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The Commandant himself is gravely concerned over a series of disturbing incidents in Orlane and elsewhere over the past two years.  He has demanded an accounting for all that has happened, and you have been summoned to Hookhill to participate in the investigation.  However, when the light of justice is focused too tightly on one place, its brilliance can cause all of the surrounding shadows to become that much deeper.  An evil plot has been set in motion – a plot that could shake the nation to its very foundations.  Military Time Units may be used for this adventure. Players are strongly encouraged to play GRM3-02 Rotting on the Vine, GRM4-03 Ripe for the Picking, and GRM4-05 Operation Black Knight before playing this adventure.  This Gran March regional adventure is for APLs 2-18 and is Part Three of the Shadow, Sun, and Sword Series.

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 the special aspects of RPGA tournament play. 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 four 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 bold italics. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

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

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



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

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

2. If PCs bring animals that have been trained for combat (most likely war horses or dogs trained for war), those animals count a certain number of extra levels towards the APL. Do not include creatures brought by virtue of class abilities (animal companions, familiars, paladin mounts, etc.). For those animals that do count, 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.

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

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

By following these 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 the players 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 each PC may gain at the end of the adventure. If any 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. If that character is three levels or more lower than the APL (“playing up”) then that character will also receive only half of the gold pieces awarded for the adventure. This simulates the fact that either the 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. 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 two things that you can do to help even the score.

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

2. 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 of its hit points 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.

Adventure Background

GM Note: A number of Gran March regional modules from CY593 and CY594 are referenced in this adventure. It is not necessary to have played or judged those modules to enjoy this one, although those who have experienced the whole story will most likely have a better understanding of what’s really going on.  We’ve tried to provide you with the bare minimum amount of information that you need to be able to run this adventure without spoiling the previous adventures. Likewise, if you have a mixed table of players, some of whom know the history and others of whom do not, try to avoid having spoilers creep into the table talk if at all possible. For a similar reason, only those persons and events critical to this adventure are presented herein; that way if you, the judge, have not played the previous events, you may still do so even after reading this one.

It is an undisputed fact of civilization that there are always various “unofficial organizations” operating within the borders of any sovereign nation. Some of these groups simply wish to be left alone, furthering their own ends in stealth and silence. Others, however, decide to take a more active role in shaping the military and political situation of cities and even nations. Two such groups have been having a profound effect on the nation of Gran March over the last year and a half.  The first of these groups is known as The Corporation, and the second is known as the Red Arrows. The intersection of these two organizations’ plots and schemes may well result in an event that will change the course of Gran March forever.

The Corporation

The term “thieves’ guild” is really not appropriate to an organization as complex as The Corporation. In reality, although its operations are mostly illegal and do involve a great deal of thievery and smuggling, the group has historically been supportive of and loyal to the lawful government of Gran March (because anarchy is bad for business). However, within the last couple of years, a splinter faction has developed within the Corporation itself. This faction, led by a woman known as the Grandmother of the Fist, has been determined for some time to take a more active role in the governance of the March. The “real” Corporation has been slow to recognize and adapt to this threat, with the result that the rogue faction has made significant progress toward its ends over the past year.  Some of the events relating to these power struggles have come to the attention of the general public, particularly in and around the city of Orlane. Official attention is bad news for both the splinter group and the main body of the organization. The events from GRM3-02 Rotting on the Vine and GRM4-03 Ripe for the Picking have left two questions in the minds of most Marchers: what is this secret organization of rogues that threatens Gran March’s security, and what part (if any) does the “cult” of Pelor play in that organization? 

As a result of the recent unrest, the Commandant of Gran March, Magnus Vrianian, has decided to hold meetings with any and all witnesses to these events. His intention is to ascertain as much information as possible about this unknown group of rogues. Ferrule Garde, the Special Constable under contract to the Commandant, will then be able to conduct a proper investigation and hopefully shut the group down before they cause any more harm to innocent civilians or military operations. The Commandant is particularly interested in the testimony of Brother Geraint Brownbaker, an itinerant street preacher to the Gyri refugees in Orlane, and all of Brownbaker’s prior associates, which should include many Gran March PCs. 

It is important to note that the Commandant has no idea about the faction war currently going on between the “real” corporation and the “splinter” group. He also has no idea that the traditional position of The Corporation has been not to interfere with the lawful government of the March. All he knows is that there is apparently this group of organized criminals operating in and around Orlane, and the group seems somehow to be connected to the group of Pelorite refugees from Geoff. The Commandant does not know the size or scope of the Corporation, but he intends to find out.

The Red Arrows

First discovered operating within the Oytwood just inside the borders of Gran March during CY 593, the Red Arrows seem to be a highly organized, well-funded militant organization. They have been involved in kidnapping, assault, murder, and assassination. Although the source of their funding and the true motivations for their actions are not known at the present time, the Red Arrows have featured prominently in a number of assaults and murders over the last two years. Some of these events were detailed in GRM3-06 Training Camp and GRM4-01 Homecoming, but the biggest and most dramatic action taken by the Red Arrows was their recent successful assassination of the Commandant himself. This occurred during GRM4-05 Operation Black Knight. This adventure takes place a few weeks after those fateful events that culminated in the Commandant’s death, and the chronological order of the two modules is very important. To avoid spoilers, all that need be said here is that the Commandant was indeed assassinated, but he was able to be successfully resurrected. This event has obviously shaken the military and civilian power structure of Gran March.

The current patron of the Red Arrows’ operations in Gran March is an individual known only as The Official. The Official has hired the Red Arrows to create political unrest in Gran March and, as part of this arrangement, has helped the Red Arrows develop the training camps in the Oytwood. At first, when word of the successful assassination attempt against the Commandant came back from Hookhill, the Official was elated. When the Commandant was brought back from the dead a few hours later and immediately resumed his duties, displaying a very public determination not to allow this event to disrupt the nation, the Official realized that simply killing the Commandant was not going to be good enough. The leader of Gran March is going to have to be removed in a more permanent fashion, or the Official will never be able to succeed. Thus, The Official began scheming, trying to find a way to strike at the Commandant again, and this time make sure it would be permanent. Unfortunately, in the wake of the assassination, security around the city of Hookhill and the Commandant himself has been increased to wartime levels, and another direct assault is clearly out of the question. What the Official needs is the assistance of a group that is used to operating in the shadows of the military without being discovered.

An Unholy Alliance

As fate would have it, the renegade faction of the Corporation and the Red Arrows have indeed joined forces. The Grandmother of the Fist and The Official have hatched a new plan, one that goes beyond mere assassination. They plan to kidnap the Commandant and imprison him magically. If he is not actually dead, he can’t be brought back to life, not even by true resurrection. With Hextor’s help, the conspirators believe that they can conceal the Commandant’s location from any sort of divination or scrying, thus ensuring that there will be no way for the Gran March to recover its leader.

Fortunately for the insurgents, the Commandant himself is determined to demonstrate to the nation that the recent attempt on his life was a fluke, and that there is nothing to fear. As a result, he has ignored the advice of his senior officers, who would prefer to see him lay low until the full details behind the assassination can be uncovered and the instigators dealt with. The Commandant had already sent out the summonses for his meeting to investigate the events in Orlane, and he intends to hold those meetings. In fact, he wonders if perhaps the activities of this group of rogues in Orlane, these Gyri refugees from the Giant-occupied lands, and his own recent murder might not be connected in some way. 

Realistically, if the Commandant bunkered himself and just laid low, with the full might and force of Gran March defending him, there would be no way for the conspirators’ plan to succeed.  Because Vrianian is going to expose himself again, however, there is a window of opportunity, and the forces of the Grandmother of the Fist and the Red Arrows have moved quickly to take advantage of it. They have infiltrated the Wayberry Inn, where the “witnesses” summoned by the Commandant will be staying, and they have taken over several other locations within the city of Hookhill in preparation for an assault upon the Commandant’s own keep, which is where the hearings are to be held. The Commandant, being a powerful wizard, cleric of Hieroneous, and mystic theurge in his own right, believes that the wards on his keep, which he worked on himself, combined with the very large concentration of armed forces within Hookhill at the moment, are more than enough protection to enable him to conduct these hearings in safety.

The Commandant is, of course, mistaken.  It falls to the witnesses themselves – the PCs – to discover and thwart this plot.

Adventure Summary

The story begins with the party making its way to an inn in Hookhill. Those who have played any of the adventures in the Shadow, Sun, and Sword series of adventures will be going to the inn to meet with Geraint Brownbaker before the Commandant’s hearings, which are to be held the next day at his private estate in the city. Those who have not played anything in this series are in Hookhill as a result of a summons to the hearings that was mistakenly sent to them; they are heading to the inn, which is paid for by the Gran March government, for food and drink before (hopefully) settling the matter in the morning. Ignoring a summons from the Commandant, even an erroneous one, is not a good idea.

Regardless of APL, the module is the same for all parties during the first few encounters. It then splits off into a series of different plot threads. The actual thread each group of PCs will pursue depends on the APL. At first reading, this may make the module appear to be overly complicated (not to mention far too long to fit in a single slot), but in reality each set of APLs (low, middle, and high) will only go through a specific subset of the encounters. It’s an intricate plot, and each “tier” of PCs has a specific and critical role to play, so make certain that you familiarize yourself with all of the details and the flows between encounters.

Upon arriving at the gates to the city, the PCs discover that security is extremely tight. All of Hookhill is under a curfew, and even high-ranking members of the military are warned that being out on the streets after dark is forbidden. Military PCs would normally be able to billet with the troops of the 2nd battle, but the PCs are under specific orders to report to the Wayberry Inn, and they are expected to proceed in that direction with all haste. The PCs have time to make their way to their accommodations at the Wayberry without undue incident, however. 

Upon arriving at the Wayberry, the PCs find that dinner is still being served, and some of them may notice a pretty young waitress paying particular attention to their group. Her name is Nydia, and she is a member of The Corporation (the “real” Corporation, not the rogue faction). She is not known to any of the characters, but they are known to her. If any of the PCs are also members of the organization, she is waiting for an opportunity to make contact and deliver a message from a gentleman named The Toecutter, whom the PCs might have met in previous adventures. If none of the PCs are members, she is simply studying them for future reference, as even the “loyal” branch of The Corporation is curious to know as much as it can about these individuals who are being called upon to testify about its existence and activities.

In any case, what the young woman does not know is that she herself has been studied and marked by the rogue faction. After dinner, while cleaning up in the kitchen, Nydia is murdered by an assassin working for the rogue faction. Depending on the APL, the assassin might actually be a vampire. The assassin has disguised herself as Nydia and also seduced (or dominated) a couple of locals to take the fall for her actions. Regardless, the assassin attempts to lure the PCs into the alleyways behind the Wayberry in hopes of killing them before they can testify and also so that they will not be present to defend the Commandant the next day. 

At higher APLs, assuming the PCs respond to the situation in the kitchen, while they are gone, another group of vampire assassins moves into their rooms in the Wayberry, sets up a number of deadly traps, and hides under the beds to await the PCs’ return. Note that even if you have PCs at the table that are members of The Corporation meta-organization, those PCs are definitely not members of this splinter faction, and thus are just as much a target as anyone else.

Meanwhile, off stage, there is another plot being finalized against the Commandant. The individual who organized the assassination attempt in GRM4-05 Operation Black Night, now very frustrated with his hired assassins, has made contact with the rogue faction of The Corporation. The Grandmother of the Fist, a drow female responsible for Corporate security and the secret leader of the rogue faction, sees this as an opportunity to quite literally kill two birds with one stone. Both the Commandant and Ferrule Garde will be overseeing these meetings at the Commandant’s residence; this could be a good chance to kill Garde and take the Commandant prisoner.

To accomplish her audacious goal of killing the two highest-ranking law-enforcement officers in all of Gran March in one fell swoop, the Grandmother of the Fist has meticulously planned out a three-part operation. First, the wards around the Commandant’s residence in Hookhill must be brought down. To that end, the faction has recruited a doppelganger mindspy and some drow expatriate mercenaries to infiltrate the residence and then take out the wards. The second part is to establish a safe house near the residence so that a high-level drow sorcerer can teleport the assassin and various summoned support creatures directly into the residence. The sorcerer will have gone in with the doppelganger in disguise to reconnoiter the residence before the scenario begins. The third part of the plan is the insertion of the assassination team. The lead assassin is an advanced beholder named Vrarnga who has gladly taken this assignment. His kin and partner, another beholderkin named Kerikaa, was killed late last year by some of the same adventurers who might be at this hearing. If the Grandmother of the Fist finds out that the party is very powerful (i.e. APL 16 or 18), she will call in some more markers to get even higher-level help.

The morning after the murders in the Wayberry and the possible assassination attempt against the PCs, the day dawns cloudy and gray. Outside the Inn, some anti-Commandant graffiti has been scrawled upon the walls of a building. In the course of cleaning up this mess, a heated argument erupts between a group of veterans and a group of active-duty soldiers of the Gran March military. The veterans, who served under former Commandant Petros, start grumbling about how things were better back then than they are now. The active-duty soldiers, who served with distinction at the Battles of Preston and Bloody Ridge and the Siege of Orlane, argue that they have done pretty well in the past under the current Commandant’s leadership in pushing back the giants. If the PCs do not intervene, the argument goes back and forth until it finally comes to blows. However, this is a roleplaying encounter where Intimidation and Diplomacy will win the day.

The scenario is broken down into three different paths after the fight in the alley and the events outside the inn the next morning. Each “tier” of PCs has an important role to play; it’s easiest if you imagine that while the table you are actually running is completing its part of the overall mission, two other tables (at the two other tiers) are simultaneously completing the other two parts. 

Parties at the low-level tier (APLs 2, 4, and 6) will, starting with a clue they discovered on the assassins, track down the staging area where the sorcerer will be launching the attack. The plan calls for secrecy over force at the staging area, so these parties will encounter a trap appropriate for their level. The beholder (and the rest of the assault team if present) will be leaving the area just as the party enters. Thus, a low-level party only fights lower-level minions, but their accomplishment is that the assassins’ base of operations is exposed, leaving them no place to retreat.

Parties at the mid-level tier (APLs 8, 10, and 12) get a lead that steers them towards finding out about the first stage of the operation: lowering the wards around the Commandant’s residence. These PCs will find out about a secret passage (built during the time of Keoish aggression) that leads from the street into the Commandant’s keep. The assassins have booby-trapped the tunnel entrance to the residence. If the party succeeds in bypassing these traps, they will face the opposition of a mindspy and some drow mercenaries. The end result should be that the wards are put back up, but not in time to stop the beholder and the rest of the assassination team from coming through.

Parties at the high-level tier (APLs 14, 16, and 18) will first be attacked by a room trap and assassins in the inn designed to reduce their numbers before the hearing. At the hearing, the party will, of course, be stripped of weapons and magical gear before their audience with the Commandant and Ferrule Garde. Midway through the hearing, the beholder (and allies, above APL 14) will teleport in and attempt to kidnap the Commandant and kill Ferrule Garde. The party will then have to get their weapons and fight off the beholder before it can irrevocably finish the job.

IMPORTANT NOTE: This scenario has the potential to be very lethal and may very easily result in one or more PC deaths. While there should be adequate treasure available above the cap to cover any raise dead or resurrection spells, this by no means diminishes the impact of a PC death. This mission, however, is for truly high stakes, with the very lives of the Commandant and the Special Constable hanging in the balance. The villains will not pull punches and will kick PCs when they are down. Show no mercy. This is a time for true heroes to learn what they are really made of.

Introduction

In preparation for this scenario, you should get the following information from the players:

· Find out which (if any) of the PCs at the table have the Witness for the Prosecution special note from GRM4-03 Ripe for the Picking.

· Find out if any of the PCs at the table have influence points with the Pelorites from GRM3-02 Rotting on the Vine or GRM4-03 Ripe for the Picking. 
· Find out if any of the PCs have played GRM4-01 Homecoming, GRM4-02 Royal Road to Hookhill, or GRM4-05 Operation Black Knight. If they have, find out if they had any significant interactions with any NPCs (such as Commandant Magnus Vrianian, former Commandant Petros, or any of the Knights of the Watch NPCs who appeared in those scenarios.) These PCs might also be familiar with the tattoo that marks members of the Red Arrows organization.

· Find out if any of the PCs have the Favor of the Toecutter from GRM3-01 The Toecutter.

· Find out the alignment of each PC.

· Find out if any PCs are members or clergy of the cult of Pelor or Mayaheine.

· Find out if any PCs are carrying the intelligent weapon Rhal ap Ogwen.

· Find out if any PCs are active-duty military, veterans, or Graduates of Syrloch (the Gran March academy for arcane spellcasters).

· Finally, find out if any PCs are members of The Corporation. (Be sure to avoid disclosing this information to the rest of the players, as membership in The Corporation is highly secret.)

You should probably collect all this information on an index card or by some other non-public means so that the party members are not necessarily aware of one other’s affiliations, particularly those who are members of The Corporation. Characters that have not been through any of the adventures referenced above and don’t know the relevant backstory should still be able to enjoy this adventure, but knowing what the PCs have experienced and with whom they have interacted in the past will help you as the GM to make this scenario more convincing.

The PCs come together as a result of a summons issued by the Commandant of Gran March. Give Player Handout One to the party. All of the PCs have received this summons. Those who have the Witness for the Prosecution certificate from Ripe for the Picking will know exactly why the Commandant has summoned them. Those who have played Operation Black Knight may assume that the summons is somehow connected to the events of that adventure, but in fact it isn’t – or at least it wasn’t originally. The summons was issued prior to the events of Operation Black Knight, due to the Commandant’s concern about the goings-on in and around Orlane, which seem to be centered on the cult of Pelor. The Commandant’s subsequent assassination and resurrection have not deterred him from holding these hearings, and indeed he now hopes to find out whether or not the events in Orlane and the recent events involving his own person are in fact connected in some fashion. One important side effect of the PCs’ testimony in this adventure will be to determine how much of a link the Commandant and Special Constable Ferrule Garde decide exists between the Red Arrows, the Corporation, and the followers of Pelor in Gran March.

After reading Player Handout 1, those who have not played any of the relevant adventures will, of course, immediately say that they have no knowledge of the events described in the summons. You can then tell these individuals (on a successful Knowledge (local [Sheldomar Valley Metaregion]) check at DC 5) that while the instructions might have been issued in error, to refuse a summons of the Commandant will be considered to be contempt of the Commandant and result in a sentence to the Work Battalions. On the other hand, by answering the summons and explaining the situation to the Commandant or one of his staff, the matter can be quickly resolved. In any event, the trip is free, as the Gran March government is covering their living expenses during their billet at the Wayberry Inn. 

Normally, the accommodations of the Wayberry Inn are Rich to Luxury upkeep. As the Wayberry is closest to the Commandant’s Keep where the hearings are held, however, Sir Wayberry has agreed to offer the rooms at a lower discount. Aside from room and board, however, Sir Wayberry is not giving any of the optional extras of living in the Inn; thus, the extra Charisma bonuses acquired from Rich or higher lifestyle are not available unless the PC specifically pays for it. (Sir Wayberry will, of course, be happy to upgrade any PC’s accommodations to the higher level of lifestyle as long as the PC has the coin to pay the difference in cost.)

If anyone has played Rotting on the Vine or Ripe for the Picking, give those characters (and only those characters) Player Handout Two. This is an invitation from Brother Geraint Brownbaker, a somewhat well-known minister of Pelor with whom they have prior acquaintance. The invitation asks the PCs to meet with him at the Wayberry Inn when they arrive in the evening.

After the issues with the summons have been resolved, read or paraphrase the following text:

You are headed to Hookhill along the military road in answer to the summons issued by the Commandant. As you travel, you find several other individuals headed along the same route and recognize upon some amount of small talk that you are all going to Hookhill for the same reason.

At this point, have the players describe their PCs and identify any prior relationships between the various PCs in the party. From this point forward, they are considered to be traveling as a group. Also, distribute Player Handout Three, which describes the city of Hookhill.

Encounter One: The Gates

After the introductions have been made, read the following as they enter Hookhill:

By nightfall, you arrive at the gates of Hookhill. Though your journey was not impeded by bad weather, the sky darkened throughout the afternoon and evening, hinting at the possibility of rain tomorrow. The heavy overcast obscures the full moons overhead, making what would normally be a rather bright evening dark and foreboding. The entrances to the city are brightly lit, however, with several large copper braziers standing on either side of the heavily-guarded gates.

PCs who have been to Hookhill in the past can see even before they arrive at the gates that the size of the guard has been at least doubled since their last visit. There are two Files (16 soldiers) under the command of a Sergeant and two Corporals standing guard at the city gates. Active-duty and veteran PCs will recognize that this is an unheard-of amount of force to be delegated to guard duty. PCs who have played Operation Black Knight will already know that the city of Hookhill is under a curfew and that the military presence in the city has been significantly increased due to threats and attacks upon prominent citizens. Let these PCs explain the situation to the PCs who don’t know, rather than you explaining it, to facilitate interaction between the characters.

Everyone entering and leaving the city is subject to questioning by the gate guards.  It starts with the standard drill: name, rank, and serial number, but then an unusual demand is made: the guards inspect each male character’s upper arms and torso. (There haven’t been any known female operatives of the Red Arrows, so females are not being subjected to this search at the present time.) The guards are polite, at least to begin with, but they insist that each male PC has to remove any heavy armor or other surcoats and be examined. They won’t say what they are looking for, but might be persuaded to talk about it; see below. If any of the PCs seem disinclined to submit, the guards say that this order comes from the Commandant himself, and there are no exceptions. The inspection is limited to the arms and upper torso and does not require PCs to fully strip or anything like that. The search should seem highly unusual, but not demeaning.

The guards are professional, but brusque; it’s clear that they are very tired and more than a little bit on edge. They will not, however, start any trouble with the PCs, though anyone who gives them any sort of provocation is certainly risking arrest. Showing the summons from the Commandant will enable the PCs to pass through the gates with no difficulty, and these soldiers can also provide directions to the Wayberry Inn if none of the characters have ever been there.  The guards also recommend that the PCs make haste to their accommodations, as the curfew is strictly enforced. Being out after moonrise on anything other than official business is considered a serious matter, and the city streets are heavily patrolled. Since the PCs’ summons makes it clear that their meeting with the Commandant is during daylight hours tomorrow, it doesn’t count as the sort of “official business” that would to allow them to break curfew.  The PCs have more than enough time to make it to their destination without having to break curfew, however, so there is no cause for concern at the moment.

The PCs might wish to engage the gate guards in some conversation, especially if they are not residents of Gran March. If approached in a friendly manner (DC 15 Diplomacy) or questioned by an officer at or above the rank of Sergeant, the gate guards can mention the following topics:

· The city has been under a tight curfew for the last few months.  Some sort of group of armed insurgents has been making threats against Electors and other prominent citizens. Many of the Electors and other wealthy residents of Hookhill have left the city and are holed up in their personal estates, but the city as a whole continues about its daily business.

· Things have intensified in the last couple of weeks, because of an assault on several very prominent individuals. Several people were killed during this assault, but most or all of the perpetrators were also captured or killed, and there have been no further incidents since the level of security in the city was increased following this attack. The guards don’t have much more information than this, and some of what they do have is scuttlebutt rather than absolutely accurate. They are reluctant to talk about the fact that the Commandant himself was assassinated; even though it’s common knowledge, the military brass doesn’t want the rank and file discussing this with random passers-by. For anyone who isn’t a member of the Gran March military, it takes at least a DC 25 Diplomacy check to get the soldiers to confirm that the Commandant was one of the targets of the assault and that he indeed was killed. Try to avoid any other spoilers here.

· The members of the attacking group are said to have tattoos of red arrows on their bodies. That’s the reason for the intensive search of all people entering the city. Similar tattoos have supposedly been found on kidnapped boys and men rescued from camps in the Oytwood where these insurgents have been discovered training.

· Should the PCs wonder whether or not their hearings are going to be cancelled, the guards can confirm that the Commandant is indeed in Hookhill, as is Special Constable Ferrule Garde (the chief law-enforcement officer, who has been appointed to look into these matters). Needless to say, security in and around the Commandant’s personal keep is incredibly tight, but if the summons says to show up at a specific place and time, the PCs had darn well better show up or face the consequences. As far as the reason for the summons and the sorts of things the PCs might be asked or expected to testify about, the guards can only shrug – they have no idea and it isn’t any of their concern anyway.

Don’t let this encounter take too long, but it should help to set the scene: Hookhill is under especially heavy guard, the Army is very tense and has adopted a defensive posture, and everyone in the city is being very careful not to step out of line. The PCs will note as they walk through the city that very few pedestrians are out, although the commoners that they do pass don’t seem to be especially skittish or fearful. Gran March is a lawful nation where the vast majority of the male population has served in the armed forces. If the city needs to be heavily protected, the citizens accept that and go about their business. They don’t resent the army, nor are they afraid. It’s important to draw this distinction in the players’ minds so as not to create the impression that the commonfolk of Hookhill are being mistreated in any way. 

Any commoners that the PCs do try to talk to stop and chat very briefly, particularly if the PCs are soldiers in uniform, but they clearly want to be on their way before curfew. They know most of the same information as the soldiers at the gates, albeit in much less detail and with more rumors thrown in. They are not really afraid of the attacks, because the threats were all made against wealthy and prominent people, not against commoners, and more importantly, because they believe that the Army will deal with whatever the threat is (like it always does), and things will quickly return to normal.

Development: The PCs are able to complete their journey through the city streets to the Wayberry Inn without incident. They don’t have a lot of time to dawdle, though, and if it seems like they want to go traipsing around the city, discourage this by describing the large number of patrols (far more than usual). If the PCs absolutely insist on ignoring their orders, then they are accosted by a patrol immediately after dark and escorted to their accommodations, or arrested if they resist.

Encounter Two: The Wayberry Inn

As the PCs arrive at the Wayberry Inn, read or paraphrase the following:

You reach the Wayberry Inn, known far and wide as one of the finest hostels in all of Gran March. Dinner is still being served in the common area, and the desk clerk informs you that your rooms are still being prepared, so you might as well take advantage of the opportunity to grab a fine meal on the government’s tab. No telling what sort of refreshments will be available at the Commandant’s hearings tomorrow, but it’s not likely to be as nice as the fare available here.

Entering the dining room, PCs who have met him in the past spot Brother Geraint Brownbaker right away, and he spots them as well; he gives a wave and invites them to join him at his table. He wants to be introduced to any PCs that he doesn’t already know, and as long as their traveling companions are willing to vouch for them, Brownbaker does not ask that they leave the room or otherwise stay out of the conversation. He doesn’t really know much more than the PCs do about why they’ve all been summoned, except that the Commandant himself is apparently very concerned over the recent incidents in Orlane, several of which seem to have involved the Fellowship (he won’t say “cult”) of Pelor and Mayaheine. As Brownbaker is the sort of unofficial spokesman for that community, which includes a large number of Gyri refugees, the Commandant naturally wants him to testify, and some of the PCs were participants in the previous events, so it’s obvious why they have been called as well. As far as any PCs who have been given the summons by mistake, Brownbaker just smiles and shrugs, saying “that’s the bureaucracy for you.” 

During the course of the conversation, Brother Brownbaker gently asks the PCs how they plan to testify if they are asked whether or not the followers of Pelor in Gran March are “undesirables” or “malcontents” in any way. He is very concerned that the followers of Pelor have had their reputation unfairly tarnished by the actions of this unknown criminal element, who have obviously (to him) been trying to frame the Gyri refugees as being the source of the problem. He does not out-and-out argue with PCs if they express an intent to testify negatively about the Pelorites, but he does try to gently persuade any such PCs that the real source of the problem is deeper and that the refugees and followers of Pelor and Mayaheine are being set up to take the fall for someone else. The Gyri refugees just want to be accepted into Gran March, and they will be among its most loyal citizens if they are given the chance to prove their faithfulness. If any of the PCs have the intelligent item containing the spirit of Rhal ap Ogwen in their possession, Rhal supports Brownbaker’s position, saying that his former associates were criminals, not worshippers of Pelor, and that Pelor would never countenance such behavior from his true followers.

During the meal, the PCs may realize that they are being surreptitiously watched by a pretty, dark-haired young woman in her early twenties (one of the serving girls, but not the one assigned to their table). They can notice this with a Spot check (DC 20). If any of the PCs are members of The Corporation or have the Favor of the Toecutter from GRM3-01 The Toecutter, anyone who spots her and succeeds on a subsequent Sense Motive check (DC 25) notice that she seems to be watching those PCs in particular, but there is no indication as to why. If any of the PCs give a sign that they know she is watching them, she simply gives a curt nod and a brief smile and disappears out of sight into the kitchen. If the PCs try to follow her into the kitchen, she feigns ignorance and simply says that she is doing her job of keeping an attentive eye on the guests to see if they need anything – their own waitress is new, and the Wayberry provides itself on providing stellar service, so the more experienced staff members always keep an eye on the tables that belong to less-experienced staff members. She says that she has no idea about any other topic that the PCs might bring up, and if it seems that a guest is harassing a member of the staff, the cook or Sir Wayberry himself intervenes so that the young woman can return to her duties.

This is Nydia Ramster, a local agent of The Corporation. She is a plant within the staff of the Wayberry Inn and generally just collects information in the form of overheard conversations and the occasional search of a prominent guest’s room. She never engages in thievery or anything else that would risk blowing her cover. She has no particular interest in the PCs other than that they have been called here to testify about events that involve The Corporation, and she’s been told to keep an eye on them and get an idea as to what they might know. For PCs who are members of the organization, the subtle reminder that they’re always being watched might also help them think about the fact that there are certain topics best not discussed, even with the Commandant. Nydia is a confidante of The Toecutter, a very important leader of The Corporation here in Hookhill, and he’s mentioned to her the names and descriptions of the PCs who have done him favors in the past. Nydia does not know about the rogue faction of The Corporation, nor does she know anything about the events in Orlane. If asked, the rest of the staff at the Inn know her name (Nydia) and that she has been working at the Wayberry for the last couple of years. None of them are aware of her membership in The Corporation, nor are they aware of its existence, for that matter.

Unknown to Nydia and to her handlers in the Corporate branch here in Hookhill, her cover here has been blown by the rogue faction of The Corporation. They plan to use her as a dupe to draw the “witnesses” out after dark, hoping to kill or at least scare them. The rogue faction intends to distract the military’s attention away from the real threat in Hookhill, which is the plan to kill the Commandant and Ferrule Garde by focusing attention on the witnesses instead.

Development: Dinner service should end before the PCs are done with their conversation. The wait staff, including Nydia, leave the room to start washing the dishes and cleaning up. As the PCs are finishing up their conversation with Brother Brownbaker and preparing to retire for the night, they are interrupted by Encounter Three.

