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The Lich Queen’s Vengeance

A 1-Round D&D Living Greyhawk® 

Gran March Regional Battle Interactive

Version 1.0

by Ed Podsiad, Sean Flaherty, Andrew Garbade, Josh Pelkey and M. Sean Molley

Recent earthquakes in Gran March have done more than just make Shibboleth tremble. The Mountaineers have discovered the newly revealed ruins of an ancient city high in the Lortmil Mountains, a gold rush of treasure hunters has ensued, and boom town merchants have followed. Newly promted Knight Colonel Thero'Kay has been dispatched to secure the region. However, in a recent journey beyond the boundaries of Oerth, the Knight Colonel and others took treasures of their own from fallen enemies. The fanatical bretheren of those enemies have been tracking Thero'Kay and are coming to reclaim what was theirs...A Living Greyhawk Battle Interactive for military-oriented player characters of all levels.

Introduction

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

Preparation






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

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

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

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

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

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

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

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

Scoring






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

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

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

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

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

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

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

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



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

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

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

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

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

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

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

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

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

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

Time Units and Upkeep




This is a standard 1-round Regional adventure, set in Gran March. Characters native to Gran March pay one Time Unit per round, all others pay two Time Units per round. Adventurer’s Standard Upkeep costs 12gp per Time Unit. Rich Upkeep costs 50gp per Time Unit. Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

At the conclusion of GRM5-01 The Commandant’s Parlor, Knight Captain Marteen Thero’kay is seen claiming for himself one of the silver swords taken from the high level githyanki NPCs defeated by the Commandant and the members of the First Battle accompanying him. These githyanki were on the run from their queen, as they had become too powerful in her eyes and knew she would soon have them destroyed or worse. An fiendish ambassador to the githyanki court using the name Maimbua, who had recently been meeting with the queen in an effort to gain her assistance in some secret matter, aided these githyanki in making their escape in return for their assistance in attempting to capture the Commandant. While that plot failed and the lich queen has thus far rebuffed Maimbua’s requests for aid in his secret mission, the failure of the githyanki fugitives to capture the Commandant and their timely deaths, has presented him with another option. He volunteered to help lead the search for the fugitives and has eventually led the githyanki in charge to their looted corpses in the Astral fortress from GRM5-01. The discovery of the dead fugitives is satisfying to the githyanki and their queen the fact that their silver swords were taken as well has led to a flurry of divination and information gathering from Tu’Narath.

At the same time on Oerth, the most violent earthquake in centuries has shaken the western Lortmills with damage ranging as far west as Hookhill, Proman, and Traziada, and tremors shaking Shiboleth and Buxton’s Crossing. Baronies Cavintus and Cragmor experienced the brunt of the geological violence with extensive damage to the cities and towns there. Local militias were mobilized for several months in addition to active duty troops pitching in with the rebuilding. Toward the end of this activity, a retiring Apex Master took several of his favorite men on a journey to Mount Furgona to share with them his favorite spot for reflection. Upon arriving there they discovered that the peak across a great valley from them which had previously been covered with a thick layer of ice has been shaken clean by the earth quake revealing the ruins of a great city. From their vantage the Mountaineers can see a small force of elves depart and they quickly move to investigate.

Word of the discovery of the lost city reaches the adventuring community almost as quickly as the Apex Master’s report reaches Hookhill. The sages of Syrloch believe that this is the lost ancient Flan capital of Haradaragh [pronounced HAIR ah DAIR ag], however Commandant Vrianian has his doubts. For a variety of reasons (detailed later) Captain Marteen Thero’kay XO of the First Battle is promoted to Knight Colonel and given charge of the 34th Provisional Battle to secure and pacify, if necessary, this new find. He arrives on the scene shortly thereafter, removes all adventurers from the city, establishes a perimeter which no one is allowed to enter without permission, and then establishes a weekly lottery to determine which limited numbers of adventurers are allow entrance to the city. Strict rules are established for each returning group of adventurers to have both themselves and their discoveries screened by the Military to make certain that no item too important, powerful or evil is released into the populace. Thero’Kay has placed a bounty on these items, so adventurers will be willing to turn over such objects and some may even seek them out. An even greater bounty has been established for the return of any such item illegally leaving the area and the person leaving with it.

The night before the first lottery drawing, Thero’Kay is hosting a festival for all in the area and a great host of adventurers and those who serve their typical needs has gathered in the shadow of the city. In addition, several of Thero’kay’s fellow officers from Hookhill have come to congratulate him on his promotion and get a look at the strange ruin. It is on this night that the githyanki, having identified the origin, current location, and troop strength of one of those stealing a silver sword, launch their attack for vengeance.

Adventure Summary 

Introdution:

PCs arrive at the ruins of Haradaragh either as adventurers treasure hunting, religious pilgrims (this city seems to have significance to the Old Faith and Pelor), or military personnel accompanying friends of Thero’kay. They should be provided with additional back-story on the history of the ruin and bardic lore or knowledge skills as appropriate to the situation. PCs of renown, those above APL 10 will be invited to dine in the gatehouse that has been secured by the military as a strong point. Lower level PCs will be turned loose to the festival that Thero’kay is sponsoring in the hopes that hangovers will thin the numbers interested in making the first salvos into the ruin.

Encounter 1: 

The characters enjoy the festival sponsored by Thero’kay and interact with their comrades and a variety of NPCs played by the judges. There will be various Gran March personalities in attendance, rumors to be heard and evil doers to root out. At the close of the festival, higher level PCs will be shown to the gatehouse to enjoy dinner with Thero’kay. 

Encounter 2: 

Both the festival and the gatehouse come under attack. Devils will teleport into the gatehouse in an attempt to destroy the high level PCs and NPCs, while githyanki necromancers and undead attack the festival outside. Some PCs are gathered for a mission to destroy the color pool that the githyanki are using to attack this area, while others are tasked with rescueing Thero’kay himself. Hit squads of powerful githyanki attempt to take out any priority targets.

Encounter 3:

Characters that are in the remains of the festival are ordered to fall back to the gatehouse and form a defensible perimeter there. The githyanki continue their assault with more undead. In the gatehouse, githyanki strike teams are dimension dooring in to attempt to create a second front where the devils have failed. Characters there are ordered to clear the gatehouse of any remaining combatants and prevent the strike teams from breaking through to the outside. One group of scouts is tasked with locating the githyanki command post.

Encounter 4:

Characters are ordered to capture a githyanki alive so that he can be interrogated. Thero’kay wants information on why the githyanki are here, what their goals are, and where their forces are arrayed. A select unit of high profile PCs are tasked with capturing an Astral skiff and returning it for investigation.

Encounter 5:

Both forces are at their breaking points. The githyanki have enough left for one desperate push either to reacquire their lost weapons or destroy those who dared oppose them. PCs are ordered to take the fight to the enemy and march against the githyanki camp. At the same time, a final strike against Thero’kay occurs and other PCs must struggle to fend off this brutal assault.

Conclusion:

TBD

Important Information for Judges:

The purpose of this Battle Interactive is not to kill PCs, but to challenge and entertain the players. Many of the encounters here, if followed exactly as presented, can be overwhelming for an understrength party, a party with poor class composition, or a party that doesn’t seem to work well together. Conversely, the same encounter for another group may provide no challenge at all. It is up to YOU, the judge at the table, to take this information into account when running this Interactive. If you think your players can handle the challenge, give them more. If they are almost broken and the players have begun to despair, then lighten things up a little. It’s all about having fun.


Introduction:  Road to Haradaragh

Set-up: Players arrive and check in at the registration table and participate in mustering for the event. Players are seated and are read the introduction by the Senior Judge. After the Senior Judge is finished, players will adjourn to participate in the interactive.

Summary: The characters arrive at the military encampment set up outside Haradaragh. Those PCs able to make appropriate knowledge checks or Bardic Lore checks receive background info on the site. PCs should receive name tags indicating name, race, military rank and character level. 

The rumors of vast wealth waiting to be found in some newly discovered ruins in the Lortmil Mountains has been circulating among adventurers for days.  You have finally decided to make the long trek high into the mountains.  The road is not easy and the plateau the ruins rest on is thousands of feet above the ground, where the air thins and it is winter year round. 

The frigid air bites painfully at your face as you take the last steps up the steep incline and emerge at your destination. Several patrols of Gran March soldiers from the 34th Battle move among a variety of strangely-clad individuals – you guess by their attire and manner that these others must be adventurers like yourself. Some are here seeking glory, others search for magic and riches, and surely there are those few who want nothing more than to place their lives in danger so others may live in peace. You ponder your place in the hierarchy of adventuring before turning your gaze to the scene ahead.

A large ‘tent city’ has sprung up in the shadow of a massive stone wall. Scores of tents and other temporay structures litter the plateau for hundreds of yards. Merchants sell their wares while priests speak of the virtues of their gods. Entertainers in garishly colored costumes stroll through the crowd, breathing fire, juggling swords or practicing parlor magic for the onlookers. Some folk are gathered around large fires, in an attempt to stave off the fierce mountain chill. Many others fend of the cold in a different manner, frequenting one of the many ‘ale houses’ that cater to rich adventurers. Word quickly spreads that tonight all ale is half price, courtesy of Knight Colonel Thero’kay. A cheer erupts from the crowd and the calls for more rounds rings out.

The high stone wall protects the remains of a large city that lies in the shadow of a massive cliff. Glacial ice still conceals the northern half of the city while teams of miners chip away minute by minute to reveal more of the treasures within. White rocks carefully carved into rectangular blocks form a stout wall protecting the inner city from the masses of people outside. Though the structures are older than most people can readily believe, they seem to have retained much of their integrity through the ages. Several soldiers stand near the gate in the wall, questioning people as they move to enter the city. Many are turned away, but a few manage to gain entry. What does fate have in store for you? If you should enter the city, what will you find waiting beyond the white walls of Haradaragh?

For the Judge: These are the ruins of what is believed to be the lost city of Haradaragh, the ancient capital of the Flan people. It was abandoned centuries ago when it was overrun by evil humanoids. Its location has been lost to the sands of time, until now. The city is fairly well preserved due to being trapped under a solid sheet of ice for thousands of years. The city is located approximately 7,000 feet up on mountain plateau. The weather at this elevation is bitterly cold, despite the summer month. Haradaragh has evaded detection due to the fact that it resides in a divination ‘dead zone’. No Divination school spells will work within 500 yards of the city walls. This includes but is not limited to: Arcane Eye, Arcane Sight, Augury, Clairaudience / Clairvoyance, Commune, Comprehend Languages, Contact Other Plane, Detect <anything>, Discern Lies, Discern Location, Divination, Find the Path, Find Traps, Foresight, Legend Lore, Locate <anything>, Moment of Prescience, Prying Eyes, Read Magic, Scrying, See Invisibility, Status, Rary’s Telepathic Bond, Tongues, True Seeing, and True Strike. These spells simply fail immediately upon being cast, with no indication as to the cause. This includes any spell-like or supernatural abilities that produce similar effects, such as the Paladin’s ability to Detect Evil. Any PC who makes a Knowledge (Arcana) or Spellcraft check DC 20 after casting any divination spell can determine that area is simply “absorbing” the magic, and that further attempts at divination spells would prove fruitless.

Have players make a Knowledge (History) check, a Knowledge (Local – Sheldomar Valley), Bardic Lore or Loremaster Lore check. Give the players the following information based on their check:

DC 5 or higher– The Lortmil Mountains are located in eastern Gran March and are populated mostly by friendly demi-humans.

DC 10 or higher – The demi-humans, with aid of small groups of local humans, and some Gran March forces, rid the area of evil humanoids almost 100 years ago. Many dwarven clans that live under these mountains are extremely rich due to the large quantities of gems and precious ores located here.

DC 15 and higher – The Lortmils, though an ancient mountain range, have some peaks that remain snow-capped throughout the year. There are no active volcanoes in the region, and seismic activity is extremely rare.

DC 20 and higher – There was an ancient Flan city rumored to have been located on one of the highest peaks in the Lortmils. No written descriptions of the city or its location are known to exist, and many believe that its existence is purely a rumor. 

DC 25 and higher – The Flan city was actually their first capital, known as Haradaragh, and was supposedly built almost 2000 years before the Twin Cataclysms. It is said the Beory herself instructed the Flan in its making. It was abandoned thousands of years ago and no one has been able to discover it’s location since. These rumors contend that many fabulous treasures lie in hidden vaults below the city, guarded by fearsome traps of ancient design.

DC 30 and higher – There are cryptic fragments of songs still sung by the Flan in Geoff, Sterich and the County of Ulek that allude to Haradaragh. They tell of awesome visions of the rising sun in the high mountain plateaus, the wide boulevards and grand plazas of the city, ancient temples to the Sun-God, agricultural terraces and labyrinthine walls that protect the city. Other, more tragic songs sing of the last days of the city when the mines below spewed forth evil humanoids that rampaged and slaughtered all those who refused to flee.

Any PC who succeeds at a Knowledge (Geography) or Stonecunning check DC 15 can see the area was once under a thick shelf of ice. Almost a sort of dome of ice, under which rested the city. This ice bubble recently burst, probably during some sort of seismic event. Much of the ice has now melted, but the stone shows many indications of scarring from the collapse of the ice dome.

Knight Colonel Thero’kay has set up his command post inside a large gatehouse-like structure that seems to serve as the main gate of the ruins. All other gates have been sealed with walls of stone and men of the 34th Battle constantly patrol the walls looking for any attempting to infiltrate the city. All PC’s have been informed that no one is allowed to enter the city at this time. There will be a lottery drawing every to see who gets to enter the city and when. Until then, imprisonment and harsh fines are the penalties for attempting to sneak into or out of the city. High-ranking military PC’s (Lieutenant or higher) or high-ranking Syrloch PC’s (Master) would know that Syrloch mages and soldiers from the Spellcaster Corps are also patrolling the area, but do so much more subtly, using magic to hide or disguise themselves. 

If a PC insists on attempting to sneak into the city, assume, unless they come up with a creative reason not to, that they set off one of the many Widened Extended Alarm spells that have been put in place by Syrloch. This summons not only several local guard patrols, but also several flying, invisible Syrloch wizards and Spellcaster Corps clerics. The clerics will cast a Widened Invisibility Purge and the wizards and soldiers will subdue the interloper. Unless the PC has extraordinary means of escaping, assume that they will be captured. Punishment will be dealt with by the Triad.  If the PC leaves Haradaragh, then they are effectively ‘banned’ from the city, and unable to play in the Interactive.

Encounter 1:  Party at Ground Zero

Time allotted for this Encounter: 1 Hour. 
Summary: This portion of the event is a Live-Action Role-Play session. Characters have the option to check in with the military commanders or enjoy the festival that is being sponsored by Knight Colonel Thero’kay and the comradeship of other adventurers.

The military is busy keeping people out of the city, assessing the dangers that the city poses, managing the festival, and organizing the lottery of adventurers interested in investigating the ruins.

The festival is a loud affair, with many colorful costumes, smiling entertainers and lots of cheap alcohol. Knight Colonel Thero’kay hopes that by subsidizing alcohol sales, many would-be treasure hunters will be too hung over the next day to bother with the lottery, allowing his forces more time to investigate and organize.

Player Goals:

Interact with fellow PCs and NPCs. Gather information, have fun.

Encounter Setup: The PCs are in the tent city that has sprung up outside the main entrance to Haradaragh.

Elapsed Time: Game time starts at Noon. The encounter will last as many game time minutes as it does real time mintues (approxiamately 1 hour).

For the Judge: Everyone playing an NPC will receive instructions as to the NPCs personality, motivations, and goals to achieve during Encounter 1. Please portray your character as accurately as possible and record any significant successes or failures for the Senior GM. Judges should not reveal their “true” character identity to other judges.
Red stickers: Targeted for assassination via Githyanki Kill Teams.

Blue stickers: PC is the owner of a Silver Sword, and therefore targeted for assassination via Githyanki Kill Teams.

Yellow stickers: PC has been poisoned with a slow-acting contact poison. Effects vary according to PC level. See Encounter 2 for details.

Gold stickers: Corporation Member.

Green stickers: PRB Candidate.
Orange stickers: No meaning.
When the LARP portion has ended the judge portraying Knight Colonel Thero’kay will read the following aloud:

“My friends and comrades, I hope you have enjoyed yourself this evening. Let the ale flow freely! Tomorrow morning, the lottery for those brave souls wishing to explore the ruins will begin. Good luck to all of you! Everyone who has received my personal invitation please join me in the dining hall, to everyone else, I bid you goodnight.”

Encounter 2: The Uninvited Guests

Time allotted for this Encounter: 2 Hours.
Summary: The encampment is surprise attacked by plane-shifting githyanki warriors and necromancers and infiltrating undead. The attack occurs around 8 pm, thus the only available light is from lanterns and campfires. 

Option A (APL 2-10):

If the table is APL 2-10, read the following:

You watch the massive stone doors close behind those lucky few invited to dine with the Knight Colonel, leaving you outside in the cold with the common folk.  

Your long day of travel into the forbidding mountain wilderness has almost come to an end. Ale flows freely and lutes continue playing energetic tones as the bards work their trade into the night. Fires and lanterns flicker in the chill night air as the winds from earlier in the day reappear. The frigid breeze once again wraps around you, but this time, the wind continues for a moment too long and the chill of the mountain air is replaced by something colder. Cries erupt around you as people begin to scatter in all directions. Chaos ensues and you notice that several pockets of combat have eupted throughout the tent city.
APL 2-10 Player Goals:

Defeat all enemies on the map and rescue as many people as possible.
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APL 2 (EL 5)

Githyanki warrior skeleton (12)

Troll skeleton (1)

APL 4 (EL 7)

Githyanki ghoul (9)

Githyanki ghast (1)

APL 6 (EL 9)

Advanced (6 HD) Githyanki spellstitched ghast (1)

Advanced (8 HD) Githyanki ghast (3)

Evolved Undead Boneclaw (1)

APL 8 (EL 11)

Advanced (8 HD) Githyanki spellstitched evolved undead ghast (2)

Boneclaw (6)

APL 10 (EL 13)

Spellstitched Evolved Undead Boneclaw (2)

Boneclaw (4)

Hulking Ogre Corpse (2)

See Appendix A for Monster information.

Encounter Setup: The PCs are in the tent city that has sprung up outside the main entrance to Haradaragh. Place the PCs in the center of the map. Place four civilians randomly about the map, who move on the last player initiative. Enemies will enter from a random direction.

Elapsed Time: No game time has elapsed from the end of Encounter 1 (end of the LARP) as PCs move directly from Encounter 1 to Encounter 2. Assume that 1 hour passed since the beginning of the LARP, for spell duration purposes.

For the Judge: PCs in this encounter are enjoying the festival when several intelligent undead reveal themselves and being attacking the festival. The githyanki knew of the location of a ‘color pool’, a one-way portal from the Astral Plane to another plane that opened into the caverns below Haradaragh. They are using this pool to move large quantities of undead through to sow confusion and attempt to capture slaves to return to the Astral Plane. The enemies’ objective is to kill (subdue at higher APLs) as many people as possible and sow confusion.
Each table will have 4 civilians that they must protect. Judges/Boxed text should make clear the fact that the undead are literally everywhere, appearing from the night around the PCs. The citizens, having no where to go (no permanent structures on this side of the wall), will flock to the PCs and beg for their protection. At higher APLs in this encounter, the enemy will attempt to subdue/incapacitate the “victims” and PCs in order to take them back to the Astral Plane for use as slaves.

Waves of attackers:  The undead listed at every APL is a single wave of attackers. Each table can encounter up to three waves of these undead during this encounter. It is up to the judge to determine if the PCs are capable of handling more than one wave. Consider also the amount of time remaining in this encounter, if it will allow another wave. If there are 2 or more PCs unconscious when the first wave is destroyed, do not send in another wave. If 50% or more of the undead were turned in the initial rounds of the first wave, send in at least one more wave. If the same occurs with the second wave, send in a third wave. Remember, the goal is to challenge the players!
Important information about this Encounter:

1.
Any PCs with a ‘Yellow sticker’ has been poisoned with a slow-acting contact poison. The initial poison damage does not occur until Round 3 of Encounter 2. PCs get Fortitude saves as normal to resist these effects. The effects of the poisons are: 

APL 2: Malyss root paste (Fort save DC 16, 1 Dex initial, 2d4 Dex secondary).

APL 4: Sassone leaf residue (Fort save DC 16, 2d12 hp initial, 1d6 Con secondary).

APL 6: Nitharit (Fort save DC 13, 0 initial, 1d6 Con secondary).

APL 8: Teriniv root (Fort save DC 16, 1d6 Dex initial, 2d6 Dex secondary).

APL 10: Dragon Bile (Fort save DC 20, 1d6 Str initial, 2d6 Str secondary).

APL 12: Dragon Bile (Fort save DC 23, 2d6 Str initial, 1d6 secondary).

APL 14: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

APL 16: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

APL 18: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

2.
Any tables that are overwhelmed can attempt to retreat to the gate house. This requires falling back across 2 full map sections (including the map they started on).

3.
Assume that any undead that are turned and subsequently leave the map will encounter a friendly necromancer who will then ‘command’ them to return, and they will re-enter the map after  5 rounds of leaving it.

Special Mission 1: One table of volunteers from a mid-APL section is tasked to destroy the ‘color pool’ that is flooding the area with undead from the Astral Plane. The color pool exits in some caverns underneath Haradaragh. The PCs are given two scrolls of Wall of Stone and instructed to use them to seal off the ‘color pool’. It was discovered by a Syrloch member who was traveling ethereally. Syrloch simply wants it cut off at the moment to stop the flow of undead. They will deal with the ‘color pool’ itself on another date.
Critical events:

1.
How many civilians are killed?  How many captured?

2. 
Were any PCs captured?

Option B (APL 10-18):

If the table is APL 12-18, read the following:

Perhaps tales of your deeds have reached higher places than you expected. When word of your arrival reached the Knight-Colonel’s ears, he requested your presence at a formal dinner inside the Gatehouse. Not one to refuse such a generous offer, you readily accpted. 

Around the large table sit several other prominent adventurers. In such august company, it is inevitable that you recognize some of the other dinner companions – or competitors – also visiting Haradaragh. 

The Knight-Colonel is not only an excellent host, but also a man of remarkable taste. The meal is delicious, much better than should be expected inside the ruined gatehouse of a city abandoned for thousands of years. Drinks of all flavors are available, and food is brought to the table as long as at least one person continues eating. Through it all, the Knight-Colonel presides over the gathering, talking brightly with his companions, all obviously high-ranking officers and friends from across the Flanaess.

As the dinner concludes, Thero’Kay provides a short speech thanking each of you for your presence in the city and wishing you luck in the lottery tomorrow. He nods grandly, turns and leaves, several of the officers near him rising from their seats to follow their commander out of the room.

As conversation returns, a small “Pop!” echoes in the chamber, grabbing your attention. From out of nowhere, the acrid smell of sulfur slams into you as several large beings swing their heads from side to side, scanning for prey, until they all come to rest on you.

APL 12-18 Player Goals:

Fight for your lives.
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APL 12 (EL 15)

Hezrou (2) (1)
Retriever (2) (2)
APL 14 (EL 17)

Glabrezu (3) (2)
Nalfeshnee (1) (1)
APL 16 (EL 19)

Glabrezu (3) (2)
Marilith (1) (1)
APL 18 (EL 21)

Advanced (18 HD) Nalfeshnee (1) (1)
Advanced (18 HD) Glabrezu (1) (1)
Balor (1) (1)
See Appendix A for monster information.

Encounter Setup: The PCs are in the main hall of the gate keep. The hall is a long, cathedral style room, 80’ wide, 220’ feet long, 50’ high. Place the PCs in the center of the map seated at the tables. All high APL tables are assumed to be in this place, but for simplicity, no effects spill over to other tables. Enemies will appear on the map grouped together, with melee types protecting caster types.

Elapsed Time: No game time has elapsed from the end of Encounter 1 (end of LARP) as PCs move directly from Encounter 1 to Encounter 2. Assume that 1 hour passed since the beginning of the LARP, for spell duration purposes.

