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The ground shakes.  Dozens are dead.  Shiboleth mourns.  And YOU are invited! While the local electors begin the process of rebuilding the district most heavily damaged by the quake, the Order of World Travelers is throwing a party in celebration of the opening of the new fellowship hall in Shiboleth.  Their bards’ tales are fantastic, and the new hall itself is said to be a worthy sight.  As party plans go on above, events are in motion below the city that weren’t mentioned in the invitation. Before all is said and done, blood will be on the Commandant’s fist; and the bards will have a whole new set of tales to tell.  A Gran March regional battle interactive for APLs 1 through 14.

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 for each round. The rest of the time is spent in preparation before game play, and record-keeping after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






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


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


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


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

Playing the Game






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


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


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


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

Tracking






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

Living Greyhawk





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


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

Living Greyhawk Levels of Play



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

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

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

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

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

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


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


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


Note: Living Greyhawk adventures are designed for APL 2 and higher, but this Battle Interactive has been designed with APL 1 in mind (so as to avoid outright slaughter of brand-new characters).  Four or five 1st-level characters may still find difficulty with the challenges in a Living Greyhawk adventure. If a group is APL 1 there are two things that the group can do to help even the score.

LIVING GREYHAWK adventures are designed for APL 2 and higher, but this Battle Interactive has been designed with APL 1 in mind (so as to avoid outright slaughter of brand-new characters).  

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

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

Time Units and Upkeep




This is a two-round Regional battle interactive, 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. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.


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


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

Adventure Background

Legends tell conflicting stories about the fall of the Whispered One, betrayed by his lieutenant Kas the Bloody Handed and his malignant sword.  Many do not know that the site of this infamous betrayal took place beneath present day Shiboleth, second largest city in Gran March and gateway into that nation and Keoland to the south. In the days of the Whispered One, the place was actually inside the western edge of the Rushmoors. Time has taken its toll over the last millennium with minor earthquakes somewhat frequent in the region along the escarpment separating the Sheldomar River from the Rushmoors.   


The Whispered One used this stronghold as one of his bases of operation, particularly for the development of magical objects and planar connections that he did not want entering into his own bedroom (located in the heart of the current Rushmoors to the west).  A cabal of weaker liches (his lieutenants here) were used to keep each other in check while keeping an eye upon this complex, housing an important gate to Gehenna (plane of Melif the Lich Lord) located in the depths beneath the complex.

In the time just before the fall of the Whispered One, some historians say that Neheli House was working with the Whispered One, at least according to the apocryphal Chronicle of Secret Times.  Whether it was the Neheli or the vile House Malhel, only the Silent Ones probably know. Their agents were some of the earliest humans to arrive at the scene of the betrayal.  They supposedly found the fabled Hand and Eye of Vecna and took it to the Silent Tower near Niole Dra before the Malhel attacked the Tower and absconded with these and many other relics into the Dreadwood.  


Upon Vecna's disappearance, his lieutenants fell upon each other, each trying to take control, wanting control over the resources present. One of these was favored by Melif over the others.  The rest grouped their strength together to close off the gate to prevent further assistance to this favored one. 


While they warred amongst themselves, the Neheli and their Silent Ones were not done with the place. They placed numerous wards, totems, and traps against others entering the extensive caverns in the hill that covers the ancient stronghold, particularly the deep caverns where many of the Whispered One’s allies arrived (or were created).  


By doing so, they captured many of the survivors of the aftermath of the Whispered One’s fall.  Over the following decades, the feuding former lieutenants and their undead minions eventually killed off all but one of the liches, and in the course of their fighting brought down much of the former complex and the exits to the world above.  The one surviving lich was killed centuries ago by the vampires that rule the place to this day.  


The place was abandoned by living souls for several centuries, until King Malv II sitting on the Throne of the Lion in Keoland established Gran March as a royal protectorate.  Indentured Flan workers laid the foundation stones for the present city.  And except for the occasional ground tremors, Shiboleth has perceived a reasonable peace for its entire existence.


The city is now home to almost 6,000 souls.  The major military road running through the Sheldomar Valley passes through the city.  A short distance down the hill, on the banks of the Sheldomar River sits the small dock town of Yevins.  A wide bridge spans the river at this point, connecting Gran March with Keoland at Yevins.


The vampires present today are not all originals from the time of the fighting among the lich lords, but they've been there a good long time.  The oldest do not fully nor accurately recall those times centuries before.  The younger ones wear Gran March and Keoish clothes, though aged. They represent former lovers and marginalized members of Shiboleth society, or fools weak willed enough to be talked into the empty promise of immortality.  They have developed exits through cracks in the earth that develop from time to time as a result of tremors.  As a result, they make intermittent forays into the city and occasionally create additional minions.  They represent a cabal of clerics dedicated to Vecna, but with no clear appreciation for their heritage in this place.  


Keeping their presence concealed has been surprisingly easy, particularly with the river traffic in the town of Yevins down the hill from Shiboleth on the river proper, and the road traffic up from Keoland and down from Bissel.  And to aid in their concealment, they have taken to participating directly in local affairs.  Each member of the cabal takes a decade-long turn as the liaison with the city by assuming the role of a local “friend” to the evolving groups of underworld members, currently the Corporation.  Through their participation in this manner, they are able to keep eyes away from their feeding interests while also securing the resources for their minions beneath the city. 


Unfortunately from their viewpoint, the recent earthquake has put a damper on their plans.  The earthquake opened a crevasse that breached a portion of their underground lair (while also collapsing other portions and killing some of minions in those locations).  This breach has been discovered, and they have been forced to kill a party of explorers.  Additionally, previously closed passages to the ancient portal to Gehenna have been re-opened by the tremor, and certain exploratory missions by denizens of that plane have been undertaken.  The cabal members have turned on each other and have more or less abandoned their minions and servants while they prepare to defend themselves from their now too numerous enemies.


Meanwhile, the opening from Gehenna via the gate has proven of interest to several Yugoloths who hope to use it to further their schemes and perhaps broaden them. They are long-viewed and wish their schemes to be well thought out and researched. They view the gate as a doorway they do not wished closed, but at the moment they are really only interested in setting up a beachhead so they can spend the next few years deciding how best to exploit this reacquired asset.  For now, that means sending an expeditionary force to hold the place and gather the necessary intelligence.

Adventure Summary

A few weeks ago, another minor earthquake shook the area.  Unknown to most, this tremor was not natural.  Rather, a denizen of this ancient site recently returned to collect several items.  Some of the activities of this malevolent presence triggered the tremors that were felt above.  The city suffered some damage and several people were killed when they were caught in buildings that collapsed.  


In the weeks since, interests at Syrloch (the arcane college of Gran March) have been investigating and has manipulated actors to act on their behalf.  Namely, Syrloch is backing the Order of World Travelers (a.k.a. the School of Hard Knocks) in hosting a delve into a crevasse opened by the quake, ostensibly in celebration of the opening of the new Fellowship Hall in Shiboleth.  Unbeknownst to the trustees of the OWT, the quake has set in motion a series of events that will make this a more exciting delve than anticipated.


The adventure begins on the evening of the celebration of the opening of the new Fellowship Hall in Shiboleth.  Tales are told, acquaintances are renewed, but something is amiss.  This opening session is a LARP in which several persons of import to Gran March and the adventure will rub elbows with the PCs.  These interactions will include clues to the politics behind the weekend’s activities.  After the guests have a chance to enjoy the evening, the Headmaster of the OWT welcomes the assemblage and tells of the adventure that awaits those on the morrow.  PCs have a chance to rest for the evening and prepare for the morning’s explorations.


The next day, all those volunteering to engage in the exploration of the newly discovered tunnels enter the crevasse and climb down to a deep cavern in which a base camp has already been established.  There is a command tent (from which the Archdean of Syrloch monitors the situation personally).  The goal is exploration and mapping of these tunnels.  Teams divide up and head off in different directions based on APL.  The low level APLs follow tunnels that head back towards the city and encounter undead and a scout of the Yugoloth invaders.  They will have the chance to capture one of these and, if successful, will have provided a means for Syrloch to extract important information that will increase the likelihood of success in Round 2 of the interactive.  The mid-level APLs encounter undead, some very clearly recently having become so (raising the question of how they became so).  The high-APL tables find several significant traps that have been laid by the Silent Ones almost a millennium ago warning not to delve further.  These tables have a chance to discover the presence of Yugoloths in the tunnels and a large horde of them in a massive cavern deep beneath the city.


A horn sounds for the return of the adventures who are exhorted to tell their tales.  This is the second LARP and will close Round 1 of the interactive.  As each table relates what they encountered in their explorations, tensions among the NPCs present become very apparent and realizations that something is amiss here.  Once tables have had a chance to relate their tales, the interactive goes into the Intermission.  [Players have time for a dinner break at this point.]


On return from the intermission, the third LARP commences.  It is the next morning and the Archdean herself addresses those in attendance.  She explains about intelligence gathered from the captured Yugoloths and the large cavern below through multiple divinations.  The mood is quite different as she identifies a threat to the city from below and the need for their intercession now.  She asks for three teams of volunteers for a dangerous special mission.  While these strike teams attempt their mission, the remaining individuals are assigned to work with the Knight-Colonel (3rd Battle) who has drawn up a plan to attack the Yugoloth forces in the cavern below.  They will need to hold back those forces while the special teams attempt to close the gate through which the Yugoloths and their minions are coming (a gate opened by the quake).


The Knight-Colonel takes the military teams and illustrates the cavern and the attack plan, with teams assigned by APL.  Meanwhile, the Archdean takes the special teams with her and explains that their mission is to teleport to the gate and travel to the other side: Gehenna, the home of Yugoloths, the god of the Cloud Giants, and the Lich Lord.  They are to capture an artifact and return to the gate: hit and run only.  After this briefing, the Archdean meets with any of the Syrloch Graduates, Martinets, and Masters with secret orders to take the artifact an utilize a totem that will gate them immediately back to the Syrloch base where the gate can be closed.  But this means the wizards must leave their parties behind if they acquire the object.  The teams will have a short time to fight their ways back to the gate and return before Syrloch uses the artifact to close the gate and end the threat posed to Shiboleth.  The Archdean takes a team of her own on this mission as well.  


If the artifact is safely returned and utilized, then full success will depend on how well the military units were able to engage the Yugoloths in the cavern to give the Gehenna strike teams time to escape.   If the artifact cannot be retrieved, then the military units will likely have to retreat and the Yugoloths will have established a toehold beneath the city and the various strike teams may have been lost.


Afterwards, the survivors are summoned back to the Fellowship Hall.  News of the loss of the Archdean is announced, but all those in attendance are ordered by the Knight-Colonel to silence about events in the cavern below until the Diviners are able to determine exactly what happened.  This will be the closing LARP session of the interactive.

This is a two-round event designed for APLs 1-14. It is designed such that Gran March military characters will be able to use military TUs for this event.

Preparation for Play

DMs should use index cards to collect information from the players and to track changes through the rounds.  While the basics are useful, judges should have the players list any spells cast on their character on the back of the card.  If they cast a spell on another character (e.g., they buff the fighter, etc.), the spell should be written on the card of the spell recipient.  Any duration spell that was not written down was not cast.  This is also important for the opening of Round Two of the interactive.  Players should try to keep this updated as there will be numerous dispelling attempts at various points in the adventure. In addition, DMs should have the players make an Intelligence check when they fill out the card.  Have them write this on the card, but do not explain what it is for. Judges should also note particular actions taken by the players that will play into the LARP (examples of bravery, tactical intelligence, cowardice, etc.).  Such should be reported to the relevant NPCs prior to the start of the second LARP session (towards the end of Round One). 
Introduction-LARP #1

The characters will be congregating in the new Fellowship Hall of the Order of World Travelers. There will be a musician playing and bard telling tales, in the tradition of the OWT.  Others will be encouraged to tell their tales as well, with kudos going to those that tell them well (embellished and with flourishes and panache).  A particularly well-told tale might earn a character an invitation to join the Order.  


Characters will have approximately 20 minutes to interact in this LARP portion of the event.  There will also be several NPCs of import to the story with whom the characters may interact.  The NPCs represent various organizations in the region and are interested in collecting information and may even share some of their own that will help in the adventure to come.  The attending NPCs are listed in Appendix Eleven.  


After 20 minutes, the Headmaster of the OWT will make a formal introduction and welcome to the new Fellowship Hall with an opening ceremony and blessings of the gods.  Details of the Headmaster are included in the Appendix Eleven.


Good friends!  Welcome to the newest addition to the Order of World Travelers.  While there is still a little work to be done to finish it entirely, we did not want to wait any longer to provide a place for adventurers and explorers such as yourselves to come and study and regale others with tales of their adventures.  This Fellowship Hall is dedicated to the proposition that the highest form of learning comes from the fruits of exploration.  We in the Order value the importance of education and exploration of exotic lands through civil means and proper etiquette.


I hope you have all had a chance to see the Hall as it currently stands.  Obviously, the library and trophy stands await fleshing out over the coming years with the donations of members.  And I sincerely hope many of you are members or will be soon!  


We are grateful that so many of you have decided to join us for this wonderful occasion here at the Order.  In particular, I would like to thank Knight-Colonel Dahrmog Wynnavwynn, commander of the 3rd Battle here in Shiboleth, Elector Promieous Ysafar of Shiboleth, Elector Akseclian of Kharis, Elector Mystmere of Tismallie, Kaema Thuldir, Archdean of the Commandant’s College of Applied Martial Arcane Arts, Dean of Crafting Vhalori Koroman, Dean of Sorcery Tinnia Stillara, and the other Trustees of the Order in attendance.


We dedicate this new Fellowship Hall to the principles of this Order, the education of civilized peoples, and the knowing of the unknown.  We ask for the blessings of the gods.  May Fharlanghn guide our travels.  May Heironeous steel us with courage.  May Zilchus support our Order. May Istus smile good fortunes on our members.  And may Boccob give us the insight to understand that which we discover.  


Now, as many of you know, our fair city was bruised by a recent tremor that destroyed several buildings and even caused the deaths of several citizens.  Let us not forget to honor fallen fellow citizens now by turning this tragedy into an opportunity.  You see, in recent weeks, members of our Order along with our respected colleague Vechris Aruweg (who cannot be with us tonight), have discovered that the tremor has opened a crevasse down into the hill on which sits Shiboleth.  Since not all explorations must take us to the far edges of Oerth or other planes of the multiverse, it seems that we have an opportunity to inaugurate this Hall with an expedition into the tunnels we now know lie beneath this hill.  On behalf of the Order of World Travelers, I officially invite all of you to join us in this expedition on the morrow.


Please, while I have your attention, let me share with you some insights from our research before you commit to joining us.  I promised our sponsors that I would not lecture this evening, but you should know these things.  Shiboleth is an old city.  But the mound is much older still.  Once upon a time, we would have been surrounded by the Rushmoors this far east.  Almost a millennium ago, this land was part of the Occluded Empire of the Whispered One.  Legends suggest that he had an outpost in the eastern Rushmoors and Master Aruweg theorizes that that outpost was located in this very hill!  He further has argued in his work that the Whispered One was overthrown on this location after being betrayed by…


At this point in the Headmaster’s lecture, the Archdean gently places her hand on his shoulder, signaling that he is providing a little too much information.  He stumbles a bit before continuing a bit more subdued.


…uh…by one of his lieutenants.  Anyway, it may be the case that this recent tremor has opened a crevasse that accesses these ancient corridors.  Of course, it is equally likely that the crevasse simply opens into the city sewers.  We simply do not know.  


And that is where you come in.  At the bottom of the crevasse is a small cavern in which we will establish a base camp tomorrow.  We meet at nine bells in the courtyard next to the Soft Pillow Inn in the western district.  Several recently contracted dwarven engineers have secured a safe entrance into the crevasse near one of the collapsed buildings there.  Once at the base camp, you will divide up into teams.  There are three openings leaving that cavern and sets of teams will be sent to explore each of these.  The task is simply the exploration and mapping of these tunnels.  A fair christening of this new Hall.


