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Trick of the Eye

A One-Round D&D Living Greyhawk® 

Gran March Regional Adventure

Version 1

Round 1

by Edward Tostanoski III

Harvest has been plentiful, war in Geoff has been going well, and now a marriage of Elector’s children.  All Gran March is traveling to Hookhill for their wedding on the 4th of Richfest.  Nalsiir Weirwood and Allita Housemann make a beautiful couple.  Life this year has been grueling and dangerous.  You deserve a little rest and recreation, don’t you?  A Gran March Regional scenario and a sequel to the scenario Depth Perception.  An adventure for characters level 3-13.  

Introduction

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

Preparation






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

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

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

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

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

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

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

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

Scoring






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario:

1. No-vote scoring: The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes. 

When using voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities. It’s a good idea to have the players vote while you determine treasure and experience awards for the scenario. 

After voting, give the Scoring Packet to your event coordinator. 

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

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



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

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

5. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

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

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

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

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

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

9. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard one-round Regional adventure, set in Gran March.  Characters native to Gran March pay one Time Unit per round.  All others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit.

Military characters may use military Time Units for this scenario.

Adventure Background

Last year, an attempt was made by servants of Hextor to smear the good name of Elector Ocedrius.  Thanks to some quick-thinking adventurers, this plot was foiled after a desperate fight shortly after midnight.  The Hextorite priest was executed for the violation of the Great Law -- worshiping Hextor, and the others were sentenced to twenty years of labor in the work gangs.  Once their workmates learned of their crimes, however, they didn’t survive the winter.

New years bring new enemies, however.  The Maccaro family trading cartel from the County of Ulek has been prospering of late.  They buy food, horses, leather armor, and tack from Gran March, store it in their copious warehouses just outside Hookhill, and send armed caravans by road to Shibboleth, then down the Sheldomar River to their sister outpost in Jurnre.  These military supplies fetch excellent prices in the Principality of Ulek’s fight against the Pomarj.

Two years ago, Rapan Maccaro fabricated evidence of a price-fixing conspiracy between the Weirwood family of Gran March and the County of Ulek’s MacKallister family to the County of Ulek trading monopoly.  He then bought the Weirwood estate outside Hookill at coppers on the gold after their shame nearly bankrupted the old Elector.  Rapan’s monthly parties are famous for attracting down-on-their-luck nobles, greedy merchants, and unscrupulous guild masters.  While the mercantile actions of this Suel family are not criminal, Rapan uses cutthroat negotiations, his monopoly license, and a willingness to cut any corner for a profit.  He would be very rich but for the stiff taxes imposed by Gran March at  ’s insistence.

Rapan does worry about thieves, so he has an unusual guardian (and at APL 10 and 12, partner), a gauth (beholder) named Kerikaa.  He smuggled the aberration into the wine cellars of his hacienda a year ago under the moniker of ‘Lord Creepy’, and uses the threat of a one-way visit to ensure silence and loyalty from his men.  Kerikaa introduced Rapan to the Sorcerer, an acquaintance from Keoland, a couple months ago.

Telling Rapan only that they will solve all his problems, the Sorcerer and Kerikaa developed a plan to remove Aeman as an elector and replace him with a simulacrum of his young son Nalsiir.  Nalsiir would then reduce taxation on the Maccaro cartel.  All they needed was an opportunity.  They found one by introducing Nalsiir to Allita Housemann.  The Housemann family, while old and prestigious, is secretly heavily in debt from losses to their mercantile properties at Orlane.  Allita is devoted to her father and just as ruthless, and for a secret share of the Maccaro’s profits over the next five years, fell in love with Nalsiir at first sight.  Their wedding is the talk of Gran March, a chance to celebrate life and young love, instead of the grinding war in Geoff.

The plan that developed was to kidnap the wedding couple, kill Aeman Weirwood in the process, and take them and his body to the hacienda wine cellar, where the Sorcerer would perform the simulacrum spell while Kerikaa disposed of Aemon’s body.  The conspirators would then dump the newlyweds outside town and flee Gran March before the investigation caught them.  The new Elector Nalsiir Weirwood would then become a pawn, used by his own wife and Kerikaa.

To disguise their location, Kerikaa will have Venkus Canter, an infamous Suel trapmaker and wizard, cast Mordenkainen’s private sanctum on the wine cellar for the night.

In helping to move the Weirwood possessions from their former estate to their cramped apartment in downtown Hookhill, Rapan developed detailed floor plans of his enemies’ home.  Kerikaa (polymorphed in human form as ‘Lord Creepy’), the Sorcerer, and two Maccaro family guards, planned how to quietly assault the apartment at two bells after midnight, using dimension door to move without being seen.

On the night of the wedding, while everyone was still celebrating, the Sorcerer made a last minute change to the kidnappers’ plans.  He used dimension door to transport the group to the back door of the Warrior’s Hall, where he told Majani and Sipana to break in and steal a buckler from one of the statues.  In their attempt, they triggered a greater glyph of warding, animating the marble statue, which defended itself.  It took their combined forces to destroy the statue and steal the buckler.  To cover the statue’s destruction, the Sorcerer stated he would fabricate a copy, but he needed Sipana to act as a model ‘for just a minute’.  Posing Sipana, the Sorcerer then petrified him with a flesh to stone spell (or had Kerikaa use his eye ray at APL 10 and 12), broke off his right arm, and used a major image spell to fool Kerikaa and Majani into thinking Siapana was stone shaped into looking like the lost statue.  The Sorcerer then put the original statue pieces (and Sipana’s arm) in his bag of holding and left, picking up Aruno at the hacienda to replace Sipana.

The kidnapping proceeded as planned, with Kerikaa’s sleep ray quietly dropping the Elector’s File and servants.  Majani and Aruno delivered coup de grace attacks on the unconscious, while the Elector was slain with scorching rays, then his body placed in the bag.  In his haste, the Sorcerer dropped some marble dust from the original statue at the Weirwood apartment.  After knocking over a marble bust of ancestor Reimar Weirwood, the kidnap group, along with the unconscious, blindfolded, gagged, and tied newlyweds, was then shuttled through three dimension doors to the Maccaro wine cellars.  There, the Sorcerer suffered spell failure when trying to create the simulacrum from a scroll.  The Sorcerer then teleported to get his other copy, leaving his co-conspirators waiting for his return.  It is at this point that the player characters begin the adventure.

Adventure Summary 

It is the morning after the biggest wedding in years.  As all Hookhill rouses from their late night, the Magistrate Housemann of Hookhill is busy with two crimes.  Elector Aeman Weirwood, his son Nalsiir, and his new daughter-in-law Allita Houseman, have all disappeared, and the slain soldiers of the Elector’s File point to kidnapping.  Also, a shield has been stolen from the Warrior’s Hall to Heironeous.

Encounter 1A: Where were you last night?

Characters who do not have Influence with Elector Asterran Ocedrius, or are not vouched for by characters who do have said Influence start at breakfast in the Smiling Fox Tavern.  There they are questioned by two constables, Malvorn of Hookhill and Spatha Ocedrius.

Encounter 1B: Beekeeper’s Bounty

Characters that have the Influence with Elector Asterran Ocedrius, or are vouched for by characters who do have said Influence, will be at the Ocedrius estate.  They will be breaking the night’s fast with the Elector when a nephew of his, a young constable, (and one or more deputies from Encounter 1A) brings troubling and exciting news.

Encounter 2: Museum Mystery

Constable Spatha Ocedrius and the newly deputized player characters go to investigate the robbery, while the Magistrate and all his remaining constables work the kidnapping.  The Warrior’s Hall of Heironeous is a combination museum to heroic Knights of old, retirement home for old soldiers, and veteran’s hall.  At the museum, they can inspect the crime scene, talk to the night guards, and interview the museum’s historian and caretaker, Plaijin the Elder.  Spatha will then suggest retiring to the Ocedrius estate for lunch and to review their notes.  At the estate, the connection between the two crimes is made with some conversation with Elector Asterran Ocedrius.

Encounter 3:  Aaaahhh, Where’s My Arm?

Once the two crimes have been linked, Asterran pulls some strings to get the ‘new statue’ de-petrified.  This turns out to be Sipana Taglio, a Suel guard for the Maccaro trading cartel.  The Maccaro family comes from the County of Ulek and have made a lot of money selling military supplies to their neighbors in the Principality.  They own a hacienda (purchased two years ago from the Housemann family) with attached warehouses and an extensive wine cellar just outside town.  The Maccaro family holds monthly parties, catering to the shadier noble and merchant houses.  Sipano also fingers his accomplices, two other guards, the Creepy Guy, and the Sorcerer.

Encounter 4: What’s In the Wardrobe?

Investigating the Maccaro estate reveals many, including the head of household Rapan, who are unaware of the crimes.  Heading down to the first wine cellar reveals the Sorcerer’s chest on the north wall, and a door leading to the second wine cellar.  The chest is actually a mimic, with or without mechanical and magical traps, depending upon APL.  Killing the mimic disgorges its contents, the necessary material components for a simulacrum spell.

Encounter 5: Aren’t You a Little Short For a Deputy?

The second wine cellar reveals a makeshift cell for the newlyweds, a break area, and a sleeping corner for some grumpy guards.  The body of the Elector and the Sorcerer are nowhere to be found.

Encounter 6: Revealing Gaze

Hearing the racket, the Creepy Guy is revealed, fighting the characters in his natural form.  He is either a Gauth or a Beholder, depending upon APL.  Defeating the aberration will result in great rewards.

Conclusion: Vengence Will Be Mine!

If the player characters rescue the newlyweds and/or defeat the kidnappers in combat, the characters will be rewarded privately by Baron Dragus himself.  Meanwhile, the new Elector Weirwood states his case of grievance against the County of Ulek to the Council of Electors.  Swayed by his romantic story, and outraged by the murder, the cries for vengeance ring out.  But can a nation already stretched thin in Geoff and Bissel afford another fight?

Introduction

Ask the players if their characters have the Influence with Asterran Ocedrius.  If one or more do, and they know or can vouch for characters who do not, then these characters join the story  at Encounter One-B, Beekeeper’s Bounty.  For these characters, the Standard Lifestyle costs for this module are covered by the Elector.  If any players want their characters to have higher that Standard Lifestyle, they can pay the difference.

Those who do not have the Influence and are not vouched for begin at Encounter One-A: Where were you last night?  They are staying at the Smiling Fox Tavern.

Encounter One-A: Where Were You Last Night?

Brewfest, the fall festival week, is known for being a non-stop party, but this year has exceeded all your expectations, and it is only half over.  The primary reason is the influence and money of Baron Dragus, as he’s paid for hundreds of bards to entertain in every tavern in Hookhill.  And last night, after the storybook wedding of Allita Housemann and Nalsiir Weirwood, two children of Dragus Province Electors, every restaurant and tavern overflowed with free food, ale, and wine.  Glimpses of the happy couple as they paraded from the church to the Dragus castle for the reception inspired adulation and hope in the masses, and all wished them luck in their first night together at Weirwood House.

You groggily begin to eat in the Smiling Fox Tavern a half-hour before dawn.  You have met these other adventurers in your revels the last few nights.  While the rooms above are packed, the tavern is empty except for you, the staff, and two constables finishing their meal.  As you flag a waitress to take your order, the constables get up and approach your table.  The older man, a hard man in his forties, nods to the younger, who circles around behind you.  With stern looks on their tired faces and hands on their truncheons, the elder says,

“I am Constable Malvorn of Hookhill.  This is Constable Ocedrius.  Each of you state your name, nationality, and occupation.  And please, while doing so, keep your hands on the table.”

After hearing their introductions, he continues,

“So you are adventurers?  Are you free to help Gran March?  Young Constable Ocedrius needs some deputies, for I am called to a more important case.  It will be his first as lead investigator, and he could use your expertise.  Are you willing?”

Constable Malvorn: Male human (Oeridian) Brd[APL].  Malvorn is a stout, unattractive man in his late forties, with his receding dark hair in a common crewcut and a strong presence.  A hardbitten career constable, he is protective of his young partner, and very good at his job.  Usually the bad cop in interrogations..


Skills: Diplomacy +[APL+4], Intimidate [APL+2], Knowledge(Sheldomar Valley) +[APL], Sense Motive +[APL].

Constable Spatha Ocedrius: Male human (Oeridian) Rog2; HP 12.  Spatha is nineteen, of average height and short brown hair.  He has handsome features and a healthy physique.  He is serious only about his job, and does not want to disappoint his partner, fellow constables, or Uncle Asterran.


Skills: Bluff +7, Diplomacy +11, Gather Information +7 (+9 in Sheldomar Valley), Intimidate +9, Knowledge (Sheldomar Valley) +6, Search +6, Sense Motive +6, Spot +6.  

If the PC’s do not become deputies, both constables will leave.  They can still investigate either crime on their own.  However, without the help of the authorities, it will be far more difficult.


They cannot coerce anyone’s testimony.


They do not have the authority to enter or search private property.


They cannot interfere with either Magistrate Housemann’s or Constable Ocedrius’ investigations.

If they become deputies, they are asked to swear by their diety the following, “I, ______, will aid Constable Ocedrius in solving his case and apprehending any suspects for trial.  As a deputy, I will not disclose the nature of this or any other open case until released from my duties.  So help me, _______ (character’s deity or Heironeous).”  Once all swear, Constable Malvorn will wish Spatha and the party luck, and leave.  

While deputies, if any characters are active duty military, all time spent is considered special assignment active duty.

Constable Ocedrius is nineteen, eager, and willing to follow any reasonable plan of action suggested by the more experienced party.  He understands adventuring requires teamwork, and so prefers to follow and support the party, instead of lead.

Next, Spatha will convey the following facts about the other case:

· The Weirwood house was attacked sometime after midnight.  The two Elector’s file on guard and a servant were killed, and the newlyweds and Aeman Weirwood are missing.  They were found by the dawn shift.

