Local – Sheldomar) (DC 13) or a successful Bardic Knowledge check (DC 10), reveals that Waylan Crabtree is a reclusive mage of some renown who survived the giant invasion, and now heads a school for orphans and refugee haven in the hidden village of Argel ys Aberva in the Dim Forest. Any PC who played GEO3-05 Debts Past Due has met Waylan before.

Encounter A: Journey into the peaks of Eternal white

You are waiting at the crossroads of Five Forks for the First Ward, when an especially large and fearsome looking dire wolf lopes out of the woods in your direction.  Before you can react, a voice follows it from the woods.

“Don’t be alarmed, she’s harmless…unless you give her cause.”

The horse-sized wolf turns its head back towards the woods and the man emerging, and you swear you hear it growl something that sounds like: “…speak for myself”, though perhaps it was a trick of the wind, before it turns back to size up your party.

The man walking out of the woods wears well-worn leathers, the glint of a mithral shirt visible underneath, and a forest green cloak.  He carries an elven blade at his hip, and his quiver holds arrows with green and black fletching, yet you see no longbow on his person.

His brown hair is almost haphazardly braided and he appears Flan save for his sage colored skin and his green eyes. 

Any PC that successfully makes a Knowledge: (Local - Sheldomar) (DC 10) check, knows this man to be the First Ward of the Rangers of Geoff.

 “I understand you are seeking Waylan Crabtree.  He doesn’t want to be disturbed, but Gwenllian says your mission is important, so I guess I can make an exception this one time. He’s further on in the Peaks, about a day’s trek, what the Flan highlanders call the Peaks of Eternal White,” the ranger says pointing to the snowcapped mountains to the northeast, “I do not have a great deal of time so we will need to travel fast and light.”

The trip to the monastery brings the PCs further into the Barrier Peaks, to the northeast.  Due to the elevation, it is much colder after the first couple hours of travel. The trip takes a total of 14 hours, and the PCs face colder temperatures, higher altitudes, and a forced march, as detailed below.

Allow the PCs to prove that they can protect themselves at least somewhat from the cold.  Cold weather gear, endure elements, or the like suffices, but protection from the elements is necessary.  An unprotected character must make Fortitude save every hour (DC 15, +1 per previous check) of take 1d6 points of nonlethal damage.  A character with the Survival skill may use the skill to aid himself and others as per the Cold Dangers rules in the Dungeon Master’s Guide (page 302).

Arawn expects the adventurers to be self- sufficient when it comes to traveling in hazardous weather, but he is compassionate, and does not let anyone go unconscious from the cold.  He uses his Survival skill to aid those in need if absolutely necessary (i.e. the party is completely and utterly unprepared for winter weather).  He and his awakened dire wolf cohort, Snowflake, are protected from the cold via endure elements.

However, the First Ward is in a hurry, so he moves at a forced march.  This is what a ranger means by fast and light. During the first 8 hours of travel, the PCs need only worry about the cold.  After that, they will also need to begin making Constitution checks, one for each of the remaining 6 hours (DC 10, +2 per extra hour).  If the check fails, the character takes 1d6 points of nonlethal damage. A character who takes any nonlethal damage from a forced march becomes fatigued (PH pg. 164). 

In addition to all this, the last 4 hours of the trek cross into high altitude (5,000  feet +) and the PCs must succeed on a Fortitude save each hour (DC 15, +1 per previous check) or become fatigued. The fatigue does not end until the character descends in altitude (DMG pg. 90).

Ffiona fails her last checks, which is why she collapses when the party arrives at the monastery.
Arawn is as good to his word and within a day he’s led you higher and deeper into the Barrier Peaks.  

Those unprepared for the cold mountain weather suffer from frostbite and snow blindness, and getting here has been a brutal exercise. 

The First Ward has sent an animal messenger ahead to Waylan to tell him to expect company.
You round a bend in the high mountain valley, and then you see your destination, an austere stone building, situated against the side of the mountain.  Several mountain paths meet within a hair’s breadth of its doorstep.  Arawn tells you that the paths, some of which could have at one time been considered roads, have fallen into disuse save for the occasional highlander traversing the mountainside.

You test the large iron-bound double doors and find them unlocked.  Inside, the foyer is made of stone and the walls are decorated with a repeating pattern, and there are two inscriptions facing each other on the flagstone floor just inside the doorway.

A successful Knowledge (Religion) check (DC 20) or Knowledge (History) check (DC 25) or a Bardic Knowledge (DC 25) reveals this place once housed an old and long extinct sect of the god of travel, Fharlanghn.  If a PC succeeds the Knowledge (History) or the Bardic Knowledge check by 10 or more, they will know it was once simply called Threshold, a place rumored to contain the secrets of planar travel, and that is is about 500 years old.

Anyone who can read Old Oeridian can read the inscriptions.  They say: “The road is the best teacher.” and “The prize is not the destination, but the journey.”

Footsteps approach from the corridor and a bookish, kind-looking older gentleman, rounds the corner and cocks a wary eye at you from behind his round spectacles, before beckoning you in.

“Well, come in then, and close that door, it’s warm in here and I’d like to keep it that way.  Arawn sent word he was bringing guests,” he says, nodding to the ranger behind you, “but neglected to say whom, so: Who are you?”

Ffiona, nearly breathless, clears her throat before anyone can speak. 

“I am Ffiona merch Melwyn, wife of Darian Malthus and student of Sierra Blackblade. These are my companions.” Ffiona introduces everyone by name.

“We have it on some authority that you may be able to help us.” Ffiona stops for a moment and seems to be considering her words. “Please it is very important and we have come so far.”

With that she collapses onto the floor.

“Bring her in here!” Waylan says, showing you the way to the hearth and a comfortable chair.
Once this is done, a Heal check (DC 15) reveals Ffiona is exhausted and simply needs some rest.

Once Ffiona is tended to, Arawn exchanges pleasantries with Waylan, bids farewell to the PCs, and then he is off into the night.

The commotion draws the attention of Heike (who is in the kitchen starting to cook a meal).  She comes out to investigate.

As you settle Ffiona into a cushioned seat in front to the hearth-fire, a tall young woman comes into the room, obviously curious as to the ruckus.  Her skin is a milky white, and her silvery hair closely matches it.  Her eyes are a brilliant blue, and they take in the scene, and your party, silently.

“Heike, these are the guests I told you about.  We have enough stew for everyone, yes?” Waylan asks.

“Yes, there should be enough for everyone.” The young woman says, her eyes scanning each of you, and then the form of Ffiona on the couch.
“Good, the young lass is exhausted is all, though I’m sure the rest of them are starved after such a long trek.”

“Supper should be ready very soon.” The young alabaster lady says, and walks back through the door to what you would assume to be the kitchen.

If any of the PCs played the Geoff special mission entitled GEO4-Delve The Doll House, they might have interacted with Heike, but still would not know her true features. If they recognize her name and ask about it, Waylan (and Arawn) merely say that Heike is a friend now.  The war is over.

If any of the PCs has played the Geoff regional adventure GEO5-03 Weight of Words, or GEO6-IS2 Child’s Play, they might recognize Heike from those modules. If a PC has the Favor of Heike Heinriksdotter, she quietly acknowledges that PC kindly. If asked about a certain child, she says he is safe. 

If the PCs ask who or what she is, they are told that she is a friend.  If they press for an answer, and succeed at a Diplomacy (DC 25) check, they are told that she is actually a cloud giant temporarily in that form.  They are also told that she is a friend now.  The war is over. 

If anyone who knows her history is rude to Heike, Waylan asks them to drop the matter.  If they refuse, Waylan warns them again.  If they continue, he expels them (using magic) from the monastery.  The module is over for that PC.

In the time between tending to and putting Ffiona to bed, and suppertime, the PCs may have many questions for both Waylan and Heike.  Use the answers below as a guide:

Q&A:

Q: Why are you here in this place?
A: Waylan: “Well, I’ve been looking for a way to close the portal to the Plane of Shadow at Derelion, not to mention the planar breaches that seem to be popping up all over the western Dim. My research led me to this place.  It is a very old monastery to Fharlangn, and holds untold treasures dealing with travel of a type not frequently associated with the Dweller on the Horizon anymore.”

Heike: “Luck, my feet, and some help friendly advice led me here. I’d heard about it in some of my more obscure readings, and thought it would be a good place to…get away from some of my less accepting kinfolk. It was not easy to find, hence I thought I’d not be easy to find.”

Q: How do the two of you know one another?

A: Waylan: “I was only familiar with Heike through the words of mutual acquaintances.  It was sheer luck that she turned out to be such a learned assistant.”

Heike: “I met Waylan here.  I had found the place, when he arrived, and we came to a mutually beneficial arrangement.”

Q: What have you found here?

A: Waylan: “Oh all sorts of wonderful things.  A most peculiar device, one which the Guild of Wayfarers will be most interested in I’m sure.”

Q: What of your kin Heike? (assuming the PCs know her true nature)
A: Heike:  “With the Sakhut gone, I am not in immediate danger from them, but my brother and some others still consider me a traitor, so I am better off here for now.”

Extrapolate any more answers as best you can from the NPC write-ups.

Go to Encounter B.
Encounter B: supper

Heike no longer has the luxury of Sakhut wizards to turn her into a human, so she spends most of her time in her natural giant form. The ceiling on the first floor of the monastery is quite tall (25’), and she gets through the doors by either stooping through the taller double doors, or activating a ring of blinking, which lets her pass through walls.

Occasionally, Waylan polymorphs her (which lasts over 30 minutes) into a human form so that she can do simple things like use the pots in the kitchen to cook dinner and such, which she is in the process of doing when the PCs arrive.  Heike doesn’t have to eat (she also wears a ring of sustenance), but she enjoys meals and good conversation. Other than height, Heike’s human form looks a great deal like her cloud giant form.  

Waylan discreetly casts polymorph on her again, just before dinner, so she can sit at the table with everyone else.

Ffiona is in a comfortable bed, resting.  You have checked on her several times and she assures you she is fine and just needs rest. She asks that you speak for her in negotiating the next leg of the journey.

The PCs may have some way of relieving Ffiona’s exhaustion, though she insists they save their resources for later.  If she is pressed about coming to dinner, have her explain that she feels the negotiations will go smoother without her.  She takes supper in bed. If the PCs insist, note the Diplomacy penalty for her presence. Although neither Ffiona nor Heike have cause to personally dislike one another, Ffiona has been influenced by Sierra and her intense animosity towards Heike.

Heike has prepared a fine meal out of what must be very basic supplies.  It is meager but more than palatable and even tasty.  

Waylan has not changed his clothes but Heike has changed into a short white toga, embroidered in gold thread.  She is also barefoot. Very little is said other than polite dinner conversation, and Waylan goes out of his way to ask about your childhood and adventuring experiences. The meal goes by quickly.  Waylan and Heike clear the plates and the old wizard returns with an amaretto for after dinner.

“So we know the basics of why you are here but I can tell you, helping you would be a lot of work on our part, not to mention likely dangerous. Now, I do not say that to sound small or cruel, but if you are going to use up our valuable research time, we are going to need more information. Tell us, what is so pressing?”
Heike has a Sense Motive of +25. She can easily tell when most people are not being forthcoming.  Although the two are acquaintances of convenience, they do get along, though they have different motivations and experiences with adventurers.

Role-play the situation with Waylan being friendly and understanding of adventurers and Heike asking pointed questions.  Once the players have given out the information that they need to go to the Plane of Shadow and they are looking for someone, they can begin Diplomacy checks.

The base DC is 40 to get Waylan and Heike to agree to help.  Give the players at most a +5 for good role-playing. Below are some additional modifiers:

· +1 for every round of Amaretto at least half the PCs indulge in (max of 5). Amaretto – DC 20 Fort Save; Effect: –1 to Wisdom. Effect is temporary and wears off after 8 hours of sleep. Effect can be cumulative.

· +2 if they have met Waylan and / or Heike in a previous mod (GEO3-05 Debts Past Due, GEO5-03 Weight of Words, etc.).

· +2 if the PCs possess the Golden Egg from GEO5-03 Weight of Words.

· +4 If the PCs reveal that they are looking for Victor Brightblade.

· +2 if the PCs can show documented proof that at least one of them has been to another plane.

· +2 If they mention that Gwenllian or Parn approves of and instigated the mission.

· +2 If they specifically mention they are trying to help Sierra Blackblade.  Waylan knew her, and helped save her life during the invasion of Gorna.

· +20 if any PC has the Favor of Heike Heinriksdotter  (her help is freely given, but she still has to convince Waylan).

· -4 If Ffiona is present at the dinner, due to her preconceived notions about Heike.

Feel free to give bonuses to the check as appropriate for extraordinary and relevant modifiers (i.e. a PC that is a Wayfarer Union member) not mentioned above, but do not exceed + 2 per additional modifier.

The PCs have 2 tries to get the Diplomacy check.  If they cannot succeed, then read the following.

Heike and Waylan share a concerned look. “I’m sorry, the procedure is simply too dangerous.  Honestly I do not feel comfortable opening a breach quite yet.” Waylan says.

Heike nods in agreement. “Indeed.  Though, if this is indeed a cause that means a lot to you, then I would ask you: How much does it mean to you?   What would you do to complete your quest?  You ask a lot, but what do you offer in return?
If the PCs offer gold or things of monetary value, they are told that gold does not interest Waylan or Heike.  If on the other hand, they offer their service, either to Waylan at Argel (teaching children and such), or to Heike, go to Encounter C. They now owe either Waylan or Heike a favor.

If the PCs do not agree, then go to Conclusion C. The module is over.

If the party makes the Diplomacy check, read the following:

Heike and Waylan seem convinced of the importance of your mission.

“It will be difficult, but I like a challenge. Heike?” Waylan lifts his glass.

Heike smiles and nods in agreement. “As do I. Let us drink to…endeavors.”
Go to Encounter C.  The PCs DO NOT owe a favor to Heike or Waylan.  

Encounter C: The Cosmonarium

Waylan leads you deep into the labyrinthine halls of the monastery, and it feels like you’ve probably gone into the mountain. You stop before a door that appears to be made of many metals.

“Welcome to the Cosmonarium, friends. Your first stop on your sojourn to the Plane of Shadow.” Waylan opens the door, spreads his arms wide and steps into a room.  Dozens of lights come on. The room is round, enormous and boasts several sets of brass dials, gears, disks. Concentric and intersecting colored hemispheres along the walls show the location of various planes and their relation to one another.  A very few seem to have some sort of yellowish energy around them.  

Upon second glance, you notice that the room itself seems to have been carved from a natural cavern. In the middle of the room, stands a squat, four-sided metallic obelisk carved with many faded runes.

The obelisk is made of astral driftmetal, and anyone making a successful Knowledge (Planes) check (DC 15) will know this.  They can get the same information if they ask Waylan.  However, even he hasn’t been able to decipher the runes completely.

“We have learned that this mechanism, in concert with the obelisk, is capable of controlling the otherwise random schedule of planar breaches. Further, I think it can actually cause and partly control that breach. Most fascinating.  I haven’t figured out exactly how it does this, merely that it does.  Truth is, were your mission not so important, I would prefer to research this contraption for a few more weeks at least before using it to slip between planes.” Waylan pauses a moment to allow that information to sink in.

“One thing I have noticed is that the Plane of Shadow has been breaching on the Prime Material plane as of late. In the Dim Forest alone there are at least a half-dozen, due to the activity of the fades there.  Our first test, opened a breach to the Plane of Shadow as well...on our first try.  Nothing came through of course.”

“Nothing that we know of.” Heike adds, entering the room behind you. “Shall I begin the attunement?”

“Yes, that will do.” Turning to your party he says, “I will need you all to gather around the obelisk and touch its surface.”  Once you have done this, the two set to task.

“According to my research, it will take many hours for the obelisk to attune itself to you, so please make yourself comfortable and be patient.” Waylan adds as almost an afterthought.

The PCs probably have questions of for Waylan about the Plane of Shadow.  Waylan essentially knows everything presented in the Shadow Plane description in the Appendices. 

At this point in his research, Waylan doesn’t know exactly where the breach will occur on the destination plane (the Plane of Shadow), but he does know that it will be in a relatively safe place, and that it will likely be within 100 miles of the Plane of Shadow equivalent of their current geographic position.

If the PCs ask the all important question “How do we get back out?” go to the ‘Getting Back’ subsection below.

If none of the PCs asks the question, Ffiona pipes up:

Ffiona, who up until now had been quiet, steps up to the obelisk with the rest of you. “What about getting back out?”

Getting Back
“This is a one way trip,” Heike answers, “you won’t be coming back the same way you left.” 

Waylan elaborates, “The breach will only last a few hours at the most, and even were we able to open another breach, it would not necessarily be in the same spot on the destination plane.”

“But getting back, oh well,” he says, as if the question is just not something he ever thinks about, “Now that is a dilemna for you isn’t it?  Let’s see, the Plane of Shadow is breaching ours on a pretty regular basis, but most of those breaches are in the western Dim Forest, and well, that’s not a safe place to be right now. Besides, the breaching pattern is never predictable.”

“Hmm, well, I have a planar fork attuned to our plane, the Prime Material.  I could lend that to you, but you would have to return it of course.” He says, reaching into his belt pouch and pulling out a two-pronged metal fork.

“And I guess you’ll be needing a spell to go along with that…are any of you arcanists…or a cleric?”

If one of the PCs is, and has plane shift on their spell list, he continues:

“Good, one moment.” he says.  He leaves and comes back a few minutes later with a scroll in his hand, “This is a scroll with the plane shift spell scribed upon it.  All you need do is read it, while holding the fork, and holding hands with your companions, and you will be returned to this plane.  You may have to walk a bit after you get back, but you’ll be home.”

Waylan has access to both clerical (from the monastery library) and arcane (his own) versions of plane shift scroll.  He returns with the most appropriate one given the party makeup. 

Whoever reads the scroll for the return trip has to make a caster level check, DC 10 for a cleric or DC 14 for a wizard or sorcerer.  Failure means the caster must make a DC 5 Wisdom check.  Failing the Wisdom check means a mishap occurs.  See page 238 of the Dungeon Master’s Guide for more information on scrolls and scroll mishaps. 

If none of the PCs is a cleric or an arcanist, he simply states:  

“Well, you can borrow the items and take your chances that you will find someone to aid you, or find a breach back to our plane, but there’s nothing else I can do to help you.”

The PCs do not know this at the moment, but Victor will be able to help them get back home. He has an arcanist and a cleric in his service, who will read the scroll for the PCs, though it will cost the PCs an additional Time Unit as explained in the Conclusion.

This is the last opportunity for the PCs to back out. Any PC who does back out, gets Conclusion C and the module is over for them.  Once everyone who is going is ready…

Heike intones a few words and Waylan throws a number of tumblers in different directions.  You settle in, as you wait for something to happen.  The obelisk begins to get warm to the touch, and you can feel it radiating a faint energy.   You sit there for a few hours before you notice the room getting darker and darker.  Soon, you cannot see Waylan and Heike anymore.  You can still make out the room, but they are simply no longer there, and the where a mechanism once lined the walls, bare dark stone is the only thing present. You have a feeling you are no longer where you began.

 End Part One

Encounter 5: welcome to The Plane of Shadow

The obelisk has created a ‘severe breach’, and the PCs have slipped into the Plane of Shadow by virtue of being in contact with the obelisk when it happened.  The room they are in now is almost a shadowy version of the room in the monastery, yet it is not the same, as it appears to be more of a natural cavern.  There is no mechanism present here, just stone walls and an exit out.  If the PCs stay in this room for an hour, the breach closes, and they suddenly find themselves back in the Cosmonarium on the material plane.