For the Judge: PCs in this encounter are in the gate house that serves as the command post. Knight Colonel Thero’kay invites the more famous adventurers to a special dinner function, as he believes they are his best bets for successfully investigating Haradaragh and recovering its treasures. Thero’kay has retired to his own private dinner with his commanders to plan events for tomorrow. At this point, powerful Githyanki attack squads will Teleport in (having already plane-shifted to the Material Plane), bringing powerful expendible troops with them. (Retrievers at APL 12 will be teleported in by an invisible Succubus sorceress, who will then immediately teleport away).

The enemy will be attempting to kill/neutralize as many PCs as possible, as they have prior knowledge of their arrival and the threat they pose.

Hit Squads: If the infiltrating Githyanki wizard was successful in gathering intelligence on the high-level PCs, additional forces will be mustered to deal with them. Any PCs with the ‘Red or Blue sticker’ will have a specially prepared hit squad go after them. This will be represented by a wandering judge who take their hit squad from table to table looking for PCs with the ‘Red or Blue sticker’. 
*If the infiltrating wizard was captured, then not as much intelligence is gained, thereby reducing the preparedness of the initial assault forces. Use the enemy quantities listed in Bold Type if the Senior DM informs you that this occurs. 

Waves of attackers:  The enemies listed at every APL are only the initial wave of attackers to appear. Each table can encounter up to two waves of attackers during this encounter. Waves after the first use enemy from the next lowest APL. APL 12 waves will consist of half the numbers of the initial wave. It is up to the judge to determine if the PCs are capable of handling more than 1 wave. Consider also the amount of time remaining in this encounter, if it will allow another wave. If there are 2 or more PCs unconscious when a wave is destroyed, do not send in another wave. If 50% or more of the enemy were destroyed in the initial rounds of the first wave, send in at least one more wave. If the same occurs with the second wave, send in a third wave. Remember, the goal is to challenge the players!

Important Information about this Encounter:

1.
All demons that teleport in have been Deafened. Remember that spell-like abilities do not have Verbal components, therefore there is no chance of spell failure for being Deafened. However, this also makes them immune to many spells that require the target to be able to hear the spell, such as Holy Word. The demons communicate via Telepathy. Further, each demon has had a Contingent Dimensional Anchor cast upon them (via a friendly spellcaster with the Craft Contingent Spell feat), triggered to activate via a specific hand signal (a free action to activate). Once the demons teleport in, they will perform the hand signal, activating the Contingent spell upon them, as cast by a 14th level Wizard.

2.
Any PCs with a ‘Yellow sticker’ has been poisoned with a slow-acting contact poison. The initial poison damage does not occur until Round 3 of Encounter 2. PCs get Fortitude saves as normal to resist these effects. The effects of the poisons are: 

APL 2: Malyss root paste (Fort save DC 16, 1 Dex initial, 2d4 Dex secondary).

APL 4: Sassone leaf residue (Fort save DC 16, 2d12 hp initial, 1d6 Con secondary).

APL 6: Nitharit (Fort save DC 13, 0 initial, 1d6 Con secondary).

APL 8: Teriniv root (Fort save DC 16, 1d6 Dex initial, 2d6 Dex secondary).

APL 10: Dragon Bile (Fort save DC 20, 1d6 Str initial, 2d6 Str secondary).

APL 12: Dragon Bile (Fort save DC 23, 2d6 Str initial, 1d6 secondary).

APL 14: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

APL 16: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

APL 18: Dragon Bile (Fort save DC 26, 3d6 Str initial, 0 secondary).

Special Mission 2: A high-ranking PC receives a Sending by one of Thero’kay’s entourage. They are under heavy attack and require immediate assistance!  Assemble a squad to break through to his private dining area, using the ongoing melees as distractions, or else Thero’kay and his entire command will be decimated.

Critical events:

1.
Did the PCs defeat the demons before time was called?

Encounter 3: Hold the Line/Clear the Gatehouse

Time allotted for this Encounter: 1.5 Hours.
Summary:  The low APL PCs are pushed back to the gatehouse by the hordes of undead and must make their stand against another wave of undead, while the PCs in the gate house recover from the brutal initial assault. The high APL PCs are tasked with clearing the gate house of any githyanki or undead. While this is occurring, a second wave of half-dragon githyanki teleport in, to attempt to rescue any fallen comrades and simultaneously assault the forces manning the front gate from the rear.
Option A (APL 2-10):

If the table is APL 2-10, read the following:

The undead attackers have mauled many of the soldiers, and orders have passed to you signaling a strategic withdrawal. You are told that all Gran March forces are going to fight their way toward the gatehouse in an effort to maintain a defensible position. 

As the soldier talking with you moves away to take charge of his file, large carts rumble through the carnage, running over the shattered but still-moving remains of more than one undead creature. A burly man with a scar over his left eye calls out, “Come on, soldiers, get the lead out!” Other men begin filling up the empty wagons as they speed through the city on their way to the new perimeter.

As you make your way through the tent city, you catch glimpses of packs of hunched creatures running through the darkness at the edge of your vision. Several of the tents have started to burn, their bright embers whirling up through chilly night.

As the massive stone wall of the gate house looms near, you see a makeshift barricade of boxes, upended wagons and rocks manned by a group of forlorn looking Gran March soldiers. They look to you as you make your way over the barricade, a light of hope finally dawning in their eyes.
APL 2-10 Player Goals:

Defend the perimeter, do not fall back, no matter the cost.
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APL 2 (EL 6)
Troll skeleton (3) (2)
APL 4 (EL 8)

Bonedrinker, Lesser (4) (3)
APL 6 (EL 10)
Bonedrinker (4) (3)
APL 8 (EL 12)

Hulking Ogre Corpse (3) (2)
APL 10 (EL 14)
Advanced (24 HD) Hulking Stone Giant Corpse (4) (3)
If Special Mission 1 ‘succeeded’ use the enemy quantities in Bold Text.

See Appendix A for Monster information:

Encounter Setup: The PCs are outside the main entrance to Haradaragh. Place the PCs behind the barricades on the map. Place the NPC soldiers in the same area. Enemies will enter from the opposite end as the PCs. 

Elapsed Time: 15 minutes of game time have elapsed between the end of Encounter 2 and this encounter.

For the Judge: After rescueing the civilians from the immediate threats, a squad of infantry arrives on the scene. The word has been passed to fall back to the gate house. There, a defensible perimeter has been set up in front of the doors. Wagons and tables have been overturned to create a crude barricade. Many patrols have failed to return, they are assumed dead, and civilians have been pressed into service. Casualties so far have been high. Morale is starting to waiver.
Important Information about this Encounter:

1.
Each Gran March military PC eligible for promotion is given command of a unit of Gran March soldiers, 2 archers and 2 pikemen to assist them in manning the perimeter.  If there are no eligible PCs at the table assign 4 archers and 4 pikemen to the highest level PC, preference given to fighter-types. Judges will be on the lookout to see who makes good tactical decisions and demonstrates leadership skills in this encounter. See Appendix C for scoring.

2.
Wandering damage can occur in the form of strikes via red dragon riders. These attacks will occur once per ‘wave’, on the third combat round at the initiative count of the enemy from that wave. Effects are based on APL:

APL 2: Heightened Sculpted Grease spell cast on 4 contiguous 10’ squares encompassing as many wall defenders as possible (Ref save DC 16, caster level 5).

APL 4: Heightened Sculpted Glitterdust spell cast on 4 contiguous 10’ squares encompassing as many wall defenders as possible (Will save DC 17, caster level 5).

APL 6: Fireball spell encompassing as many wall defenders as possible (Ref save DC 18, caster level 6).

APL 8: Young Red Dragon breathe weapon attack: 40’ cone of fire to maximize damage to PCs, minimize damage to NPCs (4d10 fire damage, Ref save DC 19).

APL 10: Juvenile Red Dragon breathe weapon attack: 40’ cone of fire to maximize damage to PCs, minimize damage to NPCs (6d10 fire damage, Ref save DC 20).

Special Mission 3: Scouts are ordered to discover the location of the Githyanki command center. It just so happens that a table of mid-level PCs (APL 6-10) are the ones who stumble on this encampment and must survive the trip back after being discovered by a very angry dragon-rider and his mount.

Critical Events:

1.
How many of the NPC soldiers survived?  If they were assigned to a PC eligible for promotions, record the PC name, player name and RPGA number.

2.
Did the PCs defeat all of the undead before time was called?

Option B (APL 12-18):

If the table is APL 12-18, read the following:

The last demon falls, its smoking corpse reeking of sulphur and decay. As the ruckus in the dining hall slowly disappears, many of the adventurers pause, looking about them in shock or possibly expecting more enemies to appear at any moment. A nearby Gran March Captain begins issuing orders. After talking with several of his men, he moves to you. “My name is Captain Trowa, aide to Knight-Colonel Thero’Kay. We are attempting to secure the Gatehouse, and could really use your help. Consider yourselves activated if you’re veterans of the March. If not, well, we’d appreciate your help none the less, but I cannot promise anything in return. Your lives are on the line with the rest of us. I hope that motivates you enough.” He pauses, mentally taking a measure of each you, then continues, “We need to clear this gate house of enemy forces so that we have a stable base of operations. Can help us with that?”

APL 12-18 Player Goals:

Clear the gate house of all enemy forces.
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APL 12 (EL 16)

War Troll (1)

War Troll Archer (1)

Half-Dragon Githyanki Bbn1/Ftr4/EWM1/Occ5 (1)

APL 14 (EL 18)

War Troll, Bbn1/War2 (1)

War Troll Archer, Ftr1 (2)

Half-Dragon Githyanki Bbn1/Ftr4/EWM1/Occ5 (2)

APL 16 (EL 20)

War Troll, Bbn1/War2 (2)

War Troll Archer, Ftr1 (4)

Half-Dragon Githyanki Bbn1/Ftr6/EWM1/Occ5 (2)

APL 18 (EL 22)

War Troll, Bbn1/War4 (2)

War Troll Archer, Ftr1 (4)

Half-Dragon Githyanki Bbn1/Ftr9/EWM1/Occ5 (2)

See Appendix A for information:

Encounter Setup: The PCs are still in the gate house. Place the PCs in the area marked “1” on the map. Ensure the rest of the map remains covered. Enemies are located as described under Rooms below. 

Elapsed Time: 15 minutes of game time have elapsed between the end of Encounter 2 and this encounter.

For the Judge:

The order to fall back to the gate house has been given to those troops still outside. It is the job of the PCs inside the gatehouse to ensure it has been cleared. Go room to room and eliminate any enemy prescence in the gate house. The PCs are interrupted while doing so by squads of half-dragon githyanki and their henchmen, who have D’Doored into the gate house in order to rescue any fallen comrades (as well as recover any silver swords) and assault the forces protecting the entrance to the gate house from the rear, hopefully creating a second front and breaking the defense lines. Unknown to them, the gate house is still held by Gran March soldiers.

Rooms: 1: PC start area, a simply hallway. All doors are made of stone (Hardness 8, 60 hit points, break DC 30). Burning torches in every room provide light.

2: This large circular room was a temporary barracks for some Gran March soldiers. It is now the scene of a recent battle. The bodies of several slain Gran March soldiers lie with the dead bodies of several githyanki in the center of the room. None remain alive. All the other doors are closed. The enemy will use their dimension door ability (the githyanki bringing the war trolls with them) to appear in the room on the round after the PCs enter it (since they believe the room to be unoccupied they will take no actions in their surprise round aside from dimension dooring in). Subsequent waves of enemies will arrive from different doors as the sound of battle draws them from various parts of the keep. If any of these doors are blocked off, preventing the Githyanki from closing, they will either use their dimension door ability or go around to another door, which will take 2 full rounds of movement.
Waves of attackers:  The enemies listed at every APL are only the initial wave of attackers to appear. Each table can encounter up to three waves of attackers during this encounter. Waves after the first will consist of half the numbers of the initial wave. It is up to the judge to determine if the PCs are capable of handling more than one wave. Consider also the amount of time remaining in this encounter, if it will allow another wave. If there are 2 or more PCs unconscious when a wave is destroyed, do not send in another wave. If 50% or more of the enemy were destroyed in the initial rounds of the first wave, send in at least one more wave. If the same occurs with the second wave, send in a third wave. Remember, the goal is to challenge the players!
Important Information about this Encounter

1.
If PCs are hard pressed, they can flee off the map. Doing so results in a Mission Failure, but the githyanki and war trolls will not follow, as they have other orders.
Critical Events:

1.
Did the PCs succeed in defeating all the enemy forces before time was called?

Encounter 4: You Want Me to Do What?
Time allotted for this Encounter: 1.5 Hours.
Summary: After securing the perimeter and clearing the gate house, the PCs are ordered to perform reconnaissance. Thero’kay wants a Githyanki prisoner to interrogate and needs enemy troop locations and dispositions.

Option A (APL 2-6):

If the table is APL 2-6, read the following:

The last of the undead fall under the combined might of the Gran March soldiers and many competent adventurers. Somehow, word of your exploits was passed up the chain of command, and information reached you moments ago that a personal assistant of the Knight-Colonel was coming to visit your position. 

A tall man arrives moments later. It is obvious he has seen battle from the furrows in his breastplate and the blood splattered about his Gran March tabard. Coming to stand before you, he looks around. Nodding slightly he turns back to you and raises his visor revealing the face of a young man with brown eyes.

“Greetings, I am Captain Trowa. The Knight-Colonel was very pleased with your actions, and wishes to know if you would grant him a favor? He needs trustworthy individuals to conduct short sweeps of the nearby ruins. Several githyanki patrols have been spotted in the area, and what we really need is information. Find one these patrols and take a prisoner, alive, so we can interrogate them. Probably a good idea not to let any of the others escape, they might bring back friends.” He pauses, looking into the black night sky. “I’ve seen far too many red dragons in the air this night than can be considered healthy.” He looks at you expectantly “What say you?”

APL 2-6 Player Goals:

Capture a Githyanki prisoner for interrogation.
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APL 2 (EL 6) Githyanki Patrol

Githyanki Ftr 2 (2)

Githyanki Wiz 2 (1)

APL 4 (EL 8) Githyanki Patrol

Githyanki Ftr 3 (2)

Githyanki Wiz 3 (1)

Githyanki Rogue 3 (1)

APL 6 (EL 10) Githyanki Patrol

Githyanki Ftr 5 (2)

Githyanki Wiz 5 (1)

Githyanki Rogue 5 (1)

Encounter Setup: The PCs set up an ambush in the mountain paths for a Githyanki patrol. The PCs can set up in the rocks on either side of the road. The patrol will enter along the Southern edge marked “1”, moving normally and receive Spot checks to notice the PCs. 

Elapsed Time: 30 minutes of game time have elapsed between the end of Encounter 3 and this encounter.

For the Judge: At APL’s 2-6, PCs will be tasked to capture a Githyanki from a patrol.

Important Information about this Encounter

1.
Areas of rocks are difficult ground. Movement rates are halved, no charging or running.

2.
Once a single Githyanki is downed, or at any point there are more PCs than Githyanki, one Githyanki will attempt to flee to call reinforcements. Feel free to play out the chase as time permits. After 5 rounds of running movement, another patrol will be encounter, who will then run 5 rounds to aid their comrades. The 2nd patrol is a duplicate of the first. If the PCs have completed their mission before this point and fled, they are safe.

3.
Divination spells work normally in this encounter, due to the distance the githyanki camp is from the city.

Critical Events:

1.
Did the PCs succeed in capturing a member of the patrol?

Option B (APL 8-12):

If the table is APL 8-12, read the following:

The last of the undead fall under the combined might of the Gran March soldiers and many competent adventurers. Somehow, word of your exploits was passed up the chain of command, and information reached you moments ago that a personal assistant of the Knight-Colonel was coming to visit your position. 

A tall man arrives moments later. It is obvious he has seen battle from the furrows in his breastplate and the blood splattered about his Gran March tabard. Coming to stand before you, he looks around. Nodding slightly he turns back to you and raises his visor revealing the face of a young man with brown eyes.

“Greetings, I am Captain Trowa. The Knight-Colonel was very pleased with your actions, and wishes to know if you would grant him a favor. We’ve located the githyanki base camp. The rear of it is relatively unprotected, but it wil be rough traveling through some rocky terrain. We need you to infiltrate the camp, and locate and capture one of their leaders, alive, so we can interrogate them. Probably a good idea not to let any of the others escape, they might bring back friends.” He pauses, looking into the black night sky. “I’ve seen far too many red dragons in the air this night than can be considered healthy.” He looks at you expectantly “What say you?”

APL 8-12 Player Goals:

Capture a Githyanki commander for interrogation.
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APL 8 (EL 12) Githyanki Commanders

Githyanki Fighter 7 (2)

Githyanki Wizard 7 (1)*

Githyanki Wizard 5 / Ghustil 2 (1)*

Githyanki Rogue 7 (1)*

Reinforcements: Githyanki Ftr 5 (2)

APL 10 (EL 15) Githyanki Commanders

Githyanki Ftr 9 (2)

Githyanki Wizard 5 / Ghustil 4 (2)*

Githyanki Rogue 9 (1)*

Reinforcements: Githyanki Ftr 7 (2)

APL 12 (EL 17) Githyanki Commanders

Githyanki Ftr 11 (2)

Githyanki Wiz 11 (1)*

Githyanki Wizard 5 / Ghustil 6 (2)*

Githyanki Rogue 11 (1)*

Reinforcements: Githyanki Ftr 9 (2)

Encounter Setup: The PCs infiltrate or attack the githyanki camp, using the knowledge gained from units on Special Mission 3. The map depicts only a section of the githyanki camp. PC’s can enter from anywhere on the edge marked “1”. The tent marked “2” has the Githyanki commanders in it. The githyanki commanders can be identified by the PCs by their jewelry encrusted wrappings (and are marked with an * above). The two fighters are always stationed outside the commander’s tent. 

Elapsed Time: 30 minutes of game time have elapsed between the end of Encounter 3 and this encounter.

For the Judge: At APL’s 8-12, PCs will be instructed to infiltrate the Githyanki base camp, and capture someone in a leadership role and return.

Important Information about this Encounter

1.
Areas of rocks are difficult ground. Movement rates are halved, no charging or running. If the PCs escape off the edge of the map, the githyanki will not pursue.

2.
If the PCs are not eliminated or haven’t retreated within 5 rounds of combat, the alarm will be sounded and the reinforcements listed at every APL will begin to arrive every other round from any map edge (except edge marked “1”) or from any tent that is not occupied or has been searched by the PCs (DM’s discretion).

3.
If the PCs use stealth to enter, roll Spot and Listen checks normally for the guards. The tent is a magical tent and equipped with the following permanent spells: Invisibility Purge (caster level 6, 30’ radius) Alarm (audible alarm, keyed to all Githyanki, caster level 6, 30’ radius) and Anticipate Teleportation (relays information to all Githyanki within range of the spell, 30’ radius, caster level 7). If the Alarm spell is triggered, reinforcements will start arriving in the 5th round after triggering.

4. Divination spells work normally in this encounter, due to the distance the Githyanki camp is from the city.

Critical Events:

1.
Did the PCs succeed in capturing a githyanki leader before time was called?

Option C (APL 14-18):

If the table is APL 14-18, read the following:

The last of the undead fall under the combined might of the Gran March soldiers and many competent adventurers. Somehow, word of your exploits was passed up the chain of command, and information reached you moments ago that a pe1rsonal assistant of the Knight-Colonel was coming to visit your position. 

A tall man arrives moments later. It is obvious he has seen battle from the furrows in his breastplate and the blood splattered about his Gran March tabard. Coming to stand before you, he looks around. Nodding slightly he turns back to you and raises his visor revealing the face of Captain Trowa.

“Greetings, again, my friends. The Knight-Colonel was very pleased with your actions, and wishes to know if you would grant him a favor. We have located the githyanki base camp, and an assault is planned soon.  However, there are several dragonriders that need dealing with, else they cause massive casualties amongst our foot troops.  Can you destroy them?”

APL 14-18 Player Goals:

Destroy the Dragonriders in preparation for the attack on the githyanki headquarters.
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APL 14 (EL 18) Dragon Riders

Young Adult Red Dragon (2) & Githyanki Ftr14 (2)

APL 16 (EL 20) Dragon Riders

Adult Red Dragon (2) & Half Red Dragon Githyanki Ftr14 (2)

APL 18 (EL 22) Dragon Riders

Mature Adult Red Dragon (2) & Half Red Dragon Githyanki Ftr15 (2)

See Appendix A for Monster Information.

Encounter Setup: The map depicts a section of the mountains immediately outside Haradaragh. Each square on the map represents 10 feet, for ease of use. Due to the high Spot score of a typical dragon, assume both sides are aware of each other at the same distance, unless the PC’s take precautions to render the entire party invisible. PCs and the enemy are placed one map length apart. 

Elapsed Time: 30 minutes of game time have elapsed between the end of Encounter 3 and this encounter.

For the Judge: APL 14-18 will be tasked with taking down the dragonriders in preparation for the attack on the githyanki headquarters. The massed formations of Gran March soldiers will be devastated by these beasts if they are not dealt with. 

Important Information about this Encounter

1.
PCs will be given as many Potions of Flying as there are PCs. These may be use or kept for later (but not past the end of the adventure).

2.
The only facets of aerial combat the DM needs to be concerned with are these: what is the fly speed of the creature, can the creature hover, and can the creature turn in place. The answer to the last two questions is yes for all of the red dragons.

3.
You cannot climb more than half the distance you moved forward. If you can hover, you can use your entire forward speed to ascend. You can move as far downward as your forward speed is. If you can hover, you can use your entire forward speed to descend.  In other words, if your flying movement is 100’, you can move forwad 100’ and either go up 50’ or go down 100’, or any combination of those figures.

4.
Up and down increments are measured in 10’ distances. There are no aerial 5 foot steps. Use a d20 to track how high you are off the ground (measured in 10 foot increments). Due to high winds at this altitude, no one can travel higher than 200 feet upwards.

5.
If you are moving more than 100’, don’t count diagonals, just count every square as 15 feet, losing any distance less than 15 feet.
Special Mission 4: Thero’kay requires a group of high-level volunteers to dimension door aboard a githyanki astral skiff and capture it in order to return it to Syrloch for investigation.

Critical events:

1.
Did the PCs succed in killing both of the red dragons before time was called?

Encounter 5:  Once More Into the Breach

Time allotted for this Encounter: 1.5 Hours.
Summary: This is the last desperate push by the githyanki to recover the silver swords from Thero’kay and any PCs. The PCs will be ordered to execute a counter-attack on the githyanki, hopefully gaining the initiative.

Option A (APL 2-10): Title

If the table is APL 2-10, read the following:

As more and more recon teams return from the city, a call goes up around the camp as Knight-Colonel Theo’Kay emerges from the Gatehouse. He moves purposefully through the troops, encouraging them as he walks through the throng. Stopping in the middle of a large group, he raises a hand for silence. “My brothers and sisters, we now know that our enemy is from another place and not of our world. This evil seeks to infest this place, and then expand into our lands. We must not let this happen! Plans have been designed with the aim of ending this threat in one massive attack. We have information about a large number of troop reserves, and while the army of Gran March is a loyal and powerful fighting force, we are only as good as the militia and volunteers that line up behind us! We now call upon you all to help us defeat these insects before they devour our homes and families! Who will answer the call?”

All the listeners erupt in shouts of “For Commandant and Country!” as the Knight-Colonel stands in the center of the chaos, grasping hands and clapping the men on the back. A massive assault against the enemy positions is going to be launched, and you have been invited to join the adventure. 