· Magistrate Housemann and the other nine Constables are on the case, along with two high ranking clerics and Dean Nordus Valstrom from Syrloch.

· They are currently combing the Weirwood house for clues, and attempting to raise the guards and servant for statements.

What Constable Ocedrius knows about his case:

· A veteran reported at dawn that he and his partner on guard were attacked by magic at the Warrior’s Hall.  When they awoke, one of their statues was found missing an arm and the buckler attached to it.

· Most of the cases that are solved are solved within the first day.

Note that it is just now dawn, so spells can be chosen now based upon this information.  Once the players are ready, proceed to Encounter Two.

Encounter One-B: Beekeeper’s Bounty

Brewfest has been wonderful for you the last four days.  Fresh from a short, but good nights sleep, you dine with Elector Asterran Ocedrius on the patio of his Hookhill estate.  Dawn is still a half-hour away.  Eating honey-smothered biscuits, fresh fruit, bacon, and grits, you reminisce about the wedding, the reception afterwards, and the city-wide parties that ran through the night.  

Allita Housemann, daughter to a Dragus province Elector, was dazzling.  Nalsiir Weirwood, son of another Dragus Elector, the more conservative Aeman Weirwood, seemed simultaneously stunned at his good fortune and filled with pride.  As friends of Elector Ocedrius, you were invited to the reception at Baron Dragus castle.  The Baron spared no expense hosting for nearly all the notable people of Gran March, including most of the College of Electors, the other Barons, and even the Commandant himself.

Though the reception ended at ten bells, when the newlyweds left with Aeman to the Weirwood house, the parties continued at every tavern in town.  Baron Dragus paid for the services of hundreds of bards and entertainers, so the entire citizenry could celebrate.

As you finish eating, a young constable walks quickly from the house.  His features are similar to those of the Elector, and his face shows a mixed look of worry and excitement.  “Uncle Asterran, I have some news.  Magistrate Housemann has assigned me lead investigator!  I have to find out who vandalized and robbed the Warrior’s Hall to Heironeous.”

“This is good news, Spatha.  Why aren’t you happier, and where’s your partner, Constable Malvorn?” replies your host.

“I have this chance only because everyone else is helping the Magistrate find the newlyweds … and Aeman.”

“What!  What happened to them?” roars Asterran.

“Uncle …I cannot say in front of … your guests.”

The Elector excuses himself from you and takes his nephew aside.  Listen check DC [20+APL] catches the following:

“What can’t you say in front of these, my friends?  In front of those who saved my life, my reputation, our family name?” sputters the Elector.

“I mean no offense, Lord, but I am under orders,” the quiet but defiant constable replies.

“Well … what if they were under orders as well, say as your deputies (like these others, if any were deputized in Encounter 1A) ?” states a calmer Lord Asterran.

“That would work.  The law would prevent them from talking about any case until mine is closed.”

Returning to your table, Constable Ocedrius says,  “Would you become deputies in my investigation?  I know deputization is rare in these times, but the law is clear, and  I could really use the help …”

Constable Spatha Ocedrius: Male human (Oeridian) Rog2; HP 12.  Spatha is nineteen, of average height and short brown hair.  He has handsome features and a healthy physique.  He is serious only about his job, and does not want to disappoint his partner, fellow constables, or Uncle Asterran.


Skills: Bluff +7, Diplomacy +11, Gather Information +7 (+9 in Sheldomar Valley), Intimidate +9, Knowledge (Sheldomar Valley) +6, Search +6, Sense Motive +6, Spot +6.  

If the PC’s do not become deputies, they can still investigate either crime on their own.  However, without the help of the authorities, it will be far more difficult.


They cannot coerce anyone’s testimony.


They do not have the authority to enter or search private property.


They cannot interfere with either Magistrate Housemann’s or Constable Ocedrius’ investigations.

If they become deputies, they are asked to swear by their diety the following, “I, ______, will aid Constable Ocedrius in solving his case and apprehending any suspects for trial.  As a deputy, I will not disclose the nature of this or any other open case until released from my duties.  So help me, _______ (character’s deity or Heironeous).”

While deputies, if any characters are active duty military, all time spent is considered special assignment active duty.

Once all swear, Constable Ocedrius first asks the player characters to give a short history of their deeds, and ask what skills, talents, or powers they have that would contribute to his investigation.  Constable Ocedrius is nineteen, eager, and willing to follow any reasonable plan of action suggested by the more experienced party.  He understands adventuring requires teamwork, and so prefers to follow and support the party, instead of lead.

Next, Spatha will convey the following facts about the other case:

· The Weirwood house was attacked sometime after midnight.  The two Elector’s file on guard and a servant were killed, and the newlyweds and Aeman Weirwood are missing.  The dead bodies were found by the dawn shift.

· Magistrate Housemann and the other nine Constables are on the case, along with two high ranking clerics and Dean Nordus Valstrom from Syrloch.

· They are currently combing the Weirwood house for clues and attempting to raise the guards and servant for statements.

What Constable Ocedrius knows about his case:

· A veteran reported at dawn that he and his partner on guard were attacked by magic at the Warrior’s Hall.  When they awoke, one of their statues was found missing an arm and the buckler attached to it.

· Most of the cases that are solved are solved within the first day.

Note that it is just now dawn, so spells can be chosen now based upon this information.  Once the players are ready, proceed to Encounter Two.

Encounter Two

Arriving in the religious district of Hookhill, you see beside the imposing Cathedral Valorous another large structure.  This is the Warrior’s Hall to Heironeous (see map for description), which combines the functions of a museum, veteran’s hall, and retirement home.   Two fully armed veterans guard the entrance.  Just behind them, a young girl shouts, “Granpa! Granpa, the constable is here!” as she runs into the Hall.

Beyond the entrance, you see to your left, in the open plaza, more old soldiers practicing individual and unit combat.  To your right and around the hall extends a line of statues exhibiting the uniforms and gear of many heroes.  At a statue of an archer with a bow in his left hand and a missing right arm, a thin elderly man with a kindly face and demeanor talks to two others.  Like the sage, they are in their sixties, but unlike his thin, bony form, they have bodies showing decades of combat experience, and are only beginning to show their age.  Behind the man hides the young girl, who peers out at you and the Constable.

“Grandfather Nagel … Arachne,” The sage nods to the man and woman in turn, “I see that this statue is missing Ket’s Shame.  What you do not see … is that the constable is here,” he segues as you approach.

The sage is Plaijin the Elder, who resides in the Warrior’s Hall as curator of the museum.  

Plaijin the Elder: Male human Exp7.  Int 19.

  Skills: Knowledge (Geography) +10, Knowledge (History) +10, Knowledge (Knights of the Watch) +10, Profession (Sage) +10.

The two tired veterans are Nagel and Arachne, long retired Gran March soldiers and good friends.  They are in their late sixties, and have been up all night.  The girl is Marticia, Nagel’s five-year-old granddaughter.  Marticia is a three foot tall, blonde haired bundle of energy.

Nagel and Arachne: Male and female human War7.  

Here is what the guards know.  They are residents of the Hall, and were on their rotation as night watchmen last night.  They heard a noise at the Hall’s back entrance, went to investigate, and first Nagel, then Arachne fell asleep.  Both swear it was a magical attack.

Arachne remembers seeing a wizard, cowled in a deep blue cloak and robes.  He had strange eyes, one blue and the other red.  She called out to the intruder and his three companions, reached down to Nagel, then succumbed to the spell.  

They both insist only the right arm and buckler attached to it, of the statue are missing.

If pressed, Arachne only remembers that there were three others.  She just did not get a good look at them; however, she does remember that the man with two different eyes walked strangely, like he was not used to walking.

Plaijin has a slightly different story.  He is the curator of the Warrior’s Hall museum, and author of over twenty biographies about the heroes on display.  Plaijin states, “While that is his bow, Ket’s Bane, that is not the statue of Dispatcher Sythe, Cloudy Hawk, also known as The Harvester.”  If asked to explain, he goes into lecture mode and replies, “Look at the statue, the picture on the podium before it, and the statue and picture of Watcher Mercurious the Furious.  What differences do you see?”

The pictures show detailed drawings of each artifact found to be a possession of each hero and a composite sketch of the hero in action.  All possessions not recovered were carved into the marble statue itself, like the Sword of Fury for Mercurious, and the armor of Sythe.

There are at least eleven differences between the statue on Sythe’s pedestal and the picture of Sythe.  After each clue, the most relevant skill to notice the change is listed first.  All checks but #9 are DC 15.

1) Craft (bowmaking), DC 15 or Profession (soldier),  DC 25:  The bow is held in its center by the statue.  Made over 200 years ago, it has a center of balance two inches below its centerline, so it is being held wrong.

2) Craft (armorsmithing), DC 15:  The studs in the statue’s leather armor are smaller and more numerous than the picture.  This is consistent with modern design.  .

3) Spot (used to spot Disguises), DC 15:  Though both features are Suel, the statue has hair that is kinky and short, while the picture is a crew cut.  

4) Ride, DC 15 or Craft (armorsmithing) DC 25: The pants in the picture have thicker leather between their thighs.  This design is used by horseback riders.  

5) Profession (soldier), DC 15:  The statue’s stance and expression is relaxed, while the person in the picture is shown in combat.  

6) Knowledge (nobility), DC 15:  The picture shows a small dispatcher pin, which is missing on the statue.

7) Search, DC 15:  The statue’s boots are dirty and dusty, while the other statue’s boots are sculpted as immaculately clean. 

8) Knowledge (history), DC 15:  The neighboring statue was made in the heroic style of the sculptor Polemechus.  The date below the picture places the creation of the statue of The Harvester during the same artistic era.  The statue of the bowman has an smaller chest, larger waistline, and fewer muscles than that of Mercurious, though their pictures show roughly the same body type    

9) Search, DC 20:  The statue has a tiny tattoo of a falcon on the inside left forearm just below the wrist.  

10) Knowledge (Sheldomar Valley)., DC 15:  The falcon tattoo is a rite of passage common to army archers from the County of Ulek.  

11) Spellcraft, DC 17:  You recognize a scorch mark near the statue of Mercurious as an effect of scorching ray spell.

12) Cast detect magic, then Spellcraft, DC 21:  Moderate Abjuration magic on every statue but Sythe’s.  

As long as the player characters show respect and make a good faith effort, Plaijin will be happy to tell the characters his theory.  The real statue of Dispatcher Sythe, like many of the elders, was protected by a greater glyph of warding.  When the glyph activates, the statue animates  to defend its possessions from robbery.  Plaijin thinks the robbers were surprised and destroyed the statue in defense.  They then somehow made this statue to cover their tracks.  

The stolen buckler, Ket’s Shame, was famous for defending Dispatcher Sythe from Ket’s famous archers, while Ket’s Bane killed them by the dozen.  Sythe died preventing an ambush on the main Gran March army over 200 years ago.

Using the Gather Information skill around Hookhill about citizens of the County of Ulek reveals the following after an hour:

· DC 10: The Maccaro family trading cartel, led by Rapan Maccaro, is the only large concentration of people from the County.

· DC 15: as DC 10, plus Rapan Maccaro has held the monopoly for the last two years.  His license also makes him the Count’s Ambassador.

· DC 20: all of the above, plus his estate is just outside the city.  He owns three warehouses nearby, and deals in military supplies.

· DC 25: all of the above, plus he was given his license after price-fixing was discovered between Elector Aeman Weirwood and the County of Ulek’s MacKallister family.  This nearly ruined the Weirwoods, and forced them to sell their estate to Rapan Maccaro and move into their smaller house.

Researching the County of Ulek at the School of Hard Knocks using Knowledge (geography) reveals the following after ten minutes (add +10 to the difficulty if a character is going on her own knowledge, which takes no time):

· DC 5: The County is a strong ally of Gran March.  They are located Southeast of Gran March, with the Duchy of Ulek in between.

· DC 10: as DC 5, plus Count Palantine Lewenn is a hereditary monarch and archdruid, who must pass periodic druidic tests.

· DC 15: all of the above, plus the County is majority human, with a tolerant culture that mixes Oeridian, Suel, and Flan citizens.  Fighting continues with their Southern ally the Principality of Ulek against the Pomarj.

Encounter Three

At the Ocedrius estate, when you review what you have learned with each other and Elector Asterran Ocedrius, he says,

“That is interesting.  Constable Malvorn mentioned to me that he found a lot of marble dust at the crime scene.  A marble bust of their ancestor, Reimar Weirwood, was found knocked over in the hall outside Aeman’s room.  But Constable Malvorn believes it could not produce all the debris found.  If your missing statue, or remnants of it tracked in by your robbers, produced the extra dust, then it means your crimes are linked.”

“If this is so, I can pull strings and get some spells cast upon your mystery statue.  Maybe she can determine what happened.  A robbery alone would not be worth the cost, but for the newlyweds …” and without completing his sentence, Elector Ocedrius rushes to his room.

Asterran uses a one-shot item to trigger a sending to High Priestess Lindra and explain the situation.

While waiting for the Lord’s return, Constable Spatha Ocedrius [or a character that makes a Knowledge (Sheldomar Valley or nobility) check DC 20] will know if you take this information to the Magistrate, he will take over your investigation and freeze you out.  Magistrate Housemann has shown to be both overprotective of family interests and biased against adventurers.  Many at court fault the Magistrate for not detecting the plot against Elector Ocedrius last year.  The fact adventurers saved the day fuels his bigotry.

Returning, Asterran says, “I have contacted a friend of mine.  She will meet us at the Warrior’s Hall.”  Returning to the scene, you see before the statue Lindra, High Priestess of Cathedral Valorous, and Head of Heironeous’ Council General.  “Only for you, Elector,” she mutters, as she unrolls a scroll.  “Now we are even.”

“Agreed,” says Asterran solemnly. 

After a minute of prayer to The Invincible, Lindra completes the break enchantment spell.  What was marble reforms in a burst of light, and a man stands on the pedastal, screaming, “Aaaahhhhh, what happened to my arm!”