Encounter Three: The Scream

As the previous encounter is winding down and the PCs are getting ready to head up to their rooms for the evening, read or paraphrase the following:

From the back of the Inn, near the kitchen and the servants’ quarters, a scream interrupts your quiet conversation, followed by a loud banging noise, as of a door slamming at the back of the building.

Presumably the PCs will want to investigate this incident. Proceeding into the kitchen, they can see the signs of a brief struggle, and the back door (servants’ entrance) stands open. The cook breathlessly relates that Nydia, one of the waitresses, just ran screaming into the night. The cook has no idea what Nydia might have seen, but it obviously terrified her. The PCs should have no hesitation about heading out into the night and chasing after the young woman (curfew be damned).  Continue with the following:

The overcast skies render the nighttime streets of Hookhill dark and foreboding. Furthermore, a slight chill has turned the moisture in the air into a light fog. Fortunately, the light from the torches along the streets easily penetrates the mists. As you pass each side street and alleyway, however, you find that you are hard-pressed to see anything, as, unlike the main streets, the side streets do not have any illumination.

Have each PC attempt a Spot check (DC 10 + APL). A PC who succeeds on the check will notice movement heading down a nearby alleyway. Then, have each PC attempt a Listen check (DC 10). Read the following to those who succeed:

You hear a high-pitched scream ring out from the next alley.

Then read the following to those who decide to go down the alley from which the scream issued:

About 20 feet into the alleyway, two men with swords drawn stand over a prone female form. Due to the fog, you cannot tell how badly hurt the woman might be. The men whirl around at your approach.

Use the map provided in Appendix 11 for this encounter at all APLs. The female form on the ground is a contracted agent for the rogue faction of The Corporation assigned to kill any witnesses answering the Commandant’s summons.  She has already murdered Nydia Ramster, the Corporate plant inside of the Wayberry Inn and is disguised as Nydia, hoping to cause further confusion among the PCs and anyone else investigating these matters. 

The real Nydia was serving dinner this evening; it was she whom the PCs observed (and perhaps spoke with) during Encounter Two. When Nydia went back to the servants’ quarters to wash up and change out of her uniform for the evening, the assassin, already disguised, attacked and killed her. Her body is currently stuffed into a closet in the Wayberry Inn. 

After disposing of the real Nydia, the phony Nydia went back out into the city. Earlier this evening, she secured the services of a couple of young Gran March veterans to aid her in her ruse. These two hapless stooges, named Langdon and Dominic, were quite happy to have such a pretty woman talking to them at the Sword and Shield earlier tonight, and the assassin sealed their cooperation by way of a few magical scrolls of charm person at the lower APLs or by using her vampiric domination ability at higher APLs. She left the two men standing in an alley near the Wayberry Inn, telling them to wait for her and that she “just had to get a few things.”

The plan was enacted; the assassin went back into the kitchen, posing as the real Nydia, where she attempted to draw enough attention and leave a clear trail for people to follow her into the night. The assassin is now listening intently for the inevitable sounds of pursuit; she knows that the most likely followers will be the PCs, since they are the only adventurous types staying in the Wayberry Inn tonight. Once she judged that her marks (the PCs) were within range, Nydia immediately pulled her companions off the main road, screamed, and fell to the ground, confusing her escorts and resulting in the scene that has just greeted the PCs upon their arrival. 

Langdon and Dominic truly have no idea what is going on at this point, as they are completely befuddled by drink and by magic. As far as they can remember, they were only talking with their lady friend on the main street a minute or so ago, and the next thing they realized, she had collapsed, and these strange people were barging in with weapons drawn. Their instinct is to defend her (and at higher APLs, they have no real choice in the matter anyway). The men, seeing an armed party coming into the alley with them, have drawn their weapons, as they think they are the ones being ambushed. Anyone studying them for more than a moment has a chance to notice the look of confusion on their faces (DC 10 Sense Motive) at APL 2-6 or the glazed-over look of devotion that indicates the presence of enchantment magic (DC 20 Sense Motive) at APL 8 and higher. 

If they are possessed of their own free will, Langdon and Dominic defend themselves, but do not attack PCs clad in obvious military uniforms, including Knights of the Watch. Their military training lets them recognize any active-duty Gran March uniforms, including the various elite units. If all the PCs look like thugs and ruffians, however, Langdon and Dominic fight to the death, shouting for the city guard the whole time. If they are dominated by Nydia (APL 8 and higher), then the two hapless veterans defend her to the best of their meager abilities. Note that if the PCs position the radius of a magic circle against evil so that Langdon and Dominic are in the area of effect, Nydia will no longer be able to issue mental commands to them, but they will still be dominated.

At APLs 2, 4, and 6, the fake Nydia is a normal human rogue with an assassin level at APL 6. She is originally from Sterich; the Grandmother of the Fist contracted her to assist in the current operation. She feigns unconsciousness to lure a PC into her threatened area (DC 17 + APL Sense Motive to detect her ruse). She has drawn her dagger when she fell and is hiding it (DC 15 + APL Spot check to see it). She then uses it to sneak attack the flat-footed PC. Nydia tries to feint every other round if not overwhelmingly attacked to deny her targets their Dexterity bonuses and make them susceptible to sneak attacks. Once she attacks, Nydia continues to attack the same PC until dead, after which she attempts to escape. Her preferred target would be any cleric, but at this point she takes anyone who gives her an opportunity. If she is about to be captured, Nydia ingests poison she has secreted in her mouth, which kills her 1 round later.

At all other APLs, the fake Nydia is part of a band of vampire assassins operating out of Sterich who were recruited as additional agents for the operation. She still attempts to lure a PC to her, but uses different attacks based on who is helping her. If her helper appears to be a fighter, a rogue, or some other individual with a low Will save, she attempts to dominate her target into defending her and then starts looking for the lowest AC targets so she can slam them.  If her target is a spellcaster, she uses her slam attack instead of going for the sneak attack/death attack so that she can drain levels from her target. Her hands are also coated with the poison listed in her stat block; this gets applied as well when she slams. As she has two hands, she effectively has two doses of this poison for use during her slams. 

After she uses her initial slam attacks, she either draws her dagger against high AC opposition or grapple a low AC target to do Constitution drains. She also uses Improved Feint as a move action whenever she does not have to move. This denies her targets their Dexterity bonuses and makes them susceptible to her sneak attacks.

When available, Nydia burns one of her highest-level spells in an Arcane Strike (see stat block for details). She continues to attack her target until it is dead or she has to flee using gaseous form. If she goes gaseous, Nydia simply drops prone, changes form, and sinks into the cobblestone street (straight down), whereupon it is most likely effectively impossible for the PCs to follow her. Due to the light fog in the area, it is difficult for the PCs to determine which direction Nydia fled, since her gaseous form makes her nearly undetectable in the fog. If they haven’t realized that she is a vampire by the time she leaves combat, it might seem to the PCs that she simply disappeared.

Lastly, Nydia at all APLs has been thoroughly briefed on her targets by her employer. She knows who each party member is, what they do, and a rough estimate of their abilities. She does not act out of ignorance. Also, note that her disguise is entirely mundane; there are no illusions or other magic involved. She has her hair dyed and has used a disguise kit to make herself look like the real Nydia Ramster. The disguise also helps conceal the fact that at higher APLs “Nydia” is actually a vampire. Although this becomes apparent soon enough, it might delay the PCs from using better tactics such as turning or spells based on sunlight. PCs can realize that this is a disguise with a successful Spot check against her Disguise check. She took 10 and used a masterwork disguise kit, so the DC is 12 + her listed Disguise bonus (varies by APL in a range from +6 to +21; see her stat block for details). PCs who paid any amount of attention to the real Nydia during the scene in the Wayberry Inn receive a +4 bonus on their Spot checks to realize that the assassin is wearing a disguise.

All APLs

Langdon and Dominic (2): male human War1; hp 7 each; see Appendix One.

APL 2 (EL 2)

“Nydia Ramster”: female human Rog1; hp 6 (8); see Appendix Two.

APL 4 (EL 4)

“Nydia Ramster”: female human Rog3; hp 13 (19); see Appendix Three.

APL 6 (EL 6)

“Nydia Ramster”: female human Rog5/Asn1; hp 27 (39); see Appendix Four.

APL 8 (EL 8)

“Nydia Ramster”: female vampire Rog5/Asn1; hp 54; see Appendix Five.

APL 10 (EL 10)

“Nydia Ramster”: female vampire Rog5/Asn3; hp 72; see Appendix Six.

APL 12 (EL 12)

“Nydia Ramster”: female vampire Rog5/Asn5; hp 90; see Appendix Seven.

APL 14 (EL 14)

“Nydia Ramster”: female vampire Rog5/Asn7; hp 108; see Appendix Eight.

APL 16 (EL 16)

“Nydia Ramster”: female vampire Rog5/Asn9; hp 126; see Appendix Nine.

APL 18 (EL 18)

“Nydia Ramster”: female vampire Rog6/Asn10; hp 144; see Appendix Ten.

Development: After this attack, the party must deal with the authorities and try to find out why Nydia Ramster attacked them. They will no doubt examine the body (if there is one) and this should clue them in to the fact that the person they just fought is not the young woman they saw earlier in the Wayberry Inn. Before the PCs can leave the scene, immediately proceed with Encounter Four.

Encounter Four: Aftermath

If either or both of the two veterans (Langdon and Dominic) are alive after the battle, read or paraphrase the following:

“Please don’t kill us,” the men cry. “She tricked us!” As they say this, several Gran March soldiers come running down the alley. The Corporal in charge looks over the scene and says, “This looks very bad for you.”

If both of the hapless dupes are dead after Encounter One, instead use the following:

As you survey the dead bodies around you, several Gran March soldiers come running down the alley. The Corporal in charge looks over the scene and says, “This looks very bad for you, very bad indeed.”

Corporal Anyi Nivits: female human Ftr3; hp 24; see Appendix One.

Gran March Infantry Soldiers (7): male human Ftr1; hp 12 each; see Appendix One.

Corporal Anyi Nivets is in charge of this infantry file from the 2nd Battle. Her file has police duties during the hearings as security throughout the city of Hookhill has been intensified in connection with the Commandant’s visit. She is capable and fair, but is not willing to rock the boat without cause.

Corporal Nivits first asks the PCs their names, occupations, and reasons for being in Hookhill. She then asks them what happened here in the alley. If they mention that they are here for the hearings, she becomes gravely concerned as her main mission during this patrol is to defend any witnesses to the hearings.

If at least one of the two hapless veterans is still alive, he tells the PCs that they picked “Nydia” up at The Sword and Shield Inn earlier in the evening. If they are both dead, have one of the soldiers in the file recognize their faces and mention the tavern as being the two men’s usual hangout.

As long as the PCs didn’t slaughter both of them, Langdon and Dominic cooperate in clearing the PCs of the assault or murder charges that would otherwise need to be filed, which should make talking their way out of this situation a relatively simple matter. Seeing the assassin at work made the two veterans realize how badly they had been duped. 

It’s also quite possible that some of the military PCs far outrank Corporal Nivets. Some of them might think that they can simply walk away from this scene on that basis alone, but don’t just let them pull rank and leave without explaining the situation – Anyi reports anyone, even an officer, who cannot provide a full justification for the events and the bodies. There are no eyewitnesses other than the PCs unless one or both of the veterans survived, so they’ve got to find some way to prove their innocence, especially if Nydia went gaseous and therefore all that the city guard discovered was the two dead bodies of a pair of well-known veterans and the PCs standing bloodily over their still-steaming corpses. Be certain to note any actions unbecoming an officer on the AR and inform the Gran March Triad of the character’s name, the player’s name and RPGA number, and the incident. At this point, any PCs who have the Emnity of Nolar Thotec from GRM4-01 Homecoming will find themselves tangled up in legal problems for one additional Time Unit after the end of this scenario. The reason for this extra TU should be noted in the Play Notes section of the AR.

Assuming they are able to extricate themselves from any legal entanglements, Corporal Nivits insists that they go on to the Wayberry Inn if they are witnesses. In fact, she and her file escorts them to the Inn if they appear reluctant to go. If the party resists, tell them that other soldiers eventually come to the aid of Corporal Nivits and that they will be placed in the stockade of the 2nd Battle until the hearings are over. The adventure ends for them here; hand out the ARs with the Criminal section left uncrossed off. If the PCs worry that the lead of the Sword and Shield Inn is being ignored, Corporal Nivets promises to follow up on the lead personally tonight and report anything that she finds back to the PCs in the morning. She just can’t allow them to go haring off on their own at this point, especially not after they have already been attacked once tonight. The Commandant’s orders override any desire that the PCs might have to pursue this investigation.

If the PCs discovered that the “Nydia” who tried to kill them was actually wearing a disguise, they might want to search the Wayberry Inn for the real Nydia, in which case her body is discovered stuffed into a closet on the ground floor. There is very little blood; at lower APLs the assassin took care to make a clean kill, and at higher APLs all the blood has been drained from the body. This discovery further unnerves Sir Wayberry and the rest of the staff, but again, apart from reporting it to the authorities, there’s nothing the PCs can do at this point other than get ready to testify at the hearings tomorrow morning. 

If someone casts raise dead on Nydia’s body, the spell fails; at lower APLs, she is unwilling to return, and at higher APLs, the vampire assassin has precluded her return by killing her via level drain (meaning that she will rise as a vampire herself, although any such event would be outside the scope of this adventure). Smart-thinking PCs will make certain that the body is given into the care of the local churches to ensure that it doesn’t rise as an undead. Speak with dead and similar magics, if they work at all, don’t provide a lot of information; Nydia doesn’t know who killed her or why, and she’s not about to talk about anything having anything to do with The Corporation. The Toecutter will learn of her death, and he’s not going to be happy about it; but, again, such events are beyond the scope of this adventure.

Development: The PCs have no choice but to return to their quarters at the Wayberry Inn; parties at the high tier (APL 14 and higher) will face Encounter Five, while the night passes uneventfully for those at the lower tiers. Proceed directly to Encounter Six.

Encounter Five: Knock, Knock!

This encounter is for the high-level tier (APL 14 and higher) only. Once the party returns to the Wayberry Inn after the fight in the alleyway and the subsequent discussion with the military, Sir Wayberry himself shows the party to their pre-assigned rooms on the third floor of the main building. He’s very apologetic for the disturbances thus far, although he has no idea what is yet to come.

Each room is a study in opulence. Inside, there is a queen-size feather bed; a large wardrobe; a full-length mirror; and a small table with a basin, pitcher full of fresh water, and a small bowl of fresh fruit.  

Use the map provided in Appendix 15 for this encounter. Have the PCs decide who is sleeping in which room. Particularly paranoid PCs may decide that they all want to sleep together in the same room; that’s fine. Simply adjust the encounter so that whichever room they choose is the trapped room. The assassins knew which room it would be thanks to some divination spells cast earlier in the day. There are three rooms available to the PCs (and depicted on the map). The room in the middle, however, has been trapped by vampire assassins, partners of the assassin who earlier tried to kill the PCs. The vampires are hiding under the bed, having snuck into the room in gaseous form. They are waiting for the PCs to (hopefully) split up and go to the individual rooms so that they can attack one or two PCs with surprise. They trigger the traps at an opportune moment and attack.

The greater dispel magic traps are triggered by someone touching the covers of the bed. The assassins do this if they think it is to their advantage, which it most likely will. The dart trap is attached to the featherbed and gets set off whenever someone sits or lies on the bed. The vampires coming out from underneath the bed will also trigger the dart trap. The darts flying about the room perforate the pillows on the bed, which releases the gas attack. Both attacks thus effectively go off simultaneously, with the gas trap’s onset delay finishing in the first full round of combat. The vampires come out from under the beds after the darts fire in the surprise round and attack any PCs in the room. As with Nydia, these two vampire assassins have contact poison listed in their stat blocks on their hands, which also go off when they slam their targets. As they have two hands each, each assassin has two doses available for slams. If the battle is going against them, the vampires exit out the window or through the walls or floor in gaseous form. 

It is important to note that not all of the PCs will necessarily be in the trapped room when the traps start going off. This is only intended to delay things by a round or two, however – it’s not realistic to think that the PCs would remove all their armor and weapons, undress, get ready for bed, and then finally get jumped by the assassins lurking under the bed. Spring the trap quickly and keep things moving.

APL 14 (EL 17)

Heightened Greater Dispel Magic Trap (4): CR 0; magic device; proximity trigger (alarm); no reset; spell effect (heightened (to 9th-level) greater dispel magic, 17th-level wizard, area dispel, 1d20 + 17 caster check); Search DC 34; Disable Device DC 34.

Fusillade of Purple Worm Poison Darts: CR 14; mechanical; location trigger; manual reset; Atk +20 ranged (1d4+1 plus poison, dart); poison (purple worm poison, DC 24 Fortitude save resists, 1d6 Str / 1d6 Str); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 30; Disable Device DC 30.

Burnt Othur Fumes Trap: CR 14; mechanical; location trigger; repair reset; gas; never miss; onset delay (1 round); poison (burnt othur fumes, DC 18 Fortitude save resists, 1 Con Drain / 3d6 Con); multiple targets (all targets in a 10-ft.-by-10-ft. room); Search DC 30; Disable Device DC 30.

Vampire Assassins (2): female vampire Rog5/Asn5; hp 90 each; see Appendix Eight.

APL 16 (EL 19)

Heightened Greater Dispel Magic Trap (4): CR 0; magic device; proximity trigger (alarm); no reset; spell effect (heightened (to 9th-level) greater dispel magic, 17th-level wizard, area dispel, 1d20 + 17 caster check); Search DC 34; Disable Device DC 34.

Fusillade of Purple Worm Poison Darts: CR 14; mechanical; location trigger; manual reset; Atk +24 ranged (1d4+1 plus poison, dart); poison (purple worm poison, DC 24 Fortitude save resists, 1d6 Str / 1d6 Str); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 35; Disable Device DC 35.

Burnt Othur Fumes Trap: CR 14; mechanical; location trigger; repair reset; gas; never miss; onset delay (1 round); poison (burnt othur fumes, DC 18 Fortitude save resists, 1 Con Drain / 3d6 Con); multiple targets (all targets in a 10-ft.-by-10-ft. room); Search DC 35; Disable Device DC 35.

Vampire Assassins (2): female vampire Rog5/Asn9; hp 126 each; see Appendix Nine.

APL 18 (EL 21)

Heightened Greater Dispel Magic Trap (4): CR 0; magic device; proximity trigger (alarm); no reset; spell effect (heightened (to 9th-level) greater dispel magic, 17th-level wizard, area dispel, 1d20 + 17 caster check); Search DC 34; Disable Device DC 34.

Fusillade of Dragon Bile Darts: CR 16; mechanical; location trigger; manual reset; Atk +24 ranged (1d4+1 plus poison, dart); poison (dragon bile, DC 26 Fortitude save resists, 3d6 Str / 0); multiple targets (1d8 darts per target in a 10-ft.-by-10-ft. area); Search DC 40; Disable Device DC 40.

Atomized Black Lotus Extract Trap: CR 16; mechanical; location trigger; repair reset; gas (mist); never miss; onset delay (1 round); poison (atomized black lotus extract, DC 20 Fortitude save resists, 3d6 Con / 3d6 Con); multiple targets (all targets in a 10-ft.-by-10-ft. room); Search DC 25; Disable Device DC 20.

Vampire Assassins (2): female vampire Rog6/Asn10; hp 144 each; see Appendix Ten.

Development: This encounter has the potential to kill one or more PCs. Fortunately there are several high-level clerics available in the city who can cast raise dead as needed (assuming no one in the party can). If nothing else, being attacked in their government-provided hotel room should place the party on their guard when they meet the Commandant the next day. The low- and mid-level parties only get to hear about the aftermath of the attack. Proceed to Encounter Six.

Encounter Six: The Next Morning

This encounter serves to illustrate the growing tensions in Gran March stemming from former Commandant Petros’s return and from the increasingly successful counter-offensive from the giants in Geoff. It also provides the PCs with a chance to obtain some veiled warnings about the threats that they will encounter today.

At the Wayberry Inn’s dining room the next morning, the patrons are discussing the events of last night. Sir Wayberry is trying to calm the situation, but all of the guests are greatly disturbed that assassins attacked a group of guests on the third floor. Such an incident is simply unheard-of in the history of this posh establishment. There are even rumors that vampires and other undead have been roaming the streets of the city and trying to kill people!

The only vampires that are in evidence are those that the PCs may or may not have encountered themselves, so don’t let them waste a lot of time following up on rumors with the folk having breakfast this morning. The party will want to be about their business.  

Before the PCs can depart, Corporal Nivits returns with a bit of additional information and (at the low and mid tiers only) a request for assistance:

As you are finishing your breakfast, Corporal Nivits from the night before enters the room, looks around, and approaches your table. “Greetings,” she says, “I am glad to have found you. We found where the person who attacked you last night was staying, and we dealt with that situation effectively.” 

At APL 12 and below only, Corporal Nivets also makes the following request of the PCs:

“However, we found a piece of evidence that we could not follow up on. We are stretched to the limit patrolling the streets during these hearings, and I know you were very interested in investigating this matter yourselves, since you seem to have been targeted. The Commandant has given his permission for you to delay your arrival at the hearings long enough to see what you can make of the information we discovered. Can you help us by finding out more about this?”

Corporal Nivits then hands the PCs either a list (Player Handout Four) at APL 2, 4, or 6 or a map (Player Handout Five) at APL 8, 10, or 12. Give the appropriate handouts to the PCs at this time.

If the PCs state that they cannot help with the assignment because they are supposed to appear at the Commandant’s hearings this morning, then Corporal Nivits produces official documents stating that their appointments have been changed from 9 AM this morning to 1 PM this afternoon. Thus, they have plenty of time to handle this small task. If the PCs question the legitimacy of these documents or suspect Corporal Nivits of being a plant, that’s certainly a normal and healthy level of paranoia, but everything about her story checks out. If the party does not take the assignment, the scenario is over. Read the party the failed section of the Conclusion (ad-libbing to fit their situation) and hand out the ARs.

At APL 14, 16, or 18, the military was able to track the assassin’s movements back to the Sword and Shield Inn earlier in the evening, but the trail went stone cold. There was no sign of where she actually came from. None of the patrons of the Inn realized that she was a vampire, although several did see her talking with Langdon and Dominic. Corporal Nivits offers to escort the PCs to the Commandant’s hearings this morning, just in case there are any further attacks planned. The PCs may accept or decline this offer as they see fit.

Once the PCs are ready to go, read or paraphrase the following once they leave the Inn:

There is a slight drizzle this morning as you set out from the Inn. A quick look at the sky, however, tells you that a larger storm is moving in and will be over the city very soon.  

Just outside of the Wayberry, numerous merchants and customers are trying to close last-minute transactions before the storm hits. One of these merchants, a middle-aged woman in peasant’s clothes, is trying to get your attention. “I will foretell your future, yes, I will!” she screams. 

A man in a black surcoat with the heraldric symbol of the Knights of the Watch emblazoned on it is watching a group of Gran March soldiers in uniform who seem to be repairing or cleaning a building down the street. Several other people, mostly commoners, are observing the soldiers as well. You can’t tell from here exactly what it is they seem to be doing.

There are several items of potential interest in this scene. Allow the PCs to investigate them (or not, as they see fit) in any order, as long as they don’t dawdle overlong.

The Fortunteller: The middle-aged woman is Cadmia Ulmstead, a down-on-her-luck Divine Oracle, who has the misfortune of being able to aid others with her divinations, but not herself – any divinations she tries about her own future always reflect a life of poverty.

If the PCs approach her, she offers to tell their future through the use of a divination spell for 25 gp (the cost of replacing the incense and a small offering to Istus). She has the ability to cast this twice for the party. Judges should roll the percentile dice as normal to divert PC suspicions, but the results will always be correct. Feel free to use the general answers provided below or make up ones you feel are appropriate. You can also use these items if any of the PCs themselves are in the habit of casting divinatory spells in the morning to try and get an idea of what dangers the day might bring.

APL 2, 4, and 6 Results:

· “Your end will be eating away at you before noonday.”

· “Enemies in the dark… protecting greater enemies unseen.”

APL 8, 10, and 12 Results:

· “The dark ones from afar are high and hidden.”

· “From the nine rings they come, to fill the breach you will find.”

APL 14, 16, and 18 Results:

· “The crown weighs heavy, but not so much as the head beneath it … as you will see.”

· “Many eyes looking, many eyes hidden, many eyes to be the death of you all.”

Cadmia Ulmstead: female human Clr5/Divine Oracle5; hp 52; see Appendix One.

The Cleanup Crew: Farther down the street, a group of active-duty soldiers are cleaning graffiti off of a building. Some person or persons unknown has decided to post a few public service messages around the city of Hookhill using red paint. When the PCs approach, read or paraphrase the following:

You quickly realize that the solders are scrubbing the side of a building. Painted red letters, a foot tall, spell out an unmistakable political sentiment: “Vrianian must go – bring back Petros!”

Observing the clean-up operation are a small number of what appear to be Gran March veterans, who are discussing the graffiti amongst themselves. The soldiers doing the cleaning don’t seem to like the tone of the veterans’ discussion, however, as the two groups appear to be getting louder and louder. A single Knight of the Watch observes the entire operation in thoughtful silence. He turns and studies you briefly as you approach.

The Knight is Watcher Hahj Olepsan, Most Persistent Vulture. He is a lower-level Knight who had the misfortune of not showing proper deference to former Commandant Petros Gwalchen and his companions earlier this year. Those who have played GRM4-02 The Royal Road to Hookhill recognize Olepsan as the Knight who antagonized them in the earlier adventure. When the Great Beasts found out about his actions and words, they quickly decreed that Olepsan would learn humility through serving Petros as an attaché. Olepsan has also been commanded to apologize in person to anyone he was rude to or otherwise offended by his actions.

If any of the PCs have previously encountered Olepsan, read or paraphrase the following:

The Knight of the Watch seems to recognize [the PC or PCs who encountered him previously] and gives a brief nod. He walks over and says, “Excuse me – could I have a word with you? We have unfinished business between us.”

If the PCs react with hostility or don’t seem inclined to listen, Olepsan asks them to at least hear him out, but if they refuse to talk with him, so be it. Assuming they’ll listen, he launches into his apology:

“Sir [or sirs, or madam, or whatever] … I am ashamed to admit that I have wronged you. When last we met, I spoke in haste and anger and treated you poorly. I should know better – no, I do know better. It is inappropriate for me to speak to even the lowliest of servants the way I spoke to you, and I apologize. Please forgive me.”

Having delivered his apology, Olepsan considers the matter closed, whether the PCs accept the apology or not. His other task is to find former Commandant Petros and apologize to him as well and offer his services as aide-de-camp; however, Petros has proven to be somewhat difficult to find. Olepsan heard that he was in Hookhill (which he was, during the events of GRM4-05) but has not yet been able to find him in person. He asks the PCs if they have seen Petros, what the details were, and so forth. Since the PCs don’t know exactly where Petros is either, Olepsan thanks them for their time and takes his leave of the group. If asked about the graffiti, Olepsan looks disgusted by it but has no further comment.

If any member of the Order (Knight or Squire) asks Olepsan about the apology or what happened after the events of GRM4-02, Olepsan admits privately that he made an error in judgment and has been assigned by the Knighthood as an aide to Petros – the man he insulted the most by his actions – as penance. He is hopeful that Petros will consent to accept his service, as he is truly remorseful for his actions, though he is still leery of the man. Though he is being punished by the Order for his rash words, Olepsan is still a full Knight. He uses his predicament as a teaching opportunity for any Squires present. He reminds them of the importance of the Precepts and how one can never allow personal feelings to get in the way of the oaths of Knighthood.

If none of the PCs know who Olepsan is because they did not encounter him or none of them were offended by his actions in GRM4-02, then there’s no need for him to apologize to anyone, but he still approaches the party, especially if there are any Knights or Squires and asks if they have any information about the whereabouts of Petros Gwalchen. He does not explain the details of his transgression, particularly to those not of the Order, but he does mention that he’s been assigned by the Knights to work with Petros as an aide and is seeking him out so that he can offer his services.

Watcher Hahj Olepsan, Most Persistent Vulture: male human Pal8.

A Simple Disagreement: After a few minutes of heated conversation between the active-duty soldiers and the veterans, things get a little bit ugly. The anti-Vrianian graffiti was actually put up by the Red Arrows to help confuse the issue and create the appearance that Petros is actively working to promote Vrianian’s removal and his own return to power. This isn’t true, but Petros is not around to defend himself, and there is a non-trivial amount of anti-Vrianian sentiment in the country right now anyway because of all the recent troubles, so as a propaganda technique, this sort of anonymous civil disobedience is extremely effective. Similar graffiti popped up all over the city last night, and some of the soldiers speculate that Petros himself is hiding out somewhere in Hookhill, directing the operations of a group of traitorous insurgents bent on bringing down the lawful government of Gran March.

The veterans aren’t responsible for putting up the graffiti, but they don’t necessarily disagree with its sentiment. They served in the Army during the time Petros was Commandant and believe that he was unfairly maligned by the Knights of the Watch and forced to resign in disgrace. They believe that under Vrianian’s leadership, the military situation in the Sheldomar Valley has steadily deteriorated and now the country is in danger of being overrun by the giants from Geoff. 

The active-duty soldiers, for their part, have seen honorable service at the Battle of Bloody Ridge and the Siege of Orlane and feel that Vrianian’s leadership has been very beneficial for Gran March. Regardless, speaking ill of the Commandant during such troubled times is tantamount to providing aid and comfort to the enemy, in these soldiers’ opinion, and whoever put up this graffiti, along with anyone that isn’t offended by it, ought to be locked up for treason.

Read or paraphrase the following:

As the soldiers work to clean the red paint off of the whitewashed wall of the building, the handful of men observing them seem to be debating the truth or falsehood of the message. 

“I do think things were better under Petros,” asserts one of the veterans. “Look at what we’ve got now – Giants getting ready to take over Hochoch and kick in our front door. Meanwhile Vrianian plays with his magic spells while real soldiers, real men, are out fighting and dying. He made the Army of Retribution sit and do nothing at Gorna, and look how that turned out!”

“You’re out of your mind,” snaps back one of the soldiers. “Gorna was a lost cause no matter what we did. If the Commandant hadn’t held the Army of Retribution back, the Giants would already be back in Orlane. You want us to go through that again? Petros is a coward at best and I say more likely a traitor. He handed Bissel to the Kettites and he’d hand Gran March over to the Giants if he was back in power.”