I hope we see all of you tomorrow for what will be an exciting delve into the deep places beneath our new home!  A toast to your success and to the tales you will bring back to this Hall!


Characters can return to their inns and rest before the delve tomorrow.  This is a chance for the players to muster into APL appropriate tables for Round 1 of the interactive.  APLs 1-4 are grouped together at the “low tier” branch of the adventure (Encounters 1-6).  APLs 6-10 are grouped together in the “mid tier” branch, each with their own path.  APL 6 has Encounters 7-13. APL 8 has Encounters 14-19. APL 10 has Encounters 20-22.  APLs 12 and 14 are grouped together for the “high tier” branch, each with their own path.  APL 12 has Encounters 23-26.  APL 14 has Encounters 27-30.  See the flow chart in DM Aid-Adventure Flow Chart to identify the path for any given table through the overall adventure.  Gaming tables in the room are arranged in a manner where those in the same tiers are relatively close to one another and where one table might be positioned to aid another in a situation where something goes wrong.  At the end of the first round, the players reconvene at the base camp for the second LARP session in Encounter 31.


During Round 1 of the Interactive, the low tier tables will be exploring a series of passages that twist and wind their way towards the southwest.  They will discover recently repaired walls blocking passages opened by the tremor, evidence of undead activity, and may capture a yugoloth scout of the invaders from below.  The mid-tier tables will investigate passages that lead into the ruins of the Whispered One’s fortress that was once located here.  In the course of those explorations, they will discover more undead, some historically valuable information about the foundation of the Kingdom, and possibly some intelligence about the activities in a large cavern below through which many yugoloth are massing.  The high-tier tables will explore another portion of the fortress level in which they find some of the Whispered One’s secrets, and confront the remnants of those lost times that had until recently been in command of these ruins.


DMs should be conscious of time.  The horn will sound at 6:20pm.  At that point, the tables have 10 minutes to wrap up whatever encounter they are in and return to the base camp for the second LARP session at which each table will choose a spokesperson and have them regale the rest with tales of what they found.  Each table has some valuable information to deliver, the sum of which will influence the difficulty of Round Two.

Special Rules

Inhibiting Magicks

This ancient site was a tactical outpost of the Whispered One.  Numerous protections were placed upon the different precincts, but not all.  The upper tunnels (APL 1-4) are unprotected as they are simple underground passages, having evolved in the portion of the hill that was added much later with the coming of Gran March.  The ruins in the middle portion were where business of the Occluded Empire was conducted and therefore had numerous protections interwoven into its construction.  Some of these are still in place.  The areas in which the stone is worked are highly magical and evil.  Detect magic yields an overwhelming abjuration response and drown out any other magical auras. Detect evil also yields an overwhelming response and stuns the observer. The stone worked areas have the following protections and effects:

• Permanent unhallow spell (this effect cannot be neutralized, but can be dispelled for 1d4 rounds over an area; caster level 20th).

• Permanent desecrate spell (this effect can be neutralized in an area with a consecrate spell).

• Prevents spells with sub schools of teleportation, scrying, and calling.

• Prevents spells requiring another deity/extra planar entity to aid the effect (such as augury, divination, commune, commune with nature, contact other plane, miracle, etc).

• Prevents extraplanar travel (such as blink, plane shift, etherealness, etc).

• Protects against magic with sub school of summoning (requires a DC 20 caster check or the spell fails).


The vampires that are based in the old fortress environs have only a couple of means they can use to reach the outside during their infrequent jaunts; actual cracks that have developed over the years in the earth itself.


If players attack the walls in the ruins of the fortress, this will summon an earth elemental that will immediately attempt to repair the wall (APL 6= 1 Large Elemental; APL8=1 Greater Elemental; APL 10=1 Elder Elemental).  These elementals have slowly been repairing areas that suffered damage in the recent tremor, and characters may find recent evidence of their handiwork.  Depending on the nature of this encounter and what is reported in the LARP #2 session, it may be possible that Syrloch will be able to use this contact to make allies with the elementals for the coming fight.  But if the characters fight the elementals or fail to mention this in the LARP, Syrloch will be unable to do so.


Unless otherwise stated in an encounter, the walls and doors have the following characteristics:


Stone Doors: 4 in. thick; hardness 8; hp 60; AC 5; Break DC 28 (Stuck).


Walls in the Upper Tunnels (APLs 1-4) Wooden Doors: varies in thickness; hardness 7; hp 75; AC 5; Break DC 30.


Walls in Stronghold Ruins (APLs 6-14) Hewn Stone: 3 ft. thick; hardness 8; hp 540; AC 5; Break DC 50.


Walls in the Great Cavern (All APLs) Unworked Stone: varies in thickness; hardness 8; hp 900; AC 5; Break DC 65.


The bottom level, where the great cavern housing the gate will be discovered, is also protected to some extent from scryings, teleportation, summonings, and extraplanar travel. However, this cavern has suffered the vagaries of time more so than the worked structures of the fortress level and, as such, there are holes in those defenses that might be taken advantage of by the forces of good depending on what they learn in Round One of the interactive.  The elementals do not protect the cavern as they do the ancient garrison.

Mapping


Each table will need to designate who the mapper will be in Round 1 of the interactive.  The judge will need to make a skill check (DC 15) to determine how well the character captured the layout (Craft (Maps), Knowledge (Dungeoneering), Profession (Cartographer)).  Furthermore, this character begins encounters with both hands full as a result of her cartographic duties.  While these items can be dropped if needed, the judge should remember where they were dropped in case they get destroyed in combat or by environmental damage. If the map is destroyed, then the characters will need to make a Survival check (DC 20+APL) to find their way back to the base camp, due to the numerous twists and turns in the passages.  This DC can be lowered by taking appropriate precautions (chalking the walls, etc.).  If the characters get lost, then a search party will have to track them down.  They will be returned to the base camp in the morning and can do their report then (to some ridicule).  More importantly, they will be fatigued as a result of their endeavors throughout the night to return.

Movement


Except for the worked stone fortress for the mid- and high-tier groups in Round 1, this adventure takes place in a natural underground system in which the ground is rough, unworked, and uneven. Therefore, running is not possible.  Characters (and creatures) can charge, but they must make a Balance check (DC 15) or fall prone at the midpoint of the charge distance.  Also, rough terrain increases the DC of Tumble and Move Silent checks by 2.
Aiding Others

Situations may arise in which one group is getting overwhelmed by opponents.  In order to provide the opportunity to aid one another, a communications system is in place.  The hirelings from the Order stand and wait at all major intersections in order to help guide back the teams and serve as relays.  If they hear calls for help, they can call back to another group (represented by a nearby table in their tier group).  Members of the other group that hear the call for help can reach the group in need in a matter of rounds.  For purposes of aiding others, the number of rounds to get to another table equals the number of encounters they are apart from one another.  For instance, if Table 1 is at Encounter 3 and calls for aid from Table 2, who are also in Encounter 3, then it will take five rounds to reach the group in need (3 to 2, 2 to 1, 1 to 1, 1 to 2, and 2 to 3).  The deeper they go, the further apart the teams get and the longer it takes for aid to arrive.

 High-Tier APL 12 Path
Encounter Twenty-Three: Symbol of the Past (High Tier-APL 12)

The next morning, the adventurers assemble with their gear in the courtyard next to the Soft Pillow Inn.  Over the next hour, everyone makes his or her way down into the base camp below.  Teams are assigned directions to go out from the base camp. The low tier teams are directed to a crack in the wall and told to follow it down.  They are to map the crevasse and any branches off from it.  If the group completes their circuit, they can return to the base camp.  If they are continuing their explorations and time runs out, a horn will sound when it is time to return.  See DM Aid – Map #5 – High Tier (APL 12) for the relative layout of these encounter areas.

Note to DMs: Judges are reminded to have the characters to roll an Intelligence check and record it on their index card.  Judges should also remind the players that duration spells need to be recorded on the cards as well.


It’s gray and overcast this morning, with a little chill in the morning air.  Many of the folks from last night’s reveries have come for the delve, some looking as if they enjoyed the hospitality of the Order more than they should have.  The courtyard is filled with folks, including several of the townspeople just here to watch the spectacle.  Slowly, one by one, the adventures gathered here begin the decent into the hole.  The dwarves have created a platform around the hole with pilings to reinforce the earth.  In the middle is an opening with a ladder protruding up.  At your turn, you start climbing down.  Under the platform, you see that the crevasse is bigger than you expected from the view above, but narrows quickly.  The ladder leads down to another platform and another ladder.  Getting things in and out of here is going to be tricky, but almost all of the opening has been reinforced by the dwarves and appears safe.


Perhaps 80 feet below the street, the last stretch of the walk is on a wooden ramp descending into the chamber the Headmaster referred to as the base camp.  Most of the chamber is low-ceilinged, but there is a central area that is more open with several tables and two large tents.  


After awhile longer, the rest of the attendees make it down and a middle-aged dwarf steps up on a crate to addresses everyone, directing the various groups to different dark cracks in the walls of the chamber.  You and your team are sent over to the crevasse you are to tackle.  Another dwarf wearing the crest of the Order addresses your group: “OK, you all are to delve this opening.  We know it heads down some ways.  If it splits, divide up the group to explore each passage.  At these split points, leave one of the hired hands that will be accompanying you down.  If anything goes wrong, holler back to the relay and he or she will get help.  All you are doing is mapping, so choose a mapper now.  Turn your maps in at the main tent once you complete your leg.  Watch your heads and be careful down there.  There’s still some unstable places most likely, and there’s a lot of tight crawlspaces.  Don’t get trapped!  Careful with your lights.  And good luck.”

The players can ask questions of the team coordinator now, but he’s busy trying to get all the groups on their way so do not waste a lot of time on this interaction.  The teams head off together as a tier.  The crevasse angles down and is very tight, forcing the adventures to skinny through the passage sideways. Medium creatures are squeezed at many points (small characters are not squeezed).  


After working their way through this twisting (and descending) opening, the crack in the earth opens into the wall of a worked stone chamber.  The architecture is clearly very old. 


As you continue crawling and shinnying your way through the claustrophobically tight, twisting tunnel that angles downward, the lead character emerges into an open space.  One group of explorers heads down one branch of a fork in the open space.  Your group heads down the other, leaving a relay in the chamber.  Eventually, the twisting dirty tunnels open into another small chamber where the group splits into smaller teams. 

At this point, the different APLs will split up.  One APL 12 table will be exploring one branch.  If there are multiple APL 12 tables, then the next APL 12 table will explore the exit from this chamber.  The APL 14 table(s) will be exploring the other exits.  Another relay will be left at this point to relay calls for help.


For APL 12 tables, continue with the following text:


Your group is assigned to one of the tunnels that seems to travel level or perhaps slowly downward. After a few moments of travel it dips downward more sharply before leveling out and opening into a room about 20 ft. wide and 40 ft. deep. The ceiling here is much higher than the passages being almost 12 ft high. A passage leads out at the other end. In the center of the room is a monument of some sort, faced as towards the way you entered. The monument looks to be about 4 inches thick and 30 inches wide. It stands 6 feet tall.


 A cursory inspection of the monument indicates that there are words inscribed upon it, but dirt and dust make all but the top ones impossible to read. They are written in an archaic form of the Common tongue and read, “For the faithful, life does not...” You can read no more. To read the remainder, they must in some way remove the dirt. Doing so exposes a symbol of weakness as cast by a 20th level caster with an Intelligence of 22, which is triggered by someone looking at it. If the players stick around long enough, they will see the dirt and dust begin to cover back up the symbol after 10 minutes. Note that the symbol also has a Nystul's undetectable aura cast upon it.


Symbol of Weakness Trap: CR 9; magic device; touch trigger; automatic reset; spell effect (symbol of weakness, 20th level caster, DC 23 Fortitude save negates, 3d6 Str); Search DC 32; Disable Device DC 32.

The words “the faithful” along with the symbol were placed here during the construction effort at the direction of Vecna. Elsewhere in the structure the same words have been used to refer to his followers who worship and run a cabal here. This was not Vecna's intent for this paragraph. It was rather part of a warning to his servants rather than a praiseworthy word to his followers. The same goes for the “poem” mentioned below that appears as the players are leaving.


When the characters attempt to cross into the passage on the far side, fiery words appear in the air before them. Hand out Player Handout #1. It reads: Secrets are not secrets that seekers know to seek items of power are not for the fools will not be faithful to me.  The poem is an illusion. No damage is performed by its “fire.”

Encounter Twenty-Four: Words Have Meaning (High Tier-APL 12)

The winding passage suddenly comes to an end, but somehow it seems an unnatural one.  While the rest of the worked tunnels are made of a smooth, black stone, the wall cutting off the passage is a basic gray. Written in Ancient Suel across it are nice, neat letters.


Anyone who speaks Ancient Suel may want to know what the words say. They read, “Do Not Enter.” For players who ask, the handwriting is in a very ornate and old style of writing.  The wall is a standard wall of stone 3 inches thick. A Spellcraft check (DC 25) will recognize the spell for what it is. The break DC is a 26. The wall has 45 hit points and a hardness of 8.


On the far side of the wall are several undead who are trapped in a space 15 feet wide and 25 feet deep. At the far end, the tunnel would continue but is cut off by what can again be identified as a wall of stone identical to the first. There are also words written on it in Ancient Suel. They say, “You were warned.” Combat begins the moment that one of the undead is able (or a player has at it). In the room, there are four Bodaks who begin applying their death gaze at the first opportunity.


These bodaks were actually placed here and walled in by the Yugoloths. Their presence is not exactly voluntary, but they will not stoop to dealing with mortals. They are from the abyss and were promised a chance to cause pain and suffering. While waiting here for PCs to come by is not what they had in mind, things do indeed seem to be looking up with the arrival of the party. In the bodaks sense of time, they probably could have waited another year or 10 before starting to get truly annoyed with the Yugoloths. The Yugoloths are using the bodaks as one of multiple stages of defense of the main entrances to the cavern with the gate. They have had a few visitors, and they'd like to discourage more until their basecamp is setup and reconnaisance is complete (their current timeline does not dictate great speed as they do not actually know that humans are coming...unless something obvious and too good to resist come along).


Note to DMs: Creatures are under the effects of an unhallow (+2 deflection bonus to AC, +2 resistance bonus on saves, no mental control vs. evil, -4 turn penalty on turning checks) and a desecrate (+1 profane bonus on attack rolls, damage rolls and saves for undead).  These bonuses have not been included in their stats as the effects can be suppressed.
APL 12 (EL 12)


Bodak (4): hp 60, 70, 58, 58; See Monster Manual page 28.


Tactics: The bodaks attempt to keep their gaze attack working to some degree at all times. To do this, one bodak will use his gaze attack while the others attack physically. If it is tactical advantage to switch which bodak is using his gaze attack and which are attacking, it should be done. Additionally, the bodaks will make attempt to get around any mundane means an arcane caster is using to protect himself from the gaze attacks. If a caster is just sitting blindy, this will involve a readied gaze attack by one while the others attack.


Developments:  It is expected that the characters will push on and break the next wall down or move through it by some other means. If the characters break it down or for some reason set a solid foot in the location of the square just beyond the wall, a gas trap goes off.


Gas Trap: CR 11; Burnt Othur Fumes 20' radius, 1 permanent Con drain/3d6 temp Con damage; Fortitude save resists (DC 18); Search (DC 28); Disable Device (DC 30).

Encounter Twenty-Five: Subtle Hints (High Tier-APL 12)

The passageway opens out into a large room, 60 ft by 60 ft. There are 3 Cloud Giant Skeletons waiting here. They attack any living creatures they see on sight.


Note to DMs: Creatures are under the effects of an unhallow (+2 deflection bonus to AC, +2 resistance bonus on saves, no mental control vs. evil, -4 turn penalty on turning checks) and a desecrate (+1 profane bonus on attack rolls, damage rolls and saves for undead).  These bonuses have not been included in their stats as the effects can be suppressed.
APL 12 (EL 12)


Cloud Giant Skeleton (5): hp 120, 115, 110, 112, and 126; See Monster Manual page 227.