“Quiet, felon!” commands Lindra, casting a strong curative spell on the shocked Suel suspect.  His bleeding stopped; Lindra turns to the party and says, “I do not believe he is a threat.  He is in your custody now.  May the Archpaladin bring you Justice.”  She then leaves with Elector Ocedrius.

APL 4

Sipana Taglio: Male human War4.


Possessions:  +1 studded leather armor, longsword, 40 normal arrows, 2 potions of cure light wounds.

APL 6

Sipana Taglio: Male human War6.


Possessions:  +1 studded leather armor, masterwork longsword, 40 normal arrows, potion of cure moderate wounds.

APL 8

Sipana Taglio: Male human War8.


Possessions:  +1 studded leather armor, masterwork longsword, 40 normal arrows, 2 potions of cure moderate wounds.

APL 10

Sipana Taglio: Male human War10.


Possessions:  +1 studded leather armor, masterwork longsword, 40 normal arrows, potion of cure serious wounds, potion of shield of faith +4

APL 12

Sipana Taglio: Male human War10.


Possessions:  +1 studded leather armor, +1 longsword, 40 normal arrows, potion of cure serious wounds, potion of shield of faith +4
Sipana is [22+APL] years old, 5 ft. 8 in. tall, 150 lbs, with short, kinky yellow hair and gray eyes.  His sharp nose and lean cheeks belie his Suel ancestry.

Once freed, Sipana is happy to talk to any authorities present.  He will hand the constable the bow Ket’s Bane, stammering, “The Sorcerer told me to just pose like the old shooter.”  Here’s what else he can say:

· He has been a guard of the Maccaro family since he left the County of Ulek army [APL] years ago.  Beneath his armor he displays their crest, a rampant unicorn superimposed over a Keoish letter M on a purple shield.

· Rapan throws all-night parties on the last Freeday of every month.  Many powerful people attend.  Sipana hates them because he has to wear his fancy uniform.

· He was told by Rapan himself last week to follow the orders of the Sorcerer.  He liked this special assignment because it was easy work.  Also assigned were Aruno Maccaro and Majani Trakki.

· Aruno is [20+APL] years old, a tall, strong man with shoulder-length wiry platinum blond hair and deep blue eyes.  Though a member of the family, he is not bright enough to be a merchant. However, Aruno is well respected among the guards.  He is disciplined, brave, and passionate about Majani.

· Majani Trakki is short and swift, with wavy red hair and many freckles, though she is [18+APL] years old.  Though childlike in appearance, she overcompensates with a fiery temper and otherwise serious demeanor.  Prior to her present relationship with Aruno, two other ex-boyfriends spent weeks healing broken bones and cracked skulls.  Majani is sharp, lethal, and quiet as a mouse.

· The Sorcerer has no fixed appearance.  Every time Sipana has met the wizard, he has different eyes, hair, height, weight, skin color, and clothes.  The only thing constant is a coin on a silver chain around his neck.  If prompted, he says the coin is a Keoish silver piece.  A Knowledge (Sheldomar Valley) check DC 10 recalls the Keoish silver piece is called a hawk, for the bird on its face.

· The Sorcerer appeared two months ago, as an advisor to Rapan.  Gossip said he was a friend of Lord Creepy.  He has a Keoish accent.

· Lord Creepy arrived over a year ago.  He guards Rapan Maccaro’s wealth, stored in the back wine cellar of his hacienda just outside Hookhill.  When working with him last night, Lord Creepy had a deep cloak and robes hiding all but his eyes.  One was red and the other blue.

· Sipana delivered food to the front wine cellar once a day.  He was told to leave a tray of raw meat in the center of the first cellar and leave two trays of regular food in front of the door to the second cellar.  He was told never to approach the Sorcerer’s wardrobe, which appeared in a new hole in the first wine cellar’s North wall the day the Sorcerer arrived.   Also, he was told never to go in the second wine cellar because Lord Creepy lived there.  If asked, Sipana will sketch a crude map (Draw a rough sketch of the first wine cellar and the corridor to the second).

· The boss, Rapan Maccaro, is very smart, but he is also a miser.

· Sipana and Majani were told to guard the Sorcerer and Lord Creepy on an errand late last night.  They all held hands in the wine cellar and appeared behind this building.  Majani opened the door, and Lord Creepy and the Sorcerer went in.  He saw both guards fall asleep when Lord Creepy looked at them.  Then, he was told to get the buckler.  When he did, the statue attacked him, swinging its stone sword.  [At APL 4-8, Lord Creepy shot fire from his red eye, helping destroy the statue.  At APL 10-12, Majani and the Sorcerer combine to destroy the statue with fire].  After angrily snatching the buckler from Sipana, the Sorcerer asked Sipana to pose, so he could fabricate another statue.  The last thing Sipana remembers is [at APL 4-8, the Sorcerer reading from a scroll, at APL 10-12, seeing something come from Lord Creepy’s other eye].

This testimony is all true and complete as far as Sipana knows.  He knows nothing of what the others did after he was petrified.  This is sufficient evidence to investigate the Maccaro estate for the location of the other suspects and the missing buckler, not to mention any evidence concerning the newlyweds and Elector Weirwood.

If asked, Elector Ocedrius asks Constable Spatha Ocedrius to leave him a report for the Magistrate, rather than bring them in at this point in time.  Any larger force might spook the suspects and provoke them to kill their captives, if they have any.  If Asterran does not hear from the group in two bells, he will take the report to Magistrate Housemann and call for reinforcements.

Treasure: Loot and magic from Sipana Taglio is broken down by APL above, and by value in the Treasure Summary.  Remember anything used later gets subtracted from the total.  If the remainder is equal to or above the maximum listed, the characters get the maximum.

Encounter Four

The Maccaro Trading Post is a large, two-story hacienda.  A large stable shares its East wall, and three warehouses form a square block.  Men and women in the same livery as the flag flying from a rooftop pole, a familiar unicorn & M on purple, load wagons.  It looks like another caravan is about to travel to the County of Ulek.

If the characters ask for an audience, they will be told to wait in the audience room for a few minutes, while Rapan is found.  

Plush, velvety divans sit about the glossy darkwood floors.  A large baklunish rug occupies the center of the room.  The heady scent of roses fills this space from fresh-cut bouquets overflowing finely made vases on antiuqe end tables.  Pictures of relatives and County life adorn each wall, including one of a dour old man that covers the Northeast corner.  

Inspection of the portrait reveals that it covers a dumbwaiter shaft extending up and down, a view into the first floor kitchen, and the backs of two other portraits in other rooms.  The shaft is smooth, close-set brick, 5 ft square, and would require a light source and a Climb DC 20 for Small characters (Check DC –5 because you can brace against perpendicular walls), or DC 15 for Medium characters (Check DC -10 because you can brace against two opposite walls).  It extends 15 feet up to the second floor, and 30 feet down to the cellar.  [At APL 4-6, if a player character makes a Search check DC 15 on the back, or DC 25 on the front, of the dour portrait, they will notice that the eyes of the picture can be removed, becoming peepholes.  The medium sized gauth uses this to spy on visitors.  At higher APL’s, he doesn’t fit in the dumbwaiter shaft, so this modification was not made].

 Five minutes later, a well-dressed vigorous man of average height and straight platinum blond hair appears.  He appears to be in his mid-forties.  Rapan’s boots are dusty, and his face is slightly sweaty (he has been overseeing the new caravan’s formation all day).

“I am Rapan Maccaro, head of my family and representative of Count Lewenn, Palantine of Ulek.  With whom am I speaking, and how can I help a Constable of Gran March?”

How the player characters act will determine Rapan’s mood and cooperativeness.  Here is what he knows and will and will not do for the characters:

· If asked about Lord Creepy, he will say that he hired Lord Creepy a year ago to protect his fortune.  He has no knowledge of Lord Creepy’s recent plans or activities.  He last saw it last week, after delivering the Harvester caravan.  When pressed or given the humanoid description, Rapan will admit in confidence that Lord Creepy is really a [gauth or beholder, depending upon APL] named Kerikaa.  Relatives from the County arranged his hire and transport.  As his actions broke no Gran March law, he did not see any reason to inform the authorities.

· [APL 8-12 only]  If asked how a Large aberration fits in a wine cellar or where he lives, or if the characters act civilized and polite, Rapan will describe the concealed trapdoor in the stables.  This leads to the stairwell shaft where Kerikaa lives.  See the APL 8 Tactics section in Encounter Six for details.

· Making a successful Knowledge (Sheldomar Valley) check confirms that there is no law that prevents having an abomination within Gran March.  The law classifies them as Undesirables, and their only right is that they cannot be killed without provocation.  They may be arrested without notice and have no right to a jury.

· If asked about the Sorcerer, Rapan says the man showed up at a party in Reaping.  He apparently knew Kerikaa and used this knowledge to gain an audience.  The Sorcerer provided some shrewd insights on local merchants and officials, so Rapan invited him to stay.  When asked for a few trusted men to perform errands and bodyguard duties, he assigned Sipana, Aruno, and Majani.  He has seen none of them since last night’s dinner and does not expect them tonight.  He is amused at the Sorcerer’s mystique and ever-changing appearance.

· If accused of helping to plan or carry out either crime, he will truthfully be horrified and plead ignorance.  If informed of either crime, he will say that the suspects are, as of this moment, on their own either to face their just punishment or to be cleared after the trial.  They are not citizens of the County, but fugitives, in his legal opinion.

· Rapan will allow the characters to search both his wine cellars for the suspects, but they are not to take any of his property, even as evidence.  He will not submit himself or any others in his employ to arrest or allow the characters to search his private quarters (the second floor) because he has committed no crime and is due diplomatic immunity.

· He will inform the player characters that due to his guest’s wishes, he has never approached the Sorcerer’s wardrobe and has not been into the cellars in several days.  Knowing the potential danger, he will not allow himself or his employees to enter the cellar.  He will give the characters the keys to each door if asked or if the player characters have been courteous.  If informed that the newlyweds or Elector may be in danger, he will express his sympathy, but as they are not his citizens, he sees no profit in risking his life.  

Rapan will point the player characters to the servant’s stairway, a circular stairwell leading down to the first cellar, and wish them the “Fortune of Zilchus in apprehending the suspects.”  Then, he and his employees will evacuate the building and go to their nearby warehouse.

Constable Ocedrius suggests he use his authority to conscript a platoon of soldiers to surround the estate and prevent the escape of any suspects.  You can use them to rescue the characters if they desperately need the help, which might allow the bad guys to escape and the player characters to lose experience, but it could prevent a full party kill. 

The stairway is a 5 ft radius spiral, with stone stairs almost as steep as they are wide at their center.  Sconces hold torches at every revolution, and after three you come to the first cellar door.  The strong wooden door is held shut by a fine lock.

Strong Wooden Door: 2 in. thick; hardness 5; hp 20; AC 5; Break DC 25.  Open Lock check DC 30.

A Mordenkainen’s private sanctum spell prevents any magical detection in both wine cellars.  See pg. 256 of the Player’s Handbook v.3.5 for details.

The door is mounted on the center of the East wall of a 15-ft wide by 40-ft long by 12-ft tall room.  The walls are reinforced masonry, except for a depression in the North wall [At APL 4-6, the hole is 10 ft by 10 ft, at APL 8-12, it is 15 ft by 15 ft], which seems recently carved and filled with a large wardrobe [see Appendix I: Breakdown of Combat Encounters by APL].  Mounted on the East wall, some full wine racks still exist.  The rest were removed to store boxes of various types.  On the center of the South wall opposite the wardrobe, another strong door leads to the second cellar.  A dumbwaiter opening occupies the Northwest corner.

At all APL’s, a faint Transmutation radiates from within the wardrobe.  This is a shrunken item, which is listed in the treasure.  When the wardrobe mimic is killed, he will disgorge the treasure.

Note the wine will break a Mimic’s adhesive.  Rapan will forgive any damages, but not thefts.

Creatures and Traps:  The wardrobe is actually a mimic.  See Appendix I: Breakdown of Combat Encounters by APL for stats of this encounter.
Tactics:  The mimic will use the following tactics, depending on the APL

APL4: At ten feet, characters making a Spot check (DC 24) will notice the lock on the wardrobe quiver as though with anticipation.  The mimic readies an action to attack any character that approaches within five feet.  If attacked at range for more than 5 points of damage, it moves to attack instead.  If a player character hits the mimic for 15 or more points of damage, it will drop anyone it currently holds and grab the biggest threat.  It will hold this threat, crushing until it is dead or its victim is limp.

APL 6: At 10 feet, characters making a Spot check (DC 25) will notice the lock on the wardrobe quiver as though with anticipation.  In front of the mimic is a 10-ft wide by 5-ft long concealed pit.  The mimic hopes that a character will activate the pit trap and fall into it.  If attacked at range for more than 5 points of damage, it will jump into the pit, clinging to the wall a foot below the edge, using the pit for total cover beyond 10 feet.  At 10 feet or less, it can reh and attack, but it will be using the Squeezing rules (pg 148 of the Player’s Handbook v.3.5) while in the pit.

If unnoticed, it readies to attack anyone within its 10-foot reach that does not fall in the pit.  On the next round, it will throw anyone that it grabbed into the pit by winning an opposed Grapple check.  It will then grab and throw in the other characters one at a time, until only one opponent is left or it is dead.  The last character is crushed limp, then the others as they climb out.

To move over the pit, it will slam a square on the other side, automatically grappling it with its adhesive and moving into the square, as on a normal grapple.

A pit has typical walls and requires Climb check (DC 15 for Small characters - Climb DC –5 because you can brace against perpendicular walls, or DC 10 for Medium characters Check DC -10 because you can brace against two opposite walls).