The room itself is lit in shadowy illumination, due to the breach still being ‘active’. PCs cannot slip back to the monastery at this point (unless they wait an hour) but enough light to see by filters through from the Prime Material plane. It is pitch black beyond the room.

Once past the room, the PCs are in a long natural cavern or tunnel, which leads them to the natural well that is the only exit from this place. 

The doorway that formerly led into the Cosmonarium looms ominously open, like a pitch black maw. Squaring her shoulders, Ffiona looks to you all and then looks towards the doorway, and waits for someone to take the lead.

Beyond the exit, the similarity with the monastery ends.  Instead, of a hallway to the left and the right, they now face a natural cave tunnel straight ahead.

The Long Cavern

You find yourselves in a long natural stone cavern, thirty feet wide and longer than you can see.  The tunnel leads in one direction.  There is no light in here and no sound, save what you bring.

Any PC that succeeds at a Knowledge (planes), (DC 20), check, reveals that the PCs are on the Plane of Shadow.  The natural cavern/tunnel is 120’ long and 30’ wide throughout its length.  See DM Map #3.
At the far end is a natural stone formation that vaguely resembles a well.  Its opening is about ten feet in diameter, and it butts up against the stone wall where the cavern ends. The ‘well’ is topped with a metal lid, into which a rune is inscribed. 

A successful Knowledge (architecture/ engineering) or Knowledge (metalsmithing) (DC 15)   reveals that this cover is constructed in the same manner as the metal alloy door to the Cosmonarium. A successful Int check (DC 10) reveals the same.  A literate character can also make a successful Int check (DC 10) to reveal that the rune means “DANGER”. The lid and the rune were in fact put here by the clerics of Fharlaghn after they discovered the dangers of the dark pool, and the creatures that sometimes reside within.

The metal cover is one inch thick, has a hardness of 15, and 30 hit points per inch. It is locked (bolted into the stone lip of the well) and magically trapped. The superior lock requires an Open Lock check (DC 40) to open. The only way to avoid the magical trap (short of a rogue’s skills) is to insert a planar fork attuned to the Prime Material plane into the keyhole, while reciting the old Fharlaghn maxim, “The road is the best teacher.”  The glyph/magical trap is triggered if the lid is broken or removed without the proper key and password. 

APL 4 (EL 2)

Burning Hands Trap: CR 2; magic device; proximity trigger (alarm); automatic reset; spell effect (burning hands, 1st-level wizard, 1d4 fire, DC 11 Reflex save half damage); Search DC 26; Disable Device DC 26. Cost: 500 gp, 40 XP.

APL 6 (EL 4)

Glyph of Warding (Blast): CR 4; spell; spell trigger; no reset; spell effect (glyph of warding [blast], 5th-level cleric, 2d8 acid, DC 14 Reflex save half damage); multiple targets (all targets within 5 ft.); Search DC 28; Disable Device DC 28. Cost: 350 gp to hire NPC spellcaster.

APL 8 (EL 6)

Flame Strike Trap: CR 6; magic device; proximity trigger (detect magic); automatic reset; spell effect (flame strike, 9th-level cleric, 9d6 fire, DC 17 Reflex save half damage); Search DC 30; Disable Device DC 30. Cost: 22,750 gp, 1,820 XP

APL 10 (EL 8)

Greater Glyph of Warding (Blast): CR 8; spell; spell trigger; no reset; spell effect (glyph of warding [blast]; 20th-level cleric, 10d8 sonic, Reflex save [DC 19] for half damage); multiple targets (all targets within 5’); Search (DC 31); Disable Device (DC 31).
Once the lock is removed, the cover must be removed from the opening.  The metal lid is quite heavy and requires a Strength check (DC 15) to slide off the ‘well’ opening. 

Once the PCs remove the metal cover, they remove the only thing between them and the shadow jelly on the other side.

The Dark Pool
The large natural ‘well’ is home to a shadow jelly.  The shadow jelly is in the dark pool just on the other side of the cover and attacks the nearest character as soon as the well cover is completely removed by the PCs. 

APL 4 (EL 6)

Shadow Jelly: hp 69; see Appendix 1
APL 6 (EL 8)

Shadow Jelly (2): hp 69; see Appendix 2

APL 8 (EL 10)

Advanced Shadow Jelly: hp 175; see Appendix 3

APL 10 (EL 12)

Advanced Shadow Jelly: hp 234; see Appendix 4

Tactics: 

The shadow jelly (or jellies) is lurking here, and is quite hungry for life and light.  The jelly is just under the metal cover, and simply looks like a pitch-black morass of something unpleasant, until it attacks. 

Once the cover is removed, the shadow jelly attacks the nearest creature relentlessly.  Until it moves out of the well completely (a single move action), it is considered to have cover from the PCs and the PCs have cover from it. It attempts to grapple any single target that deals a lot of damage to it. Once it has caught a foe, it attempts to withdraw into the ‘well’ with it’s prey. 

At APLs 8 and 10, the shadow jelly is huge and is therefore squeezing inside the 10’ by 10’ ‘well’.  Because of this, it takes a –4 penalty to attack rolls and AC (negating the cover bonus) while it moves, at half speed, out of the well and into striking distance.

Developments: 

Once the PCs are through with the jelly, they can easily enter the pool (‘well’), which is the only way out of the cavern.  If they decide to not go through the pool right way, they can rest in the hallway undisturbed.  If they go back to the room within an hour, and are inside when the breach ends, they find themselves back on the Material Plane and have to start the whole process over again.  This costs them 1 extra Time Unit.

Once the party gets a look at the pool (minus the shadow jelly), it becomes evident that it does not hold water, but rather some sort of chilly, liquid energy, which whirlpools ever so slowly.  If the characters experiment before plunging in, reveal some of the traits as described below.  The ‘liquid’ is not actually a liquid, it is thicker than water, and can be breathed, but it is painful to do so.  If anyone drinks the energy, they must make the Fortitude save (DC APL+10), or sustain a point of temporary Strength damage. When they are ready to take the plunge, go to Encounter 6.

Encounter 6: shades of Grey

The Vortex

You enter the dark, slowly whirling energy, and find that it spins faster once past the surface. Soon you are in a vortex of liquid energy.  The energy surges buffet you from all sides, sapping your strength.  Occasionally, even darker wisps of black energy touch your skin and for a moment all color is lost.  

The party must move through the shaft here very quickly as the negative energy can sap their strength.  They can swim through the energy, or climb (though climbing is half as slow as swimming as detailed below).  Each round the PCs must make a Swim (DC APL +6) check to move.  If they make it, they can move at half speed (they may take a double move action).  

If they fail the check, a PC can only move at one-quarter speed (round down) by using the rough walls to climb along. A Climb check is not necessary to move at only one-quarter speed, unless PCs wish to make a double move action while climbing, which then requires a DC 15 Climb check. Failure means they only move at one-quarter their base speed that round. The shaft slopes down for the first 20 feet, and then begins curving upwards at an angle. It is 100’ long in total.

Also every round, they must make a Fortitude Save, (DC APL+10) due to the negative energy buffeting, or lose one point of Strength. This is minor and temporary negative energy effect and is regained quickly once the party is out of the vortex at the rate of 2 Str per hour. 

Assume that Ffiona is able to make her checks.

Note: If any PC capable of channeling positive energy (turn undead) tries to do so into the dark pool, the positive energy negates the Strength draining for 1d6 rounds. 

Developments:

The well tunnel empties out into the bottom of a shallow pond.  The PCs find themselves inside a small lake near the steading of resident of the Plane of Shadow. First though, they must get out of the water in which they find themselves.

It is almost imperceptible at first, but you become aware that the coldness is no longer from the dark energy, but rather from frigid water, and find yourself swimming in a literal sea of blackness.  Sound is distorted and your lungs cry out for air.  Instinctively you hold your breath as you realize this is no longer energy but very cold water.

All PCs should make a Swim check (DC 5) or an Intelligence check (DC 5) to orient themselves and move in the correct direction.  Once oriented, the PCs can float, climb or walk to the surface as they are only in 10 feet of water. If a PC fails a check, he remains unable to find his way up to the surface and continues to be submerged.  A check must be made every round, and though unlikely, the PC can drown if they do not make it to the surface.  See the rules for drowning on page 304 of the Dungeon Master’s Guide.

Special Note: Asherati PCs are fully submerged for a minimum of one round for the purposes of drowning.  If they fail to make the first Swim or Intelligence check, they may remain submerged longer.

Your sheer determination pushes you to the surface, where you appear, gasping for air.  The shore is close by, and a few steps later, you find you can stand out of the water. Soaking wet, waterlogged and sapped of strength you collapse on the rocky shore of this small lake.

Around you everything is black, off-white, or some shade of gray.  Nowhere is there any color.  It is alien and the air is cool against your skin.  No powerful sun rules the sky but light, muted and lacking warmth, comes from somewhere over the horizon.
A successful Knowledge: Planes (DC 15) reveals that this is the Plane of Shadow. See the description of the Plane of Shadow in the DM Aid appendices. 

Your strength seems to be slowly returning.  Looking around, you see what appears to be a traditional Gyric steading.  A short wooden wall surrounds a single story house.  Inside the walls, a small but many branched oak tree stands over a well.  Near the gate to the steading, an older looking woman in a plain dress is watching you.  She leans against a farming scythe, her right hand wrapped tightly around it.  It seems to be supporting her weight.  In her left hand is a wooden cup from which she is apparently drinking.  Although she is visible, half of the time you could swear she blends neatly into the background, making her all but disappear.

Local ‘Color’

The woman is a native to the plane named Aemerelda.  She is a simple farmer who lives alone in her steading.  She is also what the Gyri call a fade (a being with the shadow creature template, see description in the appendices), and anyone who has encountered fades in the Dim Forest recognizes her as such.  

Aemerelda is suspicious of brightlings, and especially those that crawl out of the pond.  Her grandmother told her tales about it being haunted and how strange creatures would rise from it now and again, though she had never seen herself this until today. She is very wary of the PCs, though she is neutral in outlook.  Living so close to a regular breaching area has exposed her to traits of the land of the Grand Duchy of Geoff, and she is no longer evil as many of her fellows are.  This does not mean she is an ally of the PCs and Ffiona, just that she would prefer to avoid any confrontation.

All APLs EL 1

Aemerelda, Female Human Commoner, hp 6;

Note: If the PCs pick a fight with Aemerelda she defends herself and then dies horribly when the first PC hits her.  If the PCs do pick a fight with Aemerelda, they immediately start to glow red.

Aemerelda Q&A

Aemerelda is not helpful or friendly but she is not hostile.  Below are a series of questions that she can answer.  If the PCs do not match the necessary Diplomacy DCs, she simply says “I do not really want to talk about that.” or “I don’t know.” (Her Bluff check is only +1 when she doesn’t answer truthfully.)

Q: Where are we? DC 5

A:  “You are on my steading.  I live in the Long Fields of Cysgod Annwn (pr. kus-god ahn-oon), on what you motleys call the Plane of Shadow.


Note: A Knowledge (religion) check, (DC 12), and proficiency in the Flan language, reveals that Cysgod Annwn is an old and rarely used Flan term for ‘the underworld’. A place for souls that are ‘out of the Circle’.

Q: Who are you? DC 5

A:  “I am Aemerelda. Who are you?  Surely they give you names in those very bright places.”
Q: Do you know where Victor Brightblade is or know of him? DC 15

A: “Victor is at his fortress to the south, on the Clouded Hills.  He resides there when he is not out doing battle.

Q: Whom does Victor battle? DC 15

A: “He fights the tymestyl, fey-creatures, who have invaded out homeland.”

Q: Why are you attacking us or why are you helping the shadow dragon? DC 25

A:  “I am not attacking you, brightling.  I do not serve any dragon.”

Q: Who is in charge? DC 20

A:  “At the moment Victor of the Bright Places is leading us.  He has proven his worth to us.”

Q: Do you have druids here? DC 5

A: “Yes, the revered elders tend their groves thoughout this land.”

Modifiers:

· +2 If no one draws a weapon or acts in a hostile manner.

· +2 If PCs go out of their way to be friendly towards her.

· -5 If anyone is openly favorable towards Fey or is obviously Fey-touched.

· +2 If anyone is an Old Faith druid.

Of course, if diplomacy doesn’t work, the PCs can try to intimidate Aemerelda to get the same results.

Aemerelda is willing to answer basic questions about the land, though she doesn’t know much of what goes on beyond her locality.  She speaks Flan, though it is a strange dialect, and if the PCs begin to ask her about Gyric things, some things match with the Prime Material Geoff, but others do not.

Any PC who attempts to get his bearings with a Knowledge (geography) check, find that the mountains in the distance could be the Barrier Peaks, but they cannot discern any single unique mountain or landmark. Again, the land matches Geoff in general, but is almost an abstract version.

If the PCs manage to get the information about Victor out of her, she bids them fair journey.  She does not offer them or sell them food or drink or any supplies at all though she tells them that the water from the small lake is safe to drink.

Once the PCs are on their way, read the following:

You are off, leaving the small lake and steading behind.  Ffiona seems a little lost but she gamely keeps her place in the groups’ order.  You cannot help to feel that a thousand unseen eyes are on you as you cross this barren landscape.  At times, you swear you could almost hear faint moans of the rattling of chains in a dark and disturbing rhythm.

Developments: 

Any Strength damage lost to the vortex returns at a rate of 2 points per hour, however, any Strength damage done by the shadow jelly returns at the rate of one point per day (2 points per day if the character gets complete bed rest). It can also be offset through spells like lesser restoration.
If the party needs rest, they can camp on the shore of the small lake.  Aemerelda does not willingly, under any circumstances, let the PCs into her steading. Once they’ve rested, they can move to the south in their search for Victor. 

Go to Encounter 7.

Encounter 7: Victor Brightblade

If the PCs convinced Aemerelda, one way or another, to reveal the location of Victor Brightblade, they travel in the general direction along a road that leads to the Clouded Hills.  This brings them directly into a combat being waged by Victor and his allies against the tymestyl.

The tymestyl forces have just executed a sneak attack on Victor’s traveling party, and have stolen the sword Dawn. Vadak, one of the two shadar-kai leaders has escaped the battle with the sword, while his kin wage a fight against Victor and his men-at-arms.

After the battle, the PCs meet and converse with Victor Brightblade, finding out a good deal of information in the process.

Go to Sounds Like a Fight: 

sounds like a fight

By the time this encounter happens, any and all strength lost by the PCs as they made their way to the Plane of Shadow has now been naturally regained, except for strength damage done by the shadow jelly.

As the PCs and Ffiona travel along the road, they near the site where the battle is under way. The PCs have a chance to hear the battle before they see it, as it is happening in between two hills further on along the shallow valley along which their road winds.

The PCs can begin making Listen checks when they are 200 feet from the battle. The DC is 15 due to the distance and the hilly terrain between them and the fight.  If they fail the check, they can retry every time they move, the DC decreasing by 1 for every 10 feet of movement.  Once they are within 100 feet, the road doglegs and they will round a bend in the hill, at which point they can see the battle just ahead.

You make your way along the only road you can find as it seems much safer to do so.  In many ways the bleak landscape has an eerie familiarity to the lands of Geoff but everything is muted and colorless and slightly off from what you would normally expect.

Several hours pass and your strength seems returned to you though your body still feels a slight chill.  It does not seem possible to get warm here.
If the PCs made their Listen checks, they may want to scout ahead or cast preparatory spells.  If they send a scout ahead, describe the battle as detailed below. In any case, when they round the bend, both parties will spot them.

You round a bend in the hill, and you see the source of the noise.  Ahead of you, two groups fight along the road between two hills.  One group is almost elven in appearance. Their lithe bodies expertly swing spiked chains through the air, dominating their part of the battlefield and holding their enemy back.  Oddly, they are each surrounded by a pale red light.

The second group is packed tight into a shield wall, moving behind their longspears while a few throw large hafted spears through the air at their chain wielding foes. These are definitely fades, like Aemerelda and like the creatures that have been infesting the Dim.  Among these however, is a man who is much easier to spot.  It is quite clear that even though he has been touched by this place, the plane has not consumed him. He has color, like you.  

He spots you as you round the bend, and you suddenly have his attention.  The momentary lapse nearly costs him his life as a spiked chain flies through the air at his head.  At the last moment one of his allies raises a shield to deflect the blow.

“Strangers! Do not stand by there! Help us fight these fiends if you are no friend to thieves and murders.” He bellows over the din of battle, and with that, his attention is returns to his enemies.

Some of the pale elf-like warriors, who were circling the group at a distance also notice you, and they turn to face you, their chains whirling menacingly.  They are between you and the melee, but do not seem to be advancing.

The man who has color, like the PCs, is obviously from a realm other than the Plane of Shadow.  This is Victor, and though the PCs do not know this right away (the noise of the battle prevents them from hearing the man-fades refer to him as such), they can make an educated guess.

The PCs can intervene if they wish or they can sit the fight out.  If they’re so inclined, they can even aid the tymestl in the battle. If they do nothing, the tymestyl eventually retreat from their attack, to join the rest of their brethren some distance away by now.  If for some reason the PCs attack Victor and his allies, Victor escapes and calls out the Host. Go to Conclusion D: The Host. The module is over for the PCs.

If the PCs choose to aid Victor and fight the Tymestyl, go to Melee on the Road.
melee on the road

Vinda A’Morak, sister of Vadak (who has already escaped with Dawn) leads this rear-guard contingent to stave off Victor’s pursuit.  Her forces outnumbered Victor and his men until the PCs arrived. 

She and her cohorts engage the PCs should they approach the battle.

APL 4 (EL 6)

Vinda A’Morak, Female Shadar-kai Rogue 2: hp 27; see Appendix 1.

Shadar-kai (4): hp 14, see Appendix 1.

APL 6 (EL 8)

Vinda A’Morak, Female Shadar-kai Rogue 6: hp 37; see Appendix 2.

Shadar-kai, Rogue 2 (4): hp 30, see Appendix 2.

APL 8 (EL 10)

Vinda A’Morak, Female Shadar-kai Rogue 6: hp 47; see Appendix 3.

Shadar-kai, Rogue 3 (4): hp 36, see Appendix 3.

APL 10 (EL 12)

Vinda A’Morak, Female Shadar-kai Rogue 8: hp 57; see Appendix 4.
Shadar-kai Rogue 4 (4): hp 42, see Appendix 4.

Tactics:

Ffiona: Ffiona heeds the advice of the PCs. If the PCs don’t make the connection, Ffiona blurts out that the man who yelled out to them has to be Victor.  Even if the PCs don’t, she takes the initiative and will try to help his group.

Shadar-kai: At the moment all are under the curse of the Llygedyn (the pale red faerie fire glow about them).  They cannot use their Hide in Plain Sight ability, they have a –10 to their Hide checks, and they cannot use the ever-present shadowy illumination to make Hide checks (as anyone can normally do). While under this effect, they need cover or total concealment to attempt a Hide check. It should also be noted that Shadar-kai are NOT shadow touched and do not have the Shadow Creature template unless otherwise noted.

Vinda A’Morak and her gang: Vinda and her shadar-kai companions have only one goal: ensure Vadak escapes with Dawn.  Vinda was about to call a retreat when the PCs arrived on the scene.  If they engage, Vinda calls a retreat after six (6) rounds of combat with the PCs. If Vinda goes down, the remaining shadar-kai will not retreat or surrender.