The two groups of men edge closer and closer to one another, raised voices turning into raised fists.

It would be best for the PCs to intervene at this point. Otherwise, the veterans and active-duty soldiers come to blows, another sign of the rapidly-increasing tension within the March and the polarization of the two sides – those who support Petros and those who support Vrianian.

The PCs should easily be able to keep this from turning into an actual brawl; allow any reasonably high Diplomacy or Intimidate checks to succeed, or a PC with any sort of rank in the military can simply wade in and start shouting orders. If all else fails, Watcher Olepsan does not stand idly by while the soldiers beat each other to a pulp, although he does give the PCs a hard look if they themselves fail to intervene.

Gran March Veterans (4): male human Ftr1; hp 12 each; see Appendix One.

Gran March Infantry Soldiers (4): male human Ftr1; hp 12 each; see Appendix One.

Development: From this encounter, the PCs will either go to Encounter Seven, Encounter Nine, or Encounter Eleven, depending on the APL.

APL 2, 4, and 6 Path

Encounters Seven and Eight comprise the path for character parties of APL 2, 4, and 6.

Encounter Seven: Investigating the List

The list given to the PCs (Player Handout Four) contains references to a “staging area” and something called “Red Oak.” As this is really the only clue the PCs have to go on, they’ll need to follow it. How they discover where they need to go is up to them. Some of the PCs might have contacts they can attempt to speak with (various Electors, the Toecutter, meta-organization contacts, etc.) – feel free to improvise a brief scene in which the PCs leverage these sources of information. Most of the Electors and other prominent citizens are not actually in Hookhill at the moment, having left the city for country estates or otherwise barricaded themselves behind closed doors until the current situation cools down, but the PCs can contact members of the Electors’ household staffs or find other people who can help them get what they need.

If all else fails or if time is short, then a straightforward Knowledge (local [Sheldomar Valley Metaregion]) check or an assisted Gather Information check ( DC 20) tells the party that the phrase “Red Oak” is most often associated with a warehouse close to the city walls near the North Quarter. The North Quarter, also known as “the Dirt Quarter” or “Seedytown” is what passes for slums in Hookhill. 

Regardless of whom they talk to or what they do, as long as they get the information and didn’t have any massive delays, the party ends up outside the Red Oak Warehouse at just after 10 AM. The timing is very important, although the PCs have no way of knowing that, so fudge the time so that the moment they first enter the warehouse proper is right at 10:15. If they’ve delayed for so long that they’ve obviously missed everything (which shouldn’t happen unless they left town to gather information or did something equally bizarre), then adjust the boxed text accordingly. They can still mop up the Red Arrow thugs, but they missed the assassination attempt.

Read or paraphrase the following:

The Red Oak Warehouse is as rough-looking as the rest of the Dirt Quarter. It stands two stories tall, 50 feet wide, and 45 feet deep. The building has thick wooden exterior walls with no windows. While you cannot tell if the walls are indeed made of oak, as the name implies, they are certainly painted red, though the paint is faded and peeling in several places. The only entrance appears to be a large set of sliding double doors, each door 10 feet wide by 10 feet high. The doors have a single large lock built into them, which appears quite sturdy.

Use the map in Appendix Twelve for both this encounter and Encounter Eight. The Red Oak Warehouse was just recently bought by the rogue Corporate faction for this operation.  The wooden walls are strong but can be breached (Hardness 5, hp 20, Break DC 23 to make a Medium-sized hole). The doors are actually iron doors painted to look like wooden doors (primitive faux-finishing) (Hardness 10, hp 60, Break DC 28). The lock is trapped with a magic acidball trap as noted below; just touching the lock sets it off. 

The trap is cast on the outside of the lock; thus, it explodes outward so as to avoid damaging anyone inside the warehouse. The trap damages the lock, so the doors will open easily once the trap goes off. If the PCs are able to detect and disable the trap, the Open Locks DC for the lock itself is 13 + APL.

APL 2 (EL 5)

Heightened Acidic Hands Trap: CR 5; magic device; touch trigger; no reset; spell effect (heightened (to 4th-level) energy affinity (acid) burning hands, 8th-level wizard, 5d4 acid, DC 16 Reflex save half damage); Search DC 29; Disable Device DC 29.

APL 4 (EL 7)

Heightened Empowered Acidic Hands Trap: CR 7; magic device; touch trigger; no reset; spell effect (heightened (to 4th-level) empowered energy affinity (acid) burning hands, 13th-level wizard, 5d4 + ½ of 5d4 acid, DC 17 Reflex save half damage); Search DC 29; Disable Device DC 29.

APL 6 (EL 9)
Heightened Maximized Empowered Acidic Hands Trap: CR 9; magic device; touch trigger; no reset; spell effect (heightened (to 3th level) maximized energy affinity (acid) fireball, 15th-level wizard, 20 + ½ of 5d4 acid, DC 17 Reflex save half damage); Search DC 28; Disable Device DC 28.

Development: The party (if able) can go on to the final fight at Encounter Eight.

Encounter Eight: Fight or Flight

The door to the warehouse is too big and squeaky to open silently. (This might be a moot point if the trap has already gone off.) It also takes a full-round action to pull the heavy doors far enough to open a five-foot-wide opening. (This is not a moot point as the trap is designed specifically so that it will not damage the doors, just the lock.) Finally, the left-hand door is bolted at the top and bottom so it will not open at all initially. Thus, there should be no way that the party will gain a surprise entry into the building unless they are extraordinarily resourceful. Once they manage to open the door, read or paraphrase the following:

After putting much effort into moving the door, you manage to force it open about five feet. Beyond, the warehouse floor is mostly cleared of debris. In the center of the warehouse, you can see, for the briefest of moments, what appears to be a huge blue dragon, the biggest beholder anyone has ever seen, a drow sorcerer, and a human male cleric, whose visage has the scowl of pure evil. Then they disappear, followed shortly by numerous loud popping sounds. 

Once the evil beings disappear, you notice that there is a catwalk running along the walls of the warehouse about 10 feet above the floor. The ladder to get to the catwalk is on the opposite wall of the room.

The group that just vanished is the assault party that is going to try and assassinate the Commandant; they do not interact with the PCs at these APLs at all. Instead, a group of thugs from the Red Arrows handles this incursion. The Red Arrows are a group of assassins and mercenaries out of Keoland hired by an influential individual in Gran March to assassinate both former Commandant Petros and Commandant Vrianian. They tried unsuccessfully to kill Petros in GRM4-01 Homecoming, and they were successfully able to kill Vrianian in GRM4-05 Operation Black Knight, but he was immediately resurrected, thus leading to the current situation. 

If captured and interrogated, these low-level members of the organization only know that their group was contracted to perform and aid assassinations in Gran March. They do not know who in Gran March hired them, nor do they know anything about bases of operations or other information about this day’s events. They are supposed to guard this warehouse as an entry and departure point for the main assassination team, which consists of the beings that the PCs just saw being teleported out.

If the trap went off, the thugs are already positioned on the catwalk at the indicated positions to shoot anyone who comes in the door. Their arrows and melee weapons are coated with poison as noted in their stat blocks. They have consumed their antitoxins and any potions or elixirs listed in their stat blocks if the party failed to disarm the trap. 

Otherwise, the thugs are in random positions on the map. Their weapons are still poisoned, but they have not had the time to make use of their antitoxins, potions, and elixirs, thus rewarding the PCs for their cleverness and resulting in an easier fight.

APL 2 (EL 5)

Red Arrow Thugs (4): male human Ftr1; hp 9 each; see Appendix Two.

APL 4 (EL 7)

Red Arrow Thugs (4): male human Ftr3; hp 29 each; see Appendix Three.

APL 6 (EL 9)

Red Arrow Thugs (4): male human Ftr5; hp 48 each; see Appendix Four.

Development: If the party is defeated, the thugs are not going to stay around and get caught (assuming that if one group of Gran March loyalists has found their hideout, others must be close behind). Bystanders then quickly get to the scene and stabilize anyone still alive with negative hp. 

Upon successful completion of this combat, a quick search (automatic success) finds several boxes containing pro-Petros signs and brochures advocating the election of Petros to Commandant this year. There are also a number of cans of red paint similar to the graffiti that the PCs observed outside the Wayberry Inn this morning. These items were placed here by the rogue faction to confuse the identity of the assassins. The PCs are free to make of this information what they will. 

The PCs also find former Commandant Petros, unconscious and stuffed into a large crate in the warehouse. If any PC at the table participated in GRM4-05 Operation Black Knight, they will recall that Petros left the banquet during the assassination attempt. He was following one of the assassins when he was ambushed outside by the drow sorcerer Xy'thalix from shadow using a series of quickened spells. The last thing he remembers was a dark elven form standing over him as he passed out. To revive him will require a neutralize poison as they have been keeping him unconscious with various non-lethal poisons until they can figure out what to do with him. If revived, he recounts his story to the PCs.

In any case, the APL 2, 4, and 6 adventure concludes here. By their actions, the PCs have found out about the involvement of the Red Arrows and have denied the assassination team its “safe point” to retreat after the attack on the Commandant. Proceed to the Conclusion.

APL 8, 10, and 12 Path

Encounters Nine and Ten comprise the adventure path for character parties APL 8, 10, and 12.

Encounter Nine: Investigating the Map

The map given to the PCs (Player Handout Five) contains references to “the Shield.” As this is really the only clue the PCs have to go on, they’ll need to follow it. How they discover where they need to go is up to them. Determining that this refers to a tavern whose full name is “The Sword and Shield” should be a very easy task. The tavern is mentioned on Player Handout 3, and Corporal Nivits can confirm the story of Langdon and Dominic from last night that they were picked up by the assassin at that tavern.  It’s popular with both active-duty soldiers and veterans.

If all else fails or if time is short, then a straightforward Knowledge (local – Sheldomar Valley Metaregion]) check or an assisted Gather Information check (DC 15) tells the party that the phrase “the Shield” is used to refer to a particular tavern. Directions to the tavern can be obtained by talking with pretty much anybody in town. 

Upon arriving at the tavern, the PCs should have no difficulty persuading the proprietor, Wolston Gaal, to let them search around a bit. Wolston can also confirm the story from last night; a pretty woman matching the description of Nydia Ramster (actually the assassin in disguise) was in the tavern just after sunset (last call is at sunset and the tavern closes its doors not long thereafter, giving the patrons just enough time to make it home before moonrise and the curfew).  She chatted up a number of the local fellows and ended up leaving with Dominic and Langdon, one of them on each arm. Unfortunately, Wolston has no other information, although now that he thinks about it, perhaps she did track a bit of mud in when she arrived last night, which is somewhat unusual since it didn’t actually start raining until this morning…

If the PCs search the tavern, they can determine with a high degree of certainty that there are no secret doors or other passages within the tavern itself. The map is actually making reference to a grate leading into the sewers beneath Hookhill. If the PCs show the map to Wolston, or if the topic comes up because of the comment about Nydia tracking some mud into the tavern last night, he mentions that there has been some construction done recently on the sewer grate in the alley just behind the tavern … a number of his patrons have been complaining about the smell.  This construction was actually caused by Red Arrows and members of the rogue faction of the Corporation traipsing in and out of the sewers.  

Although some effort has been made to make the sewer grating appear normal, once the PCs know what they’re looking for, it’s easy enough to find the grating that has been carefully cut out and then set back into place (allowing easy entrance and exit to the sewers) with a Search check (DC 20).  Read or paraphrase the following when the PCs descend into the sewers.

The sewers beneath Hookhill are dank, dark, and dirty. Water drips from the ceiling, and a channel of sewage flows sluggishly down the center of the tunnel. The stench is nearly overpowering as you move deeper into the bowels of the city.

If the PCs are Gran March natives, of course, it’s entirely likely that they’ve been in the sewers of Hookhill before. In any case, following the map, there are tunnel intersections in approximately the right places, and after about half a mile the PCs arrive at the area marked “Hole Blasted” on the map. This area is depicted in Appendix Thirteen, but don’t immediately place the PCs on the battle map – you don’t want them to realize that something’s about to happen.

The insurgents have excavated a section of wall that leads to a disused portion of the sewers. This long-forgotten tunnel actually passes right underneath the Commandant’s Keep. During the time of Baklunish aggression, a secret passage was installed in the keep with a tunnel that led down into the sewers. That entrance was eventually bricked up, but The Corporation has known about it for some time, and the rogue faction has turned that fact to their advantage. 

The bricked-up portion has been blasted away, and an illusory wall spell (see page 243 in the Player’s Handbook) has been cast to cover the hole, creating the appearance of an unbroken smooth sewer wall that looks no different from any of the other walls. Detecting this illusion requires a Search check, as the only way to realize the illusion is there is to interact with it, but the DC of the check is effectively zero, since touching the illusion immediately reveals that the wall is not really there. The PCs simply have to look in the right place, and if they are following the map and realize that they’ve gone farther than the map indicates without finding a “hole blasted,” they’ll most likely realize there has to be a secret door of some sort, and eventually they will look in the right place. Elves have their normal chance to notice the illusion as if it were a secret door. True seeing and other forms of divination magic can also bypass the illusion and reveal it for what it is, of course.

Even after the PCs discover the illusion, unless they specifically dispel it, it doesn’t disappear.  Keep that in mind when describing what PCs on either side of the “wall” can see, in case they send one or two PCs forward to scout the other side (and thus trigger the traps described below).

The actual trigger squares for the traps in this encounter are 15 feet beyond the illusionary wall. Thus, PCs who search directly in front of the illusion, directly behind the illusion, and the walls on either side of the illusion do not discover the traps. The three trigger squares are the ones immediately north of the area marked “D1” on the map in Appendix Thirteen. This trap has a mechanical trigger. As soon as anything touches those squares with a weight of greater than five pounds, the dart trap is triggered. 

The other traps have triggers based on the alarm spell. The center point for the spells (one per trap) is on the north edge of the map, about 20 feet beyond the south edge of the three trigger squares for the dart trap, so as soon as anything enters or passes through any of the three trigger squares (even if it doesn’t touch the ground), the summon monster traps are triggered. Thus it’s possible to notice the dart trap but still set off the summon monster traps while in the act of disabling the trigger plates.

The area of effect for the dart trap is the 3x3 square just north of the illusionary wall. All PCs within that area of effect if and when the dart trap is triggered are attacked by 1d6 darts (roll separately for each PC, and note that the darts make attack rolls; they don’t automatically hit).

If the traps are triggered at the same time, the devils don’t appear until one full round after the dart trap is triggered. (It takes one full round for the summon monster spells to complete.) Thus, you might want to put the PCs into initiative order as soon as the dart trap is triggered, so that you can bring the devils in exactly one round later (each PC gets a full round of actions between the trap going off and the devils appearing, and the devils get full actions when they arrive, as is normal for summoning spells).

The summoned devils appear in the areas marked D1 through D6 on the map, starting with D1 and going up (since there are less than six devils at APL 8 and APL 10, not all of the squares will be used). If there are PCs in these squares, as is likely, the devils should appear in the closest open space that they can fully occupy. It is not possible for the traps to fail to function because of people in the way; if an entire target square is full of PCs, simply move the devil 10 ft. away and have it appear there instead.

The summoned devils fight until they are defeated. Remember that summoned creatures cannot use any of their own summoning abilities, nor can they use spell-like abilities that have an XP cost.  Other than that, the devils don’t hold back. If things go badly, the devils pursue fleeing characters within the tunnels, but they do not pursue the PCs out of the sewers and onto the city streets (it’s about 2,650 feet from the illusionary wall to the sewer grate that the PCs used to get down into the sewers, so the devils would have a hard time making it to the surface anyway). As a result, it’s not impossible for the characters to simply flee from this encounter and come back later. Because the traps don’t reset, this would be one way to bypass the traps without having to fight the devils. However, only award half XP for the encounter in this case, since the PCs did not really defeat the devils.

The creatures summoned by the traps could be taken out with a targeted dispel magic against each individual summoning spell (DC 11 + the caster level of the trap; the traps’ caster levels are listed in the stat blocks for each trap). When targeting a summoned creature with dispel magic, however, it’s important to clarify whether or not the PC is targeting the creature (which would dispel spells that had been cast on the creature) or the spell that summoned the creature. Area dispels cannot dispel summoning spells. You should not suggest this course of action to the players, unless they are having an extremely difficult time with the summoned devils, but if they think of it themselves, more power to them.

Also note that the monsters also only stay around for the duration of the spell that summons them: one round per caster level of the trap. This probably only matters if the fight goes long at APL 8; the caster levels on the traps are so high at APL 10 and 12 that the fight will most likely be over one way or the other before the summon monster spells’ durations expire. If the PCs win the encounter because they dispel the summoning spells or because they hold out long enough for the durations to expire, then award them full XP, regardless of whether or not they actually killed all of the devils.

APL 8 (EL 11)

Fusillade of Large Scorpion Venom Darts: CR 9; mechanical; location trigger; manual reset; Atk +14 ranged (1d4+1 plus poison, dart); poison (large scorpion venom, DC 18 Fortitude save resists, 1d6 Str / 1d6 Str); multiple targets (1d6 darts per target in a 15-ft.-by-15-ft. area); Search DC 25; Disable Device DC 25.

Summon Monster VI Trap: CR 7; magic device; proximity trigger (alarm); no reset; spell effect (summon monster VI, 11th-level wizard, summons one chain devil), Search DC 31; Disable Device DC 31.

Chain Devil (1): 52 hp; Monster Manual, page 53.

Summon Monster VI Trap: CR 7; magic device; proximity trigger (alarm); no reset; spell effect (summon monster VI, 11th-level wizard, summons two bearded devils), Search DC 31; Disable Device DC 31.

Bearded Devils (2): 45 hp each; Monster Manual, page 52.

APL 10 (EL 13)

Fusillade of Large Scorpion Venom Darts: CR 11; mechanical; location trigger; manual reset; Atk +20 ranged (1d4+1 plus poison, dart); poison (large scorpion venom, DC 18 Fortitude save resists, 1d6 Str / 1d6 Str); multiple targets (1d6 darts per target in a 15-ft.-by-15-ft. area); Search DC 25; Disable Device DC 25.

Summon Monster VIII Trap: CR 9; magic device; proximity trigger (alarm); no reset; spell effect (summon monster VIII, 15th-level wizard, summons one hellcat), Search DC 33; Disable Device DC 33.

Hellcat: 60 hp; Monster Manual, page 54.

Summon Monster VIII Trap: CR 9; magic device; proximity trigger (alarm); no reset; spell effect (summon monster VIII, 15th-level wizard, summons two chain devils), Search DC 33; Disable Device DC 33.

Chain Devils (2): 52 hp each; Monster Manual, page 53.

APL 12 (EL 15)

Fusillade of Large Scorpion Venom Darts: CR 13; mechanical; location trigger; manual reset; Atk +20 ranged (1d4+1 plus poison, dart); poison (large scorpion venom, DC 18 Fortitude save resists, 1d6 Str / 1d6 Str); multiple targets (1d6 darts per target in a 15-ft.-by-15-ft. area); Search DC 30; Disable Device DC 30.

Summon Monster IX Trap: CR 10; magic device; proximity trigger (alarm); no reset; spell effect (summon monster IX, 17th-level wizard, summons one barbed devil), Search DC 34; Disable Device DC 34.

Barbed Devil: 126 hp; Monster Manual, page 51.

Summon Monster IX Trap: CR 10; magic device; proximity trigger (alarm); no reset; spell effect (summon monster IX, 17th-level wizard, summons two hellcats), Search DC 34; Disable Device DC 34.

Hellcats (2): 60 hp each; Monster Manual, page 54.

Summon Monster IX Trap: CR 10; magic device; proximity trigger (alarm); no reset; spell effect (summon monster IX, 17th-level wizard, summons three chain devils), Search DC 34; Disable Device DC 34.

Chain Devils (3): 52 hp each; Monster Manual, page 53.

Development: After the PCs recover from the battle, they may proceed to explore the area beyond the traps. The tunnel past the illusionary wall is clearly disused; it also slopes upward, rising almost imperceptibly towards the surface (dwarves will notice and can also tell that the construction of this passage is probably slightly newer than the construction of the rest of the sewer tunnels). As a result, the passage is largely sewage-free, at least compared to the main tunnels. 

After about another half-mile of walking, with no side tunnels, branches, or other grates to the surface (very unusual, and another indication that this is probably not a normal sewer tunnel, but rather some other sort of passageway that was connected up to the sewers), the PCs arrive at a dead end. A DC 25 Search check (they may take 20) reveals a secret door, which leads into the base of one of the towers of the Commandant’s keep, although the PCs have no way of knowing this. The room in which the PCs enter appears to be some sort of unused basement; dusty, 30 feet square, and featureless, other than a narrow ladder leading upward through a trap door. Proceed to Encounter Ten.

Encounter Ten: What Does My Mind Spy?

The tower of the keep that the PCs have entered is not readily accessible from the rest of the keep. It is largely disused, although at the top is where the magical wards that protect the keep from certain kinds of baleful magics are housed. The rogue faction of The Corporation discovered and scouted this passageway into the Commandant’s keep some time ago, and once they realized what they had discovered, filed the information away for the proper moment to take advantage of it.  That moment, in their estimation, has now arrived.

A team of drow, led by a doppelganger mindspy, has infiltrated the keep through the secret passageway and gone to the top of the tower. The Commandant is no fool; he realizes that the point where the magical wards protecting his keep are housed would be a logical point of attack, and so a detachment of soldiers from the First Battle is always detailed to guard the room from which the wards are controlled. Unfortunately, the possibility of the keep being invaded by an entire force of determined drow assassins was not envisioned during the security plan, not the least because the people making the security plan didn’t know about the secret passage, which was excavated long ago and the knowledge of which was never recorded. As a result, most of the defenses are on the inside of the Keep, where the known doors are. The drow and the mindspy have thus been able to silently take out the officer on duty and are just shutting down the magical wards when the PCs arrive.

If the PCs didn’t retreat from the sewers or have any other massive delays, they should be arriving at this encounter just at 10:15 AM. Fudge the time a little bit for dramatic effect if you need to, although if they’ve delayed for so long that they obviously missed everything, then adjust the boxed text accordingly. They can still mop up the drow, but they missed the assassination attempt. 

Use the map in Appendix Fourteen for this encounter. The catwalk rings the outside of the room. There is enough clearance to stand up and walk around underneath the catwalk. The PCs will be entering the room at the point where the ladder is shown. They will be climbing up from below and so must enter one at a time. The ladder also continues upward to the catwalk. There is a secret door in this room that leads to the main body of the keep, but it shouldn’t come into play in this encounter. The ladder continues up to the catwalk, which is 5 ft. wide, 10 ft. above the ground, and solid, so it can’t be seen through from underneath.

The doppelganger, who has altered his appearance so that he looks like a Staff Sergeant in the Gran March army, is at the position marked “D” on the map (he is at ground level). The two drow are hiding at the positions marked “A” on the map (they are hiding on the catwalk). The unconscious Staff Sergeant who was unfortunate enough to be manning this post when the assassins showed up is unconscious and has been dragged onto the catwalk. He’s lying at the point marked “W” on the map on the right side of the map. His assistant, Combat Specialist Harlan Grellby, is also unconscious as marked with the “W” on the left side of the map. The “control panel” for the wards, from which they can be activated and deactivated if one knows the proper rituals, is marked on the map. The wards themselves are actually carved into a slab of adamantine set into the stone floor, so movement through those two squares is not impeded.

Read or paraphrase the following:

Clambering up a ladder and through a trap door, you find yourself in a featureless stone room. Daylight filters in from narrow, barred windows set about 20 feet above the ground. You can see that the weather outside has turned miserable, rain pouring down from leaden skies. 

Directly above your head is some sort of ledge or catwalk; the ladder continues upward, providing access, but you can’t see what might be up there. Set into the ground just in front of you is a panel of some sort. It glows with a purplish light and appears to be inscribed with various arcane runes.

Standing next to the panel is a human male. His uniform marks him as a Staff Sergeant in the Gran March army, and the insignia indicate that he is both a member of the elite 1st Battle and the Spellcasting Corps. “Halt and identify yourself!” he demands angrily. Evidently your arrival was unexpected.

Jaskareska, the doppelganger, is attempting to impersonate Staff Sergeant Sejak Stultzmann, the casting officer on duty. Jaskareska has learned enough about the control panel for the keep’s wards to be able to shut them down. He does not know how to reactivate them, nor does he care. He has just finished shutting the wards down when the first PC climbs up the ladder.

Jaskareska attempts to bluff his way out of the situation. If the PCs are obviously members of the Gran March Army and he outranks them, he tries to bully them – demanding to know their names and duty assignments, asking them what in the Nine Hells they think they’re doing traipsing around in the Commandant’s keep, and so forth. He states that this is a very sensitive area and orders them to leave. If they ask whether or not he’s seen anything out of the ordinary, he tells them that there’s nothing unusual going on here and that everything is under control, etc. If any of the PCs try to climb up the ladder, he orders them to leave the area, or he will arrest them. If the military PCs present outrank him (he knows the basics of Gran March military protocol), he still insists that they leave, but with a bit more deference in his tone. He tries to play his role as well as possible, which for a doppelganger mindspy is pretty darn well indeed. He had time to use his detect thoughts ability to gain some information from the real Sejak Stultzmann, so he can answer basic queries without hesitating (his own name, what he’s doing here, etc.), but if the PCs start to draw him into a complex conversation, it is likely that he’ll slip up and give an answer that doesn’t sound right. He also won’t allow them to tamper with the arcane wards or climb up to the catwalk.

If the PCs ask Jaskareska how he got here in the first place, since there are no obvious exits, he relies partly on the truth, saying something about a secret door in the tower that leads into the sewers and pretends to act surprised that the PCs also discovered it. He tries to dissuade them by promising to report it to the appropriate people that the secret entrance to the keep has apparently been compromised but tries to pass the existence of the tunnel off as something that the Army already knows about and uses on a regular basis.

The PCs should be suspicious, even though there’s nothing immediately wrong here, so give them Sense Motive checks opposing Jaskareska’s Bluff check. Also, any PCs that make it into the ground floor area (out from underneath the catwalk) can attempt a Spot check to notice the unconscious form of the real Staff Sergeant, which is up on the catwalk. The DC for this check is 20, but it’s impossible to see Stultzmann’s unconscious form unless a character is standing in the four squares in the very center of the room because of the way his body is pushed up against the far wall on the catwalk. 

The two drow consumed their potions of invisibility as soon as the first PC started climbing up the ladder, so they are less likely to be noticed than the unconscious but visible Staff Sergeant. They have not yet consumed their other potions due to the short duration, but do so while the PCs are talking with the doppelganger on the assumption that combat is likely to ensue. The drow wait until it’s obvious that the doppelganger’s bluffs are failing, and then attempt to fire their crossbows, catching the PCs flat-footed (the drow on the left side shooting over the rail of the catwalk if necessary). Of course, combat might break out more quickly than that, so adapt accordingly. 

All APLs (non-combatant)

Staff Sergeant Sejak Stultzmann: male human Wiz8; hp 30 (currently has 0 hp due to 30 hp of non-lethal damage).

Combat Specialist Harlan Grellby: male human Wiz4; hp 15 (currently has 0 hp due to 15 hp of non-lethal damage).

APL 8 (EL 11)

Jaskareska: doppelganger Sor3/Mindspy4; hp 73; see Appendix Five.

Drow Crossbowmen (2): male drow Ftr5; hp 41 each; see Appendix Five.

APL 10 (EL 13)

Jaskareska: doppelganger Sor4/Mindspy5; hp 98; see Appendix Six.

Drow Crossbowmen (2): male drow Ftr7; hp 57 each; see Appendix Six.

APL 12 (EL 15)

Jaskareska: doppelganger Sor6/Mindspy5; hp 109; see Appendix Seven.

Drow Crossbowmen (2): male drow Ftr9; hp 73; see Appendix Seven.

Once the battle starts, the drow try to take advantage of their crossbows for as long as they can, but when need dictates they draw their rapiers and switch to melee. They use their spell-like abilities to the best possible effect, and the mindspy uses his spells as appropriate. Primarily, he is a wrecking machine, with his dual-wielded sickles and his mental abilities.

After several rounds of combat, read or paraphrase the following if any of the PCs are in a position to be able to see out of the windows:

The tower shakes as the entire keep is rocked to its foundations. Outside the window, you see a huge beholder, larger than any you’ve ever imagined, engaged in battle with unseen foes. Eye beams streak in all directions. A stone statue, roughly human in size and shape, floats next to the beholder, held aloft by the creature’s telekinesis ray. The battle suddenly changes direction, and the scene moves out of your line of sight.

After the battle is over, the PCs can determine that the real Staff Sergeant Stultzmann is still alive, but he has been beaten severely and is unconscious. If the PCs are able to heal him, he immediately rushes to the control panel, exclaiming in horror and dismay when he realizes that the wards are down. He makes a few gestures and says a few arcane phrases, and the color of the runes shift from purple to green, but the damage has already been done. If Stultzmann somehow died during the battle, such as by being caught in the area of effect of damaging spells, the PCs can try to figure out how to re-activate the wards themselves. Doing so requires a successful DC 20 + APL check against both Knowledge (arcana) and Spellcraft.

Development: If the party is defeated, Jaskareska and the drow will go back out through the secret trapdoor, leaving the PCs to face the music. Soldiers from the 1st Battle will eventually find them and stabilize anyone still alive at negative hit points. In any case, proceed to the Conclusion.

APL 14, 16, and 18 Path

Encounters Five, Eleven, and Twelve comprise the adventure path for character parties of APL 14, 16, and 18.

Encounter Eleven: A Chat with the Commandant

Important Note: If you are playing this adventure in a standard RPGA four-hour time slot, be sure to leave enough time at the end to resolve the final battle fully. High-level combat can take a very long time, and the significance of the final encounter is such that you do not want to have to call the slot due to time without a clear success or failure on the part of the PCs. Try not to limit the roleplaying any more than you must, but plan accordingly to be sure you will finish the module.

Brother Brownbaker accompanies the PCs from the Wayberry Inn to the Commandant’s keep, but he is scheduled to give his testimony separately, after the PCs. Thus, he is asked to wait in an antechamber near the entrance to the keep, while the PCs are conveyed to the great hall, which is where Commandant Magnus Vrianian and Special Constable Ferrule Garde are taking depositions from the various witnesses who have been summoned to Hookhill. 

The Commandant’s keep is an impressive structure. Built in the days of the Knights of the March, before the arrival of the Baklunish Brazen Horde in Ket during the early 300s CY, this building is one of the oldest structures in Hookhill. Its stern stone walls are silhouetted by dark storm clouds on this day, and fat raindrops have already begun to fall as you show your summons to the gate guards and are granted entrance to the keep.