These skeletons were placed here by the Yugoloths before they narrowed the passage beyond. The skeletons were given by/stolen from/lent by Melif the Lich Lord (a resident of Gehenna).  They are themselves dead cloud giants from a little tiff that Melif got into with Memnor (god of the evil cloud giants, a resident of Gehenna).  One of the cloud giants skeletons has a 3 inch wide disk jammed between two ribs in its back.  This is a holy symbol of Memnor.  It is unlikely the characters have enough information to connect these cloud giants with Gehenna as of yet, but when the characters see the Yugoloth in the cavern, a Knowledge (planes) DC 20, Knowledge (religion) DC 25 or a Knowledge (arcana) DC 30 would provide the possible link.

Encounter Twenty-Six: Less Subtle Hints (High Tier-APL 12)
While the passage from this point was originally 5 ft by 5 ft of the same polished stone as elsewhere. It has been narrowed somewhat. While the top and bottom are still polished stone, the sides are now a standard granite out to a total of a five-foot width. The granite is still smooth to the touch but has a standard number of hit points and hardness (though it still has the protection from the elementals as noted in the Special Rules above). 


The remaining passage width is around 1.5 feet wide, requiring medium creatures to make their way through the crawl space while squeezed and using escape artist checks (DC 20), crawling 5 feet for a move action (10 feet for a double move).  Allow small creatures to pass through under normal squeezed conditions.  Do not allow large creatures to pass at all.


The characters with appropriate vision can see that the passage is only about 50 feet long, but this does imply 5-10 rounds of movement to get through it. At the far end, a barrier has been erected that covers half of the height of the passage as well. At the far end of the passage is a half-fiend assigned to watch and protect the passage.


Note to DMs: Creatures are under the effects of an unhallow (+2 deflection bonus to AC, +2 resistance bonus on saves, no mental control vs. evil, -4 turn penalty on turning checks) and a desecrate (+1 profane bonus on attack rolls, damage rolls and saves for undead).  These bonuses have not been included in their stats as the effects can be suppressed.
APL 12 (EL 16)


Half Fiend: hp 70; see Appendix Seven.


The half-fiend has been set to watch this narrow passage by those that are paying her (the Yugoloths). She is likely to banter with the characters as she tries to kill them. She will speak (initially in Abyssal, then Common) of their wounds and ask them if they'd like another and where they'd like it. She'll also tell them she's just here for the money, if asked. (The fiendish part may be hard to see at a distance. The party may just see an elf.) If offered money in return, she laughs and asks if it was cooled in angel's blood at its minting. She is not interested otherwise. No matter what, she will not stop her rate of fire unless they happen to have a magic item of interest to an archer/wizard who hates angels of at least 10,000 gp in value. Obviously, she must not have one already and any bow must be better than what she has. Any such deal that is struck will not be valid until she has the object. She will not stop firing in order to receive it or to allow someone to approach.


Tactics: The half-fiend by no means departs her considerable cover. Use a +6 instead of a +4 cover bonus to AC unless the PCs have done something to negate some of it. If the PCs move down the corridor the hard way, the person in front has no cover while the people behind him or her have a +4 cover bonus to AC.


After they defeat the half-fiend and go to the end of the tunnel, read the following text:


The tunnel ends about 15 feet above the floor of a large cavern with a path winding downward along the cavern wall. The ceiling, walls, and floor are of a rough, natural limestone. Towards the far end of the cavern is an ancient looking ornate structure from which emits a greenish glow. The cavern and the structure are both full of a large number of various strange creatures; some canine-like, some insectoid-like, others thin and lanky.  There are many others coming and going in the green-illuminated area around the structure.  There is a lot of hustling about with containers being carried from the structure and set about outside it.  Others come and pick them up and carry them off into the darkness.  Suddenly, a large winged creature (humanoid with bat-like wings) coasts in from the darkness above, barks at several man-sized cockroach-looking creatures before heading into the structure itself.  


A Knowledge (planes) check DC 20 will identify these as various forms of Yugoloths.  A Profession (soldier) DC 15 will clue the characters in that this appears to be a somewhat disciplined military operation in which a camp (or several camps) is being established.  Because of the size and lighting conditions in the cavern, it is impossible to tell just how many of these things are down here.  Just watching the area bustle with activity around the structure suggests that there are at least several score.


This would be a good time for the party to report back to the base camp what they have just seen.  They are not meant to fight these now.  If they press to stick around and gather additional intelligence, let them for a moment but make them role Hide checks and pretend to role a Spot check for the creatures. If anyone fails to beat a Hide of 15 the first time, then a creature in the dark has spotted them and raises a cry of alarm.  If they don’t set off the alarm initially, let them go further and see additional evidence of a camp being set up with several dog-like yugoloths around.  A Knowledge (planes) DC 20 will identify these creatures as canoloths, which have an excellent sense of smell.  Ask for additional Hide checks, increasing the target by 1 each time until the alarm is raised and the party has to retreat.  If they insist on pressing forward, notify the Head BI Judge and he will run this encounter from this point on.  Also, if the party is indeed spotted, please notify the Head BI Judge as this has implications for the opening of Round Two after the break.

Optional Encounter

If there is at least 30 minutes of play time after the PCs have cleared the APL 12 rooms and encounters, the DM may include the following additional combat encounter as the characters reach the room with the Symbol.


Note to DMs: Creatures are under the effects of an unhallow (+2 deflection bonus to AC, +2 resistance bonus on saves, no mental control vs. evil, -4 turn penalty on turning checks) and a desecrate (+1 profane bonus on attack rolls, damage rolls and saves for undead).  These bonuses have not been included in their stats as the effects can be suppressed.
Wraith, Dread (2): hp 102, 101; see Monster Manual p. 258


Reminder:  Judges should collect the index cards from all the players before the start of the second LARP.  Have them note which ones are still in effect at the time you collect them.

Encounter Thirty-One: Conclusion Round One—New Tales (LARP #2)

The horn will sound throughout the caverns at 6:20 pm (real time) to signal that the tables have 10 minutes to wrap up current encounters.  


Once they have wrapped up at their tables, the players reconvene as a group in the base camp during which time they can interact with one another and with the NPCs.  After 10 minutes of this, the Headmaster will get everyone’s attention in a cheery manner and ask that a member of each team regale the rest with a story of what they found in their team’s delve.  


Each table will then have the opportunity to tell what they found.  The Headmaster will encourage the tales be told in a manner appropriate to Order (the more flair and panache, the better).  Remember, all good stories in the Order include the phrase “So there I was…” in them at least somewhere.  However, as the tables relate their deeds, the Archdean and the Knight-Colonel look increasingly concerned.  


After each table has related their tale, the Headmaster bids everyone a sound sleep in the Soft Pillow Inn, but the Archdean interrupts and asks that every camps in the base camp this night. She would like to investigate some of these issues raised in the tales. What she investigates (and learns) will be dictated by the reports from each table.  The outcome of the reports will affect the difficulty of Round Two.


It should be approximately 7:00pm by this time and players are dismissed for the dinner break.  Judges and NPCs are asked to be back half an hour before Round Two begins for instructions.

Round Two (Day Two)

Introduction-LARP #3

Round Two begins with the third LARP.  During the night, Syrloch diviners have been desperately investigating the leads found by the higher APL tables concerning a cavern deep in the hill suggesting that Shiboleth is in imminent danger. Working with personnel from the 3rd Battle, Syrloch specialists have been interrogating any captures yugoloths from Round One to learn what is down there and how they arrived.  None of these will have survived the interrogation.  But Gran March officials do learn that the yugoloths have been coming through a recently rediscovered gate in a complex down in a large cavern.  The captured yugoloths were scouts simply investigating this place by digging around (and running into numerous protective barriers forcing them around the ancient garrison).  But there was clearly the intention that many more would be coming.  The scout apparently did not make it to the surface, so there is a reasonable chance the yugoloths do not know where they are. 


The diviners have found cracks in the defenses of the cavern that can be exploited for a first strike attack while additional elements of the 3rd Battle can be assembled and brought down.


The Archdean takes over the delve and calls on the attendees to aid in this time.  She will indicate that the diviners have used the information from Round One to get a general lay out of the cavern, which is approximately 150 yards across and supported by several massive stone pillars.  The cavern is dimly lit from a large metal structure on the far side.  This metal structure houses a gate to The Bleak Eternity of Gehenna.  The Knight-Colonel has developed an attack plan.  Of paramount importance is the containment of the yugoloths and their minions.  Bringing down the cavern would be nice, but the dwarven foreman says the settling of the hill would destroy Shiboleth.  The cavern has to be cleaned out and the gate destroyed.  Syrloch has determined how to do so, but it’s dangerous.  


At this point the Archdean will direct everyone’s attention to the Knight-Colonel, except for those whose names she reads out who will be attending her on a special mission.  She announced that this is now a military operation.  Non-resident and non-military Gran March characters are told they do not have to aid in this dangerous mission, but are encouraged to do so as we are outnumbered and time is of the essence.  The threat facing us is not just a threat to Gran March but also the Valley as a whole.  Teams will be placed under military command.  If a team/table has no Gran March characters, the character with the most senior military rank in their nation is placed in command, with military from allied nations placed in command first.  This would be followed with the one with the longest experience of military service in an allied nation.  Next would be the same criteria applied to non-allied nations (unless Ketite, which will not be placed in command of any team).  If a clear command structure does not become apparent at this point, the players may choose a leader from amongst their own.


Players may note on the wall of the room, an eye.  If and only if this gets pointed out to one of the NPCs, the attack plan will change.  The eye is a sensor that the yugoloths are using to scry on them.  In other words, they know you are coming.  If no one spots the eye, then the yugoloths will be better prepared for the battle in the cavern.  [There are three ways the scry may be detected: 1) a character may have cast an extended detect scry spell as evidenced on their index car; 2) a character with an Intelligence of 12+ may have spotted the sensor with an Intelligence check of DC 20; or 3) a player may notice an eye on the wall of the game room during the LARP.  If and only if one of the NPCs is informed, the enemy ambush can be defeated.


Knight-Colonel Wynnavwynn shows an overview of the cavern and the pillars.  The initial goal will be for each team to make their way to one of the pillars and secure it.  Once secured, they need to hold it until the Archdean and her team can destroy the gate.  Holding the pillars will ensure that the yugoloths do not destroy them in an attempt to bring down the cavern (at least that is what the adventurers are told).  What he doesn’t tell the characters is that teams of dwarves will set up on the pillars once secured and prepare to bring the place down themselves if the yugoloths get the upper hand and the gate cannot be closed. As a back up in case the characters cannot hold the pillars, the archdean will be giving instructions to Syroloch members to use transmute rock to mud scrolls if a three-blast trumpet signal is given (which is different from the retreat signal).  Bringing down the cavern will indeed destroy a portion of Shiboleth, but is the only insurance that greater Gran March (and Keoland) will be safe.  It’s a utilitarian decision.  It is possible that a character will refuse to do this.  If ordered to do it and they refuse, they will not receive the Gratitude of the Knight-Colonel, the Military Commendation, nor the Notice of Syrloch on their AR.


In actuality, the Archdean will be going on this mission with a special strike team along with one or two support teams of characters.  They will get into the complex and go through the gate to the Crawling City of Gehenna.  It is there that they will try to find a device that will shut down the gate.


The strike teams will be built in a particular way.  Members of Syrloch level 13+ are ordered onto the strike teams.  Those level 10+ are invited but are not forced to serve.  All other characters level 12+ can volunteer.  If there are more volunteers than spots on the teams, then balance will dictate membership.  The teams will be looking for a demon named Zarkatheos who knows where this item is.  The strike team teams in Gehena will split up to find this creature then bribe him for the information.  The teams will be in communication with the tokens instructing them where to meet at the device’s location.  Once they have the device, they will return to the gate in order to destroy it.  The attack teams in the cavern will be engaged with the enemy to keep them away from the complex on your return. 


Once specified, the Archdean meets individually with the lead Syrloch member from each team (determined by rank in Syrloch—Master, Martinet, Graduate—then by military rank, then by level).  She gives special instructions to each that if they get the device before she does, they are to use a special talisman she gives them to teleport back to the staging area near the cavern where one of the deans is waiting to use the device and shut down the gate.  She is giving the character direct orders to abandon his/her team to accomplish this greater good.  They are not to tell the others for fear that someone else with weaker wills might succumb to the temptations of the device or try to escape by using the talisman themselves.  It will only get one person back here.


While the Archdean meets with the strike team casters, Dean Doulafon calls forth the Syrloch members from each cavern battle team.  He groups them by table and tells them they are ordered not to say anything of what he about to have them do, on orders of the Archdean.  If there is only one arcane caster that is a member of Syrloch, at a table, he/she is given a scroll of transmute rock to mud (CL 11).  He instructs them that they are to use these scrolls on the cavern support pillars if and only if they hear a trumpet blast three times in quick succession (as differentiated from a retreat call on a battle horn). If there are more than two such characters on a team, then he gives the scroll to the senior member (determined by rank in Syrloch, caster level, military rank, favored school of magic.  The chosen caster must be able to cast transmutation spells.  If the caster with the scroll falls, then the next ranking caster must retrieve it and be prepared to use it.  If they are not of sufficient level to do so, then they should try their best.  This is a secret mission and they are told not to tell their teammates in case their teams have been compromised or they try to stop us from completing this mission.  Hopefully, it will not come to this.


Players may need to make changes to heir teams/tables depending on who goes on the strike mission.  They may simply decide to change their tables for other reasons.  Allow a few minutes for those adjustments.


If any player spotted the scrying eye, then at this point, the Archdean and Knight-Colonel will signal the cavern battle team leaders to join them. They will step into a Mordenkaiden’s magnificent mansion for a special tactics mission during which time the Archdean will indicate that their attack plan has been compromised by the scry.  Therefore, the plan will be to use illusions to make it appear that they are carrying out the original plan when in fact the real teams will have split up to attack the cavern from three different directions, hopefully able to catch the yugoloths congregated at the point where they think the attack is coming.  Team leaders are to tell their team not to cast prep spells until the leader gives the word.  The order will come from the speechlinks (see Appendix Ten—New Rules). Several bards form the Order will be the communication relays and each team leader can communicate with HQ.  If the team leader falls, the team’s communication will be cut off.  The archdean will explain that when she sratches the back of her head, that is the signal for the team leaders to take their teams to their new attack locations.  The other players are not to be told this until the archdean gives the signal.  If a team leader fails to take his/her team out of the chamber, they will suffer the consequences as evidenced by the ambush scenario below.


After the briefings, the characters (not companions or familiars) are treated to a heroes’ feast prepared by bards from the Order, while casters are instructed to now choose the spells they think they are most likely to need.  The feast will make characters immune to poison and fear effects for the next 12 hours (effectively removing the initial value of the mezzoloth’s cloudkill ability).  In addition, all characters receive 12 temporary hit points.  And finally, all characters receive a +1 morale bonus to attack rolls and Will saves.  All players need to record this on their character’s index card.

Special Rules

Inhibiting Magicks

The Great Cavern in which the battle takes place houses a structure, within which is a gate to a location in the Crawling City located on the Outer Plane of Gehenna.  Vecna used this location as a transportation point in his travels and homage to the Lich Lord, Melif (before Vecna developed visions of his own divine ascendancy).  He did not want the gate in the heart of his empire, so he opened it in this limestone cavern beneath the garrison stronghold.


The bottom level, where the great cavern housing the gate will be discovered, is also protected to some extent from scryings, teleportation, summonings, and extraplanar travel. However, this cavern has suffered the vagaries of time more so than the worked structures of the fortress level and, as such, there are holes in those defenses that may have been taken advantage of by the forces of good in the night between Day One and Day Two (Round One and Round Two).  This is dependent on what the characters learned and related in Round One of the interactive.  The elementals do not protect the cavern as they do the ancient garrison.