APL 8: The big difference to APL 6 is the acid fog trap, which is on the floor underneath the mimic.  The mimic was given a 3-ft diameter lead bowl, which it uses to cover the trap and prevent its notice by detect magic.  Its readied action when a player character activates the pit trap is to lift this cover 45 degrees, pointing it towards the characters, and tap the trap with the edge, manually activating the acid fog.  If noticed with a Spot check DC 26 and attacked from range, it will activate the fog on its next action, then cross the pit by grappling the square.  As before, it attacks nearby opponents and, if there is more than one, throws them in the pit.  If alone with one target, crushing them while in the acid fog should be deadly.  Note that it cannot see in the fog more than 5 feet, is immune to the acid, and its movement is reduced like any character within the fog.

The wardrobe hole has a 15-ft wide by 5-ft long pit trap in front.

APL 10-12:  This is similar to APL 8, but the Spot check at 10 feet is DC 26 [or DC 30 at APL 12].  The mimic will only throw one character in the pit if none fell, because its child is in the pit.  The parent above will fight all the others by crushing them one at a time within the acid fog while the child fights whoever is in the pit.

Treasure: Treasure is in the form of ruby dust (enough to cast a simulacrum of an [APL] level NPC and a shrunken item of a coffin-sized chest that contains snow, the other necessary component for the spell.  A character who makes a Spellcraft check (DC 22) recognizes the spell from these components.  The value by APL is listed in the Treasure Summary.

Encounter Five

Opening the South door reveals a 10- ft long, 5-ft wide corridor ending in another strong door with a similar lock.  Beyond this door is a second cellar.  This cellar is also 40 feet wide by 15 feet long.  It has a dumbwaiter opening in its Southwest corner, and the East wall has been converted into a makeshift cell with crude wooden bars and a single-hinged metal grate for a door.  The grate has a simple padlock (Open Lock check DC 20, Hardness 10, 15 hit points) through its pull-bar.  A large box, table, two chairs, and two bedrolls complete what is in the room.

Those in the back cellar will not hear combat within the mimic’s cellar as long as the South door is closed.  If the South door is opened, but the door to the second cellar is not, then roll Listen checks DC 20 (Base DC 0, +20 for the soundproofing of the other door) for Aruno and Majani for each round of combat.

After player characters unlock the first door, add 20 to the worst character’s Move Silently check that enters the corridor.  If Aruno or Majani do not hear, then they are surprised when their door is opened.  

All keys given by Rapan work for these locks, but the key to the padlock is in Majani’s possession.

As deputies, the characters can use lethal force to apprehend or subdue suspects and save victims.  Only if suspects surrender can they expect to be spared.

Tactics: Tactics by APL are described here.  If the player characters open the door but do not rush the room, Majani will move to the grate and unlock it.  She plans to take Nalsiir and threaten his death for their freedom.  Kerikaa will ambush them both.  If the player characters wait for Kerikaa to finish them, they will only get half experience for this encounter.  

Aruno and Majani realize that their part in the crimes will mean their death, so they will not surrender, but fight until they drop, or have a chance to escape past the characters.

APL 4-6:  If Aruno and Majani hear the player characters, they rush behind the large box (gaining cover) and grab their crossbows.  They will then delay until someone opens the door.  They both shoot the first character they see in the doorway, drop their crossbows, and draw their weapons.  Their next action is to move and flank a character in the room, should the opportunity present itself

APL 8:  Majani has a bat familiar named Shadow.  Shadow hangs just inside and above the entrance of the first cellar and has a Hide skill of +14 and a Listen skill of +18.  This should provide her advance notice to cast her enlarge person and shield spells.  They will then wait behind the box as described in the APL 4-6 encounter text.

APL 10-12:  Like APL 8, but Majani will enlarge Aruno, they both will drink the shield of faith +4 potions, and she will cast shield upon herself.  Aruno uses his spined shield instead of a crossbow, while Majani uses her wand of scorching ray.

Treasure: Aruno and Majani carry all the treasure for this encounter.  The value by APL is listed in the Treasure Summary.

Encounter Six

[APL 4-6]  Kerikaa waits in the shaft, floating just above the dumbwaiter hole in the back cellar, hiding and listening to the previous combat.  If the characters do not expose him before going to rescue the newlyweds, read the box-text below.  Otherwise, Kerikaa reacts by attacking whoever notices him.

Note if a character investigates this back dumbwaiter before either wine cellar encounter, Kerikaa will attack anyone he notices for one round, then float into the Encounter Five wine cellar, telling Aruno and Majani to ‘hold the door against all comers’   If the players do not post a guard on or move down the shaft, Kerikaa will return to his original position.  He will not fight with Aruno and Majani unless provoked by the player characters, instead watching silently while hovering five feet above the Northwest corner. 

[APL 4-6] As you untie Nalsiir and Allita from the ropes binding them, taking off their gags and blindfolds, you hear a voice behind you say, “I cannot permit you to take the humans.”  Floating from the dumbwaiter is one of the most frightening sights on Oerth, a gauth.

[APL 8-12] When the characters go to free Nalsiir and Allita, if they ask or are elves, make Search checks DC 20 for each character.  If they do not notice, then read the box text below.

[APL 8] As you untie Nalsiir and Allita from the ropes binding them, taking off their gags and blindfolds, you hear a voice emanate from behind the Eastern wall say, “I cannot permit you to take the humans.”  With a click, a 10-ft. by 10-ft. secret door opens, revealing one of the most frightening sights on Oerth, a Large gauth.

[APL 10-12] As you untie Nalsiir and Allita from the ropes binding them, taking off their gags and blindfolds, you hear a voice emanate from behind the Eastern wall say, “I cannot permit you to take the humans.”  In a flash, a 10-ft. by 10-ft. secret door disappears, revealing one of the most frightening sights on Oerth, a beholder.

[APL 8-12] If they notice the secret door, then have Kerikaa react as appropriate.  There are tiny holes above the secret door (Search check DC 30 to notice), which Kerikaa can use to watch and hear the characters.

In all cases, do not give the player characters more than a couple rounds to recover after the previous encounter before Kerikaa strikes.

Tactics: Tactics by APL are described here.

APL 4:  At this APL, Kerikaa is a powerful, deadly foe.  He plans to incapacitate the party, kill the newlyweds, and flee.  He will attempt to scare the player characters away, using his dazing gaze on fighter types, paralysis on arcane types, and exhaustion on barbarian or cleric types rays in the first round.  In the second, he will use his dazing gaze, sleep, and scorching ray eye rays.  He fights not to kill but to wound and incapacitate, to make his flight easier.  If after this assault he has not defeated the party, or if he has taken half his hit points of damage, he will flee out the dumbwaiter.  At this point the characters will hear combat in the kitchen above, where Constable Ocedrius leads the soldiers in combat.  If the player characters have incapacitated (by blinding, stunning, etc) or hurt Kerikaa before he flees (dealt over half his hit points in damage), then the soldiers win.  Otherwise, Kerikaa flees the scene.  
APL 6:  At this and higher APL’s, Kerikaa realizes his best chance at survival is to eliminate the party.

APL 8:  Since he is Large, he is behind a 10-ft. by 10-ft. secret door on the Eastern wall.  He will use scorching rays to shatter the wooden bars (Hardness 5, 10 hit points, full damage from fire), while fighting with the rest.  There is a concealed trapdoor at the top of the 30 ft tall shaft (that used to hold another stairwell, before Kerikaa removed it) that is the floor of a stallion’s stall in the Maccaro stables.  It takes a Search check DC 30 to notice (or DC 20 if you clear away the straw) from above.  Opening this causes the player characters to fight Kerikaa then, instead of at the end.  If Kerikaa cannot prevent Majani from threatening Nalsiir, and the player characters do not rush quickly into Encounter Five after this fight, you will have to judge the hostage situation.

APL 10: As a beholder, Kerikaa will merely disintegrate the bars the first round he can, fighting with his other eye rays.  He prefers to petrify tough characters, saving disintegrate for obstacles.  He will use his other rays more often to confuse and disrupt, only going to the lethal rays on the second round, and then only using one per round.  He prefers to use the antimagic ray sparingly, generally only when flanked so he can get some other eye rays to bear against threats.

Escape is Kerikaa’s goal at this APL, so he wants to incapacitate the party, kill/petrify the newlyweds if possible, and flees when he’s taken over ½ his hit points in damage.  If the party has crippled Kerikaa before he fled (over 2/3 hit points of damage, blinded for at least five more rounds, etc.), then award the party all but 30xp as the platoon of soldiers kill Kerikaa.  Otherwise, he escapes.

APL 12: At this APL, the player characters arrive before Venkus, who is visiting Kerikaa, has teleported away.  Unbeknownst to him, one of the men Constable Ocedrius recruited was an Elder of Zilchus, who cast forbiddance upon the entire estate, including the cellars and stairwells.  This means when he tries to teleport (which he will do the first round the combat goes against him), it will automatically fail.

Given advance warning from Kerikaa, at the first sign of trouble, Venkus will cast the spells listed in his encounter summary first, then try to help Kerikaa defeat the party.

While both want to escape, their priority is winning the fight.  Otherwise, act as above.

Treasure: Only at APL 12 is there any treasure for this encounter, and it is all the possessions of Venkus Canter.  The value by APL is listed in the Treasure Summary.

Conclusion

Nalsiir and Allita will tell the player characters that Kerikaa ate [at APL 4-8] or disintegrated [at APL 10-12] Aeman Weirwood, and that the Sorcerer and the buckler are nowhere to be found.   Locate object spells targeting the buckler fail at this time.

Once the newlyweds are safe, Constable Ocedrius will send them with a file to Castle Dragus.  There, they will be treated for injury, then exhaustively interrogated and tested to determine that they are not simulacra.

If the characters defeat all the enemies and rescue the newlyweds, a grateful Hookhill clergy will heal them of all non-lethal damage or effects.  Constable Ocedrius and the characters will be sent an invitation for an audience with Baron Dragus himself.  There, they will be awarded Baronial Medals of Valor, and invited to a special session of the College of Electors.

If the characters rescue the newlyweds, but some or all of the enemies escape, a grateful Hookhill clergy will heal them of all non-lethal damage or effects.  Constable Ocedrius and the characters will be sent an invitation for an audience with Baron Dragus himself.  There, they will be awarded an Influence Point with Baron Dragus and invited to a special session of the College of Electors.

If one or both newlyweds die, but the enemies are defeated, the dead NPC(s) will be raised.  A grateful Hookhill clergy will heal the characters of all non-lethal damage or effects.  Constable Ocedrius and the characters will be sent an invitation for an audience with Baron Dragus himself.  There, they will be awarded an Influence Point with Baron Dragus and invited to a special session of the College of Electors.

At the College, they hear the Electoral vows of Nalsiir Weirwood, who inherited the position from his slain father.  In a fiery speech, he gets the Electors to expel Raman Maccaro and his entire County of Ulek staff from Gran March, and he demands vengeance for the evil wrought upon him and his wife.

Privately, Elector Ocedrius will thank the characters for their work with his nephew and award any character that does not have it an Influence Point. 

With soldiers already in Geoff and Bissel, can Gran March afford another enemy?  Can reparations and time soothe these vicious wounds?  Can the Sorcerer be located, and his next plan stopped proactively?  Only time and the actions of the characters will tell.

The End

I want to acknowledge the help of Larry Mason, my co-worker, for editing and otherwise providing common-sense feedback, Robyn Lewis and Michael Eshleman, authors of the prequel Depth Perception, my wife Shannon, for arranging time for me to write and for scanning the maps, and finally Michael Moore for more editing of this module

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 Four: What’s In the Wardrobe?

Experience objective


APL4 120 xp; APL6 180 xp; APL8 270 xp;

APL10 300 xp; APL12 360 xp;

Encounter Five:  Aren’t You a Little Short For a Deputy?

APL4 180 xp; APL6 240 xp; APL8 300 xp;

APL10 360 xp; APL10 420 xp;

Encounter Six:  Revealing Gaze

APL4 210 xp; APL6 270 xp; APL8 300 xp;

APL10 390 xp; APL12 450 xp;

Story Award

Objective(s) met:  Freed Nalsiir and Allita

APL4 75 xp; APL6 100 xp; APL8 125 xp;

APL10 150 xp; APL12 175 xp;

Discretionary roleplaying award

APL4 60 xp; APL6 80 xp; APL8 100 xp;

APL10 120 xp; APL12 140 xp;

Total possible experience: 


APL4 645 xp; APL6 870 xp; APL8 1,095 xp;

APL10 1,320 xp; APL12 1,545 xp;

Treasure Summary

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

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

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

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

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

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

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter Three: Aaaahhh, Where’s My Arm?


APL 4: L: 2 gp; C: 20 gp (coins); M: 98 gp (+1 studded leather armor), 10 gp (5 gp each  for 2 potions of cure light wounds)


APL 6: L: 27 gp; C: 20 gp; M:  98 gp (+1 studded leather armor), 25 gp (potion of cure moderate wounds)


APL 8: L: 27 gp; C: 20 gp; M:  98 gp (+1 studded leather armor), 50 gp (25 gp each for 2 potions of cure moderate wounds)

APL 10: L: 27 gp; C: 20 gp; M:  98 gp (+1 studded leather armor), 63 gp (potion of cure serious wounds), 50 gp (potion of shield of faith +4)


APL 12: L: 1 gp; C: 20 gp; M:  98 gp (+1 studded leather armor), 193 gp (+1 longsword), 63 gp (potion of cure serious wounds), 50 gp (potion of shield of faith +4)

Encounter Four: What’s In the Wardrobe? 


APL 4: L: 0 gp; C: 67 gp (ruby dust); M: 0 gp


APL 6: L: 0 gp; C: 100 gp (ruby dust); M: 0 gp


APL 8: L: 0 gp; C: 134 gp (ruby dust); M: 0 gp


APL 10: L: 0 gp; C: 167 gp (ruby dust); M: 0 gp


APL 12: L: 0 gp; C: 200 gp (ruby dust); M: 0 gp

Encounter Five:  Aren’t You a Little Short For a Deputy?