APL 2-10 Player Goals:

Take the fight to the enemy, destroy their reserves before they have a chance to attack again!
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APL 2 (EL 6)

Githyanki Ftr 2 (1)

Githyanki Wiz 2 (1)

Ogre (1)*

Reinforcements: Ogre (1), Hellhound (1)

APL 4 (EL 8)

Githyanki Ftr 4 (1)

Githyanki Wiz 4 (1)

Ogre (2)*

Reinforcements: Ogre (2), Dire Lion (1)

APL 6 (EL 10)

Githyanki Ftr 6 (1)

Githyanki Wiz 6 (1)

Manticore (2)*

Reinforcements: Manticore (2), Winter wolf (1)

APL 8 (EL 13)

Githyanki Ftr4/Bbn1/Occ2/EWM1 (2)

Githyanki Wizard 5 / Ghustil 2 (1)

Skullcrusher Ogre Ftr3 (2)*

Reinforcements: Skullcrusher Ogre Ftr3 (2), Ironclad Mauler (1)

APL 10 (EL 15)

Githyanki Ftr4/Bbn1/Occ4/EWM1 (2)

Githyanki Wiz 10 (1)

Ettin Ftr4 (2)*

Reinforcements: Ettin Ftr4 (2), Ironclad Mauler (1)

See Appendix A for Monster information:

Encounter Setup: The PCs attack the githyanki camp, using the knowledge gained from units on Special Mission 3. The map depicts only a section of the githyanki camp. PC’s enter from anywhere on the edge marked “1”. A wooden palisade with a 5’ wide, 3’ deep trench rings the perimeter. The gates of the palisade had ‘Warp Wood’ cast upon them, which caused them to become unbarred and ajar.  The enemy are initially placed in the tents (hidden from PCs) except for enemy designated with an “*”, which are positioned flanking the entrance to the camp. Enemy reinforcements will arrive from any map edge except the edge marked “1”. 

Elapsed Time: 1 hour of game time have elapsed between the end of Encounter 4 and this encounter.

For the Judge: The PCs are tasked to attack the enemy encampment. PCs will be given minimal info. 

Important Information about this Encounter:

1.
Divination spells work normally in this encounter, due to the distance the Githyanki camp is from the city.
2.
Enemy reinforcements will arrive if the DM believes the PCs can handle the additional challenge. The earliest reinforcements begin arriving is Round 3.

3.
PCs will receive support from friendly troops.  This support will consist of:

APL 2: 1 Web spell cast by 5th level Syrloch wizard, positioned any where between two structures to support it; and 1 flight of arrows, targeting everything within a 20’ radius (friend or foe) at +10 to hit, 2d8 damage.

APL 4: 1 Fireball spell cast by 7th level Syrloch wizard, and 1 flight of arrows; targeting everything within a 20’ radius (friend or foe) at +12 to hit, 2d8+4 damage.

APL 6: Choice of 1 of the following: Fireball or Wall of Fire spell cast by 7th level Syrloch wizard; and 1 flight of arrows, targeting everything within a 20’ radius (friend or foe) at +14 to hit, 3d8 damage.

APL 8: Choice of 1 of the following: Fireball, Wall of Fire or Wall of Force spell cast by 9th level Syrloch wizard; and 1 flight of arrows, targeting everything within a 20’ radius (friend or foe) at +16 to hit, 3d8+4 damage.

APL 10: Choice of 1 of the following: Fireball, Wall of Fire, Wall of Force, or Chain Lightning spell cast by 11th level Syrloch wizard; and 1 flight of arrows, targeting everything within a 20’ radius (friend or foe) at +18 to hit, 4d8 damage.

4.
If the table succeeded with the mission from Encounter 4, then they will know the layout of the camp, and the highest HD creature there.  If they failed the mission, they will know the layout of the camp and the lowest HD creature there.  In all cases they will know that there are other enemies in addition to these.

Critical Events:

1.
Did the PCs destroy all enemies before time was called?

Option B (APL 12-18): Title

If the table is APL 12-18, read the following:

Knight Colonel Thero’kay has dispatched his less experienced troops to engage the vulnerable githyanki base camp. As he marshals the more potent elements of your force for an assault on the remote githyanki headquarters, you watch the burning remains of the tent city that earlier held the evening’s revelry. The stiff, cold winds of Haradaragh kick up once more but the embers of the fires continue drifting against the wind towards your position,
APL 12-18 Player Goals:

Defend Thero’kay at all costs!  The Githyanki have pulled out all the stops in this last ditch effort to recover their missing Silver Swords and destroy the forces of Gran March.
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APL 12 (EL 17)

Cinderswarm (2)

Astral Stalker (2)*

Githyanki Wizard 12*

APL 14 (EL 19)

Cinderswarm (5)

Angel of Decay (1)*

Githyanki Wizard 13*

APL 16 (EL 21)

Cinderswarm (6)

Advanced (34 HD) Angel of Decay (2)*

Githyanki Wizard 16 (1)*

APL 18 (EL 23)

Cinderswarm (8)

Spellwarped Githyanki Wizard 16 (1)*

Advanced (46 HD) Angel of Decay (2)*

See Appendix A for monster information. 

Encounter Setup: The PCs are outside the main entrance to Haradaragh and being held in reserve in case the initial assault goes poorly. Place the PCs outside the barricades on the map. The Cinderswarms will enter from the opposite end as the PCs forming a wall that moves forward at maximum speed. Enemies with a * next to their name will appear via teleportation behind this wall. 

Elapsed Time: 1 hour of game time have elapsed between the end of Encounter 4 and this encounter.

For the Judge: The githyanki are teleporting in for one final assault on Thero’kay’s command center.

Important Information about this Encounter:

None.

Special Mission 5: In one those twists of fate that sometimes occur during the maelstrom of battle, at the same time the final Githyanki strike force is D’Dooring in to kill Thero’kay, the Knight Colonel sends a hand-picked squad of his best troops to destroy the Githyanki leadership. After several rounds of combat, the strike team receives a Sending that Thero’kay is under heavy attack. Do they continue their mission as ordered or abort to save the life of the Knight Colonel?

Critical Events:

1.
Did the PCs destroy all the enemies before time was called?
Conclusion

The conclusion will be tabulated and announced by the Senior GM at the event. Judges at individual tables should receive Adventure Records for each player, and complete them appropriately. 

Success: If 75% of all encounters were successful, then Thero’kay lives and the Githyanki are driven from the field.

The Gran March troops begin to return through the carnage from the githyanki base camp. Their exhausted smiles and wearily held weapons bear the sign of cautious victory. The more experienced troops guarding Knight Colonel Thero’kay realize that this wave of oncoming bodies are actually their returning comrades and hope dawns for the first time since the sunset.  The Knight Colonel bounds to the top of a small pile of rubble and his voice rings out across the now still battlefield. “Loyal servants of the March, this day you have faced a force from beyond our world and powers of evil beyond comprehension. You have stood fast in the face of danger and death as only the armies of Gran March can.  I salute you! For Commandant and Country!” With that he raises a silver greatsword above his head with both hands in a sign of victory and defiance.

In the days that follow, you are asked to remain in Haradaragh to remove the slain, be recognized for your valor and seek your fortunes. Scouts report that while some harm came to the githyanki leadership, they were neither driven from the field nor slain.  As more reports trickle in it becomes clear that they also have not chosen to return in shame to their Queen. It seems that another race of warriors now haunts the Lortmils and Barony Cragmor.

Failure: If less than 75% of the encounters were successful then Gran March forces (other than the PCs) have been decimated and Thero’kay fell into Githyanki hands and was killed.  
While you have defeated the last of the forces opposing you, it is unclear what the larger fate of the battle has been. Returning to Knight Colonel Thero’kay’s headquarters, you find the path littered with fresh corpses of Gran March soldiers and citizens. The command post itself is a scene of despair.  A dozen or more battered and broken senior NCO’s and officers stand dazed as the greenest recruit. Before them lies the decapitated corpse of a man in the uniform of a Knight Colonel. There is no sign of his head, the silver sword or the hands that held it.  The githyanki have gone but the memory of their vengeance will linger.

The End

Experience Point Summary

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

Total possible experience: 

APL 2 xp: 225 

APL 4 xp: 337

APL 6 xp: 450

APL 8 xp: 562

APL 10 xp: 675

APL 12 xp: 787

APL 14 xp: 900

APL 16 xp: 1,012

Treasure Summary

Total possible gold:

APL 2 gp: 225 

APL 4 gp: 325

APL 6 gp: 450

APL 8 gp: 650

APL 10 gp: 1,150

APL 12 gp: 1,650

APL 14 gp: 3,300

APL 16 gp: 4,950

Items for the Adventure Record

All APLs:

Military Commendation 
The PC named above has been commended for his or her valor and initiative in defending Gran March citizens and interests at the ruins of what is believed to be the lost city of Haradaragh. This PC exhibited bravery and service beyond the call of duty, and such actions have been noticed by his or her commander. 

Undying Hatred of the Lich Queen

For foiling her plans to recover the githyanki silver swords, you have earned the Undying Hatred of the Lich Queen Vlaakith.  It is suggested that you watch your back, as liches have a tendency to carry a grudge for a long time and arcane casters of Queen Vlaakith’s power are not to be trifled with. Anytime you face githyanki, there is a chance they will recognize you and focus their attacks on you to try and kill you and gain her favor (% chance = 2x character level). If they succeed, they will take your entire body back to her.

Gratitude of Knight-Colonel Thero’kay

To show his appreciation for their heroic actions during the defense of the city, Knight-Colonel Thero’kay is willing to use his influence to provide the PC access (Frequency:Adventure) to purchase one, and only one, of the following upgrades (circle the one selected):  Weapon special ability: (disarming (CW), knockback (CW), sizing (CV), ghost strike (LM), sacred (LM)), armor/shield special ability: axeblock (CW), hammerblock (CW), spearblock (CW), death ward (CA), ghost ward (LM). Mark as USED when it is spent to gain the access.
Gratitude of Dean Nordos Doulanfon

In appreciation of this PCs valiant defense of the citizenry and interests of Gran March, Dean Doulanfon of the Syrloch School of General Magic has graciously opened his spellbooks to the PC.  This PC may select any 2 arcane spells from the LGCS Limited list to learn or scribe into his spellbook. The PC must pay all scribing costs.

Gratitude of the Commandant Magnus Vrianian

For protecting the interests and people of Gran March, the Commandant has arranged to provide this PC access (Frequency: Adventure) to purchase one, and only one, of the following upgrades (circle the upgrade selected): DMG stat boost item (+2 to +4 or +4 to +6), increase to maximum allowed of +      (cloak of resistance, vest of resistance (CA), ring of protection, amulet of natural armor, bracers of armor, amulet of mighty fists, weapon enhancement bonus, armor enhancement bonus, shield enhancement bonus). Mark this as USED when you gain the access. You may expend up to 2 influence points with the Gran March Military to reduce the cost by 10% per influence point spent.

Haradaragh Exploration Pass

This PC has served in the defense of Gran March and her citizenry in dire circumstances when they could have easily fled.  As a token of his appreciation, Knight Colonel Thero’kay has given this PC a free pass to enter the ruins of what is believed to be the lost city of Haradaragh without having to compete in the adventurer lottery.

Planar Fork – Astral Plane

This small piece of metal is much lighter than its size would indicate, and is nearly invisible in direct sunlight. This item can be used as the necessary focus for the plane shift spell. This particular fork only allows access to the Astral Plane.

Gran March Renown

As word of this PCs deeds spreads throughout Gran March, followers flock to his banner.  Any PC with the Leadership feat is able to include the +1 bonus for Leader’s Reputation (Special Power) to his Leadership score.

Item Access

APL 2:

Red Dragonhide Hide Armor (Adventure, DMG)
Red Dragonhide Heavy Shield

Red Dragonhide Light Shield

Red Dragonhide Buckler

Planar Fork – Astral (Adventure, see above)

Tunic of Steady Spellcasting (CV)

APL 4:
APL 2 Items

Red Dragonhide Banded Mail

Red Dragonhide Tower Shield

Ioun stone, pink and green sphere

Pearl of Power - 1st level

Vest of Resistance +1 (CA)

Ring of Counterspells

Sacred Scabbard (CW)
APL 6:
APL 2&4 Items
Red Dragonhide Half-plate

Red Dragoncraft Hide armor (Draconomicon)

Red Dragoncraft Heavy shield (Draconomicon)

Red Dragoncraft Light shield (Draconomicon)

Githyanki Silver Sword (MM)

Meta-magic Rod of Empower, Lesser

Meta-magic Rod of Sculpting, Lesser

Vest of Resistance +2 (CA)

Rod of Defiance (LM)

APL 8:
APL 2, 4 & 6 Items
Red Dragoncraft Banded Mail (Draconomicon)

Belt of Giant Strength +4

Amulet of Health +4

Gloves of Dexterity +4

Meta-magic Rod of Extend

+2 Chainshirt

+2 Breastplate

Meta-magic Rod of Substitution (Cold), Lesser (CA)

Headband of Intellect +4

APL 10:

APL 2, 4, 6 & 8 Items

Red Dragoncraft Half-Plate (Draconomicon)

Red Dragonhide Mantle (Draconomicon)
Meta-magic Rod of Enlarge

Boccob’s Blessed Book

Vest of Resistance +3 (CA)

+2 Spiked Chain

+2 Mithral Fullplate

+2 Greatsword

APL 12: 

APL 2, 4, 6, 8 & 10 items

Red Dragonhide Fullplate

Meta-magic Rod of Substitution (Cold) (CA)

Globe of Sunlight (LM)

Ring of Energy Resistance (Cold), Minor

Ring of Energy Resistance (Fire), Minor


APL 14:

Red Dragoncraft Fullplate (Draconomicon)
Meta-magic Rod of Substitution (Cold), Greater (CA)
Vest of Resistance +4 (CA)

Meta-magic Rod of Extend, Greater

+3 Mithral Breastplate

Headband of Intellect +6

APL 16:

Ring of Theurgy (CA)

Ring of Arcane Might (CA)

Vest of Resistance +5 (CA)

Amulet of Health +6

Gloves of Dexterity +6

Meta-magic Rod of Enlarge, Greater

APPENDIX A

Stat Blocks by APL

APL 2

ENCOUNTER 2 (EL 5)

Githyanki Warrior Skeleton (12)
Troll Skeleton (1)
Githyanki Warrior Skeleton (CR 1/3)
Medium Undead
Hit Dice: 1d12 (6 hp)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 14 (+2 Dex, +2 natural), touch 12, flat-footed 12
Base Attack/Grapple: +0/+1
Attack: Greatsword +1 melee (2d6+1/19-20 x2) 
Full Attack: Greatsword +1 melee (2d6+1/19-20 x2)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: Damage reduction 5/bludgeoning, darkvision 60 ft., undead traits, immunity to cold
Saves: Fort +0, Ref +2, Will +2
Abilities: Str 13, Dex 15, Con --, Int -, Wis 10, Cha 1
Feats: Improved Initiative

Troll Skeleton (CR 3)
Large Undead
Hit Dice: 6d12 (39 hp)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 14 (+3 Dex, -1 size, +2 natural), touch 12, flat-footed 11
Base Attack/Grapple: +3/+13
Attack: Claw +8 melee (1d6+6) 
Full Attack: 2 claws +8 melee (1d6+6) and bite +3 melee (1d6+3)
Space/Reach: 10ft./10ft.
Special Attacks: -
Special Qualities: Damage reduction 5/bludgeoning, darkvision 60 ft., undead traits, immunity to cold
Saves: Fort +2, Ref +5, Will +5
Abilities: Str 23, Dex 16, Con --, Int -, Wis 10, Cha 1
Feats: Improved Initiative

ENCOUNTER 3 (EL 6)

Troll Skeleton (3) (2)
Troll Skeleton (CR 3)
Large Undead
Hit Dice: 6d12 (39 hp)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 14 (+3 Dex, -1 size, +2 natural), touch 12, flat-footed 11
Base Attack/Grapple: +3/+13
Attack: Claw +8 melee (1d6+6) 
Full Attack: 2 claws +8 melee (1d6+6) and bite +3 melee (1d6+3)
Space/Reach: 10ft./10ft.
Special Attacks: -
Special Qualities: Damage reduction 5/bludgeoning, darkvision 60 ft., undead traits, immunity to cold
Saves: Fort +2, Ref +5, Will +5
Abilities: Str 23, Dex 16, Con --, Int -, Wis 10, Cha 1
Feats: Improved Initiative

ENCOUNTER 4 (EL 6)

Githyanki Fighter 2 (2)
Githyanki Wizard 2 (1)

Githyanki Wiz 2 (CR 3)
Medium Humanoid (Extraplanar)
Hit Dice: 2d4+6 (13 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 12 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +1/+1
Attack: +1 melee (1d6, 20/x2; Quarterstaff)
Full Attack: +1 melee (1d6, 20/x2; Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 7
Saves: Fort +3, Ref +2, Will +3
Abilities: Str 10, Dex 14, Con 16, Int 16, Wis 10, Cha 8
Skills: Concentration +8, Knowledge (arcana) +8, Knowledge (the planes) +8, Spellcraft +10, Spot +2
Feats: Improved Initiative, Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 2

Equipment: Quarterstaff, Dagger, Potion of Cure Light Wounds (4)

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Grease

Caster Level: 2, Save DC = 13+spell level

Githyanki Ftr 2 (CR 3) 
Medium Humanoid (Extraplanar)
Hit Dice: 2d10+6 (22 HP)
Initiative: +2
Speed: 20 ft. (4 squares)
AC: 17 (+2 Dex, +5 armor), touch 12, flat-footed 15
Base Attack/Grapple: +2/+4
Attack: +6 melee (2d6+4, 19-20/x2; +1 Greatsword) or +4 (1d8+2, 19-20/x2; Longsword)
Full Attack: +6 melee (2d6+4, 19-20/x2; +1 Greatsword) or +4 (1d8+2, 19-20/x2; Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 7
Saves: Fort +6, Ref +2, Will +0
Abilities: Str 15, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +7, Spot +2 
Feats: Dodge, Power Attack, Weapon Focus (Greatsword)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 2

Equipment: +1 Greatsword, Breastplate, Longsword, Heavy Wooden Shield, Dagger
ENCOUNTER 5 (EL 6)

Githyanki Fighter 2 (1)
Githyanki Wizard 2 (1)
Ogre (1)*

Reinforcements:
Ogre (1)
Hellhound (1)

Githyanki Wiz 2 (CR 3) 
Medium Humanoid (Extraplanar)
Hit Dice: 2d4+6 (13 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +1/+1
Attack: +1 melee (1d6, 20/x2; Quarterstaff)
Full Attack: +1 melee (1d6, 20/x2; Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 7
Saves: Fort +3, Ref +2, Will +3
Abilities: Str 10, Dex 14, Con 16, Int 16, Wis 10, Cha 8
Skills: Concentration +8, Knowledge (arcana) +8, Knowledge (the planes) +8, Spellcraft +10, Spot +2
Feats: Improved Initiative, Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 2

Equipment: Quarterstaff, Dagger, Potion of Cure Light Wounds (4)

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Grease

Caster Level: 2, Save DC = 13+spell level

Githyanki Ftr 2 (CR 3) 
Medium Humanoid (Extraplanar)
Hit Dice: 2d10+6 (22 HP)
Initiative: +2
Speed: 20 ft. (4 squares)
AC: 17 (+2 Dex, +5 armor), touch 12, flat-footed 15
Base Attack/Grapple: +2/+4
Attack: +6 melee (2d6+4, 19-20/x2; +1 Greatsword) or +4 (1d8+2, 19-20/x2; Longsword)
Full Attack: +6 melee (2d6+4, 19-20/x2; +1 Greatsword) or +4 (1d8+2, 19-20/x2; Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 7
Saves: Fort +6, Ref +2, Will +0
Abilities: Str 15, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +7, Spot +2 
Feats: Dodge, Power Attack, Weapon Focus (Greatsword)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand; CL 2

Equipment: +1 Greatsword, Breastplate, Longsword, Heavy Wooden Shield, Dagger

Ogre (CR 3) 
Medium Giant
Hit Dice: 4d8+11 (29 HP)
Initiative: -1
Speed: 30 ft. (6 squares)
AC: 16 (-1 Dex, -1 size, +5 natural, +3 armor), touch 8, flat-footed 16
Base Attack/Grapple: +3/+12
Attack: +8 melee (2d8+7; Greatclub) or +1 ranged (1d8+5; Javelin)
Full Attack: +8 melee (2d8+7; Greatclub) or +1 ranged (1d8+5; Javelin)
Space/Reach: 10ft./10ft.
Special Attacks: -
Special Qualities: Darkvision 60ft., low-light vision
Saves: Fort +6, Ref +0, Will +1
Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (Greatclub)

Hellhound 
Medium Outside (Evil, Extraplanar, Fire, Lawful)
Hit Dice: 4d8+4 (22 hp)
Initiative: +5
Speed: 40 ft. (8 squares)
AC: 16 (+1 Dex, +5 natural), touch 11, flat-footed 15
Base Attack/Grapple: +4/+5
Attack: Bite +5 melee (1d8+1+1d6) 
Full Attack: Bite +5 melee (1d8+1+1d6)
Space/Reach: 5 ft./5 ft.
Special Attacks: Breath weapon, fiery bite
Special Qualities: Darkvision 60 ft., immunity to fire, scent, vulnerability to cold
Saves: Fort +5, Ref +5, Will +4
Abilities: Str 13, Dex 13, Con 13, Int 6, Wis 10, Cha 6
Skills: Climb +5, Listen +2, Spot +2
Feats: Improved Initiative, Run, Track (B)

Breath Weapon (Su): 10-foot cone, once every 2d4 rounds, damage 2d6 fire, Reflex DC 13 half.   The save is Constitution-based.

Fiery Bite (Su): A hellhound deals an extra 1d6 points of fire damage every time it bites an opponent.

Skills: Hellhounds have a +5 racial bonus on Hide and Move Silently checks.   They also receive a +8 racial bonus on Survival checks when tracking by scent, due to their keen sense of smell.

APL 4

ENCOUNTER 2 (EL 7)

Githyanki Ghoul (9)
Githyanki Ghast (1)

Note:  The monsters are called Githyanki Ghouls and Githyanki Ghasts only for flavor; nothing is done to their stats.   Make sure the players get the sense that they are fighting undead created from extraplanar Githyanki, not normal humans.  

Githyanki Ghoul (CR 1) 
Medium Undead
Hit Dice: 2d12 (13 HP)
Initiative: +2
Speed: 30 ft. (6 squares)
AC: 14 (+2 Dex, +2 natural), touch 12, flat-footed 12
Base Attack/Grapple: +1/+2
Attack: Bite +2 melee (1d6+1 plus paralysis)
Full Attack: Bite +2 melee (1d6+1 plus paralysis) and 2 claws +0 melee (1d3 plus paralysis)
Space/Reach: 5ft./5ft.
Special Attacks: Ghoul fever, paralysis 
Special Qualities: +2 turn resistance, darkvision 60 ft., undead traits
Saves: Fort +0, Ref +2, Will +5
Abilities: Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 12
Skills: Balance +6, Climb +5, Hide +6, Jump +5, Move Silently +6, Spot +7
Feats: Multiattack

Ghoul Fever (Su): Disease—bite, Fortitude DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based.  An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight. 

Paralysis (Ex): Those hit by a ghoul’s bite or claw attack must succeed on a DC 12 Fortitude save or be paralyzed for 1d4+1 rounds. Elves have immunity to this paralysis. The save DC is Charisma-based.

Githyanki Ghast (CR 3) 
Medium Undead
Hit Dice: 4d12+3 (29 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 natural), touch 13, flat-footed 14
Base Attack/Grapple: +2/+5
Attack: Bite +5 melee (1d8+3 plus paralysis)
Full Attack: Bite +5 melee (1d8+3 plus paralysis) and 2 claws +3 melee (1d4+1 plus paralysis)
Space/Reach: 5ft./5ft.
Special Attacks: Ghoul fever, paralysis, stench 
Special Qualities: +2 turn resistance, darkvision 60 ft., undead traits
Saves: Fort +1, Ref +4, Will +6
Abilities: Str 17, Dex 17, Con --, Int 13, Wis 14, Cha 16
Skills: Balance +7, Climb +9, Hide +8, Jump +9, Move Silently +8, Spot +8
Feats: Multiattack, Toughness

Ghoul Fever (Su): Disease—bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight. 