However, the inhibiting magicks still prevent any conjuration (summoning) spells from operating.  This works both ways.  The yugoloths cannot use their special ability nor their spells to summon aid either.  This limits not only the typical summoning spells, but also some others that fall in this category (e.g., deific vengeance, insect plague, instant summons, mount, storm of elemental fury, storm of vengeance, trap the soul). The inhibitions also prevent proper functioning of conjursation (teleportation) spells as well, inside the cavern.

Wandering Encounters


During the battle portion of the interactive and on the strike team missions into the Crawling City, there is the possibility that named evil NPCs will join a melee.  DMs will note for the wandering judges whether or not the table is having an easy time of it and could use an increased encounter boost.  The represents the bad guys signaling for reinforcements.  The wandering judges will have NPCs they are playing and will join a table to order the opponents around and engage the PCs. These NPCs will be tiered and the toughness of the version that arrives to help the opponents is determined by how easily the PCs are dealing with the particular encounter.  These are designed to boost the challenge of the encounter where a table may be having an easy go of it.  These are not to be used to drive a stake through the heart of a party that may be in trouble (see Aiding Others, below).

Movement


Round 2 of the Interactive takes place in one of two places.  A select group of characters will participate in a strike team special mission in the Crawling City of Gehenna.  Normal rules for movement apply there.  Most players will be in the cavern battle that takes place in a natural underground system in which the ground is rough, unworked, and uneven.  Movement is normal, with the following exceptions: 1) running is not possible, 2) characters (and creatures) can charge, but they must make a Balance check (DC 15) or fall prone at the midpoint of the charge distance, and 3) the rough terrain increases the DC of Tumble and Move Silent checks by 2.  The map shows contour lines to indicate the rise of the walls and stalagmites in the cavern.  Crossing these contour lines on the map costs double movement.  For example, if a character is trying to move up the side of a stone flow near a stalagmite and wants to move 10 feet on the map but a contour line crosses through the middle of this distance, then it will take 15 feet of the character’s movement to get to that location.

Aiding Others


Situations may arise in which one group is getting overwhelmed by opponents.  In order to provide the opportunity to aid one another, a communications system is in place.  The Order is providing speechlink spells between the bards and each team’s leader (see Appendix Ten—New Rules).  If a leader is killed, then the team’s commication is severed.  One character in each party will serve as the communications specialist and can communicate a 25-word message to HQ.  HQ can then relay the message to another team nearby that might be able to help. If a member of another table is available and willing to help, then he/she arrives (and can act) on the second round after the request is made.  This represents the time in transferring messages and in getting from one place to another.  


Furthermore, tables can signal an “air strike” from a number of Syrloch members perched in various locations throughout the cavern.  These can be targeted strikes or area effects, depending on the needs.  The results are determined in the round after the request is made.  Each table will be granted three requests during the battle to use as they will.  The damage is not adjusted for any elemental resistances of the creature since these may vary.  In terms of caster level checks against spell resistance, DMs have the option of ignoring the role and ruling that the aid has worked in situations where the table may be in real trouble.  If the judge believes that the situation is not so dire, he/she can role a caster level check which is based on: 1d20+APL+2.  Save DCs are noted where appropriate. Use the following table to determine what effect comes in:

	APL of Table
	Targeted Strike
	Area Strike (to all in 20’ rad) 

	1
	8 pts Magic Missile dmg
	4 pts from arrows

	2
	12 pts Magic Missile dmg
	7 pts from arrows

	4
	17 pts Magic Missile dmg
	12 pts from arrows

	6
	25 pts Max. Magic Missile dmg
	28 pts from a Fireball (pre-resistances) (Ref DC 20)

	8
	35 pts Emp+ Enl Orb of Sound (Less) (+7 ranged touch) (Fort DC 20 or deaf 1 round)
	40 pts from a Fireball (pre-resistances) (Ref DC 21)

	10
	45 pts Orb of Force (+8 ranged touch)
	60 pts from Max Fireball (pre-resistances) (Ref DC 22)

	12
	60 pts Max Orb of Force (+9 ranged touch)
	84 pts from Emp Cone of Cold (pre-resistance) (Ref DC 23)

	14
	Forcecage (with teleporting suppressed)
	90 pts from Max+Emp Fireball (pre-resistances) (Ref DC 24)


Protection Spells


These operate normally in the cavern and on Gehenna.  However, DMs should note that spells such as protection from evil and magic circle against evil will not prevent bodily contact with the creatures in the Great Cavern as these were not summoned creatures.  They have arrived through the gate (which employs conjuration (calling) magic, not conjuration (summoning)).  However, all the other benefits afforded by these spells work normally.

Timing


To opening LARP #3 begins at 9:00pm (real time). Half an hour is allotted for this.  The cavern battle begins at 9:30pm and is conducted in three waves, each allotted one hour.  If a table is having an easy time of it and nearing completion of a wave’s objective early, DMs have the discretion to add additional opponents led by one of the named evil NPCs (see wandering encounters above).  At 12:30 am, the horn is sounded again and the characters retreat to the base camp, either victorious or shattered.  AR and paperwork is allotted 15 minutes followed by a last 15 minute LARP (#4) to wrap up the event.  

Doors and Walls


While doors are not a significant factor in the Great Cavern, the walls may be.  Use the following stats for the cavern walls and stone structures littering the cavern floor:


Walls in the Great Cavern (All APLs) Unworked Stone: varies in thickness; hardness 8; hp 900; AC 5; Break DC 65.


For the strike teams in the Crawling City on Gehenna, characters will encounter numerous types of structures.  Doors tend to be metal and walls are worked stone for the most part (wood is a rare commodity on Gehenna).  Use these stats for doors and walls in the Crawling City unless the encounter specifically states otherwise.


Walls in the Crawling City (APLs 12-14) Superior Masonry: 1 ft. thick; hardness 8; hp 180; AC 5; Break DC 45.


Doors in the Crawling City (APLs 12-14) Iron Doors: 2 in. thick; hardness 10; hp 60; AC 5; Break DC 28.

A Prepared Enemy

The enemy has scried and prepared for this invasion of their new territory by the Gran March forces.  All yugoloths (of all forms) are under the benefits of a heroes’ feast (though none of the non-yugoloth minions are so protected).  All yugoloths are assumed to have have already pre-cast all their long-term buffs.  These have not been included in the stat blocks since it is possible for the PCs to dispel such effects.

Encounter Thirty-Two: Cavern Battle Wave One

The cavern battle can start one of two ways, depending on the player actions in LARP #3 at the opening of Round Two.  If no one reports the scrying sensor, then the Gran March forces are walking into an ambush.  If the sensor is detected, then the Gran March forces will be able to take advantage of the allocation of the yugoloth forces. Furthermore, if any characters want to divine what’s on the other side of the wall, they may be able to determine that the enemy is ready for the ambush and the Knight-Colonel will send the teams to other openings to catch the enemy unprepared.

If the enemy successfully sets the ambush, read the following:


   Over the next hour, the assemblage of Marchers and foreigners along with an entourage of support personnel with equipment make their way down through the fortress ruins and down a shaft near the cavern.  At the bottom, is a rough-hewn chamber with a bed of soft earth lit with numerous everburning torches.  Your group cannot help but notice the spray of dirt along the left side of the cavern.  A closer look shows two large creatures that look akin to ants feverishly digging back and fourth along that wall.  Beyond the cloud of dirt, you can see another odd aspect to this picture: a third ankheg in an animated argument with a woman in robes.


Sergeants move about the crowd and point to where different teams need to position themselves in preparation for the assault on the cavern.


Characters have time now to cast spells in preparation for the assault.  


The dirt cloud dies away and the third ankheg joins the two diggers, engaging in another animated conversation with short forearms and antennae wiggling vigorously.  They turn and begin walking back towards the group, transforming as they move into a human male (Master Bassiloff of the School of Sorcery), a human female (Mistress Bevon of the School of Battle), and a red-faced male dwarf who was the one arguing (Master Unterbrek of the School of Crafting).  They are all wearing maroon shirts under black vests and britches with a multitude of small pouches all over and the silver heraldry reserved for masters over their hearts.  As they take their place among the group, three others take their place in similar attire: a human male (Dean Doulanfon of the School of General Magic), a human female (Dean Koroman of the School of Crafting), and another human female (Archdean Thuldir).  They look back at the teams for the go sign, then they signal lights out.  A dim light remains around them in the darkness as they pull forth scrolls and begin incanting what many in the group recognize as a series of passwall spells.  


The light disappears just as the wall vanishes in a stretch 15 feet across and 8 feet high.  Beyond is a dark cavern lit in the back with a dim green tint from something over a rise and out of sight.  You hear a rhythmic percussive noise like tympanis accompanying similarly rhythmic chanting.   And then, there is a flash, a whoosh, and a wave of heat and flame that lights up the chamber you are in, and the chamber then fills with yellowish-green gas that burns your lungs.  To battle!


At this point, each team moves to their table where they will begin to make their way to the first objective.  Once seated, the encounter begins with some teams making a Reflex save.  Use the following table to determine the initial results of having missed the scrying sensor (the yellow-green gas is several cloudkills from the mezzoloths, but the heroes’ feasts prevent the poison from hurting them):

APL 1:

Reflex save (DC 13) for 3 pts of fire damage (half if saved) (located at the edges of the blast)

APL 2:

Reflex save (DC 14) for 7 pts of fire damage (half if saved) (located at the edges of the blast)

APL 4:

Reflex save (DC 15) for 14 pts of fire damage (half if saved)

APL 6:

Reflex save (DC 16) for 21 pts of fire damage (half if saved)

APL 8:

Reflex save (DC 17) for 28 pts of fire damage (half if saved)

APL 10:
Reflex save (DC 18) for 35 points of fire damage (half if saved)

APL 12:
Reflex save (DC 19) for 42 points for fire damage (half if saved)

APL 14:
Reflex save (DC 20) for 49 points of fire damage (half if saved)

APL 16:
Reflex save (DC 21) for 56 points of fire damage (half if saved) (possible Fortitude save versus massive damage)


Once the initial volley is launched, then the battle begins as each team pours out of the breech in the cavern wall in the direction of their target while the slightly wounded Syrloch deans unleash a barrage of quickened spells on the forces set in the ambush in order to provide cover for the teams to get to their positions.  


The rhythmic drumming and chanting is a team of bardic yugoloths inspiring their companions.  At APLs 1-6, all enemies get a +1 morale bonus on saves versus charm and fear effects as well as a +1 morale bonus to their to hit and damage rolls.  At APLs 8-14, these bonuses are +2.  This lasts for the first 5 rounds of combat (and are not included in the stat blocks).


Set the party in their preferred positions at the egde of DM Aid –Map #7—Battle Wave One.  Their first set of opponents will be mid-way along one edge of the map.  They can see the bard at the opposite end of the map and kettle drums that appear to be floating about a foot off the ground.  It has stopped playing.  On its first action, it will be falling back to the middle of the next map (where the party can engage and destroy the amplified drums in Wave Two).  Initiative is rolled and the battles begin.  DMs may opt to forego the traditional initiative sequence and simply go around the table in order. This can accelerate the battle rounds slightly, at the cost of the added confusion when players delay or ready actions.


The mission in wave one is to clear as many adversaries as possible in the time allotted (55 minutes).  If the party reaches the far edge of the map, put them back at the starting edge (representing a continuation of the cavern that are working their way across).  If they make it onto a 3rd cycle of the map, have an encounter set attack them from behind (representing a flanking maneuver by the enemy as the party raced ahead of its front line).


Go to the Creatures section below for the rules on how to determine the exact nature of the engagement.  


An announcement will be made at the 5-minute mark to warn DMs to resolve the current round.  Any remaining enemies disengage at the end of Wave One and team leaders report in with their talismans their positions and await their next orders.  They will have half an hour to wait as the supply personnel move into position for runs at the cavern pillars.

Note to DMs: This should be a “busy” battlefield.  It’s more than just the PCs engaging the yugoloths.  For instance, as the battle begins, several Syrloch Masters and Mistresses become invisible and fly out into the cavern to provide “air support.”  Judges are encouraged to embellish the scene with explosions of sonic effects, falling debris (including the occasional flayling wizard or yugoloth falling to its death), and the like.  Note that the yugoloths also have sorcerers in hidden positions up on some of the pillars or flying.  Characters will likely not be able to see them at that height, but the yugoloths will be able to target light sources at a distance.  Their mission here is to cast undeniable gravity, undeniable gravity, legion, and dispel magics to keep the good guys on the ground.  They will only be able to do this to the party once each wave (once each hour) since they have to cover a wide area while engaging Syrloch wizards on occasion as well.


Vision: In Wave One, normal vision is limited to 20 feet (shadowy for another 20 feet) due to the distance from the gate complex that is the source of the dim light in the room.  Characters may, of course, bring their own light sources.

If the enemy’s scry was detected and the Gran March forces are able to counter the ambush, read the following:

 
   Over the next hour, the assemblage of Marchers and foreigners along with an entourage of support personnel with equipment make their way down through the fortress ruins and down a shaft near the cavern.  At the bottom, is a rough-hewn chamber with a bed of soft earth lit with numerous everburning torches.  Your group cannot help but notice the spray of dirt along the left side of the cavern.  A closer look shows two large creatures that look akin to ants feverishly digging back and fourth along that wall.  Beyond the cloud of dirt, you can see another odd aspect to this picture: a third ankheg in an animated argument with a woman in robes.


Sergeants move about the crowd and point to where different teams need to position themselves in preparation for the assault on the cavern.


Team leaders should tell their team members to get in position, but not to cast buffs yet.  


The dirt cloud dies away and the third ankheg joins the two diggers, engaging in another animated conversation with short forearms and antennae wiggling vigorously.  They turn and begin walking back towards the group, transforming as they move into a human male (Master Bassiloff of the School of Sorcery), a human female (Mistress Bevon of the School of Battle), and a red-faced male dwarf who was the one arguing (Master Unterbrek of the School of Crafting).  They are all wearing maroon shirts under black vests and britches with a multitude of small pouches all over, and the silver heraldry reserved for masters over their hearts.  

As they take their place among the group, some of you hear a rather high-pitched voice say “ready” from somewhere in the crown and notice out of the corner of your eye a female gnome that was standing nearby just vanish.  Three others step forward dressed in similar attire: a human male (Dean Doulanfon of the School of General Magic), a human female (Dean Koroman of the School of Crafting), and another human female (Archdean Thuldir).  They look back at the teams for the go sign, then the archdean reaches back and scratches the back of her head.  An illusion suddenly appears between you and the three figures.  It appears to be an illusion of you a couple of inches in front of yourself!  The three Syrloch leaders pull out scroll of some sort, preparing to read.


At this point, the team leaders signal their team to follow them out of the chamber behind the illusion.  They hustle the teams up several side cracks in the shaft to small tunnels leading into break points in the cavern (too tight for the full contingent of the assault force to get in fast enough.  The team leaders will have them wait for the signal.  Each team goes to its assigned table.  


The narrator continues:  


From your team’s vantage point, you can see evidence of a large contingent of various creatures in the darkness, amassed outside the point where the cavern wall was to be breeched, including all manner of yugoloths.  Scanning around your position, you can see the outlines of the main pillars off in the distance, backlit lit by some greenish light source from the other side of a ridge.  Several other stalagmites jut up from the cavern floor at irregular intervals in the dimness.  More discouraging is the occasional form moving over those rises every so often, evidently creatures not part of the ambush.  You can hear a rhythmic drumming sound and a distant chanting coming from behind a pile of fallen debris.  Then, suddenly, barely visible in the dim light, a 15-foot wide, 8-foot high hole appears in the wall of the cavern.  A shout roars up from the ambushing creatures and several small glowing beads shoot into the hole, followed by gouts of flame erupting from inside.  Greenish smoke billows out of the opening, wrought be several cloudkills. Clearly, there could have been many deaths were it not for someone noticing the scry.  