APL 4: L: 98 gp; C: 40 gp (coins); M: 105 gp (+1 chain shirt), 98 gp (+1 studded leather armor), 84 gp (cloak of resistance +1), 20 gp (5 gp each  for 4 potions of cure light wounds)


APL 6: L: 122 gp; C: 40 gp (coins); M: 196 gp (98 gp each for 2 +1 studded leather armors), 105 gp (+1 darkwood heavy wooden shield), 84 gp (cloak of resistance +1), 50 gp (25 gp each  for 2 potions of cure moderate wounds)


APL 8: L: 67 gp; C: 40 gp; M: 350 gp (175 gp each for 2 +1 mithral chain shirts), 105 gp (+1 darkwood heavy wooden shield), 195 gp (+1 bastard sword), 194 gp (+1 spiked chain), 84 gp (cloak of resistance +1), 100 gp (25 gp each for 4 potions of cure moderate wounds)


APL 10: L: 35 gp; C: 40 gp; M: 113 gp (+1 breastplate), 465 gp (spined shield), 175 gp (+1 mithral chain shirt), 195 gp (+1 bastard sword), 375 gp (wand of scorching ray), 168 gp (84 gp each for 2 cloaks of resistance +1), 126 gp (63 gp each for 2 potions of cure serious wounds), 100 gp (50 gp each for 2 potions of shield of faith +4)


APL 12: L: 9 gp; C: 40 gp; M: 113 gp (+1 breastplate), 465 gp (spined shield), 175 gp (+1 mithral chain shirt), 195 gp (+1 bastard sword), 194 gp (+1 rapier), 375 gp (wand of scorching ray), 168 gp (84 gp each for 2 cloaks of resistance +1), 126 gp (63 gp each for 2 potions of cure serious wounds), 100 gp (50 gp each for 2 potions of shield of faith +4)

Encounter Six:  Revealing Gaze


APL 12: L: 26 gp; C: 100 gp; M: 375 gp (wand of scorching ray), 84 gp Canter’s Spellbook-II, 334 gp (cloak of resistance +2)

Total Possible Treasure

APL 4: L: 100 gp; C: 127 gp; M: 415 gp  - Total: 600 gp

APL 6: L: 149 gp; C: 160 gp; M: 558 gp  - Total: 800 gp

APL 8: L: 94 gp; C: 194 gp; M: 1,176 gp  - Total: 1,250 gp

APL 10: L: 62 gp; C: 227 gp; M: 2,145 gp  - Total: 2,100 gp

APL 12: L: 36 gp; C: 360 gp; M: 3,132 gp  - Total: 3,000 gp

Special

Baronial Medal of Valor.  Rewarded by Baron Dragus of Hookhill for rescuing an Elector of his and his new wife, and for defeating the truly nefarious criminals and aberrations that committed their kidnap and the murder of an Elector.  The BMV provides One Permanent Influence Point with any military, religious, or political organization in Gran March, and a pension of 5 sp/year.

or

Influence Point: Baron Dragus.  Rewarded by Baron Dragus of Hookhill for rescuing an Elector of his and his new wife, and for fighting the truly nefarious criminals and aberrations that committed their kidnap and the murder of an Elector.  This provides one Influence Point with any military, religious, or political organization in Dragus Province.

and

Influence Point: Elector Asterran Ocedrius.  For greatly aiding his nephew, Constable Spatha Ocedrius, and solving crimes committed against other Electors, you receive this Influence Point.  Any time this hero is in Hookhill, he receives Adventurer’s Standard Upkeep as he stays with the Elector.  Also while in Hookhill, this hero may request the loan of any mundane military equipment needed to complete a task.  These uses do not expend this Influence Point.


One time only, the Elector grants a much larger favor to this hero.  This may be used as an Influence Point with the College of Electors, the Church of Zilchus, or government of Hookhill (all organizations with wich the Elector has some sway).  It may also potentially be used for other purposes.  Submit unique proposals to the Gran March Triad.  Only award this Influence Point to characters that do not already have one.

and maybe

[APL 12 only] Magical Token:  Recovered from the corpse of Venkus Canter, one character can retrieve a magical token.  The token is a Keoish Hawk (silver piece).  A hole has been bored through the center and a small silver chain run through the hole large enough to be worn as a bracelet or amulet, though it does not occupy the bracelet or amulet slot.  The token and the character that carries it radiate a faint but distinct aura of magic (unidentifiable).  Only one character per party may possess this token, so Judges should cross the entry out on all other character’s Adventure Records.

Wand of scorching ray:  A creation of the infamous trap maker Venkus Canter, this wand is made of bloodwood, with a ruby tip.  Like all wands, it has 50 charges when created.


Faint Evocation; CL 3rd; Craft Wand, scorching ray; Price 4,500 gp.

Items for the Adventure Record

Special Awards listed above, plus Item Access below.  All Items are access Adventure only.
Item Access

APL 6:

+1 darkwood heavy shield
APL 8:

APL 6 Item


+1 mithral chain shirt
APL 10:


spined shield


+1 mithral chain shirt


wand of scorching ray (50 charges)


potion of cure serious wounds


potion of shield of faith +4

APL 12:


APL 10 Items


Canter’s Spellbook-II


cloak of resistance +2

Appendix I: Breakdown of Combat Encounters by APL

APL 4

Encounter 4 (EL 4)

Mimic: CR 4; Large Aberration (Shapechanger); HD 7d8+21; hp 52; Init +1; Spd 10 ft.; AC 15, touch 10, flat-footed 15; Base Atk +5; Grp +13; Atk +9 melee (1d8 +4 plus adhesive, slam); Full Atk +9 melee (1d8 +4 plus adhesive, 2 slams); Space/Reach 10 ft./10 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +5, Ref +5, Will +6; Str 19, Dex 12, Con 17; Int 10, Wis 13, Cha 10.

Skills and Feats:  Climb +9, Disguise +13, Listen +8, Spot +8; Alertness, Lightning Reflexes, WF(slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 1d8+4 points of damage with a successful grapple check.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 ft. wide by 4 ft. deep by 7½ ft. tall), such as a wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

For additional details and picture, see page 186 of the Monster Manual v.3.5.
Encounter 5 (EL 6, [3+3=5 +1 because no time between this and Encounter 6])

Aruno Maccaro, male human, War4; CR 3 Medium humanoid (Suel); HD 4d8+8; hp 31; Init +3; Spd 30 ft.; AC 18, touch 13, flat-footed 15; Base Atk +4; Grp +7; Atk +9 melee (2d6+4/19-20, medium masterwork greatsword) or +7 ranged (1d10/19-20, medium heavy crossbow); Full Atk +9 melee (2d6/19-20, medium masterwork greatsword) or +7 ranged (1d10/19-20, medium heavy crossbow); SA -; SQ -; AL LN; SV Fort +7, Ref +5, Will +6; Str 16, Dex 16, Con 14, Int 10, Wis 14, Cha 8.


Skills and Feats:  Intimidate +6, Jump +9, Ride +10; Endurance, Iron Will, Weapon Focus (greatsword).


Possessions:  +1 chain shirt, masterwork greatsword, heavy crossbow, 20 normal bolts, cloak of resistance +1, 2 potions of cure light wounds.

Majani Trakki, female human, Rog3; CR 3 Medium humanoid (Suel); HD 3d6+6; hp 20; Init +4; Spd 30 ft.; AC 23*, touch 17, flat-footed 13; Base Atk +2; Grp +2; Atk +3* melee (1d6/18-20, medium masterwork rapier) or +6 ranged (1d10/19-20, medium heavy crossbow); Full Atk +1* melee (1d6/18-20, medium masterwork rapier) and +1* melee (1d4/19-20, medium masterwork dagger) or +6 ranged (1d10/19-20, medium heavy crossbow); SA sneak attack +2d6; SQ evasion, trapfinding, trap sense +1; AL LN; SV Fort +3, Ref +7, Will +1; Str 10, Dex 18, Con 14, Int 10, Wis 10, Cha 12. *Majani always fights defensively.  With Two-Weapon Defense and 5 ranks in Tumble, she gets +4 AC and a -4 penalty to Attack.  All numbers calculated in above stats.


Skills and Feats:  Appraise +1, Balance +8, Disable Device +8, Intimidate +7, Jump +8, Listen +5, Move Silently +10, Open Lock +12, Search +5, Spot +5, Tumble +12; Two-Weapon Defense, Two-Weapon Fighting, Weapon Finesse.


Evasion (Ex):  If this rogue is exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage, he takes no damage with a successful saving throw.


Trap Sense (Ex):  This rogue has an intuitive sense that alerts him to danger from traps, granting a +1 bonus on Reflex saves and a +1 dodge bonus to AC against attacks by traps.


Trapfinding (Ex):  This rogue can use the Search skill to locate traps when the task has a DC higher than 20.  Finding a non-magical trap has a DC of at least 20, 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 can use the Disable Device skill to disarm magic traps.  Disabling 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 generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.


Possessions:  +1 studded leather armor, masterwork rapier, masterwork dagger, heavy crossbow, 20 normal bolts, 2 potions of cure light wounds, masterwork thieves’ tools.

Encounter 6 (EL 7, [6+1 because no time between this and Encounter 5])

Lord Creepy AKA Kerikaa, Gauth: CR 6; Medium Aberration; HD 6d8+18; hp 45; Init +6; Spd 5 ft., fly 20 ft. (good); AC 19, touch 12, flat-footed 17; Base Atk +4; Grp +3; Atk +6 ranged touch (eye rays) and –2 melee (1d6-1, bite); Full Atk +6 ranged touch (eye rays) and –2 melee (1d6-1, bite); Space/Reach 5 ft./5 ft.; SA Eye rays, stunning gaze; SQ All-around vision, darkvision 60 ft., flight; AL LE; SV Fort +5, Ref +4, Will +9; Str 8, Dex 14, Con 16; Int 15, Wis 15, Cha 13.

Skills and Feats:  Hide +11, Knowledge(arcana) +11, Listen +4, Search +15, Spot +17, Survival +2 (+4 following tracks); AlertnessB, Flyby Attack, Improved Initiative, Iron Will.

All-Around Vision:  Gauths are exceptionally alert and circumspect.  Their many eyes give them a +4 racial bonus on Spot and Search checks, and they can’t be flanked.

Eye Rays (Su):  Each of a gauth’s six small eyes can produce a magical ray once per round as a free action.  During a single round, a creature can aim only two eye rays at targets in any one 90-degree arc (up, forward, left, right, back, down).  The remaining eyes must aim at targets in other arcs, or not at all.  A gauth can tilt and pan its body each round to change which rays it can bear in any given arc.

Each of a gauth’s six eye rays resembles a spell cast by an 8th-level caster.  Each eye ray has a range of 100 ft. and a save DC of 14.  The saves are Charisma-based.  The six eye rays include:

Sleep:  This works like the spell, except that it affects one creature with any number of Hit Dice (Will negates).  Gauths like to use this ray against warriors and other physically powerful creatures.

Inflict Moderate Wounds:  This works like the spell, causing 2d8+8 points of damage (Will half).

Dispel Magic:  This works like the targeted dispel function of the spell.  The gauth’s dispel check is 1d20+8.

Scorching Ray:  This works like the spell, dealing 4d6 points of fire damage (no save).  A gauth creates only one fiery ray per use of this ability.

Paralysis:  The target is paralyzed (Fort negates) for 2d10 minutes.

Exhaustion:  This works like the spell ray of exhaustion (no save).

Flight (Ex):  A gauth’s body is naturally buoyant.  This buoyancy allows it to fly at a speed of 20 ft., and also grants it a permanent feather fall effect (as the spell) with personal range.

Stunning Gaze (Su):  Stun for 1 round, 30 ft., Will DC 14 negates.  The save DC is Charisma based.  Any creature meeting the gaze of the gauth’s central eye is subject to its stunning gaze attack.  Since the gauth can use its eye rays as a free action, the creature can use a standard action to focus its stunning gaze on an opponent and attack with all eye rays that bear on its foes at the same time.

For additional details and picture, see page 26 of the Monster Manual v.3.5.
APL 6

Encounter 4 (EL 6 [4+4])

Mimic: CR 4; Large Aberration (Shapechanger); HD 7d8+21; hp 52; Init +1; Spd 10 ft.; AC 15, touch 10, flat-footed 15; Base Atk +5; Grp +13; Atk +9 melee (1d8 +4 plus adhesive, slam); Full Atk +9 melee (1d8 +4 plus adhesive, 2 slams); Space/Reach 10 ft./10 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +5, Ref +5, Will +6; Str 19, Dex 12, Con 17; Int 10, Wis 13, Cha 10.

Skills and Feats:  Climb +9, Disguise +13, Listen +8, Spot +8; Alertness, Lightning Reflexes, Weapon  Focus (slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 1d8+4 points of damage with a successful grapple check.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 ft. wide by 4 ft. deep by 7½ ft. tall), such as a wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

For additional details and picture, see page 186 of the Monster Manual v.3.5.
Camouflaged Pit Trap: CR 4; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 40 ft. deep (4d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); Search DC 25; Disable Device DC 17. Market Price: 6,800 gp.

Encounter 5 (EL 8, [5+5=7+1 because no time between this and Encounter 6])

Aruno Maccaro, male human, Ftr4/Mnk1; CR 5 Medium humanoid (Suel); HD 4d10+1d8+10; hp 43; Init +3; Spd 30 ft.; AC 20, touch 13, flat-footed 17; Base Atk +4; Grp +11; Atk +9 melee (1d10+5/19-20, medium masterwork bastard sword) or +4 ranged (1d10/19-20, medium masterwork heavy crossbow); Full Atk +9 melee (1d10+5/19-20, medium masterwork bastard sword) or +4 ranged (1d10/19-20, medium heavy crossbow); SA Flurry of Blows (not usable in armor), Unarmed Strike (1d6+3); SQ -; AL LN; SV Fort +9, Ref +7, Will +8; Str 16, Dex 16, Con 14, Int 10, Wis 14, Cha 8.  Heavy crossbow is fired one-handed (normally +8 ranged).