Environment: 

The terrain off of the road is rough so PCs (and NPCs) cannot run or charge.  They may double move without penalty and all squares are still considered 5’.

Development:

If the shadar-kai attempted to retreat, Victor and his group do not follow.  The PCs may do so, but Ffiona asks that they stay with their newfound allies.

Vadak, who escaped with Dawn before the PCs arrived, cannot be tracked as he is under the effects of pass without a trace, remove scent, and fly.

Upon getting a better look at the bodies, any PC with Knowledge (the planes) can make a check (DC 13).  Success reveals that these creatures are called shadar-kai (shadowy fey). Physically they are taller than average humans, yet slender and elf-like with pale gray skin, dark eyes, and long white hair. Their skin is covered in various manner of tattoos and strange piercings. Strangely, they are darkly beautiful even in death. 

Meeting victor brightblade

Once the battle is over, Victor checks his group’s status, and then thank the PCs and Ffiona for their help.

Once the melee over, the man of color like yourselves comes over to you.  He is tall with a bronzed complexion, but besides the fact that he is not a fade, the most striking thing about him are his golden-yellow eyes.  They are almost…reptilian. 

A Spot check (DC 15) also reveals what appear to be scales on the periphery of his face and along his neck.

“Thank you, thank you for your aid strangers.  My companions and I were waylaid on the road by a much more formidable force than what you saw, and I am afraid that one of their number escaped, before you arrived, with what they came for. But, please, forgive my manners, first things first.”

If he sees that the party is injured, and cannot heal themselves, Victor waves a cleric over to aid the party.

“I am Victor Brightblade, a Prime like yourselves.  This place is Cysgod Annwn (pr. kus-god ahn-oon). Who are you and how did you come to be here?”

Allow the PCs to answer Victor before Ffiona begins her explanation.

With that, Ffiona clears her throat.  She flashes you a slight smile as if to say ‘here we go again’ and then her attention turns to Victor.

“I am Ffiona merch Melwyn and we have come a very long way to see you, Victor Brightblade.”

Victor’s eyes seemed confused for a moment and then gain a glimmer of recognition. “Daughter of Melwyn, yes you were… very little the last time I saw you.  I cannot even remember where it was.” He says, lost in a memory for a moment.

You notice many of the fades in Victor’s band looking your way suspiciously, and Victor seems to notice the same.

“Let us talk.” he says, leading you a bit up the hillside and away from where his companions are performing their duties.

Insert a pause to allow the PCs to form a group around Victor away from his companions.

“You make them uncomfortable, as I once did. I earned their respect by fighting alongside them, after so long I have even earned a place of leadership among them.  If you stay long enough, you may do the same though from the look of you, I’d wager that is not your purpose here.”

Victor kneels against the hillside to rest himself, and waves for Ffiona to continue, which she does.

“I am the student of your half-sister, Sierra Blackblade. Her mind is troubled by events that took place during the war, and perhaps by deeper things that came before. I am indebted to her, and am seeking a way to relieve her burden. These fine ffolk agreed to help me in what has become quite a quest.”

Ffiona lowers herself to the ground and sits cross-legged. “Our journey took us to your father and he thought that perhaps finding you might be the answer.”

“My father,” Victor stands and walks around, obviously troubled. ”My father did not deem it worthy to come himself? After so long did he just give up on me?”

“His wounds still run deep, and he is still healing.  He fought against the giants, sacrificed much, as did we all.  He was even a prisoner of the Sakhut for some time.” Ffiona responds, her voice taking on a more forceful edge. “He never believed you were dead.”

Victor’s head cocks towards her. “Surely, someone could have…where were all of my friends these last years?”

Insert dramatic pause.

“Dead. Like my brothers are and my father was.  Like many Gyri, most of your friends gave their lives fighting the giants.” Ffiona explains.

Victor says nothing for several long moments. Finally he speaks. “I do not know what I can do for my sister.  I will contemplate it.  In the meantime we should rest. Whether you fight with me on the morrow or not, you will need your strength.  We can use the time to get to know one another, as I’m sure you have many questions, as do I. 

Allow the PCs to ask Victor questions.  He answers to the best of his ability.  During the Q&A feel free to have Victor ask questions of the PCs such as: “What’s happened in Gyruff these past years? What news?”

He is curious to know anything the PCs can tell him. Ffiona is uncomfortable when talking about her father and allows PCs to fill in any details they wish.

Victor Q&A

Q: What were those things you were fighting?

A: “Tymestl.  They are called tymestl by the native ffolk.  The scholars call them shadar-kai, or dark fey. They have invaded our land over the last few years, but during the last winter cycle, their numbers grew considerably, and they now threaten to overrun Cysgod Annwn.”

Q: Why were the tymestyl glowing red?

A: “There are ancient standing stones here in Cysgod Annwn called llygedyn, illuminators or… enlighteners, as you please. They, like the standing stones in Gyruff, are somehow connected to the Land and the ffolk.  These however can recognize threats to the Land and the people. It is the llygedyn that causes the shadar-kai to glow red, and reveals them as enemies for all to see. Now the tymestyl have destroyed all but one.  It is to the last llygedyn to which we were heading. To protect it.” 

Q: What did those tymestyl steal from you?

A: “A powerful weapon.  It was wielded by the Regent, until she was killed by a tymestl assassin. Fortunately I had been able to secure it after her death, while also keeping it from Havgan, who would like nothing more than to wield Dawn and validate his claim to the throne of Cysgod Annwn.” 

Q: What can Dawn do?

A: “Dawn is a sword imbued with potent magic. It makes a good warrior a great warrior.  It can also radiate light that renders those who hide in shadow powerless, but it’s most powerful magic keeps life force safe from negative energy.” 

Q: Who is the leader of Cysgod Annwn then?

A: “Until recently, it was the Regent, Serena. Now, the majority of the ffolk follow Havgan, and a brave few call me their war chief.”

Q: Do you know why there are fades attacking the Dim Forest and Gyruff?

A: “All that we know is less than one year ago, a gigantic army of tymestl, plunged onto Cysgod Annwn.  We do not know where they came from. They attacked our lands and killed our Regent.  Many of our people, those who follow Havgan, a powerful war chief here, blame the lands that cast so many shadows here. Havgan and the majority of the warriors of this land have joined with Hasforenses the shadow dragon in her bid to spread shadow over the lands of Gyruff and beyond. They believe it is the only way to protect themselves from the ramifications of what happens in Gyruff.”

Q: What do you know about people turning into fades if they’re killed by a fade on our home plane?

A: “I’ve never heard of such a thing.  Are you sure this is the case? The fades here are individuals, not too dissimilar to beings on our plane, save they are beings of shadow and have inherent powers as such. Perhaps it is only a wives tale?”

If the PCs insist it is not, he says: “Then perhaps it is a result of the corrupted Heart of the Forest at Derelion? It has great influence in the Dim. I cannot say for sure.”

Q: Do you know anything about the shadow dragon or priests of Falazure here on the Plane of Shadow?

A: “Hasforenses is an extremely crafty and powerful shadow dragon, who seeks to expand her dominion. Long before I arrived, she had quite a following here. A few cycles ago, primes who follow Falazure began to appear in the armies of Havgan, a war chieftain in these lands.  He and his warriors follow Hasforenses, and we avoid them whenever possible.”

Q: How did you get here and what have you been doing all these years?

A: “I fell through the shadow rift that was accidentally opened during the battle of Derelion. I was captured by Hasfornses’ followers here for a short while, but was able to gain my freedom. I gained the favor of the Regent of Cygod Annwn and served her until her death.”

Q: How many do you count in your forces?

A: “This score you see are only my advance force. We will be joined by more tomorrow. In total however, I have only a few hundred men under my command, mostly those loyal to the late Regent, who do not burn with as much hatred for primes such as us.  Havgan has many times more, and while we both have a common enemy in the tymestyl, that is all he and I have in common.”

Q: What gods are followed here?

A: “Some of the same as in our land…for the most part.  The darker gods prevail here though, and those who worship the more righteous gods are unheard of in this land. The majority of the druids here revere Nerull, while a few, like the ones in my band, revere Beory or Obad-Hai. The Old Faith exists here, but only includes those three gods.”

Q: Why do you have strange eyes/scales?

A: At this, Victor will pause, look at Ffiona briefly, and continue, “I am half dragon.” He says matter-of-factly. He does not elaborate further than that, as it is not relevant.

If the PCs ask questions not covered above, extrapolate answers as best you can from the Adventure Background or the NPC write-ups in the appendices.

For his part, Victor asks the PCs about the current state of Gyruff, and the notable heroes who survived the invasion. When the questions and explanations are done, Victor asks one last thing of the PCs.  Read the following:

“I do have one important question to ask of you. It may be ill-mannered to ask such from boon companions, as we’ve only just met, but I’ve seen enough to know your mettle and your merit.  If it is in you, we could use the help in the coming battle.”

“You see I believe the tymestl will take this opportunity to destroy the last llygedyn.  We were headed there, as we got word of a great number of tymestyl headed in that direction. Now that they have Dawn…” Victor leaves the last words unformed. “Well, sufficed to say, we could use hands such as yours tomorrow. What say you?”

If the PCs agree to aid Victor once more, continue:

Victor thanks you for your patience and the news of his home. He stands and summons over three guards, two of which are carrying camp supplies.

“These are Hastyl, Llewddha, and Tegwen. They will show you where we will set camp.  They will also be your guides and escorts while you are here.” Two men and a woman approach.  Even compared to the other fades from this place, these folk look grim.  Their colorless skin is scarred and their dark armors bare the marks of numerous battles.  The trio leads you over to a rocky outcropping on a hill and begins to pitch tents.
Fade Q&A

The three fades have little to say, though Hastyl is the most curious and Tegwen the least.  She is more pale then the others and very abrupt in her conversations.

All three answer questions if asked directly, though they do not initiate conversation.  Extrapolate answers from the Cysgod Annwn write-up and the Adventure Background. All three follow Victor because of his battle prowess, yet still view the PCs with a hint of suspicion. 

The whole band is camping for the night, and the three escorts Victor introduced will camp with the PCs, sharing watch overnight.  The night is uneventful.

Proceed to Encounter 8.
Encounter 8: battle for the llygedyn
This encounter occurs a day after Encounter 6. Victor and his band are en route to Llew’s Hill, which is the location of the last llygedyn (aka illuminator or en-lightener). The encounter ends when the PCs and Victor fight the tymestyl as they attempt to extinguish the llygedyn.

Victor’s host is actually quite small, and they suffered more than a few casualties in the latest attack.  They are camping here and waiting here on a hill along the road for the rest of their troops, who are en route. Once the reinforcements arrive, the combined host will travel to Llew’s Hill to defend the last llygedyn.  

Allow the PCs to mingle with the fades in the ‘morning’ and during the journey.  Make it clear that they do not seem to be very comfortable around the PCs. However, the more they see the PCs fighting alongside them, the more the natives begin to warm to the newcomers.
LLew’s Hill

The PCs and Ffiona are able to rest and recuperate for eight hours.  Once they are done and have chosen all spells for the day, read the following:

The sound of many boots marching interrupts your rest, and your escorts motion for you to come with them.  Looking beyond them you see several dozen more troops approaching. They are a mix of warriors carrying long spears and shields.  A few lighter troops with spears and javelins, as well as a few archers, are following them.  Most are dressed in leather or mail.

From behind you, Victor approaches. “I hope you all slept well. “ He hands Ffiona and each female member of the group a very dark rose. “It has become tradition that the women warriors among us wear these in battle, to honor the fallen Regent.”

His attention goes towards the coming troops he speaks quietly. “With these we number slightly less than a hundred. If we cannot win the battle with this number then I do not know what we can do. Are you still with us? Can we still count on your swords this day?”
Victor is only looking to confirm what the PCs affirmed yesterday.

If the answer is yes, continue:

“Excellent.” It is all Victor says. He nods to you and your escorts who also seem pleased you will be joining them.

“Truly, you are a boon sent in our time of need.” Hastyl says and shakes everyone’s hand.  Llewddha passes around a small jug for everyone that contains a burning liquid.  For her own part, Tegwen simply looks less glum, yet still eyes your group suspiciously.

Victor leaves to greet the arriving force, and begins mobilizing the survivors of yesterday’s battle, many of whom are now sporting new weapons and armor taken from their slain enemies. On the opposite hill, several figures dressed in the trappings of druids move over to where the shadar-kai bodies are piled and begin summoning.

After a while, the dark earth around the bodies begins to convulse. Large hands made of rock rise silently from the ground, and begin to pull the bodies of the tymestyl down into the soil. Soon there is nothing left where the bodies once lay, save for some disturbed earth.

If asked, the escorts explain that it is tradition to bury the bodies of enemies deep, deep within the earth and rock whenever possible, to prevent their rising again. Old Faith followers immediately note how this differs markedly from the Gyri tradition of burning the bodies of the dead (to prevent them from returning as undead).
On a signal from Victor the combined groups form up and move out. “Come on then.” Tegwen says and leads your group to join the others.

Many hours of restless marching later, you come to a hill. Its slopes are much broader than they are steep, and bear no grass upon them. The hill’s most unique feature however are the hundreds of standing stones, as tall as men, that spread in concentric rings from the top of the hill all the way to the bottom. At the peak of the hill is an immense standing stone that dwarfs the others around it. The dolmen is made of some dark rock - darker than even the shadows here - but constantly crackles with a reddish lightning that plays along its surface. You’re not sure where the notion comes from, but you get the feeling it can see everything around it.

“That is the llygedyn. It is our ‘illuminator, or ‘en-lightener’. With it our enemies are marked and are revealed to us. It is the last one. The tymestl have snuffed out the rest.” Tegwen states, and looks back at you. “Be glad it sees you as a friend.” 

Victor approaches your group. “The others have their duties. We will throw up works around Llew’s Hill and protect the llygedyn.  Your place in the line will be…” His words are interrupted by a yell from Hastyl.

“The tymestl are upon us sir!” On the other side of the hill, in a small valley between two rocky knolls a wave of red glowing humanoids is approaching.  Most are on foot, some ride large shadow beasts. 

“And no sign of Havgan’s men.” Tegwen growls.

“At least we have the outsiders with us!” Llewddha swallows the last of his swill and throws the jug down. Burping, he slaps Ffiona on the rear. “Just stick with us!”  She is shocked for a moment but then regains her composure.

“Uhm, of course!” She smiles and nods and then moves closer to you.

“No time to set defenses then. Tegwen, take Hastyl and Llewddha and concentate on their casters.”

Victor turns to you, “Ffiona, you’re with me. I’ll need your bow to cover my front line. The rest of you, make your stand before the first ring.” He says, pointing up the hill, “Keep the west side from being overrun. I will join you when I am able.” 

“Looks like you’ll earn their respect today, just pray you live to enjoy it!”  Victor adds over his shoulder as he is off, drawing his sword and shouting orders to his warriors. Ffiona gives you a quick look, and takes off behind Victor. In a heartbeat, it is a race to gain the high ground before the enemy does. The first wave of glowing tymestl swarms the front line. There must be hundreds of them. More than a few make it past the front line, dodging between the standing stones as they make their way towards the top of the hill. You get to the first ring with just moments to ready yourselves.

Running the Battle

This battle involves many NPCs, in two waves, so please take the time to familiarize yourself with the their abilities, as well as the Tactics outlined below. Just as importantly, be familiar with the Environment, and the Sequence of Events, all of which are outlined below.

Also, in the second wave, the tymestl come onto the map hidden in plain sight (except for the illusionary shadow jelly), so they may not be seen by the PCs.  DM Map #5 has a coordinate system that can be used to plot out where the bad guys are hiding on the battlefield.  It is recommended that minis not be used for the second wave until they are spotted, to add to the sense of imminent, but unseen, danger.

APL 4 (EL 8)



1st Wave (Round 1)

Vadak A’Morak, Male Shadar-kai Bard 1/Marshal 1: hp 28; see Appendix 1.
Podarn Il’Korath, Male Shadar-kai Fighter 2: hp 32; see Appendix 1.
Pidra Il’Korath

Shadar-kai (2)

2nd Wave (Round 3)

Korath One Arm

Shadar-kai (2)

APL 6 (EL 10)


1st Wave (Round 1)

Vadak A’Morak, Male Shadar-kai Bard 1/Marshal 1: hp 28; see Appendix 2.
Podarn Il’Korath

Pidra Il’Korath

Shadar-kai Rogue 1 (2)

Shadar-kai Scout 1 (2)

2nd Wave (Round 3)

Korath One Arm

Shadar-kai Rogue 1 (2)



Shadar-kai Scout 1 (2)

APL 8 (EL 12)
1st Wave (Round 1)

Vadak A’Morak, Male Shadar-kai Bard 1/Marshal 1: hp 28; see Appendix 3.
Podarn Il’Korath

Pidra Il’Korath

Shadar-kai Rogue 3 (2)

Shadar-kai Scout 3 (2)
2nd Wave (Round 3)

Korath One Arm

Shadar-kai Rogue 3 (2)

Shadar-kai Scout 3 (2)

APL 10 (EL 14)


1st Wave (Round 1)

Vadak A’Morak, Male Shadar-kai Bard 1/Marshal 1: hp 28; see Appendix 4.
Podarn Il’Korath

Pidra Il’Korath

Shadar-kai Rogue 4 (2)

Shadar-kai Scout 4 (2)

2nd Wave (Round 3)

Korath One Arm

Shadar-kai Rogue 4 (2)

Shadar-kai Scout 4 (2)

Tactics:

PCs: The characters have been ordered to set their defense just in front of the first ring of standing stones, see DM’s Map #5.  Victor and Ffiona set up off the map. Allow the PCs one full round for preparation as the coming battle may be very difficult.  

If the PCs think to do it, archers and long-range spell casters may try to whittle down the shadar-kai forces below during the first round. At this point (in the ‘free round’ before the enemy is on the map) all shadar-kai are assumed to have made their saves against any area effect spells the PCs may throw in the ‘free round’, although if the spell still has an effect (even with a successful save) the first wave of enemies that the PCs face may be have a chance of being affected (and coming in weaker than normal). There is a 50% chance that any given shadar-kai they face in the first wave have been affected by any spells or damage dealt in the first ‘free’ round (though remember the majority of the shadar-kai have evasion, and entangle spells won’t work on the hill as it is rocky). Any damage or effects (if any) is dealt only to the first wave.

The Shadar-kai (tymestl): The shadar-kai are trying to overwhelm and confuse the defenders. They use the cover of the standing stones effectively, and try to flank whenever possible, possibly getting multiple flanks at any given time. At the moment (rounds one and two), they are under The Llygedyn Effect (as described at the beginning of the module) but once the standing stone is snuffed out, (see Sequence of Events below) they are able to use their hide in plain sight ability again, which they do immediately.

The shadar-kai arrive in two waves. The first wave consists of a small number of shadar-kai lead by Pidra and Podarn (a brother and sister of the Il’Korath family), as well as the mounted bard/marshal Vadak A’Morak. The second wave consists of more shadar-kai rogues and scouts lead by the wizard Korath One-Arm. The tactics for the named NPCs are outlined below according to APL. 

ALL APLs:
Wave 1:

Vadak A’Morak: Vadak wields Dawn, but does not use any of its light-based powers. As long as Vadak is on the battlefield, and can be heard, he boosts the Initiative of his companions by +2.  This is reflected in the stat blocks.  Those allies within 60 feet of his marshal aura also gain a +3 to damage against flanked enemies, and his chanting (inspire courage ability) grants his allies a +1 morale bonus to saves vs. charm and fear effects as well as attack and damage rolls.  He stays towards the back of any combat initially and assist his fellows with his voice.