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 15 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 15 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

ENCOUNTER 3 (EL 8)

Bonedrinker, Lesser (4) (3)
Bonedrinker, Lesser (CR 4) 
Small Undead
Hit Dice: 7d12+14 (59 hp)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 16 (+4 Dex, +1 size, +1 natural), touch 15, flat-footed 12
Base Attack/Grapple: +3/+5
Attack: Tentacle +5 melee (1d8+2)
Full Attack: 2 tentacles +5 melee (1d8+2) and 2 claws +0 melee (1d6+1)
Space/Reach: 5ft./5ft (tentacles up to 10ft.)
Special Attacks: Bonedrink, improved grab, pounce
Special Qualities: Darkvision 60 ft., undead traits, resistance to cold 5, fire 5, and sonic 5, scent, unholy toughness
Saves: Fort +2, Ref +6, Will +6
Abilities: Str 15, Dex 18, Con --, Int 8, Wis 12, Cha 15
Feats: Combat Reflexes, Improved Natural Attack (claws), Power Attack

Bonedrink (Su): Once a lesser bonedrinker has successfully grappled an opponent, it can begin to drink its bones.   To do this, the lesser bonedrinker must pin its foe.   If it does so, it fastens onto the creature with its horrendous fangs.   It then secrets a painful toxin into the victim that deals 1d4 points of Constitution damage.   Each round the pin is maintained, the lesser bonedrinker deals an additional 1d4 points of Constitution damage.  Creatures reduced to 0 Constitution die, as the majority of their bones become too brittle to support their bodies and they collapse in a loose sack of flesh.  Creatures without bones or Constitution scores are immune to this ability.

Unholy Toughness (Ex): A lesser bonedrinker gains bonus hit points equal to its Charisma modified x its Hit Dice.

Pounce (Ex): If a lesser bonedrinker charges, it can make a full attack in the same round.

Improved Grab (Ex): To use this ability, a lesser bonedrinker must hit with a tentacle attack.   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 deals automatic tentacle damage to the grappled victim.  It can deal automatic tentacle damage in each subsequent round that it maintains the grapple.

ENCOUNTER 4 (EL 8)

Githyanki Fighter 3 (2)
Githyanki Wizard 3 (1)
Githyanki Rogue 3 (1)

Githyanki Wiz 3 (CR 4) 
Medium Humanoid (Extraplanar)
Hit Dice: 3d4+9 (19 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +1/+1
Attack: +2 melee (1d6, 20/x2; MW Quarterstaff)
Full Attack: +2 melee (1d6, 20/x2; MW Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 8
Saves: Fort +4, Ref +3, Will +3
Abilities: Str 10, Dex 14, Con 16, Int 16, Wis 10, Cha 8
Skills: Concentration +9, Knowledge (arcana) +9, Knowledge (the planes) +9, Spellcraft +11, Spot +2
Feats: Improved Initiative, Spell Focus (Evocation), Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 3

Equipment: MW Quarterstaff, Dagger, Potion of Cure Light Wounds (4), Scroll of Blink (NOTE: The wizard must succeed at a caster level check DC 6 to successfully cast this scroll.)

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st – Enlarge Person, Mage Armor, Burning Hands*; 2nd – Flaming Sphere*, Scorching Ray*

Caster Level: 3, Save DC = 13+spell level, 14+spell level for Evocation*

Githyanki Ftr 3 (CR 4) 
Medium Humanoid (Extraplanar)
Hit Dice: 3d10+9 (31 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 18 (+2 Dex, +6 armor), touch 12, flat-footed 16
Base Attack/Grapple: +3/+6
Attack: +8 melee (2d6+4, 19-20/x2; +1 Greatsword) or +7 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +8 melee (2d6+4, 19-20/x2; +1 Greatsword) or +7 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 8
Saves: Fort +6, Ref +3, Will +1
Abilities: Str 16, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +8, Spot +3, Handle Animal +0
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 3

Equipment: +1 Greatsword, +1 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger

Githyanki Rog 3 (CR 4) 
Medium Humanoid (Extraplanar)
Hit Dice: 3d6+9 (23 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 18 (+3 Dex, +5 armor), touch 13, flat-footed 15
Base Attack/Grapple: +2/+2
Attack: +6 melee (2d4, 20/x2; MW Spiked Chain) or +6 (1d6, 19-20/x2; MW Short Sword)
Full Attack: +6 melee (2d4, 20/x2; MW Spiked Chain) or +6 (1d6, 19-20/x2; MW Short Sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics, Sneak attack +2d6
Special Qualities: Darkvision 60 ft., SR 8, evasion
Saves: Fort +4, Ref +6, Will +1
Abilities: Str 10, Dex 17, Con 16, Int 13, Wis 10, Cha 8
Skills: Escape Artist +8, Hide +8, Listen +6. Move Silently +8, Search +7, Spot +6, Tumble +8, Use Magic Device +5
Feats: Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse

Psionics (Ex): 3/day – Daze (DC 9), Mage Hand, Blur; CL 3

Equipment: +1 Chain shirt, MW Spiked Chain, MW Shortsword, Dagger

ENCOUNTER 5 (EL 6)

Githyanki Fighter 4 (1)
Githyanki Wizard 4 (1)
Ogre (2)*

Reinforcements:
Ogre (2)
Dire Lion (1)

Githyanki Ftr 4 (CR 5) 
Medium Humanoid (Extraplanar)
Hit Dice: 4d10+12 (40 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17
Base Attack/Grapple: +4/+7
Attack: +9 melee (2d6+6, 19-20/x2; +1 Greatsword) or +8 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +9 melee (2d6+6, 19-20/x2; +1 Greatsword) or +8 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 9
Saves: Fort +7, Ref +3, Will +1
Abilities: Str 17, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +3, Handle Animal +1
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 4

Equipment: +1 Greatsword, +1 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1
Githyanki Wiz 4 (CR 5) 
Medium Humanoid (Extraplanar)
Hit Dice: 4d4+12 (25 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 14
Base Attack/Grapple: +2/+2
Attack: +3 melee (1d6+1, 20/x2; MW Quarterstaff)
Full Attack: +3 melee (1d6+1, 20/x2; MW Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 9
Saves: Fort +4, Ref +3, Will +4
Abilities: Str 10, Dex 14, Con 16, Int 17, Wis 10, Cha 8
Skills: Concentration +9, Knowledge (arcana) +9, Knowledge (the planes) +9, Spellcraft +11, Spot +2
Feats: Improved Initiative, Spell Focus (Evocation), Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 4

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Light Wounds (4), Scroll of Blink (NOTE: The wizard must succeed at a caster level check DC 6 to successfully cast this scroll.)

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st – Enlarge Person, Ray of Enfeeblement, Mage Armor, Burning Hands*; 2nd – Flaming Sphere*, Scorching Ray*, Glitterdust

Caster Level: 4, Save DC = 13+spell level, 14+spell level for Evocation*

Ogre (CR 3) 
Medium Giant
Hit Dice: 4d8+11 (29 HP)
Initiative: -1
Speed: 30 ft. (6 squares)
AC: 16 (-1 Dex, -1 size, +5 natural, +3 armor), touch 8, flat-footed 16
Base Attack/Grapple: +3/+12
Attack: +8 melee (2d8+7; Greatclub) or +1 ranged (1d8+5; Javelin)
Full Attack: +8 melee (2d8+7; Greatclub) or +1 ranged (1d8+5; Javelin)
Space/Reach: 10ft./10ft.
Special Attacks: -
Special Qualities: Darkvision 60ft., low-light vision 
Saves: Fort +6, Ref +0, Will +1

Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (Greatclub)

Dire Lion (CR 5) 
Large Animal
Hit Dice: 8d8+24 (60 HP)
Initiative: +2
Speed: 40 ft. (8 squares)
AC: 15 (+2 Dex, -1 size, +4 natural), touch 11, flat-footed 113
Base Attack/Grapple: +6/+17
Attack: Claw +13 melee (1d6+7)
Full Attack: 2 claws +13 melee (1d6+7) and bite +7 melee (1d8+3)
Space/Reach: 10ft./5ft.
Special Attacks: Improved grab, pounce, rake 1d6+3
Special Qualities: Low-light vision, scent
Saves: Fort +9, Ref +8, Will +7
Abilities: Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Skills: Hide +2, Listen +7, Move Silently +5, Spot +7
Feats: Run, Weapon Focus (Claw), Alertness

Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the check, it establishes a hold and can rake.

Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +12, damage 1d6+3

Skills:  Dire lions have a +4 racial bonus on Hide and Move Silently checks.  In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.

APL 6

ENCOUNTER 2 (EL 9)

Advanced (6 HD) Githyanki Spellstitched Ghast (1)
Advanced (8 HD) Githyanki Ghast (3)
Evolved Boneclaw (1)

Note:  The monsters are called Githyanki Ghouls and Githyanki Ghasts only for flavor; nothing is done to their stats. Make sure the players get the sense that they are fighting undead created from extraplanar Githyanki, not normal humans. You may pass the Boneclaw off as Githyanki-looking to heighten the sense of an extraplanar invasion. 
Advanced Spellstitched Githyanki Ghast (CR 4) 
Medium Undead
Hit Dice: 6d12+3 (42 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 21 (+3 Dex, +4 natural, +4 mage armor), touch 13, flat-footed 18
Base Attack/Grapple: +3/+6
Attack: Bite +6 melee (1d8+3 plus paralysis)
Full Attack: Bite +6 melee (1d8+3 plus paralysis) and 2 claws +4 melee (1d4+1 plus paralysis)
Space/Reach: 5ft./5ft.
Special Attacks: Ghoul fever, paralysis, stench, spell-like abilities 
Special Qualities: +4 turn resistance, darkvision 60 ft., undead traits, damage resistance 5/magic or silver, spell resistance 13, profane bonus +2 to all saves
Saves: Fort +4, Ref +7, Will +9
Abilities: Str 17, Dex 17, Con --, Int 13, Wis 14, Cha 16
Skills: Balance +9, Climb +10, Hide +10, Jump +11, Move Silently +10, Spot +10
Feats: Multiattack, Toughness, Empower Spell-like Ability (Lesser Electricity Orb)

Ghoul Fever (Su): Disease—bite, Fortitude DC 16, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight. 

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 16 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 16 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

Spell-like Abilities (Sp): 3/day – Empowered Lesser Electricity Orb (Ranged touch +6, 3d8x1.5 damage), Glitterdust (DC 15); 2/day – Inflict Serious Wounds (3d8+6, DC 16); 1/day – Inflict Moderate Wounds (2d8+6, DC 15), Mage Armor, Haste (6 targets, 6 rounds); Caster Level 6

Advanced Githyanki Ghast (CR 4) 
Medium Undead
Hit Dice: 8d12+3 (55 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 natural), touch 13, flat-footed 14
Base Attack/Grapple: +4/+8
Attack: Bite +8 melee (1d8+4 plus paralysis)
Full Attack: Bite +8 melee (1d8+4 plus paralysis) and 2 claws +7 melee (1d4+2 plus paralysis)
Space/Reach: 5ft./5ft.
Special Attacks: Ghoul fever, paralysis, stench 
Special Qualities: +2 turn resistance, darkvision 60 ft., undead traits
Saves: Fort +2, Ref +5, Will +8
Abilities: Str 18, Dex 17, Con --, Int 13, Wis 14, Cha 16
Skills: Balance +11, Climb +11, Hide +12, Jump +13, Move Silently +12, Spot +12
Feats: Multiattack, Toughness, Weapon Focus (Claw)

Ghoul Fever (Su): Disease—bite, Fortitude DC 17, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight. 

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 17 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 17 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

Evolved Boneclaw (CR 6)
Large Undead
Hit Dice: 10d12+50 (115 hp)
Initiative: +8
Speed: 40 ft. (8 squares)
AC: 17 (-1 size, +4 Dex, +4 natural), touch 13, flat-footed 13
Base Attack/Grapple: +5/+15
Attack: Piercing claw +8 melee (2d6+8)*
Full Attack: 2 piercing claws +8 melee (2d6+8)*
Space/Reach: 10 ft./20 ft.
Special Attacks: Reaching claws, spell-like abilities
Special Qualities: +2 turn resistance, damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits, unholy toughness, fast healing 3
Saves: Fort +3, Ref +7, Will +9
Abilities: Str 23, Dex 18, Con -- , Int 14, Wis 14, Cha 21
Skills: Hide +13, Intimidate +18, Listen +15, Move Silently +17, Search +15, Spot +15
Feats: Combat Reflexes, Improved Initiative, Improved Natural Attack (Claw), Power Attack

*Includes a –2/+2 adjustment for Power Attack

Fast Healing (Ex): An evolved Boneclaw heals 3 points of damage each round so long as it has at least 1 hit point.

Reaching Claws (Ex): A bone-claw can make melee attacks with its bone claws, instantly extending them as part of an attack to a distance of up to 20 feet (thereby allowing the Boneclaw to threaten more squares than even its Large size would otherwise indicate).

Unholy Toughness (Ex): A Boneclaw gains a bonus to its hit points equal to its Charisma modifier x its Hit Dice.

Spell-like ability (Sp):  1/day – Hold Monster (DC 20, 10 rounds); Caster Level 10

ENCOUNTER 3 (EL 10)

Bonedrinker (4) (3)

Bonedrinker (CR 6) 
Medium Undead
Hit Dice: 11d12+22 (93 hp)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 natural), touch 13, flat-footed 14
Base Attack/Grapple: +5/+14
Attack: Tentacle +10 melee (1d10+5)
Full Attack: 2 tentacles +10 melee (1d10+5) and 2 claws +5 melee (1d8+2)
Space/Reach: 5ft./5ft (tentacles up to 10ft.)
Special Attacks: Bonedrink, improved grab, pounce
Special Qualities: Darkvision 60 ft., undead traits, resistance to cold 10, fire 10, and sonic 10, scent, unholy toughness, damage reduction 5/silver or good
Saves: Fort +3, Ref +6, Will +9
Abilities: Str 21, Dex 16, Con --, Int 8, Wis 14, Cha 15
Feats: Combat Reflexes, Improved Natural Attack (claws), Power Attack, Cleave

Bonedrink (Su): Once a bonedrinker has successfully grappled an opponent, it can begin to drink its bones.   To do this, the lesser bonedrinker must pin its foe.   If it does so, it fastens onto the creature with its horrendous fangs.   It then secrets a painful toxin into the victim that deals 1d6 points of Constitution damage.   Each round the pin is maintained, the lesser bonedrinker deals an additional 1d6 points of Constitution damage.  Creatures reduced to 0 Constitution die, as the majority of their bones become too brittle to support their bodies and they collapse in a loose sack of flesh.  Creatures without bones or Constitution scores are immune to this ability.

Unholy Toughness (Ex): A bonedrinker gains bonus hit points equal to its Charisma modified x its Hit Dice.

Pounce (Ex): If a bonedrinker charges, it can make a full attack in the same round.

Improved Grab (Ex): To use this ability, a bonedrinker must hit with a tentacle attack.   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 deals automatic tentacle damage to the grappled victim.  It can deal automatic tentacle damage in each subsequent round that it maintains the grapple.   A bonedrinker has a +4 racial bonus on grapple checks.
ENCOUNTER 4 (EL 10)

Githyanki Fighter 5 (2)
Githyanki Wizard 5 (1)
Githyanki Rogue 5 (1)

Githyanki Rog 5 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d6+15 (37 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 19 (+4 Dex, +5 armor), touch 14, flat-footed 19
Base Attack/Grapple: +3/+3
Attack: +8 melee (2d4+1, 20/x2; +1 Spiked Chain) or +8 (1d6, 19-20/x2; MW Short Sword)
Full Attack: +8 melee (2d4+1, 20/x2; +1 Spiked Chain) or +8 (1d6, 19-20/x2; MW Short Sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics, Sneak attack +3d6
Special Qualities: Darkvision 60 ft., SR 10, uncanny dodge, evasion
Saves: Fort +4, Ref +8, Will +1
Abilities: Str 10, Dex 18, Con 16, Int 13, Wis 10, Cha 8
Skills: Escape Artist +8, Hide +8, Listen +6. Move Silently +8, Search +7, Spot +6, Tumble +8, Use Magic Device +5
Feats: Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 5

Equipment: +1 Chain shirt, +1 Spiked Chain, MW Shortsword, Dagger

Githyanki Ftr 5 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d10+15 (49 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17
Base Attack/Grapple: +5/+8
Attack: +10 melee (2d6+6, 19-20/x2; MW Greatsword) or +9 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +10 melee (2d6+6, 19-20/x2; MW Greatsword) or +9 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 10
Saves: Fort +7, Ref +3, Will +1
Abilities: Str 16, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +4, Handle Animal +0
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 5

Equipment: MW Greatsword, +1 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1

Githyanki Wiz 5 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d4+15 (31 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +2/+2
Attack: +3 melee (1d6, 20/x2; MW Quarterstaff)
Full Attack: +3 melee (1d6, 20/x2; MW Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 10
Saves: Fort +4, Ref +3, Will +4
Abilities: Str 10, Dex 14, Con 16, Int 18, Wis 10, Cha 8
Skills: Concentration +9, Knowledge (arcana) +9, Knowledge (the planes) +9, Spellcraft +11, Spot +2
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 5

Equipment: MW Quarterstaff, Dagger, Potion of Cure Moderate Wounds (4), Headband of Intellect +2
Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st – Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*; 2nd – Flaming Sphere*, Glitterdust, Scorching Ray*; 3rd- Fireball*, Empowered Shocking Grasp*
Caster Level: 5, Save DC = 14+spell level, 15+spell level for Evocations*

ENCOUNTER 5 (EL 9)

Githyanki Fighter 6 (1)
Githyanki Wizard 6 (1)
Manticore (2)*

Reinforcements: 
Manticore (2)
Winter Wolf (1)

Githyanki Ftr 6 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 6d10+18 (58 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17
Base Attack/Grapple: +6/+9
Attack: +11 melee (2d6+7, 19-20/x2; +1 Greatsword) or +10 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +11 melee (2d6+7, 19-20/x2; +1 Greatsword) or +10 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 11
Saves: Fort +7, Ref +4, Will +2
Abilities: Str 16, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +4, Handle Animal +0
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Cleave

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 6

Equipment: +1 Greatsword, +1 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1

Githyanki Wiz 6 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 6d4+18 (37 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 14
Base Attack/Grapple: +3/+3
Attack: +4 melee (1d6, 20/x2; +1 Quarterstaff)
Full Attack: +4 melee (1d6, 20/x2; +1 Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 11
Saves: Fort +6, Ref +5, Will +5
Abilities: Str 10, Dex 14, Con 16, Int 18, Wis 10, Cha 8
Skills: Concentration +10, Knowledge (arcana) +10, Knowledge (the planes) +10, Spellcraft +12, Spot +2
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Scribe Scroll, Sculpt Spell

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 6

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Moderate Wounds (4), Headband of Intellect +2, Cloak of Resistance +1
Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st – Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*; 2nd – Flaming Sphere*, Glitterdust, Scorching Ray*, Invisibility, 3rd- Fireball*, Empowered Shocking Grasp*, Sculpted Glitterdust; 

Caster Level: 6, Save DC = 14+spell level, 15+spell level for Evocations*

Manticore (CR 5) 
Large Magical Beast
Hit Dice: 6d10+24 (57 HP)
Initiative: +2
Speed: 30 ft. (6 squares), fly 50 ft. (clumsy)
AC: 17 (-1 size, +2 Dex, +6 natural), touch 11, flat-footed 15
Base Attack/Grapple: +6/+15
Attack: Claw +10 melee (2d4+5) or 6 spikes +8 ranged (1d8+2/19-20)
Full Attack: 2 claw +10 melee (2d4+5) and bite +8 melee (1d8+2) or 6 spikes +8 ranged (1d8+2/19-20)
Space/Reach: 10 ft./5 ft.
Special Attacks: Spikes 
Special Qualities: Darkvision 60 ft., low-light vision, scent
Saves: Fort +9, Ref +7, Will +3
Abilities: Str 20, Dex 15, Con 19, Int 7, Wis 12, Cha 9
Skills: Listen +5, Spot +9, Survival +1
Feats: Flyby Attack, Multiattack, Track (B), Weapon Focus (Spikes)

Spikes (Ex): With a snap of its tail, a Manticore can loose a volley of six spikes as a standard action (make an attack roll of each spike).  This attack has a range of 180 feet with no range increment.  All targets must be within 30 feet of each other.  The creature can launch only twenty-four spikes in any 24-hou period.

Skills: Manticores have a +4 racial bonus on Spot checks.

Winter Wolf (CR 5) 
Large Magical Beast (Cold)
Hit Dice: 6d10+18 (551 HP)
Initiative: +5
Speed: 50 ft. (10 squares)
AC: 15 (-1 size, +1 Dex, +5 natural), touch 10, flat-footed 14
Base Attack/Grapple: +6/+14
Attack: Bite +9 melee (1d8+6+1d6)
Full Attack: Bite +9 melee (1d8+6+1d6)
Space/Reach: 10 ft./5 ft.
Special Attacks: Breath weapon, freezing bite, trip
Special Qualities: Darkvision 60 ft., low-light vision, scent, immunity to cold, vulnerability to fire
Saves: Fort +8, Ref +6, Will +3
Abilities: Str 18, Dex 13, Con 16, Int 9, Wis 13, Cha 10
Skills: Hide –1, Listen +6, Move Silently +7, Spot +6, Survival +1
Feats: Alertness, Track, Improved Initiative

Breath Weapon (Su): 15-foot cone, once every 1d4 rounds, damage 4d6 cold, Reflex DC 16 half.   The save DC is Constitution-based.

Freezing Bite (Su): A winter wolf deals an extra 1d6 points of cold damage with its bite.

Trip (Ex): A winter wolf that hits with a bite attack can attempt to trip the opponent (+8 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the winter wolf.

Skills: Winter wolves have a +1 racial bonus on Listen, Move Silently, and Spot checks.  Winter wolves have a +2 racial bonus on hide checks.  This increases to +7 in areas of snow and ice.  A winter wolf has a +4 racial bonus on Survival checks when tracking by scent.
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ENCOUNTER 2 (EL 11)

Advanced (8 HD) Githyanki Evolved Spellstitched Ghast (2)
Boneclaw (6)

Note:  The monsters are called Githyanki Ghasts only for flavor; nothing is done to their stats. Make sure the players get the sense that they are fighting undead created from extraplanar Githyanki, not normal humans. You may pass the Boneclaws off as Githyanki-looking to heighten the sense of an extraplanar invasion.
Advanced Spellstitched Evolved Githyanki Ghast (CR 5) 
Medium Undead
Hit Dice: 8d12+3 (55 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
AC: 22 (+3 Dex, +5 natural, +4 mage armor), touch 13, flat-footed 19
Base Attack/Grapple: +4/+6
Attack: Bite +8 melee (1d8+4 plus paralysis)
Full Attack: Bite +8 melee (1d8+4 plus paralysis) and 2 claws +6 melee (1d4+2 plus paralysis)
Space/Reach: 5ft./5ft.
Special Attacks: Ghoul fever, paralysis, stench, spell-like abilities 
Special Qualities: +4 turn resistance, darkvision 60 ft., undead traits, damage resistance 5/magic or silver, spell resistance 13, profane bonus +2 to all saves, fast healing 3
Saves: Fort +4, Ref +7, Will +10
Abilities: Str 19, Dex 17, Con --, Int 13, Wis 14, Cha 18
Skills: Balance +11, Climb +11, Hide +12, Jump +13, Move Silently +12, Spot +12
Feats: Multiattack, Toughness, Empower Spell-like Ability (Lesser Electricity Orb)

Ghoul Fever (Su): Disease—bite, Fortitude DC 18, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based. An afflicted humanoid that dies of ghoul fever rises as a ghoul at the next midnight. 