The PCs arrive outside the great hall at 9 AM (assuming they are following the instructions they were given, that is). Before they are allowed to enter, they are carefully searched and will be required to divest themselves of most of their weapons and any other items that might pose a threat to the safety of the Commandant and the Special Constable. Considering recent events, the men and women of the 1st Battle are making every effort to be as thorough and as diligent as possible. Everyone entering or leaving the room is physically searched and subjected to an intensive scan by a member of the Spellcasting Corps using arcane sight.

If the PCs object to this detailed search and seizure, the guards (who are all members of the 1st Battle) inform them in no uncertain terms that the matter is not subject to debate, and if they don’t like it, they can bring it up with the Commandant himself, since it was he who gave the orders. Considering that Vrianian was recently assassinated, it shouldn’t come as a shock to anyone that the issue of his personal security is a fairly prominent one at the present time. The only people who are allowed in and out of the room without being subjected to any sort of search or questioning are Electors and members of the Knights of the March.

Armor and Defensive Items: All PCs are allowed to keep armor (armor spikes must be removed, however) and other purely defensive items that are worn or carried on their person. These include stat-boosting items, bracers of armor, amulets of natural armor, rings of protection, cloaks of resistance, etc. All potions must be left with the guards, as there’s no telling what the potion might be, and the Commandant isn’t going to sit around waiting while an alchemist tests every single one.

Weapons and Offensive Items: Commissioned officers in the Gran March Army or the armies of nations that are allied with Gran March by treaty are allowed to keep a single melee weapon, as long as it is carried in ceremonial fashion (peace-bonded). Members of the Knights of the Watch or Dispatch are granted the same courtesy, as is any character with the Eternal Gratitude of the Commandant certificate or who has been awarded the Commandant’s Shield or the Sword of the March. It requires a move action to get a peace-bonded weapon ready for use. Missile weapons and any forms of ammunition for missile weapons are not permitted into the meeting room. Magic items that have offensive capabilities (necklaces of fireballs, most wands, etc.) must also be left with the guards.

Divine Spellcasters: Clergy of the major churches of Gran March and of the major good-aligned non-human deities are permitted to keep their holy symbols or other divine foci. (See the Gran March Religion meta-organization document for a list of Standard Churches and Accepted Faiths.) As a gesture of good faith, even though their religion has not yet attained the proper status, clerics of the cult of Pelor are also allowed to carry their holy symbols. 

Arcane Spellcasters: Sorcerers, wizards, and other arcane spellcasters must surrender their spell component pouches and any other arcane foci that they have in their possession. (This would be a good time to have the Eschew Materials feat.) Members of Syrloch with the rank of Martinet and higher are not subject to this restriction. As described above for weapons, however, clerics and arcane casters who have the Eternal Gratitude of the Commandant or who have been awarded the Commandant’s Shield or the Sword of the March are permitted to keep their material components, as they have proven their loyalty.

Other Items: All containers larger than a belt pouch and any extra-dimensional spaces in particular are prohibited. (The meeting room is actually under the effects of a dimensional lock, which would prohibit such items from working anyway, but the guards find it easier just to take these things at the door rather than argue about whether or not they actually pose a threat.)

Concealed Items: Each PC may attempt to sneak in one item of a size and weight no larger than could easily be concealed from a thorough search. Examples include a spell component pouch, a holy symbol, a potion vial, a bag of tricks, a wand, a dagger, etc. The PC must attempt a Sleight of Hand check opposed by the guards’ Search check. If the item is designed to be easily hidden, such as a dagger, then the PC gains a +2 circumstance bonus on the Sleight of Hand check. The guards’ Search check result is equal to 14 plus the APL, including the +4 bonus that they get for a detailed search (see pages 81-82 of the Player’s Handbook if you have any questions about how to resolve the opposed check). 

Any items that the guards discover are confiscated and placed with the rest of the prohibited equipment. Allow the PC to explain his way out of the situation with no more than a bit of tough questioning (“Oh, right, my extra dagger, I always forget to take that off…”) Even PCs that are trusted enough to bring other types of items into the room may wish to try and conceal another item that would otherwise be prohibited. This is fine, but if the guards discover such a character trying to sneak something into the room, then that character’s trusted status is revoked and the other items that he would have been allowed to bring are also taken away.

Rhal ap Ogwen: If the PCs have the intelligent item containing the spirit of the Pelorite cleric Rhal ap Ogwen in their possession, that item is allowed into the meeting room regardless of what type of item it is. The Special Constable has heard rumors that Rhal’s spirit has not fully departed to be with Pelor, and he is very interested in asking the questions of Rhal that were cut short by the prisoner’s untimely demise. Note, however, that due to the conditions specified by Pelor for Rhal’s return, he cannot break any of his oaths, including his oaths of secrecy to The Corporation. As a result, while Rhal can testify about his own actions, all he can say about The Corporation is that he was working with “some former associates” for whom he was attempting to procure the contents of military dispatch pouches. In other words, the mere fact that Rhal is in the room is not sufficient to blow The Corporation’s veil of secrecy wide open. If a PC chooses to do so, of course, that’s another matter entirely (and the Death Mark is included on this adventure’s AR for just such an emergency).

Once the characters have been thoroughly vetted and the guards grant them permission to proceed, read or paraphrase the following.  The time is now just after 10 AM.

The guards escort you into a great hall. The chamber is roughly 70 feet long and 60 feet wide. The ceiling arches some 50 feet above you, and beautiful windows line both sides of the room. Through the windows, you can see that the storm is raging at full force. Sheets of rainwater cascade down the outside of the glass.

On the northern side of the room, directly opposite the double doors through which you entered, a low dais rises from the floor. Seated on an unadorned chair – it hardly even deserves to be called a throne, so simple and utilitarian is its design – is the Commandant of Gran March, His Most Resolute Magnitude, Watcher Magnus Vrianian, Fearless Iron Wolf. He is a tall, gaunt man, with piercing eyes and black hair. He regards you pensively as you approach. He almost seems sorrowful, and you get the sense that the weight of leadership and the responsibility of command weigh heavily upon his shoulders. He wears a holy symbol of Heironeous, but on his belt there are also a number of pouches that have the look of arcane spell components.

Flanking the Commandant on the dais is Special Constable Ferrule Garde, He is a nondescript human male with graying hair, perhaps in his forties. He looks each of you up and down with the gaze of a veteran investigator. You get the sensation that in his own mind, he has instantly catalogued all of your strengths and weaknesses, all of your thoughts and motivations, and that the conversation you are now about to have is a mere formality, necessary only to confirm the evidence that he has already discerned with a single glance.

Several guards, members of the 1st Battle, stand at attention at various points around the edge of the room. A scribe is seated on a small footstool near the edge of the dais. Judging by the sheaves of parchment and the number of quills and ink bottles scattered at his feet, these hearings are obviously expected to produce a great deal of testimony.

As you approach, the Commandant forces a smile. “Welcome, and thank you for responding to my request. The Special Constable and I would like to ask you a few questions…”

See Appendix I for physical descriptions of the Commandant and the Special Constable, as well as some basic personality and roleplaying notes. The gist of this encounter should be that the Commandant is very concerned by recent events that have taken place in and around Orlane. It wasn’t long ago (592 CY) that a massive force of giants and goblinoids led by a death knight invaded and nearly destroyed the city, after all, and recent military developments in Geoff have not been encouraging. The Commandant is, furthermore, deeply disturbed by reports that some sort of organized criminal syndicate, apparently operating from within the ranks of the Gyri refugees, the Hospitalers, and the cults of Pelor and Mayaheine, has been stirring up trouble and possibly engaging in espionage against the Gran March Army. Special Constable Ferrule Garde has been instructed to get to the bottom of this situation post-haste; it is a matter of national security. Since the PCs were involved in some or all of the events of interest, they have been brought here to give testimony as to what has been happening, who might be responsible, and what these criminals’ motivations and goals might be.

Before the testimony begins, the Commandant personally greets each PC by name and warmly thanks those who have rendered loyal service to Gran March over the years. He has reviewed all of their personnel files, and he mentions some specific honor, award, or great achievement that each character has attained (he is kind enough not to bring up any demerits or other failures that the PCs might have had). This is a chance to really give the players of career military PCs the feeling that their efforts are recognized and appreciated. The Commandant does not fawn over the PCs, nor does he dwell on any specific incidents at length, but the players should come away with the impression that their past deeds have definitely been made known to their commander–in-chief. For characters from other regions and those who are otherwise unknown to the Commandant, he simply greets them by name and thanks them for responding to his summons.  

Ferrule Garde nods to any of the PCs that he has met previously (for example, in GRM4-03 Ripe for the Picking). He is outside the normal military chain of command, reporting directly to the Commandant, and he is eager to be about his business, so he observes the Commandant’s greetings with barely-concealed impatience. Once the introductions are complete, the Commandant instructs the PCs to truthfully answer any and all questions asked of them by the Special Constable, and the court reporter administers an oath to each PC. This might make PCs that are members of The Corporation quite nervous, and well they should be: this is a potentially very dangerous situation for such characters. If they confess any knowledge of The Corporation or its secrets, then they will be given the Death Mark by the organization for their testimony; on the other hand, if they lie to the Commandant or the Special Constable under oath, the repercussions of that will be no less dire.

Although it is the Commandant who made the decision to call these hearings, he leaves the actual duty of asking most of the questions to his Special Constable. Ferrule Garde should ask each PC at least a question or two (and time permitting may ask more; this can be a very enjoyable roleplaying scene, especially if you are familiar with the regional storylines and the history of the characters at your table). The main thrust of the questions centers around the events in Orlane, the rumors of a “criminal syndicate”, the rumors that the cults of Pelor and Mayaheine are actually fomenting treason against Gran March, the rumors that the Gyri refugees comprise the majority of the membership in this criminal syndicate, etc.  Sample questions are below; improvise follow-up questions as necessary.

· What do you know of the activities of Brother Geraint Brownbaker? Do you believe that he is acting in the best interests of Gran March with his ministrations and his organizing of the Gyri refugees and the cultists of Pelor?

· What do you know of the activities of the members of the cult of Pelor in and around the city of Orlane? What do you think is the purpose or significance of these activities?

· Do you believe that the members of the cult of Pelor seek to establish a permanent church in the Gran March? If this were to be permitted, would it be to the benefit or detriment of the nation, and why?

· What do you know of the activities of the Gyri refugees in and around the city of Orlane? Are you aware of any evidence that would link these refugees back to the occupying forces within Geoff?

· What do you know of recent incidents in which military secrets were stolen? Are you aware of any evidence that military secrets have been used to compromise the security of Gran March soldiers or citizens?

· What do you know of recent incidents in which the cults of Pelor and Mayaheine were implicated in acts of insurgency and the murder of military prisoners?

· What do you know of rumors of an organized criminal syndicate that may be operating in the vicinity of Orlane?

· What do you know of the rumors of an organization called “The Corporation”? (Note: When this topic comes up, it’s clear that the Commandant is at least somewhat interested, whereas Ferrule Garde has already investigated and concluded that The Corporation is nothing but a myth, so he does not consider the possibility worth talking about.)

· Do you have any other information about insurgents or traitors operating within the borders of Gran March?

In all these exchanges, it’s important to remember that the Special Constable and the Commandant are the ones asking the questions here.  They won’t be unnecessarily rude, but they aren’t here to subject themselves to an interrogation by the PCs. They’re here to find out what the PCs know, and what they think it means.

Development: After the questions and answers have gone on for a few minutes, the Special Constable and the Commandant will confer briefly. This should put them in the positions indicated on the map in Appendix 16. Proceed to Encounter Twelve at this point, as the Commandant and the Special Constable are about to get a very detailed look at the current state of insurgency within the nation of Gran March.

Encounter Twelve: Truth or Consequences

Appendix 16 contains a map of the great hall where the PCs are being interviewed by the Commandant and the Special Constable. The PCs should be positioned in front of the dais upon which Vrianian (denoted by “V”) and Garde (denoted by “F”) are standing or sitting. The scribe who is serving as a court reporter (denoted by “SC”) is seated next to the dais. Guards (“G”) are positioned at all three of the doors to the room. The double doors on the south wall (top of the map) are the fastest means of reaching the rest of the keep (and the rest of the keep’s complement of soldiers). The two doors on the north wall lead to various antechambers and storage areas. The ceiling in the great hall is 50 feet high. The windows (shown running the length of the east and west walls on the map) are 10 feet wide, 10 feet high, and are set 20 feet above the ground. 

Appendix 18 contains a detailed breakdown of the timeline and tactics for the assassination/kidnapping attempt against the Commandant. At precisely 10:16 AM, the attack begins. Read or paraphrase the following:  

The Commandant turns to the Special Constable. “Do you have any further questions for these witnesses? If not, I think we can release them to their normal duties.”

Ferrule Garde studies you for a moment and then begins a reply: “Well, sir, I think it is quite clear that…”

Suddenly, Commandant Vrianian’s eyes seem to lose focus for a moment. He gestures curtly, and the Special Constable falls silent. An instant later, the Commandant’s gaze snaps back, and his jaw clenches. “The wards… something is wrong.” Vrianian turns decisively, reaches for his spell component pouch and begins motioning to your group and to the guards ringing the chamber. “ALL OF YOU! TO ME! NOW! We have to…”

Whatever order the Commandant was about to give is cut short. A flash of white light erupts in the center of the room. The windows explode outward in a shower of broken glass as a terrible roar fills the chamber.

[The next section varies by APL; choose the appropriate text]

APL 14: A gigantic beholder, larger than any you have ever seen or imagined, appears 20 feet above the floor, floating near the center of the room. Its eyestalks twitch and thin beams of energy begin streaking in all directions.

APL 16: From somewhere in the air near the center of the room, thin beams of energy begin streaking in all directions. A wall of ice appears in front of the door, cutting off all entry and exit.

APL 18: From somewhere in the air, near the center of the room, thin beams of energy begin streaking in all directions. A snarl of fury echoes throughout the chamber – the unmistakable sound of a rampaging dragon – accompanied by the crackle of electricity and the smell of ozone. A wall of ice appears in front of the door, cutting off all entry and exit. 

[The remainder of the text is the same regardless of APL. If the beholder is visible, describe the eye beams as emanating from the creature. If the beholder is invisible, the beams emanate from thin air at the spot where the beholder appeared.]

A beam of energy, pale brown in color, strikes the Commandant square in the chest. Instantly, he is transformed, solid stone replacing flesh, his spell component pouch still upraised in one hand and the words of whatever spell he was about to cast forever frozen on his lips.

A shaft of dark black light streaks towards Ferrule Garde, who turns pale, gasps, clutches at his chest, and falls to the floor, stone dead.

Other beams of energy strike at the guards around the chamber. One guard is struck by a clear beam and immediately turns and attacks the solider nearest him, while the guard being attacked howls in fear and tries to crawl away. Another guard simply slumps to the ground in a deep slumber. The scribe howls in agony as terrible wounds erupt across his flesh, and he collapses. The guard nearest the dais starts to draw his weapon, but a thin green beam of light passes across his body, and he simply evaporates. A faint shower of dust is all that remains. 

The Commandant’s statue begins floating upward, stone scraping on stone as it rises several inches above the floor.

At this point, the only thing standing between the Commandant and a future of eternal imprisonment is the PCs. The surprise round is over, so roll initiative and let the chips fall where they may. Detailed round-by-round tactics for the NPCs are provided in Appendix 18. 

The invaders’ primary goal is to capture the Commandant by having the beholder use his disintegration ray to destroy one wall of the keep and then use his telekinesis ray to take the statue out of the building and fly it away. (The dragon could carry the statue away, as well, but both the dragon and the beholder are too large to fly out of the windows until a sizable portion of the wall has been blasted away.) However, the beholder is not suicidal, and if it seems clear that stealing the statue away is not going to be possible due to the interference of the player characters, the invaders settle for making it as difficult as possible for the Commandant to be brought back from the dead. To that end, the beholder uses telekinesis to simply move the statue outside the windows – into the pouring rain – and then disintegrate it. The rain instantly washes away the fine dust that remains, thus making it essentially impossible for any spell other than true resurrection to be able to restore the Commandant to life. The beholder doesn’t need to go outside itself for this tactic to succeed, since its eye rays have a range of 150 feet.

Ferrule Garde is dead, a victim of the beholder’s finger of death ray. If the opportunity presents itself, the attackers attempt to steal away his corpse, thus making his return from the dead more problematic as well. Permanently eliminating the Special Constable is a lower priority than the kidnapping of the Commandant, however.

Note that because the stone to flesh effect has an instantaneous duration, if the Commandant’s statue comes within the area of effect of the beholder’s antimagic cone, it does not turn back into flesh. The PCs might be able to undo the transformation, however, by means of spells (break enchantment, miracle, stone to flesh, and wish being the most likely). Heal does not work to reverse the transformation, nor does dispel magic. If he is returned to his normal form, the Commandant’s first action is to attempt to cast teleport and escape the battlefield. Unfortunately, as part of the plan, the drow mindspy immediately re-raised the defensive wards around the keep, meaning that the entire area is under the effect of a dimensional lock spell. Once he realizes that he is trapped, Vrianian uses his subsequent actions to assist the PCs and fight the attackers in any way possible (his statistics block is provided in Appendix 1). Once the attackers realize that the Commandant is back to normal, he becomes their primary target, and they use all of their attacks, spells, and special abilities to try and kill him and escape with the body or at least destroy it completely.

The invaders are all under the effects of a Rary’s telepathic bond spell, so they can communicate mentally with one another and with the drow mindspy (who controls the dimensional lock). Once the attackers decide that they are ready to leave, one round later, the mindspy deactivates the wards, and the sorcerer casts greater teleport to remove the invasion force to the designated exit point.

Of course, the first priority for many of the PCs is the recovery of their equipment, particularly weapons and spell component pouches. Any gear that the PCs were not permitted to bring into the meeting has been placed into the room at the southwestern corner of the map, next to the double doors. At higher APLs, the sorcerer attempts to prevent the PCs from retrieving these items by casting Evard’s black tentacles near the entrance to the closet where the gear is stored. However, the attacking forces should be focused mostly on the Commandant until the PCs demonstrate that they are a threat to the plan’s success.  At that point, the PCs are terminated with extreme prejudice.

APL 14 Note: The drow sorcerer Xy’thalix is present at APL 14, but he participates in the battle only to the extent that he casts greater teleport on himself and the beholder when it’s time for them to leave. Even if the beholder is defeated, he does not join the battle in any other way, shape, form, or fashion at APL 14. If his cover is blown (such as by invisibility purge) he seeks to stay out of combat and does not engage the PCs. He has both fly and greater invisibility cast on him at the beginning of the battle and basically hovers in the highest corner of the room. Make a note on the Critical Event Summary if the PCs are able to remove his invisibility and discover his presence. At APL 16 and 18, Xy’thalix participates actively in the battle (though again, make a note on the Critical Event Summary if the fact that he is a drow is discovered).

All APLs (non-combatant or ally)

Commandant Watcher Magnus Vrianian, Fearless Iron Wolf: male human Wiz9/Clr3/MysticTheurge7; hp 64; see Appendix One.

Special Constable Ferrule Garde: male human Rog2/Rgr8/Justicar4; hp 91; see Appendix One.

APL 14 (EL 17)

Vrarnga: male advanced (27 HD) beholder; hp 283; see Appendix Eight.

APL 16 (EL 19)

Vrarnga: male advanced (30 HD) beholder; hp 315; see Appendix Nine.

Xy'thalix: male drow Sor16; hp 97; see Appendix Nine.

APL 18 (EL 21)

Vrarnga: male advanced (30 HD) beholder; hp 315; see Appendix Ten.

Xy'thalix: male drow Sor16; hp 97; see Appendix Ten.

Migran Terriax: male human Clr17; hp 105 (122); see Appendix Ten.

Drexlakhan: male advanced (26 HD) mature adult blue dragon; hp 325; see Appendix Ten.

Development: Within a few minutes of the assault team’s arrival, reinforcements (members of the 1st Battle and Brother Geraint Brownbaker) bash down the doors to the audience chamber, destroy any obstacles that the attackers might have put up in the entrance, and make their way into the room. By this point the important matters should all have been decided, but any PCs that were disabled but not killed can at least be saved from death. There should be treasure available over the treasure cap to help pay for raise dead or resurrection spells for those PCs who died during the battle.

Whether the Commandant gets taken away in statue form, disintegrated but not taken away, or rescued entirely is the outcome of this encounter. Proceed to the Conclusion.

Conclusion

Each tier has a different set of conclusions. However, the section at the end applies to all APLs and must be read to all members of The Corporation present.

APL 2 – 6, Success: If the party won the final battle, read the following:

The presence of the thugs and the discovery of Petros in the warehouse is obviously an indication that there’s more going on here than meets the eye. Sure enough, when you report the thugs to the military, they tell you that you might have uncovered part of a much larger operation, the ramifications of which are still being sorted out. A large force of beings teleported into the Commandant’s reception area while he was interviewing some of the witnesses he had summoned to Hookhill, including Brother Geraint Brownbaker of Pelor. Apparently, a second group had previously infiltrated the Commandant’s keep and disabled its wards versus teleportation, which allowed the main force to enter. There has been no official word, but rumors are flying, some of which say the Commandant was assassinated by a beholder who first petrified him and then disintegrated him. Whether or not the Commandant still lives is uncertain at this point, but you have the gratitude of the Gran March government in any case for your actions, which sealed off the assassins’ intended avenue of retreat after their assassination attempt. Your debriefing officer speculates that the purpose of the plot was actually to kidnap the Commandant by turning him to stone and then teleporting back out with the statue, but your quick and decisive action prevented that from happening. Hopefully the military can quickly sort things out and restore the Commandant to life if indeed he was killed. Although having to return from the dead would certainly be a setback, it is far preferable for the nation than having the Commandant turned to stone and in the hands of some unknown group of powerful evil conspirators.

APL 2-6, Failure: If the party was defeated in the final battle, read the following:

Those of you who managed to survive the battle at the warehouse soon hear rumors that the Commandant is dead. Upon checking around, you are told that a large force of beings apparently teleported into the Commandant’s reception area while he was interviewing some of the witnesses he had summoned to Hookhill, including Brother Geraint Brownbaker of Pelor. Apparently, a second group had previously infiltrated the Commandant’s keep and disabled its wards versus teleportation, which allowed the main force to enter. There has been no official word, but rumors are flying, some of which say the Commandant was assassinated by a beholder who first petrified him and then disintegrated him. Whether or not the Commandant still lives is uncertain at this point… and you cannot help but wonder if he would still be alive had you succeeded.

Petros is not found if the party fails. His fate will be the subject of future scenarios.

APL 8 – 12, Success: If the party won the final battle, regardless of whether or not they figured out how to put the wards back up, read the following:

As you survey the dead and unconscious bodies at your feet, the man you thought was a Sergeant transforms into the lean and featureless form of a doppelganger. You can see and hear that the commotion outside has stopped, but it is not quite clear what exactly is going on. Soon, soldiers from the 1st Battle arrive and secure the scene. They tell you that you might have found part of a much larger operation, the implications of which are still being sorted out. A large force of beings teleported into the Commandant’s reception area while he was interviewing some of the witnesses he had summoned to Hookhill, including Brother Geraint Brownbaker of Pelor. The part of the operation you stopped evidently had the task of shutting down the protective wards around the Commandant’s keep, thus allowing the main force to enter. It is not certain at this point, but reports are coming in that say the Commandant was assassinated by a beholder who first petrified him and then disintegrated him. You find out later that the attackers teleported from a warehouse in the North Quarter, where a party of adventurers defeated the lower-level guards there, sealing off their retreat. Evidently their intent was to turn the Commandant to stone and then escape with the statue. Whether or not the Commandant still lives is uncertain at this point, but you have the gratitude of the Gran March government in any case for your actions. 

APL 8 – 12, Failure: If the PCs were defeated in the final battle, read the following:

You awaken in an infirmary. The Combat Specialist in charge tells you that you are under the care of the 1st Battle. While you fought bravely, the villains escaped through a secret passage long thought sealed. She tells you that you might have found part of a much larger operation, the implications of which are still being sorted out. A large force of beings teleported into the Commandant’s reception area while he was interviewing some of the witnesses he had summoned to Hookhill, including Brother Geraint Brownbaker of Pelor. The group you attacked had the task of shutting down the protective wards around the Commandant’s keep, thus allowing the main force to enter. It is not certain at this point, but reports are coming in that say the Commandant was assassinated by a beholder who first petrified him and then disintegrated him. You find out later that the attackers teleported from a warehouse in the North Quarter, where a party of adventurers defeated the lower-level guards there, sealing off the assassins’ retreat. Whether or not the Commandant still lives is uncertain at this point… and you cannot help but wonder if he would still be alive had you succeeded.

APL 14 – 18, Complete Success: If the party somehow survived and got the Commandant out with his statue form intact (not disintegrated), read the following:

Through your valiant efforts, you managed to get the Commandant’s petrified form intact. Restoring him to normal was a simple task; one that would have been much more difficult had the beholder finished its foul work and disintegrated him. Ferrule Garde has also been returned from the dead. For your heroics, you have the eternal gratitude of the Commandant and the Gran March government.

You find out later that the attackers teleported from a warehouse in the North Quarter, where a party of adventurers defeated the lower-level guards there, sealing off the assassins’ retreat. You also learn that the assassins had help in the form of a second force who infiltrated the Commandant’s keep through a long-forgotten secret passage and shut down the protective wards that blocked teleportation magics. Fortunately, a second party of adventurers discovered and sealed off this breach, restoring the wards just in time to prevent the assassins from teleporting away with the Commandant’s statue.

APL 14 – 18, Partial Success: If the party survived, but the statue was disintegrated or destroyed and the party only brought back pieces of the Commandant’s statue form, read the following:

Through your valiant efforts, you stopped the villains from completing their foul work. However, you only managed to bring back a small part of the statue that was the Commandant. Throughout the afternoon, clerics from the Church of Heironeous and wizards from Syrloch worked feverishly. After many hours, they finally managed to resurrect the Commandant. As with all resurrections, however, the Commandant is not the man he was before the attack. It will take many months or even years for him to regain what he has lost. However, he lives, and Ferrule Garde was returned from the dead as well; and for that, you have the eternal gratitude of the Commandant and the Gran March government.
You find out later that the attackers teleported from a warehouse in the North Quarter, where a party of adventurers defeated the lower-level guards there, thus sealing off the assassins’ escape. You also learn that the assassins had help in the form of a second force who infiltrated the Commandant’s keep through a long-forgotten secret passage and shut down the protective wards that blocked teleportation magics. Fortunately, a second party of adventurers discovered and sealed off this breach, restoring the wards in time to keep the assassins from teleporting away with the Commandant’s statue intact. Having the leader of Gran March held captive in petrified form by unknown evil conspirators would surely have been a dark day for the nation.  

APL 14 – 18, Failure: If, however, the party was defeated and the Commandant was destroyed, read the following:

You awaken in an infirmary. The Combat Specialist in charge tells you that you are under the care of the 1st Battle. You can hear much sobbing all throughout the ward. The Combat Specialist tells you that, while you fought bravely, Commandant Magnus Vrianian is dead. Furthermore, as his petrified form was disintegrated in the pouring rain outside of the keep, all fragments got washed into the sewers. Unless, by some miracle, some part of the statue is found, the Commandant cannot be resurrected and is permanently dead. Ferrule Garde was, however, retrieved and revived and is even now starting an investigation of these terrible events.

You find out later that the attackers teleported from a warehouse in the North Quarter, where a party of adventurers defeated the lower level guards there. You also learn that the assassins had help in the form of a second force who infiltrated the Keep and shut down the protective wards. Though the assassins’ plan was very thorough and well-executed, it would almost certainly have been stopped, had you and your companions only succeeded at your task. Instead, you failed, and now the entire nation of Gran March mourns the loss of its Commandant. Surely this is a dark omen in these already-dark times.

All APLs: Regardless of success or failure, dead PCs can use the vast funds that are available above the scenario cap for NPC casting of raise dead, resurrection (but not true resurrection), or other restorative spell casting. If the party succeeded, go over each benefit listed on the AR with them. Otherwise, strike through everything they did not get.

One last piece of boxed text needs to be shared in secret with any players who have PCs that are members of The Corporation. Read the following to them:

Shortly before you leave Hookhill, a street urchin stuffs a slip of paper into your hand. It says the following in CorporateSpeak: “Destroy this note after reading it. This attack was unsanctioned and is the last straw for the rogue faction. Divestiture begins soon. You will be expected to show your loyalty when the time comes.” 
The End

Experience Point Summary

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

Encounter Three – The Scream

Defeat Nydia Ramster


APL 2 – 60 xp.


APL 4 – 120 xp.


APL 6 – 180 xp.


APL 8 – 240 xp.


APL 10– 300 xp.


APL 12 – 360 xp.


APL 14 – 420 xp.


APL 16 – 480 xp.


APL 18 – 540 xp.

Encounter Five – Knock, Knock!

Defeat or take damage from the traps and defeat the assassins


APL 14 – 510 xp.


APL 16 – 570 xp.


APL 18 – 630 xp.

Encounter Seven – Investigating the List

Defeat or take damage from the trap


APL 2 – 150 xp.


APL 4 – 210 xp.


APL 6 – 270 xp.

Encounter Eight – Fight or Flight

Defeat the Red Arrow thugs


APL 2 – 150 xp.


APL 4 – 210 xp.


APL 6 – 270 xp.

Encounter Nine – Investigating the Map

Defeat or take damage from the traps


APL 8 – 330 xp.


APL 10 – 390 xp.


APL 12 – 450 xp.

Encounter Ten – What Does My Mind Spy?

Defeat the doppelganger mindspy and the drow crossbowmen


APL 8 – 330 xp.


APL 10 – 390 xp.


APL 12 – 450 xp.

Encounter Twelve – Truth or Consequences

Defeat the beholder and any allies present


APL 14 – 510 xp.


APL 16 – 570 xp.


APL 18 – 630 xp.

Discretionary Roleplaying Award

Judge may allocate up to the following for good role-playing



APL 2 – 90 xp.


APL 4 – 135 xp.


APL 6 – 180 xp.


APL 8 – 225 xp.


APL 10 – 270 xp.


APL 12 – 315 xp.


APL 14 – 360 xp.


APL 16 – 405 xp.


APL 18 – 450 xp.

Total Possible Experience


APL 2 – 450 xp.


APL 4 – 675 xp.


APL 6 – 900 xp.


APL 8 – 1,125 xp.


APL 10 – 1,350 xp.