Wave 2 (beginning of round three):

Now that they are not under the effects of faerie fire, the shadar-kai all use their hide in plain site ability and also gain a +10 racial bonus to Hide checks in shadowy conditions (anything other than daylight or area of daylight spell).

APL 4:

Podarn Il’Korath:  Podarn attempts to set up flanks and attacks with his spiked chain attempting to disarm his foes (disarm attack is normally +15). If his foes attempt to pick up their weapon, it draws an attack of opportunity.

Pidra Il’Korath: Pidra attempts to get close and set up a flank so that she can utilize her sneak attack.

The scouts lay down fire with their bows as the rogues and the twins advance.

Wave 2 (beginning of round three):

Korath One-Arm: Before the third round, Korath casts minor image to simulate a huge shadow jelly advancing up the hill.  This illusionary creature comes onto the field of battle (left side of the battle mat, bottom of the hill) at the beginning of round three. Korath and his allies come onto the left side of the hill, hiding in plain sight, as soon as the llygedyn is snuffed out.

He is flying, and uses his hide in plain site ability to remain undetected (remember the +10 racial bonus in shadowy illumination).  He uses cover to cast spells as needed.  He is not concentrating on his minor image of the jelly advancing, so it dissolves once it is attacked by the PCs (hopefully using some of their resources in the process).  

In his first action, he begins casting a hail of stone at range to affect as many PCs as possible. This takes a full round, but has the capability of catching a couple of PCs in the area. He attempts to use his long-range spells first then closes the gap, all the while hiding. He favors color spray to stun opponents so his allies can sneak attack.

Note: Hearing Korath cast is not easy. PCs receive a –10 to their Listen checks due to the battle, in addition to any distance penalties. Beyond that, they must make the Listen check by 10 or more to hear what is being said.

The shadar-kai that come with Korath, hide in plain site on the other side of the map from the minor image, and attempt to flank and/or attack the PCs to take advantage of their sneak attack. They suffer a net –10 penalty to their Hide check when they attack (-20 to Hide check when attacking and +10 racial bonus in the shadowy conditions = -10).

APL 6:

Podarn Il’Korath:  Podarn attempts to set up flanks and attacks with his spiked chain attempting to disarm his foes (disarm attack is normally +17), as well as trip his foes (trip attack is normally +7). If a disarmed foe attempt to pick up their weapon, it draws an attack of opportunity, and if a tripped foe attempts to stand, he draws an attack of opportunity.

Pidra Il’Korath: Pidra attempts to get close and set up a flank so that she can utilize her sneak attack.

The scouts lay down fire with their bows as the rogues and the twins advance.

Wave 2 (beginning of round three):

Korath One-Arm: Same as APL 4. He also uses shadow binding to neutralize any threats, and uses his scrolls as needed.

APL 8:

Podarn Il’Korath:  Podarn attempts to set up flanks and attacks with his spiked chain attempting to disarm his foes (disarm attack is normally +19), as well as trip his foes (trip attack is normally +7). If a disarmed foe attempt to pick up their weapon, it draws an attack of opportunity, and if a tripped foe attempts to stand, he draws an attack of opportunity.

Pidra Il’Korath: Pidra attempts to get close and set up a flank so that she can utilize her sneak attack.

The scouts lay down fire with their bows as the rogues and the twins advance.

Wave 2 (beginning of round three):

Korath One-Arm: Similar to APL 6, except that Korath can sculpt his area effect spells, such as color spray and hail of stone to affect more PCs. He uses his shadow conjuration spell to cast Melf’s acid arrow (maximized as per the enhanced magic trait on the Plane of Shadow).

APL 10:

Podarn Il’Korath:  Podarn attempts to set up flanks and attacks with his spiked chain attempting to disarm his foes (disarm attack is normally +21), as well as trip his foes (trip attack is normally +8). If a disarmed foe attempt to pick up their weapon, it draws an attack of opportunity, and if a tripped foe attempts to stand, he draws an attack of opportunity.

Pidra Il’Korath: Pidra attempts to get close and set up a flank so that she can utilize her sneak attack.  

The scouts lay down fire with their bows as the rogues and the twins advance.

Wave 2 (beginning of round three):

Korath One-Arm: Similar to APL 8. At this level, he favors casting his shadow evocation spell (fireball or lightning forms) early on as it is maximized as per the enhanced magic trait on the Plane of Shadow. 

Environment:
Llew’s Hill is mostly gravely rock, and no plants grow upon it. The ground is considered a difficult surface, and anyone who tries to run or charge must succeed on a Balance check (DC 12) due to the gravel and the incline. Failure by 4 or less means the character can’t run or charge but can otherwise act normally. Failure by 5 or more means the character falls prone. Running and charging can only be attempted moving downhill. Otherwise movement is unaffected. 

The man-sized standing stones scattered throught the hill provide cover (+4 AC and +2 to Reflex saves against attacks that originate or busrt from the other side of the cover). 

As always the Plane of Shadow is always considered ‘shadowy illumination’ unless the PCs have a light source.

Sequence of Events

Round 1: First Wave Attacks.

End of Round 2: Llygedyn is snuffed out.  At the very end of second round of combat (just before round three begins), read the following:

“You are suddenly and momentarily distracted by a rolling black cloud darker than anything you’ve yet seen.  It has formed directly over the llygedyn and swirls around it, enveloping its red energy and snuffing it out, leaving the black monolith behind, and blind.” There are shouts and moans from Victor’s allies and the tymestyl seem to smile before pressing the attack.

Suddenly, the llygedyn effect is no more, and the shadar-kai can now use their hide in plain sight ability, which they do beginning in the first round if it is feasible to do so.

Note: No action taken by the PCs at this point can stop this from happening.  It is an effect of dark shadow magic beyond what they know.

Round 3: Second Wave Attacks.

End of Round 8: Havgan’s forces arrive, and the shadar-kai retreat. At the end of round eight, read the following:

Your attention is drawn once again, but this time it is by the thunder of hooves upon earth.  A large force of dark riders surges forward from the far hills, and are soon upon the shadar-kai. It is now the tymestyl who are outnumbered, and they retreat away from the hill, blending into the bleak environment as they go. Soon, there is no trace of them, save for the dead they leave behind.”

Development:

The llygedyn enlightener cannot be damaged by physical means, so the Shadar-kai are using powerful shadow magics to drain the life from the llygedyn.  At the moment, neither PCs nor the natives understand the nature of the llygedyn and have no way of preventing its destruction.  More about the llygedyni will be explained in future modules.
During the battle, the PCs may be able to retrieve Dawn as the shadar-kai who stole it, Vadak, faces them on the field of battle.

If they are able to kill Vadak and retrieve it, a PC may wield it in what is left of the combat. Treat Dawn as a +3 weapon in the hands of any PC. Its other powers cannot be used at this time as the PCs do not know how to activate them.

If the PCs look like they will be killed to a man, Victor, with Ffiona shooting from range, make their way over to aid the party.  Please note that this aid should only be used as a last resort by the DM. Use your discretion.

At the end of the eighth round of combat (Round 8), Havgan’s forces arrive and drive the remaining shadar-kai off.  

If the PCs failed to retrieve Dawn in this battle, read the following:

Victor is breathing heavily as he makes his way over to you. “The sword and llygedyn are gone.  There were simply too many of them, but at least we live to fight them another day.” 

If the PCs retrieved Dawn:

Victor is breathing heavily as he makes his way over to you. “The llygedyn is gone.  There were simply too many of them, but at least we live to fight them another day.” 

His gaze falls upon the newcomers. All are dressed in dark plate with dragon motifs on their armor. They sneer at you and their contempt for Victor is obvious.

“You are too late.” Victor says, emphasizing his point by driving his sword tip into the ground.

“We were not the ones to let the llygedyn be destroyed.  If your band cannot stand on its own, then it obviously doesn’t deserve to stand at all.”

“Brightling scum.” A female warrior next to the leader snorts derisively, and spits at Victor’s feet.

The leader continues.

“Our master is most displeased with you, Victor. He warns you to stay away from the Rift and the valleys surrounding it. Those are his lands and you and those who walk with you are not welcome.”

Victor shakes his head. “Fools! Can you not see that my kind stand WITH us!” he says, his hand waving in your general direction, “They are not the enemy here!”

The female warrior speaks up. “The shadar-kai are the product of their folly. They have done enough harm, and now they must all be eradicated, their lands plunged into darkness.  It is the only way.”

With that, the other fades turn their mounts and leave.

If the PCs have not yet figured out the reason behind the shadar-kai yet, read the following:

Tegwen turns to you. “They think the people of the prime land of Gyruff are responsible.  The shadar-kai appeared in our lands not long ago as echoes of something unleashed upon your world.  No one, not even those others know what it was.”

Otherwise, continue with the following:

“Those of us who follow Victor do not see things so narrowly.  We are the children of this place and we know that often what happens on your world is reflected and distorted on ours. That is the nature of the Circle.” She explains, her words indicating a new respect for you.

Victor nods. “Fixing the schism between these people will have to wait.  The shadar-kai must be defeated, for both our sakes.  Go and tell this to my father and sister. Tell them I live, and need their help.  Ask them in my name, to do something. Anything.”

Tegwen adds, “In return, I will go among those of us who are attacking your lands and find out what I can.  Perhaps we can foil them long enough to prove to all the people of Cysgod Annwn that you are not our enemies.”

With these pledges made, Victor bids you farewell.

If the PCs try to convince Victor to come with them, read Victor’s reply below. If they do not, Ffiona tries:

Ffiona pipes up as Victor prepeares to say goodbye. “Won’t you come with us?”

“I cannot, I have a duty to these people for now and must see it through. There are pressing matters we must attend to, but thank I you for the offer young one.”

If the PCs cannot cast the scroll of plane shift that was given to them by Waylan, Victor has a cleric (of Beory) cast the scroll for them. The caster is 7th level and has a Wisdom of 18. He must make the same caster level check as a PC spellcaster to successfully read the scroll.  If he fails, he also has a chance for a mishap, as per the rules on page 238 of the Dungeon Master’s Guide. 

He may try again until he succeeds, but if there is a mishap, the spell is gone and the PCs are stuck on the Plane of Shadow. Failure is highly unlikely, but if it happens, the PCs are stuck for 6 extra TUs, while Tegwen finds a way to sneak them into the Dim Forest, to a known breaching location, and they wait until a breach occurs to the Prime Material plane.

Go to Conclusion A.

Conclusion

Conclusion A: Full Success

-The PCs have fought alongside Victor Brightblade and found an ally in some of the folk on the Plane of Shadow.

As almost an afterthought, Victor pulls a pouch from his belt. “Here, take these with you as a token.” He says, pulling out small filings of metal, “these are the Shards of Dawn, from when the sword was first forged. They are imbued with the sword’s essence, and will bring you fortune. Take them with my compliments, show them to those back home, tell them what you saw here,  and make haste, for the situation will only get worse here without your help.”
Conclusion B: Found Victor

-The PCs have found Victor but not made any friends on the Plane of Shadow. Sierra and Parn are pleased to hear that Victor is alive.

Conclusion C: Nothing Ventured

-You found the road a bit too difficult.  Ffiona thanks you for pointing her in the right direction but seeks new companions to finish the quest. (1/2 XP ½ Gold – No over the Cap Gold)

Conclusion D: New Enemies

-You have an enemy in Victor Brightblade and the folk of the Plane of Shadow.  This character may NOT play in any of the upcoming Four Daughters of Geoff module series. Also, whenever they are on the Plane of Shadow, they are a known enemy of all denizens.  If they appear on the Plane of Shadow during a time when the Illuminators are lit, they will be under a permanent Faerie Fire effect until they leave the Plane of Shadow.

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 1

Defeat Druid Simulcrum and animal companion


APL 4: 180 xp.


APL 6: 240 xp.


APL 8: 300 xp.


APL 10: 360 xp.

Encounter 3

Defeat or Dispel Parn’s Giant nightmares


APL 4: 240 xp.


APL 6: 300 xp.


APL 8: 360 xp.


APL 10: 420 xp.

Encounter 5

Encounter or defeat wards on portal door.


APL 4: 60 xp.


APL 6: 120 xp.


APL 8: 180 xp.


APL 10: 240 xp.

Defeat creatures in well.


APL 4: 180 xp.


APL 6: 240 xp.


APL 8: 300 xp.


APL 10: 360 xp.

Encounter 7

Assist Victor in defeating the bandits or chasing them off.


APL 4: 180 xp.


APL 6: 240 xp.


APL 8: 300 xp.


APL 10: 360 xp.

Encounter 8

Defend Llew’s Hill.


APL 4: 240 xp.


APL 6: 300 xp.


APL 8: 360 xp.


APL 10: 420 xp.

Story Award

Share information about Druid Simulcrum with Gwenllian


APL 4: 30 xp.


APL 6: 60 xp.


APL 8: 90 xp.


APL 10: 120 xp.

Meet with Heike and Waylan to travel to Plane of Shadow .


APL 4: 90 xp.


APL 6: 120 xp.


APL 8: 150 xp.


APL 10: 180 xp.

Make it through the Vortex.


APL 4: 90 xp.


APL 6: 120 xp.


APL 8: 150 xp.


APL 10: 180 xp.

Discretionary Roleplaying Award


APL 4: 60 xp.


APL 6: 60 xp.


APL 8: 60 xp.


APL 10: 60 xp.

Total possible experience


APL 4: 1,350 xp.


APL 6: 1,800 xp.


APL 8: 2,250 xp.


APL 10: 2,700 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 character’s 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 adventure, 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 1:

APL 2: L: 13 gp, C: 0 gp, M: Leather Armor +1 (193 gp), periapt of wisdom +2 (667 gp).

APL 4: L: 13 gp, C: 0 gp, M: Leather Armor +1 (193 gp), periapt of wisdom +2 (667 gp).

APL 6: L: 13 gp, C: 0 gp, M: Leather Armor +1 (193 gp), periapt of wisdom +2 (667 gp).

APL 8: L: 13 gp, C: 0 gp, M: Leather Armor +1 (193 gp), periapt of wisdom +2 (667 gp).

APL 10: L: 38 gp, C: 0 gp, M: Ironwood Breastplate +1 (113 gp), Periapt of wisdom +2 (667 gp).

Encounter 7:

APL 2: L: X gp, C: X gp, M: item (X gp).

APL 4: L: X gp, C: X gp, M: item (X gp).

APL 6: L: X gp, C: X gp, M: item (X gp).

APL 8: L: X gp, C: X gp, M: item (X gp).

APL 10: L: X gp, C: X gp, M: item (X gp).

Encounter 8:

APL 2: L: X gp, C: X gp, M: item (X gp).

APL 4: L: X gp, C: X gp, M: item (X gp).

APL 6: L: X gp, C: X gp, M: item (X gp).

APL 8: L: X gp, C: X gp, M: item (X gp).

APL 10: L: X gp, C: X gp, M: item (X gp).

Total Possible Treasure (Maximum Reward Allowed)

APL 2: L: X gp, C: X gp, M: X gp – Total: X gp (900 gp).

APL 4: L: X gp, C: X gp, M: X gp – Total: X gp (1,300 gp).

APL 6: L: X gp, C: X gp, M: X gp – Total: X gp (1,800 gp).

APL 8: L: X gp, C: X gp, M: X gp – Total: X gp (2,600 gp).

APL 10: L: X gp, C: X gp, M: X gp – Total: X gp (4,600 gp).

APL 12: L: X gp, C: X gp, M: X gp – Total: X gp (6,600 gp).

Items for the Adventure Record

Special

Title: Description.

Title: Description.

Title: Description.

Title: Description.

Item Access

APL 2:

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
APL 4 (all of APL 2 plus the following):

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
APL 6 (all of APLs 2, 4 plus the following):

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
APL 8 (all of APLs 2, 4, 6 plus the following):

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
APL 10 (all of APLs 2, 4, 6, 8 plus the following):

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
APL 12 (all of APLs 2, 4, 6, 8, 10 plus the following):

· Item (Frequency; Source)
· Item (Frequency; Source)
· Item (Frequency; Source)
Appendix 1 – APL 4

Encounter one





Cerian, Female Human (Simulacrum) Drd6: Medium Humanoid; CR 6; HD 6d8+6; hp 41; Init +2; Spd 30 ft.; AC 18, touch 12, flat-footed 13 (+2 Dex, +3 leather, +1 shield, +2 barkskin); Base Atk/Grp: +4/+3; Atk +3 melee (1d6-1/x2, Shortspear) or +6 ranged (1d6-1/x2, Shortspear); Full Atk +3 melee (1d6-1/x2, Scimitar) or +6 ranged (1d6-1/x2, Shortspear); SQ druidic abilites; AL N; SV Fort +6, Ref +4, Will +9; Str 8, Dex 14, Con 12, Int 10, Wis 19, Cha 14.


Skills & Feats: Concentration +10, Craft: Woodworking +1, Craft: Leatherworking +5, Handle Animal +7, Heal +5, Listen +5, Knowledge (nature) +10, Knowledge (religion) +2, Spellcraft +5, Spot +7, Survival +11; Spell Focus (Conjuration), Augment Summoning, Fast Wild ShapeCD, Rapid SpellCD.  CD Complete Divine

Languages: Common, Druidic.


Druid Spell Prepared (5/4/4/3, save DC = 14 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – enrage animal,  entangle, entangle, snake’s swiftness; 2nd – , summon nature’s ally II x2, , summon swarm x2;  3rd – dominate animal, sleet storm, spike growth;  SpC   Spell Compendium

*Spell Focus (Conjuration) +1 to DC


Possessions: Leather Armor +1, shortspear x2, masterwork light wooden shield, periapt of wisdom +2, scroll of forestfold, scroll of barkskin +2.

Description:A pale and comely druidess in leathers and furs wearing a distinctive leather choker.

Animal Companion:

Wolf: Medium Animal; CR -; HD 6d8+12; hp 39; Init +2; Spd 50 ft.; AC 19, touch 12, flat-footed 12 (+3 Dex, +6 natural); Base Atk/Grp: +4/+6; Atk +6 melee (1d6+2, Bite); Full Atk +6 melee (1d6+2, Bite); SA Trip; SQ Low-light vision, scent, link, share spells, evasion, devotion; AL N; SV Fort +7, Ref +8, Will +3; Str 15, Dex 17, Con 15, Int 2, Wis 12, Cha 6.  


Skills & Feats: Hide +6, Listen +5, Move Silently +9, Spot +5, Survival +1*; Track, Weapon Focus (bite).


Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the wolf.


Skills: Wolves have a +4 racial bonus on Survival checks when tracking by scent.


Link (Ex), Share Spells (Ex), Evasion (Ex), Devotion (Ex)


Description: A grey timber wolf with black eyes.

Encounter three




Illusionary (Shade Spell) Fire Giant, Male Fire Giant: Large Giant; CR 8; HD 15d8+75(*.8); hp 92; Init -1; Spd 40(30) ft.; AC 18 ([–1 size, –1 Dex, +8 natural, +7 half-plate armor]*.8) touch 6, flat-footed 18; Base Atk/Grp: +11/+25; Atk Slam +20 melee (1d4+10) or rock +10 ranged (2d6+10 plus 2d6 fire); Full Atk 2 slams +20 melee (1d4+10) or rock +10 ranged (2d6+10 plus 2d6 fire); SA Rock Throwing; SQ Immunity to fire, low-light vision, rock catching, vulnerability to cold; AL LE; SV Fort +14, Ref +4, Will +9; Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11.  Monster Manual, PHB as per Shade Spell.