Fast Healing (Ex): An evolved Ghast heals 3 points of damage each round so long as it has at least 1 hit point.
Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 18 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 18 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

Spell-like Abilities (Sp): 3/day – Empowered Lesser Electricity Orb (Ranged touch +7, 4d8x1.5 damage), Glitterdust (DC 16); 2/day – Inflict Serious Wounds (3d8+8, DC 17); 1/day – Inflict Moderate Wounds (2d8+8, DC 16), Mage Armor, Haste (8 targets, 8 rounds), Greater Dispel Magic; Caster Level 8

Boneclaw (CR 5) 
Large Undead
Hit Dice: 10d12+40 (105 hp)
Initiative: +8
Speed: 40 ft. (8 squares)
AC: 16 (-1 size, +4 Dex, +3 natural), touch 13, flat-footed 12
Base Attack/Grapple: +5/+14
Attack: Piercing claw +7 melee (2d6+7)*
Full Attack: 2 piercing claws +7 melee (2d6+7)*
Space/Reach: 10 ft./20 ft.
Special Attacks: Reaching claws
Special Qualities: +2 turn resistance, damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits, unholy toughness
Saves: Fort +3, Ref +7, Will +9
Abilities: Str 21, Dex 18, Con -- , Int 14, Wis 14, Cha 19
Skills: Hide +13, Intimidate +17, Listen +15, Move Silently +17, Search +15, Spot +15
Feats: Combat Reflexes, Improved Initiative, Improved Natural Attack (Claw), Power Attack

*Includes a –2/+2 adjustment for Power Attack

Reaching Claws (Ex): A bone-claw can make melee attacks with its bone claws, instantly extending them as part of an attack to a distance of up to 20 feet (thereby allowing the Boneclaw to threaten more squares than even its Large size would otherwise indicate).

Unholy Toughness (Ex): A Boneclaw gains a bonus to its hit points equal to its Charisma modifier x its Hit Dice.

ENCOUNTER 3 (EL 12)

Hulking Corpse (3) (2)

Hulking Corpse (CR 9) 
Large Undead
Hit Dice: 20d12+20 (150 hp)
Initiative: +0
Speed: 30 ft. (6 squares)
AC: 21 (-1 size, +12 natural), touch 19, flat-footed 21
Base Attack/Grapple: +10/+20
Attack: Bite +12 melee (2d6+13)*
Full Attack: Bite +12 melee (2d6+13) and 2 claws +7 melee (1d6+9)*
Space/Reach: 10 ft./10 ft.
Special Attacks: Improved grab, rend
Special Qualities: Damage reduction 5/bludgeoning and magic, darkvision 60 ft, mindless, undead traits
Saves: Fort +6, Ref +6, Will +12
Abilities: Str 26, Dex 10, Con --, Int -, Wis 12, Cha 8
Feats: Power Attack (B), Improved Toughness (B)

*Includes a –5/+5 adjustment for Power Attack

Improved Grab (Ex): To use this ability, a hulking corpse must hit with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Mindless (Ex): Hulking corpses are mindless, having no Intelligence score, so they do not have any skills.   A hulking corpse is immune to all mind-affecting spells and abilities.

Rend (Ex): A hulking corpse that wins a grapple check after a successful claw attack establishes a hold, latching onto the opponent’s body and tearing flesh.   This attack deals an extra 3d6+12 points of damage.
ENCOUNTER 4 (EL 12)

Githyanki Fighter 7 (2)
Githyanki Rogue 7 (1)
Githyanki Wizard 7 (1)
Githyanki Wizard 5/Ghustil 2 (1)

Reinforcements:
Githyanki Fighter 5 (2)

Githyanki Ftr 7 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 7d10+28 (74 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 20 (+2 Dex, +7 armor, +1 deflection), touch 13, flat-footed 18
Base Attack/Grapple: +7/+10
Attack: +12 melee (2d6+7, 19-20/x2; +1 Greatsword) or +11 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +12/+7 melee (2d6+7, 19-20/x2; MW Greatsword) or +11/+6 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 12
Saves: Fort +9, Ref +4, Will +2
Abilities: Str 16, Dex 15, Con 18, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +5, Handle Animal +2
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Mobility, Elusive Target

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: +1 Greatsword, +2 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1, Amulet of Health +2

Githyanki Rog 7 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 7d6+21 (51 HP)
Initiative: +5
Speed: 30 ft. (6 squares)
AC: 21 (+4 Dex, +6 armor, +1 deflection), touch 15, flat-footed 21
Base Attack/Grapple: +5/+5
Attack: +11 melee (2d4+1, 20/x2; +1 Spiked Chain) or +11 (1d6, 19-20/x2; MW Short Sword)
Full Attack: +11 melee (2d4+1, 20/x2; +1 Spiked Chain) or +11 (1d6, 19-20/x2; MW Short Sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics, Sneak Attack +4d6
Special Qualities: Darkvision 60 ft., SR 12, uncanny dodge, evasion
Saves: Fort +5, Ref +10, Will +2
Abilities: Str 10, Dex 20, Con 16, Int 13, Wis 10, Cha 8
Skills: Disguise +9, Escape Artist +14, Hide +14, Listen +10, Move Silently +14, Search +11, Spot +10, Tumble +14, Use Magic Device +9
Feats: Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: +2 Chain shirt, +1 Spiked Chain, MW Shortsword, Dagger, Gloves of Dexterity +2, Ring of Protection +1

Githyanki Wiz 7 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 7d4+28 (50 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +3/+3
Attack: +4 melee (1d6+1, 20/x2; +1 Quarterstaff)
Full Attack: +4 melee (1d6+1, 20/x2; +1 Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 12
Saves: Fort +8, Ref +4, Will +5
Abilities: Str 10, Dex 14, Con 18, Int 18, Wis 10, Cha 8
Skills: Concentration +14, Knowledge (arcana) +14, Knowledge (the planes) +14, Spellcraft +16, Spot +5
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Moderate Wounds (4), Headband of Intellect +2, Amulet of Health +2, Scroll of Blink
Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st – Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*; Ray of Enfeeblement,  2nd – Flaming Sphere*, Glitterdust, Scorching Ray*; 3rd- Fireball*, Empowered Shocking Grasp*, Slow, 4th – Greater Invisibility, Empowered Scorching Ray*
Caster Level: 5, Save DC = 14+spell level, 16+spell level for Evocations*

(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

Githyanki Wiz 5/Ghustil 2 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d4+2d6+21 (45 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +3/+3
Attack: +4 melee (1d6+, 20/x2; MW Quarterstaff)
Full Attack: +4 melee (1d6, 20/x2; MW Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 12
Saves: Fort +8, Ref +5, Will +6
Abilities: Str 10, Dex 14, Con 16, Int 18, Wis 10, Cha 8
Skills: Concentration +13, Knowledge (arcana) +14, Knowledge (the planes) +14, Spellcraft +16, Spot +6, Heal +7
Feats: Improved Initiative, Spell Focus (Conjuration), Skill Focus (Heal), Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: Quarterstaff, Dagger, Wand of Cure Light Wounds, Headband of Intellect +2

Ghustil cast spells as a Sorcerer would.

Ghustil Spells Per Day: (6/3)

Ghustil Spells Known: 1st – Cure Light Wounds, Bless, Shield of Faith, 2nd – Cure Moderate Wounds

Caster Level: 7, Save DC 10+spell level

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Magic Missile, Grease*, 2nd – Web*, Glitterdust*, Scorching Ray, 3rd – Stinking Cloud*, Heroism

Caster Level: 5, Save DC = 14+spell level, 15+spell level for Conjuration*

Githyanki Ftr 5 (CR 6) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d10+15 (49 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 19 (+2 Dex, +6 armor, +1 deflection), touch 13, flat-footed 17
Base Attack/Grapple: +5/+8
Attack: +10 melee (2d6+6, 19-20/x2; MW Greatsword) or +9 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +10 melee (2d6+6, 19-20/x2; MW Greatsword) or +9 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 10
Saves: Fort +7, Ref +3, Will +1
Abilities: Str 16, Dex 15, Con 16, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +4, Handle Animal +0
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur; CL 5

Equipment: MW Greatsword, +1 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1

ENCOUNTER 5 (EL 13)

Githyanki Fighter 4/Barbarian 1/Occult Slayer 2/Exotic Weapon Master 1 (2)
Githyanki Wizard 5/Ghustil 2 (1)
Skullcrusher Ogre Fighter 3 (2)*

Reinforcements:
Skullcrusher Ogre Fighter 3 (2)
Ironclad Mauler (1)

Githyanki Wiz 5/Ghustil 2 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d4+2d6+21 (45 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +3/+3
Attack: +4 melee (1d6+, 20/x2; MW Quarterstaff)
Full Attack: +4 melee (1d6, 20/x2; MW Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 12
Saves: Fort +8, Ref +5, Will +6
Abilities: Str 10, Dex 14, Con 16, Int 18, Wis 10, Cha 8
Skills: Concentration +13, Knowledge (arcana) +14, Knowledge (the planes) +14, Spellcraft +16, Spot +6, Heal +7
Feats: Improved Initiative, Spell Focus (Conjuration), Skill Focus (Heal), Scribe Scroll

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: Quarterstaff, Dagger, Wand of Cure Light Wounds, Headband of Intellect +2

Ghustil cast spells as a Sorcerer would.

Ghustil Spells Per Day: (6/3)

Ghustil Spells Known: 1st – Cure Light Wounds, Bless, Shield of Faith, 2nd – Cure Moderate Wounds

Caster Level: 7, Save DC 10+spell level

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Magic Missile, Grease*, 2nd – Web*, Glitterdust*, Scorching Ray, 3rd – Stinking Cloud*, Heroism

Caster Level: 5, Save DC = 14+spell level, 15+spell level for Conjuration*

Githyanki Ftr 4/Bbn 1/EWM 1/OcS 2 (CR 9) 
Medium Humanoid (Extraplanar)
Hit Dice: 2d8+5d10+1d12+24 (75 HP)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 21 (+3 Dex, +7 armor, +1 deflection), touch 14, flat-footed 18
Base Attack/Grapple: +8/+11
Attack: +13 melee (1d10+9/19-20x2; +1 bastard sword)
Full Attack: +13/+8 melee (1d10+9/19-20x2; +1 bastard sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 13
Saves: Fort +11, Ref +4, Will +3
Abilities: Str 16, Dex 16, Con 16, Int 12, Wis 8, Cha 8
Skills: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Initiative

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 8

Equipment: +1 Bastard Sword, +2 Breastplate, Ring of Protection +1

Rage (Ex): 1/day – Str 20, Con 20, 91 HP, Attack: +15 melee (1d10+13/19-20x2; +1 bastard sword), Full Attack: +15/+10 (1d10+13/19-20x2; +1 bastard sword), Fort +13, Will +5, AC 19

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +1 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 1/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 7).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Skullcrusher Ogre Ftr 3 (CR 8) 
Large Giant
Hit Dice: 8d8+3d10+55 (107 HP)
Initiative: +0
Speed: 30 ft. (6 squares)
AC: 23 (-1 size, +1 Dex, +9 armor, +2 shield, +2 natural), touch 10, flat-footed 22
Base Attack/Grapple: +9/+26
Attack: +18 melee (2d8+9/17-20x2; bastard sword) or +17 melee (1d8+4; shield bash) or +10 ranged (2d6+9; rock)
Full Attack: +14/+9 melee (2d8+9/17-20x2; bastard sword) and +13 melee (1d8+4; shield bash) or +10 ranged (2d6+9; rock)
Space/Reach: 10ft./10ft.
Special Attacks: Rock throwing 
Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +15, Ref +4, Will +3
Abilities: Str 29, Dex 13, Con 20, Int 10, Wis 12, Cha 6
Skills: Craft (armorsmithing) +5, Handle Animal +5, Intimidate +4, Knowledge (architecture and engineering) +5, Ride +8, Search +0 (+2 secret doors)
Feats: Exotic Weapon Proficiency (bastard sword), Improved Critical (bastard sword), Improved Grapple (B), Improved Shield Bash, Mounted Combat, Power Attack, Two-Weapon Fighting (B), Weapon Focus (bastard sword)

Equipment: +1 spiked full plate, spiked heavy shield, bastard sword

Rock Throwing (Ex): Like giants, skullcrusher ogres are accomplished rock throwers and gain a +1 racial bonus on attack rolls when throwing rocks.  A skullcrusher ogre can hurl rocks of 40 to 50 pounds (Small object) p to five range increments.  The range increment is 100 feet for a skullcrusher ogre’s rocks.

Ironclad Mauler (CR 9) 
Large Magical Beast
Hit Dice: 15d10+75 (157 HP)
Initiative: +1
Speed: 40 ft. (8 squares)
AC: 22 (-1 size, +1 Dex, +5 armor, +7 natural), touch 10, flat-footed 21
Base Attack/Grapple: +15/+30
Attack: Claw +26 melee (2d6+11)
Full Attack: 2 claws +26 melee (2d6+11) and bite +20 melee (4d6+5)
Space/Reach: 10ft./5ft. (claws up to 10 ft.)
Special Attacks: Improved grab, sickening aura, trample 2d6+11
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +14, Ref +10, Will +6
Abilities: Str 33, Dex 13, Con 21, Int 2, Wis 12, Cha 10
Skills: Listen +10, Spot +10
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw)

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

Sickening Aura (Su): An ironclad mauler is surrounded by a field of negative energy.  Any creature that comes within 10 feet of an ironclad mauler must make a DC 22 Fortitude save or become sickened.  This condition lasts 1 hour.  A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  Undead are immune to this aura.  The save is Constitution-based.

Trample (Ex): Reflex DC 28 half, damage 2d6+11, the save DC is Strength-based.

Grafted Armor (Ex): Ironclad maulers wear armor that has been magically grafted to their forms.  This armor provides significant protection in combat, but imposes no maximum Dexterity bonus, no movement penalty, and no arcane spell failure chance.  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Light Fortification (Ex): An ironclad mauler’s grafter armor protects its vital areas and makes it resistant to extra damage.  Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

APL 10

ENCOUNTER 2 (EL 13)

Spellstitched Evolved Boneclaw (2)
Boneclaw (4)
Hulking Corpse (2)

Note:  Make sure the players get the sense that they are fighting undead created from extraplanar Githyanki, not normal humans.  You may pass the Boneclaws off as Githyanki-looking to heighten the sense of an extraplanar invasion.   Envision the Hulking Corpses as magically enhanced Githyanki, muscle-bound and hunched, like zombie Githyanki on steroids.

Spellstitched Evolved Boneclaw (CR 7)
Large Undead
Hit Dice: 10d12+50 (115 hp)
Initiative: +8
Speed: 40 ft. (8 squares)
AC: 21 (-1 size, +4 Dex, +4 natural, +4 mage armor), touch 13, flat-footed 17
Base Attack/Grapple: +5/+15
Attack: Piercing claw +8 melee (2d6+8)*
Full Attack: 2 piercing claws +8 melee (2d6+8)*
Space/Reach: 10 ft./20 ft.
Special Attacks: Reaching claws, spell-like abilities
Special Qualities: +4 turn resistance, damage reduction 5/bludgeoning and magic or silver, darkvision 60 ft., immunity to cold, undead traits, unholy toughness, +2 profane bonus to all saves, SR 15, fast healing 3
Saves: Fort +5, Ref +9, Will +11
Abilities: Str 23, Dex 18, Con -- , Int 14, Wis 14, Cha 21
Skills: Hide +13, Intimidate +18, Listen +15, Move Silently +17, Search +15, Spot +15
Feats: Combat Reflexes, Improved Initiative, Improved Natural Attack (Claw), Power Attack

*Includes a –2/+2 adjustment for Power Attack

Reaching Claws (Ex): A boneclaw can make melee attacks with its bone claws, instantly extending them as part of an attack to a distance of up to 20 feet (thereby allowing the Boneclaw to threaten more squares than even its Large size would otherwise indicate).

Fast Healing (Ex): An evolved Boneclaw heals 3 points of damage each round so long as it has at least 1 hit point.

Unholy Toughness (Ex): A Boneclaw gains a bonus to its hit points equal to its Charisma modifier x its Hit Dice.

Spell-like Abilities (Sp): 3/day –Ray of Enfeeblement (Ranged touch +9, d6+5 Str penalty), Ghoul Touch (Melee touch +11); 2/day – Inflict Serious Wounds (3d8+10, DC 18); 1/day – Inflict Moderate Wounds (2d8+10, DC 17), Mage Armor, haste (10 targets, 10 rounds), ray of exhaustion (Ranged touch +8, DC 18); Caster Level 10

Boneclaw (CR 5) 

Large Undead
Hit Dice: 10d12+40 (105 hp)
Initiative: +8
Speed: 40 ft. (8 squares)
AC: 16 (-1 size, +4 Dex, +3 natural), touch 13, flat-footed 12
Base Attack/Grapple: +5/+14
Attack: Piercing claw +7 melee (2d6+7)*
Full Attack: 2 piercing claws +7 melee (2d6+7)*
Space/Reach: 10 ft./20 ft.
Special Attacks: Reaching claws
Special Qualities: +2 turn resistance, damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits, unholy toughness
Saves: Fort +3, Ref +7, Will +9
Abilities: Str 21, Dex 18, Con -- , Int 14, Wis 14, Cha 19
Skills: Hide +13, Intimidate +17, Listen +15, Move Silently +17, Search +15, Spot +15
Feats: Combat Reflexes, Improved Initiative, Improved Natural Attack (Claw), Power Attack

*Includes a –2/+2 adjustment for Power Attack

Reaching Claws (Ex): A boneclaw can make melee attacks with its bone claws, instantly extending them as part of an attack to a distance of up to 20 feet (thereby allowing the Boneclaw to threaten more squares than even its Large size would otherwise indicate).

Unholy Toughness (Ex): A Boneclaw gains a bonus to its hit points equal to its Charisma modifier x its Hit Dice.

Hulking Corpse (CR 9) 
Large Undead
Hit Dice: 20d12+20 (150 hp)
Initiative: +0
Speed: 30 ft. (6 squares)
AC: 21 (-1 size, +12 natural), touch 19, flat-footed 21
Base Attack/Grapple: +10/+20
Attack: Bite +12 melee (2d6+13)*
Full Attack: Bite +12 melee (2d6+13) and 2 claws +7 melee (1d6+9)*
Space/Reach: 10 ft./10 ft.
Special Attacks: Improved grab, rend
Special Qualities: Damage reduction 5/bludgeoning and magic, darkvision 60 ft, mindless, undead traits
Saves: Fort +6, Ref +6, Will +12
Abilities: Str 26, Dex 10, Con --, Int -, Wis 12, Cha 8
Feats: Power Attack (B), Improved Toughness (B)

*Includes a –5/+5 adjustment for Power Attack

Improved Grab (Ex): To use this ability, a hulking corpse must hit with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Mindless (Ex): Hulking corpses are mindless, having no Intelligence score, so they do not have any skills.   A hulking corpse is immune to all mind-affecting spells and abilities.

Rend (Ex): A hulking corpse that wins a grapple check after a successful claw attack establishes a hold, latching onto the opponent’s body and tearing flesh.   This attack deals an extra 3d6+12 points of damage.
ENCOUNTER 3 (EL 14)

Advanced (24HD) Hulking Corpse (4) (3)

Advanced (24HD) Hulking Corpse (CR 10)
Large Undead
Hit Dice: 24d12+24 (180 hp)
Initiative: +0
Speed: 30 ft. (6 squares)
AC: 22 (-1 size, +13 natural), touch 19, flat-footed 22
Base Attack/Grapple: +12/+22
Attack: Bite +14 melee (2d6+13)*
Full Attack: Bite +14 melee (2d6+13) and 2 claws +9 melee (1d6+9)*
Space/Reach: 10 ft./10 ft.
Special Attacks: Improved grab, rend
Special Qualities: Damage reduction 5/bludgeoning and magic, darkvision 60 ft, mindless, undead traits
Saves: Fort +8, Ref +8, Will +15
Abilities: Str 27, Dex 10, Con --, Int -, Wis 12, Cha 8
Feats: Power Attack (B), Improved Toughness (B)

*Includes a –5/+5 adjustment for Power Attack

Improved Grab (Ex): To use this ability, a hulking corpse must hit with a claw attack.   It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Mindless (Ex): Hulking corpses are mindless, having no Intelligence score, so they do not have any skills.   A hulking corpse is immune to all mind-affecting spells and abilities.

Rend (Ex): A hulking corpse that wins a grapple check after a successful claw attack establishes a hold, latching onto the opponent’s body and tearing flesh.   This attack deals an extra 3d6+12 points of damage.

ENCOUNTER 4 (EL 15+)

Githyanki Fighter 9 (2)
Githyanki Rogue 9 (1)
Githyanki Wizard 5/Ghustil 4 (2)

Reinforcements:
Githyanki Fighter 7 (2)

Githyanki Ftr 9 (CR 10) 
Medium Humanoid (Extraplanar)
Hit Dice: 9d10+45 (103 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 23 (+2 Dex, +10 armor, +1 deflection), touch 13, flat-footed 21
Base Attack/Grapple: +9/+14
Attack: +18 melee (2d6+11, 19-20/x2; +2 Greatsword) or +15 (1d8+6, 19-20/x2; +1 Longsword)
Full Attack: +18/+13 melee (2d6+11, 19-20/x2; +2 Greatsword) or +15/+10 (1d8+6, 19-20/x2; +1 Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 14
Saves: Fort +13, Ref +7, Will +5
Abilities: Str 21, Dex 15, Con 20, Int 10, Wis 10, Cha 8
Skills: Ride +11, Spot +6, Handle Animal +4
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Mobility, Elusive Target, Greater Weapon Focus (Greatsword), Close Quarters Fighting

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 9

Equipment: +2 Greatsword, +2 Mithral Full Plate, +1 Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1, Amulet of Health +4, Belt of Giant Strength +4, Cloak of Resistance +2

Githyanki Rog 9 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 9d6+45 (83 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 21 (+4 Dex, +6 armor, +1 deflection), touch 15, flat-footed 21
Base Attack/Grapple: +6/+7
Attack: +14 melee (2d4+3, 20/x2; +2 Spiked Chain) or +13 (1d6+1, 19-20/x2; MW Short Sword)
Full Attack: +14/+9 melee (2d4+3, 20/x2; +2 Spiked Chain) or +13/+8 (1d6+1, 19-20/x2; MW Short Sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics, Sneak Attack +5d6
Special Qualities: Darkvision 60 ft., SR 14, uncanny dodge, evasion
Saves: Fort +10, Ref +14, Will +5
Abilities: Str 13, Dex 22, Con 20, Int 13, Wis 10, Cha 8
Skills: Disguise +11, Escape Artist +17, Hide +17, Listen +12, Move Silently +17, Search +13, Spot +12, Tumble +17, Use Magic Device +11
Feats: Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes, Combat Expertise

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 9

Equipment: +2 Chain shirt, +2 Spiked Chain, MW Shortsword, Dagger, Gloves of Dexterity +4, Ring of Protection +1, Amulet of Health +4, Cloak of Resistance +2

Githyanki Wiz 5/Ghustil 4 (CR 10) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d4+4d6+45 (76 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 16 (+2 Dex, +4 mage armor), touch 12, flat-footed 10
Base Attack/Grapple: +5/+5
Attack: +6 melee (1d6+1, 20/x2; +1 Quarterstaff)
Full Attack: +6 melee (1d6+1, 20/x2; +1 Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 14
Saves: Fort +11, Ref +6, Will +7
Abilities: Str 10, Dex 14, Con 21, Int 20, Wis 10, Cha 8
Skills: Concentration +17, Knowledge (arcana) +17, Knowledge (the planes) +17, Spellcraft +19, Spot +7, Heal +7
Feats: Improved Initiative, Spell Focus (Conjuration), Skill Focus (Heal), Scribe Scroll, Greater Spell Focus (Conjuration)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 9

Equipment: +1 Quarterstaff, Dagger, Wand of Cure Moderate Wounds, Headband of Intellect +4, Amulet of Health +4, Scroll of Improved Blink (2)

Ghustil cast spells as a Sorcerer would.