APL 12 – 1,575 xp.


APL 14 – 1,800 xp.


APL 16 – 2,025 xp.


APL 18 – 2,250 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 (sell value) 

Encounter Three – The Scream:


APL 2: L: mithral shirt (91.67 gp, 131 gp; C: 0 gp; M: potion of bear's endurance (25 gp); 1 potion of undetectable alignment (25 gp).


APL 4: L: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 dagger (191.83 gp); potion of bear's endurance (25 gp), potion of undetectable alignment (25 gp).


APL 6: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 dagger (191.83 gp); amulet of natural armor +1 (166.67 gp); cloak of resistance +2 (333.33 gp); gloves of dexterity +2 (333.33 gp); potion of bear's endurance (25 gp); potion of undetectable alignment (25 gp); ring of protection +1 (166.67 gp).


APL 8: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 dagger (191.83 gp); amulet of natural armor +1 (166.67 gp); cloak of resistance +2 (333.33 gp); gloves of dexterity +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp).


APL 10: L: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 assassin’s dagger (1050.17 gp); +1 dagger (191.83 gp); amulet of natural armor +1 (166.67 gp); cloak of resistance +2 (333.33 gp); gloves of dexterity +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp).


APL 12: L: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 assassin’s dagger (1050.17 gp); +1 dagger (191.83 gp); cape of the mountebank (840 gp); amulet of natural armor +1 (166.67 gp); belt of giant strength +4 (1333.33 gp); gloves of dexterity +2 (333.33 gp); headband of intellect +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp); vest of resistance +2 (333.33 gp).


APL 14: L: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 assassin’s dagger (1050.17 gp); +1 dagger (191.83 gp); cape of the mountebank (840 gp); amulet of natural armor +1 (166.67 gp); belt of giant strength +4 (1333.33 gp); gloves of dexterity +2 (333.33 gp); headband of intellect +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp); vest of resistance +2 (333.33 gp).


APL 16: L: mithral shirt (91.67 gp), 196.17 gp; C: 0 gp; M: +1 assassin’s dagger (1050.17 gp); +1 dagger (191.83 gp); cape of the mountebank (840 gp); amulet of natural armor +1 (166.67 gp); belt of giant strength +4 (1333.33 gp); gloves of dexterity +2 (333.33 gp); headband of intellect +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp); vest of resistance +2 (333.33 gp).


APL 18: L: mithral shirt (91.67 gp); 196.17 gp; C: 0 gp; M: +1 assassin’s dagger (1050.17 gp); +1 dagger (191.83 gp); cape of the mountebank (840 gp); amulet of natural armor +1 (166.67 gp); belt of giant strength +4 (1333.33 gp); gloves of dexterity +2 (333.33 gp); headband of intellect +2 (333.33 gp); potion of inflict moderate wounds (25 gp); potion of nondetection (62.5 gp); potion of undetectable alignment (25 gp); ring of protection +2 (666.67 gp); vest of resistance +2 (333.33 gp).

Encounter Five – Knock, Knock!


APL 14: L: 2 mithral shirts (91.67 gp each), 392.34 gp; C: 0 gp; M: 2 +1 assassin’s daggers (1050.17 gp each); 2 +1 dagger (191.83 gp each); 2 capes of the mountebank (840 gp each); 2 amulets of natural armor +1 (166.67 gp each); 2 belts of giant strength +4 (1333.33 gp each); 2 sets of gloves of dexterity +2 (333.33 gp each); 2 headbands of intellect +2 (333.33 gp each); 2 potions of inflict moderate wounds (25 gp each); 2 potions of nondetection (62.5 gp each); 2 potions of undetectable alignment (25 gp each); 2 rings of protection +2 (666.67 gp each); 2 vests of resistance +2 (333.33 gp each).


APL 16: L: 2 mithral shirts (91.67 gp each), 392.34 gp; C: 0 gp; M: 2 +1 assassin’s daggers (1050.17 gp each); 2 +1 dagger (191.83 gp each); 2 capes of the mountebank (840 gp each); 2 amulets of natural armor +1 (166.67 gp each); 2 belts of giant strength +4 (1333.33 gp each); 2 sets of gloves of dexterity +2 (333.33 gp each); 2 headbands of intellect +2 (333.33 gp each); 2 potions of inflict moderate wounds (25 gp each); 2 potions of nondetection (62.5 gp each); 2 potions of undetectable alignment (25 gp each); 2 rings of protection +2 (666.67 gp each); 2 vests of resistance +2 (333.33 gp each).


APL 18: L: 2 mithral shirts (91.67 gp each), 392.34 gp; C: 0 gp; M: 2 +1 assassin’s daggers (1050.17 gp each); 2 +1 dagger (191.83 gp each); 2 capes of the mountebank (840 gp each); 2 amulets of natural armor +1 (166.67 gp each); 2 belts of giant strength +4 (1333.33 gp each); 2 sets of gloves of dexterity +2 (333.33 gp each); 2 headbands of intellect +2 (333.33 gp each); 2 potions of inflict moderate wounds (25 gp each); 2 potions of nondetection (62.5 gp each); 2 potions of undetectable alignment (25 gp each); 2 rings of protection +2 (666.67 gp each); 2 vests of resistance +2 (333.33 gp each).

Encounter Eight – Fight or Flight:


APL 2: L: 182 gp; C: 0 gp; M: 0 gp.


APL 4: L: 101 gp; C: 0 gp; M: 4 +1 studded leather armor (98 gp each); 4 potions of spider climb (25 gp each).


APL 6: L: 201 gp; C: 0 gp; M: 4 +1 studded leather armor (98 gp each); 4 potions of spider climb (25 gp each).

Encounter Ten – What Does My Mind Spy:


APL 8: L: 2 mithral shirts (91.67 gp each), 380.67 gp; C: 0 gp; M: 2 +1 keen light crossbows (694.58 gp each); 2 +1 keen rapiers (693.33 gp each); 2 +1 mithral bucklers (167.92 gp each); 2 +1 sickles (192.17 gp each); amulet of natural armor +2 (666.67 gp); 2 potions of bear's endurance (25 gp);  2 potions of invisibility (25 gp each);  ring of protection +1 (166.67 gp); ring of feather falling (183.33 gp).


APL 10: L: 2 mithral shirts (91.67 gp each), 380.67 gp; C: 0 gp; M: 2 +1 keen light crossbows (694.58 gp each); 2 +1 keen rapiers (693.33 gp each); 2 +1 mithral bucklers (167.92 gp each); 2 +1 sickles (192.17 gp each); amulet of natural armor +2 (666.67 gp); 2 sets of lesser bracers of archery (416.67 gp each); cloak of charisma +2 (333.33 gp); 2 sets of gloves of dexterity +2 (333.33 gp each); pink ioun stone (666.67 gp); 2 potions of bear's endurance (25 gp each); 2 potions of invisibility (25 gp); 2 quivers of Ehlonna (150 gp each); ring of feather falling (183.33 gp); ring of protection +1 (166.67 gp); vest of resistance +2 (333.33 gp).


APL 12: L: 2 mithral shirts (91.67 gp each),  380.67 gp; C: 0 gp; M: 2 +1 keen human bane light crossbows (694.58 gp each); 2 +1 keen rapiers (693.33 gp each); 2 +1 mithral bucklers (167.92 gp each); 2 +1 sickles (192.17 gp each);  amulet of natural armor +2 (666.67 gp); cloak of charisma +4 (1333.33 gp); 3 sets of gloves of dexterity +2 (333.33 gp each); pink ioun stone (666.67 gp); 2 potions of bear's endurance (25 gp each); 2 potions of invisibility (25 gp); 2 quivers of Ehlonna (150 gp each); ring of feather falling (183.33 gp); ring of protection +1 (166.67 gp); vest of resistance +2 (333.33 gp).

Encounter Twelve – Truth or Consequences:


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


APL 16: L: 0 gp; C: 0 gp; M: amulet of health +4 (1333.33 gp); boots of elvenkind (208.33 gp); bracers of armor +4 (1333.33 gp); cloak of charisma +4 (1333.33 gp); gloves of dexterity +4 (1333.33 gp); ring of protection +3 (1500 gp); ring of release (666.67 gp); vest of resistance +3 (750 gp); wand of wall of ice (7000 gp); 


APL 18: L: 0 gp; C: 0 gp; M: amulet of health +4 (1333.33 gp); amulet of natural armor +2 (666.67 gp); boots of elvenkind (208.33 gp); belt of giant strength +4 (1333.33 gp); bracers of armor +4 (1333.33 gp); cloak of charisma +2 (333.33 gp); cloak of charisma +4 (1333.33 gp); gloves of dexterity +2 (333.33 gp); gloves of dexterity +4 (1333.33 gp); pink ioun stone (666.67 gp); 2 rings of protection +3 (1500 gp each); 2 rings of release (666.67 gp each); vest of resistance +3 (750 gp); wand of wall of ice (7000 gp).

Conclusion:


APL 2: L: 0 gp; C: 200 gp; M: 0 gp).


APL 4: L: 0 gp; C: 400 gp; M: 0 gp).


APL 6: L: 0 gp; C: 600 gp; M: 0 gp).


APL 8: L: 0 gp; C: 800 gp; M: 0 gp).


APL 10: L: 0 gp; C: 1,000 gp; M: 0 gp).


APL 12: L: 0 gp; C: 1,200 gp; M: 0 gp).


APL 14: L: 0 gp; C: 1,400 gp; M: 0 gp).


APL 16: L: 0 gp; C: 1,600 gp; M: 0 gp).


APL 18: L: 0 gp; C: 1,800 gp; M: 0 gp).

Total Possible Treasure (Maximum Reward Allowed)


APL 2: (L: 312 gp; C: 200 gp; M: 92 gp) – Total: 605 gp (450 gp).


APL 4: (L: 318.17 gp; C: 400 gp; M: 798.83 gp) – Total: 1,315 gp (650 gp).


APL 6: (L: 418.17 gp; C: 600 gp; M: 1,798.83 gp) – Total: 2,815 gp (900 gp).


APL 8: (L: 380.67 gp; C: 800 gp; M: 6,416.99 gp) – Total: 7597.66 gp (1,300 gp).


APL 10: (L: 380.67 gp; C: 1,000 gp; M: 10,600.49 gp) – Total: 11,981.16 gp (2,300 gp).


APL 12: (L: 380.67 gp; C: 1,200 gp; M: 16,107.16 gp) – Total: 17,687.83 gp (3,300 gp).


APL 14: (L: 588.51 gp; C: 1,400 gp; M: 16,083.48 gp) – Total: 16083.48 gp (6,600 gp).


APL 16: (L: 588.51 gp; C: 1,600 gp; M: 31,531.80 gp) – Total: 33,730.51 gp (9,900 gp).


APL 18: (L: 590.59 gp; C: 1,800 gp; M: 44,816.80 gp) – Total: 47,107.39 gp (17,000 gp).

Special

Ring of Release

This silver ring allows the wearer to act as if under the effect of a freedom of movement spell, once a day, if attacked by any magic that restricts movement. Once activated, the wearer can move and attack normally for 70 minutes. The ring must be worn for 24 hours before the wearer gains the benefit of the ring. Going underwater does not activate the ring; it only activates when the wearer attacked.  


Moderate abjuration; CL: 7th; Prerequisites: Forge Ring, freedom of movement; Market Price: 8.000 gp; Weight: 0 lbs.

APL 14 and above - Eternal Gratitude of the Commandant: In addition to the monetary rewards from this adventure, you receive one of the following if you were directly involved in saving the life of the Commandant.  (You may only receive one of the following benefits; strike through the options not taken):

· Promotion: You can be promoted to your next rank, subject to the following restrictions:

· You must be a soldier on active duty, a veteran, or a Syrloch reservist.

· You must have served time-in-grade. Please review page three of the Gran March Military Organization document to determine your eligibility. If you have received the Fast Track to Promotion benefit from another scenario, you may use it to meet this requirement. 

· The normally required number of commendations is waived for this promotion, provided that you meet the two qualifications above.

· In lieu of promotion, you can be commissioned into the Officers Corps.  In order to be commissioned, you must be at least 6th-level and possess currently the rank of Sergeant or higher. Lieutenants, however, can be promoted to Captain, and Captains will be knighted in the order of the Knights of the March in lieu of promotion as a stepping stone to promotion to Knight Colonel. Along with knighting the PC, the Commandant uses his influence among the Barons to secure one parcel for the PC to own. See page 27 of the Gran March Military General Organization document for details.

· Newly promoted PCs can also change their duty assignment as noted above, but only to a field Battle or to the HQ unit of an Army.

· If you did not receive this promotion, strike through these sections. Otherwise, note the change of rank and duty assignment in the Play Notes section of this AR.

· Fast Track to Promotion: If you are otherwise unable to be promoted, your time-in-grade is cut in half for your next promotion. Furthermore, veterans and Syrloch reservists will be treated as active-duty for their next promotion opportunity AND have the time-in-grade requirements cut in half. The effects of multiple Fast Track benefits are not cumulative towards the same promotion; you cannot reduce your time-in-grade requirements to one-quarter, for example.

· Free Change in Duty Assignment: You may change your Battle assignment (such as into the 1st Battle), but not into an elite unit such as the Pathfinders. 

· Early Retirement from the Gran March Military: If you are a member of the Gran March military, you have the option of being released from your service commitment as a full citizen. You will have the rights and responsibilities of a veteran and citizen of Gran March.

· Commandant’s Fiat: If you are a non-citizen or legal resident who is not a veteran or citizen of Gran March, the Commandant exercises his right to grant you citizenship in Gran March. You will have the rights and responsibilities of a veteran and citizen of Gran March.

Finally, you gain the Gratitude of the Commandant and the Favor of the Commandant listed below for lower-level parties.

APL 8 and above - Gratitude of the Commandant: If you were involved in defending the Commandant during the assassination attempt, either by directly saving the life of the Commandant or by defeating those who breached the security of the Commandant’s residence, the Commandant will grant you any two of the following benefits. Strike through the benefits not chosen.

· Access to one divine spell from the LGCS Limited list having the Good or Law descriptors. 

· Access to one Evocation spell from the LGCS Limited list.

· Access to one item or enhancement from any of the Military item access lists.

· Contact with a major leader of your faith on your behalf provided that your faith is either a Standard Church or Accepted Faith in Gran March. Even if said leader does not reside in Gran March, the Commandant has contacts throughout the Flanaess. The Commandant will make a request that you be granted an extended, peaceful meeting with one of your deity’s extraplanar representatives. This meeting will be granted, and will require 1 extra TU (mark the expenditure on this AR). This fulfills the special requirement for the Contemplative prestige class found in Complete Divine.

· Contact with a major leader of your faith on your behalf provided that your faith is either a Standard Church or Accepted Faith in Gran March. Even if said leader does not reside in Gran March, the Commandant has contacts throughout the Flanaess. The Commandant will make a request that you be granted special sanction to fight outsiders. This sanction will be granted and fulfills the special requirement for the Sacred Exorcist prestige class found in Complete Divine.
In addition, you gain the Favor of the Commandant listed below for lower-level parties.

All APLs - Favor of the Commandant: If you were involved in any way in saving the life of the Commandant, you will receive one Influence Point from the Commandant. This can be used in the military, the major churches, Knights of the Watch, and Syrloch for accessing benefits or for joining the Knights as per their documents.

Criminal: If you did not answer the summons of the Commandant, if you are discovered to have provided false testimony to the Commandant, or if you were caught smuggling in dangerous items into the Commandant’s chambers, you will be charged with contempt of the Commandant and will be immediately sent to the Work Battalions for 52 TUs. Mark off said TUs on your AR.

Death Mark with The Corporation: This is given to any PC that is a member of The Corporation that provided testimony to the Commandant and Special Constable Ferrule Garde revealing secrets of The Corporation. This includes any use of CorporateSpeak in public or as part of your testimony. This PC has been given a Death Mark because of the seriousness of the infraction. You must always present a copy of the Corporation Members document to your judge any time this PC is played, so that the judge can appropriately administer the Death Mark. 

Items for the Adventure Record

Item Access

APL 2:

· Mithral Shirt (Adventure, DMG)
APL 4 (all items from APL 2 plus):

· Dust of Tracelessness (Adventure, DMG)
APL 6 (all items from APL 2, 4 plus):

· Cloak of Resistance +2 (Adventure, DMG)
APL 8 (all items from APL 2 - 6 plus):

· Amulet of Natural Armor +2 (Adventure, DMG)

· Ring of Protection +2 (Adventure, DMG)
· Ring of Feather Falling (Adventure, DMG)
· +1 Keen Light Crossbow (Adventure, DMG)
· +1 Keen Rapier (Adventure, DMG)
· +1 Mithral Buckler (Adventure, DMG)
APL 10 (all items from APL 2 - 8 plus):

· +1 Assassins Dagger (Adventure, DMG)
· Lesser Bracers of Archery (Adventure, DMG)
· Pink Ioun Stone (Adventure, DMG)
· Quiver of Ehlonna (Adventure, DMG)
· Vest of Resistance +2 (Adventure, T&B)
APL 12 (all items from APL 2 - 10 plus):

· +1 Keen Human Bane Light Crossbow (Adventure, DMG)
· Belt of Giant Strength +4 (Adventure, DMG)
· Cape of the Mountebank (Adventure, DMG)
APL 14 (all items from APL 2 - 12 plus):

APL 16 (all items from APL 2 - 14 plus):

· Amulet of Health +4 (Adventure, DMG)
· Boots of Elvenkind (Adventure, DMG)
· Cloak of Charisma +4 (Adventure, DMG)
· Gloves of Dexterity +4 (Adventure, DMG)
· Ring of Protection +3 (Adventure, DMG)
· Ring of Release (Adventure, AR)
· Vest of Resistance +3 (Adventure, T&B)
· Wand of Wall of Ice (Adventure, DMG)
APL 18 (all items from APL 2 - 16 plus):

· Bracers of Armor +4 (Adventure, DMG)
Appendix One – Encounters at all APLs

Encounter Two: The Wayberry Inn

Geraint Brownbaker: male human Clr10;  CR 10; Medium humanoid (Human); HD 10d8+10; hp 62; Init +4; Spd 20 ft; AC 18 (touch 11, flat-footed 18); Base Atk +7; Grp: +7; Atk +8 ranged (1d8/19-20, masterwork light crossbow) or +7 melee (1d8+1, +1 holy heavy mace); Full Atk +8/+3 ranged (1d8/19-20, masterwork light crossbow) or +8/+3 melee (1d8+1, +1 holy heavy mace); SA spontaneous casting, turn undead 10/day; AL NG; SV: Fort +7, Ref +3, Will +10; Str 10, Dex 10, Con 12, Int 12, Wis 18, Cha 14.

Skills and Feats:  Concentration +7, Diplomacy +14, Heal +14, Knowledge (religion) +11, Sense Motive +8, Spellcraft +11; Combat Casting, Extra Turning, Improved Initiative, Leadership, Spell Focus (Necromancy). 


Possessions:  amulet of natural armor +1 , backpack, +1 mithral chainmail, masterwork light crossbow, healer's kit, gold holy symbol of Pelor, +1 holy heavy mace, spell component pouch, ring of protection +1, tattered cleric’s vestments.

Spells Prepared (6/5+1/5+1/4+1/4+1/2+1; base DC = 14 + spell level): 0—cure minor wounds (x3), detect magic, detect poison,  purify food and drink ],  1st—[bless,  comprehend languages,  cure light wounds (x4)*;  2nd—aid (x2)*,  bull's strength,  calm emotions,  cure moderate wounds (x2): 3rd—create food and water,  cure serious wounds (x2)*,  magic circle against evil,  remove disease; 4th—cure critical wounds (x2)*,  greater magic weapon,  neutralize poison;  5th—healing circle*,  atonement, hallow.

* Domain Spell. Deity: Pelor; Domains:  Good (cast good spells at +1 caster level.); Healing (cast healing spells at +1 caster level.).

Geraint Brownbaker may not be one of the most powerful clergy of Pelor in Gran March, but he is very influential with the Pelorite faithful, particularly with Gyri refugees. Previously, his work involved aiding in the ministry to those refugees and helping the Hospitalers where possible. Over the past year, however, Brownbaker has received visions relating to the growing influence of the Pelorite faithful in local affairs. He has disappeared for weeks at a time, secretly conferring with Tar’a’mon, the leader of the Gwarcheidwad (a Flan tribe dedicated to ensuring that the remnants of the evil, which once ruled this land, do not surface). Over a year ago, Tar’a’mon sent a message to the Commandant: “The incursions have gone on too long. Things that should remain buried are in danger of being revealed. This cannot be allowed. No further incursions will be tolerated, and the March has one year to abandon Fort Tribulation.” Through Brownbaker’s diplomacy, however, Tar’a’mon has stayed his hand for now, though recent events in the western part of the Rushmoors may change his mind (see GRM3-03 Shades of the Past and GRM3-07 Rustling in the Reeds for details of these events).

Brownbaker’s demeanor around the refugees is that of a street preacher. His sermons are loud and emotional, with a small touch of demagoguery mixed in for flavor. One on one or in small groups, he is more sympathetic and a good listener. Brownbaker is an excellent negotiator and is not above an occasional little white lie, as long as it furthers the causes of good and Pelor.

Geraint Brownbaker is in his early forties in average physical shape. He has long, red hair and a beard, both of which he keeps rather unkempt as the appearance helps him provide a less-threatening image both to the refugees and to the Gwarcheidwad. He typically wears a worn set of clerical vestments over his armor, which makes him look like less of a threat.

Sir Benton Wayberry: male human Ftr6/Pal3; CR 9; Medium humanoid (Human); HD 9d10+18; hp 81; Init +0; Spd 30 ft; AC 10 (touch 10, flat-footed 10); Base Atk +9; Grp +11; Atk +12 melee (1d8+4/17-20, +1 longsword); Full Atk +12/+7 melee (1d8+4/17-20, +1 longsword); SA: Smite evil; SQ Aura of courage, Detect evil, Divine grace, Lay on hands, Divine health; AL LG; SV Fort +10, Ref +3, Will +4; Str 14, Dex 10, Con 14, Int 12, Wis 12, Cha 16.


Skills and Feats: Diplomacy +11, Handle Animal +8, Heal +6, Knowledge (Religion) +3, Profession (Soldier) +6, Ride +10, Sense Motive +9; Blind-Fight, Cleave, Improved Critical (longsword), Leadership, Mounted Combat, Power Attack, Ride-By Attack, Spirited Charge, Weapon Focus (longsword), Weapon Specialization (longsword).


Possessions: courtier’s outfit, +1 longsword.

Sir Benton Wayberry is a physically powerful man with an intense presence.  He was the fourth son of Durant Wayberry, an Elector of Hookhill.  With little hope of inheriting the family title, Benton looked to the military. During his decorated military career, he was known for inspiring his troops to accomplish feats of greatness; each man achieving more heroism than he ever knew he had in him.  

About 15 years ago while stationed in Hookhill, Benton was having a conversation with his younger brother, Alton, who had just mustered out of the army.  His brother was not sure what he was going to do now, but thought about being bartender or a cook.  Benton convinced and financed Alton to work for him by opening an inn in Hookhill.  

Alton, who has a great eye for detail, brought the Inn success, particularly popular with off-duty military officers and their families.  It also was recommended to traveling dignitaries who came to the city for official business.  Every couple of years, the two brothers would plan an expansion, and the inn continued to grow. 

Benton prospered in the military, reaching the rank of Knight-Colonel and being inducted into the Knights of the March, the ancient noble order of knights.  Eventually, he could no longer stomach sending young men into dire peril, even if it was for a good cause, and he retired from military life.  He joined his brother, with his new goal to make his patrons as happy and content as possible.  Benton found this to be a much more rewarding career.  He has since married and started a family.  He has vowed to come to his country’s aid if need arises, but for now, he is devoted to his family and his inn. 

Encounter Three: The Scream

Langdon and Dominic (2): male human War1; CR ½; medium humanoid (Human); HD 1d8+1; hp 7 each; Init +1; Spd 30 ft.; AC 16, flat-footed 15, touch 11; Base Atk +1; Grp +2; Atk +3 melee (1d8+2/19-20, masterwork longsword); Full Atk +3 melee (1d8+2/19-20, masterwork longsword); AL N; SV: Fort +3, Ref +1, Will +0; Str 14, Dex 12, Con 12, Int 10, Wis 10, Cha 10.


Skills and Feats: Handle Animal +4, Intimidate +4, Jump +3, Ride +-2; Cleave, Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency. 


Possessions: masterwork buckler, masterwork chain shirt, masterwork longsword, traveler's outfit.

Encounter Four: Aftermath

Corporal Anyi Nivits: male human Ftr3; CR 3; medium humanoid (Human); HD 3d10+6; hp 24; Init +1; Spd 20 ft.; AC 16, flat-footed 15, touch 11; Base Atk +3; Grp +5; Atk +7 melee (1d8+3/x3, masterwork longspear) or +5 melee (1d6+2/19-20, short sword); Full Atk +7 melee (1d8+3/x3, masterwork longspear) or +5 melee (1d6+2/19-20, short sword); AL: LN; SV: Fort +5, Ref +2, Will +1; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha 10.

Skills and Feats: Climb +1, Handle Animal +4, Jump +0, Ride +2, Swim +-5; Cleave, Combat Reflexes, Dodge, Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longspear). 

Possessions: chainmail, masterwork longspear, military tabard, short sword.

Gran March Infantry Soldier (7): male human Ftr1; CR 1; medium humanoid (Human); HD 1d10+2; hp 12 each; Init +1; Spd Walk 20 ft.; AC 16, flat-footed 15, touch 11; Base Atk +1; Grp +3; Atk +4 melee (1d8+3/x3, longspear) or +3 melee (1d6+2/19-20, short sword); Full Atk +4 melee (1d8+3/x3, longspear) or +3 melee (1d6+2/19-20, short sword); AL: LN; SV: Fort +4, Ref +1, Will +0; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb -1, Handle Animal +2, Jump -1, Ride +0, Swim -6; Combat Reflexes, Dodge, Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longspear). 


Possessions: chainmail, longspear, military tabard, short sword.
Encounter Six: The Next Morning

Gran March Infantry Veteran (4): male human Ftr1; CR 1; medium humanoid (Human); HD 1d10+2; hp 12 each; Init +1; Spd 20 ft.; AC 13, flat-footed 12, touch 11; Base Atk +1; Grp +3; Atk +4 melee (1d8+3/x3, longspear); Full Atk +4 melee (1d8+3/x3, longspear); AL: LN; SV: Fort +4, Ref +1, Will +0; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb -1, Handle Animal +2, Jump -1, Ride +0, Swim -6; Combat Reflexes, Dodge, Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longspear). 


Possessions: leather armor, longspear.
Gran March Infantry Soldier (4): male human Ftr1; CR 1; medium humanoid (Human); HD 1d10+2; hp 12 each; Init +1; Spd 20 ft.; AC 16, flat-footed 15, touch 11; Base Atk +1; Grp +3; Atk +4 melee (1d8+3/x3, longspear) or +3 melee (1d6+2/19-20, short sword); Full Atk +4 melee (1d8+3/x3, longspear) or +3 melee (1d6+2/19-20, short sword); AL: LN; SV: Fort +4, Ref +1, Will +0; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb -1, Handle Animal +2, Jump -1, Ride +0, Swim -6; Combat Reflexes, Dodge, Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longspear). 


Possessions: chainmail, longspear, military tabard, short sword.
Cadmia Ulmstead: female human Clr5/Divine Oracle5; CR 10; medium humanoid (Human); HD 5d8+5d6; hp 52; Init +4; Spd Walk 30 ft.; AC 10, flat-footed 10, touch 10; Base Atk +6; Grp +6; Atk +7 melee (1d6, masterwork quarterstaff); Full Atk +7/+2 melee (1d6, masterwork quarterstaff); SQ +4 to Concentration to use spell or spell-like ability, Prescient Sense, Scry Bonus, Spontaneous casting, Turn Undead 5/day (turn level 5) (turn damage 2d6+7), Uncanny Dodge (Dex bonus to AC); AL NG; SV: Fort +5, Ref +2, Will +12; Str 10, Dex 10, Con 10, Int 14, Wis 18, Cha 14.


Skills and Feats: Concentration +13, Diplomacy +10, Intimidate +7, Knowledge (arcana) +10, Knowledge (religion) +18, Profession (astrologer) +9, Spellcraft +17; Combat Casting, Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Skill Focus (Knowledge (religion)). 


Possessions: backpack, bedroll, silver holy symbol, peasant's outfit, belt pouch, masterwork quarterstaff, spell component pouch,


Cleric Spells Prepared: ( 6 / 5+1 / 5+1 / 4+1 / 4+1 / 2+1 ; Base DC = 14 + Spell Level): 0 - cure minor wounds, detect magic (2), guidance, read magic (2); 1st - bless (2), comprehend languages (2), detect evil, * entropic shield; 2nd - aid, augury (2), calm emotions, * detect thoughts, restoration, lesser; 3rd - blessed aim, chain of eyes, * clairaudience/clairvoyance, locate object (2); 4th - discern lies, divination, * divination, freedom of movement, tongues; 5th - break enchantment, commune, * true seeing; 

* - Domain Spell; Deity: Istus; Domains: Knowledge - All knowledge skills are class skills. You cast divinations at +1 caster level. Luck - You gain the power of good fortune, which is usable once per day. This extraordinary ability allows you to reroll one roll that you have just made before the DM declares whether the roll results in success or failure. You must take the result of the reroll, even if it's worse than the original roll. Oracle - You cast divination spells at +2 caster levels. 

Cadmia is a poor wandering oracle. Her divinations always work for others, but not herself. She is, however, content with her station as an advisor to others, even with the poor compensation.

Encounter Eleven: A Chat With the Commandant

Commandant Watcher Magnus Vrianian, Fearless Iron Wolf: male human Evoker9/Clr3/Mystic Theurge7; CR 19; medium humanoid; HD 16d4+3d8; hp 64; Init +3; Spd 30 ft.; AC 29, flat-footed 26, touch 19; Base Atk +9; Grp +11; Atk +13 melee (1d8+4/19-20, +1 axiomatic holy mithral longsword); Full Atk +13/+8 melee (1d8+4/19-20, +1 axiomatic holy mithral longsword); SA Turn Undead 7/day (turn level 3) (turn damage 2d6+7); SQ +2 bonus to Spellcraft when learning Evocation, +4 to Concentration to use spell or spell-like ability, Spontaneous casting, Summon Familiar; AL: LG; SV: Fort +13, Ref +14, Will +25; Str 10 (16), Dex 10 (16), Con 10, Int 17 (26), Wis 17 (23), Cha 13 (19).