Skills & Feats: Climb+9, Craft (any one) +6, Intimidate+6, Jump+9, Spot+14; Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack


Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks.


Languages: Giant, Common.


Possessions: Half-plate armor, bag with 20 throwing stones, greatsword

Description: Some fire giants have bright orange hair. An adult male is 12 feet tall, has a chest that measures 9 feet around, and weighs about 7,000 pounds. Fire giants wear sturdy cloth or leather garments colored red, orange, yellow, or black. Warriors wear helmets and half-plate armor of blackened steel.


Note: This giant is a manifestation of Parn’s curse and is illusionary as per the shades spell (Player’s Handbook page 276).  A Will save, DC 19 reveals this.  Against those who make the save, the giant does only 80% damage and non-damaging effects have only an 80% chance to affect the non-believer. 

Encounter five





Shadow Jelly: Large Ooze (Extraplanar); CR 6; HD 6d10+36; hp 69; Init -5; Spd 10 ft., climb 10 ft.; AC 4, touch 4, flat-footed 4 (-1 size, -5 Dex); Base Atk/Grp: +4/+10; Atk +5 melee (1d6 Str, Slam); Full Atk +5 melee (1d6 Str, Slam); SA Strength damage, improved grab; SQ Blindsight 60 ft., ooze traits; AL N; SV Fort +6, Ref -3, Will -3; Str 15, Dex 1, Con 18, Int -, Wis 1, Cha 1. 

 
Skills & Feats: Climb +10, Hide –9 (+3 in shadowy areas).


Strength Damage (Su): The touch of a shadow jelly deals 1d6 points of Strength damage to a living foe.  A creature reduced to Strength 0 by a shadow jelly dies.  This is a negative energy effect.


Improved Grab (Ex): To use this ability, a shadow jelly must hit with its slam attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can automatically deal 1d6 points of Strength damage each round.

Encounter seven



Vinda A’Morak, Female Shadar-kai, Rogue 4: Medium Fey Extraplanar; CR 5; HD 7d6+14; hp 42; Init +9; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +4/+5; Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); Full Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +5, Ref +13, Will +4; Str 12, Dex 21, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +2, Hide+15, Intimidate+1, Listen+1, Move Silently+15, Search+6, Spot+1, Survival +5 (+7 following tracks), Tumble+12; Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Weapon Finesse, Weapon Focus.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow curse (Su) See MM3, these Shadar-kai are not affected by the Shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, chain shirt +1, dagger, masterwork shortbow, 40 arrows.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Male Shadar-kai: Medium Fey Extraplanar; CR 1; HD 3d6; hp 14; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13 (+3 Dex, +3 studded leather); Base Atk/Grp: +1/+1; Atk +5 melee (2d4 spiked chain) or +5 ranged (1d6 shortbow); Full Atk +5 melee (2d4 spiked chain) or +5 ranged (1d6 shortbow); SA Sneak attack; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +2, Ref +7, Will +4; Str 10, Dex 16, Con 11, Int 11, Wis 10, Cha 9.  Fiend Folio, page 150.


Skills & Feats: Hide+9, Listen+6, Move Silently+9, Search+2, Spot+6, Survival +6 (+8 following tracks), Tumble +7; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Encounter eight




Podarn Il’Korath, Male Shadar-kai, Fighter 2: Medium Fey Extraplanar; CR 3; HD 3d6+2d10+5; hp 32; Init +5; Spd 30 ft.; AC 19, touch 14, flat-footed 15 (+4 Dex, +5 chain shirt); Base Atk/Grp: +3/+6; Atk +9 melee (2d4+3 spiked chain) or +8 ranged (1d6+3 composite shortbow); Full Atk +9 melee (2d4+3 spiked chain) or +8 ranged (1d6+3 composite shortbow); SA Sneak Attack (1d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +6, Ref +9, Will +4; Str 16, Dex 20, Con 12, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Hide+11, Listen+6, Move Silently+11, Search+7, Spot+7, Survival +6 (+8 following tracks); Combat Reflexes, Combat Expertise, Exotic Weapon Proficiency (spiked chain) (B), Improved Disarm, Weapon Finesse.

Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, chain shirt +1, dagger, composite shortbow (+3), 40 arrows, backup spiked chain. 

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Pidra Il’Korath, Female Shadar-kai, Rogue 4: Medium Fey Extraplanar; CR 5; HD 7d6+14; hp 42; Init +9; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+4 Dex, +5 chain shirt); Base Atk/Grp: +4/+4; Atk +9 melee (2d4+1 spiked chain) or +9 ranged (1d6 shortbow); Full Atk +9 melee (2d4+1 spiked chain) or +9 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +11, Will +4; Str 12, Dex 21, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Balance +8, Hide+15, Intimidate+7, Jump+8, Listen+5, Move Silently+15, Search+6, Spot+5, Survival +5 (+7 following tracks), Tumble+14; Improved Initiative, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, chain shirt +1, dagger, masterwork shortbow, 40 arrows, backup spiked chain.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Vadak A’Morak, Male Shadar-kai Bard 1/ Marshal 1: Medium Fey Extraplanar; CR 3; HD 4d6+1d8+5; hp 28; Init +3; Spd 30 ft.; AC 22, touch 13, flat-footed 13 (+5 Dex, +3 studded leather, +4 shield); Base Atk/Grp: +1/+1; Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); Full Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); SA Sneak Attack, Spells, Inspire Courage; SQ Hide in plain sight, Master of Tactics, shadow curse, Superior Low Light Vision; AL NE; SV Fort +5, Ref +9, Will +8; Str 10, Dex 20, Con 12, Int 13, Wis 8, Cha 16.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Diplomacy+4, Handle Animal+4, Hide+12, Intimidate+6, Knowledge (arcana)+2, Listen+7, Move Silently+12, Perform+6, Ride+8, Search+8, Spot+7, Survival+5 (+7 following tracks), Tumble+6, Use Magic Device +4; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse, Persuasive.


Minor Aura (Ex) Master of Tactics: All allies within 60’ (including himself) who can hear the marshal gain a circumstance bonus to their damage rolls when flanking equal to the marshal’s Charisma bonus.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Bard Spells Known/Prepared (4/0, save DC = 12 + spell level): 0 – Daze, Flare, Lullaby, Read Magic;


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows, scroll of shield, cloak of charisma +2.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Advanced Dusk Beast: Large Outsider; CR 6; HD 13d8+13; hp 87; Init +6; Spd 30 ft.; AC 16, touch 10, flat-footed 14 (+2 Dex, +5 natural, -1 size); Base Atk/Grp: +12/+22; Atk +18 melee (2d6+6, bite); Full Atk +18 melee (2d6+6, 2 bites) and +16 melee (2d6+3, tail barb); SA –; SQ –; AL N; SV Fort +11, Ref +9, Will +10; Str 22, Dex 14, Con 17, Int 8, Wis 15, Cha 13. Manual of the Planes, page 170.  


Skills & Feats: Balance+7, Climb+14, Hide+18, Jump+15, Listen+13, Move Silently+13, Spot+14, Survival+8; Blind-Fight, Combat Reflexes, Improved Initiative, Multiattack, Track.


Extended Reach (Ex): Because it is made of ‘shadowstuff’, a dusk beast can extend it’s necks or tail beyond what seems possible, granting it extended reach (five feet beyond normal).


Skills: A dusk beast has a +4 racial bonus on Hide checks.


Description: A large two-headed, barbed tail lizard composed of dark shadow. It moves on four shadowy appendages that seem to trail into nothingness.
Korath One-Arm, Male Shadar-kai Wizard (Illusionist) 3: Medium Fey Extraplanar; CR 3; HD 3d6+3d4+6; hp 30; Init +5; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+5 Dex, +4 mage armor); Base Atk/Grp: +2/+2; Atk +7 melee (2d4-1 spiked chain) or +7 ranged (1d6 shortbow); Full Atk +7 melee (2d4-1 spiked chain) or +7 ranged (1d6 shortbow); SA Sneak attack, spells; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +10, Will +7; Str 8, Dex 20, Con 12, Int 16, Wis 10, Cha 9.  Fiend Folio, page 150.


Skills & Feats: Concentration +7, Hide+11, Listen+6, Move Silently+11, Search+9, Spellcraft +8, Spot+6, Survival +6 (+8 following tracks); Exotic Weapon Proficiency (spiked chain), Silent Spell, Spell Focus – Illusion, Weapon Finesse;


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Draconic, Elven, and Sylvan.


Wizard Spells Known/Prepared (* = a prepared spell) (4/4/3)+1 Extra Illusion spell per spell level, save DC = 13 + spell level, DC = 14+ spell level for Illusion Spells; Enchantment & Necromancy are banned schools.): 0 – acid splash**, detect magic, ghost sounds*, message*, read magic,; 1st – color spray*, grease*, silent image, magic missile, mage armor*, lesser orb of acid (SpC)*, hail of stone (SpC)*; 2nd – alter self, blur, color spray (silenced)*, hypnotic pattern, invisibility,  minor image*, mirror image*, shatter*. SpC  Spell Compendium

Possessions: Toad familiar, masterwork spiked chain, dagger, masterwork shortbow, 40 arrows, scroll of hypnotic pattern, scroll of hail of stone.
Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Note: Korath One-Arm is missing his left arm.  He has a hook that he uses for fighting but his spell casting suffers a 10% Spell Failure chance because of the missing limb.
Male Shadar-kai: Medium Fey Extraplanar; CR 1; HD 3d6; hp 14; Init +3; Spd 30 ft.; AC 16, touch 13, flat-footed 13 (+3 Dex, +3 studded leather); Base Atk/Grp: +1/+1; Atk +5 melee (2d4 spiked chain) or +5 ranged (1d6 shortbow); Full Atk +5 melee (2d4 spiked chain) or +5 ranged (1d6 shortbow); SA Sneak attack; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +2, Ref +7, Will +4; Str 10, Dex 16, Con 11, Int 11, Wis 10, Cha 9.  Fiend Folio, page 150.


Skills & Feats: Hide+9, Listen+6, Move Silently+9, Search+2, Spot+6, Survival +6 (+8 following tracks), Tumble +7; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Appendix 2 – APL 6

encounter one





Cerian, Female Human (Simulacrum) Drd8: Medium Humanoid; CR 8; HD 8d8+8; hp 54; Init +2; Spd 30 ft.; AC 19, touch 12, flat-footed 13 (+2 Dex, +3 leather, +1 shield, +3 barkskin); Base Atk/Grp: +6/+5; Atk +6 melee (1d6-1/x2, Shortspear) or +8 ranged (1d6-1/x2, Shortspear); Full Atk +6/+1 melee (1d6-1/x2, Scimitar) or +8/+3 ranged (1d6-1/x2, Shortspear); SQ druidic abilites; AL N; SV Fort +7, Ref +5, Will +11; Str 8, Dex 14, Con 12, Int 10, Wis 20, Cha 14.


Skills & Feats: Concentration +12, Craft: Woodworking +2, Craft: Leatherworking +7, Handle Animal +7, Heal +5, Listen +7, Knowledge (nature) +12, Knowledge (religion) +2, Spellcraft +5, Spot +7, Survival +12; Spell Focus (Conjuration), Augment Summoning, Fast Wild ShapeCD, Rapid SpellCD.  CD Complete Divine

Languages: Common, Druidic.


Druid Spell Prepared (6/5/4/4/3, save DC = 15 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – enrage animal x2 SpC, entangle, entangle, snake’s swiftness SpC ; 2nd – , summon nature’s ally II x2, , summon swarm x2;  3rd – dominate animal, sleet storm, spike growth, summon nature’s ally III; 4th – freedom of movement,  ice storm, flame strike. SpC   Spell Compendium

*Spell Focus (Conjuration) +1 to DC


Possessions: Leather Armor +1, masterwork shortspear x2, masterwork light wooden shield, periapt of wisdom +2, scroll of forestfold, scroll of barkskin+3, scroll of contingent energy resistance.

Description:A pale and comely druidess in leathers and furs wearing a distinctive leather choker.
Animal Companion:

Wolf: Medium Animal; CR -; HD 6d8+12; hp 39; Init +2; Spd 50 ft.; AC 19, touch 12, flat-footed 12 (+3 Dex, +6 natural); Base Atk/Grp: +4/+6; Atk +6 melee (1d6+2, Bite); Full Atk +6 melee (1d6+2, Bite); SA Trip; SQ Low-light vision, scent, link, share spells, evasion, devotion; AL N; SV Fort +7, Ref +8, Will +3; Str 15, Dex 17, Con 15, Int 2, Wis 12, Cha 6.  


Skills & Feats: Hide +6, Listen +5, Move Silently +9, Spot +5, Survival +1*; Track, Weapon Focus (bite).


Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent (+1 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the wolf.


Skills: Wolves have a +4 racial bonus on Survival checks when tracking by scent.


Link (Ex), Share Spells (Ex), Evasion (Ex), Devotion (Ex)


Description: A grey timber wolf with black eyes.

Encounter three





Illusionary Shade Cloud Giant, Male Cloud Giant: Huge Giant; CR 10; HD 17d8+102(*.8); hp 150; Init +1; Spd 50 ft.; AC 20 (–2 size, +1 Dex, +12 natural, +4 chain shirt *.8), touch 7, flat-footed 19; Base Atk/Grp: +12/+32; Atk Gargantuan morningstar +22 melee (4d6+18) or slam +22 melee (1d6+12) or rock +12 ranged (2d8+12); Full Atk Gargantuan morningstar +22/+17/+12 melee (4d6+18) or 2 slams +22 melee (1d6+12) or rock +12 ranged (2d8+12); SA Rock Throwing, spell-like abilities; SQ low-light vision, rock catching, oversized weapon, scent; AL NE; SV Fort +16, Ref +6, Will +10; Str 35, Dex 13, Con 23, Int 12, Wis 16, Cha 13.  Monster Manual, PHB as per Shade Spell.


Skills & Feats: Climb+16, Craft (any one) +11, Diplomacy +3, Intimidate+11, Listen +15, Perform (stringed instrument) +2, Sense Motive +9, Spot+15; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack.  

Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.

Spell-Like Abilities: Caster level 15th.

3/day - levitate (self plus 2,000 pounds), obscuring mist;

1/day - fog cloud.


Languages: Giant, Common.


Possessions: chain shirt, bag with 20 throwing stones, gargantuan morningstar

Description: Cloud giants’ skin ranges in color from milky white to light sky blue. Their hair is silvery white or brass, and their eyes are iridescent blue. Adult males are about 18 feet tall and weigh about 5,000 pounds. 

Note: This giant is a manifestation of Parn’s curse and is illusionary as per the shades spell (Player’s Handbook page 276).  A Will save, DC 21 reveals this.  Against those who make the save, the giant does only 80% damage and non-damaging effects have only an 80% chance to affect the non-believer. 

Encounter four




Shadow Jelly (2): Large Ooze (Extraplanar); CR 6; HD 6d10+36; hp 69; Init -5; Spd 10 ft., climb 10 ft.; AC 4, touch 4, flat-footed 4 (-1 size, -5 Dex); Base Atk/Grp: +4/+10; Atk +5 melee (1d6 Str, Slam); Full Atk +5 melee (1d6 Str, Slam); SA Strength damage, improved grab; SQ Blindsight 60 ft., ooze traits; AL N; SV Fort +6, Ref -3, Will -3; Str 15, Dex 1, Con 18, Int -, Wis 1, Cha 1. 

 
Skills & Feats: Climb +10, Hide –9 (+3 in shadowy areas).


Strength Damage (Su): The touch of a shadow jelly deals 1d6 points of Strength damage to a living foe.  A creature reduced to Strength 0 by a shadow jelly dies.  This is a negative energy effect.


Improved Grab (Ex): To use this ability, a shadow jelly must hit with its slam attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can automatically deal 1d6 points of Strength damage each round.
Encounter seven





Vinda A’Morak, Female Shadar-kai, Rogue 6: Medium Fey Extraplanar; CR 7; HD 9d6+18; hp 54; Init +9; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +5/+6; Atk +12 melee (2d4+2 spiked chain) or +12 ranged (1d6 shortbow); Full Atk +12 melee (2d4+2 spiked chain) or +12 ranged (1d6 shortbow); SA Sneak attack (4d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +6, Ref +15, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +2, Hide+18, Intimidate+1, Listen+5, Move Silently+18, Search+6, Spot+6, Survival +5 (+7 following tracks), Tumble+18; Blind-fight, Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Weapon Finesse, Weapon Focus.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows, backup spiked chain.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Male Shadar-kai Rogue 2: Medium Fey Extraplanar; CR 3; HD 5d6+10; hp 30; Init +6; Spd 30 ft.; AC 18, touch 15, flat-footed 13 (+5 Dex, +3 studded leather); Base Atk/Grp: +2/+3; Atk +9 melee (2d4+1 spiked chain) or +9 ranged (1d6 shortbow); Full Atk +9 melee (2d4+1 spiked chain) or +9 ranged (1d6 shortbow); SA Sneak attack (2d6); SQ Hide in plain sight, shadow curse, superior low-light vision, evasion; AL NE; SV Fort +4, Ref +13, Will +4; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 8.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +8, Hide+14, Listen+10, Move Silently+14, Search+7, Spot+10, Survival +6 (+8 following tracks), Tumble+14; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Encounter eight





Podarn Il’Korath, Male Shadar-kai, Fighter 4: Medium Fey Extraplanar; CR 5; HD 3d6+4d10+7; hp 49; Init +5; Spd 30 ft.; AC 19, touch 14, flat-footed 15 (+4 Dex, +5 chain shirt); Base Atk/Grp: +5/+8; Atk +11 melee (2d4+4 spiked chain) or +10 ranged (1d6+3 composite shortbow); Full Atk +11 melee (2d4+4 spiked chain) or +10 ranged (1d6+3 composite shortbow); SA Sneak Attack (1d6); SQ Hide in plain sight, shadow curse, Superior Low Light Vision; AL NE; SV Fort +7, Ref +10, Will +5; Str 16, Dex 20, Con 12, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Hide+12, Listen+7, Move Silently+12, Search+7, Spot+7, Survival +6 (+8 following tracks); Combat Reflexes, Combat Expertise, Dodge, Exotic Weapon Proficiency (spiked chain) (B), Improved Disarm, Improved Trip, Weapon Finesse.

Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, composite shortbow (+3), 40 arrows, backup spiked chain.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Pidra Il’Korath, Female Shadar-kai, Rogue 6: Medium Fey Extraplanar; CR 7; HD 9d6+18; hp 54; Init +9; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+4 Dex, +5 chain shirt); Base Atk/Grp: +6/+7; Atk +12 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); Full Atk +12 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +11, Will +4; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Balance +8, Craft (weaponsmithing) +2, Hide+17, Intimidate+8, Jump+8, Listen+7, Move Silently+17, Search+6, Spot+7, Survival +5 (+7 following tracks), Tumble+16; Improved Initiative, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse, Weapon Focus.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows, backup spiked chain.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Vadak A’Morak, Male Shadar-kai Bard 1/ Marshal 1: Medium Fey Extraplanar; CR 3; HD 4d6+1d8+5; hp 28; Init +3; Spd 30 ft.; AC 22, touch 13, flat-footed 13 (+5 Dex, +3 studded leather, +4 shield); Base Atk/Grp: +1/+1; Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); Full Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); SA Sneak Attack, Spells, Inspire Courage; SQ Hide in plain sight, Master of Tactics, shadow curse, Superior Low Light Vision; AL NE; SV Fort +5, Ref +9, Will +8; Str 10, Dex 20, Con 12, Int 13, Wis 8, Cha 16.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Diplomacy+4, Handle Animal+4, Hide+12, Intimidate+6, Knowledge (arcana)+2, Listen+7, Move Silently+12, Perform+6, Ride+8, Search+8, Spot+7, Survival+5 (+7 following tracks), Tumble+6, Use Magic Device +4; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse, Persuasive.