Ghustil Spells Per Day: (6/5/3)

Ghustil Spells Known: 1st – Cure Light Wounds, Bless, Shield of Faith, Remove Fear, 2nd – Cure Moderate Wounds, Aid, 3rd – Cure Serious Wounds;

Caster Level: 9, Save DC 10+spell level

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Magic Missile, Grease*, 2nd – Web*, Glitterdust*, Scorching Ray, 3rd – Stinking Cloud*, Heroism

Caster Level: 5, Save DC = 15+spell level, 17+spell level for Conjuration*
Githyanki Ftr 7 (CR 8) 
Medium Humanoid (Extraplanar)
Hit Dice: 7d10+28 (74 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 20 (+2 Dex, +7 armor, +1 deflection), touch 13, flat-footed 18
Base Attack/Grapple: +7/+10
Attack: +12 melee (2d6+7, 19-20/x2; +1 Greatsword) or +11 (1d8+3, 19-20/x2; MW Longsword)
Full Attack: +12/+7 melee (2d6+7, 19-20/x2; MW Greatsword) or +11/+6 (1d8+3, 19-20/x2; MW Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 12
Saves: Fort +9, Ref +4, Will +2
Abilities: Str 16, Dex 15, Con 18, Int 10, Wis 10, Cha 8
Skills: Ride +9, Spot +5, Handle Animal +2
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Mobility, Elusive Target

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door; CL 7

Equipment: +1 Greatsword, +2 Breastplate, MW Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1, Amulet of Health +2

ENCOUNTER 5 (EL 15)

Githyanki Fighter 4/Barbarian 1/Exotic Weapon Master 1/Occult Slayer 4 (2)
Githyanki Wizard 10 (1)
Ettin Fighter 4 (2)*

Reinforcements:
Ettin Fighter 4 (2)

Ironclad Mauler (1)

Githyanki Ftr 4/Bbn 1/EWM 1/OcS 4 (CR 11) 
Medium Humanoid (Extraplanar)
Hit Dice: 4d8+5d10+1d12+80 (141 HP)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 21 (+3 Dex, +7 armor, +1 deflection), touch 14, flat-footed 18
Base Attack/Grapple: +10/+14
Attack: +16 melee (1d10+11/19-20x2; +1 bastard sword)
Full Attack: +16/+11 melee (1d10+11/19-20x2; +1 bastard sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 15
Saves: Fort +13, Ref +5, Will +4
Abilities: Str 18, Dex 16, Con 18, Int 12, Wis 8, Cha 8
Skills: Knowledge (arcana) +7, Spellcraft +6, Craft (weaponsmithing) +4
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Initiative, Improved Bull Rush

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 10

Equipment: +1 Bastard Sword, +2 Breastplate, Ring of Protection +1, Gauntlets of Ogre Power, Amulet of Health +2

Rage (Ex): 1/day – Str 22, Con 22, 161 HP, Attack: +18 melee (1d10+15/19-20x2; +1 bastard sword), Full Attack: +18/+13 (1d10+15/19-20x2; +1 bastard sword), Fort +15, Will +6, AC 19

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +2 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 9).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 4), except that it affects only the occult slayer and her possessions.

Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Tactics: Activate blur, use dimension door to engage spellcasters in melee, if possible, while raging. 
Githyanki Wiz 10 (CR 11)
Medium Humanoid (Extraplanar)
Hit Dice: 10d4+50; hp 81
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 mage armor), touch 13, flat-footed 14
Base Attack/Grapple: +5/+5
Attack: +6 melee (1d6+1/20x2,  +1 Quarterstaff)
Full Attack: +6 melee (1d6+1/20x2,  +1 Quarterstaff)
Special Attacks: Psionics
Special Qualities: Darkvision 60', SR 15 
Saves: Fort +12, Ref +8, Will +9
Abilities: Str 10, Dex 16, Con 20, Int 22, Wis 10, Cha 8
Skills: Concentration¹ +18, Knowledge (arcana) +19, Knowledge (the planes) +19, Listen¹ +3, Spellcraft +21, Spot¹ +8.
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Heighten Spell, Explosive Spell

Equipment: Quarterstaff +1, Dagger, Potions of Cure Critical Wounds (4), Headband of Intellect +4, Amulet of Health +4, Gloves of Dexterity +2, Scroll of Improved Blink (2), Cloak of Resistance +2

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st - Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*, Ray of Enfeeblement, Ray of Enfeeblement; 2nd - Flaming Sphere*, Glitterdust, Glitterdust, Heightened Grease, Heightened Grease, Scorching Ray*; 3rd - Fireball*, Empowered Shocking Grasp*, Slow, Heroism; 4th - Greater Invisibility, Empowered Scorching Ray*, Evard's Black Tentacles, Otiluke's Resilient Sphere*; 5th - Empowered Fireball*, Explosive Fireball*, Heightened Fireball*
Caster Level: 10, Save DC 16+spell level, 18+spell level for Evocations*

(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

Tactics: Pre-cast mage armor and blur (psionic). Use area spells against clumps of enemies, and try to cut off spellcasters with Otiluke’s.  Use ray of enfeeblement on fighters. Use scroll of improved blink if caught in melee. 

Ettin Ftr 4 (CR 10) 
Large Giant
Hit Dice: 10d8+4d10+42 (109 HP)
Initiative: +3
Speed: 30 ft. (8 squares)
AC: 18 (-1 size, -1 Dex, +3 armor, +7 natural), touch 8, flat-footed 18
Base Attack/Grapple: +11/+21
Attack: +16 melee (2d8+6/19-20x2; bastard sword) or +9 ranged (1d8+6; javelin)
Full Attack: +16/+16/+11/+11 melee (2d8+6/19-20x2; bastard sword) or +9 ranged (1d8+6; javelin)
Space/Reach: 10ft./10ft. 
Special Attacks: -
Special Qualities: Superior two-weapon fighting, low-light vision
Saves: Fort +13, Ref +3, Will +6
Abilities: Str 23, Dex 8, Con 16, Int 6, Wis 10, Cha 11
Skills: Listen +11, Spot +11, Search +1
Feats: Alertness, Improved Initiative, Iron Will, Power Attack, Quick Draw, Hurling Charge, Exotic Weapon Proficiency (bastard sword)

Superior two-weapon fighting (Ex): An ettin fighter fights with a bastard sword or javelin in each hand.  Because each of its two heads controls and arm, the ettin fighter does not take a penalty on attack or damage rolls for attacking with two weapons.

Ironclad Mauler (CR 9) 
Large Magical Beast
Hit Dice: 15d10+75 (157 HP)
Initiative: +1
Speed: 40 ft. (8 squares)
AC: 22 (-1 size, +1 Dex, +5 armor, +7 natural), touch 10, flat-footed 21
Base Attack/Grapple: +15/+30
Attack: Claw +26 melee (2d6+11)
Full Attack: 2 claws +26 melee (2d6+11) and bite +20 melee (4d6+5)
Space/Reach: 10ft./5ft. (claws up to 10 ft.)
Special Attacks: Improved grab, sickening aura, trample 2d6+11
Special Qualities: Darkvision 60 ft., low-light vision, grafted armor, light fortification
Saves: Fort +14, Ref +10, Will +6
Abilities: Str 33, Dex 13, Con 21, Int 2, Wis 12, Cha 10
Skills: Listen +10, Spot +10
Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw)

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

Sickening Aura (Su): An ironclad mauler is surrounded by a field of negative energy.  Any creature that comes within 10 feet of an ironclad mauler must make a DC 22 Fortitude save or become sickened.  This condition lasts 1 hour.  A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  Undead are immune to this aura.  The save is Constitution-based.

Trample (Ex): Reflex DC 28 half, damage 2d6+11, the save DC is Strength-based.

Grafted Armor (Ex): Ironclad maulers wear armor that has been magically grafted to their forms.  This armor provides significant protection in combat, but imposes no maximum Dexterity bonus, no movement penalty, and no arcane spell failure chance.  Other creatures, even other ironclad maulers, cannot wear an ironclad mauler’s armor.

Light Fortification (Ex): An ironclad mauler’s grafter armor protects its vital areas and makes it resistant to extra damage.  Anytime an ironclad mauler is hit by a critical hit or sneak attack, it has a 25% chance to resist the extra damage.

APL 12

ENCOUNTER 2 (EL 15)

Hezrou (2) (1)
Retriever (2) (2)
Hezrou (CR 11)
Large Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 10d8+93 (138 hp)
Initiative: +0
Speed: 30 ft. (6 squares)
AC: 23 (-1 size, +14 natural), touch 9, flat-footed 23
Base Attack/Grapple: +10/+19
Attack: Bite +14 melee (4d4+5)
Full Attack: Bite +14 melee (4d4+5) and 2 claws +9 melee (1d8+2)
Space/Reach: 10 ft./10 ft.
Special Attacks: Spell-like abilities, stench, improved grab 
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 19, telepathy 100 ft.
Saves: Fort +16, Ref +7, Will +9
Abilities: Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18
Skills: Climb +18, Concentration +22, Hide +13, Escape Artist +13, Intimidate +17, Listen +23, Move Silently +12, Search +15, Spellcraft +15, Spot +23, Survival +2 (+4 following tracks), Use Rope +0 (+2 with bindings)
Feats: Blind-fight, Cleave, Power Attack, Toughness

Improved Grab (Ex): To use this ability, a hezrou 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 check, it establishes a hold.

Spell-like abilities (Sp): At will – chaos hammer (DC 18), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 18); 3/day – blasphemy (DC 21), gaseous form; CL 13.   The save DC’s are Charisma-based.

Stench (Ex):  A hezrou’s skin produces a foul-smelling, toxic liquid whenever it fights.   Any living creature (except other demons) within 10 feet must succeed on a DC 24 Fortitude save or be nauseated for as long as it remains within the affected area and for 1d4 rounds afterward.   Creatures that successfully save are sickened for as long as they remain in the area.  A creature that successfully saves cannot be affected again by the same hezrou’s stench for 24 hours.  A delay poison or neutralize poison spell removes either condition from one creature.  Creatures that have immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on saving throws.   The save DC is Constitution-based.

Skills: Hezrous have a +8 racial bonus on Listen and Spot checks.

Deafened: The Hezrou has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Hezrou has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

Retriever (CR 11)
Huge Construct (Extraplanar)
Hit Dice: 10d10+80 (135 hp)
Initiative: +3
Speed: 50 ft. (10 squares)
AC: 21 (-2 size, +10 natural, +3 Dex), touch 11, flat-footed 18
Base Attack/Grapple: +7/+25
Attack: Claw +15 melee (2d6+10) and eye ray +8 ranged touch
Full Attack: 4 claws +15 melee (2d6+10) and bite +10 melee (1d8+5) and eye ray +8 ranged touch 
Space/Reach: 15 ft./10 ft.
Special Attacks: Eye rays, find target, improved grab
Special Qualities: Construct traits, darkvision 60 ft., fast healing 5, low-light vision
Saves: Fort +3, Ref +6, Will +3
Abilities: Str 31, Dex 17, Con -, Int -, Wis 11, Cha 1
Skills: -
Feats: -

Eye Rays (Su): A retriever’s eyes can produce four different magical rays with a range of 100 feet.  Each round it can fire one ray as a free action.  A particular ray is usable only once every 4 rounds.  A retriever can fire an eye ray in the same round that it makes physical attacks.   The save DC for all rays is 18.   The save DC is Dexterity-based.

The four eye effects are:

Fire: Deals 12d6 points of fire damage (Reflex half).
Cold: Deals 12d6 points of cold damage (Reflex half).
Electricity: Deals 12d5 points of electricity damage (Reflex half).
Petrification: The target must succeed on a Fortitude save or turn to stone permanently.

Find Target (Sp):  When ordered to find an item or a creature, a retriever does so unerringly, as though guided by discern location.  The being giving the order must have seen (or must have an item belonging to) the creature to be found, or must have touched the object to be located.   This ability is the equivalent of an 8th-level spell.

Improved Grab (Ex): To use this ability, a retriever must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.   If it wins the grapple check, it establishes a hold.   This is the method by which it usually “retrieves” things.

Deafened: The Retriever has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Retriever Glabrezu has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

ENCOUNTER 3 (EL 16)

War Troll (1)
War Troll Archer (1)
Half Red Dragon Githyanki Barbarian 1/Fighter 4/Exotic Weapon Master 1/Occult Slayer 5 (1)

War Troll (CR 12)
Large Monstrous Humanoid
Hit Dice: 12d8+84 (138 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares)
AC: 31 (-1 size, +5 armor, +14 natural, +3 Dex), touch 12, flat-footed 28
Base Attack/Grapple: +12/+22
Attack: +23 melee (3d6+15/19-20x2; MW Greatsword)
Full Attack: +23/+18/+13 melee (3d6+15/19-20x2; MW Greatsword) and bite +19 melee (1d6+5) or 2 claws +21 melee (1d8+10) and bite +29 melee (1d6+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 20
Saves: Fort +13, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (Greatsword)

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Equipment: MW Greatsword, Breastplate

War Troll Archer (CR 12)
Large Monstrous Humanoid
Hit Dice: 12d8+84 (138 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares)
AC: 31 (-1 size, +5 armor, +14 natural, +3 Dex), touch 12, flat-footed 28
Base Attack/Grapple: +12/+22
Attack: +15 ranged (2d6+10/x3; MW Composite Longbow (+10 Str bonus))
Full Attack: +15/+10/+5 ranged (2d6+10/x3; MW Composite Longbow (+10 Str bonus)) or 2 claws +21 melee (1d8+10) and bite +29 melee (1d6+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 20
Saves: Fort +13, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (Greatsword)

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Equipment: MW Composite Longbow (+10 Str bonus), Breastplate
Half-Red Dragon Githyanki Ftr 4/Bbn 1/OcS 5/EWM 1 (CR 14)
Medium Dragon (Extraplanar)
Hit Dice: 5d8+5d10+1d12+55 (117 hp)
Initiative: +3
Speed: 30 ft (6 squares)
AC: 24 (+4 natural, +3 Dex, +8 armor, +1 deflection), touch 14, flat-footed 21
Base Attack/Grapple: +11/+19
Attack: +21 melee (1d10+2d6+19/19-20x2; +1 Vicious Bastard Sword)*
Full Attack: +21/+16/+11 melee (1d10+2d6+19/19-20x2; +1 Vicious Bastard Sword)* and bite +14 melee (1d6+4) or 2 claws +19 melee (1d4+8) and bite +14 melee (1d6+4)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 16, immunity to fire, rage
Saves: Fort +17, Ref +8, Will +7
Abilities: Str 27, Dex 16, Con 20, Int 14, Wis 8, Cha 10
Skills: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +16
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper

* Every time the wielder hits, he takes 1d6 points of damage from the vicious enhancement.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13

Rage (Ex): Can rage 1/day for 10 rounds.  Stats when raging Str 31, Con 24, 139 hp, Atk: +23 melee (1d10+2d6+23/19-20x2; +1 Vicious Bastard Sword), Full Atk: +23/+18/+13 melee (1d10+2d6+23/19-20x2, +1 Greatsword) and bite +17 melee (1d6+5) or 2 claws +21 melee (1d8+10) and bite +16 melee (1d6+5), Fort: +19, Will: +9, AC 22, Breath Weapon DC 17

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 10).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.

Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects).  She can suppress or resume this ability as a free action.

Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 15 for half

Equipment: +1 Breastplate, +1 Vicious Bastard Sword, Ring of Protection +1, Gauntlets of Ogre Power, Amulet of Health +2, Cloak of Resistance +2

ENCOUNTER 4 (EL 17)

Githyanki Fighter 11 (2)
Githyanki Wizard 11 (1)
Githyanki Wizard 5/Ghustil 6 (1)
Githyanki Rogue 11 (1)

Reinforcements:
Githyanki Fighter 9 (2)

Githyanki Ftr 11 (CR 12) 
Medium Humanoid (Extraplanar)
Hit Dice: 11d10+55 (125 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 23 (+2 Dex, +10 armor, +1 deflection), touch 13, flat-footed 21
Base Attack/Grapple: +11/+16
Attack: +20 melee (2d6+11, 19-20/x2; +2 Greatsword) or +17 (1d8+6, 19-20/x2; +1 Longsword)
Full Attack: +20/+15/+10 melee (2d6+11, 19-20/x2; +2 Greatsword) or +17/+12/+7 (1d8+6, 19-20/x2; +1 Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 16
Saves: Fort +14, Ref +7, Will +5
Abilities: Str 21, Dex 15, Con 20, Int 10, Wis 10, Cha 8
Skills: Ride +13, Spot +7, Handle Animal +4
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Mobility, Elusive Target, Greater Weapon Focus (Greatsword), Close Quarters Fighting, Combat Reflexes

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 11

Equipment: +2 Greatsword, +2 Mithral Full Plate, +1 Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1, Amulet of Health +4, Belt of Giant Strength +4, Cloak of Resistance +2

Githyanki Rog 11 (CR 12) 
Medium Humanoid (Extraplanar)
Hit Dice: 11d6+55 (101 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 21 (+4 Dex, +6 armor, +1 deflection), touch 15, flat-footed 21
Base Attack/Grapple: +8/+9
Attack: +16 melee (2d4+3, 20/x2; +2 Spiked Chain) or +15 (1d6+1, 19-20/x2; MW Short Sword)
Full Attack: +16/+11 melee (2d4+3, 20/x2; +2 Spiked Chain) or +15/+10 (1d6+1, 19-20/x2; MW Short Sword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics, Sneak Attack +6d6, crippling strike
Special Qualities: Darkvision 60 ft., SR 16, uncanny dodge, improved uncanny dodge, evasion
Saves: Fort +10, Ref +15, Will +5
Abilities: Str 13, Dex 22, Con 20, Int 13, Wis 10, Cha 8
Skills: Disguise +11, Escape Artist +17, Hide +17, Listen +12, Move Silently +17, Search +13, Spot +12, Tumble +17, Use Magic Device +11
Feats: Exotic Weapon Proficiency (Spiked Chain), Weapon Finesse, Combat Reflexes, Combat Expertise

Crippling Strike (Ex): A rogue with this ability can sneak attack opponents with such precision that her blows weaken and hamper them. An opponent damaged by one of her sneak attacks also takes 2 points of Strength damage. Ability points lost to damage return on their own at the rate of 1 point per day for each damaged ability.
Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 11

Equipment: +2 Chain shirt, +2 Spiked Chain, MW Shortsword, Dagger, Gloves of Dexterity +4, Ring of Protection +1, Amulet of Health +4, Cloak of Resistance +2

Githyanki Wiz 11 (CR 12)
Medium Humanoid (Extraplanar)
Hit Dice: 11d4+55 (89 hp)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 mage armor), touch 13, flat-footed 14
Base Attack/Grapple: +5/+5
Attack: +6 melee (1d6+1/20x2,  +1 Quarterstaff)
Full Attack: +6 melee (1d6+1/20x2,  +1 Quarterstaff)
Special Attacks: Psionics
Special Qualities: Darkvision 60', SR 16 
Saves: Fort +12, Ref +8, Will +9
Abilities: Str 10, Dex 16, Con 20, Int 22, Wis 10, Cha 8
Skills: Concentration +19, Knowledge (arcana) +20, Knowledge (the planes) +20, Listen +3, Spellcraft +22, Spot +3
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Heighten Spell, Explosive Spell, 

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 11

Equipment: Quarterstaff +1, Dagger, Potions of Cure Critical Wounds (4), Headband of Intellect +4, Amulet of Health +4, Gloves of Dexterity +2, Scroll of Improved Blink (2), Cloak of Resistance +2

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st - Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*, Ray of Enfeeblement, Ray of Enfeeblement; 2nd - Flaming Sphere*, Glitterdust, Glitterdust, Heightened Grease, Heightened Grease, Scorching Ray*; 3rd – Heroism, Fireball*, Empowered Shocking Grasp*, Slow, Heightened Glitterdust; 4th - Greater Invisibility, Empowered Scorching Ray*, Evard's Black Tentacles, Heightened Lightning Bolt, 5th - Empowered Fireball*, Explosive Fireball*, Heightened Fireball*, 6th – Chain Lightning, Heightened Fireball*; CL 11, Save DC 16+spell level, 18+spell level for Evocations*

(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

Tactics: Pre-cast mage armor and blur (psionic).   Use area spells against clumps of enemies, and try to cut off spellcasters with Evard’s.  Use ray of enfeeblement on fighters. Use scroll of improved blink if threatened in melee.

Githyanki Wiz 5/Ghustil 6 (CR 12) 
Medium Humanoid (Extraplanar)
Hit Dice: 5d4+6d6+55 (94 HP)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 12 (+2 Dex), touch 12, flat-footed 10
Base Attack/Grapple: +6/+6
Attack: +7 melee (1d6+1, 20/x2; +1 Quarterstaff)
Full Attack: +7 melee (1d6+1, 20/x2; +1 Quarterstaff)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 16
Saves: Fort +12, Ref +7, Will +8
Abilities: Str 10, Dex 14, Con 21, Int 20, Wis 10, Cha 8
Skills: Concentration +19, Knowledge (arcana) +19, Knowledge (the planes) +17, Spellcraft +21, Spot +7, Heal +7
Feats: Improved Initiative, Spell Focus (Conjuration), Skill Focus (Heal), Scribe Scroll, Greater Spell Focus (Conjuration)

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 11

Equipment: +1 Quarterstaff, Dagger, Wand of Cure Moderate Wounds, Headband of Intellect +4, Amulet of Health +4, Scroll of Improved Blink (2)

Ghustil cast spells as a Sorcerer would.

Ghustil Spells Per Day: (6/6/5/3)

Ghustil Spells Known: 1st – Cure Light Wounds, Bless, Shield of Faith, Remove Fear, Doom, 2nd – Cure Moderate Wounds, Aid, Remove Paralysis 3rd – Cure Serious Wounds, Remove Blindness Deafness, 4th – Cure Critical Wounds

Caster Level: 11, Save DC 10+spell level

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation, 1st- Enlarge Person, Mage Armor, Magic Missile, Grease*, 2nd – Web*, Glitterdust*, Scorching Ray, 3rd – Stinking Cloud*, Heroism

Caster Level: 5, Save DC = 15+spell level, 17+spell level for Conjuration*

Githyanki Ftr 9 (CR 10) 
Medium Humanoid (Extraplanar)
Hit Dice: 9d10+45 (103 HP)
Initiative: +6
Speed: 20 ft. (4 squares)
AC: 23 (+2 Dex, +10 armor, +1 deflection), touch 13, flat-footed 21
Base Attack/Grapple: +9/+13
Attack: +17 melee (2d6+10, 19-20/x2; +2 Greatsword) or +14 (1d8+5, 19-20/x2; +1 Longsword)
Full Attack: +17/+12 melee (2d6+10, 19-20/x2; +2 Greatsword) or +14/+9 (1d8+5, 19-20/x2; +1 Longsword)
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 14
Saves: Fort +13, Ref +7, Will +5
Abilities: Str 19, Dex 15, Con 20, Int 10, Wis 10, Cha 8
Skills: Ride +11, Spot +6, Handle Animal +4
Feats: Dodge, Power Attack, Weapon Focus (Greatsword), Improved Initiative, Weapon Specialization (Greatsword), Mobility, Elusive Target, Greater Weapon Focus (Greatsword), Close Quarters Fighting

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 9

Equipment: +2 Greatsword, +2 Mithral Full Plate, +1 Longsword, Heavy Wooden Shield, Dagger, Ring of Protection +1, Amulet of Health +4, Gauntlets of Ogre Power, Cloak of Resistance +2
ENCOUNTER 5 (EL 17)

Cinderswarm (2)
Astral Stalker (2)*
Githyanki Wizard 12 (1)*

Cinderswarm (CR 13)
Fine Elemental (Fire, Swarm)
Hit Dice: 16d8 (72 hp)
Initiative: +10
Speed: 40 ft. (8 squares), fly 40 ft. (good)
AC: 25 (+6 Dex, +8 size, +1 natural), touch 24, flat-footed 19
Base Attack/Grapple: +12/ - 
Attack: Swarm (4d6 plus 3d6 fire)
Full Attack: Swarm (4d6 plus 3d6 fire)
Space/Reach: 10ft./0ft
Special Attacks: Burn, distraction
Special Qualities: Darkvision 60 ft., elemental traits, immunity to fire, swarm traits, vulnerability to cold
Saves: Fort +7, Ref +18, Will +7
Abilities: Str 1, Dex 22, Con 10, Int 4, Wis 11, Cha 1
Skills: Hide +16, Spot +9
Feats: Ability focus (burn), Ability focus (distraction), Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes

Burn (Ex): A cinderswarm’s attack deals damage as a swarm plus fire damage from the Fine elementals’ flaming bodies.  Those burned by cinders also must succeed on a DC 20 Reflex save of catch fire.   The flame burns for 1d4 rounds.  A burning creature can take a move action to put out the flame.  Creatures hitting a cinder swarm with natural weapons or unarmed attacks take fire damage as though hit by the swarm, and also catch on fire unless they succeed on a Reflex save.