Skills and Feats:  Intimidate +6, Jump +12, Ride +10, Tumble +10; Diehard, Endurance, Exotic Weapon Proficiency (bastard sword), Improved Grapple, Improved Unarmed Strike, Iron Will, Weapon Focus (bastard sword), Weapon Specialization (bastard sword).


Possessions:  studded leather armor +1, +1 darkwood heavy shield, masterwork bastard sword, masterwork heavy crossbow, 20 normal bolts, cloak of resistance +1, potion of cure moderate wounds.

Majani Trakki, female human, Rog5; CR 5 Medium humanoid (Suel); HD 5d6+10; hp 32; Init +4; Spd 30 ft.; AC 23*, touch 17, flat-footed 20; Base Atk +3; Grp +3; Atk +4* melee (1d6/18-20, medium masterwork rapier) or +8 ranged (1d10/19-20, medium masterwork heavy crossbow); Full Atk +2* melee (1d6/18-20, medium masterwork rapier) and +2* melee (1d4/19-20, medium masterwork dagger) or +8 ranged (1d10/19-20, medium masterwork heavy crossbow); SA sneak attack +3d6; SQ evasion, trapfinding, trap sense +1, uncanny dodge; AL LN; SV Fort +3, Ref +8, Will +1; Str 10, Dex 19, Con 14, Int 10, Wis 10, Cha 12. *Majani always fights defensively.  With Two-Weapon Defense and 5 ranks in Tumble, she gets +3 dodge AC, +1 shield AC, and a -4 penalty to Attack.  All numbers calculated in above stats.


Skills and Feats:  Appraise +2, Balance +10, Disable Device +10, Intimidate +7, Jump +8, Listen +8, Move Silently +10, Open Lock +14, Search +8, Spot +8, Tumble +14; Two-Weapon Defense, Two-Weapon Fighting, Weapon Finesse.


Evasion (Ex):  If this rogue is exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage, he takes no damage with a successful saving throw.


Trap Sense (Ex):  This rogue has an intuitive sense that alerts him to danger from traps, granting a +1 bonus on Reflex saves and a +1 dodge bonus to AC against attacks by traps.


Trapfinding (Ex):  This rogue can use the Search skill to locate traps when the task has a DC higher than 20.  Finding a non-magical trap has a DC of at least 20, 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 can use the Disable Device skill to disarm magic traps.  Disabling 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 generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.


Uncanny Dodge (Ex):  She retains her Dexterity bonus to AC even if she is caught flat-footed or struck by an invisible attacker.  However, she still loses her Dexterity bonus to AC if immobilized.


Possessions:  +1 studded leather armor, masterwork rapier, masterwork dagger, heavy crossbow, 20 normal bolts, potion of cure moderate wounds, masterwork thieves’ tools.

Encounter 6 (EL 9, [8+1 because no time between this and Encounter 5])

Lord Creepy, AKA Kerikaa, Advanced Gauth: CR 8; Medium Aberration; HD 10d8+30; hp 75; Init +6; Spd 5 ft., fly 20 ft. (good); AC 19, touch 12, flat-footed 17; Base Atk +7; Grp +6; Atk +9 ranged touch (eye rays) and +1 melee (1d6-1, bite); Full Atk +9 ranged touch (eye rays) and +1 melee (1d6-1, bite); Space/Reach 5 ft./5 ft.; SA Eye rays, stunning gaze; SQ All-around vision, darkvision 60 ft., flight; AL LE; SV Fort +6, Ref +5, Will +11; Str 8, Dex 14, Con 16; Int 15, Wis 15, Cha 14.

Skills and Feats:  Hide +15, Knowledge (arcana) +15, Listen +4, Search +19, Spot +21, Survival +2 (+4 following tracks); AlertnessB, Flyby Attack, Hover (see page 304 of the Monster Manual v.3.5), Improved Initiative, Iron Will.

All-Around Vision:  Gauths are exceptionally alert and circumspect.  Their many eyes give them a +4 racial bonus on Spot and Search checks, and they can’t be flanked.

Eye Rays (Su):  Each of a gauth’s six small eyes can produce a magical ray once per round as a free action.  During a single round, a creature can aim only two eye rays at targets in any one 90-degree arc (up, forward, left, right, back, down).  The remaining eyes must aim at targets in other arcs, or not at all.  A gauth can tilt and pan its body each round to change which rays it can bear in any given arc.

Each of a gauth’s six eye rays resembles a spell cast by an 8th-level caster.  Each eye ray has a range of 100 ft. and a save DC of 17.  The saves are Charisma-based.  The six eye rays include:

Sleep:  This works like the spell, except that it affects one creature with any number of Hit Dice (Will negates).  Gauths like to use this ray against warriors and other physically powerful creatures.

Inflict Moderate Wounds:  This works like the spell, causing 2d8+8 points of damage (Will half).

Dispel Magic:  This works like the targeted dispel function of the spell.  The gauth’s dispel check is 1d20+8.

Scorching Ray:  This works like the spell, dealing 4d6 points of fire damage (no save).  A gauth creates only one fiery ray per use of this ability.

Paralysis:  The target is paralyzed (Fort negates) for 2d10 minutes.

Exhaustion:  This works like the spell ray of exhaustion (no save).

Flight (Ex):  A gauth’s body is naturally buoyant.  This buoyancy allows it to fly at a speed of 20 ft., and also grants it a permanent feather fall effect (as the spell) with personal range.

Stunning Gaze (Su):  Stun for 1 round, 30 ft., Will DC 17 negates.  The save DC is Charisma based.  Any creature meeting the gaze of the gauth’s central eye is subject to its stunning gaze attack.  Since the gauth can use its eye rays as a free action, the creature can use a standard action to focus its stunning gaze on an opponent and attack with all eye rays that bear on its foes at the same time.

For additional details and picture, see page 26 of the Monster Manual v.3.5.
APL 8

Encounter 4 (EL 9 [5+5=7+7=9])

Advanced Mimic: CR 5; Large Aberration (Shapechanger); HD 9d8+36; hp 76; Init +1; Spd 10 ft.; AC 15, touch 10, flat-footed 15; Base Atk +6; Grp +14; Atk +10 melee (2d6 +4 plus adhesive, slam); Full Atk +10 melee (2d6 +4 plus adhesive, 2 slams); Space/Reach 10 ft./10 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +7, Ref +6, Will +7; Str 19, Dex 12, Con 18; Int 10, Wis 13, Cha 10.

Skills and Feats:  Climb +10, Disguise +14, Listen +9, Spot +9; Alertness, Improved Natural Attack (see page 292 of the Monster Manual v.3.5), Lightning Reflexes, Weapon  Focus (slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 1d8+4 points of damage with a successful grapple check.  Due to his base attack bonus, he gets two grapple checks each round, one at +14, and the second at +9.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 ft. wide by 4 ft. deep by 7½ ft. tall), such as a wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

For additional details and picture, see page 186 of the Monster Manual v.3.5.
Camouflaged Pit Trap: CR 5; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 30 ft. deep (3d6, fall); multiple targets (first target in each of three adjacent 5-ft. squares); Search DC 25; Disable Device DC 17. Market Price: 8,500 gp.

Acid Fog Trap: CR 7; magic device; manual trigger; no reset; spell effect (acid fog, 11th-level wizard, 2d6/round acid for 11 rounds); Search DC 31; Disable Device DC 31. Cost: 3,300 gp, 264 XP.

Encounter 5 (EL 10, +1 because no time between this and Encounter 6)

Aruno Maccaro, male human, Ftr6/Mnk1; CR 7 Medium humanoid (Suel); HD 6d10+1d8+20; hp 65; Init +3; Spd 20 ft.; AC 21, touch 13, flat-footed 18; Base Atk +6; Grp +13; Atk +11 melee (1d10+6/19-20, medium +1 bastard sword) or +6 ranged (1d10/19-20, medium masterwork heavy crossbow); Full Atk +11/+6 melee (1d10+6/19-20, medium +1 bastard sword) or +6 ranged (1d10/19-20, medium masterwork heavy crossbow); SA Flurry of Blows (not usable in armor), Unarmed Strike (1d6+3); SQ -; AL LN; SV Fort +9, Ref +7, Will +8; Str 16, Dex 16, Con 14, Int 10, Wis 14, Cha 8.  Heavy crossbow is fired one-handed (normally +10 ranged).


Skills and Feats:  Intimidate +8, Jump +12, Ride +10, Tumble +12; Close-Quarters Fighting [S&F], Diehard, Dwarf’s Toughness[MotW], Endurance, EWP(bastard sword), Improved Grapple, Improved Unarmed Strike, Iron Will, Weapon Focus (bastard sword), Weapon Specialization (bastard sword).


Possessions:  +1 mithral chain shirt, +1 darkwood heavy shield, +1 bastard sword, masterwork heavy crossbow, 20 normal bolts, 2 potions of cure moderate wounds.

Majani Trakki, female human, Rog6/Src1; CR 7 Medium[Large] humanoid (Suel); HD 6d6+1d4+14; hp 43; Init +4[+3]; Spd 30 ft.; AC 19(23*)[17(21*)], touch 14[12], flat-footed 19(23*)[17(21*)]; Base Atk +4; Grp +4[+9]; Atk +9[+7] melee (2d4+1[2d6+2], medium[large] +1 spiked chain) or +9[+7] ranged (1d10[2d8]/19-20, medium[large] masterwork heavy crossbow); Full Atk +9[+7] melee (2d4+1[2d6+2], medium[large] +1 spiked chain) or +9[+7] ranged (1d10[2d8]/19-20, medium[large] masterwork heavy crossbow); Space/Reach 5 ft./10 ft. [10 ft./20 ft.]; SA sneak attack +3d6; SQ evasion, spells, trapfinding, trap sense +2, uncanny dodge; AL LN; SV Fort +5, Ref +10[+9], Will +7; Str 10[12], Dex 19[17], Con 14, Int 10, Wis 10, Cha 12.  Effect of enlarge person spell noted in brackets.  *Effect of shield spell.


Skills and Feats:  Appraise +2, Balance +10[+9], Bluff +4, Disable Device +11, Intimidate +8, Jump +8[+9], Listen +13#, Move Silently +10[+9], Open Lock +14[+13], Search +10, Spot +10#, Tumble +15[+14]; Combat Reflexes, EWP(spiked chain), Iron Will, Weapon Finesse. #+2 when familiar within 5 ft.


Evasion (Ex):  If this rogue is exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage, he takes no damage with a successful saving throw.


Spells Known  (5/4; base DC = 11 + spell level): 0—[detect magic, mage hand, prestidigitation, read magic]; 1st—[enlarge person, shield].


Trap Sense (Ex):  This rogue has an intuitive sense that alerts him to danger from traps, granting a +2 bonus on Reflex saves and a +2 dodge bonus to AC against attacks by traps.


Trapfinding (Ex):  This rogue can use the Search skill to locate traps when the task has a DC higher than 20.  Finding a non-magical trap has a DC of at least 20, 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 can use the Disable Device skill to disarm magic traps.  Disabling 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 generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.


Uncanny Dodge (Ex):  She retains her Dexterity bonus to AC even if she is caught flat-footed or struck by an invisible attacker.  However, she still loses her Dexterity bonus to AC if immobilized.


Possessions:  +1 mithral chain shirt, +1 spiked chain, masterwork heavy crossbow, 20 normal bolts, bat familiar, cloak of resistance +1, 2 potions of cure moderate wounds, masterwork thieves’ tools.

Encounter 6 (EL 10, [9+1 because no time between this and Encounter 6])

Lord Creepy, AKA Kerikaa, Advanced Gauth: CR 9; Large Aberration; HD 14d8+70; hp 133; Init +5; Spd 5 ft., fly 20 ft. (good); AC 19, touch 10, flat-footed 19; Base Atk +10; Grp +17; Atk +10 ranged touch (eye rays) and +7 melee (1d8+3, bite); Full Atk +10 ranged touch (eye rays) and +7 melee (1d8+3, bite); Space/Reach 10 ft./10 ft.; SA Eye rays, stunning gaze; SQ All-around vision, darkvision 60 ft., flight; AL LE; SV Fort +9, Ref +5, Will +13; Str 16, Dex 12, Con 20; Int 15, Wis 15, Cha 14.

Skills and Feats:  Hide +15, Knowledge (arcana) +19, Listen +4, Search +23, Spot +25, Survival +2 (+4 following tracks); AlertnessB, Flyby Attack, Hover (see page 304 of the Monster Manual v.3.5), Improved Initiative, Iron Will.

All-Around Vision:  Gauths are exceptionally alert and circumspect.  Their many eyes give them a +4 racial bonus on Spot and Search checks, and they can’t be flanked.

Eye Rays (Su):  Each of a gauth’s six small eyes can produce a magical ray once per round as a free action.  During a single round, a creature can aim only two eye rays at targets in any one 90-degree arc (up, forward, left, right, back, down).  The remaining eyes must aim at targets in other arcs, or not at all.  A gauth can tilt and pan its body each round to change which rays it can bear in any given arc.

Each of a gauth’s six eye rays resembles a spell cast by an 8th-level caster.  Each eye ray has a range of 100 ft. and a save DC of 19.  The saves are Charisma-based.  The six eye rays include:

Sleep:  This works like the spell, except that it affects one creature with any number of Hit Dice (Will negates).  Gauths like to use this ray against warriors and other physically powerful creatures.

Inflict Moderate Wounds:  This works like the spell, causing 2d8+8 points of damage (Will half).

Dispel Magic:  This works like the targeted dispel function of the spell.  The gauth’s dispel check is 1d20+8.

Scorching Ray:  This works like the spell, dealing 4d6 points of fire damage (no save).  A gauth creates only one fiery ray per use of this ability.

Paralysis:  The target is paralyzed (Fort negates) for 2d10 minutes.

Exhaustion:  This works like the spell ray of exhaustion (no save).