Minor Aura (Ex) Master of Tactics: All allies within 60’ (including himself) who can hear the marshal gain a circumstance bonus to their damage rolls when flanking equal to the marshal’s Charisma bonus.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Bard Spells Known/Prepared (4/0, save DC = 13 + spell level): 0 – Daze, Flare, Lullaby, Read Magic;


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows, scroll of shield, cloak of charisma +2.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Advanced Dusk Beast: Large Outsider; CR 6; HD 13d8+13; hp 87; Init +6; Spd 30 ft.; AC 16, touch 10, flat-footed 14 (+2 Dex, +5 natural, -1 size); Base Atk/Grp: +12/+22; Atk +18 melee (2d6+6, bite); Full Atk +18 melee (2d6+6, 2 bites) and +16 melee (2d6+3, tail barb); SA –; SQ –; AL N; SV Fort +11, Ref +9, Will +10; Str 22, Dex 14, Con 17, Int 8, Wis 15, Cha 13. Manual of the Planes, page 170.  


Skills & Feats: Balance+7, Climb+14, Hide+18, Jump+15, Listen+13, Move Silently+13, Spot+14, Survival+8; Blind-Fight, Combat Reflexes, Improved Initiative, Multiattack, Track.


Extended Reach (Ex): Because it is made of ‘shadowstuff’, a dusk beast can extend it’s necks or tail beyond what seems possible, granting it extended reach (five feet beyond normal).


Skills: A dusk beast has a +4 racial bonus on Hide checks.


Description: A large two-headed, barbed tail lizard composed of dark shadow. It moves on four shadowy appendages that seem to trail into nothingness.
Korath One-Arm, Male Shadar-kai Wizard (Illusionist) 5: Medium Fey Extraplanar; CR 4; HD 3d6+5d4+8; hp 38; Init +5; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+5 Dex, +4 mage armor); Base Atk/Grp: +3/+3; Atk +8 melee (2d4-1 spiked chain) or +8 ranged (1d6 shortbow); Full Atk +8 melee (2d4-1 spiked chain) or +8 ranged (1d6 shortbow); SA Sneak attack, spells; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +10, Will +8; Str 8, Dex 20, Con 12, Int 18, Wis 10, Cha 10.  Fiend Folio, page 150.


Skills & Feats: Concentration +13*, Hide+11, Knowledge (arcana)+6, Listen+6, Move Silently+10, Search+10, Spellcraft +12, Spot+6, Survival +6 (+8 following tracks); Combat Casting*, Exotic Weapon Proficiency (spiked chain), Scribe Scroll, Silent Spell, Spell Focus – Illusion, Weapon Finesse.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Draconic, Elven, and Sylvan.


Wizard Spells Known/Prepared (* = a prepared spell) (4/4/3/2)+1 Extra Illusion spell per spell level, save DC = 14 + spell level, DC = 15+ spell level for Illusion Spells; Enchantment & Necromancy are banned schools.): 0 – acid splash**, detect magic, ghost sounds*, message*, read magic,; 1st – color spray*, grease*, silent image, magic missile, mage armor*, lesser orb of acid (SpC)*, hail of stone (SpC)*; 2nd – alter self, blur, color spray (silenced)*, hypnotic pattern, invisibility,  minor image*, mirror image*, shatter*; 3rd – shadow binding (SpC)**, deeper darkness, displacement, fly*, haste, major image, dispel magic. SpC   Spell Compendium

Possessions: Toad familiar, masterwork spiked chain, dagger, masterwork shortbow, 40 arrows, headband of intellect +2, scroll of hypnotic pattern, scroll of haste, scroll of deeper darkness, amulet in bag with deeper darkness cast upon it

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Note: Korath One-Arm is missing his left arm.  He has a hook that he uses for fighting but his spell casting suffers a 10% Spell Failure chance because of the missing limb.

Male Shadar-kai Rogue 1: Medium Fey Extraplanar; CR 2; HD 4d6+8; hp 24; Init +3; Spd 30 ft.; AC 18, touch 15, flat-footed 13 (+5 Dex, +3 studded leather); Base Atk/Grp: +1/+1; Atk +8 melee (2d4+1 spiked chain) or +8 ranged (1d6 shortbow); Full Atk +8 melee (2d4+1 spiked chain) or +8 ranged (1d6 shortbow); SA Sneak attack (2d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +12, Will +4; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 8.  Fiend Folio, page 150.


Skills & Feats: Hide+13, Listen+8, Move Silently+13, Search+7, Spot+8, Survival +6 (+8 following tracks), Tumble+13; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Female Shadar-kai Scout 1: Medium Fey Extraplanar; CR 2; HD 4d6+8; hp 24; Init +3; Spd 30 ft.; AC 18, touch 15, flat-footed 13 (+5 Dex, +3 studded leather); Base Atk/Grp: +1/+1; Atk +8 melee (2d4+1 spiked chain) or +8 ranged (1d6 shortbow); Full Atk +8 melee (2d4+1 spiked chain) or +8 ranged (1d6 shortbow); SA Sneak attack (2d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +4, Ref +12, Will +4; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 8.  Fiend Folio, page 150.


Skills & Feats: Hide+13, Listen+8, Move Silently+13, Search+7, Spot+8, Survival +6 (+8 following tracks), Tumble+13; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse;


Skirmish (Ex) A scout adds 1d6 damage to any attacks she makes in a turn that she moves more then 10’. (Complete Adventurer)


Battle Fortitude (Ex) At 2nd Level a Scout gains a +1 competence bonus to Fortitude saves and Initiative checks. (Complete Adventurer)


Uncanny Dodge (Ex): Starting at 2nd level, a scout can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a scout already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trapfinding: Scouts can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it. Scouts can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A scout who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Appendix 3 – APL 8

Encounter One





Cerian, Female Human (Simulacrum) Drd10: Medium Humanoid; CR 10; HD 10d8+10; hp 68; Init +2; Spd 30 ft.; AC 19, touch 12, flat-footed 13 (+2 Dex, +3 leather, +1 shield, +3 barkskin); Base Atk/Grp: +7/+6; Atk +7 melee (1d6-1/x2, Shortspear) or +9 ranged (1d6-1/x2, Shortspear); Full Atk +7/+2 melee (1d6-1/x2, Scimitar) or +9/+4 ranged (1d6-1/x2, Shortspear); SQ druidic abilites; AL N; SV Fort +8, Ref +6, Will +12; Str 8, Dex 14, Con 12, Int 10, Wis 20, Cha 14.


Skills & Feats: Concentration +14, Craft: Woodworking +4, Craft: Leatherworking +7, Handle Animal +7, Heal +5, Listen +8, Knowledge (nature) +14, Knowledge (religion) +2, Spellcraft +5, Spot +8, Survival +14; Spell Focus (Conjuration), Augment Summoning, Fast Wild ShapeCD, Quicken Spell, Rapid SpellCD.  CD Complete Divine

Languages: Common, Druidic.


Druid Spell Prepared (6/5/5/4/4/3, save DC = 15 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – enrage animal x2 SpC, entangle, entangle, snake’s swiftness SpC ; 2nd – mass snake’s swiftness SpC, summon nature’s ally II x2, , summon swarm x2;  3rd – dominate animal, sleet storm, spike growth, summon nature’s ally III; 4th – flame strike, freedom of movement,  ice storm, summon nature’s ally IV; 5th – animal growth, baleful polymorph, insect plague.  SpC   Spell Compendium

*Spell Focus (Conjuration) +1 to DC


Possessions: Leather Armor +1, masterwork shortspear x2, masterwork light wooden shield, periapt of wisdom +2, scroll of forestfold, scroll of barkskin+3, scroll of contingent energy resistance.

Description:A pale and comely druidess in leathers and furs wearing a distinctive leather choker.
Animal Companion:

Brown Bear: Large Animal; CR -; HD 8d8+40; hp 78; Init +2; Spd 40 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +7 natural); Base Atk/Grp: +6/+19; Atk +15 melee (1d8+9, Claw); Full Atk +15 melee (1d8+9, 2 Claws) and +10 melee (2d6+4 Bite); SA Improved Grab; SQ Low-light vision, scent, link, share spells, evasion; AL N; SV Fort +10, Ref +8, Will +3; Str 28, Dex 14, Con 20, Int 2, Wis 12, Cha 6.  


Skills & Feats: Listen +6, Spot +9, Swim +12; Track, Weapon Focus (bite).


Improved Grab (Ex): To use this extraordinary ability, the bear must hit with a claw attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.


Skills: A brown bear has a +4 racial bonus on Swim checks..


Link (Ex), Share Spells (Ex), Evasion (Ex), 


Description: A big, brown bear with a cold, savage glint in it’s eye.

Encounter three





Illusionary Shade Storm Giant, Male Storm Giant: Huge Giant; CR 12; HD 19d8+114(*.8); hp 170; Init +2; Spd 35 ft.; AC 21 (–2 size, +2 Dex, +12 natural, +5 breastplate *.8), touch 8, flat-footed 17; Base Atk/Grp: +14/+36; Atk slam +26 melee (1d6+14); Full Atk 2 slams +26 melee (1d6+14); SA spell-like abilities; SQ Freedom of Movement, immune to electricity, low-light vision, rock catching, Water Breathing; AL NE; SV Fort +17, Ref +8, Will +13; Str 39, Dex 14, Con 23, Int 16, Wis 20, Cha 15.  Monster Manual, PHB as per Shade Spell.


Skills & Feats: Climb+20, Concentration +20, Craft (any one) +13, Diplomacy +4, Intimidate+12, Jump +24, Listen +15, Perform (sing) +12, Sense Motive +15, Spot+25, Swim +18; Awesome Blow, Cleave, Combat Reflexes, Improved Bull Rush, Improved Sunder, Iron Will, Power Attack.  

Spell-Like Abilities: Caster level 15th.

2/day – control weather / levitate

1/day – call lightning (DC 15), chain lightning (DC 15)


Languages: Giant, Common.


Possessions: Breastplate

Description: Violet-skinned storm giants have deep violet or blue-black hair with silvery gray or purple eyes. Adults are about 21 feet tall and weigh about 12,000 pounds. Storm giants can live to be 600 years old. Storm giants’ garb is usually a short, loose tunic belted at the waist, sandals or bare feet, and a headband. They wear a few pieces of simple but finely crafted jewelry, anklets (favored by barefoot giants), rings, or circlets being most common. 

Note: This giant is a manifestation of Parn’s curse and is illusionary as per the shades spell (Player’s Handbook page 276).  A Will save, DC 23 reveals this.  Against those who make the save, the giant does only 80% damage and non-damaging effects have only an 80% chance to affect the non-believer. 

Encounter five




Advanced Shadow Jelly: Huge Ooze (Extraplanar); CR 10; HD 14d10+84; hp 175; Init -6; Spd 10 ft., climb 10 ft.; AC 6, touch 3, flat-footed 3 (-2 size, -5 Dex, +3 Natural); Base Atk/Grp: +10/+25; Atk +16 melee (1d8 Str, Slam); Full Atk +16 melee (1d8 Str, Slam); SA Strength damage, improved grab; SQ Blindsight 60 ft., ooze traits; AL N; SV Fort +10, Ref -2, Will -1; Str 24, Dex 1, Con 23, Int -, Wis 1, Cha 1. 

 
Skills & Feats: Climb +14, Hide –10 (+2 in shadowy areas).


Strength Damage (Su): The touch of an advanced shadow jelly deals 1d8 points of Strength damage to a living foe.  A creature reduced to Strength 0 by a shadow jelly dies.  This is a negative energy effect.


Improved Grab (Ex): To use this ability, a shadow jelly must hit with its slam attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can automatically deal 1d8 points of Strength damage each round.

Encounter seven





Vinda A’Morak, Female Shadar-kai, Rogue 7/Exotic Weapon Master 1: Medium Fey Extraplanar; CR 9; HD 10d6+1d10+22; hp 69; Init +10; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +7/+8; Atk +14 melee (2d4+2 spiked chain) or +14 ranged (1d6 shortbow); Full Atk +14/+9 melee (2d4+2 spiked chain) or +14/+9 ranged (1d6 shortbow); SA Sneak attack (5d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +8, Ref +15, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +4, Hide+19, Intimidate+2, Listen+7, Move Silently+19, Search+6, Spot+7, Survival +5 (+7 following tracks), Tumble+19; Blind-fight, Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Weapon Finesse, Weapon Focus.


Flurry of Strikes (Ex): When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to us a full attack action to make a flurry of strikes.  When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round until the exotic weapon master’s next turn.
Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Male Shadar-kai Rogue 3: Medium Fey Extraplanar; CR 4; HD 6d6+12; hp 36; Init +6; Spd 30 ft.; AC 18, touch 15, flat-footed 13 (+5 Dex, +3 studded leather); Base Atk/Grp: +3/+4; Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6 shortbow); Full Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision, evasion; AL NE; SV Fort +4, Ref +13, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 8.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +10, Hide+15, Listen+12, Move Silently+15, Search+7, Spot+12, Survival +6 (+8 following tracks), Tumble+15; Alertness, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse.

Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level. Trap sense bonuses gained from multiple classes stack


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.

A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.


Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Encounter eight





Podarn Il’Korath, Male Shadar-kai, Fighter 6: Medium Fey Extraplanar; CR 7; HD 3d6+6d10+9; hp 65; Init +5; Spd 30 ft.; AC 20, touch 14, flat-footed 16 (+4 Dex, +6 chain shirt); Base Atk/Grp: +7/+10; Atk +13 melee (2d4+4 spiked chain) or +12 ranged (1d6+3 composite shortbow); Full Atk +13/+8 melee (2d4+4 spiked chain) or +12/+7 ranged (1d6+3 composite shortbow); SA Sneak Attack (1d6); SQ Hide in plain sight, shadow curse, Superior Low Light Vision; AL NE; SV Fort +8, Ref +11, Will +6; Str 17, Dex 20, Con 12, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Hide+12, Listen+7, Move Silently+12, Search+7, Spot+7, Survival +6 (+8 following tracks); Combat Reflexes, Combat Expertise, Dodge, Exotic Weapon Proficiency (spiked chain) (B), Improved Disarm, Improved Trip, Mobility, Spring Attack, Weapon Finesse.

Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +2, dagger, composite shortbow (+3), 40 arrows, backup spiked chain.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Pidra Il’Korath, Female Shadar-kai, Rogue 7/Exotic Weapon Master 1: Medium Fey Extraplanar; CR 9; HD 10d6+1d10+22; hp 69; Init +10; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +7/+8; Atk +14 melee (2d4+2 spiked chain) or +14 ranged (1d6 shortbow); Full Atk +14/+9 melee (2d4+2 spiked chain) or +14/+9 ranged (1d6 shortbow); SA Sneak attack (5d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +8, Ref +15, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 9.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +4, Hide+19, Intimidate+2, Listen+7, Move Silently+19, Search+6, Spot+7, Survival +5 (+7 following tracks), Tumble+19; Blind-fight, Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Weapon Finesse, Weapon Focus.


Flurry of Strikes (Ex): When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to us a full attack action to make a flurry of strikes.  When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round until the exotic weapon master’s next turn.

 
Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level. Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Vadak A’Morak, Male Shadar-kai Bard 1/ Marshal 1: Medium Fey Extraplanar; CR 3; HD 4d6+1d8+5; hp 28; Init +3; Spd 30 ft.; AC 22, touch 13, flat-footed 13 (+5 Dex, +3 studded leather, +4 shield); Base Atk/Grp: +1/+1; Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); Full Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); SA Sneak Attack, Spells, Inspire Courage; SQ Hide in plain sight, Master of Tactics, shadow curse, Superior Low Light Vision; AL NE; SV Fort +5, Ref +9, Will +8; Str 10, Dex 20, Con 12, Int 13, Wis 8, Cha 16.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Diplomacy+4, Handle Animal+4, Hide+12, Intimidate+6, Knowledge (arcana)+2, Listen+7, Move Silently+12, Perform+6, Ride+8, Search+8, Spot+7, Survival+5 (+7 following tracks), Tumble+6, Use Magic Device +4; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse, Persuasive.


Minor Aura (Ex) Master of Tactics: All allies within 60’ (including himself) who can hear the marshal gain a circumstance bonus to their damage rolls when flanking equal to the marshal’s Charisma bonus.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Bard Spells Known/Prepared (4/0, save DC = 12 + spell level): 0 – Daze, Flare, Lullaby, Read Magic;


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows, scroll of shield, cloak of charisma +2.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Vadak rides a dusk beast onto the battlefield.

Advanced Dusk Beast: Large Outsider; CR 6; HD 13d8+13; hp 87; Init +6; Spd 30 ft.; AC 16, touch 10, flat-footed 14 (+2 Dex, +5 natural, -1 size); Base Atk/Grp: +12/+22; Atk +18 melee (2d6+6, bite); Full Atk +18 melee (2d6+6, 2 bites) and +16 melee (2d6+3, tail barb); SA –; SQ –; AL N; SV Fort +11, Ref +9, Will +10; Str 22, Dex 14, Con 17, Int 8, Wis 15, Cha 13. Manual of the Planes, page 170.  


Skills & Feats: Balance+7, Climb+14, Hide+18, Jump+15, Listen+13, Move Silently+13, Spot+14, Survival+8; Blind-Fight, Combat Reflexes, Improved Initiative, Multiattack, Track.


Extended Reach (Ex): Because it is made of ‘shadowstuff’, a dusk beast can extend it’s necks or tail beyond what seems possible, granting it extended reach (five feet beyond normal).


Skills: A dusk beast has a +4 racial bonus on Hide checks.


Description: A large two-headed, barbed tail lizard composed of dark shadow. It moves on four shadowy appendages that seem to trail into nothingness.

Korath One-Arm, Male Shadar-kai Wizard (Illusionist) 7: Medium Fey Extraplanar; CR 4; HD 3d6+7d4+10; hp 45; Init +5; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+5 Dex, +4 mage armor); Base Atk/Grp: +4/+4; Atk +9 melee (2d4-1 spiked chain) or +9 ranged (1d6 shortbow); Full Atk +9 melee (2d4-1 spiked chain) or +9 ranged (1d6 shortbow); SA Sneak attack, spells; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +5, Ref +11, Will +9; Str 8, Dex 20, Con 12, Int 18, Wis 10, Cha 10.  Fiend Folio, page 150.


Skills & Feats: Concentration +15*, Hide+12, Knowledge (arcana) +10, Listen+6, Move Silently+11, Search+10, Spellcraft +16, Spot+6, Survival +6 (+8 following tracks); Combat Casting*, Energy Substitution (cold) (CA), Exotic Weapon Proficiency (spiked chain), Scribe Scroll, Silent Spell, Sculpt Spell (CA), Spell Focus – Illusion, Weapon Finesse.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Draconic, Elven, and Sylvan.