Distraction (Ex): Any living creature vulnerable to a cinderswarm’s damage that begins it’s turn with a swarm in its square is nauseated for 1 round; a DC 20 Fortitude save negates the effect.  Even after a successful save, spell casting or concentrating on spells within the area of a swarm requires a Concentration check (DC 20 + spell level). Using skills require patience and concentration requires a DC 20 Concentration check.

Swarm Subtype: A cinderswarm occupies a cube 10 feet on a side, but its reach is 0 feet, like its component creatures.  In order to attack, it moves into an opponent’s space, which provokes an attack of opportunity.  It can occupy the same space as a creature of any size, since it crawls all over its prey.  A swarm can move through squares occupied by enemies and vice versa without impediment, although the swarm provokes an attack of opportunity if it does so.  A swarm can move through cracks or holes large enough for its component creatures. A cinderswarm consists of 10,000 creatures.  The area occupied by the swarm is completely shapeable, though the swarm usually remains in contiguous squares.

Swarm Traits: A swarm has no clear front or back and no discernable anatomy, so it is not subject to critical hits or flanking.  A cinderswarm is immune to all weapon damage.  Reducing a swarm to 0 hit points or lower causes it to break up, though any damage taken until that point does not degrade its ability to attack or resist attack.  Swarms are never staggered or reduced to a dying state by damage.  They cannot be tripped, grappled, or bull rushed, and cannot grapple an opponent.

A cinderswarm is immune to any spell or effect that targets a specific number of creatures (including single-target spells such a disintegrate).  A swarm takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and many evocation spells.

A cinderswarm is susceptible to high winds such as that created by a gust of wind spell.  For purposes of determining the effects of wind on a cinderswarm, treat the cinderswarm as a fine creature (see Winds, page 95 of the DMG).  However, cinderswarms are elementals and are therefore immune to nonlethal damage.

Swarm Attack: Creatures with the swarm subtype don’t make standard melee attacks.   Instead, they deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed.  Swarm attacks are not subject to a miss chance for concealment.  A swarm’s statistics block has the amount of damage for this attack in the Attack and Full Attack entries.  A cinderswarm’s attacks are nonmagical.  Damage reduction sufficient to reduce a swarm attack’s damage to 0, being incorporeal, and other special ability may give a creature immunity or resistance to damage from a swarm.  Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attacks.  However, they distract foes whose squares they occupy.

Astral Stalker (CR 12)
Medium Outsider
Hit Dice: 12d8+72 (126 hp)
Initiative: +9
Speed: 50 ft. (8 squares), climb 20 ft.
AC: 30 (+5 Dex, +5 deflection, +10 natural), touch 20, flat-footed 25
Base Attack/Grapple: +12/+19
Attack: Claw +20 (1d6+7/19-20) or throat dart +17 (1d4+7 plus poison)
Full Attack: 2 claws +20 (1d6+7/19-20) or throat dart +17 (1d4+7 plus poison)
Space/Reach: 5ft./5ft.
Special Attacks: Poison, sneak attack +2d6, throat dart
Special Qualities: Camouflage, damage reduction 10/magic, darkvision 120 ft., elusive prey, evasion, outsider traits, scent, swift tracker, unearthly grace

Saves: Fort +19, Ref +18, Will +18
Abilities: Str 25, Dex 21, Con 23, Int 12, Wis 16, Cha 20
Skills: Climb +30, Hide +20, Jump +30, Listen +20, Move Silently +20, Search +16, Sense Motive +18, Spot +20, Survival +18
Feats: Alertness, Improved Critical (Claw)(B), Improved Initiative, Improved Natural Attack (claw), Iron Will, Track (B), Weapon Focus (claw)

Poison (Ex): Injury; Fortitude DC 22; initial damage paralysis 1d4 rounds; secondary damage none.   The save DC is Constitution-based.

Sneak Attack (Ex): An astral stalker can make sneak attacks like a rogue; +2d6

Throat Dart (Ex): An astral stalker’s throat dart has a range of 150 feet with no range increment.

Camouflage (Ex): An astral stalker can use the Hide skill in any sort of natural terrain, even if the terrain does not grant cover or concealment.

Elusive Prey (Ex): An astral stalker is difficult to track.  Anyone trying to track one takes a –10 penalty on Survival checks.

Evasion (Ex): An astral stalker takes no damage on a successful Reflex save.

Swift Tracker (Ex): An astral stalker can move at its normal speed while following tracks without taking the –5 penalty.  It takes only a –10 penalty when moving up to twice its normal speed while tracking.

Unearthly Grace (Su): An astral stalker adds its Charisma modifier as a bonus to all saving throws and as a deflection bonus to AC.

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

Githyanki Wiz 12 (CR 13)
Medium Humanoid (Extraplanar)
Hit Dice: 12d4+60 (96 hp)
Initiative: +7
Speed: 30 ft. (6 squares)
AC: 17 (+3 Dex, +4 mage armor), touch 13, flat-footed 14
Base Attack/Grapple: +6/+6
Attack: +7 melee (1d6+1/20x2,  +1 Quarterstaff)
Full Attack: +7 melee (1d6+1/20x2,  +1 Quarterstaff)
Special Attacks: Psionics
Special Qualities: Darkvision 60', SR 17 
Saves: Fort +14, Ref +10, Will +11
Abilities: Str 10, Dex 16, Con 20, Int 22, Wis 10, Cha 8
Skills: Concentration +20, Knowledge (arcana) +21, Knowledge (the planes) +21, Listen +3, Spellcraft +23, Spot +3
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Heighten Spell, Explosive Spell, Sculpt Spell

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 12

Equipment: Quarterstaff +1, Dagger, Potions of Cure Critical Wounds (4), Headband of Intellect +4, Amulet of Health +4, Gloves of Dexterity +2, Scroll of Improved Blink (2), Cloak of Resistance +3

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st - Enlarge Person, Mage Armor, Shocking Grasp*, Burning Hands*, Ray of Enfeeblement, Ray of Enfeeblement; 2nd - Flaming Sphere*, Glitterdust, Glitterdust, Heightened Grease, Heightened Grease, Scorching Ray*; 3rd – Heroism, Fireball*, Empowered Shocking Grasp*, Slow, Sculpted Glitterdust; 4th - Greater Invisibility, Empowered Scorching Ray*, Evard's Black Tentacles, Heightened Lightning Bolt, 5th - Empowered Fireball*, Explosive Fireball*, Heightened Fireball*, Sculpted Evard’s Black Tentacles, 6th – Chain Lightning, Sculpted Cone of Cold, Heightened Fireball*

Caster Level: 11, Save DC 16+spell level, 18+spell level for Evocations*

(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

Tactics: Pre-cast mage armor, improved blink and blur (psionic).   Use area spells against clumps of enemies, and try to cut off spellcasters with Evard’s.  Use ray of enfeeblement on fighters.
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ENCOUNTER 2 (EL 17)

Glabrezu (3) (2)
Nalfeshnee (1) (1)
Glabrezu (CR 13)
Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 12d8+120 (174 hp)
Initiative: +0
Speed: 40 ft. (8 squares)
AC: 27 (-2 size, +19 natural), touch 8, flat-footed 27
Base Attack/Grapple: +12/+30
Attack: Pincers +20 melee (2d8+10)
Full Attack: 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5)
Space/Reach: 15 ft./15 ft.
Special Attacks: Improved grab, spell-like abilities
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft.
Saves: Fort +18, Ref +8, Will +11
Abilities: Str 31, Dex 10, Con 31 , Int 16, Wis 16, Cha 20
Skills: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (the planes, arcana) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks)
Feats: Cleave, Great Cleave, Multiattack, Persuasive, Power Attack

Improved Grab (Ex): To use this ability, a Glabrezu must hit a medium or smaller opponent with a pincer attack.   It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-like abilities (Sp): At will – chaos hammer (DC 19, 5d8, slow), confusion (DC 19), dispel magic (+10 dispel check), mirror image (1d4+4), reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects), unholy blight (DC 19, 5d8, sickened), 1/day – power word stun; CL 14, save DCs are Charisma based.

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

Deafened: The Glabrezu has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Glabrezu has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

Nalfeshnee (CR 14)
Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 14d8+112 (175 hp)
Initiative: +1
Speed: 30 ft. (6 squares), fly 40 ft. (poor)
AC: 27 (-2 size, +18 natural, +1 Dex), touch 9, flat-footed 26
Base Attack/Grapple: +14/+29
Attack: Bite +20 melee (2d8+7)
Full Attack: Bite +20 melee (2d8+7) and 2 claws +17 melee (1d8+3)
Space/Reach: 15 ft./15 ft.
Special Attacks: Smite, spell-like abilities
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 22, telepathy 100 ft.
Saves: Fort +17, Ref +10, Will +15
Abilities: Str 25, Dex 13, Con 27 , Int 22, Wis 22, Cha 20
Skills: Bluff +22, Concentration +25, Diplomacy +26, Disguise +5 (+7 acting), Hide +10, Intimidate +22, Knowledge (arcana) +23, Listen +31, Move Silently +18, Search +23, Sense Motive +23, Spellcraft +25 (+27 scrolls), Spot +31, Survival +6 (+8 following tracks), Use Magic Device +22 (+24 scrolls)
Feats: Cleave, Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (bite)

Smite (Su): Three times per day a nalfeshnee can crate a nimbus of unholy light.  When the demon triggers the ability, rainbow-colored beams play around its body.  One round later they burst in a 60-ft radius.  Any creature within this area must succeed on a DC 22 Will save or be dazed for 1d10 rounds as visions of its worst fears hound it.  The creature receives its full Dexterity and shield bonuses to AC if attacked but can take no actions.  Other demons are immune to this effect.  The save DC is Charisma based.

Spell-like abilities (Sp): At will – call lightning (DC 18), feeblemind (DC 20), greater dispel magic (+14 dispel check), slow (DC 18), greater teleport (self plus 50 pounds of objects), unholy aura (DC 23); CL 12

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot checks.

Deafened: The Nalfeshnee has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Nalfeshnee has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

ENCOUNTER 3 (EL 18)

War Troll Barbarian 1/Warrior 2 (1)
War Troll Fighter 1 (2)
Half-Dragon Githyanki Barbarian 1/Fighter 4/Exotic Weapon Master 1/Occult Slayer 5 (2)

War Troll Bbn 1/War 2 (CR 14)
Large Monstrous Humanoid
Hit Dice: 12d8+1d12+2d8+135 (204 hp)
Initiative: +7
Speed: 40 ft. in breastplate (6 squares)
AC: 34 (-1 size, +5 armor, +3 shield, +14 natural, +3 Dex), touch 12, flat-footed 31
Base Attack/Grapple: +15/+25
Attack: +26 melee (3d6+16/19-20x2; +1 Greatsword)
Full Attack: +26/+21/+16 melee (3d6+16/19-20x2; +1 Greatsword) and bite +22 melee (1d6+5) or 2 claws +24 melee (1d8+10) and bite +22 melee (1d6+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow, Rage 1/day
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 21
Saves: Fort +18, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (Greatsword), Power Attack

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rage (Ex): Can rage 1/day for 14 rounds.  Stats when raging Str 35, Con 33, 234hp, Atk: +28 melee (3d6+19/19-20x2; +1 Greatsword), Full Atk: +28/+23/+18 melee (3d6+19/19-20x2, +1 Greatsword) and bite +24 melee (1d6+7) or 2 claws +26 melee (1d8+12) and bite +24 melee (1d6+7), Fort: +20, Will: +17, AC 32, Dazing Blow DC 27

Equipment: Breastplate, +1 Greatsword, +1 Animated Heavy Steel Shield

War Troll Ftr 1 (CR 13)
Large Monstrous Humanoid
Hit Dice: 12d8+1d10+93 (152 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares)
AC: 31 (-1 size, +5 armor, +14 natural, +3 Dex), touch 12, flat-footed 28
Base Attack/Grapple: +13/+23
Attack: +23 melee (3d6+15/19-20x2; MW Greatsword) or +16 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Full Attack: +23/+18/+13 melee (3d6+15/19-20x2; MW Greatsword) and bite +20 melee (1d6+5) or 2 claws +22 melee (1d8+10) and bite +20 melee (1d6+5) or +16/+11/+6 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 20
Saves: Fort +15, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +12, Spot +13
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Point Blank Shot, Precise Shot

* +1/+1 To Hit/Damage if target within 30’

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Equipment: Breastplate, MW Greatsword, +1 Seeking Composite Longbow (+10 Str)

Half-Red Dragon Githyanki Ftr 6/Bbn 1/OcS 5/EWM 1 (CR 16)
Medium Dragon (Extraplanar)
Hit Dice: 5d8+7d10+1d12+24 (132 hp)
Initiative: +7
Speed: 30 ft (6 squares)
AC: 26 (+4 natural, +3 Dex, +8 armor, +1 deflection), touch 14, flat-footed 23
Base Attack/Grapple: +13/+21
Attack: +23 melee (1d10+2d6+19/19-20x2; +1 Vicious Bastard Sword)*
Full Attack: +23/+18/+13 melee (1d10+2d6+19/19-20x2; +1 Vicious Bastard Sword)* and bite +16 melee (1d6+4) or 2 claws +21 melee (1d4+8) and bite +16 melee (1d6+4)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 18, immunity to fire, rage
Saves: Fort +18, Ref +9, Will +8
Abilities: Str 27, Dex 16, Con 20, Int 14, Wis 8, Cha 10
Skills: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +20
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Improved Initiative, Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper, Leap Attack

* Every time the wielder hits, he takes 1d6 points of damage from the Vicious enhancement.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13

Rage (Ex): Can rage 1/day for 10 rounds.  Stats when raging Str 31, Con 24, 158 hp, Atk: +25 melee (1d10+2d6+23/19-20x2; +1 Vicious Bastard Sword), Full Atk: +25/+20/+15 melee (1d10+2d6+23/19-20x2, +1 Greatsword) and bite +19 melee (1d6+5) or 2 claws +23 melee (1d8+10) and bite +18 melee (1d6+5), Fort: +20, Will: +10, AC 24, Breath Weapon DC 17

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 10).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.

Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects).  She can suppress or resume this ability as a free action.

Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 15 for half

Equipment: +3 Breastplate, +1 Vicious Bastard Sword, Ring of Protection +1, Gauntlets of Ogre Power, Amulet of Health +2, Cloak of Resistance +3

ENCOUNTER 4 (EL 18)

Young Adult Red Dragon (2)
Githyanki Barbarian 2/Fighter 10/Exotic Weapon Master 2 (2)

Githyanki Bbn 2/Ftr 10/EWM 2 (CR 15)
Medium Humanoid (Extraplanar)
Hit Dice: 2d12+12d10+56 (147 hp)
Initiative: +3
Speed: 30 ft (4 squares)
AC: 24 (+3 Dex, +10 armor, +1 deflection), touch 14, flat-footed 21
Base Attack/Grapple: +14/+20
Attack: +23 melee (2d4+12; +1 spiked chain) or +21 melee (1d8+9/19-20x2; MW longsword)
Full Attack: +23/+18/+13 (2d4+12; +1 spiked chain) or +21/+16/+11 (1d8+9/19-20x2; MW longsword)
Space/Reach: 5ft./5ft
Special Attacks: Psionics
Special Qualities: Darkvision 60 ft., SR 19, uncanny dodge, rage
Saves: Fort +19, Ref +8, Will +6
Abilities: Str 22, Dex 16, Con 18, Int 13, Wis 8, Cha 8
Skills: Ride +20, Craft (weaponsmithing) +4, Jump +19, Climb +19, Intimidate +14
Feats: Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Weapon Specialization (spiked chain), Greater Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Improved Disarm, Power Attack, Cleave, Combat Reflexes, Iron Will

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 14

Equipment: Belt of Giant Strength +4, Gloves of Dexterity +2, Amulet of Health +2, +2 Mithral Full Plate, Ring of Protection +1, +1 Spiked Chain, MW Longsword, Cloak of Resistance +2

Trip Attack (Ex): The character can use a one-handed or two-handed exotic weapon to make a trip attack.  If he is tripped during his own trip attempt, he can drop the weapon to avoid being tripped.   If the exotic weapon already allows the weilder to make trip attacks, the character instead adds a +2 bonus on any trip attempt.

Exotic Reach (Ex): When wielding and exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).

Rage (Ex): Can rage 1/day for 9 rounds.  Stats when raging Str 26, Con 24, 175 hp, Atk: +25 melee (2d4+15; +1 spiked chain) or +23 melee (1d8+12/19-20x2; MW Longsword), Full Atk: +25/+20/+15 melee (2d4+15; +1 spiked chain), Fort +21, Will: +8, AC 22

Tactics: Rage and use trip attacks and disarms to frustrate the enemy.   While raging, the trip modifier is +14 and the disarm modifier is +18.   Remember, tripping with Improved Trip nets a free attack, so trip and then use the free attack to disarm.   The dragon will appreciate it.

Young Adult Red Dragon (CR 13)
Huge Dragon (Fire)
Hit Dice: 19d12 + 95 (218 hp)
Initiative: +0
Speed: 40 ft. (8 squares), fly 150 ft. (poor)
AC: 34 (-2 size, +18 natural, +4 mage armor, +4 shield), touch 8, flat-footed 34
Base Attack/Grapple: +19/+38
Attack: Bite +27 melee (3d8+10)
Full Attack: Bite +27 melee (3d8+10) and 2 claws +25 melee (2d6+5) and 2 wings +25 melee (1d8+5) and tail slap +25 melee (2d8+15)
Space/Reach: 15 ft./10 ft. (15 ft. with bite)
Special Attacks: Crush, breath weapon, spell-like abilities, spells, frightful presence
Special Qualities: DR 5/magic, SR 19, darkvision 120 ft, immunity to fire, sleep, and paralysis, low-light vision, vulnerability to cold, blindsense 60 ft, keen senses
Saves: Fort +16, Ref +11, Will +13
Abilities: Str 31, Dex 10, Con 21, Int 14, Wis 15, Cha 14
Skills: Listen +24, Spot +24, Search +24, Concentration +27, Intimidate +24, Sense Motive +24, Use Magic Device +24, Escape Artist +24, Diplomacy +10
Feats: Flyby Attack, Hover, Wingover, Power Attack, Multiattack, Improved Natural Attack (bite), Ability Focus (Breath Weapon)

Breath Weapon (Su): 50 ft. cone of fire, 10d10 damage, Reflex DC 26 half, every 1d4 rounds

Frightful Presence (Ex): 150 ft., 19 HD or less, Will DC 21 negates

Crush (Ex): Area 15 ft. by 15. ft, small or smaller creatures take 2d8+15 bludgeoning damage, and must succeed on a DC 24 Reflex save or be pinned, Grapple +38

Spell-like abilities (Sp): 5/day – locate object
Keen Senses (Ex): A dragon sees four times as well as a human in shadowy illumination and twice as well in normal light

Spells – As 5th level sorcerer

(6/7/5, save DC 12 + spell level)  

0 - arcane mark, dancing lights, detect magic, ghost sound, guidance, read magic
1 – mage armor, ray of enfeeblement (+17 ray, 1d6+3 strength penalty), feather fall, shield 
2 – wraithstrike, blur

Tactics : Pre-cast Mage Armor, Shield, and Blur.  

ENCOUNTER 5 (EL 19)

Cinderswarm (5)
Angel of Decay (1)*
Githyanki Wizard 13 (1)*

Cinderswarm (CR 13)
Fine Elemental (Fire, Swarm)
Hit Dice: 16d8 (72 hp)
Initiative: +10
Speed: 40 ft. (8 squares), fly 40 ft. (good)
AC: 25 (+6 Dex, +8 size, +1 natural), touch 24, flat-footed 19
Base Attack/Grapple: +12/ - 
Attack: Swarm (4d6 plus 3d6 fire)
Full Attack: Swarm (4d6 plus 3d6 fire)
Space/Reach: 10ft./0ft
Special Attacks: Burn, distraction
Special Qualities: Darkvision 60 ft., elemental traits, immunity to fire, swarm traits, vulnerability to cold
Saves: Fort +7, Ref +18, Will +7
Abilities: Str 1, Dex 22, Con 10, Int 4, Wis 11, Cha 1
Skills: Hide +16, Spot +9
Feats: Ability focus (burn), Ability focus (distraction), Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes

Burn (Ex): A cinderswarm’s attack deals damage as a swarm plus fire damage from the Fine elementals’ flaming bodies.  Those burned by cinders also must succeed on a DC 20 Reflex save of catch fire.   The flame burns for 1d4 rounds.  A burning creature can take a move action to put out the flame.  Creatures hitting a cinder swarm with natural weapons or unarmed attacks take fire damage as though hit by the swarm, and also catch on fire unless they succeed on a Reflex save.

Distraction (Ex): Any living creature vulnerable to a cinderswarm’s damage that begins it’s turn with a swarm in its square is nauseated for 1 round; a DC 20 Fortitude save negates the effect.  Even after a successful save, spell casting or concentrating on spells within the area of a swarm requires a Concentration check (DC 20 + spell level). Using skills require patience and concentration requires a DC 20 Concentration check.

Swarm Subtype: A cinderswarm occupies a cube 10 feet on a side, but its reach is 0 feet, like its component creatures.  In order to attack, it moves into an opponent’s space, which provokes an attack of opportunity.  It can occupy the same space as a creature of any size, since it crawls all over its prey.  A swarm can move through squares occupied by enemies and vice versa without impediment, although the swarm provokes an attack of opportunity if it does so.  A swarm can move through cracks or holes large enough for its component creatures. A cinderswarm consists of 10,000 creatures.  The area occupied by the swarm is completely shapeable, though the swarm usually remains in contiguous squares.

Swarm Traits: A swarm has no clear front or back and no discernable anatomy, so it is not subject to critical hits or flanking.  A cinderswarm is immune to all weapon damage.  Reducing a swarm to 0 hit points or lower causes it to break up, though any damage taken until that point does not degrade its ability to attack or resist attack.  Swarms are never staggered or reduced to a dying state by damage.  They cannot be tripped, grappled, or bull rushed, and cannot grapple an opponent.

A cinderswarm is immune to any spell or effect that targets a specific number of creatures (including single-target spells such a disintegrate).  A swarm takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and many evocation spells.

A cinderswarm is susceptible to high winds such as that created by a gust of wind spell.  For purposes of determining the effects of wind on a cinderswarm, treat the cinderswarm as a fine creature (see Winds, page 95 of the DMG).  However, cinderswarms are elementals and are therefore immune to nonlethal damage.

Swarm Attack: Creatures with the swarm subtype don’t make standard melee attacks.   Instead, they deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed.  Swarm attacks are not subject to a miss chance for concealment.  A swarm’s statistics block has the amount of damage for this attack in the Attack and Full Attack entries.  A cinderswarm’s attacks are nonmagical.  Damage reduction sufficient to reduce a swarm attack’s damage to 0, being incorporeal, and other special ability may give a creature immunity or resistance to damage from a swarm.  Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attacks.   However, they distract foes whose squares they occupy.