Then the counter-stroke comes from inside the hole as numerous spells pour forth; beams of light streak into the massed creatures, chains of lightning arc among them, and several are thrown about by invisible thrusts of raw force.  A blinding beam of light shines forth from the chamber hole, blinding many of the creatures, and suddenly the whole area is cast into darkness as the hole in the wall disappears as if it had never been there.  Shouts of battle lust turned to howls of pain and rage at the sudden loss of their quarry.


The leaders can relate now that the beam of light was the signal to attack.



The rhythmic drumming and chanting was a team of bardic yugoloths inspiring their companions.  However, since the Marchers defeated the ambush, the creatures encountered in Wave One of the attack do not gain the benefit of the bards.  The bards will be falling back and repositioning for Wave Two (where the party may engage the bards and their modified equipment).


Set the party in their preferred positions at the egde of DM Aid –Map #7—Battle Wave One.  Their first set of opponents will be mid-way along one edge of the map.  They can see the bard in the distance backlit by the green glow from over a rise in the cavern floor.  They can see what appear to be kettle drums floating about a foot off the ground.  It is falling back to the middle of the next map (where the party can engage and destroy the amplified drums).  The mobile bards playform is not encountered at APLs 1-4 and creatures in those encounters received no benefit from them.


Initiative is rolled and the battles begin.  DMs may opt to forego the traditional initiative sequence and simply go around the table in order. This can accelerate the battle rounds slightly, at the cost of the added confusion when players delay or ready actions.


The mission in Wave One is to clear as many adversaries as possible in the time allotted (1 hour).  If the party reaches the far edge of the map, put them back at the starting edge (representing a continuation of the cavern that are working their way across).  If they make it onto a 3rd map, have an encounter set attack them from behind (representing a flanking maneuver by the enemy as the party raced ahead of its front line).


The enemy comes in constant waves as they reposition themselves following the failed ambush. Their initial prep spells for Wave One have worn off by the time they engage a team (another benefit of spotting the scry and foiling the ambush).  Once the last creature of an encounter set is defeated, the party has one round to act (in initiative order), before the next encounter set arrives.


An announcement will be made at the 5-minute mark to warn DMs to resolve the current round of combat.  Any remaining enemies disengage at the end of Wave One and team leaders report in with their talismans their positions and await their next orders while hold their current position while the support personnel are moved into position.  This takes 30 minutes (though the players are not told how long this delay will last).  Buff spells may expire during this lull.  The enemy is also rgrouping and repositioning.  They are redeploying fresh troops for the next attack.  Supply personnel move into position for runs at the cavern pillars.


Note to DMs: This should be a “busy” battlefield.  It’s more than just the PCs engaging the yugoloths.  For instance, as the battle begins, several Syrloch Masters and Mistresses become invisible and fly out into the cavern to provide “air support.”  Judges are encouraged to embellish the scene with explosions of sonic effects, falling debris (including the occasional flayling wizard or yugoloth falling to its death), and the like.  Note that the yugoloths also have sorcerers in hidden positions up on some of the pillars or flying.  Characters will likely not be able to see them at that height, but the yugoloths will be able to target light sources at a distance.  Their mission here is to cast undeniable gravity, undeniable gravity, legion, and dispel magics to keep the good guys on the ground.  They will only be able to do this to the party once each wave (once each hour) since they have to cover a wide area while engaging Syrloch wizards on occasion as well.


If the Gran March forces were able to thwart the ambush, then the enemies in APLs 1-6 do not have pre-cast buffs up.  For all other APLs, the judge can apply buffs.  If the forces of Gran March were caught in the ambush, then creatures at all APLs begin with appropriate buffs.  Note that these adjustments have not been made in the stat blocks

Vision: In Wave One, normal vision is limited to 20 feet of shadow due to the distance from the gate complex that is the source of the dim light in the room.  Characters may, of course, bring their own light sources (making it easier for the yugoloths and their minions to see the characters).


Map Details:  The same rules for movement apply here as detailed in the Special Rules for the cavern battle.  The locations on the map are as follows:

A—The tunnel opens onto this ledge, which is about 15 feet above the “floor” of the cavern.  There is a slope down.  There is a double movement cost when crossing a contour line on the map.  Characters can only see 20 feet in the shadowy illumination here without additional light sources.

B—The stalagmites such as B are wide flow rock deposits.  They are obstables and cannot be passed through but must be passed over.  They provide hard cover for those hiding behind them.  Most encounter options will be hidden behind these, camped out on guard as the yugoloth forces are building up in this cavern.

C—There are several pools throughout the caverns.  This one is a shallow pool through which characters may pass under hampered movement conditions.  For medium creatures, apply these conditions: the first 5 feet cost no extra movement; ten feet from the edge costs double movement due to the increasing depth; three squares from the edge costs triple movement; and four squares requires a swim check as the depth is over the head of a medium creature.  For small creatures, these conditions shift up by 5 feet.  For large creatures, the conditions extend out an additional five feet.

D—The somewhat geometric shapes on the various maps such as that at point D represent slabs of limestone that have fallen from the cavern roof over the centuries.  These are not solid but have shattered into large boulders packed together.  The edge of each one costs double movement and is five feet thick to climb up on.  Movement over the slabs is the same as for the cavern floor if the character can make a Balance check (DC 10). If they fail the check, the move costs double and they stop at the midpoint of their destination to regain their balance (they do not fall prone).

E—Here the slab fell on the corner of a stalagmite creating a small passage under the slab.  The passage is large enough for medium sized creatures to pass through crawling (half speed and squeezed).  Small creatures may pass through normally.

F—This is a very tall and thin stalagmite (slow drip formation).  Its tip is 50 feet above the cavern floor.  Many times, the yugoloth air support will be located on these tall stalagmites for purposes of using these abilities to dispel flying or entangling effects cast by the Gran March forces on the yugoloths.

G—This pool is a deep pool of very cold water.  Medium creatures may move through the squares within 5 feet of the edge at double movement. At 10 feet from the edge, the character will have to make a Swim check (DC 10).  In addition, on the third round the character is in the water and each round thereafter, he/she must make a Fortitude save (DC 15, + 1 per previous check) or take 1d6 points of nonlethal damage and become fatigued with hypothermia.  This damage cannot be healed until the character can warm up and dry off (which can occur between waves of attacks).

H—The rise along the top of the map represents the ridge that runs along the floor of the cavern.  Characters are trying to reach this point by the end of Wave One taking out as many enemies in the process.

Creatures: During each Wave, parties will have a number of combats with various encounter sets.  There are six encounter sets for each APL (1-16).  DMs can randomly determine which encounter set by rolling 1d6 or simply work through the sets.  This method affords the DM a good amount of control over providing the party a solid challenge and adjusting if the party is having too easy a time (by adding a second encounter set or choosing a single set from the next APL group higher).  For tables that are facing significant challenges, DMs should not scale back the encounters, but allow the table to call in for aid from Syrloch or nearby tables (to reinforce the interactive nature of the event).  Once a table has defeated a particular encounter option, the DM should mark that off but keep the players in initiative order.  One round will pass before the next encounter option appears.  In the off chance that a party defets the last enemy in an entire encounter set, the DM should choose another set to appear on the map after giving the party one free round of actions.  If the characters chase off an opponent (e.g., they turn an undead or get one to run away, it IS possible that the creature runs on to the next table’s battle map (with a one round delay in travel time).

APL 1 Creature Set:

1. Sickening Sleep (1) (see Appendix One)

2. Necrophidius (1) (see Appendix One)

3. Krenshar (2) (see Monster Manual, p. 163)

4. Githyanki, 1st-Level Warrior (2) (see Monster Manual, p. 127)

5. Vargouille (2) (see Monster Manual, p. 254)

6. Mongrelfolk (5) (see Appendix One)

7. Mindshredder Larva (1) (see Appendix One)

APL 2 Creature Set:

1. Necrophidius (2) (see Appendix Two)

2. Krenshar (4) (see Monster Manual, p. 163)

3. Howler (1) (see Monster Manual, p. 155)

4. Death Dog (2) (see Appendix Two)
5. Dread Guard (2) (see Appendix Two)

6. Mindshredder Larva (3) (Appendix Two)

7. Skeroloth (2) (see Appendix Two)

APL 4 Creature Set:

1. Vaath (2) (see Appendix Three)

2. Yeth Hound (3) (see Monster Manual p. 260) and Skeroloth (1) (see Appendix Three)
3. Carrion Crawler (3) (see Monster Manual, p. 30)

4. Barghest (1) and Greater Barghest (1) (see Monster Manual, p. 22)

5. Mezzoloth (1) (see Appendix Three)

6. Howler (3) (see Monster Manual, p. 155)

7. Skeroloth (1) and Canoloth (1) (see Appendix Three)

APL 6 Creature Set:

1. Nycaloth (wounded-and unable to fly) (see Appendix Four)

2. Mezzoloth (1), Slasrath (1) (see Appendix Four)—flying in with mezzoloth mounted

3. Canoloth (3) (see Appendix Four)

4. Piscoloth (1) (see Appendix Four)

5. Mezzoloth (see Appendix Four) and Barghest and Greater Barghest (see Monster Manual, p. 22)

6. Advanced Yeth Hound (4) (see Appendix Four)

7. Large Earth Necromental (1) (see Appendix Four)

APL 8 Creature Set:

1. Nycaloth (1) and Mezzoloth (2) (see Appendix Five)

2. Mezzoloth (2) and Slarath (2) (see Appendix Five)—flying in with mezzoloths mounted

3. Mezzoloth (1), Canoloth (3) (see Appendix Five)

4.  Piscoloth (2) (see Appendix Five)

5. Yagnoloth (1), Mezzoloth (1) (see Appendix Five)

6. Large Earth Necromental (2) (see Appendix Five)

7. Canoloths (6) (see Appendix Five)

APL 10 Creature Set:

1. Destrachan (2) (see Monster Manual, p. 49)

2. Piscoloth (1) and Canoloth (5) (see Appendix Six)

3. Darkweaver (2) (see Appendix Six)

4. Nycaloths (3) (see Appendix Six)

5. Yagnoloth (1) and Mezzoloth (3) (see Appendix Six)

6. Devourer (1) (see Monster Manual), Piscoloth (1) and Canoloth (2) (see Appendix Six)

7. Piscoloth (3) and Mezzoloth (3) (see Appendix Six)

APL 12 Creature Set:

1. Ultroloth (1) and Yagnoloth (2) (see Appendix Seven)

2. Nycaloth (4) and Canoloth (2) (see Appendix Seven)

3. Ultraloth (1) (see Appendix Seven) and Stone Golem (2) (see Monster Manual, p. 136)

4. Yagnoloth (3), Piscoloth (3) (see Appendix Seven)

5. Ultraloth (1) and Mezzoloth (6) (see Appendix Seven)

6. Darkweavers (4) (see Appendix Seven)

7. Ultraloth (1) and Piscoloth (3) (see Appendix Seven)

APL 14 Creature Set:

1. Arcanaloth (1), Advanced Mezzoloth (2), Ultroloth (1) (see Appendix Eight)

2. Ultroloth (2), (see Appendix Eight), and Stone Golem (4) (see Monster Manual, p. 136)

3. Nycaloth (6) and Canoloth (3) (see Appendix Eight)

4. Ultroloth (2), Mezzoloth (3) (see Appendix Eight)

5. Nycaloth Commander (1), Ultraloth (1) and Advanced Mezzoloth (A) (2) (see Appendix Eight)

6. Nycaloth, Advanced (2) (see Appendix Eight)

7. Arcanaloth (1), Ultraloth (1), Piscoloths (3) (see Appendix Eight)

APL 16 Creature Set:

1. Arcanaloth (1), Advanced Mezzoloth A (4) Deathbringer (1) (see Appendix Nine)

2. Ultroloth (3) (see Appendix Nine) and Greater Stone Golems (2) (see Monster Manual, p.136)

3. Advanced Nycaloth (2), Ultroloth (3) (see Appendix Nine)

4. Arcanaloth (1) and Blackstone Gigant (1) (see Appendix Nine)

5. Advanced Dread Wraiths (4) (see Appendix Nine)

6. Nycoloth Commander (1), Arcanaloth (1) and Mezzoloths (6) (see Appendix Nine)

7. Nycoloth Commander (1) (see Appendix Nine) and Nalfeshnee (demons) (2) (see Monster Manual, p. 45)

Encounter Thirty-Three: Cavern Battle Wave Two

After the first hour of play, it is expected that most groups will have taken the ridge on the far side of Map #8—Battle Wave Two.  If the party was still engaged when time ran out, then their opponents heard a shrill whistle at which time they disengaged and withdrew, leaving the party in control of the ridge.


All parties receive orders through their speechlinks (held by the team leaders) to hold their positions on the ridgeline while the supplies are brought in through the tunnels and put into position to aid in holding the pillars (see Appendix Ten—New Rules). 


This repositioning will take 30 minutes; meaning most of the short-term buff spells of the characters (and the yugoloths) will have worn off for Wave Two.  The characters can do other castings during this time and heal up.  They are ordered not to leave their position, however, until ordered to do so.


In actuality, Syrloch has ordered the dwarves to move their equipment down and prepare to race to the pillars as soon as the teams take one.  What is not clear is why the dwarves are doing this.  The answer is that the archdean convinced the Knight-Colonel that if the strike mission fails to close the gate or if she sends back word by some other means of eminent danger then the dwarves need to collapse the cavern to destroy the gate.  She is fully aware that many adventures would be killed in the process, and Shiboleth could be destroyed if the hill collapses.  But these are acceptable loses to achieve the greater good.


Finally, the orders come through.  The teams are ordered to take the support pillars and hold them.  The players have another 55 minutes to fight additional encounters.  This time, judges will use the DM Aid–Map #8—Battle Wave Two.  Judges can randomly determine or purposely assign encounters from the same encounter sets in Encounter 32 above.  All the same rules apply in this wave of the battle.  The enemy has had time to reallocate their troops and buff them.  Judges are free to adjust the encounters to account for these buffs (e.g., invisibility, see invisibility, etc.).  


Wave Two also starts with the enemy bards near the center of the map (M on the map) inspiring the enemies (APL 1 has no bard, APL 2-6 enemies are inspired with +1 on saves versus charm and fear effects and +1 on attack and damage rolls; APL 8+ enemies receive +2 to these rolls).  These buffs are not included in the stat blocks since they can be dispelled or countersong’ed.  The bards are protected by one of the encounter options (DM’s choice) if the characters would like to try and take out the bard or his instruments.  The stats for both the bard and the instruments are included in the APL-appropriate appendix.  The inspire effect will remain for 5 rounds after the bard is forced to stop playing.


As with the previous wave, flying characters are put down with undeniable gravity spells and area entangling spells (e.g., Evard’s Black Tentacles) are dispelled by the yugoloths’ air support.


Unlike Wave One, there is no break between the encounters.  As soon as the party finishes the last combatant in a given encounter option, the next encounter option arrive or comes around the next stalagmite.


Again, once the yugoloths let loose their battle cry, the cavern is thrust into chaos once more.  Judges can embellish events happening around the immediate location of his/her team of characters.  One particular thing the combatants notice in the occasional flash of light is the momentary illumination of a large gold or possibly bronze tinted draconic form sailing around the cavern roof as if chasing some unseen foe.


Vision: In Wave Two, normal vision is limited to 40 feet of shadow due to the distance from the gate complex that is the source of the dim light in the room.  Characters may, of course, bring their own light sources (making it easier for the yugoloths and their minions to see the characters).


Map Details:  The same rules for movement apply here as detailed in the Special Rules for the cavern battle.  The locations on the map are as follows:

I—This is the other side of the ridge where the players ended Wave One (point H on the previous map).  It slopes gently down towards point J.

J—The stalagmites such as J are wide flow rock deposits.  They are obstables and cannot be passed through but must be passed over.  They provide hard cover for those hiding behind them.  Most encounter options will be hidden behind these preparing for the coming of the characters.  Most of the enemy are in communication via their inate telepathy ability.