Flight (Ex):  A gauth’s body is naturally buoyant.  This buoyancy allows it to fly at a speed of 20 ft., and also grants it a permanent feather fall effect (as the spell) with personal range.

Stunning Gaze (Su):  Stun for 1 round, 30 ft., Will DC 19 negates.  The save DC is Charisma based.  Any creature meeting the gaze of the gauth’s central eye is subject to its stunning gaze attack.  Since the gauth can use its eye rays as a free action, the creature can use a standard action to focus its stunning gaze on an opponent and attack with all eye rays that bear on its foes at the same time.

For additional details and picture, see page 26 of the Monster Manual v.3.5.
APL 10

Encounter 4 (EL 10 [5+5=7+7=9+7=10])

Advanced Mimic: CR 7; Huge Aberration (Shapechanger); HD 11d8+55; hp 104; Init +1; Spd 10 ft.; AC 17, touch 8, flat-footed 17; Base Atk +8; Grp +24; Atk +15 melee (3d6 +8 plus adhesive, slam); Full Atk +15 melee (3d6 +8 plus adhesive, 2 slams); Space/Reach 15 ft./15 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +8, Ref +5, Will +9; Str 27, Dex 10, Con 21; Int 10, Wis 14, Cha 10.

Skills and Feats:  Climb +15, Disguise +15, Listen +10, Spot +10; Alertness, Lightning Reflexes, Improved Natural Attack (see page 292 of the Monster Manual v.3.5), Weapon Focus (slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 3d6+8 points of damage with a successful grapple check.  Due to his base attack bonus, he gets two grapple checks each round, one at +24, and the second at +19.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 1,200 cubic feet (10 ft. wide by 10 ft. deep by 12 ft. tall), such as a massive wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

For additional details and picture, see page 186 of the Monster Manual v.3.5.
Camouflaged Pit Trap: CR 5; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 30 ft. deep (3d6, fall); multiple targets (first target in each of three adjacent 5-ft. squares); Search DC 25; Disable Device DC 17. Market Price: 8,500 gp.

Advanced Mimic: CR 5; Large Aberration (Shapechanger); HD 9d8+36; hp 76; Init +1; Spd 10 ft.; AC 15, touch 10, flat-footed 15; Base Atk +6; Grp +14; Atk +10 melee (2d6 +4 plus adhesive, slam); Full Atk +10 melee (2d6 +4 plus adhesive, 2 slams); Space/Reach 10 ft./10 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +7, Ref +6, Will +7; Str 19, Dex 12, Con 18; Int 10, Wis 13, Cha 10.

Skills and Feats:  Climb +10, Disguise +14, Listen +9, Spot +9; Alertness, Improved Natural Attack (see page 292 of the Monster Manual v.3.5), Lightning Reflexes, Weapon  Focus (slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 1d8+4 points of damage with a successful grapple check.  Due to his base attack bonus, he gets two grapple checks each round, one at +14, and the second at +9.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 ft. wide by 4 ft. deep by 7½ ft. tall), such as a wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

Acid Fog Trap: CR 7; magic device; manual trigger; no reset; spell effect (acid fog, 11th-level wizard, 2d6/round acid for 11 rounds); Search DC 31; Disable Device DC 31. Cost: 3,300 gp, 264 XP.

Encounter 5 (EL 12, +1 because no time between this and Encounter 6)

Aruno Maccaro, male human, Ftr8/Mnk1; CR 9 Medium[Large] humanoid (Suel); HD 8d10+1d8+33; hp 90; Init +3[+2]; Spd 20 ft.; AC 22(26*)[20(24*)], touch 13(17*)[11(15*)], flat-footed 19(23*)[17(21*)]; Base Atk +8; Grp +15[+20]; Atk +14 melee (1d10+6[2d8+7]/19-20, medium[large] +1 bastard sword) or +12[+10] ranged (1d10[2d8]+1/19-20, spined shield); Full Atk +14/+9 melee (1d10+6[2d8+7]/19-20, medium[large] +1 bastard sword) or +12[+10] ranged (1d10[2d8]+1/19-20, [large] spined shield); Space/Reach 5 ft./5 ft. [10 ft./10 ft.]; SA Flurry of Blows (not usable in armor), Unarmed Strike (1d6[1d8]+3); SQ -; AL LN; SV Fort +11, Ref +8[+7], Will +9; Str 17[19], Dex 16[14], Con 14, Int 10, Wis 14, Cha 8.  Effect of enlarge self cast by Majani noted in brackets.  *When he drinks a potion of shield of faith (CL 12 for purposes of dispel magic).


Skills and Feats:  Intimidate +10, Jump +8[+9], Ride +10[+9], Tumble +10[+9]; Close-Quarters Fighting [S&F], Diehard, Dwarf’s Toughness[MotW], Endurance, EWP(bastard sword), Giant’s Toughness[MotW], Greater Weapon Focus (bastard sword), Improved Grapple, Improved Unarmed Strike, Iron Will, Weapon  Focus (bastard sword), Weapon Specialization (bastard sword).


Possessions:  +1 breastplate, spined shield, +1 bastard sword, cloak of resistance +1, potion of cure serious wounds, potion of shield of faith +4.

Majani Trakki, female human, Rog7/Src2; CR 9 Medium humanoid (Suel); HD 7d6+2d4+18; hp 54; Init +5; Spd 30 ft.; AC 20(24*)[24(28*)], touch 15(19*), flat-footed 20(24*)[24(28*)]; Base Atk +6; Grp +6; Atk +12 melee (1d6/18-20, medium masterwork rapier) or +12 ranged touch (4d6+1 fire, wand of scorching ray); Full Atk +12/+7 melee (1d6/18-20, medium masterwork rapier) or +12 ranged touch (4d6+1 fire, wand of scorching ray); SA sneak attack +4d6; SQ evasion, spells, trapfinding, trap sense +2, uncanny dodge; AL LN; SV Fort +5, Ref +11, Will +8; Str 10, Dex 20, Con 14, Int 10, Wis 10, Cha 12.  Effect of shield spell noted in brackets.  *When she drinks a potion of shield of faith.  As ray only has 30 ft. range, Point Blank Shot feat noted in stats.


Skills and Feats:  Appraise +3, Balance +11, Bluff +7, Disable Device +12, Intimidate +11, Jump +8, Listen +13#, Move Silently +12, Open Lock +15, Search +12, Spot +12#, Tumble +17; Combat Reflexes, Iron Will, Point Blank Shot, Precise Shot, Weapon Finesse.  #+2 when familiar within 5 ft.


Evasion (Ex):  If this rogue is exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage, he takes no damage with a successful saving throw.


Spells Known  (6/5; base DC = 11 + spell level): 0—[detect magic, light, mage hand, prestidigitation, read magic]; 1st—[enlarge person, shield].


Trap Sense (Ex):  This rogue has an intuitive sense that alerts him to danger from traps, granting a +2 bonus on Reflex saves and a +2 dodge bonus to AC against attacks by traps.


Trapfinding (Ex):  This rogue can use the Search skill to locate traps when the task has a DC higher than 20.  Finding a non-magical trap has a DC of at least 20, 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 can use the Disable Device skill to disarm magic traps.  Disabling 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 generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.


Uncanny Dodge (Ex):  She retains her Dexterity bonus to AC even if she is caught flat-footed or struck by an invisible attacker.  However, she still loses her Dexterity bonus to AC if immobilized.


Possessions:  +1 mithral chain shirt, medium masterwork rapier, wand of scorching ray (50 charges), bat familiar, cloak of resistance +1, potion of cure serious wounds, potion of shield of faith +4, masterwork thieves’ tools.

Encounter 6 (EL 13, [13+1 because no time between this and Encounter 6, -1 because he flees at ½ hit points])

Creepy Guy AKA Kerikaa, Beholder: CR 13; Large Aberration; HD 11d8+44; hp 93; Init +6; Spd 5 ft., fly 20 ft. (good); AC 26, touch 11, flat-footed 24; Base Atk +8; Grp +12; Atk +9 ranged touch (eye rays) and +2 melee (2d4, bite); Full Atk +9 ranged touch (eye rays) and +2 melee (2d4, bite); Space/Reach 10 ft./5 ft.; SA Eye rays; SQ All-around vision, antimagic cone, darkvision 60 ft., flight; AL LE; SV Fort +9, Ref +5, Will +11; Str 10, Dex 14, Con 18; Int 17, Wis 15, Cha 15.

Skills and Feats:  Hide +12, Knowledge(arcana) +17, Listen +18, Search +21, Spot +22,  Survival +2 (+4 following tracks); AlertnessB, Flyby Attack, Great Fortitude, Improved Initiative, Iron Will.

All-Around Vision:  Beholders are exceptionally alert and circumspect.  Their many eyes give them a +4 racial bonus on Spot and Search checks, and they can’t be flanked.

Antimagic Cone (Su):  A beholder’s central eye continually produces a 150-ft. cone of antimagic.  This functions just like antimagic field (caster level 13th).  All magical and supernatural powers and effects within the cone are suppressed – even the beholder’s own eye rays.  Once each round, during its turn, the beholder decides whether the cone is active or not (shutting its central eye).

Eye Rays (Su):  Each of a beholder’s ten small eyes can produce a magical ray once per round as a free action.  During a single round, a creature can aim only three eye rays at targets in any one 90-degree arc (up, forward, left, right, back, down).  The remaining eyes must aim at targets in other arcs, or not at all.  A beholder can tilt and pan its body each round to change which rays it can bear in any given arc.

Each of a beholder’s six eye rays resembles a spell cast by a 13th-level caster.  Each eye ray has a range of 150 ft. and a save DC of 17.  The saves are Charisma-based.  The six eye rays include:

Charm Monster:  This works like the spell (Will negates).  Beholders like to use this ray to confuse the opposition, usually employing it early in a fight.  Charmed targets are instructed to restrain comrades or stand aside.

Charm Person:  This works like the spell (Will negates).  Beholders use this like the charm monster ray.

Disintegrate:  This works like the spell (Fort partial).  This is used on any real threat.

Fear:  This works like the spell, except that it targets one creature (Will partial). Used against warriors.

Finger of Death:  This works like the spell (Fort partial).  The target takes 3d6+13 points of damage if its saving throw succeeds.  Beholders use this to eliminate dangerous foes quickly.

Flesh to Stone:  This works like the spell (Fort negates).  Used on enemy spellcasters, or those with an interesting appearance.

Inflict Moderate Wounds:  This works like the spell, causing 2d8+10 points of damage (Will half).

Sleep:  This works like the spell, except that it affects one creature with any number of Hit Dice (Will negates).  Gauths like to use this ray against warriors and other physically powerful creatures.

Slow:  This works like the spell (Will negates), except that it targets one creature.  Usually used with the disintegrate, finger of death, or flesh to stone ray.

Telekinesis:  This works like the sustained force version of the spell (Will negates), affecting up to 325 pounds.

Flight (Ex):  A beholder’s body is naturally buoyant.  This buoyancy allows it to fly at a speed of 20 ft., and also grants it a permanent feather fall effect (as the spell) with personal range.

For additional details and picture, see page 26 of the Monster Manual v.3.5.
APL 12

Encounter 4 (EL 12 [5+8=9+9=11+9=12])

Advanced Mimic: CR 9; Huge Aberration (Shapechanger); HD 19d8+114; hp 199; Init +1; Spd 10 ft.; AC 19, touch 8, flat-footed 19; Base Atk +14; Grp +31; Atk +22 melee (3d6 +9 plus adhesive, slam); Full Atk +22 melee (3d6 +9 plus adhesive, 2 slams); Space/Reach 15 ft./15 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +12, Ref +8, Will +15; Str 28, Dex 10, Con 22; Int 10, Wis 14, Cha 10.

Skills and Feats:  Climb +15, Disguise +15, Listen +10, Spot +10; Alertness, Iron Will, Lightning Reflexes, Improved Natural Armor x2*, Improved Natural Attack*, Weapon Focus (slam). *See page 292 of the Monster Manual v.3.5.

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 3d6+9 points of damage with a successful grapple check.  Due to his base attack bonus, he gets three grapple checks each round, one at +31, the second at +26, and the third at +21.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 1,200 cubic feet (10 ft. wide by 10 ft. deep by 12 ft. tall), such as a massive wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.

For additional details and picture, see page 186 of the Monster Manual v.3.5.
Very Well-Camouflaged Pit Trap: CR 8; mechanical; location trigger; repair reset; DC 24 Reflex save avoids; 50 ft. deep (5d6, fall); multiple targets (first target in each of three adjacent 5-ft. squares); Search DC 35; Disable Device DC 20. Market Price: 40,000 gp. 

Advanced Mimic: CR 5; Large Aberration (Shapechanger); HD 9d8+36; hp 76; Init +1; Spd 10 ft.; AC 15, touch 10, flat-footed 15; Base Atk +6; Grp +14; Atk +10 melee (2d6 +4 plus adhesive, slam); Full Atk +10 melee (2d6 +4 plus adhesive, 2 slams); Space/Reach 10 ft./10 ft.; SA Adhesive, crush; SQ Darkvision 60 ft., immunity to acid, mimic shape; AL N; SV Fort +7, Ref +6, Will +7; Str 19, Dex 12, Con 18; Int 10, Wis 13, Cha 10.

Skills and Feats:  Climb +10, Disguise +14, Listen +9, Spot +9; Alertness, Improved Natural Attack (see page 292 of the Monster Manual v.3.5), Lightning Reflexes, Weapon  Focus (slam).

Adhesive (Ex):  A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it.  An adhesive-covered mimic automatically grapples any creature that it hits with its slam attack.  Opponents so grappled cannot get free while the mimic is alive without removing the adhesive first.

A weapon that strikes an adhesive-covered mimic is stuck fast unless the wielder succeeds on a DC 16 Reflex save.  A successful DC 16 Strength Check is needed to pry it off.

Strong alcohol dissolves the adhesive, but the mimic still can grapple normally.  A mimic can dissolve the adhesive at will, and the substance breaks down 5 rounds after the creature dies.