Wizard Spells Known/Prepared (* = a prepared spell) (4/4/4/3/2)+1 Extra Illusion spell per spell level, save DC = 14 + spell level, DC = 15+ spell level for Illusion Spells; Enchantment & Necromancy are banned schools.): 0 – acid splash**, detect magic, ghost sounds*, message*, read magic,; 1st – color spray*, grease*, silent image, magic missile, mage armor*, lesser orb of acid (SpC)*, hail of stone (SpC)*; 2nd – alter self, color spray (sculpted)*,blur, hail of stone (sculpted)*, hypnotic pattern, invisibility,  minor image*, mirror image*, shatter; 3rd – shadow binding (SpC)**, deeper darkness, displacement, fly*, haste, major image, dispel magic, scorching ray (cold energy substitution)*; 4th –  phantasmal killer, rainbow pattern, shadow conjuration*, enlarge person-mass, globe of invulnerability – lesser*, ice storm, fireball (cold energy substitution)*. SpC   Spell Compendium

Possessions: Toad familiar, masterwork spiked chain, dagger, masterwork shortbow, 40 arrows, headband of intellect +2, scroll of hypnotic pattern, scroll of haste, scroll of deeper darkness, amulet in bag with deeper darkness cast upon it.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Note: Korath One-Arm is missing his left arm.  He has a hook that he uses for fighting but his spell casting suffers a 10% Spell Failure chance because of the missing limb.

Male Shadar-kai Rogue 3: Medium Fey Extraplanar; CR 4; HD 6d6+12; hp 36; Init +6; Spd 30 ft.; AC 18, touch 15, flat-footed 13 (+5 Dex, +3 studded leather); Base Atk/Grp: +3/+4; Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6 shortbow); Full Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision, evasion; AL NE; SV Fort +5, Ref +13, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +10, Hide+15, Listen+12, Move Silently+15, Search+7, Spot+12, Survival +6 (+8 following tracks), Tumble+15; Alertness, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Female Shadar-kai Scout 3: Medium Fey Extraplanar; CR 4; HD 3d6+3d8+12; hp 41; Init +6; Spd 30 ft.; AC 18[19], touch 15, flat-footed 13 (+5 Dex, +3 studded leather, [+1 skirmish]); Base Atk/Grp: +3/+4; Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6+1 shortbow); Full Atk +10 melee (2d4+1 spiked chain) or +10 ranged (1d6+1 shortbow); SA Sneak Attack (1d6), skirmish (1d6); SQ Battle fortitude, Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +6, Ref +13, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +10, Hide+15, Listen+12, Move Silently+15, Search+7, Spot+12, Survival +6 (+8 following tracks), Tumble+15; Alertness, Exotic Weapon Proficiency (spiked chain)(B), Point Blank Shot, Weapon Finesse.


Skirmish (Ex) A scout adds 1d6 damage to any attacks she makes in a turn that she moves more then 10’. (Complete Adventurer)


Battle Fortitude (Ex) At 2nd Level a Scout gains a +1 competence bonus to Fortitude saves and Initiative checks. (Complete Adventurer)

Uncanny Dodge (Ex): Starting at 2nd level, a scout can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a scout already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trapfinding: Scouts can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it. Scouts can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A scout who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork composite shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Appendix 4 – APL 10

encounter one





Cerian, Female Human (Simulacrum) Drd12: Medium Humanoid; CR 12; HD 12d8+12; hp 81; Init +2; Spd 30 ft.; AC 23, touch 12, flat-footed 13 (+2 Dex, +6 breastplate, +1 shield, +4 barkskin); Base Atk/Grp: +9/+8; Atk +9 melee (1d6-1/x2, Shortspear) or +11 ranged (1d6-1/x2, Shortspear); Full Atk +9/+4 melee (1d6-1/x2, Scimitar) or +11/+6 ranged (1d6-1/x2, Shortspear); SQ druidic abilites; AL N; SV Fort +9, Ref +7, Will +13; Str 9, Dex 14, Con 12, Int 10, Wis 20, Cha 14.


Skills & Feats: Concentration +16, Craft: Woodworking +6, Craft: Leatherworking +7, Handle Animal +7, Heal +5, Listen +10, Knowledge (nature) +16, Knowledge (religion) +2, Spellcraft +5, Spot +10, Survival +14; Spell Focus (Conjuration), Augment Summoning, Fast Wild ShapeCD, Quicken Spell, Rapid SpellCD.  CD Complete Divine

Languages: Common, Druidic.


Druid Spell Prepared (6/6/5/5/4/4/2, save DC = 15 + spell level): 0 – create water, cure minor wounds, detect magic, resistance, virtue; 1st – enrage animal x2 SpC, faerie fire,  entangle, entangle, snake’s swiftness SpC ; 2nd – mass snake’s swiftness SpC, summon nature’s ally II x2, , summon swarm x2;  3rd – dominate animal, sleet storm, spike growth, summon nature’s ally III x2; 4th – flame strike, freedom of movement,  ice storm, summon nature’s ally IV; 5th – animal growth, baleful polymorph, insect plague, wall of thorns; 6th –  anti-life shell, wall of stone. SpC   Spell Compendium

*Spell Focus (Conjuration) +1 to DC


Possessions: Ironwood Breastplate +1, masterwork shortspear x2, masterwork light wooden shield, periapt of wisdom +2, scroll of forestfold, scroll of barkskin+4, scroll of contingent energy resistance.

Description:A pale and comely druidess in leathers and furs wearing a distinctive leather choker.
Animal Companion:

Brown Bear: Large Animal; CR -; HD 10d8+50; hp 98; Init +2; Spd 40 ft.; AC 21, touch 12, flat-footed 17 (+2 Dex, +9 natural); Base Atk/Grp: +7/+20; Atk +16 melee (1d8+9, Claw); Full Atk +16 melee (2d6+9, 2 Claws) and +11 melee (2d6+4 Bite); SA Improved Grab; SQ Low-light vision, scent, link, share spells, evasion; AL N; SV Fort +10, Ref +8, Will +3; Str 29, Dex 15, Con 20, Int 2, Wis 12, Cha 6.  


Skills & Feats: Listen +8, Spot +11, Swim +12; Improved Natural Attack, Track, Weapon Focus (bite).


Improved Grab (Ex): To use this extraordinary ability, the bear must hit with a claw attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.


Skills: A brown bear has a +4 racial bonus on Swim checks..


Link (Ex), Share Spells (Ex), Evasion (Ex), Devotion (Ex)


Description: A big, brown bear with a cold, savage glint in it’s eye.

Encounter three





Illusionary Shade Eldritch Giant, Male Eldritch Giant: Huge Giant; CR 14; HD 25d8+255(*.8); hp 282; Init +1; Spd 35 ft.; AC 25 (–2 size, +1 Dex, +13 natural, +8 full plate, +2 heavy steel shield *.8), touch 7, flat-footed 24; Base Atk/Grp: +18/+42; Atk Bastard Sword +33 melee (3d8+16); Full Atk Bastard Sword +33/+28/+23/+18 melee (3d8+16); SA spell-like abilities; SQ Eldritch Mastery, Low-Light Vision, Natural Wisdom; AL NE; SV Fort +23, Ref +9, Will +19; Str 39, Dex 14, Con 23, Int 16, Wis 20, Cha 15.  Monster Manual, PHB as per Shade Spell.


Skills & Feats: Concentration +37, Diplomacy+3, Knowledge Arcana +32, Knowledge Religion +14, Knowledge Planes +14, Listen +21, Sense Motive +31, Spellcraft +34, Spot+21; Cleave, Empower Spell like ability (magic missile) Exotic Weapon Proficiency: Bastard Sword, Great Cleave, Improved Bull Rush, Iron Will, Power Attack, Quicken Spell like ability (Dimension Door), Quicken Spell like ability (Greater Dispel Magic), Weapon focus – bastard sword

Spell-Like Abilities: Caster level 20th.

At Will – detect magic, greater dispel magic, magic missile

3/day – dimension door, globe of invulnerability

Languages: Giant, Common.


Possessions: Full Plate, Huge Bastard Sword.

Description: A 25 foot tall giant in full plate, it’s skin is tinged purple, and strange arcane symbols are tattooed over every inch of it’s flesh.

Note: This giant is a manifestation of Parn’s curse and is illusionary as per the shades spell (Player’s Handbook page 276).  A Will Save, DC 23 reveals this.  Against those who make the save, the giant does only 80% damage and non-damaging effects have only an 80% chance to affect the non-believer. 

Encounter five




Advanced Shadow Jelly: Huge Ooze (Extraplanar); CR 12; HD 18d10+126; hp 234; Init -6; Spd 10 ft., climb 10 ft.; AC 6, touch 3, flat-footed 3 (-2 size, -5 Dex, +3 Natural); Base Atk/Grp: +13/+28; Atk +19 melee (1d8 Str, Slam); Full Atk +19 melee (1d8 Str, Slam); SA Strength damage, improved grab; SQ Blindsight 60 ft., ooze traits; AL N; SV Fort +12, Ref +0, Will +1; Str 24, Dex 1, Con 24, Int -, Wis 1, Cha 1. 

 
Skills & Feats: Climb +14, Hide –10 (+2 in shadowy areas).


Strength Damage (Su): The touch of an advanced shadow jelly deals 1d8 points of Strength damage to a living foe.  A creature reduced to Strength 0 by a shadow jelly dies.  This is a negative energy effect.


Improved Grab (Ex): To use this ability, a shadow jelly must hit with its slam attack.  It can then attempt to grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can automatically deal 1d8 points of Strength damage each round.

Encounter seven





Vinda A’Morak, Female Shadar-kai, Rogue 7/Exotic Weapon Master 3: Medium Fey Extraplanar; CR 11; HD 10d6+3d10+26; hp 87; Init +10; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +9/+10; Atk +16 melee (2d4+2 spiked chain) or +16 ranged (1d6 shortbow); Full Atk +16/+11 melee (2d4+2 spiked chain) or +16/+11 ranged (1d6 shortbow); SA Sneak attack (5d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +9, Ref +15, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 10.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +4, Hide+19, Intimidate+9, Listen+7, Move Silently+19, Search+6, Spot+7, Survival +5 (+7 following tracks), Tumble+19; Blind-fight, Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Skill Focus (Intimidate), Weapon Finesse, Weapon Focus.


Flurry of Strikes (Ex): When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to us a full attack action to make a flurry of strikes.  When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round until the exotic weapon master’s next turn.

Show Off (Ex) As a standard action, the character can display his mastery with an exotic weapon and confound his opponent. The character may make an Intimidate check against a single opponent within 30’ that can see him. Adding his base attack bonus to the to the result (+18 In this case).  If the result exceeds the opponent’s modified level check (PHB page 76), the opponent becomes shaken (-2 penalty on attack rolls, ability checks, and saving throws) for 1 round per class level of the exotic weapon master. 


Exotic Reach (Ex): When wielding an exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Male Shadar-kai Rogue 4: Medium Fey Extraplanar; CR 5; HD 7d6+14; hp 42; Init +6; Spd 30 ft.; AC 19, touch 15, flat-footed 14 (+5 Dex, +4 studded leather); Base Atk/Grp: +4/+5; Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); Full Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision, evasion; AL NE; SV Fort +5, Ref +14, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +12, Hide+16, Listen+14, Move Silently+16, Search+7, Spot+14, Survival +6 (+8 following tracks), Tumble+16; Alertness, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, studded leather +1, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Encounter eight





Podarn Il’Korath, Male Shadar-kai, Fighter 8: Medium Fey Extraplanar; CR 9; HD 3d6+8d10+9; hp 80; Init +5; Spd 30 ft.; AC 20, touch 14, flat-footed 16 (+4 Dex, +6 chain shirt); Base Atk/Grp: +9/+12; Atk +15 melee (2d4+5 spiked chain) or +14 ranged (1d6+4 composite shortbow); Full Atk +15/+10 melee (2d4+5 spiked chain) or +14/+9 ranged (1d6+4 composite shortbow); SA Sneak Attack (1d6); SQ Hide in plain sight, shadow curse, Superior Low Light Vision; AL NE; SV Fort +9, Ref +11, Will +6; Str 19, Dex 20, Con 12, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Hide+13, Listen+7, Move Silently+13, Search+7, Spot+7, Survival+7 (+9 following tracks); Combat Reflexes, Combat Expertise, Dodge, Exotic Weapon Proficiency (spiked chain) (B), Improved Disarm, Improved Trip, Mobility, Spring Attack, Weapon Finesse, Whirlwind Attack.

Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +2, dagger, gauntlets of ogre power, composite shortbow (+4), 40 arrows, backup spiked chain. 

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Pidra Il’Korath, Female Shadar-kai, Rogue 7/Exotic Weapon Master 3: Medium Fey Extraplanar; CR 11; HD 10d6+3d10+26; hp 87; Init +10; Spd 30 ft.; AC 20, touch 13, flat-footed 13 (+5 Dex, +5 chain shirt); Base Atk/Grp: +9/+10; Atk +16 melee (2d4+2 spiked chain) or +16 ranged (1d6 shortbow); Full Atk +16/+11 melee (2d4+2 spiked chain) or +16/+11 ranged (1d6 shortbow); SA Sneak attack (5d6); SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +9, Ref +15, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 8, Cha 10.  Fiend Folio, page 150.


Skills & Feats:  Craft (weaponsmithing) +4, Hide+19, Intimidate+9, Listen+7, Move Silently+19, Search+6, Spot+7, Survival +5 (+7 following tracks), Tumble+19; Blind-fight, Improved Initiative, Exotic Weapon Proficiency (spiked chain)(B), Skill Focus (Intimidate), Weapon Finesse, Weapon Focus.


Flurry of Strikes (Ex): When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to us a full attack action to make a flurry of strikes.  When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round until the exotic weapon master’s next turn.


Exotic Reach (Ex): When wielding an exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).


Show Off (Ex) As a standard action, the character can display his mastery with an exotic weapon and confound his opponent. The character may make an Intimidate check against a single opponent within 30’ that can see him. Adding his base attack bonus to the to the result (+17 In this case).  If the result exceeds the opponent’s modified level check (PHB page 76), the opponent becomes shaken (-2 penalty on attack rolls, ability checks, and saving throws) for 1 round per class level of the exotic weapon master. 


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: spiked chain +1, chain shirt +1, dagger, masterwork shortbow, 40 arrows.

Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Vadak A’Morak, Male Shadar-kai Bard 1/ Marshal 1: Medium Fey Extraplanar; CR 3; HD 4d6+1d8+5; hp 28; Init +3; Spd 30 ft.; AC 22, touch 13, flat-footed 13 (+5 Dex, +3 studded leather, +4 shield); Base Atk/Grp: +1/+1; Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); Full Atk +7 melee (2d4 spiked chain) or +7 ranged (1d6 shortbow); SA Sneak Attack, Spells, Inspire Courage; SQ Hide in plain sight, Master of Tactics, shadow curse, Superior Low Light Vision; AL NE; SV Fort +5, Ref +9, Will +8; Str 10, Dex 20, Con 12, Int 13, Wis 8, Cha 16.  Fiend Folio, page 150.


Skills & Feats: Bluff+5, Diplomacy+4, Handle Animal+4, Hide+12, Intimidate+6, Knowledge (arcana)+2, Listen+7, Move Silently+12, Perform+6, Ride+8, Search+8, Spot+7, Survival+5 (+7 following tracks), Tumble+6, Use Magic Device +4; Alertness, Exotic Weapon Proficiency (spiked chain), Weapon Finesse, Persuasive.


Minor Aura (Ex) Master of Tactics: All allies within 60’ (including himself) who can hear the marshal gain a circumstance bonus to their damage rolls when flanking equal to the marshal’s Charisma bonus.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Bard Spells Known/Prepared (4/0, save DC = 12 + spell level): 0 – Daze, Flare, Lullaby, Read Magic;


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork shortbow, 40 arrows, scroll of shield, cloak of charisma +2.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Vadak rides a dusk beast onto the battlefield.

Advanced Dusk Beast: Large Outsider; CR 6; HD 13d8+13; hp 87; Init +6; Spd 30 ft.; AC 16, touch 10, flat-footed 14 (+2 Dex, +5 natural, -1 size); Base Atk/Grp: +12/+22; Atk +18 melee (2d6+6, bite); Full Atk +18 melee (2d6+6, 2 bites) and +16 melee (2d6+3, tail barb); SA –; SQ –; AL N; SV Fort +11, Ref +9, Will +10; Str 22, Dex 14, Con 17, Int 8, Wis 15, Cha 13. Manual of the Planes, page 170.  


Skills & Feats: Balance+7, Climb+14, Hide+18, Jump+15, Listen+13, Move Silently+13, Spot+14, Survival+8; Blind-Fight, Combat Reflexes, Improved Initiative, Multiattack, Track.


Extended Reach (Ex): Because it is made of ‘shadowstuff’, a dusk beast can extend it’s necks or tail beyond what seems possible, granting it extended reach (five feet beyond normal).


Skills: A dusk beast has a +4 racial bonus on Hide checks.


Description: A large two-headed, barbed tail lizard composed of dark shadow. It moves on four shadowy appendages that seem to trail into nothingness.
Korath One-Arm, Male Shadar-kai Wizard (Illusionist) 9: Medium Fey Extraplanar; CR 4; HD 3d6+9d4+10; hp 53; Init +5; Spd 30 ft.; AC 19, touch 13, flat-footed 13 (+5 Dex, +4 mage armor); Base Atk/Grp: +5/+5; Atk +10 melee (2d4-1 spiked chain) or +10 ranged (1d6 shortbow); Full Atk +10 melee (2d4-1 spiked chain) or +10 ranged (1d6 shortbow); SA Sneak attack, spells; SQ Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +6, Ref +12, Will +10; Str 8, Dex 20, Con 12, Int 21, Wis 10, Cha 10.  Fiend Folio, page 150.


Skills & Feats: Concentration +15*, Hide+12, Knowledge (arcana) +10, Listen+6, Move Silently+11, Search+10, Spellcraft +16, Spot+6, Survival +6 (+8 following tracks); Combat Casting*, Energy Substitution (cold) (CA), Exotic Weapon Proficiency (spiked chain), Scribe Scroll, Silent Spell, Sculpt Spell (CA), Spell Focus – Illusion, Weapon Finesse.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Draconic, Elven, and Sylvan.


Wizard Spells Known/Prepared (* = a prepared Spell) (4/5/4/4/3/2)+1 Extra Illusion spell per spell level, save DC = 15 + spell level, DC = 16+ spell level for Illusion Spells; Enchantment & Necromancy are banned schools.): 0 – acid splash**, detect magic, ghost sounds*, message*, read magic,; 1st – color spray**, grease*, silent image, magic missile, mage armor*, lesser orb of acid (SpC)*, hail of stone (SpC)*; 2nd – alter self, blur, color spray (sculpted)*, hail of stone (sculpted)*, hypnotic pattern, invisibility,  minor image*, mirror image*, shatter*; 3rd – shadow binding (SpC)**, deeper darkness*, displacement, fly*, haste, major image, dispel magic, scorching ray (cold energy substitution)*; 4th – dispel magic (silenced)*, phantasmal killer*, rainbow pattern, shadow conjuration, enlarge person-mass, globe of invulnerability – lesser*, ice storm, fireball (cold energy substitution)*; 5th – cloudkill, mirage arcana, nightmare, shadow evocation**, summon monster V, wall of force*.


Possessions: Toad familiar, masterwork spiked chain, dagger, masterwork shortbow, 40 arrows, headband of intellect +4, scroll of hypnotic pattern, scroll of haste, scroll of deeper darkness, amulet in bag with deeper darkness cast upon it.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others. Note: Korath One-Arm is missing his left arm.  He has a hook that he uses for fighting but his spell casting suffers a 10% Spell Failure chance because of the missing limb.