Skills and Feats: Concentration +20, Craft (alchemy) +4, Craft (armorsmithing) +2, Craft (weaponsmithing) +4, Decipher Script +4, Diplomacy +14, Handle Animal +5, Heal +9, Intimidate +7, Knowledge (arcana) +23, Knowledge (dungeoneering) +5, Knowledge (history) +5, Knowledge (local [Sheldomar Valley Metaregion]) +5, Knowledge (nobility and royalty) +14, Knowledge (religion) +13, Knowledge (the planes) +6, Ride +2, Sense Motive +15, Spellcraft +27; Arcane Strike, Combat Casting, Craft Wondrous Item, Extend Spell, Heavy Armor Proficiency, Heighten Spell, Light Armor Proficiency, Magical Aptitude, Martial Weapon Proficiency, Medium Armor Proficiency, Mounted Combat, Reach Spell, Scribe Scroll, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (longsword). 


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Possessions: +1 axiomatic holy mithral longsword, +3 glamered light reinforcement mithral buckler, belt of giant strength +6, bracers of armor +6, cloak of charisma +6, gloves of dexterity +6, headband of intellect +6, royal outfit, periapt of wisdom +6, ring of force shield, ring of protection +4, vest of resistance +5.


Wizard Spells Prepared: (4+1/5+1/5+1/5+1/4+1/4+1/3+1/3+1; Base DC = 13 + Spell Level): 0 - detect magic, * light, * ray of frost, read magic, resistance; 1st - comprehend languages, feather fall, mage armor, * magic missile, shield (2); 2nd - bear's endurance (2), * continual flame, false life, * scorching ray (2); 3rd - dispel magic (2), * fireball, fly, gaseous form; 4th - dimension door, lesser globe of invulnerability, * shout, * wall of ice, zone of revelation; 5th - baleful polymorph, dismissal, Mordenkainen's private sanctum, teleport, * wall of force; 6th – mass bull's strength, * chain lightning, * contingency, greater dispel magic; 7th – greater arcane sight, energy immunity, * forcecage, * prismatic spray.


Cleric Spells Prepared: ( 6 / 6+1 / 6+1 / 4+1 / 4+1 / 3+1 ; Base DC = 16 + Spell Level): 0 - cure minor wounds (3), guidance (2), virtue; 1st - cure light wounds (2), divine favor, entropic shield, * protection from chaos, shield of faith; 2nd - * calm emotions, cure moderate wounds (2), hold person (2), silence, spiritual weapon; 3rd - cure serious wounds (2), dispel magic, magic circle against evil, * magic vestment; 4th - discern lies, divine power, greater magic weapon, * order's wrath, restoration; 5th - break enchantment, * flame strike. 


Spellbook: 0 - acid splash, arcane mark, dancing lights, detect magic, detect poison, disrupt undead, flare, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st - comprehend languages, enlarge person, expeditious retreat, feather fall, lesser sonic orb, mage armor, magic missile, magic weapon, protection from chaos, protection from evil, ray of enfeeblement, shield, true strike; 2nd – alter self, bear's endurance, blindness/deafness, bull's strength, cat's grace, continual flame, darkness, eagle's splendor, false life, flaming sphere, fox's cunning, ghoul touch, glitterdust, Melf’s acid arrow, owl's wisdom, rope trick, scorching ray, spectral hand, spider climb; 3rd - blink, daylight, dispel magic, explosive runes, fireball, fly, gaseous form, haste, keen edge, lightning bolt, magic circle against chaos, magic circle against evil, nondetection, protection from energy, ray of exhaustion; 4th - arcane eye, bestow curse, Evard’s black tentacles, dimension door, dimensional anchor, enervation, fear, fire trap, lesser globe of invulnerability, minor creation, polymorph, remove curse, shout, solid fog, stoneskin, wall of fire, wall of ice, zone of revelation; 5th - baleful polymorph, blight, break enchantment, cloudkill, cone of cold, dismissal, interposing hand, Mordenkainen's private sanctum, magic jar, major creation, teleport, wall of force, waves of fatigue; 6th - acid fog, antimagic field, mass bear's endurance, mass bull's strength, chain lightning, circle of death, contingency, dispel magic, greater, eyebite, flesh to stone, forceful hand, legend lore, Mordenkainen's lucubration, probe thoughts, stone to flesh, Mordenkainen’s transformation, true seeing, undeath to death; 7th - greater arcane sight, banishment, delayed blast fireball, energy immunity, finger of death, forcecage, instant summons, limited wish, Mordenkainen's sword, mass teleport, prismatic spray, spell turning, symbol of weakness, greater teleport, teleport object, waves of exhaustion. 

* - Bonus / Domain Spell; Deity: Heironeous; Domains: Law – Vrianian casts law spells at +1 caster level. War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Prohibited Schools: Enchantment, Illusion. 

Commandant Magnus Vrianian is tall and gaunt, with deep-set, piercing eyes and jet-black hair.  Something in the way he looks at people suggests that he realizes just how insignificant the race of humanity truly is in the cosmos, as he has traveled to many outer planes of existence and seen things in his life that no mortal ever should have been exposed to.  There is a look of sorrowful contemplation in his demeanor, and he is a man of few words.  In many ways, Vrianian is a direct opposite of Petros.  While Petros is a warrior in the service of Heironeous who keeps physically fit and ready for battle, Vrianian is a bookish, uncharismatic, spell slinger with more of an eye to metaphysics and the nature of the cosmos than the welfare of people.  While Petros is insightful in the ways of people and relates well to his subordinates and equals, Vrianian cannot fathom the importance of speaking directly to anyone on this plane.  After numerous encounters with extraplanar enemies and allies alike, Vrianian has lost touch with what makes him human. (description created by Jenna and Michael Moore). 

Special Constable Ferrule Garde: male human Rog2/Rgr8/Justicar4; CR 14; medium humanoid; HD 2d6+8d8+4d10; hp 91; Init +5; Spd 30 ft; AC 29, flat-footed 24, touch 17; Base Atk +13; Grp +14 (+16); Atk +20 ranged (1d8+6/19-20x3, +3 composite axiomatic seeking longbow (+3)) or +17 melee (1d8+5/17-20, +2 keen defending longsword); Full Atk +20/+15/+10 ranged (1d8+6/19-20x3, +3 composite axiomatic seeking longbow (+3)) or +17/+12/+7 melee (1d8+5/17-20, +2 keen defending longsword); SA Sneak Attack +3d6; SQ Evasion, trapfinding; AL LN; SV Fort +12, Ref +17, Will +18; Str 12 (16), Dex  16 (20), Con 10, Int 14 (18), Wis 16, Cha 12 (16).


Skills and Feats: Balance +6, Bluff +17, Diplomacy +11, Disable Device +14, Disguise +16, Forgery +10, Gather Information +16, Heal +5, Hide +14, Intimidate +4, Jump +4, Knowledge (local - Sheldomar Valley Metaregion) +8, Knowledge (religion) +7, Listen +4, Move Silently +14, Open Lock +7, Ride +8, Search +19, Sense Motive +13, Speak Language +1, Spellcraft +9, Spot +14, Survival +6, Swim +4, Tumble +9, Use Magic Device +13; Deceitful, Improved Critical (Longbow), Leadership, Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Gather Information), Track. 


Possessions: amulet of natural armor +2, vest of resistance +3, belt of giant strength +4, boots of speed, +2 glamered mithral breastplate, +2 mithral buckler, cloak of charisma +4,  gloves of dexterity +4, headband of intellect +4, +3 composite axiomatic seeking longbow (+3), +2 keen defending longsword, traveler's outfit, ring of mind shielding, ring of protection +2.


Spells Prepared: (2/1; Base DC = 13 + Spell Level): 1st – detect poison x2; 2nd – owl’s wisdom. 

Ferrule Garde is the premier Special Constable in Gran March. Special Constables are hired investigators trained in the investigation of extraordinary crimes and the apprehension of difficult criminals. They operate in a guild-like structure where members take on individual assignments but can call on the resources of the membership when necessary. Garde has an exclusive contract with the Commandant to investigate any and all incidents that the Commandant feels is important. Thus, he is the de facto chief law enforcement officer of Gran March. If asked, Garde will say his vast array of gear comes from all of the criminals he has apprehended over the years. Garde is in his forties, has grey eyes, and has brown and gray hair down to his shoulders. He is 74 inches tall and weighs 190 pounds.

(This stat block is abbreviated to show what is available to Garde for this adventure; it does not contain the entirety of his information.)
Appendix Two – APL 2 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female human Rog1; CR 1; medium humanoid (Human); HD 1d6 (+2); hp 6 (8); Init +7; Spd 30 ft.; AC 17, flat-footed 14, touch 13; Base Atk +0; Grp +1; Atk +2 melee (1d4+1/19-20, masterwork dagger) or +4 ranged (1d4+1/19-20, thrown masterwork dagger); Full Atk +2 melee (1d4+1/19-20, masterwork dagger) or +4 ranged (1d4+1/19-20, thrown masterwork dagger); SA Poison, Sneak Attack +1d6; SQ Trapfinding; AL LE; SV: Fort +0 (+2), Ref +5, Will -1; Str 12, Dex 16, Con 10 (14), Int 13, Wis 9, Cha 14.


Skills and Feats: Bluff +9, Climb +5, Diplomacy +4, Disguise +6, Hide +7, Knowledge (local [Sheldomar Valley Metaregion]) +3, Listen +3, Open Lock +5, Sense Motive +3, Sleight of Hand +7, Spot +3; Improved Initiative, Light Armor Proficiency, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her dagger coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials that are not on the weapon, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


Possessions: vial of antitoxin, 2 vials of black adder venom, masterwork dagger, mithral shirt, peasant's outfit, potion of bear's endurance, potion of undetectable alignment.

Encounter Eight: Fight or Flight

Red Arrow Thugs (4): male human Ftr1; CR 1; medium humanoid (human); HD 1d10+3; hp 10; Init +3 (Dex); Spd 30 ft. AC 16, touch 13, flat-footed 13; Base Atk +1; Grp +1; Atk +1 melee (1d6+1/ 18-20, rapier) or +5 ranged (1d8+1/x3, masterwork composite longbow (+1)), Full Atk +1 melee (1d6+1/ 18-20, rapier) or +5 ranged (1d8+1/x3, masterwork composite longbow (+1)) or +3/+3 (1d8+1/x3, masterwork composite longbow (+1)); SA Poison; AL NE; SV Fort +5, Ref +3, Will -1; Str 12, Dex 16, Con 16, Int 12, Wis 8, Cha 8. 


Skills and Feats: Climb +2, Disguise +3, Hide +5 (+10), Jump +2, Listen -1, Move Silently +5, Spot +1; Point Blank Shot, Precise Shot, Rapid Shot.


Poison: Each thug has his arrows and rapier coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. 

Possessions: masterwork studded leather armor (each), rapier (each), masterwork composite longbow (+1) (each), 10 arrows (each), symbol of Hextor (one); vial of antitoxin and elixir of hiding (each), taken before combat.


Physical Description: All wear black armor, with black bandanas hiding their faces except for the eyes. The leader wears a symbol of Hextor.

Appendix Three – APL 4 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female human Rog3; CR 3; medium humanoid; HD (3d6) (+6); hp 13 (19); Init +7; Spd 30 ft.; AC 17, flat-footed 14, touch 13; Base Atk +2; Grp +3; Atk +4 melee (1d4+2/19-20, +1 dagger) or +6 ranged (1d4+2/19-20, thrown +1 dagger) or +4 melee (1d4+1/19-20, masterwork dagger) or +6 ranged (1d4+1/19-20, thrown masterwork dagger); Full Atk +4 melee (1d4+2/19-20, +1 dagger) or +6 ranged (1d4+2/19-20, thrown +1 dagger) or +4 melee (1d4+1/19-20, masterwork dagger) or +6 ranged (1d4+1/19-20, thrown masterwork dagger); SA Poison, Sneak Attack +2d6; SQ Evasion (Ex),Trap Sense (Ex) +1, Trapfinding; AL: LE; SV: Fort +1 (+3), Ref +6, Will +0; Str 12, Dex 16, Con 10 (14), Int 13, Wis 9, Cha 14.


Skills and Feats: Bluff +11, Climb +5, Diplomacy +10, Disguise +10, Hide +9, Intimidate +4, Knowledge (local [Sheldomar Valley Metaregion]) +5, Listen +5, Move Silently +6, Open Lock +4, Sense Motive +5, Sleight of Hand +11, Spot +5; Combat Expertise, Improved Initiative, Light Armor Proficiency, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her +1 dagger coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials that are not on the weapon, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Possessions: +1 dagger, vial of antitoxin, 2 masterwork daggers, mithral shirt, peasant's outfit, potion of bear's endurance, potion of undetectable alignment, 2 vials of black adder venom.

Encounter Eight: Fight or Flight

Red Arrow Thugs (4), male human Ftr3; CR 3; Medium Humanoid (Human); HD 3d10+9; hp 29; Init +3 (Dex); Spd 30 ft. AC 17, touch 13, flat-footed 14;Base Atk +3; Grp +3; Atk +4 melee (1d6/18-20, rapier) or +8 ranged (1d8, masterwork composite longbow (+1)), Full Atk +2 melee (1d6/18-20, rapier) or +8 ranged (1d8, masterwork composite longbow (+1)) or +6/+6 (1d8+1/x3, masterwork composite longbow (+1)); SA Poison; AL NE; SV Fort +7, Ref +5, Will +0; Str 12, Dex 16, Con 16, Int 12, Wis 8, Cha 8. 


Skills and Feats: Climb +3, Disguise +4, Hide +6 (+11), Jump +3, Listen +1, Move Silently +6 (+12), Spot +4; Alertness, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (composite longbow).


Poison: Each thug has his arrows and rapier coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. 

Possessions: +1 studded leather armor (each), rapier (each), masterwork composite longbow (+1)  (each), 10 arrows (each), symbol of Hextor (one); dust of tracelessness (each); 1 vial of antitoxin, 1 potion of protection from arrows 15/magic (each), 1 potion of spider climb (each), 1 elixir of sneaking (each), and 1 elixir of hiding (each), taken before combat.


Physical Description: All wear black armor, with black bandanas hiding their faces except for the eyes. The leader wears a symbol of Hextor.
Appendix Four – APL 6 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female human Rog5/Asn1; CR 6; medium humanoid; HD 6d6 (+12); hp 27 (39); Init +8; Spd 30 ft.; AC 20, flat-footed 20, touch 15; Base Atk +3; Grp +4; Atk +5 melee (1d4+2/19-20, +1 dagger) or +8 ranged (1d4+2/19-20, thrown +1 dagger) or +5 melee (1d4+1/19-20, masterwork dagger) or +8 ranged (1d4+1/19-20, thrown masterwork dagger); Full Atk +5 melee (1d4+2/19-20, +1 dagger) or +8 ranged (1d4+2/19-20, thrown +1 dagger) or +5 melee (1d4+1/19-20, masterwork dagger) or +8 ranged (1d4+1/19-20, thrown masterwork dagger); SA: Death Attack (DC 12), Poison, Poison Use, Sneak Attack +4d6; SQ Evasion, Trap Sense +1, Trapfinding, Uncanny Dodge (Dex bonus to AC); AL LE; SV: Fort +3 (+5), Ref +12, Will +2; Str 12, Dex 18, Con 10 (14), Int 13, Wis 10, Cha 14.


Skills and Feats: Balance +7, Bluff +13, Climb +5, Diplomacy +10, Disguise +12, Hide +12, Intimidate +5, Jump +3, Knowledge (local –Sheldomar Valley Metaregion) +5, Listen +8, Move Silently +12, Open Lock +5, Sense Motive +8, Sleight of Hand +14, Spot +8, Tumble +9; Combat Expertise, Improved Feint, Improved Initiative, Light Armor Proficiency, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her +1 dagger coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials that are not on the weapon, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Possessions: +1 dagger, gloves of dexterity +2, amulet of natural armor +1, vial of antitoxin, cloak of resistance +2, 2 masterwork daggers, mithral shirt, peasant's outfit, potion of bear's endurance, potion of undetectable alignment, ring of protection +1, 2 vials of black adder poison.


Assassin Spells Known: ( 1 ): 1st - jump, true strike. 

Encounter Eight: Fight or Flight

Red Arrow Rogues (4): Human Ftr5; CR 5; Medium; HD 5d10+15; hp 48; Init +3; Spd 30 ft. AC 17, touch 13, flat-footed 14; Base Atk +5; Grp +5; Atk  +6 melee (1d6/18-20, rapier) or +10 ranged (1d8+1/x3, masterwork composite longbow (+1)), Full Atk +6 melee (1d6/18-20, rapier) or +10 ranged (1d8+1/x3, masterwork composite longbow (+1)) or +8/+8 (1d8+1/x3, masterwork composite longbow (+1)); AL NE; SV Fort +4, Ref +7, Will +0; Str 12, Dex 17, Con 16, Int 12, Wis 8, Cha 8. 


Skills and Feats: Climb +4, Disguise +5, Hide +7 (+12), Jump +4, Listen +2, Move Silently +7 (+12), Spot +5; Alertness, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (composite longbow), Weapon Specialization (composite longbow).


Poison: Each thug has his arrows and rapier coated with black adder venom (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. 

Possessions: +1 studded leather armor (each), masterwork rapier (each), masterwork composite longbow (+1) (each), 10 arrows (each), symbol of Hextor (one); 1 vial of antitoxin, 1 potion of protection from arrows 15/magic (each), 1 potion of spider climb, 1 elixir of hiding (each), taken before combat.


Physical Description: All wear black armor, with black bandanas hiding their faces except for the eyes. The leader wears a symbol of Hextor.

Appendix Five – APL 8 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female vampire Rog5/Asn1; CR 8; medium undead; HD 6d12; hp 54; Init +10; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +3; Grp +7; Atk +7 melee (1d6+4 + energy drain + poison, slam) or +8 melee (1d4+5/19-20, +1 dagger) or +10 ranged (1d4+5/19-20, thrown +1 dagger) or +8 melee (1d4+4/19-20, masterwork dagger) or +10 ranged (1d4+4/19-20, masterwork thrown dagger); Full Atk +7 melee (1d6+4 + energy drain + poison, slam) or +8 melee (1d4+5/19-20, +1 dagger) or +10 ranged (1d4+5/19-20, thrown +1 dagger) or +8 melee (1d4+4/19-20, masterwork dagger) or +10 ranged (1d4+4/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 13), Dominate (DC14), Energy Drain, Poison, Poison Use, Sneak Attack +4d6; SQ Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +3, Ref +16, Will +4; Str 18, Dex 23, Con *, Int 14, Wis 12, Cha 18.


Skills and Feats: Balance +9, Bluff +23, Climb +8, Diplomacy +12, Disguise +14, Hide +22, Intimidate +7, Jump +6, Knowledge (local [Sheldomar Valley Metaregion]) +6, Listen +19, Move Silently +22, Open Lock +7, Search +10, Sense Motive +17, Sleight of Hand +16, Spot +19, Tumble +11; Alertness, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with sassone leaf residue (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials available, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 dagger, ring of protection +2, amulet of natural armor +1, vial antitoxin, cloak of resistance +2, 2 masterwork daggers, gloves of dexterity +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment.

Assassin Spells Known: ( 1 ): 1st - jump, true strike. 

Encounter Ten: What Does My Mind Spy?

Jaskareska: male doppelganger Sor3/Mindspy4; CR 10; medium monstrous humanoid; HD 8d8+3d4+22; hp 73; Init +2; Spd 30 ft.; AC 21, flat-footed 19, touch 17; Base Atk +9; Grp +12; Atk +12 melee (1d6+4, +1 sickle) or +12 melee (1d6+3, slam); Full Atk +12/+7 melee (1d6+4, +1 sickle) or +10/+10/+5 melee (1d6+4, both +1 sickles) or +12 melee (1d6+3, slam); SA Anticipate (+4 insight bonus to AC and attacks); SQ Change Shape, Combat Telepathy, Darkvision 60 ft., Detect Thoughts, Faster Mindscan, Instant Mindscan, Multiple Surface Thoughts (+2 people), Spherical Detect Thoughts, Summon Familiar; AL N; SV Fort +5, Ref +8, Will +12; Str 16, Dex 15, Con 14, Int 14, Wis 12, Cha 18.


Skills and Feats: Bluff +19, Concentration +13, Diplomacy +8, Disguise +13, Intimidate +6, Listen +6, Sense Motive +10, Spot +2; Combat Expertise, Improved Feint, Simple Weapon Proficiency, Two Weapon Fighting, Weapon Focus (sickle). 


Detect Thoughts (Su): A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.


Change Shape (Su): A doppelganger can assume the shape of any Small or Medium humanoid. In humanoid form, the doppelganger loses its natural attacks. A doppelganger can remain in its humanoid form until it chooses to assume a new one. A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed. A true seeing spell or ability reveals its natural form.


Skills: A doppelganger has a +4 racial bonus on Bluff and Disguise checks. When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks. If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Anticipate (Su): Because she is reading her foe’s thoughts, a mindspy knows where she needs to block and how she needs to dodge before an attack from the foe arrives In addition, a mindspy can detect weak points in a foe’s defense by observing her enemy’s thoughts. At 1st level, a mindspy can add 1 point of Charisma bonus (if any) per mindspy class level as a bonus to her Armor Class against attacks from a foe whose surface thoughts she is detecting (if the normal 3 rounds passes and the target fails its Will save) as well as an insight bonus on attack rolls against any foe whose surface thoughts she is detecting. If a mindspy is caught flat-footed or is otherwise denied her Dexterity bonus, she also loses this insight bonus to her Armor Class.


Combat Telepathy (Su): By reading her opponents’ surface thoughts, a mindspy can anticipate their every move. She can make a Concentration check (10 + damage taken during the previous round) at the beginning of her turn. If the mindspy succeeds, she can maintain concentration on detect thoughts as a free action. If the mindspy casts a spell or uses another spell-like ability, detect thoughts ends.


Spherical Detect Thoughts (Su): A mindspv can widen the area of her detect thoughts spell or ability into a sphere centered on her, rather than a cone. The radius of the sphere is equal to the length of the cone.


Faster Mindscan (Su): By 2nd level, a mindspy has become adept at tuning into others’ thoughts quickly. In the round when she activates detect thoughts, she detects the presence or absence of thoughts and the Intelligence score of each thinking mind in the area. In the next round, she detects the surface thoughts of any one mind in the area.


Multiple Surface Thoughts (Su): A mindspy of 3rd level or higher can simultaneously detect the surface thoughts of any who creatures who fail their Will saves. This means that she gains anticipate bonuses against both of them. Once per round as a free action, she can choose new minds to listen in on. At 5th level, a mindspy can simultaneously detect the surface thoughts of four creatures.


Instant Mindscan (Su): At 4th level and higher, a mindspy can enter her enemies’ minds at the speed of thought. She gains all he information from detect thoughts (presence or absence of minds, Intelligence scores, and surface thoughts) in the same round when she activates the spell or ability. The mindspy’s enemies still get Will saves to keep their surface thoughts secret.


Possessions: 2 +1 sickles, ring of protection +1, amulet of natural armor +2, courtier's outfit, ring of feather falling.


Sorcerer Spells Known: ( 6 / 6 : DC = 14 + spell level ): 0 - detect magic, light, mage hand, message, read magic; 1st - expeditious retreat, mage armor, magic missile.

Drow Crossbowmen: male elf (drow) Ftr5; CR 6; medium humanoid (drow); HD 5d10+5; hp 41; Init +4; Spd 30 ft.; AC 20, flat-footed 16, touch 14; Base Atk +5; Grp +5; Atk +11 ranged (1d8+1/17-20, +1 keen light crossbow) or +6 melee (1d6+2/15-20, +1 keen rapier); Full Atk +11 ranged (1d8+1/17-20, +1 keen light crossbow) or +6 melee (1d6+2/15-20, +1 keen rapier); SA Poison; SQ SR 17, +2 racial bonus on Will saves against spells and spell-like abilities., +2 racial saving throw bonus against enchantment spells or effects., An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it., Immunity to magic sleep effects., Light Blindness, Darkvision (120 ft.); AL CE; SV Fort +5, Ref +5, Will +1; Str 12, Dex 19, Con 12, Int 14, Wis 10, Cha 12.


Skills and Feats: Climb +9, Intimidate +9, Jump +9, Listen +2, Ride +7, Search +4, Spot +2; Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Point Blank Shot, Precise Shot, Rapid Reload (light crossbow), Rapid Shot, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (light crossbow). 


Poison: Each drow has his arrows and rapier coated with drow poison (DC 13, unconsciousness / unconsciousness for 2d4 hours). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. 

Spell-like Abilities: dancing lights (1/day: DC 10), darkness (1/day DC 10), faerie fire (1/day: DC 10).


Possessions: +1 keen light crossbow, +1 keen rapier, +1 mithral buckler, 10 masterwork crossbow bolts, mithral shirt, courtier's outfit, potion of bear's endurance, potion of invisibility.
Appendix Six – APL 10 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female vampire Rog5/Asn3; CR 10; medium undead; HD 8d12; hp 72; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +5; Grp +9; Atk +9 melee (1d6+4 + energy drain + poison, slam) or +11 melee (1d4+6/19-20, +1 assassin's dagger) or +14 ranged (1d4+6/19-20, thrown +1 assassin's dagger) or +10 melee (1d4+5/19-20, +1 dagger) or +13 ranged (1d4+5/19-20, thrown +1 dagger) or +10 melee (1d4+4/19-20, masterwork dagger) or +13 ranged (1d4+4/19-20, masterwork thrown dagger); Full Atk +9 melee (1d6+4 + energy drain + poison, slam) or +11 melee (1d4+6/19-20, +1 assassin's dagger) or +14 ranged (1d4+6/19-20, thrown +1 assassin's dagger) or +10 melee (1d4+5/19-20, +1 dagger) or +13 ranged (1d4+5/19-20, thrown +1 dagger) or +10 melee (1d4+4/19-20, masterwork dagger) or +13 ranged (1d4+4/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 15), Dominate (DC14), Energy Drain, Poison, Poison Use, Sneak Attack +5d6; SQ +1 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +4, Ref +18, Will +5; Str 18, Dex 24, Con *, Int 14, Wis 12, Cha 18.


Skills and Feats: Balance +12, Bluff +25, Climb +8, Diplomacy +12, Disguise +16, Hide +25, Intimidate +7, Jump +6, Knowledge (local [Sheldomar Valley Metaregion]) +6, Listen +21, Move Silently +25, Open Lock +8, Search +10, Sense Motive +19, Sleight of Hand +17, Spot +19, Tumble +12; Alertness, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with sassone leaf residue (DC 11, 1d6 Con / 1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials available, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, +1 dagger, amulet of natural armor +1, vial of antitoxin, cloak of resistance +2, 2 masterwork daggers, gloves of dexterity +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2.


Assassin Spells Known: (3/1): 1st - disguise self, jump, true strike; 2nd - alter self, undetectable alignment. 

Encounter Ten: What Does My Mind Spy?

Jaskareska: male doppelganger Sor4/Mindspy5; CR 12; Medium Monstrous Humanoid (Shapechanger); HD 9d8+4d4+39; hp 98; Init +3; Spd 30 ft.; AC 23, flat-footed 20, touch 19; Base Atk +11; Grp +14; Atk +14 melee (1d6+4, +1 sickle) or +14 melee (1d6+3, slam); Full Atk +14/+9/+4 melee (1d6+4, +1 sickle) or +12/+12/+7/+2 melee (1d6+4, both +1 sickles) or +14 melee (1d6+3, slam); SA Anticipate (+5 insight bonus to AC and attacks); SQ Change Shape, Combat Telepathy, Darkvision 60 ft., Detect Thoughts, Faster Mindscan, Instant Mindscan, Multiple Surface Thoughts (+2 people), Spherical Detect Thoughts, Summon Familiar; AL N; SV Fort +8, Ref +11, Will +15; Str 16, Dex 16, Con 16, Int 14, Wis 12, Cha 20.


Skills and Feats: Bluff +23, Concentration +17, Diplomacy +9, Disguise +14, Intimidate +8, Listen +6, Sense Motive +11, Spot +2; Combat Expertise, Improved Feint, Simple Weapon Proficiency, Two Weapon Defense, Two Weapon Fighting, Weapon Focus (sickle). 


Detect Thoughts (Su): A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.


Change Shape (Su): A doppelganger can assume the shape of any Small or Medium humanoid. In humanoid form, the doppelganger loses its natural attacks. A doppelganger can remain in its humanoid form until it chooses to assume a new one. A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed. A true seeing spell or ability reveals its natural form.


Skills: A doppelganger has a +4 racial bonus on Bluff and Disguise checks. When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks. If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Anticipate (Su): Because she is reading her foe’s thoughts, a mindspy knows where she needs to block and how she needs to dodge before an attack from the foe arrives In addition, a mindspy can detect weak points in a foe’s defense by observing her enemy’s thoughts. At 1st level, a mindspy can add 1 point of Charisma bonus (if any) per mindspy class level as a bonus to her Armor Class against attacks from a foe whose surface thoughts she is detecting (if the normal 3 rounds passes and the target fails its Will save) as well as an insight bonus on attack rolls against any foe whose surface thoughts she is detecting. If a mindspy is caught flat-footed or is otherwise denied her Dexterity bonus, she also loses this insight bonus to her Armor Class.


Combat Telepathy (Su): By reading her opponents’ surface thoughts, a mindspy can anticipate their every move. She can make a Concentration check (10 + damage taken during the previous round) at the beginning of her turn. If the mindspy succeeds, she can maintain concentration on detect thoughts as a free action. If the mindspy casts a spell or uses another spell-like ability, detect thoughts ends.


Spherical Detect Thoughts (Su): A mindspv can widen the area of her detect thoughts spell or ability into a sphere centered on her, rather than a cone. The radius of the sphere is equal to the length of the cone.


Faster Mindscan (Su): By 2nd level, a mindspy has become adept at tuning into others’ thoughts quickly. In the round when she activates detect thoughts, she detects the presence or absence of thoughts and the Intelligence score of each thinking mind in the area. In the next round, she detects the surface thoughts of any one mind in the area.


Multiple Surface Thoughts (Su): A mindspv of 3rd level or higher can simultaneously detect the surface thoughts of any who creatures who fail their Will saves. This means that she gains anticipate bonuses against both of them. Once per round as a free action, she can choose new minds to listen in on. At 5th level, a mindspy can simultaneously detect the surface thoughts of four creatures.