Crush (Ex):  A mimic deals 1d8+4 points of damage with a successful grapple check.  Due to his base attack bonus, he gets two grapple checks each round, one at +14, and the second at +9.

Mimic Shape (Ex):  A mimic can assume the general shape of any object that fills roughly 150 cubic feet (5 ft. wide by 4 ft. deep by 7½ ft. tall), such as a wardrobe.  They cannot substantially alter its size.  A mimic’s body is hard and has a rough texture, no matter what appearance it might present.  Anyone who examines a mimic can detect the ruse with a successful Spot check opposed by the mimic’s Disguise check.  Of course, by this time, it is generally far too late.


Double Acid Fog Trap: CR 9; magic device; manual trigger; automatic reset; spell effect (acid fog and acid fog, 11th-level wizard, 2d6/round+2d6/round acid for 11 rounds); Search DC 31; Disable Device DC 31. Cost: 6,600 gp, 528 XP.

Encounter 5 (EL 12, +1 because no time between this and Encounter 6)

Aruno Maccaro, male human, Ftr10/Mnk1; CR 11 Medium[Large] humanoid (Suel); HD 10d10+1d8+37; hp 106; Init +3[+2]; Spd 20 ft.; AC 22(26*)[20(24*)], touch 13(17*)[11(15*)], flat-footed 19(23*)[17(21*)]; Base Atk +10; Grp +17[+22]; Atk +16 melee (1d10+6[2d8+7]/17-20, medium[large] +1 bastard sword) or +14[+12] ranged (1d10[2d8]+1/19-20, [large] spined shield); Full Atk +16/+11 melee (1d10+6[2d8+7]/17-20, medium[large] +1 bastard sword) or +14[+12] ranged (1d10[2d8]+1/19-20, [large] spined shield); SA Flurry of Blows (not usable in armor), Unarmed Strike (1d6[1d8]+3); SQ -; AL LN; SV Fort +12, Ref +9[+8], Will +10; Str 17[19], Dex 16[14], Con 14, Int 10, Wis 14, Cha 8.  Effect of enlarge self cast by Majani noted in brackets.  *When he drinks a potion of shield of faith (CL 12 for purposes of dispel magic).


Skills and Feats:  Intimidate +12, Jump +8[+7], Ride +10[+9], Tumble +12[+11]; Close-Quarters Fighting [S&F], Diehard, Dwarf’s Toughness[MotW], Endurance, EWP(bastard sword), Giant’s Toughness[MotW], Greater Weapon Focus (bastard sword), IC(bastard sword), Improved Grapple, Improved Unarmed Strike, Iron Will, Weapon Focus (bastard sword), WS(bastard sword).


Possessions:  +1 breastplate, spined shield, +1 bastard sword, cloak of resistance +1, potion of cure serious wounds, potion of shield of faith +4.

Majani Trakki, female human, Rog8/Src3; CR 11 Medium humanoid (Suel); HD 8d6+3d4+18; hp 65; Init +5; Spd 30 ft.; AC 20(24*)[24(28*)], touch 15(19*), flat-footed 20(24*)[24(28*)]; Base Atk +7; Grp +7; Atk +13 melee (1d6+1/18-20, +1 rapier) or +13 ranged touch (4d6+1 fire, wand of scorching ray); Full Atk +13/+8 melee (1d6+1/18-20, +1 rapier) or +13 ranged touch (4d6+1 fire, wand of scorching ray); SA sneak attack +4d6; SQ evasion, improved uncanny dodge, spells, trapfinding, trap sense +2, uncanny dodge; AL LN; SV Fort +6, Ref +13, Will +8; Str 10, Dex 20, Con 14, Int 10, Wis 10, Cha 12.  Effect of shield spell noted in brackets.  *When she drinks a potion of shield of faith.  As ray only has 30 ft. range, Point Blank Shot feat noted in stats.


Skills and Feats:  Appraise +3, Balance +11, Bluff +10, Disable Device +15, Intimidate +13, Jump +8, Listen +13#, Move Silently +12, Open Lock +15, Search +14, Spot +13#, Tumble +18; Combat Reflexes, Iron Will, Point Blank Shot, Precise Shot, Weapon Finesse.  #+2 when familiar within 5 ft.


Evasion (Ex):  If this rogue is exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage, he takes no damage with a successful saving throw.


Improved Uncanny Dodge (Ex):  She can no longer be flanked, except by a level 12 rogue.


Spells Known  (6/6; base DC = 11 + spell level): 0—[detect magic, light, mage hand, prestidigitation, read magic]; 1st—[alarm, enlarge person, shield].


Trap Sense (Ex):  This rogue has an intuitive sense that alerts him to danger from traps, granting a +2 bonus on Reflex saves and a +2 dodge bonus to AC against attacks by traps.


Trapfinding (Ex):  This rogue can use the Search skill to locate traps when the task has a DC higher than 20.  Finding a non-magical trap has a DC of at least 20, 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 can use the Disable Device skill to disarm magic traps.  Disabling 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 generally study a trap, figure out how it works, and bypass it (with his party) without disarming it.


Uncanny Dodge (Ex):  She retains her Dexterity bonus to AC even if she is caught flat-footed or struck by an invisible attacker.  However, she still loses her Dexterity bonus to AC if immobilized.


Possessions:  +1 mithral chain shirt, +1 rapier, wand of scorching ray (50 charges), bat familiar, cloak of resistance +1, potion of cure serious wounds, potion of shield of faith +4, masterwork thieves’ tools.

Encounter 6 (EL 15, [13+11=14+1 because no time between this and Encounter 6])

Creepy Guy AKA Kerikaa, Beholder: CR 13; Large Aberration; HD 11d8+44; hp 93; Init +6; Spd 5 ft., fly 20 ft. (good); AC 26, touch 11, flat-footed 24; Base Atk +8; Grp +12; Atk +9 ranged touch (eye rays) and +2 melee (2d4, bite); Full Atk +9 ranged touch (eye rays) and +2 melee (2d4, bite); Space/Reach 10 ft./5 ft.; SA Eye rays; SQ All-around vision, antimagic cone, darkvision 60 ft., flight; AL LE; SV Fort +9, Ref +5, Will +11; Str 10, Dex 14, Con 18; Int 17, Wis 15, Cha 15.

Skills and Feats:  Hide +12, Knowledge(arcana) +17, Listen +18, Search +21, Spot +22, Survival +2 (+4 following tracks); AlertnessB, Flyby Attack, Great Fortitude, Improved Initiative, Iron Will.

All-Around Vision:  Beholders are exceptionally alert and circumspect.  Their many eyes give them a +4 racial bonus on Spot and Search checks, and they can’t be flanked.

Antimagic Cone (Su):  A beholder’s central eye continually produces a 150-ft. cone of antimagic.  This functions just like antimagic field (caster level 13th).  All magical and supernatural powers and effects within the cone are suppressed – even the beholder’s own eye rays.  Once each round, during its turn, the beholder decides whether the cone is active or not (shutting its central eye).

Eye Rays (Su):  Each of a beholder’s ten small eyes can produce a magical ray once per round as a free action.  During a single round, a creature can aim only three eye rays at targets in any one 90-degree arc (up, forward, left, right, back, down).  The remaining eyes must aim at targets in other arcs, or not at all.  A beholder can tilt and pan its body each round to change which rays it can bear in any given arc.

Each of a beholder’s six eye rays resembles a spell cast by a 13th-level caster.  Each eye ray has a range of 150 ft. and a save DC of 17.  The saves are Charisma-based.  The six eye rays include:

Charm Monster:  This works like the spell (Will negates).  Beholders like to use this ray to confuse the opposition, usually employing it early in a fight.  Charmed targets are instructed to restrain comrades or stand aside.

Charm Person:  This works like the spell (Will negates).  Beholders use this like the charm monster ray.

Disintegrate:  This works like the spell (Fort partial).  This is used on any real threat.

Fear:  This works like the spell, except that it targets one creature (Will partial). Used against warriors.

Finger of Death:  This works like the spell (Fort partial).  The target takes 3d6+13 points of damage if its saving throw succeeds.  Beholders use this to eliminate dangerous foes quickly.

Flesh to Stone:  This works like the spell (Fort negates).  Used on enemy spellcasters, or those with an interesting appearance.

Inflict Moderate Wounds:  This works like the spell, causing 2d8+10 points of damage (Will half).

Sleep:  This works like the spell, except that it affects one creature with any number of Hit Dice (Will negates).  Gauths like to use this ray against warriors and other physically powerful creatures.

Slow:  This works like the spell (Will negates), except that it targets one creature.  Usually used with the disintegrate, finger of death, or flesh to stone ray.

Telekinesis:  This works like the sustained force version of the spell (Will negates), affecting up to 325 pounds.

Flight (Ex):  A beholder’s body is naturally buoyant.  This buoyancy allows it to fly at a speed of 20 ft., and also grants it a permanent feather fall effect (as the spell) with personal range.

For additional details and picture, see page 26 of the Monster Manual v.3.5.
Venkus Canter, infamous trap maker, male human Wiz11: CR 11 Medium[Small] humanoid (Suel); HD 11d4+22; hp 56; Init +5; Spd 30 ft.; AC 19[27], touch 11, flat-footed 18[26]; Base Atk +5; Grp +5[+1]; Atk +6[+7] melee (1d4/x3, masterwork punching dagger) or +7[+8] ranged touch (4d6+1 fire, wand of scorching ray); Full Atk +6[+7] melee (1d4/x3, masterwork punching dagger) or +7[+8] ranged touch (4d6+1 fire, wand of scorching ray); SA spells; SQ familiar, spells; AL LE; SV Fort +7, Ref +8, Will +9; Str 10, Dex 12, Con 14, Int 20, Wis 10, Cha 10.  Base AC assumes mage armor and quickened shield spell.  As ray only has 30 ft. range, Point Blank Shot feat noted in stats.  Effects of alter self spell noted in brackets (form of a norker).  Underlined spells are pre-cast.  Casts stoneskin (DR 10/adamantine for up to 110 HP)+quickened alter self, then arcane sight+quickened shield, at first sign of trouble.


Skills and Feats:  Concentration +16, Craft(trapmaking) +22, Knowledge(arcane) +14, Knowledge(architecture & engineering) +19, Knowledge(dungeoneering) +19, Listen +8, Search +8, Spot +7; Craft Wand, Eschew Materials, Improved Initiative, Point Blank Shot, Precise Shot, Quicken Spell, Scribe Scroll, Skill Focus(Trapmaking).


Spells Prepared (5/7/6/6/5/4/2; base DC = 15 + spell level): 0—[open/close, detect magic, detect poison (2), light]; 1st—[animate rope, endure elements, feather fall, mage armor, magic missile (2), ray of enfeeblement]; 2nd—[darkvision, arcane lock, blindness, false life (1d10+10 temporary hit points), scorching ray (2)]; 3rd—[blink, arcane sight, dispel magic, fly, lightning bolt, nondetection]; 4st—[slow, detect scrying, ice storm, stoneskin, summon monster IV (usually Fiendish dire wolf)]; 5nd—[telekinesis (11 spears at +11 ranged, 1d8+1/x3 damage each within 30 ft.), quickened shield, teleport (2, one cast to arrive)]; 6th—[quickened alter self, Mordenkainen’s private sanctum].


Canter’s Spellbook - II: 1st—[magic missile]; 4th—[animate dead, bestow curse, detect scrying, dimension door, ice storm, mass reduce person, scrying, shout, stoneskin, summon monster IV]; 5th—[cone of cold, fabricate, Mordenkainen’s private sanctum, stone shape, telekinesis, transmute rock to mud, wall of stone]; 6th—[acid fog, move earth, summon monster VI, symbol of fear].  Note: Venkus commonly leaves his first spellbook at home.  This contains all his 0 through 3rd level spells, plus teleport.  He plans to teleport home, if things get too scary.  Little does he know the player characters can cast, or have cast for them, forbiddance on the whole hacienda, which would include the wine cellar.  This will make his attempt fail automatically, leaving him no option but to fight, or flee by flight up the secret entrance.


Possessions:  masterwork punching dagger, wand of scorching ray (50 charges), Canter’s Spellbook - II, weasel familiar, cloak of resistance +2, potion of cure serious wounds, 500gp diamond dust, 10 platinum pieces, Magical Token.

Appendix II: Maps 

Top and side views of the exterior of the Warrior’s Hall to Heironeous, used in Encounters Two and Three.
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Interior blueprint of the Warrior’s Hall.

Map of the hacienda for all APLs, which shows the layout the audience room, kitchen, and dumbwaiters. At APL 8-12, draw an adjacent stable large enough to cover the secret stairwell extending from the East wall of the estate.

[image: image3.jpg]SERIANT Y TWTRANCE

“u
B
<

- ) HNH

1l

D
73': NL’/\ ‘ %EPQVSAT‘-;N;‘SVE\L
Pk o-an ¥
T il
\_/ K{T(l-){.j
N
U\
Passtey []] |
il
st

AUBiENes (” “(’J)pl“_

/V S
\ 7,

Bogm ] \

EntReaxce| ToygR

L

FesT FlooR oF RACMAN

MaccpRey EsTATE





Map of the wine cellars for APL 4-6, where medium sized gauth Kerikaa uses abandoned dumbwaiter holes to navigate up through house, spying on people through peepholes on the dumbwaiter’s covering portraits.
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Map of the wine cellars for APL 8-12, where Kerikaa is size Large, and is thus too big to fit in the dumbwaiters.  There was a secret staircase leading out from behind the back wine cellar, up a 30 ft. spiral, to a large trapdoor in the floor of the adjacent stables.  Kerikaa burned or disintegrated the staircase, and lives in the shaft.  He plans to just disintegrate the trapdoor and escape if things get too tough.  Also, notice the space for the mimic has grown from a 10 ft. cube to a 15 ft. one.  This is because at APL 10 and 12, he is size Huge.  At APL 8, he just sits in a larger space.
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