K—There are several pools throughout the caverns.  This one is a shallow pool through which characters may pass under hampered movement conditions.  For medium creatures, apply these conditions: the first 5 feet cost no extra movement; ten feet from the edge costs double movement due to the increasing depth; three squares from the edge costs triple movement; and four squares requires a swim check as the depth is over the head of a medium creature.  For small creatures, these conditions shift up by 5 feet.  For large creatures, the conditions extend out an additional five feet.

L—This pool is a deep pool of very cold water.  Medium creatures may move through the squares within 5 feet of the edge at double movement. At 10 feet from the edge, the character will have to make a Swim check (DC 10).  In addition, on the third round the character is in the water and each round thereafter, he/she must make a Fortitude save (DC 15, + 1 per previous check) or take 1d6 points of nonlethal damage and become fatigued with hypothermia.  This damage cannot be healed until the character can warm up and dry off (which can occur between waves of attacks).

M—This is a skinny and tall stalagmite.  On the far side of this stalagmite is where the bard and his floating kettledrums are located that he’s playing to inspire the enemy.  The stats for the bard are included in the appropriate APL appendix, but there will also be one encounter option from the set guarding the bard. Also, the yugoloth air support will often be located on these tall stalagmites for purposes of using these abilities to dispel flying or entangling effects cast by the Gran March forces on the yugoloths.

N—The somewhat geometric shapes on the various maps such as that at point N represent slabs of limestone that have fallen from the cavern roof over the centuries.  These are not solid but have shattered into large boulders packed together.  The edge of each one costs double movement and is five feet thick to climb up on.  Movement over the slabs is the same as for the cavern floor if the character can make a Balance check (DC 10). If they fail the check, the move costs double and they stop at the midpoint of their destination to regain their balance (they do not fall prone).

P—This is a large pillar where a stalagmite and a stalagtite have grown together and now provides support for this large cavern in a geologically unstable area.  The central 25 feet is solid rock.  This is the goal of the PCs in Wave Two and where the dwarves will be moving to when they begin sapping the bases of the pillars during the next wave.

Encounter Thirty-Four: Cavern Battle Wave Three

Again, it is assumed that the characters will achieve their goal of taking the pillars.  If tables run out of time when the horn blows, the enemy will disengage to regroup for a counter-strike, leaving the pillars available for the taking.


The team leaders are again contacted through the speechlinks and ordered to hold the pillar.  During this time, the dwarves move up and begin sapping the pillars by drilling holes deep into the bases.  Characters might be puzzled by this.


The yugoloths are not ignorant of this either.  They are interpreting this invasion of “their” territory as unprovoked and this attempt to destabilize the pillars and collapse the cavern is threatening their new territory.  They are reorganizing and moving into positions to retake the pillars before the Marchers and their allies can finish the job.  The yugoloths are generally unaware of anything going on on the other side of the gate in Gehenna.


After a 10-minute lull allowing the dwarven sappers to get into position, the yugoloth counter-attack begins as waves of creatures come out of the darkness to assault the pillars.  The mission in Wave Three is to hold the pillars.  Judges should use the same encounter sets as in Encounter 32.  The difference in this Wave is that the yugoloths realize what the Marchers are up to at the pillars.  They are beginning to get desperate and throwing everything to the fight.  This is represented by how each encounter follows on the heels of the one before.  In this wave, once the party has dropped all the creatures except one in a given encounter, the next encounter option enters the board.  In other words, as soon as the party manages to get down to one opponent, another encounter set comes onto the board from another location.  The goal of the yugoloths is to push the sappers (and their PC guards) off the pillars then hold the pillars.


This time, judges will use the DM Aid–Map #9—Battle Wave Three.  Judges can randomly determine or purposely assign encounters from the same encounter sets in Encounter 32 above.  All the same rules apply in this wave of the battle. The enemy has had time to reallocate their troops and buff them.  Judges are free to adjust the encounters to account for these buffs (e.g., invisibility, see invisibility, etc.).  


As with the previous wave, flying characters are put down with undeniable gravity spells and area entangling spells (e.g., Evard’s Black Tentacles) are dispelled by the yugoloths’ air support.


Again, once the yugoloths let loose their battle cry, the cavern is thrust into chaos once more.  Judges can embellish events happening around the immediate location of his/her team of characters.


Players may move between tables to help bolster the lines.  It is one round to move to the edge of the map on the next table over (unless extraordinary measures are taken to hasten the travel such as a successful fly spell).  


Success in the battle depends on how many pillars the players still hold at the end of the 3rd hour of fighting.  If the pillar is being overrun, then the dwarves abandon their tasks and it remains unfinished.  


Regardless, when the 3rd hour ends, a signal horn sounds the full retreat.  The orders come to the team leaders to get everyone back to the tunnels and out of the ground as fast as possible.  Depending on the success or failure of the strike team in Gehenna, there may also be a trumpet blast sound three times in addition to the retreat call on the battle horn.  This is a signal to the Syrloch members with scrolls of transmute rock to mud that they must cast them.  Table judges need to determine the outcome of these efforts and report them to the head DM.


At this point, go to the ending for the wrap up.


Vision: In Wave Three, normal vision is limited to 20 feet of normal sight and 40 feet of shadow due to the closer proximity to the gate complex that is the source of the light in the room.  Characters may, of course, bring their own light sources (making it easier for the yugoloths and their minions to see the characters).


Map Details:  The same rules for movement apply here as detailed in the Special Rules for the cavern battle.  The locations on the map are as follows:

Q—This is the main pillar that the PCs captured at the end of the previous wave.  Onle now, the map has advanced.  The character will be set up in a defensive position on the slopes of the pillar.  This time, the enemy will be advancing against them in waves trying to drive them off the pillar.  From point Q, the stalagmite slopes gently down to the cavern floor.

R—The somewhat geometric shapes on the various maps such as that at point R represent slabs of limestone that have fallen from the cavern roof over the centuries.  These are not solid but have shattered into large boulders packed together.  The edge of each one costs double movement and is five feet thick to climb up on.  Movement over the slabs is the same as for the cavern floor if the character can make a Balance check (DC 10). If they fail the check, the move costs double and they stop at the midpoint of their destination to regain their balance (they do not fall prone).

S—This pool is a deep pool of very cold water.  Medium creatures may move through the squares within 5 feet of the edge at double movement. At 10 feet from the edge, the character will have to make a Swim check (DC 10).  In addition, on the third round the character is in the water and each round thereafter, he/she must make a Fortitude save (DC 15, + 1 per previous check) or take 1d6 points of nonlethal damage and become fatigued with hypothermia.  This damage cannot be healed until the character can warm up and dry off.

T—The stalagmites such as J are wide flow rock deposits.  They are obstables and cannot be passed through but must be passed over.  They provide hard cover for those hiding behind them.  Most encounter options will be hidden behind these preparing for the coming of the characters.  Most of the enemy are in communication via their inate telepathy ability.

U—This is a very tall and thin stalagmite (slow drip formation).  Its tip is 60 feet above the cavern floor.  Many times, the yugoloth air support will be located on these tall stalagmites for purposes of using these abilities to dispel flying or entangling effects cast by the Gran March forces on the yugoloths.

Conclusion

You’ll have to wait and find out!

The End

Appendix Seven – APL 12

Encounter Twenty Six




Half-Fiend: Female Half Fiend/Half Elf Ftr 4/Wiz 5/ArcA 4; CR 16; Medium Outsider; HD 4d10+5d4+4d8+13 (66); Init +6; Spd 30 ft., 30 ft. fly (average); AC 23 (touch 19, flat-footed 16); Atk +13 melee (1d6+3, dagger) and Atk +8 melee (1d4+3, 2 claws, or +20/+15 ranged (1d8+7/19-20X3 and 2d6 versus good, longbow); SA Spell-like Abilities, Enhance Arrow +2, Imbue Arrow, Seeker Arrow, Smite Good; SQ Dmg Reduction 10/magic, Darkvision 60 ft., Low Light, Immune to Poison, Resistances; SR 23; AL NE; SV Fort +10, Ref +12, Will +9; Str 16, Dex 22, Con 12, Int 15, Wis 10, Cha 12.

Skills and Feats: Concentration +9, Climb +10, Intimidate +8, Jump +10, Knowl(planes) +10, Listen +7, Move Silently +8, Spellcraft +10, Spot +7, Survival +7; Scribe Scroll, Combat Casting, Improved Critical(Longbow),  Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Spell Penetration, Weapon Focus(Longbow), Weapon Specialization(Longbow).

See Monster Manual pp 252-253 Half-fiend special ability descriptions and Dungeon Master's Guide pp 176-177 for Arcane Archer special abilities.


Possessions: +2 Unholy Longbow, Dust of Disappearance, Gloves of Dexterity +2, Ring of Protection +2


Physical Description: This half-fiend has a rather elvish look to her. Her ears point, and she has the high cheekbones of her elven heritage. Her eyes, however, are a dead give away of her fiendish blood. They contain no whites and no irises, but are blood-red except for the pupils. She moves with an unnatural grace and carries a rather fancy looking bow.

Spells Prepared (4/4/3/1); base DC = 12 + spell level): 0—Detect Magic, Daze, Message, Touch of Fatigue; 1st— Mage Armor, Magic Missile, Protection from Good, Shield; 2nd—Darkness, Web, Scorching Ray; 3rd—Sleet Storm

Ultraloth: CR 13; Medium Outsider (Evil, Extraplanar, Yugoloth); HD 18d8+90 (Outsider); hp 171; Init +3; Spd 30; AC:24 (Flatfooted:21 Touch:16); BAB/Grp +18/+19; Atk +19 base melee, +21 base ranged; +22 melee (1d8+4, +3 Longsword); SA: Hypnotic Gaze (Su) , Spell-like Abilities Alter Self (CL 18) At Will; Deeper Darkness (CL 18) At Will; Fear (CL 18) At Will; Desecrate (CL 18) At Will; Gaseous Form (CL 18) At Will; Invisibility (CL 18) At Will; Prying Eyes (CL 18) At Will; Ray of Enfeeblement (CL 18) At Will; Ray of Exhaustion (CL 18) At Will; Scorching Ray (CL 18) At Will; Scrying (CL 18) At Will; See Invisibility (CL 18) At Will; Suggestion (CL 18) At Will; Wall of Fire (CL 18) At Will; Binding (CL 18) 3/day; Enervation (CL 18) 3/day; Geas/Quest (CL 18) 3/day; Suggestion, Mass (CL 18) 3/day; Symbol of Death (CL 18) 1/day; Teleport, Greater (CL 18) At Will; Summon Yugoloth (Ex); SQ: Damage Reduction (Su): 15/Good, Immunity: Acid (Ex), Immunity: Poison (Ex), Resistance: Cold (Ex): 10, Resistance: Electricity (Ex): 10, Resistance: Fire (Ex): 10, Spell Resistance (Ex): 25, Telepathy (Su): 100 ft., Darkvision (Ex): 60 ft., No Dual Nature (Ex); AL NE; SV Fort +16, Ref +14, Will +15; STR 13, DEX 16, CON 21, INT 16, WIS 15, CHA 19.

Skills: Bluff +22, Concentration +26, Diplomacy +23, Intimidate +27, Knowledge (Arcana) +24, Knowledge (The Planes) +24, Listen +20, Move Silently +21, Search +21, Sense Motive +21, Spellcraft +26, Spot +22. 

Feats: Combat Casting, Iron Will, Point Blank Shot, Precise Shot, Quicken Spell-Like Ability, Simple Weapon Proficiency, Spell Focus: Enchantment, Weapon Focus: Spell - Ray.

Combat: Ultroloths prefer to work behind ranks of mezzoloths or nycaloths, using their spell-like abilities to keep foes off balance. An ultroloth captain usually puts up walls of fire to assist front-line troops. If the battle hangs in the balance, it uses symbol of death to disrupt the enemy. An ultroloth engaged in serious melee almost always retreats, reasoning that it has already lost the battle at that point.


Ideally, ultroloths don't fight at all. They use invisibility or alter self to get close to their enemies, then unveil their hypnotic gaze. Once opponents are entranced, they are easy prey for the ultroloth's other abilities.


An ultroloth's natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction. 

Hypnotic Gaze (Su): Hypnotic pattern as cast by an 18th-level sorcerer, no HD limit, 30 feet, will DC 23 negates. The save DC is Charisma-based.

Spell-Like Abilities: At will--alter self, deeper darkness, desecrate, fear (DC 18), gaseous form, invisibility, prying eyes, ray of enfeeblement (+22 ranged touch), ray of exhaustion (+22 ranged touch), scorching ray (+22 ranged touch), scrying, see invisibility, suggestion (DC 18), wall of fire; 3/day--binding (DC 23), enervation (+22 ranged touch), geas/quest (DC 21), mass suggestion (DC 21); 1/ day--symbol of death (DC 22). Caster level 18th.


At will, an ultroloth can use greater teleport (self plus 50 pounds of objects only) as the spell cast by an 18th- level sorcerer.

Summon Yugoloth (Ex): Once per day, an ultroloth can attempt to summon 1d4 nycaloths, 1d6 mezzoloths, or another ultroloth with a 35% chance of success. 

Immunities (Ex): Ultroloths are immune to poison and acid.

Telepathy (Su): Ultroloths can communicate telepathically with any creature within 100 feet that has a language.

Yugoloth Qualities: Yugoloths are immune to poison and acid (Ex). Yugoloths have cold, fire, and electricity resistance 10 (Ex). Yugoloths can communicate telepathically with any creature within 100 feet that has a language.

Possessions: 

Weapons: +3 Longsword (18,315 gp).

Magic Items: Ring of Energy Resistance (sonic), minor; Cloak of Protection +3.

Description: Dark-skinned and alien-looking, this slim figure is fearsome to behold. Its long head and bulbous eyes give its face an imposing, evil look.


Ultroloths are the elite officers in yugoloth armies, leading troops and disrupting enemy plans. In the competitive environment of Gehenna, they're frequently at one another's throats, and they continually scheme to enhance their power.


Ultroloths have a well-deserved reputation for cruelty. They often linger over fallen foes, taunting and torturing them rather than granting them a quick death. Many wear the severed fingers of their victims on grisly necklaces.


They rarely engage in a stand-up fight themselves, leaving such work to their minions.


An ultroloth is a robed humanoid with an elongated head that is featureless beyond two large eyes that swirl with color. Its skin is a mottled dark gray. Tall and thin, an ultroloth stands 6 feet tall and weighs 160 pounds.


Ultroloths speak Abyssal, Draconic, and Infernal. 

Source: Monster Manual, p. 204

Yagnoloth (Yugoloth): CR 10; Large Outsider (Evil, Yugoloth); HD 10d8+40 (Outsider); hp 85; Init +2; Spd 50; AC:23 (Flatfooted:21 Touch:13); BAB/Grp +9/+23; Atk +19 base melee, +11 base ranged; +21/+16 (2d6+12, Greatsword; 1d6+10, Claw); +21/+16 (1d12+12, Greataxe; 1d6+10, Claw); Space/Reach 5 ft./10 ft.; SA: Breath Weapon (Su), Energy Drain (Su), Stun (Ex), Shocking Grasp (Sp); SQ: DR 10/good, SR 24, Darkvision (Ex): 60 ft., No Dual Nature (Ex); AL NE; SV Fort +11, Ref +9, Will +9; STR 30, DEX 14, CON 19, INT 15, WIS 15, CHA 16.

Skills: Bluff +16, Climb +23, Concentration +17, Diplomacy +20, Intimidate +18, Jump +31, Knowledge (The Planes) +15, Listen +15, Sense Motive +15, Spot +15. 

Feats: Cleave, Great Cleave, Power Attack, Simple Weapon Proficiency, Weapon Focus: Claw.

Breath Weapon (Su): As a standard action, yagnoloth can exhale a cloud of acid every 1d4 rounds.  This cloud affects a single 5-foot cone for 1 round.  A character in that space must make a Reflex saving throw (DC 19); failure means the character tajes 2d6 points of acid damage and is stunned for an equal number of rounds. 