Instant Mindscan (Su): At 4th level and higher, a mindspy can enter her enemies’ minds at the speed of thought. She gains all he information from detect thoughts (presence or absence of minds, Intelligence scores, and surface thoughts) in the same round when she activates the spell or ability. The mindspy’s enemies still get Will saves to keep their surface thoughts secret.


Possessions: 2 +1 sickles, pink ioun stone, amulet of natural armor +2, cloak of charisma +2, courtier's outfit, ring of feather falling, ring of protection +1, vest of resistance +2.


Sorcerer Spells Known: (6/7/4: DC = 15 + spell level): 0 - detect magic, light, mage hand, message, read magic, resistance; 1st - expeditious retreat, mage armor, magic missile; 2nd – glitterdust. 

Drow Crossbowmen: male elf (drow) Ftr7; CR 8; medium humanoid; HD (7d10)+7; hp 57; Init +5; Spd Walk 30 ft.; AC 21, flat-footed 16, touch 15; Base Atk +7; Grp +7; Atk +14 ranged (1d8+1/17-20, +1 keen light crossbow) or +8 melee (1d6+2/15-20, +1 keen rapier); Full Atk +14/+9 ranged (1d8+1/17-20, +1 keen light crossbow) or +8/+3 melee (1d6+2/15-20, +1 keen rapier); SA: +2 racial bonus on Will saves against spells and spell-like abilities., +2 racial saving throw bonus against enchantment spells or effects., An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it., Immunity to magic sleep effects., Light Blindness, Darkvision (120 ft.), Normal; AL CE; SV: Fort +6, Ref +7, Will +2; Str 12, Dex 21, Con 12, Int 14, Wis 10, Cha 12.


Skills and Feats: Climb +11, Intimidate +11, Jump +11, Listen +2, Ride +10, Search +4, Spot +2; Heavy Armor Proficiency, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Point Blank Shot, Precise Shot, Power Critical (light crossbow), Rapid Reload (light crossbow), Rapid Shot, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (light crossbow), Weapon Specialization (light crossbow). 


Spell-like Abilities: dancing lights (1/day: DC 10), darkness (1/day DC 10), faerie fire (1/day: DC 10).


Power Critical [Fighter] (Feat from Complete Warrior): Choose one weapon, such as a longsword or greataxe. With that weapon, you know how to hit where it hurts:


Prerequisites: Weapon Focus with weapon, base attack bonus +4.


Benefit: When using the weapon you selected, you gain a +4 on the roll to confirm a threat.


Special: A fighter may select Power Critical as one of his fighter bonus feats.

You can gain Power Critical multiple times. Each time you take the feat, it may be with a different weapon or the same weapon. If you take it with the same weapon, the effects of the feats stack (Complete Warrior, p. 103).


Possessions: +1 keen light crossbow, lesser bracers of archery, +1 keen rapier, +1 mithral buckler, masterwork crossbow 10 bolts, gloves of dexterity +2, mithral shirt, courtier's outfit, potion of bear's endurance, potion of invisibility, quiver of Ehlonna.

Appendix Seven – APL 12 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female vampire Rog5/Asn5; CR 12; Medium Undead; HD 10d12; hp 90; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +6; Grp +12; Atk +12 melee (1d6+6 + energy drain + poison, slam) or +14 melee (1d4+8/19-20, +1 assassin's dagger) or +15 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +13 melee (1d4+7/19-20, +1 dagger) or +14 ranged (1d4+7/19-20, thrown +1 dagger) or +13 melee (1d4+6/19-20, masterwork dagger) or +14 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +9 melee (1d6+6 + energy drain + poison, slam) or +14/+9 melee (1d4+8/19-20, +1 assassin's dagger) or +15/+10 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +13/+8 melee (1d4+7/19-20, +1 dagger) or +14/+9 ranged (1d4+7/19-20, thrown +1 dagger) or +13/+8 melee (1d4+6/19-20, masterwork dagger) or +14/+9 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 18), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +6d6; SQ +2 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 14th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +4, Ref +19, Will +5; Str 22, Dex 24, Con *, Int 16, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +25, Climb +10, Diplomacy +12, Disguise +16, Hide +25, Intimidate +7, Jump +8, Knowledge (local [Sheldomar Valley Metaregion]) +7, Listen +21, Move Silently +25, Open Lock +8, Search +11, Sense Motive +19, Sleight of Hand +19, Spot +21, Tumble +17; Alertness, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with sassone leaf residue (DC 11, 1d6 Con/1d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials available, however.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision 60 ft.; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.

Assassin Spells Known: ( 4 / 3 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, pass without trace, undetectable alignment.
Encounter Ten: What Does My Mind Spy?

Jaskareska: male doppelganger Sor6/Mindspy5; CR 14; Medium Monstrous Humanoid (Shapechanger); HD 9d8+6d4+45; hp 109; Init +4; Spd 30 ft.; AC 25, flat-footed 21, touch 21; Base Atk +12; Grp +15; Atk +15 melee (1d6+4, +1 sickle) or +15 melee (1d6+3, slam); Full Atk +15/+10/+5 melee (1d6+4, +1 sickle) or +13/+13/+8/+3 melee (1d6+4, both +1 sickles) or +15 melee (1d6+3, slam); SA Anticipate (+5 insight bonus to AC and attacks); SQ Change shape, combat telepathy, darkvision 60 ft., detect thoughts, faster mindscan, instant mindscan, multiple surface thoughts (+2 people), spherical detect thoughts, summon familiar; AL TN; SV Fort +9, Ref +13, Will +16; Str 16, Dex 18, Con 16, Int 14, Wis 12, Cha 22.


Skills and Feats: Bluff +24, Concentration +17, Diplomacy +10, Disguise +17, Intimidate +9, Listen +6, Sense Motive +12, Spellcraft +4, Spot +2; Combat Expertise, Combat Reflexes, Improved Feint, Simple Weapon Proficiency, Two Weapon Defense, Two Weapon Fighting, Weapon Focus (sickle). 


Detect Thoughts (Su): A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.


Change Shape (Su): A doppelganger can assume the shape of any Small or Medium humanoid. In humanoid form, the doppelganger loses its natural attacks. A doppelganger can remain in its humanoid form until it chooses to assume a new one. A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed. A true seeing spell or ability reveals its natural form.


Skills: A doppelganger has a +4 racial bonus on Bluff and Disguise checks. When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks. If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Anticipate (Su): Because she is reading her foe’s thoughts, a mindspy knows where she needs to block and how she needs to dodge before an attack from the foe arrives In addition, a mindspy can detect weak points in a foe’s defense by observing her enemy’s thoughts. At 1st level, a mindspy can add 1 point of Charisma bonus (if any) per mindspy class level as a bonus to her Armor Class against attacks from a foe whose surface thoughts she is detecting (if the normal 3 rounds passes and the target fails its Will save) as well as an insight bonus on attack rolls against any foe whose surface thoughts she is detecting. If a mindspy is caught flat-footed or is otherwise denied her Dexterity bonus, she also loses this insight bonus to her Armor Class.


Combat Telepathy (Su): By reading her opponents’ surface thoughts, a mindspy can anticipate their every move. She can make a Concentration check (10 + damage taken during the previous round) at the beginning of her turn. If the mindspy succeeds, she can maintain concentration on detect thoughts as a free action. If the mindspy casts a spell or uses another spell-like ability, detect thoughts ends.


Spherical Detect Thoughts (Su): A mindspv can widen the area of her detect thoughts spell or ability into a sphere centered on her, rather than a cone. The radius of the sphere is equal to the length of the cone.


Faster Mindscan (Su): By 2nd level, a mindspy has become adept at tuning into others’ thoughts quickly. In the round when she activates detect thoughts, she detects the presence or absence of thoughts and the Intelligence score of each thinking mind in the area. In the next round, she detects the surface thoughts of any one mind in the area.


Multiple Surface Thoughts (Su): A mindspv of 3rd level or higher can simultaneously detect the surface thoughts of any who creatures who fail their Will saves. This means that she gains anticipate bonuses against both of them. Once per round as a free action, she can choose new minds to listen in on. At 5th level, a mindspy can simultaneously detect the surface thoughts of four creatures.


Instant Mindscan (Su): At 4th level and higher, a mindspy can enter her enemies’ minds at the speed of thought. She gains all he information from detect thoughts (presence or absence of minds, Intelligence scores, and surface thoughts) in the same round when she activates the spell or ability. The mindspy’s enemies still get Will saves to keep their surface thoughts secret.


Possessions: 2 +1 sickles, gloves of dexterity +2, pink ioun stone, amulet of natural armor +2, cloak of charisma +4, courtier's outfit, ring of feather falling, ring of protection +1, vest of resistance +2

Sorcerer Spells Known: ( 6 / 8 / 7 / 4 : DC = 16 + spell level ): 0 - detect magic, light, mage hand, message, read magic, resistance; 1st - enlarge person, expeditious retreat, mage armor, magic missile; 2nd - flaming sphere, glitterdust; 3rd - lightning bolt; 

Drow Crossbowmen: male elf (drow) Ftr9; CR 10; medium humanoid; HD 9d10+9; hp 73; Init +6; Spd 30 ft.; AC 22, flat-footed 16, touch 16; Base Atk +9; Grp +9; Atk +18 ranged (1d8+1/15-20, +1 keen human bane light crossbow) or +10 melee (1d6+2/15-20, +1 keen rapier) ; Full Atk +18/+13 ranged (1d8+1/15-20, +1 keen human bane light crossbow) or +10/+5 melee (1d6+2/15-20, +1 keen rapier); SA: +2 racial bonus on Will saves against spells and spell-like abilities., +2 racial saving throw bonus against enchantment spells or effects., An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it., Immunity to magic sleep effects., Light Blindness, Darkvision (120 ft.), Normal; AL CE; SV: Fort +7, Ref +9, Will +3; Str 12, Dex 22, Con 12, Int 14, Wis 10, Cha 12.


Skills and Feats: Climb +13, Intimidate +13, Jump +13, Listen +2, Ride +13, Search +4, Spot +2; Greater Weapon Focus (light crossbow), Heavy Armor Proficiency, Improved Critical (light crossbow), Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Point Blank Shot, Power Critical (light crossbow), Precise Shot, Rapid Reload (light crossbow), Rapid Shot, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (light crossbow), Weapon Specialization (light crossbow). 


Spell-like Abilities: dancing lights (1/day: DC 10), darkness (1/day DC 10), faerie fire (1/day: DC 10).


Power Critical [Fighter] (Feat from Complete Warrior): Choose one weapon, such as a longsword or greataxe. With that weapon, you know how to hit where it hurts:


Prerequisites: Weapon Focus with weapon, base attack bonus +4.


Benefit: When using the weapon you selected, you gain a +4 on the roll to confirm a threat.


Special: A fighter may select Power Critical as one of his fighter bonus feats.

You can gain Power Critical multiple times. Each time you take the feat, it may be with a different weapon or the same weapon. If you take it with the same weapon, the effects of the feats stack (Complete Warrior, p. 103).

Possessions: +1 keen human bane light crossbow, +1 keen rapier, +1 mithral buckler, masterwork crossbow, 10 bolts, gloves of dexterity +2, lesser bracers of archery, mithral shirt, courtier's outfit, potion of bear's endurance, potion of invisibility, quiver of Ehlonna,

Appendix Eight – APL 14 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female human Rog5/Asn7; CR 14; medium undead; HD 12d12; hp 108; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +8; Grp +14; Atk +14 melee (1d6+6 + energy drain + poison, slam) or +16 melee (1d4+8/19-20, +1 assassin's dagger) or +17 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +15 melee (1d4+7/19-20, +1 dagger) or +16 ranged (1d4+7/19-20, thrown +1 dagger) or +15 melee (1d4+6/19-20, masterwork dagger) or +16 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +14 melee (1d6+6 + energy drain + poison, slam) or +16/+11 melee (1d4+8/19-20, +1 assassin's dagger) or +17/+12 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +15/+10 melee (1d4+7/19-20, +1 dagger) or +16/+11 ranged (1d4+7/19-20, thrown +1 dagger) or +15/+10 melee (1d4+6/19-20, masterwork dagger) or +16/+11 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 20), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +7d6; SQ +3 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 16th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +5, Ref +20, Will +6; Str 22, Dex 24, Con *, Int 17, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +30, Climb +10, Diplomacy +12, Disguise +21, Hide +25, Intimidate +7, Jump +8, Knowledge (local –Sheldomar Valley Metaregion) +7, Listen +21, Move Silently +25, Open Lock +8, Search +11, Sense Motive +23, Sleight of Hand +19, Spot +21, Tumble +17; Alertness, Arcane Strike, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con / 1d6 Con).,


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.
Assassin Spells Known: (4/4/3): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, pass without trace, undetectable alignment; 3rd - deep slumber, deeper darkness, misdirection.
Encounter Five: Knock, Knock!

Vampire Assassins (2): female vampire Rog5/Asn5; CR 12; medium undead; HD 10d12; hp 90 each; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +6; Grp +12; Atk +12 melee (1d6+6 + energy drain + poison, slam) or +14 melee (1d4+8/19-20, +1 assassin's dagger) or +15 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +13 melee (1d4+7/19-20, +1 dagger) or +14 ranged (1d4+7/19-20, thrown +1 dagger) or +13 melee (1d4+6/19-20, masterwork dagger) or +14 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +12 melee (1d6+6 + energy drain + poison, slam) or +14/+9 melee (1d4+8/19-20, +1 assassin's dagger) or +15/+10 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +13/+8 melee (1d4+7/19-20, +1 dagger) or +14/+9 ranged (1d4+7/19-20, thrown +1 dagger) or +13/+8 melee (1d4+6/19-20, masterwork dagger) or +14/+9 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 18), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +6d6; SQ +2 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 14th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +4, Ref +19, Will +5; Str 22, Dex 24, Con –, Int 16, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +25, Climb +10, Diplomacy +12, Disguise +16, Hide +25, Intimidate +7, Jump +8, Knowledge (local –Sheldomar Valley Metaregion) +7, Listen +21, Move Silently +25, Open Lock +8, Search +11, Sense Motive +19, Sleight of Hand +19, Spot +21, Tumble +17; Alertness, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Each assassin has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con / 1d6 Con)., however.


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.

Assassin Spells Known: ( 4 / 3 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, pass without trace, undetectable alignment.
Encounter Twelve: Truth or Consequences

“Lord Crawley” AKA Vrarnga, Advanced Beholder: CR 17; Huge Aberration; HD 27d8+162; hp 283; Init +6; Spd 5 ft., fly 20 ft. (good); AC 29, touch 10, flat-footed 26; Base Atk +20; Grp +22; Atk +22 ranged touch (eye rays) and +19 melee (3d6+2, bite); Full Atk +22 ranged touch (eye rays) and +19 melee (3d6+2, bite); Space/Reach 15 ft./10 ft.; SA Eye rays; SQ All-around vision, antimagic cone, darkvision 60 ft., flight; AL LE; SV Fort +15, Ref +8, Will +25; Str 18, Dex 14, Con 22; Int 17, Wis 15, Cha 17.

Skills and Feats:  Hide +26, Knowledge(arcana) +42, Listen +32, Search +35, Spot +36, Survival +2 (+4 following tracks); Ability Focus (eye rays), AlertnessB, Flyby Attack, Great Fortitude, Improved Initiative, Improved Natural Attack, Iron Will, Point Blank Shot, Precise Shot.
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 ten 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 28 (with Ability Focus).  The saves are Charisma-based.  The ten 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).  Beholders 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.
Appendix Nine – APL 16 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female vampire Rog5/Asn9; CR 16; medium undead; HD 14d12; hp 126; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +9; Grp +15; Atk +15 melee (1d6+6 + energy drain + poison, slam) or +17 melee (1d4+8/19-20, +1 assassin's dagger) or +18 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +16 melee (1d4+7/19-20, +1 dagger) or +17 ranged (1d4+7/19-20, thrown +1 dagger) or +16 melee (1d4+6/19-20, masterwork dagger) or +17 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +15 melee (1d6+6 + energy drain + poison, slam) or +17/+12 melee (1d4+8/19-20, +1 assassin's dagger) or +18/+13 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +16/+11 melee (1d4+7/19-20, +1 dagger) or +17/+12 ranged (1d4+7/19-20, thrown +1 dagger) or +16/+11 melee (1d4+6/19-20, masterwork dagger) or +17/+12 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 21), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +8d6; SQ +4 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 18th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +6, Ref +21, Will +7; Str 22, Dex 24, Con *, Int 15, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +30, Climb +10, Diplomacy +12, Disguise +21, Hide +30, Intimidate +7, Jump +8, Knowledge (local –Sheldomar Valley Metaregion) +6, Listen +21, Move Silently +25, Open Lock +8, Search +10, Sense Motive +24, Sleight of Hand +24, Spot +24, Tumble +17; Alertness, Arcane Strike, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con/1d6 Con).


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.


Assassin Spells Known: ( 4 / 4 / 4 / 3 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, fox's cunning, pass without trace, undetectable alignment; 3rd - deep slumber, deeper darkness, magic circle against good, misdirection;  4th - freedom of movement, glibness, greater invisibility.
Encounter Five: Knock, Knock!

Vampire Assassins (2): female vampire Rog5/Asn9; CR 16; medium undead; HD 14d12; hp 126 each; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +9; Grp +15; +15 melee (1d6+6+energy drain+poison, slam) or Atk +17 melee (1d4+8/19-20, +1 assassin's dagger) or +18 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +16 melee (1d4+7/19-20, +1 dagger) or +17 ranged (1d4+7/19-20, thrown +1 dagger) or +16 melee (1d4+6/19-20, masterwork dagger) or +17 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +15 melee (1d6+6 + energy drain + poison, slam) or +17/+12 melee (1d4+8/19-20, +1 assassin's dagger) or +18/+13 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +16/+11 melee (1d4+7/19-20, +1 dagger) or +17/+12 ranged (1d4+7/19-20, thrown +1 dagger) or +16/+11 melee (1d4+6/19-20, masterwork dagger) or +17/+12 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 21), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +8d6; SQ +4 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 18th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +6, Ref +21, Will +7; Str 22, Dex 24, Con–, Int 15, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +30, Climb +10, Diplomacy +12, Disguise +21, Hide +30, Intimidate +7, Jump +8, Knowledge (local [Sheldomar Valley Metaregion]) +6, Listen +21, Move Silently +25, Open Lock +8, Search +10, Sense Motive +24, Sleight of Hand +24, Spot +24, Tumble +17; Alertness, Arcane Strike, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Each assassin has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con / 1d6 Con),.


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residue, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.


Assassin Spells Known: ( 4 / 4 / 4 / 3 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, fox's cunning, pass without trace, undetectable alignment; 3rd - deep slumber, deeper darkness, magic circle against good, misdirection;  4th - freedom of movement, glibness, greater invisibility.
Encounter Twelve: Truth or Consequences

“Lord Crawley” AKA Vrarnga, Advanced Beholder: CR 17; Huge Aberration; HD 30d8+180; hp 315; Init +6; Spd 5 ft., fly 20 ft. (good); AC 29, touch 10, flat-footed 26; Base Atk +22; Grp +26; Atk +24 ranged touch (eye rays) and +21 melee (3d6+2, bite); Full Atk +24 ranged touch (eye rays) and +21 melee (3d6+2, bite); Space/Reach 15 ft./10 ft.; SA Eye rays; SQ All-around vision, antimagic cone, darkvision 60 ft., flight; AL LE; SV Fort +16, Ref +9, Will +28; Str 18, Dex 14, Con 22; Int 17, Wis 15, Cha 17.

Skills and Feats:  Hide +29, Knowledge(arcana) +45, Listen +35, Search +38, Spot +39, Survival +2 (+4 following tracks); Ability Focus (eye rays), AlertnessB, Flyby Attack, Great Fortitude, Improved Initiative, Improved Natural Attack, Iron Will, Point Blank Shot, Precise Shot, Snatch.
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 ten 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 30 (with Ability Focus).  The saves are Charisma-based.  The ten 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).  Beholders 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.
Xy'thalix: male drow Sor16; CR 18; medium humanoid; HD 16d4+48; hp 97; Init +8; Spd 30 ft.; AC 21, flat-footed 17, touch 17; Base Atk +8; Grp +9; Atk; Full Atk; SQ +2 racial bonus on Will saves against spells and spell-like abilities, +2 racial saving throw bonus against enchantment spells or effects, +4 to Concentration to use spell or spell-like ability, An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it, Immunity to magic sleep effects, Light Blindness, Summon Familiar, Darkvision (120'); AL: NE; SV: Fort +11, Ref +12, Will +13; Str 12, Dex 18, Con 16, Int 12, Wis 10, Cha 26.


Skills and Feats: Concentration +22, Knowledge (arcana) +20, Knowledge (dungeoneering) +2, Knowledge (the planes) +2, Listen +2, Move Silently +9, Search +3, Spellcraft +22, Spot +2; Arcane Preparation, Combat Casting, Empower Spell, Improved Initiative, Quicken Spell, Reach Spell, Simple Weapon Proficiency. 


Spell-like Abilities: dancing lights (1/day: DC 10), darkness (1/day DC 10), faerie fire (1/day: DC 10).


Arcane Preparation [General] (Feat): You can prepare an arcane spell ahead of time as a wizard does.


Prerequisite: You must be able to cast spells as a bard or sorcerer before you can take this feat.


Benefit: Each day, you are able to prepare one or more spells as a wizard does. If you are a sorcerer or bard, this means that you can prepare a spell with a metamagic feat ahead of time, instead of casting it as a full-round action.

The prepared spell remains in your mind and occupies one of your spell slots until you cast it or change it, prepared spell uses a spell slot of the spells normal level modified by any other metamagic feats.


Reach Spell [Metamagic] (Feat from Complete Divine): You can cast touch spells without touching the spell recipient.


Benefit: You may cast a spell that normally has a range of touch at any distance up to 30 feet. The spell effectively becomes a ray, so you must succeed on a ranged touch attack to bestow the spell upon the recipient. A reach spell uses up a spell slot two levels higher than the spell's actual level.


Possessions: amulet of health +4, boots of elvenkind, bracers of armor +4, cloak of charisma +4, gloves of dexterity +4, courtier's outfit, ring of protection +3, ring of release, vest of resistance +3, wand of wall of ice,


Sorcerer Spells Known: ( 6 / 8 / 8 / 8 / 8 / 3 / 4 / 3 / 1 : DC = 18 + spell level): 0 - acid splash, daze, detect magic, disrupt undead, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st - mage armor, magic missile, protection from good, ray of enfeeblement, shield; 2nd - ghoul touch, glitterdust, invisibility, scorching ray, touch of idiocy; 3rd - fly, haste, hold person, lightning bolt; 4th – Evard’s black tentacles, enervation, greater invisibility, stoneskin; 5th - cloudkill, feeblemind, hold monster, teleport; 6th - disintegrate, greater dispel magic, globe of invulnerability; 7th - delayed blast fireball, greater teleport; 8th - polar ray. 


Arcane Spells Prepared (0/0/0/0/0/4/3/3/3: DC = 18 + spell level): 5th – quickened magic missile (2), quickened ray of enfeeblement (2); 6th – quickened scorching ray (3), 7th – quickened lightning bolt, quickened empowered ray of enfeeblement (2); 8th – quickened enervation, quickened reach touch of idiocy, quickened empowered scorching ray.
Appendix Ten – APL 18 Encounters

Encounter Three: The Scream

“Nydia Ramster”: female vampire Rog6/Asn10; CR 18; Medium Undead; HD 16d12; hp 144; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +11; Grp +17; Atk +17 melee (1d6+6 + energy drain + poison, slam) or +19 melee (1d4+8/19-20, +1 assassin's dagger) or +20 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +18 melee (1d4+7/19-20, +1 dagger) or +19 ranged (1d4+7/19-20, thrown +1 dagger) or +18 melee (1d4+6/19-20, masterwork dagger) or +19 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +17 melee (1d6+6 + energy drain + poison, slam) or +19/+14/+9 melee (1d4+8/19-20, +1 assassin's dagger) or +20/+15/+10 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +18/+13/+8 melee (1d4+7/19-20, +1 dagger) or +19/+14/+9 ranged (1d4+7/19-20, thrown +1 dagger) or +18/+13/+8 melee (1d4+6/19-20, masterwork dagger) or +19/+14/+9 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 24), Dominate (DC 14), Energy Drain, Poison, Poison Use, Sneak Attack +8d6; SQ +5 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 20th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +7, Ref +23, Will +8; Str 22, Dex 24, Con –, Int 18, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +34, Climb +10, Diplomacy +12, Disguise +24, Hide +30, Intimidate +7, Jump +8, Knowledge (local [Sheldomar Valley Metaregion]) +8, Listen +22, Move Silently +30, Open Lock +8, Search +12, Sense Motive +28, Sleight of Hand +24, Spot +25, Tumble +17; Alertness, Arcane Strike, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Nydia has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con / 1d6 Con)., however.


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Hide in Plain Sight (Su): At 8th level, an assassin can use the Hide skill even while being observed. As long as he is within 10 feet of some sort of shadow, an assassin can hide himself from view in the open without having anything to actually hide behind.

He cannot, however, hide in his own shadow.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residues, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.


Assassin Spells Known: ( 4 / 4 / 4 / 4 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, fox's cunning, pass without trace, undetectable alignment; 3rd - deep slumber, deeper darkness, magic circle against good, misdirection; 4th - freedom of movement, glibness, greater invisibility, poison; 

Encounter Five: Knock, Knock!

Vampire Assassins (2): female vampire Rog6/Asn10; CR 18; medium undead; HD 16d12; hp 144; Init +11; Spd 30 ft.; AC 28, flat-footed 28, touch 18; Base Atk +11; Grp +17; Atk +17 melee (1d6+6 + energy drain + poison, slam) or +19 melee (1d4+8/19-20, +1 assassin's dagger) or +20 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +18 melee (1d4+7/19-20, +1 dagger) or +19 ranged (1d4+7/19-20, thrown +1 dagger) or +18 melee (1d4+6/19-20, masterwork dagger) or +19 ranged (1d4+6/19-20, masterwork thrown dagger); Full Atk +17 melee (1d6+6 + energy drain + poison, slam) or +19/+14/+9 melee (1d4+8/19-20, +1 assassin's dagger) or +20/+15/+10 ranged (1d4+8/19-20, thrown +1 assassin's dagger) or +18/+13/+8 melee (1d4+7/19-20, +1 dagger) or +19/+14/+9 ranged (1d4+7/19-20, thrown +1 dagger) or +18/+13/+8 melee (1d4+6/19-20, masterwork dagger) or +19/+14/+9 ranged (1d4+6/19-20, masterwork thrown dagger); SA Blood Drain, Children of the Night, Create Spawn, Death Attack (DC 24), Dominate DC14, Energy Drain, Poison, Poison Use, Sneak Attack +8d6; SQ +5 save against poisons, Alternate Form, Energy Resistance Cold/Electricity 10, Evasion, Fast Healing 5, Gaseous Form, Improved Uncanny Dodge (can't be flanked except by a rogue of 20th-level), Trap Sense +1, Trapfinding, Turn Resistance +4, Uncanny Dodge (Dex bonus to AC), Undead Traits; AL LE; SV Fort +7, Ref +23, Will +8; Str 22, Dex 24, Con *, Int 18, Wis 12, Cha 18.


Skills and Feats: Balance +17, Bluff +34, Climb +10, Diplomacy +12, Disguise +24, Hide +30, Intimidate +7, Jump +8, Knowledge (local –Sheldomar Valley Metaregion) +8, Listen +22, Move Silently +30, Open Lock +8, Search +12, Sense Motive +28, Sleight of Hand +24, Spot +25, Tumble +17; Alertness, Arcane Strike, Arterial Strike, Combat Expertise, Combat Reflexes, Dodge, Improved Feint, Improved Initiative, Light Armor Proficiency, Lightning Reflexes, Simple Weapon Proficiency, Skill Focus (Bluff). 


Poison: Each assassin has her hands coated with black lotus extract (DC 20, 3d6 Con / 3d6 Con). This poison has already been applied and is not retrievable; it does not count into the Treasure Summary at the end. She does have two more vials of available of sassone leaf residue (DC 11, 1d6 Con / 1d6 Con).


Arcane Strike [General] (Feat from Complete Warrior): You channel arcane energy into melee attacks.


Prerequisites: Ability to cast 3rd-level arcane spells, base attack bonus +4.


Benefit: When you activate this feat (a free action that does not provoke an attack of opportunity), you can channel arcane energy into a melee weapon, your unarmed strike, or natural weapons. You must sacrifice one of your spells for the day (of 1st level or higher) to do this, but you gain a bonus on all your attack rolls for 1 round equal to the level of the spell sacrificed, as well as extra damage equal to 1d4 points x the level of the spell sacrificed. The bonus you add to your attack rolls from this feat cannot be greater than your base attack bonus. 


For example, Yarren the bladesinger has a base attack bonus of +11 and the ability to cast 4th-level arcane spells. On his turn, he chooses to sacrifice one of his 4th-level spells for the day, marking it off as if he had cast it. Until his next turn, Yareen gains an extra +4 bonus on his attack rolls and an extra 4d4 points of damage with a single melee weapon of his choice (his rapier). (Complete Warrior, p. 96).


Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 

Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.

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

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


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


Trap Sense (Ex): At 3rd level, a rogue gains an intuitive sense that alerts her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise to +2 when the rogue reaches 6th level, to +3 when she reaches 9th level, to +4 when she reaches 12th level, to +5 at 15th, and to +6 at 18th level.

Trap sense bonuses gained from multiple classes stack.


Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker. However, she still loses her Dexterity bonus to AC if immobilized.

If a rogue already has uncanny dodge from a different class she automatically gains improved uncanny dodge (see below) instead.


Improved Uncanny Dodge (Ex): At 5th level, an assassin can no longer be flanked, since he can react to opponents on opposite sides of him as easily as he can react to a single attacker. This defense denies rogues the ability to use flank attacks to sneak attack the assassin. The exception to this defense is that a rogue at least four levels higher than the assassin can flank him (and thus sneak attack him).

If a character gains uncanny dodge (see above) from a second class the character automatically gains improved uncanny dodge, and the levels from those classes stack to determine the minimum rogue level required to flank the character.


Death Attack: If an assassin studies his victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin’s choice). While studying the victim, the assassin can undertake other actions so long as his attention stays focused on the target and the target does not detect the assassin or recognize the assassin as an enemy. If the victim of such an attack fails a Fortitude save (DC 10 + the assassin’s class level + the assassin’s Int modifier) against the kill effect, she dies. If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin. If the victim’s saving throw succeeds, the attack is just a normal sneak attack. Once the assassin has completed the 3 rounds of study, he must make the death attack within the next 3 rounds.