Male Shadar-kai Rogue 4: Medium Fey Extraplanar; CR 5; HD 7d6+14; hp 42; Init +6; Spd 30 ft.; AC 19, touch 15, flat-footed 14 (+5 Dex, +4 studded leather); Base Atk/Grp: +4/+5; Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); Full Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6 shortbow); SA Sneak attack (3d6); SQ Hide in plain sight, shadow curse, superior low-light vision, evasion; AL NE; SV Fort +5, Ref +14, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +12, Hide+16, Listen+14, Move Silently+16, Search+7, Spot+14, Survival +6 (+8 following tracks), Tumble+16; Alertness, Blind-fight, Exotic Weapon Proficiency (spiked chain), Weapon Finesse.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, studded leather +1, dagger, masterwork shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

Female Shadar-kai Scout 4: Medium Fey Extraplanar; CR 5; HD 3d6+4d8+14; hp 48; Init +6; Spd 30 ft.; AC 18[19], touch 15, flat-footed 13 (+5 Dex, +3 studded leather, [+1 skirmish]); Base Atk/Grp: +4/+5; Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6+1 shortbow); Full Atk +11 melee (2d4+1 spiked chain) or +11 ranged (1d6+1 shortbow); SA Sneak Attack (1d6), skirmish (1d6); SQ Battle fortitude, Hide in plain sight, shadow curse, superior low-light vision; AL NE; SV Fort +6, Ref +14, Will +5; Str 12, Dex 22, Con 14, Int 13, Wis 10, Cha 6.  Fiend Folio, page 150.


Skills & Feats: Escape Artist +10, Hide+15, Listen+12, Move Silently+15, Search+7, Spot+12, Survival +6 (+8 following tracks), Tumble+15; Alertness, Exotic Weapon Proficiency (spiked chain)(B), Point Blank Shot, Weapon Finesse.

Skirmish (Ex) A scout adds 1d6 damage to any attacks she makes in a turn that she moves more then 10’. (Complete Adventurer)


Battle Fortitude (Ex) At 2nd Level a Scout gains a +1 competence bonus to Fortitude saves and Initiative checks. (Complete Adventurer)

Uncanny Dodge (Ex): Starting at 2nd level, a scout can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized. If a scout already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Sneak Attack (Ex) Anytime a shadar-kai’s target is denied a Dexterity bonus, or when a target is flanked by shadar-kai, the shadar-kai deals an additional 1d6 points damage on a successful melee attack.  This damage stacks with sneak attack damage from other sources, such as rogue levels.


Trapfinding: Scouts can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it. Scouts can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it. A scout who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.


Hide in Plain Sight (Su) Shadar-kai can use the Hide skill even when while being observed. As long as they are not illuminated by natural daylight, the daylight spell, or similar magical light, shadar-kai can hide themselves from view in the open without having anything to actually hide behind.


Shadow Curse (Su) See MM3, these Shadar-kai are not affected by the shadow curse.


Superior Low-Light Vision (Ex) Shadar-kai have extraordinary vision in low-light conditions. They can see four times as far as a human in low-light conditions.


Languages: Common, Elven, and Sylvan.


Possessions: Masterwork spiked chain, masterwork studded leather, dagger, masterwork composite shortbow, 40 arrows.


Description: Shadar-kai are elvish looking humanoids, with dusky-pale skin and many tattoos and piercings on their exposed skin.  Darkly beautiful and sensual, their beauty is offset by their cruel demeanor and vicious attitudes towards others.

 Appendix 5 – NPCs

Ffiona Ebentress (aka Ffiona merch Melwyn)

The elder surviving daughter of Melwyn Greatarm former llwyr of Araul Anterth, Ffiona has matured into a beautiful woman, just into her twenty-first year. She has waist length black hair, and is slender on the petite side.  Along with her mother and younger sister, Ffiona returned to Hochoch from Keoland in CY 591. Her father and two elder brothers were killed during the giant invasion, leaving her the elder child of a deceased ruler of an important cantrev.  However, her father was surreptitiously raised from the dead by a third party, and disinherited Ffiona when he found out she was marrying Darian Malthus, a Knight of the Dispatch and Peer of the Realm (but more controversially a former Marcher).  Ffiona is naturally a shy young woman, but has learned to assert herself over the past couple of years under the tutelage of the lady Sierra Blackblade.

Ffiona Ebentress, Female Human Aristocrat 1, Fighter 3, Medium Humanoid; CR 4; HD 1d8+3d10; hp 30(26); Init +3; Spd 30 ft.; AC 23, touch 16, flat-footed 20 (+3 Dex, +3 Ring, +7 Mithril Breastplate); Base Atk/Grp: +3/+4; Atk +5 melee (1d10+1, Bastard Sword) or +7 ranged (1d8+2, Longbow); Full Atk +5 melee (1d10+1, Bastard Sword) or +7 ranged (1d8+2, Longbow); SA None; SQ None; AL NG; SV Fort +4, Ref +4, Will +3; Str 12, Dex 16, Con 10(12), Int 11, Wis 10, Cha 16.  


Skills & Feats: Climb +6, Diplomacy +5, Handle Animal +8, Jump +6, Knowledge Nobility & Royalty +1, Knowledge Local-Sheldomar +2, Perform (Sing) +9, Ride +8; Skill Focus Perform, Point Blank Shot, Precise Shot, Dodge. 


Languages: Common, Flan.


Possessions: Possessions. Mithril breastplate +2 glamored (coat), ring of protection +3, composite (1) longbow +1, masterwork bastard sword, 2x daggers, amulet of health (+2).

Victor Brightblade

Victor Brightblade is the half-brother of the former regent, Llwyress Sierra Blackblade (they share the same mother), and coincidentally, also a half-dragon. His heritage is made evident by his reptilian eyes, and scales.  Victor is larger than life in both body and spirit, and is a charismatic (or imposing) leader on the battlefield.  In CY 583, he was at Derelion requesting aid from the elven prince, when the city was attacked by the giants, and subsequently by the shadow dragon, Hasforenses.  In the ensuing chaos, Victor disappeared into the Shadow Rift.  Narrowly escaping death at the hands of shadow dragon’s followers, he ended up serving the progressive Lady Regent of Cysgod Annwn. Gradually, he gained the trust of some of the fade-ffolk. Since the Regent’s death, Victor has been the keeper of the Cysgod Annwn sword of leadership known as Dawn.
Victor Brightblade: Male Half-Bronze Dragon Paladin 6/Cavalier 4.

Gwenllian the Eglantine

Gwenllain is the Archdruidess of Gyruff, and the sister of Owen the Brenin.  She ascended to the position in CY 592, and it is rumored that she was a resident of Faerie for some time before that.  Certainly, some attribute her otherworldly beauty and cryptic manner to this hearsay.  Gwenllian has long reddish-brown hair that reaches beyond her waist, and grey eyes.  She is known to keep company with a great bronze dragon.

Parn

Parn was the Cadofyth (kad-OH-fith, tr. strategist) of the Gyric Army of Liberation. He appears to be of of mixed Oeridan, Suel, and Flan heritage, though some claim to know different. He is of average height and a little on the stocky side. He keeps his brown hair and beard trimmed short and he was commonly in his uniform as an officer of the Army. Parn walks with a slight limp, but is a strong man with impressive stamina. During the Third Battle of Gorna in CY 593, Parn was captured by the forces of the Sakhut, and it is rumored that they targeted him specifically.  A wolfpack raid on the giant cloud castle subsequently freed Parn, though afterwards, Parn disappeared from the public eye.  Since the war’s end, he has kept to himself secluded in his mountain home, and deals with the cursed sleep laid upon him by a powerful, and now deceased, giant wizard.

Waylan Crabtree

Once the second most powerful transmuter in all of Geoff, Walan Crabtree is a reclusive high-ranking Wayfarer Guide who has not been seen in public (to anyone’s knowledge) since the fall of Gorna. The kindly mage was able to assist in saving many lives during the invasion, including the Lady Sierra Blackblade, and shortly afterwards dedicated himself to helping orphans of the war by co-founding Argel ys Aberva in the southeastern Dim Forest.  There he teaches the children letters and math, and has even taken on an apprentice.  He has become worried of late due to the incursions from the Plane of Shadow into the Dim Forest, and has been researching ways of sealing the breaches between the planes.  His studies led him to the nearly forgotten Fharlanghn monastery known as Threshold. Waylan is a graying man of Flan descent who dresses in practical robes, and wears spectacles when he reads.  His most notable possession is his gem-topped staff of power.
Heike Heinriksdotter

Heike is a talented thespian.  The long-legged, silver haired cloud giant had a gift for the craft, and when the war with the tyv began, her father commanded her to go undercover amongst the tyv to act as a spy.  She did so for many years, until her cover was broken. She managed to strike a deal with the Regent Sierra Blackblade and Sierra spared her life. In return, Heike approached the Patriachs of the cloud giants about striking a peace and removing the cloud giants from the war.  Fearing retribution from her militant brother Heinrik, Heike came to Mt. Aestrald, the domain of the Patriarch Asgeir, for safety during the last months of the war.  Since the end of the war, Heike has taken to following up on some of the information she read in the privileged tyv libraries.  Her curiosity has led her to Threshold, where she was discovered by Waylan, and agreed to help him in his research. Heike is somewhat reserved around adventurers, but has learned that not all hold her responsible for the actions of her kin.
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DM Map #2 – encounter three
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DM Map #3 – encounter five and six
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DM Map #4 – encounter seven
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DM Map #5 – encounter eight
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DM Aid #1: the plane of shadow 

The Plane Of Shadow

The Plane of Shadow is a dimly lit dimension that is both coterminous to and coexistent with the Material Plane. It overlaps the Material Plane much as the Ethereal Plane does, so a planar traveler can use the Plane of Shadow to cover great distances quickly. 

The Plane of Shadow is also coterminous to other planes. With the right spell, a character can use the Plane of Shadow to visit other realities. However, the Plane of Shadow does not touch the Ethereal Plane, so spells that use the Ethereal Plane such as blink, or ethereal jaunt, do not function on the Plane of Shadow.

The Plane of Shadow is a world of black and white; color itself has been bleached from the environment. It is otherwise appears similar to the Material Plane. 

Despite the lack of light sources, various plants, animals, and humanoids call the Plane of Shadow home. 

The Plane of Shadow is magically morphic, and parts continually flow onto other planes. As a result, creating a precise map of the plane is next to impossible, despite the presence of landmarks. 

The Plane of Shadow has the following traits. 

· Magically morphic. Certain spells modify the base material of the Plane of Shadow. The utility and power of these spells within the Plane of Shadow make them particularly useful for explorers and natives alike.

· Mildly neutral-aligned.

· Enhanced magic. Spells with the shadow descriptor are enhanced on the Plane of Shadow. Such spells are cast as though they were prepared with the Maximize Spell feat, though they don’t require the higher spell slots. 

Furthermore, specific spells become more powerful on the Plane of Shadow. Shadow conjuration and shadow evocation spells are 30% as powerful as the conjurations and evocations they mimic (as opposed to 20%). Greater shadow conjuration and greater shadow evocation are 70% as powerful (not 60%), and a shades spell conjures at 90% of the power of the original (not 80%). 

· Impeded magic. Spells that use or generate light or fire may fizzle when cast on the Plane of Shadow. A spellcaster attempting a spell with the light or fire descriptor must succeed on a Spellcraft check (DC 20 + the level of the spell). Spells that produce light are less effective in general, because all light sources have their ranges halved on the Plane of Shadow.

Despite the dark nature of the Plane of Shadow, spells that produce, use, or manipulate darkness are unaffected by the plane.  

Note: The Plane of Shadow is constantly in shadowy illumination, which provides concealment (20% miss chance).

DM AID #2: Cysgod annwn

Cysgod Annwn

Cysgod Annwn (pr. kus-god ahn-oon) is a land in the Plane of Shadow that is both coterminous to and coexistent with the Grand Duchy of Geoff (aka Gyruff).  The inhabitants of the land are a shadowy reflection of the ffolk of Gyruff, yet not the same people, and the Land itself is a distorted landscape that is simultaneously familiar, yet strange.  The shadow people here are what the Gyri refer to as ‘fades’, and the shadowy ffolk of Cysgod Annwn call creatures from the Prime Material plane ‘brightlings’ or ‘motleys’.  Most do not consider themselves to be shadows of Gyruff, but rather the opposite, and consider the Plane of Shadow to be the ‘Prime Material’. The ffolk here speak a strange dialect of Flan (unlike any on the Prime Material plane), and have war chieftains, llwyri, like the ffolk of Geoff.

The Old Faith is revered here by some of the fades, but only Nerull, Obad-hai, and Beory belong to the pantheon.  Amongst other things, they are caretakers of the llygedyn (pl. llygedyni).  The llygedyn is an immense standing stone of eldritch magic that is connected to the Land and the ffolk of the Cysgod Annwn. The name for these dolmens, llygedyn, is of a strange Flan dialect (heard only in Cysgod Annwn) and literally translates to ‘illuminator’ or ‘en-lightener’. Any enemy of the land of Cysgod Annwn is ‘seen’ by the llygedyn, and is revealed to all who are ‘of the Land’.  The power of the llygedyn causes the enemy of the Land to be outlined in a pale red glow until they are defeated or until they leave the Land.

The ancient monoliths were once few, and now there is only one left due to the predations of the tymestl. The tymestl (shadar-kai), are shadowy and cruel fey creatures who fell upon the Land nearly one year ago.  Their forces have ravaged the countryside, and killed the Lady Regent in the winter of CY 596. None know where they came from, or why, but their presence has divided the ffolk of the land into two factions.  The two groups share a common foe in the tymestl, but have very different outlooks and methods on dealing with the problem.

The largest group is lead by the most powerful war chieftain in Cysgod Annwn, Havgan, who believes that the Gyri of Geoff are responsible for the shadar-kai.  He has learned that the brightlings unleashed a plague of fey in their lands, around the same time Cysgod Annwn was invaded. The parallel was not lost on him, and he blames the Gyri for the shadar-kai invasion. Because of this, he is determined to punish the Gyri for their act of war. To this end, he and his fade warriors have allied with the ancient shadow dragon Hasforenses, a beast of legend that lives in the Dim Forest of Cysgod Annwn.

The other group, comprising a small minority, is lead by Victor Brightblade, a brightling who had over many years, gained the favor of the Lady Regent and earned a place of leadership amongst her court. When the Lady Regent was assassinated by the tymestl, Victor prevented them from stealing the sword of leadership known as Dawn. He now has a small following of loyalists, who do not agree with Havgan’s campaign.  They are few in number and their relation with Havgan and his followers is tenuous at best.  The have a common foe in the tymestl, and many believe that is the only thing keeping them from open hostilities, as it is well known that Havgan desires rulership of Cysgod Annwn.

Note: Many of the creatures on the Plane of Shadow, including the residents of Cysgod Annwn, have the ‘shadow creature’ template (page 167 Lords of Madness).  Creatures with this template are called ‘fades’ by the Gyri of the Prime Material plane.

Dm Aid: New Rules

New Feats

Fast Wild Shape, Rapid Spell (Complete Divine)


Prerequisite: Dex 13, ability to use wild shape


Benefit: 
You gain the ability to use wild shape as a move-equivalent action.


Normal:  A druid uses wild shape as a standard action.

Rapid Spell (Complete Divine)

You can cast spells with long casting times more quickly.



Benefit:  Only spells with a casting time greater than 1 standard action can be made rapid.  A rapid spell with a casting time of 1 full round can be cast as a standard action.  A rapid spell with a casting time measured in rounds can be cast in 1 full round.  Rapid spells with casting times measured in minutes can be cast in 1 minute, and rapid spells with casting times measured in hours can be cast in 1 hour.  A rapid spell uses up a spell slot one level higher than the spell’s actual level.


Special:  A spell can be made rapid and quickened only if its original casting time was 1 full round.  This feat can be applied to a spell cast spontaneously as long as its original casting time was longer than 1 full round.

Energy Substitution (cold) (CompleteArcane)
You can cast spells with long casting times more quickly.



Benefit:  Only spells with a casting time greater than 1 standard action can be made rapid.  A rapid spell with a casting time of 1 full round can be cast as a standard action.  A rapid spell with a casting time measured in rounds can be cast in 1 full round.  Rapid spells with casting times measured in minutes can be cast in 1 minute, and rapid spells with casting times measured in hours can be cast in 1 hour.  A rapid spell uses up a spell slot one level higher than the spell’s actual level.


Special:  A spell can be made rapid and quickened only if its original casting time was 1 full round.  This feat can be applied to a spell cast spontaneously as long as its original casting time was longer than 1 full round.

Sculpt Spell (Complete Arcane)

You can cast spells with long casting times more quickly.



Benefit:  Only spells with a casting time greater than 1 standard action can be made rapid.  A rapid spell with a casting time of 1 full round can be cast as a standard action.  A rapid spell with a casting time measured in rounds can be cast in 1 full round.  Rapid spells with casting times measured in minutes can be cast in 1 minute, and rapid spells with casting times measured in hours can be cast in 1 hour.  A rapid spell uses up a spell slot one level higher than the spell’s actual level.


Special:  A spell can be made rapid and quickened only if its original casting time was 1 full round.  This feat can be applied to a spell cast spontaneously as long as its original casting time was longer than 1 full round.

New Items

Example (Complete Arcane)


These garments offer magic protection in the form of a +1 to +5 resistance bonus on all saving throws.


Faint abjuration; CL 5th; Craft Wondrous Item, resistance, caster’s level must be at least three times the vest’s bonus; Price 1,000 gp (+1), 4,000 gp (+2), 9,000 gp (+3), 16,000 gp (+4), 25,000 gp (+5); Weight 1 lb.

New Spells

Forestfold (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Orb of Acid, Lesser (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Hail of Stone (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Snake’s Swiftness (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Enrage Animal (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Mass Snake’s Swiftness (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Contingent Energy Resistance (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Shadow Binding (Spell Compendium)

Transmutation

Level: Clr 3, Drd 3

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You touch your intended subject, which then turns its head rapidly about as if looking for the source of some sound.


This spell grants the subject the blindsight ability (Monster Manual, page 306) effective out to 30 feet.

Player Handout #1 – an appeal for help

The letter for PCs from the Grand Duchy of Geoff: 

Dear (Character’s Name)

It has come to my attention that your name has gained some renown among the ffolk of Gyruff.  I seek to help a friend and need experts who may understand the dilemma better than I.  If this interests you, come to the tollhouse at Hywist’s Ford on five days hence, near sundown. You will know me by the long brown coat and white fur cap I wear.

A Daughter of Gyruff

The letter for PCs from other lands:

Dear (Character’s Name)

It has come to my attention that you have gained some renown amongst the people of your land, and have come to the Grand Duchy of Geoff seeking adventure.  This is fortunate for us both, for I seek to help a friend and need experts who may understand the dilemma better than I.  If this interests you, come to the tollhouse at Hywist’s Ford on five days hence, near sundown. You will know me by the long brown coat and white fur cap I wear.

A Daughter of Gyruff

Critical Event Summary: GEO6-05 A gathering of shadows

For use only at EVENT or before DATE.

1. 
Question1? 

Yes

No


If so, list player names/PC names here:

2.
Question2?








Yes

No


If so, list player names/PC names here:

3.
Question3?








Yes

No


If so, list player names/PC names here:

4.
Question4?








Yes

No 

5.
Question5?








Yes

No


If so, list whom here:


If not, give the name of the player and PC here:

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image7.png]
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