Energy Drain (Su): The truly horrific power of the yagnoloth is its ability to drain life force.  The victim must be unconscious or stunned.  The yagnoloth places its head against the victim’s flesh.  For each full round the yagnoloth remains in contact, the victim gains 1d4 negative levels.  The Fortitude save DC to remove each negative level is 18.

Shocking Grasp (Sp): A yagnoloth can use this ability three times per day, causing 1d8+10 points of electricity damage each time.  Caster level 10th.

Stunnning Blow (Ex): Any character struck by a yagnoloth’s massive arm must make a Fortitude saving DC (25) to avoid being stunned for a number of rounds equal to the points of damage dealt by the blow.

Muscular Arm (Ex): A yagnoloth’s larger arm functions as a primary natural weapon, even when it is used to make secondary attacks. This ability negates any secondary attack penalty and allows the yagnoloth its full Strength bonus with its claw, whether the attack is primary or secondary.

Yugoloth Qualities: Yugoloths are immune to poison and acid (Ex). Yugoloths have cold, fire, and electricity resistance 10 (Ex). Yugoloths can communicate telepathically with any creature within 100 feet that has a language.

Possessions: Weapons: Greataxe +2; Greatsword +2; Ring of Protection +2.

Description: A yagnoloth is humanoid and stands 10 to 15 feet tall.  Its hide is red and scaly; its head is small and skeletal and topped by ears resembling bat’s wings.  A yagnoloth’s favored arm is enormous, thickly knotted with muscles, and long enough to drag on the ground.  It uses this arm for its claw attack.  The other arm appears small in comparison and is about the size of a normal human arm.  This arm is always the one it uses to wield a weapon. The weapon may be a magic item but is never a specific weapon or one with a special ability.  A yagnoloth that possessed such a weapon would be assassinated in short order by its underlings.

Source: Monster Manaul II, p. 203

Nycaloth (Yugoloth): CR 10; Large Outsider (Evil, Extraplanar, Yugoloth); HD 14d8+98 (Outsider); hp 45 (wounded); Init +2; Spd 40, Fly, Good 90; AC:23 (Flatfooted:21 Touch:11); BAB/Grp +13/+22; Atk +18 base melee, +15 base ranged; +21/+13 (3d6+9, +2 Greataxe; 1d6+2, 2 Claw); +18 (1d6+5, 4 Claw); Space/Reach 10 ft./10 ft.; SA: Bleeding Wounds (Ex) , Liftoff (Ex) , Rake (Ex) , Improved Grab (Ex) , Summon Yugoloth (Ex) , Spell-like Abilities Deeper Darkness (CL 14) At Will; Desecrate (CL 14) At Will; Fear (CL 14) At Will; Invisibility (CL 14) At Will;  Mirror Image (CL 14) At Will; See Invisibility (CL 14) At Will; Teleport, Greater (CL 14) At Will; SQ: Damage Reduction (Su): 10/Good, Immunity: Acid (Ex), Immunity: Poison (Ex), Resistance: Cold (Ex): 10, Resistance: Electricity (Ex): 10, Resistance: Fire (Ex): 10, Spell Resistance (Ex): 24, Telepathy (Su): 100 ft., Darkvision (Ex): 60 ft., No Dual Nature (Ex); AL NE; SV Fort +16, Ref +11, Will +11; STR 20, DEX 14, CON 25, INT 13, WIS 10, CHA 16.

Skills: Bluff +13, Concentration +17, Diplomacy +13, Hide +8, Intimidate +22, Jump +19, Knowledge (Arcana) +11, Knowledge (The Planes) +11, Listen +19, Move Silently +12, Search +11, Sense Motive +10, Spellcraft +11, Spot +19. 

Feats: Alertness, Flyby Attack, Iron Will, Mobility, Power Attack, Simple Weapon Proficiency, Weapon Focus: Greataxe.

Combat: A nycaloth's favorite tactic is to use invisibility to approach an enemy on the ground, then dive in with claws extended. If the opponent survives the attack, the nycaloth grabs it and takes off, grappling the enemy until it can drop it from a great height.


A nycaloth's natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.


A nycaloth normally attacks using its Power Attack feat, taking a -3 penalty on its attack rolls and gaining a +3 bonus on damage rolls (+6 damage with greataxe). 

Bleeding Wounds (Ex): A wound from a nycaloth's claw attack continues to bleed after the injury was inflicted. Each wound bleeds for 1 point of damage per round thereafter. Multiple claw wounds result in cumulative bleeding loss (two wounds deal 2 points of damage per round, and so on). The bleeding can be stopped only by a successful DC 15 Heal check or the application of any cure spell or other healing spell (heal, mass heal, and so on).

Improved Grab (Ex): To use this ability, a nycaloth must hit with both claw attacks. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and can attempt to either deal damage with its claws, rake the grappled target (see below), or use its liftoff ability (see below).

Liftoff (Ex): A nycaloth can only use this ability when airborne. A nycaloth that gets a hold on a nonflying opponent of Medium or smaller size can ascend with the grappled creature. when carrying a medium load (a creature weighing between 267 and 532 pounds), the nycaloth's fly speed drops to 60 feet and it takes a -3 penalty on Hide and Move Silently checks; these penalties worsen to -6 with a heavy load (a creature weighing between 533 and 800 pounds). A nycaloth can't carry a load of more than 800 pounds.

Rake (Ex): Attack bonus +15, damage 1d6+5. A nycaloth that gets a hold can make two rake attacks with its hind legs. This includes using the Power Attack feat to take a -3 penalty on its attack rolls and gain +3 on damage rolls.

Spell-Like Abilities: At will--deeper darkness, desecrate, fear (DC 17), invisibility, mirror image, see invisibility, greater teleport (self plus 50 pounds of objects only).

Summon Yugoloth (Ex): Once per day, a nycaloth can attempt to summon another nycaloth or 1d3 mezzoloths with a 30% chance of success. 

Immunities (Ex): Nycaloths are immune to poison and acid.

Telepathy (Su): Nycaloths can communicate telepathically with any creature within 100 feet that has a language.

Description: Though large and obviously powerful, this winged green creature still evokes a sense of speed and agility. Its dog-shaped head turns quickly from side to side, almost like a bird's. The claws on the ends of its powerful fingers look like more than a match for all but the best armor.


Nycaloths act as elite cavalry in yugoloth armies, swooping down onto enemy flanks and tearing up unsuspecting troops. They pride themselves on their ability to strike without warning, then disappear before the enemy has time to launch a reprisal.


A nycaloth looks like a big gargoyle with powerful bat-wings and thick, green skin. All four limbs have razor-sharp claws. The head is vaguely canine, with small webbed ears and horns. Most nycaloths carry large greataxes into battle. An average nycaloth stands 8 feet tall and weighs 800 pounds.


Nycaloths speak Abyssal, Draconic, and Infernal.

Possessions: Weapons: +2 Greataxe (8,340 gp).

Source: Monster Manual III, p. 202

Canoloth (Yugoloth): CR 5; Medium Outsider (Evil, Extraplanar, Yugoloth); HD 6d8+24 (Outsider); hp 51; Init +4; Spd 50; AC:18 (Flatfooted:18 Touch:10); BAB/Grp +6/+10; Atk +10 base melee, +6 base ranged; +11/+8 (1d4+4, Tongue Touch; 2d6+2, Bite); SA: Improved Grab (Ex), Paralysis (Ex), Summon Yugoloth (Ex), Spell-like Abilities Cause Fear (CL 5) At Will; Desecrate (CL 5) At Will; Detect Good (CL 5) At Will; Detect Magic (CL 5) At Will; SQ: Blindsight (Ex): 40 ft., Damage Reduction (Su): 5/Good, Immunity: Gaze attacks (Ex), Immunity: Visual Effects (Ex), Immunity: Sight-based Illusions (Ex), Immunity: Poison (Ex), Immunity: Acid (Ex), Darkvision (Ex): 60 ft., No Dual Nature (Ex); AL NE; SV Fort +9, Ref +5, Will +8; STR 19, DEX 10, CON 19, INT 5, WIS 17, CHA 12.Skills: Hide +5, Intimidate +10, Jump +21, Listen +12, Move Silently +4, Spot +12. 

Feats: Improved Initiative, Multiattack, Simple Weapon Proficiency, Track, Weapon Focus: Tongue Touch.

Combat: A canoloth's combat strategy is simple: Use scent and hearing to track down an opponent, then grab it with the tongue, pull it back to the mouth, and chew until it's a meal, not an enemy.


A canoloth's natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction. 

Improved Grab (Ex): To use this ability, a canoloth must hit with its tongue attack. It can pull a grabbed opponent of Medium or smaller size into its mouth in the same round and make a bite attack. The canoloth can establish a hold with a successful attack even if the victim isn't paralyzed (see below).

Paralysis (Ex): Those hit by a canoloth's tongue attack must succeed on a DC 17 Fortitude save or be paralyzed for 1d6+2 minutes. The save DC is Constitution-based.

Spell-Like Abilities: At will--cause fear (DC 12), desecrate, detect good, detect magic. Caster level 5th.

Summon Yugoloth (Ex): Once per day, a canoloth can attempt to summon a mezzoloth or 1d3 canoloths with a 40% chance of success. 

Blindsight (Ex): Canoloths can ascertain all foes within 40 feet as a sighted creature would. Beyond that range, they treat all targets as having total concealment. Canoloths are susceptible to sound- and scent-based attacks, and are affected normally by loud noises and sound-based spells (ghost sound, silence) and by overpowering odors (such as stinking cloud, cloudkill, or incense-heavy air). Negating a canoloth's sense of smell or hearing reduces this ability to normal Blind-Fight (as the feat). If both senses are negated, the canoloth is effectively blinded.

Immunities (Ex): Canoloths are immune to gaze attacks, visual effects, sight-based illusions (such as silent image), and other attack forms that rely on sight. All yugoloths are immune to poison and acid.

Telepathy (Su): Canoloths can communicate telepathically with any creature within 100 feet that has a language.

Description: This massive armored canine snarls and flicks its huge, barbed tongue inside its double-jawed mouth. Eyeless, it sniffs and snorts as it shifts its bulk and rakes the ground with its four clawed feet.


The scouts and skirmishers in yugoloth armies, canoloths also serve as guardians and bodyguards for their dark masters. Their keen senses spot stealthy adversaries, which are then apprehended with their wicked, barbed tongues.


A canoloth looks like an armored bulldog the size of a human, with two sets of jaws: a vertical set inside a horizontal set. It has no eyes, relying totally on hearing and smell to find intruders. Its most prominent feature is a barbed tongue several inches thick that it can flick out at a target up to 20 feet away. A canoloth stands about 4 feet tall at the shoulder, is about 6 feet long, and weighs 400 pounds.


Canoloths speak Abyssal, Draconic, and Infernal. 

Source: Monster Manual III, p. 200

Piscoloth (Yugoloth): CR 9; Medium Outsider (Evil, Extraplanar); HD 9d8+18 (Outsider); hp 58; Init +4; Spd 30, Swim 20; AC:24 (Flatfooted:24 Touch:10); BAB +9/Grp +13; Atk +13 base melee, +9 base ranged; +13/+11 (2d6+4, 2 Pincer; 1, 8 Tentacle (Paralysis)); SA: Augmented Critical (Ex) , Paralysis (Ex) , Spell-like Abilities Blink(CL 9) At Will; Fear (CL 9) At Will; Detect Good (CL 9) At Will; Detect Magic (CL 9) At Will; Protection from Good (CL 9) At Will; Scare (CL 9) At Will; See Invisibility (CL 9) At Will; Meld into Stone (CL 9) 3/day; Phantasmal Killer (CL 9) 3/day; Stinking Cloud (CL 9) 3/day; Summon Yugoloth (Sp) ; SQ: All-Around Vision (Ex), Immunity: Poison (Ex), Immunity: Acid (Ex), Damage Reduction (Su): 10/Good, Darkvision (Ex): 60 ft., Cannot be Raised or Resurrected, Spell Resistance (Ex): 20, Telepathy (Su): 100 ft., Resistance: Cold (Ex): 10, Resistance: Electricity (Ex): 10, Resistance: Fire (Ex): 10, No Dual Nature (Ex); AL NE; SV Fort +8, Ref +6, Will +6; STR 19, DEX 11, CON 15, INT 6, WIS 10, CHA 14.

Skills: Hide +12, Intimidate +15, Listen +12, Move Silently +12, Search +10, Sense Motive +4, Spot +12, Swim +12. 

Feats: Improved Initiative, Multiattack, Power Attack, Simple Weapon Proficiency, Skill Focus: Intimidate.

Combat: Piscoloths drive the direct tactics of the yugoloth armies. They wade into battle, using their stinking cloud ability and their incredibly sharp pincers to great effect. Typically in charge of lesser yugoloths, piscoloths usually order their subordinates into combat before entering the fray themselves.


A piscoloth can be summoned using a summon monster VII spell.

Augmented Critical (Ex): A piscoloth's pincer attack threatens a critical hit on a natural attack roll of 19-20. On a successful critical hit with a pincer attack, it deals triple damage.

Paralysis (Ex): Those hit by a piscoloth's tentacle attack must make a Fortitude save (DC 16) or be paralyzed for 2d-6 minutes.

Spell-Like Abilities: At will – blink, fear, detect good, detect magic, protection from good, scare, see invisibility; 3/day -- meld into stone, phantasmal killer, stinking cloud. Caster level 9th, save DC 12 + spell level.


Twice per day, a piscoloth can use greater teleport (self plus maximum load of objects only) as the spell cast by a 9th-level sorcerer.

Summon Yugoloth (Sp): Three times per day, a piscoloth can attempt to summon 4 skeroloths with a 60% chance of success (result of 41-100 on d%).

Outsider Traits: A yugoloth has darkvision (60-foot range). It cannot be raised or resurrected (though a wish or miracle spell can restore life).

Yugoloth Traits: A yugoloth is immune to poison and acid. It has cold, fire, and electricity resistance 10. Yugoloths can communicate telepathically with any creature within 100 feet that has a language.

Description: Sergeants and overseers of the yugoloth armies, piscoloths hold dictatorial sway over companies of lesser yugoloths.


The fish-tailed, walleyed piscoloth has the red, chitinous body of a lobster, the talons of a bird, and the head of a carrion crawler. The piscoloth's arms, though humanoid, end in a set ofcrablike pincers.


Cruel, hateful bullies, piscoloths keep order in the yugoloth armies – a  task well suited to their petty and tyrannical demeanor.

Source: Field Folio, p. 196

Mezzoloth (Yugoloth): CR 6; Medium Outsider (Evil, Extraplanar, Yugoloth); HD 10d8+50 (Outsider); hp 95; Init +5; Spd 40; AC:21 (Flatfooted:20 Touch:11); BAB/Grp +10/+13; Atk +13 base melee, +11 base ranged; +13 (1d4+3, 2 Claw); +15/+10 melee (1d8+4, +1 Trident); +13/+8 ranged (1d8+4, +1 Trident); SA: Summon Yugoloth (Ex) , Spell-like Abilities Teleport, Greater (CL 14) 2/day; Cause Fear (CL 10) At Will;  Darkness (CL 10) At Will; Desecrate (CL 10) At Will; Produce Flame (CL 10) At Will; See Invisibility (CL 10) At Will; Cloudkill (CL 10) 2/day; Dispel Magic (CL 10) 2/day; SQ: Damage Reduction (Su): 10/Good, Immunity: Poison (Ex), Immunity: Acid (Ex), Resistance: Cold (Ex): 10, Resistance: Fire (Ex): 10, Resistance: Electricity (Ex): 10, Spell Resistance (Ex): 22, Telepathy (Su): 100 ft., Darkvision (Ex): 60 ft., No Dual Nature (Ex); AL NE; SV Fort +12, Ref +8, Will +7; STR 16, DEX 12, CON 21, INT 7, WIS 10, CHA 14.

Skills: Hide +12, Intimidate +15, Jump +5, Knowledge (The Planes) +11, Listen +13, Move Silently +12, Spot +13. 