If a death attack is attempted and fails (the victim makes her save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before he can attempt another death attack.


Poison Use: Assassins are trained in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.

Save Bonus against Poison: The assassin gains a natural saving throw bonus to all poisons gained at 2nd level that increases by +1 for every two additional levels the assassin gains.


Hide in Plain Sight (Su): At 8th level, an assassin can use the Hide skill even while being observed. As long as he is within 10 feet of some sort of shadow, an assassin can hide himself from view in the open without having anything to actually hide behind.

He cannot, however, hide in his own shadow.


Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.


Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.


Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.


Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.


Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.


Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)


Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.


Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.


Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.


Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.


Turn Resistance (Ex): A vampire has +4 turn resistance. 


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Possessions: +1 assassin's dagger, cape of the mountebank, +1 dagger, amulet of natural armor +1, vial of antitoxin, belt of giant strength +4, 2 masterwork daggers, gloves of dexterity +2, headband of intellect +2, mithral shirt, peasant's outfit, 2 vials of sassone leaf residues, potion of inflict moderate wounds, potion of nondetection, potion of undetectable alignment, ring of protection +2, vest of resistance +2.


Assassin Spells Known: ( 4 / 4 / 4 / 4 ): 1st - disguise self, feather fall, jump, true strike; 2nd - alter self, fox's cunning, pass without trace, undetectable alignment; 3rd - deep slumber, deeper darkness, magic circle against good, misdirection; 4th - freedom of movement, glibness, greater invisibility, poison; 

Encounter Twelve: Truth or Consequences

“Lord Crawley” AKA Vrarnga, Advanced Beholder: CR 17; Huge Aberration; HD 30d8+180; hp 315; Init +6; Spd 5 ft., fly 20 ft. (good); AC 29, touch 10, flat-footed 26; Base Atk +22; Grp +26; Atk +24 ranged touch (eye rays) and +21 melee (3d6+2, bite); Full Atk +24 ranged touch (eye rays) and +21 melee (3d6+2, bite); Space/Reach 15 ft./10 ft.; SA Eye rays; SQ All-around vision, antimagic cone, darkvision 60 ft., flight; AL LE; SV Fort +16, Ref +9, Will +28; Str 18, Dex 14, Con 22; Int 17, Wis 15, Cha 17.


Skills and Feats:  Hide +29, Knowledge(arcana) +45, Listen +35, Search +38, Spot +39, Survival +2 (+4 following tracks); Ability Focus (eye rays), AlertnessB, Flyby Attack, Great Fortitude, Improved Initiative, Improved Natural Attack, Iron Will, Point Blank Shot, Precise Shot, Snatch.
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 ten 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 30 (with Ability Focus).  The saves are Charisma-based.  The ten 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).  Beholders 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.
Xy'thalix: male drow Sor16; CR 18; medium humanoid; HD (16d4)+48; hp 97; Init +8; Spd Walk 30 ft.; AC 21, flat-footed 17, touch 17; Base Atk +8; Grp +9; Atk; Full Atk; SQ +2 racial bonus on Will saves against spells and spell-like abilities, +2 racial saving throw bonus against enchantment spells or effects, +4 to Concentration to use spell or spell-like ability, An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it, Immunity to magic sleep effects, Light Blindness, Summon Familiar, Darkvision (120'); AL: NE; SV: Fort +11, Ref +12, Will +13; Str 12, Dex 18, Con 16, Int 12, Wis 10, Cha 26.


Skills and Feats: Concentration +22, Knowledge (arcana) +20, Knowledge (dungeoneering) +2, Knowledge (the planes) +2, Listen +2, Move Silently +9, Search +3, Spellcraft +22, Spot +2; Arcane Preparation, Combat Casting, Empower Spell, Improved Initiative, Quicken Spell, Reach Spell, Simple Weapon Proficiency. 


Spell-like Abilities: dancing lights (1/day: DC 10), darkness (1/day DC 10), faerie fire (1/day: DC 10).


Arcane Preparation [General] (Feat): You can prepare an arcane spell ahead of time as a wizard does.


Prerequisite: You must be able to cast spells as a bard or sorcerer before you can take this feat.


Benefit: Each day, you are able to prepare one or more spells as a wizard does. If you are a sorcerer or bard, this means that you can prepare a spell with a metamagic feat ahead of time, instead of casting it as a full-round action.

The prepared spell remains in your mind and occupies one of your spell slots until you cast it or change it, prepared spell uses a spell slot of the spells normal level modified by any other metamagic feats.


Reach Spell [Metamagic] (Feat): You can cast touch spells without touching the spell recipient.


Benefit: You may cast a spell that normally has a range of touch at any distance up to 30 feet. The spell effectively becomes a ray, so you must succeed on a ranged touch attack to bestow the spell upon the recipient. A reach spell uses up a spell slot two levels higher than the spell's actual level.


Possessions: amulet of health +4, boots of elvenkind, bracers of armor +4, cloak of charisma +4, gloves of dexterity +4, courtier's outfit, ring of protection +3, ring of release, vest of resistance +3, wand of wall of ice,


Sorcerer Spells Known: ( 6 / 8 / 8 / 8 / 8 / 3 / 4 / 3 / 1 : DC = 18 + spell level): 0 - acid splash, daze, detect magic, disrupt undead, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st - mage armor, magic missile, protection from good, ray of enfeeblement, shield; 2nd - ghoul touch, glitterdust, invisibility, scorching ray, touch of idiocy; 3rd - fly, haste, hold person, lightning bolt; 4th – Evard’s black tentacles, enervation, greater invisibility, stoneskin; 5th - cloudkill, feeblemind, hold monster, teleport; 6th - disintegrate, greater dispel magic, globe of invulnerability; 7th - delayed blast fireball, greater teleport; 8th - polar ray. 


Arcane Spells Prepared ( 0 / 0 / 0 / 0 / 0 / 4 / 3 / 3  / 3: DC = 18 + spell level): 5th – quickened magic missile (2), quickened ray of enfeeblement (2); 6th – quickened scorching ray (3), 7th – quickened lightning bolt, quickened empowered ray of enfeeblement (2); 8th – quickened enervation, quickened reach touch of idiocy, quickened empowered scorching ray.
Migran Terriax: male human Clr17; CR 17; medium humanoid; HD 17d8+17(+34); hp 105 (122); Init +5; Spd 20 ft.; AC 27, flat-footed 26, touch 14; Base Atk +12; Grp +14; Atk +15 melee (1d6+5, +1 unholy / +1 human bane elf bane quarterstaff); Full Atk +15/+10/+5 melee (1d6+5, +1 unholy / +1 human bane elf bane quarterstaff); SA 1 negative level(s) (-1 effective level(s) and loses access to 1 spell(s) from the highest spell level castable), +4 to Concentration to use spell or spelllike ability, Rebuke Undead (6/day (turn level 17) (turn damage 2d6+20), Spontaneous casting, Normal; AL NE; SV: Fort +10 (+11), Ref +5, Will +14; Str 16, Dex 12, Con 14, Int 10, Wis 20, Cha 16.


Skills and Feats: Concentration +15, Knowledge (arcana) +7, Knowledge (religion) +8, Ride +1, Spellcraft +15, Survival +7; Combat Casting, Greater Spell Focus (necromancy), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Medium Armor Proficiency, Mounted Casting, Mounted Combat, Reach Spell, Shield Proficiency, Simple Weapon Proficiency, Spell Focus (necromancy). 


Possessions: +1 unholy / +1 human bane elf bane quarterstaff, +3 mithral full plate, amulet of natural armor +2, belt of giant strength +4, cloak of charisma +2, gloves of dexterity +2, silver holy symbol, pink ioun stone, courtier's outfit, ring of protection +3, ring of release.
Cleric Spells Prepared: (6/7+1/6+1/6+1/6+1/5+1 /4+1/3+1/2+1/1+1; Base DC = 15 + Spell Level, except for necromancy spells which are DC 17 + Spell Level): 0 - cure minor wounds, detect magic, guidance, inflict minor wounds, resistance, virtue; 1st - bane, cause fear, cure light wounds, divine favor, * entropic shield, obscuring mist, protection from good, shield of faith; 2nd - * aid, bear's endurance, bull's strength, death knell, hold person, remove paralysis, sound burst, spiritual weapon; 3rd - bestow curse, dispel magic (2), * fly, reach inflict light wounds, invisibility purge; 4th - divination, divine power, * freedom of movement, freedom of movement, greater magic weapon (2), spell immunity; 5th -  reach bestow curse, dispel good, flame strike (2), spell resistance, * teleport; 6th - blade barrier, greater dispel magic (2), heroes' feast, * mislead; 7th - blasphemy, repulsion, reach slay living, * greater teleport; 8th - mass inflict critical wounds, * moment of prescience, unholy aura; 9th - implosion, * miracle; 

* - Domain Spell; Deity: Fharlanghn; Domains: Travel - For a total time per day of 1 round per cleric level you possess, you can act normally regardless of magical effects that impede movement as if you were affected by the spell freedom of movement. This effect occurs automatically as soon as it applies, lasts until it runs out or is no longer needed, and can operate multiple times per day (up to the total daily limit of rounds).This granted power is a supernatural ability. Luck - You gain the power of good fortune, which is usable once per day. This extraordinary ability allows you to reroll one roll that you have just made before the DM declares whether the roll results in success or failure. You must take the result of the reroll, even if it's worse than the original roll. 

Drexlalkhan: male advanced (26 HD) mature blue adult dragon; CR 17; huge dragon; HD 26d12+130; hp 325; Init +4; Spd 40 ft., Burrow 20 ft., Fly 150 ft.; AC 31, flat-footed 31, touch 8; Base Atk +20; Grp +40; Atk +30 melee (2d8+9, bite) or +28/+28 melee (2d6+4, claw) or +28 melee (2d8+4, crush) or +28 melee (2d6+4, tail slap) or +28/+28 melee (1d8+4, wing); Full Atk +30 melee (2d8+9, bite) or +28/+28 melee (2d6+4, claw) or +28 melee (2d8+4, crush) or +28 melee (2d6+4, tail slap) or +28/+28 melee (1d8+4, wing); SA Breath Weapon, Create/Destroy Water, Crush, Frightful Presence; SQ Blindsense, DR 10/magic, Immunity to Electricity, Immunity to Paralysis, Immunity to Sleep, Keen Senses, Sound Imitation, SR 22; AL: LE; SV: Fort +20, Ref +15, Will +18; Str 29, Dex 10, Con 21, Int 16, Wis 17, Cha 16.


Skills and Feats: Bluff +26, Concentration +16, Diplomacy +34, Disguise +5, Hide +11, Intimidate +14, Knowledge (arcana) +14, Knowledge (nature) +13, Listen +28, Search +30, Sense Motive +25, Spellcraft +28, Spot +30; Adroit Flyby Attack, Eschew Materials, Flyby Attack, Hover, Improved Initiative, Multiattack, Power Attack, Shape Breath, Wingover. 


Frightful Presence (Ex): Drexlalkhan can unsettle foes with his mere presence. The ability takes effect automatically whenever the dragon attacks, charges, or flies overhead. Creatures within a radius of 210 feet are subject to the effect if they have fewer HD than the dragon. A potentially affected creature that succeeds on a Will save (DC 26) remains immune to that dragon’s frightful presence for 24 hours. On a failure, creatures with 4 or less HD become panicked for 4d6 rounds and those with 5 or more HD become shaken for 4d6 rounds. Dragons ignore the frightful presence of other dragons.


Spells: Drexlalkhan knows and casts arcane spells as a 7th-level sorcerer, gaining bonus spells for a high Charisma score. He can also cast spells from the cleric list or cleric domain lists as arcane spells.

Spell-like Abilities: ventriloquism (3/day: DC 26).


Damage Reduction: Drexlalkhan has damage reduction. Their natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Immunities (Ex): All dragons have immunity to sleep and paralysis effects. Each variety of dragon has immunity to one or two additional forms of attack no matter what its age, as given in its description.


Spell Resistance (Ex): As dragons age, they become more resistant to spells and spell-like abilities, as indicated in the variety descriptions.


Blindsense (Ex): Drexlalkhan can pinpoint creatures within a distance of 60 feet. Opponents the dragon can’t actually see still have total concealment against the dragon.


Keen Senses (Ex): Drexlalkhan sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Breath Weapon (Su): Drexlalkhan has one type of breath weapon, a line of lightning, 100 ft. long, 14d8 (DC 28). If he uses the Shape Breath feat, the lightning is a cone, 50 ft. long with the same damage and DC.


Create/Destroy Water (Sp): Drexlalkhan can use this ability three times per day. It works like the create water spell, except that the dragon can decide to destroy water instead of creating it, which automatically spoils unattended liquids containing water. Magic items (such as potions) and items in a creature’s possession must succeed on a Will save (DC 26) or be ruined. This ability is the equivalent of a 1st-level spell.


Sound Imitation (Ex): Drexlalkhan can mimic any voice or sound he has heard, anytime he likes. Listeners must succeed on a Will save (DC 26) to detect the ruse.


Skills: Bluff, Hide, and Spellcraft are considered class skills for blue dragons.


Adroit Flyby Attack [General] (Feat from Dragonomicon): You can make flyby attacks and get out of reach quickly.


Prerequisites: Fly speed 90, Flyby Attack, Hover or Wingover.


Benefit: When flying and making an attack action, you can move both before and after the attack, provided that the total distance moved is not greater than your fly speed. Your flying movement does not provoke attacks of opportunity from the creatures you attack during the round when you uses this feat.


Shape Breath [Metabreath] (Feat from Dragonomicon): You can make the area of your breath weapon a cone or a line, as you see fit.


Prerequisites: Con 13, breath weapon, size Small or larger.


Benefit: If you have a line-shaped breath weapon, you can opt to shape it into a cone. Likewise, if you have a cone-shaped breath weapon, you can shape it into a line.

When you use this feat, add +1 to the number of rounds you must wait before using your breath weapon again.


Normal: Without this feat, the shape of your breath weapon is fixed.


Sorcerer Spells Known: (6/7/7/6; Base DC = 13 + Spell Level ): 0 - dancing lights, detect magic, ghost sound, mage hand, read magic, resistance; 1st - alarm, mage armor, magic missile, shield, shield of faith; 2nd - darkness, glitterdust, invisibility; 3rd – cure serious wounds, dispel magic; 

Appendix Eleven
Judge’s Maps – Encounter Three – All APLs
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Note: buildings on either side are 20’ tall and have flat roofs

Appendix Twelve
Judge’s Maps – Encounters Seven and Eight - APL 2, 4, and 6
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Appendix Thirteen
Judge’s Maps – Encounter Nine – APL 8, 10, and 12
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Appendix Fourteen
Judge’s Maps – Encounter Ten – APL 8, 10, and 12
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Appendix Fifteen
Judge’s Maps – Encounter Five – APL 14, 16, and 18
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Notes: The vampire assassins are hiding under the two beds in the middle room. The traps are set up so that the assassins can trigger them simply by tugging on the covers of the beds. The area of effect should encompass everyone in the room when the traps go off.  The greater dispel magic traps are actually centered on the doorway (corner of the room) so they might get PCs in the hallway as well.

Appendix Sixteen
Judge’s Maps – Encounter Twelve – APL 14, 16, and 18
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Appendix Seventeen
Battle Plan – APL 14, 16, and 18

	TIME
	APL 14
	APL 16
	APL 18

	8:00:00 AM
	
	
	Cleric casts heroes' feast and the assault team eats it

	9:15:00 AM
	
	Sorcerer casts all defensive spells with duration > 1 hr
	Spellcasters cast all defensive spells with duration > 1 hr.

	10:00:00 AM
	Meeting Starts. Storm is now very intense.
	Meeting Starts. Storm is now very intense.
	Meeting Starts. Storm is now very intense.

	10:15:00 AM
	Shield goes down. Sorcerer (as non-combatant) casts only fly and greater invisibility on self.
	Shield goes down. Sorcerer casts up to ten spells of duration > 1 min: mage armor on beholder, shield on self, greater invisibility on both of them, fly, haste, stoneskin.
	Shield goes down. Sorcerer casts up to ten spells of duration > 1 min: mage armor on beholder, shield on self, greater invisibility on all four of them, fly, stoneskin, and haste. Cleric casts up to ten spells of duration > 1 min: enthropic shield, shield of faith, fly, and bull's strength on self and casts bear's endurance on dragon. Dragon casts mage armor and shield of faith on self.

	10:16:00 AM
	Greater teleport to starting location 20' above the floor in the room
	Greater teleport to starting location 20' above the floor in the room
	Greater teleport to starting location 20' above the floor in the room

	Surprise Round
	Beholder fires all ten eyes in the room. Vrianian gets petrified. Garde dies from finger of death. Guards neutralized with other rays.
	Beholder fires all ten eyes in the room. Vrianian gets petrified. Garde dies from finger of death. Guards neutralized with other rays. Sorcerer puts up wall of ice from wand, sealing the outer door, and then casts two quickened empowered ray of enfeeblement on the party’s two best fighters.
	Beholder fires all ten eyes in the room. Vrianian gets petrified. Garde dies from finger of death. Guards neutralized with other rays. Sorcerer puts up wall of ice from wand, sealing the outer door, and then casts two quickened empowered ray of enfeeblement on the party’s two best fighters. Cleric casts mass inflict critical wounds on the party. Dragon casts shield on himself.

	1st Round
	Beholder moves Vrianian statue outside with telekinesis (tying up that eye ray for the battle) and blasts it with the disintegration ray. It uses other rays to take out PCs where possible.
	Beholder moves Vrianian statue outside with telekinesis (tying up that eye ray for the battle) and blasts it with the disintegration ray. It uses other rays to take out PCs where possible. Sorcerer casts Evard's black tentacles on area in front of closet door to catch PCs going for their equipment and quickened reach touch of idiocy on the nearest arcane spellcaster.
	Beholder moves Vrianian statue outside with telekinesis (tying up that eye ray for the battle) and blasts it with the disintegration ray. It uses other rays to take out PCs where possible. Sorcerer casts Evard's black tentacles on area in front of closet door to catch PCs going for their equipment and quickened reach touch of idiocy on the nearest arcane spellcaster. Dragon swoops down with Adroit Flyby Attack, breathes on PCs using a cone, and flies back up, his breath weapon (now down for 1d4+1 rounds or 3 rounds). Cleric casts blade barrier to separate the party.

	2nd Round
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible.
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible. Sorcerer casts reach touch of idiocy on PC spellcaster.
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible. Sorcerer casts reach touch of idiocy on PC spellcaster. Cleric dismounts from dragon either casts flame strike or implosion based on his ability to maintain concentration. Dragon starts fly-by attacks.

	3rd Round
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible.
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible. Sorcerer casts polar ray on toughest PC. 
	Beholder (unless diverted) shoots statue again with disintegration ray and uses other rays to take out PCs where possible. Sorcerer casts polar ray on toughest PC. Cleric casts flame strike while possibly maintaining the implosion. Dragon makes another fly-by attack.

	4th Round
	Beholder (unless diverted) shoots statue again with disintegration ray (destroying Vrianian) and uses other rays to take out PCs where possible.
	Beholder (unless diverted) shoots statue again with disintegration ray (destroying Vrianian) and uses other rays to take out PCs where possible. Sorcerer casts delayed blast fireball.
	Beholder (unless diverted) shoots statue again with disintegration ray (destroying Vrianian) and uses other rays to take out PCs where possible. Sorcerer casts delayed blast fireball. Cleric casts reach slay living (or other appropriate spell) on toughest PC. Dragon makes another fly-by attack.

	5th Round
	Assuming that statue is destroyed in round four, beholder goes back to original position (if it moved at all) and gets teleported back by invisible sorcerer. Otherwise, repeat round 4 until either side is dead or the statue is destroyed.
	Assuming that statue is destroyed in round four, beholder and sorcerer go back to original position (if they moved at all) and get teleported back by invisible sorcerer. Otherwise, repeat round 4 until either side is dead or the statue is destroyed.
	Assuming that statue is destroyed in round four, everyone goes back and teleports out. Otherwise, repeat round 4 until either side is dead or the statue is destroyed. Dragon does breathe again in this round, after which point his breath returns randomly.


Players’ Handout One – The Summons

This is to be given to all PCs:

You are hereby summoned to the court of the Commandant of Gran March in Hookhill in Barony Dragus. You will be there at the ninth hour of the morning of 22 Wealsun, CY 594. At that time and place, you will give any and all truthful testimony concerning recent events in the town of Orlane in Barony Farvale. Failure to appear at the designated time will result in a charge of contempt of the Commandant which has a minimum sentence of one year’s service in the Work Battalions. Not providing testimony or providing false testimony will result in a minimum sentence of one year’s service in the Work Battalions. You will be provided free room and board at the Wayberry Inn for the duration of your stay in Hookhill starting on the evening of 21 Wealsun.

Players’ Handout Two – The Invitation

This is to be given to PCs who have influence with the Cult of Pelor:

Greetings my friends,

No doubt that you have received the same summons from the Commandant as have I. As the government is going to house us at the Wayberry Inn, I would like to invite you to break bread with me in a late supper at the Inn on 21 Wealsun. There, we can catch up on events and have good fellowship with one another. I look forward to seeing you at the Inn.

In Pelor’s Service,

Brother Geraint Brownbaker

Orlane

Players’ Handout Three – Hookhill

(originally authored by Lee McClurkin in GRM1-08 Tears of Blood, with additions from scenarios written by Michael Eshleman, Robyn Lewis,  Jenna Moore, Michael Moore, Michael Trezevant Smith, and Pete Winz; updated to CY 594 by the authors)

Hookhill is the capital city of Gran March, with a population of approximately 7,500.  It is a walled city, most of which makes up one big district.  The Commandant's Keep is a mini-district unto itself, as is the Army headquarters. The North Quarter is called The Dirt Quarter or “Seedytown” and is home to what passes for the criminal and unsavory element in Hookhill. 

Although the Commandant governs Gran March, Baron Mithtin Dragus governs the city of Hookhill.  Captain Wistelle Dragus (Pal 9), his granddaughter, commands his Baronial Pride (the Pride is 100 soldiers, half of whom would be attending to business elsewhere in the Barony).

Hookhill is home to about 1,700 troops of various types.  They are distributed and organized as follows:

· About 150 of the soldiers are really administrators.  

· Another 500 make up the 1st Battle, otherwise known as the Commandant's Own.  This elite unit answers only to the Commandant.  While a portion of them guard the Commandant's Keep at all times, the majority would be available to respond to emergencies. 

· Another 1000 troops are in the 2nd and 19th Battles. They are responsible for maintaining the defenses of the city walls and for patrolling areas immediately outside of the city. 

· The 50 members of the Baronial Pride that remain in the city are responsible for keeping the peace inside the walls, with the assistance of 20-30 constables (all of whom are veterans).  

· Outside the city, troops are organized in Files of eight men each.  However, standard patrols within an area as well regulated as Hookhill consist of four men.  This puts four military patrols and three constable patrols (two men in each) out in the city at any given time (assuming three shifts) with another several hundred men ready to respond to trouble.  Time of day shouldn't make too much difference.

The city is home to many temples and priests.  The most significant temples near or in Hookhill are the Cathedral Valorous (Heironeous, headed by Lindra of Keddin's Run), Attanien Estates (Zilchus, outside the city proper), and The Halls of Purity (Pholtus).  There are smaller temples as well.  

Geography Surrounding the City

Barony Dragus features rolling plains and rich farmland.  The terrain is broken by small forests and stands of trees (most no more than two miles in diameter).  Small rivers and streams drain to the west and southwest across the Barony.  The largest river is known as Keddin's Run, and there is a town of the same name where the Stone Road crosses the stream about 14 miles north of Hookhill.

In Barony Dragus, all roads lead to Hookhill.  The Stone Road is an ancient and very important road that runs from Thornward in Bissel to Niole Dra in Keoland, and passes directly through Hookhill.  The entire length of the road in Gran March is paved with stone, and it is very well patrolled and maintained.  Pedestrian and mounted traffic is permitted to pass the road freely, while wheeled vehicles pay nominal tolls.  The Stone Road is free of fords and ferries – where it crosses water it is always bridged in stone and the bridges are guarded at all times.  It is at these guard posts that the tolls for wagons, carts, and carriages are assessed.  Typical tolls are 1 cp per axle for cargo vehicles and 5 cp per axle for passenger vehicles.  Toll stations are spaced about every 15-25 miles, so a wagon could expect to pay about 10 cp in road tolls during a trip the length of Barony Dragus.   

Major Temples in Hookhill

There are at least seven different deities represented by shrines, churches, cathedrals, and other holy areas in and around Hookhill.  Below is a description of these “holy” areas:  

The most central to this story is the Cathedral Valorous of Heironeous.  The great stone cathedral is the center of Heironeous’ worship in Gran March.  The cathedral is the second largest building in Hookhill, after the Commandant’s Keep.  The Cathedral Valorous is one of the most important temples of Heironeous in the Flanaess.  The cathedral features trophies and tapestries (and colored windows in the larger temples) displaying the triumphs of good men and of Heironeous over the forces of evil.  It houses a copper statue of the Power, with silver chain mail and battle-axe, and with 7 silver bolts radiating from behind his head, prominently displayed behind the altar.  Services include singing of battle hymns, offerings, and feasting.

The church is led by a tripartite council, elected every 11 years by a vote of a synod consisting of the highest-ranking priests from around the country.  From the three they select one to serve as the Speaker. The current Speaker, Lindra of Keddin’s Run, is an aggressive leader who seeks to expand her church through aggressive recruitment of new followers, especially in the military.  Under her leadership, the military chaplains have become more proselytizing and vocal and the wandering priests have taken great pains to show how the ideals of the Heironean faith apply to daily life.  


The temple to St. Cuthbert could be considered simple and crude when compared to the grandiose temples of Heironeous and Pholtus.  Although the current High Priest of St. Cuthbert, Vandal Miller, is from Hookhill, he is not currently in the city.  

Pholtus has a large following in Hookhill.  The Halls of Purity hosts the largest congregation of Pholtites in Gran March.  The temple is constructed from white marble and adorned with silver and white fixtures and cloths.  The temple is kept immaculately clean and elegant and is quite striking to behold.

The leader of the temple in Hookhill is Guiding Light Cassandra Nemmener, who is heir apparent to the office of Shining Master.  Although the church is well known for seeking out and destroying evil and chaotic monsters across the realm, Cassandra is also known for tending to the needs of the destitute.  She provides food, alms, and of course spiritual guidance.  

The temple of Zilchus is actually outside the city in an area known as the Atannien Estates.  When the wealthy merchant Torrin Atannien died without heirs in 533 CY, he left his estates to the church.  (As the Atannien family had been granted ownership of the land for a great service some 300 years before, it did not revert to the government.)  Since then, the manor house has been converted to a fully functional temple, while the other buildings are used for other temple purposes, such as training of acolytes, living quarters for visiting dignitaries, and an office for the High Priest.

Most of the other major churches have shrines some distance from Hookhill. The High Priest of Phyton, High Plowshare Fendon Dorthal maintains a shrine about 30 miles south of Hookhill. The shire to Fharlanghn is about a half-day journey south of Hookhill on the main road.  The priests of this shrine learned about the plague very quickly and have spent their efforts warning travelers away from Hookhill. Most of the followers of Obad-Hai tend a small grove near Hookhill.

Notable Inns and Taverns in Hookhill
The finest inn in Hookhill is The Wayberry Inn. It is an impressive place.  Its grandeur may only be surpassed by its immense size.  Some Gran March villages are smaller than the inn and its support buildings.  The carriage house and stables alone are the size of a small palace.  The main kitchen is separated from the main building, but is connected by a covered walkway.  The main building itself is four stories with a grand entranceway attended by two servants.  On the right wing is another grand entranceway, which leads to the main ballroom. The inn’s owner and manager is Sir Benton Wayberry, a retired Knight-Colonel of the Gran March army. He maintains the military virtue of attention to details in managing the Inn, especially concerning dignitaries meeting with the Commandant; he will give personal attention to those VIPs whenever possible. The rate for most private rooms at the Wayberry Inn is 10 gp per night or 50 gp per week. These rooms have fine accommodations. For witnesses in the hearings, however, the Commandant is covering their rooms and board out of general funds.

Near the center of Hookhill, is a large, spacious inn named The Sword and Shield. The Shield, as it is commonly called, was once a guard barracks.  Almost one hundred years ago, it was converted to an inn. It has a reputation of fair prices and rooms. It is usually very busy.  The bartender and owner, Wolston Gaal, is a friendly, honest and, hard-working man. He does his best to treat paying customers well and with courtesy. Wolston is not the curious or greedy type, though he is chatty. Wolston is 52 years-old, but looks ten years younger.  Of his seventeen employees, his son Garfitts is the only male.  Because of the high traffic of government people and the basic honesty of Hookhill’s citizens, Wolston has never employed a bouncer or guard. Last call is always at sunset and the common room door is locked at the bell after sunset. The tavern is opened again at first light. For weary travelers seeking rooms Wolston will open the doors late into the night.

The most disreputable bar in Hookhill is The Dancing Wench. Found in the Dirt Quarter, it is the one establishment in Seedytown that makes the rest of the area look good. Not much is known about ownership or quality of service as both seem to change routinely.

Players’ Handout Four – The List – APL 2, 4, and 6
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Players’ Handout Five – The Map – APL 8, 10, and 12
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Critical Event Summary

Please give the results to Will Dover before the end of DragonCon.

For APLs 14 – 18:

1) Was the Commandant (in statue form) removed intact from the battle?

2) If the answer for question 1) is “No”, was any piece of the petrified form of the Commandant recovered (even as much as a handful of petrified dust)?

3) Did the party find out who attacked the Commandant (was the greater invisibility removed?)?

4) Was the body of Special Constable Ferrule Garde recovered?

5) How many PCs and cohorts died in Encounter Four?

6) How many PCs and cohorts died in Encounter Ten?

For APLs 8 – 12:

7) Was the doppelganger mindspy killed? Was it captured?

8) Did the party see the drow archers?

9) Did the party set off the trap in Encounter Eight, thus seeing the presence of devils?

10) How many PCs and cohorts died in Encounter Eight?

11) How many PCs and cohorts died in Encounter Nine?

For APLs 2 – 6:

12) Did the PCs find the pro-Petros flyers?

13) Did the PCs identify the rogues as belonging to the Red Arrows?

14) How many PCs and cohorts died in Encounter Six?

15) How many PCs and cohorts died in Encounter Seven?

For All APLs

16) How many PCs and cohorts died in Encounter One?
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