Feats: Improved Critical: Trident, Improved Initiative, Power Attack, Simple Weapon Proficiency, Weapon Focus: Trident.

Combat: When directed to attack an opponent, mezzoloths first try to weaken it with cloudkill, then close and attack with their tridents. If the enemy is likely to use enhancing magic such as bull's strength or stoneskin, a few mezzoloths use an area dispel magic before melee begins. If the battle is going poorly, mezzoloths use darkness and teleport without error to make a getaway.


Their tactics are similar in a large army battle. Squads of trident-wielding mezzoloths are the backbone of a yugoloth force. They teleport into battle, launch cloudkill at the enemy, then charge into the yellow mist with their tridents.


A mezzoloth's natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction. 

Spell-Like Abilities: At will--cause fear (DC 13), darkness, desecrate, produce flame, see invisibility; 2/day--cloudkill (DC 17), dispel magic. Caster level 10th.


Twice per day, a mezzoloth can use greater teleport (self plus 50 pounds of objects only), as the spell cast by a 14th-level sorcerer.

Summon Yugoloth (Ex): Once per day, a mezzoloth can attempt to summon another mezzoloth with a 40% chance of success. 

Immunities (Ex): Mezzoloths are immune to poison and acid.

Telepathy (Su): Mezzoloths can communicate telepathically with any creature within 100 feet that has a language.

Yugoloth Qualities: Yugoloths are immune to poison and acid (Ex). Yugoloths have cold, fire, and electricity resistance 10 (Ex). Yugoloths can communicate telepathically with any creature within 100 feet that has a language.

Description: This six-limbed insectoid horror stares ahead unblinkingly through glowing red eyes. It holds a long trident in its claws.


Mezzoloths are the most common foot soldiers in the yugoloth armies. They understand little beyond combat, but their skill in battle is fearsome. When they aren't fighting, they're imagining new ways to hurt their enemies and practicing their martial skills.


A mezzoloth looks like a human-sized insect with heavy chitin and four limbs tipped with sharp claws. Its wide-set eyes glow red when it's angry (which is almost always). When arrayed for battle, mezzoloths wield tridents and carry shields. A mezzoloth stands 7 feet tall and weighs 250 pounds.


Mezzoloths speak Abyssal, Draconic, and Infernal. 

Possessions: Weapons: +1 Trident (2,315 gp); Shields: Shield, heavy steel (20 gp).

Source: Monster Manual III, p. 201

Darkweaver: CR 10; Medium Aberration (Extraplanar); HD 9d8+9 (Aberration) ; hp 49; Init +4; Spd 20, Climb 20; AC:26 (Flatfooted:22 Touch:18); Atk +9 base melee, +10 base ranged; +10 (1d4+4, Tentacle Rake); +10/+5 (1d4+3, 4 Tentacle Rake; 1d6+1, Bite); SA: Improved Grab (Ex) , Shadow Strands (Su) , Strength Damage (Su) , Spell-like Abilities Confusion 13 3 Darkness 13 3 Suggestion 13 3 Tongues 13 3 Web 13 3 Shadow Walk 13 1 ; SQ: All-Around Vision (Ex), Shadow Jump (Su), Shadowstuff Armor (Su), Sunlight Vulnerability (Ex), Tentacle Regeneration (Ex), Resistance: Cold (Ex): 10, Darkvision (Ex): 60 ft., Damage Reduction (Su): 5/Magic, Fast Healing (Ex): 3, Spell Resistance (Ex): 16; AL NE; SV Fort +4, Ref +7, Will +9; STR 17, DEX 18, CON 12, INT 15, WIS 16, CHA 17.

Skills: Climb +18, Concentration +7, Hide +21, Listen +10, Move Silently +11, Search +9, Spot +10. 

Feats: Alertness, Combat Reflexes, Power Attack, Weapon Finesse.

Combat:  A darkweaver relies hevily on its ability to shroud the battlefield in a web of shadow.  Capable of seeing through the shadows it creates, a darkweaver prefers to hide in the effect and lure prey in with suggestion.  If prey refuse to enter the shadow strands, a darkweaver relies on darkness and  confusion to make the creature hesitate while it moves the area of shadow strands over it.  When a creature is close to the center of the effect, the darkweaver rears up and lashes out with its front four tentacles, hoping to ensnare the foe and sap its strength. 

Improved Grab (Ex): If a darkweaver hits an opponent that is at least one size category smaller than itself with a tentacle rake attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +9).  If it gets a hold, it automatically hits with its bite, dealing 1d6+3 points of damage and 2d4 points of Strength damage.  Thereafter the darkweaver has the option to condsuct the grapple normally, or simply use its tentacle to grapple the opponent (-20 penalty on grapple check, but the darkweaver is not considered grappled).  In either case, each successful grapple check it makes during successive rounds automatically deals bite damage.

Shadow Strands (Su): At will, a darkweaver can create an aura of weblike, supernatural, semisolid shadow that emanates outward from it in a 60-foot spread.  A darkweaver can see normally through the shadow strands, but other creatures have great difficulty doing so.  Each full 5 feet of shadow strands grants one-quarter concealment.  Thus, the creature in the shadow strands 10 feet away from another creature would have one-half concealment and a creature in the shadow strands 20 feet away would have total concealment.  A creature in the shadow strands has no concealment from creatures within 5 feet.  Creatures with darkvision suffer these effects, and the shadow strands even baffle blindsight, but true seeing allows a creature ro see normally through them.


Any creature that enters the area can freely move towards the darkweaver, but any attempt to move in any other direction is resisted by the semi-solid shadow strands.  A creature attempting to move in such a fashion must make a Strength check or an Escape Artist check; the creature can move away from the darkweaver 5 feet for each full 5 points by which the check result exceeds 10.  If a creature is adjacent to the darkweaver (within 5 feet), it can move freely so long as it remains adjacent to the darkweaver.  A creature protected by a freedom of movement spell is immune to the constraining effects of the shadow strands.


The darkweaver can move about as it wishes and bring the area of shadow strands with it.  Creatures are not affected by the darkweaver’s moving the strands, but the direction toward the darkweaver will likely change.


Creatures within the strands do not need to guess in which direction the darkweaver lies; it becomes immediately obvious when they truy to move away and the shadow strands snarl and twist to block all other routes.  When a creature without freedom of movement attempts to move against the strands, the darkweaver is immediately aware of its location even if it cannot see the creature due to invisibility.  


Darkweavers are immune to other darkweaver’s shadow strands and can see through them.

Spell-like Abilities: 3/day—confusion, darkness, suggestion, tongues, web; 1/day—shadow walk.  Caster level 13th; save DC 13+spell level.

Strength Damage (Su): Any creature bitten by a darkweaver takes 2d4 points of Strength damage (or 4d4 points on a critical hit).  Darkweavers “eat” by sapping avictim’s strength.

All-Around Vision (Ex): A darkweavfer can see in all directions at once.  Because of this, it has a +4 racial bonus on Search and Spot checks, and it cannot be flanked.

Fast Healing (Ex): As long as it has at least 1 hit point, a darkweaver regains lost hit points at the rate of 3 per round.  Fast healing does not repair hit points lost from starvation, thirst, or suffocation, and it does not allow a darkweaver to regrow or reattach lost body parts. 

Shadow Jump (Su): A darkweaver can travel between shadows as if by means of a dimension door.  The limitation is that the magical transport must begin in and end in an area with at least some shadow.  The darkweaver can shadow jump up to a total of 320 feet per dayl; this amount can be split up among many jumps in 10-foot increments.  Thus, a darkweaver that shadow jumps 35 feet would use up 40 feet of its shadow jump limit for the day.

Shadowstuff Armor (Su): A darkweaver is shrouded in a semisolid armor of shadowstuff that grants it a +3 deflection bonus to Armor Class and a +10 circumstance bonus on Hide chacks (included in the statistics above).  The shadowstuff armor does not provide concealmentm nor does it provide the requisite shadows to make a shadow jump. This armor disappears in an antimagic field, but it returns as soon as the darkweaver is out of the field.

Sunlight Vulneratbility (Ex): When exposed to sunlight or to light equivalent to a daylight spell, a darkweavert takes  a –2 morale penalty on all attacks, saves, checks, and damage rolls.  In addition, it does not regain hit points from its fast healing ability.


A darkweaver’s shadow strands provide the creature with total concealment from light that is outside the shadow strands’ area.  Any magical light source within the shadow strands must be within 5 feet of the darkweaver to affect it because of the concealment the shadow strands provide.

Tentacle Regeneration (Ex): Foes can attack a darkweaver’s tentacles, but only when those appendages are actually holding an opponent.  A tentacle has an AC of 27 (touch 19) and can withstand 20 points of damage.  The loss of a tentacle does not harm the creature (that is, the damage does not apply against its hit point total), and it regrows the limb within a day.

Skills: A darkweaver has a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

Description: Few creatures that have seen a darkweaver truly understands what it looks like.  Every darkweaver resides in a thicket of writhin, supernatural shadows, and a creature must delve into the benighted depths of this darkness to find it.  At the center of this area, a curious explorer might catch a glimpse of a spiderlike form that is wreathed in protective shifting darkness.


The true form of a darkweaver resembles a spider in only the vaguest fashion.  Its fleshy, gray-skinned body is divided into segments, each with four tentacles.  Clusters of spider-like eyes cover all sides of its front section, and the underside contains a mouth with deadly fangs.  A darkweaver usually walks on all eight tentacles, but it can rear its front section up and move about, which frees its front tentacles to attack foes or manipulate objects.


Darkweavers speak Abyssal, Common, and Infernal.

Source: Fiend Folio, p. 39

Appendix Ten – New Rules

ITEMS

Needles of Pain

These three needles must be used together to gain any effect.  If all three pierce the flesh of a creature (each deaing 1 point of damage that can’t be healed until it is removed), the pained creature can give feelings of intense pain to others by touch.  The painful touch produces the effect of a wrack spell (Fortitude save DC 15 negates).


Caster Level: 5th; Prerequisites: Craft Wondrous Item, wrack; Market Price: 35,000 gp; Weight: 1 lb.

Source: Book of Vile Darkness, p. 115)

FEATS

Distracting Attack 

You are skilled at interfering with opponents in melee.


Prerequisit: Base attack bonus +1.


Benefit: When you make a melee attack against a creature, whether you are successful or not, all other creatures get a +1 circumstance bonus on attack rolls against that creature until the start of your next turn.


Special: A fighter may select Distracting Attack as one of his fighter bonus feats.


Source: Miniatures Handbook, p. 25.

Extra Music 

You can use your bardic music more often than you otherwise could.


Prerequisit: Bardic music.


Benefit: You can use your bardic music four extra times per day.


Special: You can gain this feat multiple times.  Its effects stack.


Source: Complete Adventurer, p. 109.

Force of Personality

You have cultivated an unshakable belief in your self-worth.  Your sense of self and purpose are so strong that they bolster your willpower.


Prerequisit: Cha 13.


Benefit: You add your Charisma modifier (instead of your Wisdom bonus) to Will saves against mind-affecting spells and effects.


Special: You can gain this feat multiple times.  Its effects stack.


Source: Complete Adventurer, p. 109.

Lingering Song

Your inspirational bardic music stays with the listeners long after the last note has died away.


Prerequisit: Bardic music.


Benefit: If you use bardic music to inspire courage, inspire greatness, or inspire heroics, the effect lasts for 1 minute after an inspired ally stops hearing you play.


Normal: Inspire courage, inspire greatness, and inspire heroics last as long as an ally hears the bard plus an additional 5 rounds therafter.


Source: Complete Adventurer, p. 111.

Power Critical 

Choose one weapon, such as a longsword or a greataxe. With that weapon, you know how to hit where it hurts.


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


Benefit: When using the weapon, you gain a +4 bonus on the rill 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.


Source: Complete Warrior, p. 103.

Violate Spell [Metamagic]

The character can transform one of his spells into an evil spell, and the wound the spell inflicts are tainted with the foulest evil


Prerequisit: Any evil alignment.


Benefit: This feat adds the evil descriptor to a spell.  Furthermore, if the spell deals damage, half the damage dealt, is vile damage (see Appendix Ten—New Rules).  For example, a violated lightning bolt cast by an 8th-level wizard deals 8d6 points of damage: 4d6 of electricity damage and 4d6 of vile electricity damage (but creatures immune to electricity take no damage). A violated spell uses up a spell slot one level higher than the spell’s actual level.


Special: A character may take this feat multiple times choosing a different spell each time.


Source: Book of Vile Darkness, p. 50.

SPELLS

Expedititious Retreat, Swift

Transmutation
Level: Brd 1, Sor/Wiz 1
Components: V
Casting Time: 1 swift action
Range: Personal 
Targets: You
Duration: 1 round
Saving Throw: None

This spell functions like expedi​tious retreat (see page 228 of the Player's Handbook. except as noted above.

Source: Complete Adventurer, p. 149.
Speechlink

Divination
Level: Brd 3
Components: V, S
Casting Time: 1 standard action
Range: Touch 
Targets: You and one creature touched
Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No

You and a willing target can com​municate verbally no matter how much distance you put between yourselves on the same plane. Either participant can end the spell at any time. Speechlink allows each to hear the other's vocalizations, whatever their volume. It does not transfer other sounds from either participant's Iocation. This spell works on any creatures, including animals, but does not convey any special language comprehension abilities.

Source: Complete Adventurer, p. 157.
Reciprocal Gyre

Abjuration
Level: Sor/Wiz 5
Components: V, S, M
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Targets: One creature or object
Duration: Instantaneous
Saving Throw: Will half; then Fortitude negates; see text
Spell Resistance: No

You manipulate the magical aura of a creature or object, creating a damaging feedback reaction of arcane power. The target takes 1d6 points of damage per spell level for each functioning spell or spell-like ability currently affecting it (maximum 25d6). For example, a creature who is hasted (3rd-level), flying (3rd-level), and protected by a stoneskin spell (4th-level wizard version) takes 10d6 points of damage (Will save for half).  In addition, any creature that fails its save must then succeed on a Fortitude save or be dazed for 1d6 rounds.

Only spells specifically target on the creature in question can be used to create the backlash of a reciprocal gyre, so spells that affect an area (such as invisibility sphere and solid fog) can’t be used to deal reciprocal damage to creatures within their area.  Likewise, persistent or continuous effects from magic items can’t be used to deal reciprocal damage , but target spell effects can be—for example, the magic of a cloak of resistance can’t be used by reciprocal gyre, but a spell cast by a wand of invisibility could be.


Material component: A tiny closed loop of copper wire.

Source: Complete Adventurer, p. 119.

Wrack

Necromancy (Evil)
Level: Clr 3, Sor/Wiz 4
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft. / 2 levels) 
Targets: One humanoid
Duration: 1 round/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

A humanoid subject of the spellcaster's choosing is wracked with such pain that he doubles over and collapses.  His face and hands blister and drip fluid, and the eyes cloud with blood, rendering him blind.  For the duration of the spell, the subject is considered helpless and cannot take actions.

    Even when the spell ends, the subject is still visibly shaken and suffers a -2 penalty on attack rolls, saves, and checks for 3d10 minutes.  The subject's sight returns at the end of the spell's duration.


Source: Complete Divine, p. 190.
RULES

Vile Damage

Vile damage, like regular damage, results in the loss of hit points or ability score points.  Unlike regular damage, vile damage can only be healed by magic cast within the area of a consecrate or hallow spell.  Vile damage represents such an evil violation to a character’s body or soul that only in a holy place can healing magic repair the damage.


Source: Book of Vile Darkness, p. 34.
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DM AID – MAP #8 – BATTLE WAVE TWO
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DM AID – MAP #9 – BATTLE WAVE THREE
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Player Handout #1
[The words below appear in fiery letters floating in the air.  They are written in Abyssal.]

Secrets are not secrets

That seekers know

To seek

Items of Power

are not for the

Fools

will not be

Faithful to Me.
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