Githyanki Wiz 13 (CR 14) 
Medium Humanoid (Extraplanar)
Hit Dice: 13d4+52 (92 HP) (107 after false life)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 18 (+3 Dex, +4 mage armor, +1 deflection), touch 14, flat-footed 15
Base Attack/Grapple: +7/+6
Attack: +6 melee (1d6, 20/x2; +1 Quarterstaff) or +10 ranged touch (Ray, per spell)*
Full Attack: +6 melee (1d6, 20/x2; +1 Quarterstaff) +10 ranged touch (Ray, per spell)*
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 20
Saves: Fort +11, Ref +10, Will +11
Abilities: Str 8, Dex 16, Con 18, Int 24, Wis 10, Cha 8
Skills: Concentration +20, Knowledge (arcana) +22, Knowledge (the planes) +22, Spellcraft +24, Spot +8
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Scribe Scroll, Maximize Spell, Point Blank Shot, Precise Shot

*+1 to hit within 30 ft., +1 to damage if a damaging ray.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Serious Wounds (4), Headband of Intellect +4, Amulet of Health +2, Scroll of Extended Improved Blink (2), Cloak of Resistance +2, Gloves of Dexterity +2, Lesser Rod of Metamagic Extend, Lesser Rod of Metamagic Enlarge

Wizard Spells Prepared: 0-level: Dancing Lights, Ghost Sound, Message, Prestidigitation; 1st  - Mage Armor, Ray of Enfeeblement, Feather Fall, Magic Missile, Magic Missile, Swift Expeditious Retreat, 2nd  – Glitterdust, Scorching Ray, Invisibility, Mirror Image, Melf’s Acid Arrow, False Life, 3rd –Stoneskin, Fireball, Fireball, Lightning Bolt, Empowered Ray of Enfeeblement, Fly, Slow, 4th – Evard’s Black Tentacles, Enervation, Empowered Scorching Ray, Empowered Scorching Ray, Greater Invisibility, , 5th – Empowered Fireball, Maximized Scorching Ray, Maximized Empowered Ray of Enfeeblement, Teleport, 6th – Greater Dispel Magic, Chain Lightning, Maximized Fireball, 7th Maximized Empowered Scorching Ray, Limited Wish
(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

CL 13, Save DC = 16+spell level, 18+spell level for Evocations*

Tactics: Pre-cast Extended False Life, Extended Mage Armor, and Extended Fly with the Metamagic Extend rod.   Pre-cast Blur (Psionic), Mirror Image, Stoneskin, Invisibility, Limited Wish (Freedom of Movement) and Extended Improved Blink before casting Teleport to bring the combat to the PCs. Begin bombing, using area spells to damage clumps of PCs, and various Rays of Enfeeblement to neutralize fighters. Keep in mind that the Cinderswarms are immune to fire, and therefore are not a problem with certain area spells. Point Blank and Precise Shot make the rays particularly useful, even if a PC is standing in a swarm, as there is no 50/50 miss chance because they are not grappled. Use the Lesser Rod of Metamagic Enlarge to make sure to stay as far up in the air as possible when using low-level ray spells, this doubles the range. If at all possible, never be on the ground near your Angel of Decay, you will be vulnerable to its special abilities. Flying nearby is okay, however.

Angel of Decay (CR 15) 
Large Undead
Hit Dice: 26d12+29 (198 HP)
Initiative: +6
Speed: 30 ft. (6 squares), fly 50 ft. (poor)
AC: 28 (-1 size, +2 Dex, +13 natural, +4 deflection), touch 15, flat-footed 26
Base Attack/Grapple: +13/+30
Attack: Claw +21 melee (2d6+18)*
Full Attack: 2 claws +21 melee (2d6+18) plus 2 wing slams +16 melee (1d6+11) plus rotting touch*
Space/Reach: 10 ft./10 ft.
Special Attacks: Rotting aura, rotting touch 
Special Qualities: Damage reduction 10/adamantine and magic, darkvision 60ft., SR 24, undead traits, unholy grace
Saves: Fort +14, Ref +18, Will +26
Abilities: Str 37, Dex 14, Con -, Int 20, Wis 20, Cha 18
Skills: Concentration +29, Diplomacy +6, Hide +18, Knowledge (arcana) +29, Listen +29, Move Silently +26, Search +29, Sense Motive +29, Survival +5 (+7 following tracks)
Feats: Cleave, Combat Reflexes, Great Fortitude, Improved Initiative, Improved Toughness, Iron Will, Lightning Reflexes, Power Attack, Toughness

*Includes a -5/+5 adjustment for Power Attack

Rotting Aura (Su): When the creature is not flying, rivulets of vile corruption stream from an angel of decay’s body, constantly regenerating and renewing a pool of odiferous rot all around the creature.  An angel of decay’s pool of rot is a 15-foot radius spread.  Any corporeal creature standing on the ground within that area must make a DC 24 Reflex saving throw each round or take 5d6 points of damage (half on a successful save) as its flesh begins to succumb to decay.  The creature must also succeed on a subsequent DC 24 Will saving throw (regardless of whether it succeeds on the first save)  or be nauseated for 1 round.  In each round that a creature takes damage from an angel of decay’s rotting aura, the angel of decay heals 5 points of damage per victim.

Rotting Touch (Su): An angel of decay that hits a single for with more than one attack in a round rots its opponent’s flesh.   This effect automatically deals an extra 1d6+6 points of damage and heals the angel of decay for 5 points of damage.

Unholy Grace (Su): An angel of decay adds its Charisma modifier as a bonus on all of its saving throws and as a deflection bonus to its AC.
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ENCOUNTER 2 (EL 19)

Glabrezu (3) (2)
Marilith (1) (1)

Glabrezu (CR 13)
Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 12d8+120 (174 hp)
Initiative: +0
Speed: 40 ft. (8 squares)
AC: 27 (-2 size, +19 natural), touch 8, flat-footed 27
Base Attack/Grapple: +12/+30
Attack: Pincers +20 melee (2d8+10)
Full Attack: 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5)
Space/Reach: 15 ft./15 ft.
Special Attacks: Improved grab, spell-like abilities 
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft. 
Saves: Fort +18, Ref +8, Will +11
Abilities: Str 31, Dex 10, Con 31 , Int 16, Wis 16, Cha 20
Skills: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (the planes, arcana) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks)
Feats: Cleave, Great Cleave, Multiattack, Persuasive, Power Attack

Improved Grab (Ex): To use this ability, a Glabrezu must hit a medium or smaller opponent with a pincer attack.   It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-like abilities (Sp): At will – chaos hammer (DC 19, 5d8, slow), confusion (DC 19), dispel magic (+10 dispel check), mirror image (1d4+4), reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects), unholy blight (DC 19, 5d8, sickened), 1/day – power word stun; CL 14, save DCs are Charisma based.

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

Deafened: The Glabrezu has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Glabrezu has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

Marilith (CR 13)
Large Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 18d8+144 (216 hp)
Initiative: +4
Speed: 40 ft. (8 squares)
AC: 29 (-1 size, +16 natural, +4 Dex), touch 13, flat-footed 25
Base Attack/Grapple: +16/+29
Attack: +25 melee (2d6+9/19-20x2; longsword) or slam +24 melee (1d8+9) or tail slap +24 melee (4d6+9)
Full Attack: Primary Longsword +25/+20/+15/+10 melee (2d6+9/19-20x2; longsword) and Secondary Longswords, 5 +25 melee (2d6+4/19-20x2; longsword) and tail slap +22 melee (4d4+4); or 6 slams +24 melee (1d8+9) and tail slap +22 melee (4d6+4)
Space/Reach: 10 ft./10 ft.
Special Attacks: Improved grab, constrict 4d6+13, spell-like abilities
Special Qualities: Damage reduction 10/good and cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 25, telepathy 100 ft.
Saves: Fort +19, Ref +14, Will +14
Abilities: Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24
Skills: Bluff +26, Concentration +28, Diplomacy +30, Disguise +7 (+9 acting), Hide +19, Intimidate +28, Listen +31, Move Silently +23, Search +23, Sense Motive +23, Spellcraft +23 (+25 scrolls), Spot +31, Survival +4 (+6 following tracks), Use Magic Device +26 (+28 scrolls)
Feats: Combat Expertise, Combat Reflexes, Multiattack, Multiweapon Fighting, Power Attack, Weapon Focus (longsword)
Constrict (Ex): A marilith deals 4d6+13 points of damage with a successful grapple check.  The constricted creature must make a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds after.   The save DC is Strength-based.

Improved Grab (Ex): To use this ability, a marilith must hit with its tail slap attack.   It can then attempt to start a grapple as a free action without provoking an attack of opportunity.   If it succeeds on a grapple check, it can constrict.

Spell-like Abilities (Sp): At will – align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25); CL 16th, the save DC’s are Charisma-based.

Skills: Mariliths have a +8 racial bonus on Listen and Spot checks.

Feats: In combination with its natural abilities, a marilith’s Multiweapon Fighting feat allow it to attack with all its arms at no penalty.

Deafened: The Marilith has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Marilith has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

ENCOUNTER 3 (EL 20)

War Troll Barbarian 1/Warrior 2 (2)
War Troll Fighter 1 (4)
Half Red Dragon Githyanki Barbarian 1/Fighter 6/Exotic Weapon Master 1/Occult Slayer 5 (2)

War Troll Bbn 1/War 2 (CR 14)
Large Monstrous Humanoid
Hit Dice: 12d8+1d12+2d8+135 (204 hp)
Initiative: +7
Speed: 40 ft. in breastplate (6 squares)
AC: 35 (-1 size, +6 armor, +3 shield, +14 natural, +3 Dex), touch 12, flat-footed 32
Base Attack/Grapple: +15/+25
Attack: +26 melee (3d6+16/19-20x2; +1 Greatsword)
Full Attack: +26/+21/+16 melee (3d6+16/19-20x2; +1 Greatsword) and bite +22 melee (1d6+5) or 2 claws +24 melee (1d8+10) and bite +22 melee (1d6+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow, Rage 1/day
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 21
Saves: Fort +18, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (Greatsword), Power Attack

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rage (Ex): Can rage 1/day for 14 rounds.  Stats when raging Str 35, Con 33, 234hp, Atk: +28 melee (3d6+19/19-20x2; +1 Greatsword), Full Atk: +28/+23/+18 melee (3d6+19/19-20x2, +1 Greatsword) and bite +24 melee (1d6+7) or 2 claws +26 melee (1d8+12) and bite +24 melee (1d6+7), Fort: +20, Will: +17, AC 33, Dazing Blow DC 27

Equipment: + 1 Breastplate, +1 Greatsword, +1 Animated Heavy Steel Shield

War Troll Ftr 1 (CR 13)
Large Monstrous Humanoid
Hit Dice: 12d8+1d10+93 (152 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares)
AC: 33 (-1 size, +7 armor, +14 natural, +3 Dex), touch 12, flat-footed 30
Base Attack/Grapple: +13/+23
Attack: +23 melee (3d6+15/19-20x2; MW Greatsword) or +16 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Full Attack: +23/+18/+13 melee (3d6+15/19-20x2; MW Greatsword) and bite +20 melee (1d6+5) or 2 claws +22 melee (1d8+10) and bite +20 melee (1d6+5) or +16/+11/+6 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 20
Saves: Fort +15, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +12, Spot +13
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Point Blank Shot, Precise Shot

* +1/+1 To Hit/Damage if target within 30’

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Equipment: +2 Breastplate, MW Greatsword, +1 Seeking Composite Longbow (+10 Str)

Half-Red Dragon Githyanki Ftr 6/Bbn 1/OcS 5/EWM 1 (CR 16)
Medium Dragon (Extraplanar)
Hit Dice: 5d8+7d10+1d12+37 (145 hp)
Initiative: +7
Speed: 30 ft (6 squares)
AC: 28 (+4 natural, +3 Dex, +7 armor, +1 deflection, +3 shield), touch 14, flat-footed 25
Base Attack/Grapple: +13/+21
Attack: +24 melee (1d10+2d6+19/19-20x2; +1 Vicious Bastard Sword)*
Full Attack: +24/+19/+14 melee (1d10+2d6+21/19-20x2; +1 Vicious Bastard Sword)* and bite +17 melee (1d6+4) or 2 claws +22 melee (1d4+9) and bite +17 melee (1d6+4)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 18, immunity to fire, rage
Saves: Fort +21, Ref +11, Will +10
Abilities: Str 29, Dex 16, Con 22, Int 14, Wis 8, Cha 10
Skills: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +20
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Improved Initiative, Weapon Specialization (Bastard Sword), Improved Bull Rush, Shock Trooper, Leap Attack

* Every time the wielder hits, he takes 1d6 points of damage from the Vicious enhancement.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 13

Rage (Ex): Can rage 1/day for 11 rounds.  Stats when raging Str 33, Con 26, 171 hp, Atk: +26 melee (1d10+2d6+25/19-20x2; +1 Vicious Bastard Sword), Full Atk: +26/+21/+16 melee (1d10+2d6+25/19-20x2, +1 Greatsword) and bite +19 melee (1d6+5) or 2 claws +24 melee (1d8+11) and bite +19 melee (1d6+5), Fort: +23, Will: +12, AC 26, Breath Weapon DC 18

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 10).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.

Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects).  She can suppress or resume this ability as a free action.

Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 16 for half

Equipment: +2 Breastplate, +1 Vicious Bastard Sword, Ring of Protection +1, Belt of Giant Strength +4, Amulet of Health +4, Cloak of Resistance +4, +1 Animated Heavy Steel Shield
ENCOUNTER 4 (EL 20)

Half Red Dragon Githyanki Barbarian 2/Fighter 10/Exotic Weapon Master 2 (2)
Adult Red Dragon (2)
Adult Red Dragon (CR 15)
Huge Dragon (Fire)
Hit Dice: 22d12 + 110 (253 hp)
Initiative: +0
Speed: 40 ft. (8 squares), fly 150 ft. (poor)
AC: 37 (-2 size, +21 natural, +4 mage armor, +4 shield), touch 8, flat-footed 37
Base Attack/Grapple: +22/+41
Attack: Bite +31 melee (3d8+11)
Full Attack: Bite +31 melee (3d8+11) and 2 claws +29 melee (3d6+5) and 2 wings +29 melee (1d8+5) and tail slap +29 melee (2d8+16)
Space/Reach: 15 ft./10 ft. (15 ft. with bite)
Special Attacks: Crush, breath weapon, spell-like abilities, spells, frightful presence
Special Qualities: DR 5/magic, SR 21, darkvision 120 ft, immunity to fire, sleep, and paralysis, low-light vision, vulnerability to cold, blindsense 60 ft, keen senses
Saves: Fort +18, Ref +13, Will +17
Abilities: Str 33, Dex 10, Con 21, Int 16, Wis 19, Cha 16
Skills: Listen +29, Spot +29, Search +28, Concentration +30, Intimidate +28, Sense Motive +29, Use Magic Device +28, Escape Artist +25, Diplomacy +28
Feats: Flyby Attack, Hover, Wingover, Power Attack, Multiattack, Improved Natural Attack (bite), Ability Focus (Breath Weapon), Improved Natural Attack (claw)

Breath Weapon (Su): 50 ft. cone of fire, 12d10 damage, Reflex DC 28 half, every 1d4 rounds.

Frightful Presence (Ex): 150 ft., 22 HD or less, Will DC 24 negates

Crush (Ex): Area 15 ft. by 15. ft, small or smaller creatures take 2d8+16 bludgeoning damage, and must succeed on a DC 26 Reflex save or be pinned, Grapple +41

Spell-like abilities (Sp): 6/day – locate object
Keen Senses (Ex): A dragon sees four times as well as a human in shadowy illumination and twice as well in normal light

Spells – As 7th level sorcerer

(6/7/75, save DC 12 + spell level)  

0 - arcane mark, dancing lights, detect magic, ghost sound, guidance, read magic
1 – mage armor, ray of enfeeblement (+17 ray, 1d6+3 strength penalty), feather fall, shield, enlarge person
2 – wraithstrike, blur, mirror image
3 – displacement, heroism

Tactics: Pre-cast Mage Armor, Shield, Heroism, Mirror Image and Displacement. Wraithstrike and eat.
Half Red Dragon Githyanki Bbn 2/Ftr 10/EWM 2 (CR 17)
Medium Dragon (Extraplanar)
Hit Dice: 2d12+10d10+2d10+70 (161 hp)
Initiative: +3
Speed: 30 ft (6 squares)
AC: 28 (+3 Dex, +10 armor, +1 deflection, +4 natural armor), touch 14, flat-footed 21
Base Attack/Grapple: +14/+24
Attack: +27 melee (2d4+18; +1 spiked chain) or claw +25 melee (1d4+10)
Full Attack: +27/+23/+18 (2d4+18; +1 spiked chain) and bite +20 melee (1d6+5) or 2 claws +25 melee (1d4+10) and bite +20 melee (1d6+5)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 19, uncanny dodge, rage
Saves: Fort +20, Ref +8, Will +6
Abilities: Str 30, Dex 16, Con 20, Int 15, Wis 8, Cha 10
Skills: Ride +20, Craft (weaponsmithing) +4, Jump +19, Climb +19, Intimidate +14, Survival +13
Feats: Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Weapon Specialization (spiked chain), Greater Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Improved Disarm, Power Attack, Cleave, Combat Reflexes, Iron Will

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 14

Equipment: Belt of Giant Strength +4, Gloves of Dexterity +2, Amulet of Health +2, +2 Mithral Full Plate, Ring of Protection +1, +1 Spiked Chain, MW Longsword, Cloak of Resistance +2

Trip Attack (Ex): The character can use a one-handed or two-handed exotic weapon to make a trip attack.  If he is tripped during his own trip attempt, he can drop the weapon to avoid being tripped.   If the exotic weapon already allows the weilder to make trip attacks, the character instead adds a +2 bonus on any trip attempt.

Exotic Reach (Ex): When wielding and exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).

Rage (Ex): Can rage 1/day for 9 rounds.  Stats when raging Str 34, Con 24, 189 hp, Atk: +29 melee (2d4+21; +1 spiked chain) or claw +27 melee (1d4+12), Full Atk: +29/+24/+19 melee (2d4+21; +1 spiked chain) and bite +22 melee (1d6+6) or 2 claws +27 melee (1d4+12) and bite +22 melee (1d6+5), Fort +22, Will: +8, AC 26, Breath weapon DC 17

Breath Weapon (Su): 1/day – 30 foot cone of fire, 6d8 damage, Reflex DC 15 half

Tactics: Rage and use trip attacks and disarms to frustrate the enemy. While raging, the trip modifier is +18 and the disarm modifier is +22. Remember, tripping with Improved Trip nets a free attack, so trip and then use the free attack to disarm. The dragon will appreciate it.

ENCOUNTER 5 (EL 21)

Cinderswarm (6)
Advanced (34 HD) Angel of Decay (2)*
Githyanki Wizard 16 (1)*
Cinderswarm (CR 13)
Fine Elemental (Fire, Swarm)
Hit Dice: 16d8 (72 hp)
Initiative: +10
Speed: 40 ft. (8 squares), fly 40 ft. (good)
AC: 25 (+6 Dex, +8 size, +1 natural), touch 24, flat-footed 19
Base Attack/Grapple: +12/ - 
Attack: Swarm (4d6 plus 3d6 fire)
Full Attack: Swarm (4d6 plus 3d6 fire)
Space/Reach: 10ft./0ft
Special Attacks: Burn, distraction
Special Qualities: Darkvision 60 ft., elemental traits, immunity to fire, swarm traits, vulnerability to cold
Saves: Fort +7, Ref +18, Will +7
Abilities: Str 1, Dex 22, Con 10, Int 4, Wis 11, Cha 1
Skills: Hide +16, Spot +9
Feats: Ability focus (burn), Ability focus (distraction), Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes

Burn (Ex): A cinderswarm’s attack deals damage as a swarm plus fire damage from the Fine elementals’ flaming bodies.  Those burned by cinders also must succeed on a DC 20 Reflex save of catch fire.   The flame burns for 1d4 rounds.  A burning creature can take a move action to put out the flame.  Creatures hitting a cinder swarm with natural weapons or unarmed attacks take fire damage as though hit by the swarm, and also catch on fire unless they succeed on a Reflex save.

Distraction (Ex): Any living creature vulnerable to a cinderswarm’s damage that begins it’s turn with a swarm in its square is nauseated for 1 round; a DC 20 Fortitude save negates the effect.  Even after a successful save, spell casting or concentrating on spells within the area of a swarm requires a Concentration check (DC 20 + spell level). Using skills require patience and concentration requires a DC 20 Concentration check.

Swarm Subtype: A cinderswarm occupies a cube 10 feet on a side, but its reach is 0 feet, like its component creatures.  In order to attack, it moves into an opponent’s space, which provokes an attack of opportunity.  It can occupy the same space as a creature of any size, since it crawls all over its prey.  A swarm can move through squares occupied by enemies and vice versa without impediment, although the swarm provokes an attack of opportunity if it does so.  A swarm can move through cracks or holes large enough for its component creatures. A cinderswarm consists of 10,000 creatures.  The area occupied by the swarm is completely shapeable, though the swarm usually remains in contiguous squares.

Swarm Traits: A swarm has no clear front or back and no discernable anatomy, so it is not subject to critical hits or flanking.  A cinderswarm is immune to all weapon damage.  Reducing a swarm to 0 hit points or lower causes it to break up, though any damage taken until that point does not degrade its ability to attack or resist attack.  Swarms are never staggered or reduced to a dying state by damage.  They cannot be tripped, grappled, or bull rushed, and cannot grapple an opponent.

A cinderswarm is immune to any spell or effect that targets a specific number of creatures (including single-target spells such a disintegrate).  A swarm takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and many evocation spells.

A cinderswarm is susceptible to high winds such as that created by a gust of wind spell.  For purposes of determining the effects of wind on a cinderswarm, treat the cinderswarm as a fine creature (see Winds, page 95 of the DMG).  However, cinderswarms are elementals and are therefore immune to nonlethal damage.

Swarm Attack: Creatures with the swarm subtype don’t make standard melee attacks.   Instead, they deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed.  Swarm attacks are not subject to a miss chance for concealment.  A swarm’s statistics block has the amount of damage for this attack in the Attack and Full Attack entries.  A cinderswarm’s attacks are nonmagical.  Damage reduction sufficient to reduce a swarm attack’s damage to 0, being incorporeal, and other special ability may give a creature immunity or resistance to damage from a swarm.  Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attacks.   However, they distract foes whose squares they occupy.

Githyanki Wiz 16 (CR 14) 
Medium Humanoid (Extraplanar)
Hit Dice: 16d4+84 (117 HP) (132 after false life)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 18 (+3 Dex, +4 mage armor, +4 shield, +1 deflection), touch 14, flat-footed 15
Base Attack/Grapple: +8/+7
Attack: +7 melee (1d6, 20/x2; +1 Quarterstaff) or +11 ranged touch (Ray, per spell)*
Full Attack: +7 melee (1d6, 20/x2; +1 Quarterstaff) +11 ranged touch (Ray, per spell)*
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 21
Saves: Fort +14, Ref +12, Will +14
Abilities: Str 8, Dex 16, Con 20, Int 27, Wis 10, Cha 8
Skills: Concentration +20, Knowledge (arcana) +22, Knowledge (the planes) +22, Spellcraft +24, Spot +8
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Scribe Scroll, Sculpt Spell, Heighten Spell, Quicken Spell

*+1 to hit within 30 ft., +1 to damage if a damaging ray.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 16

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Serious Wounds (4), Headband of Intellect +6, Amulet of Health +4, Scroll of Extended Improved Blink (2), Cloak of Resistance +4, Gloves of Dexterity +2, Greater Metamagic Rod of Enlarge, Ring of Counterspells (greater dispel magic)

Wizard Spells Prepared: 0-level: Dancing Lights, Detect Magic, Message, Prestidigitation; 1st  - Mage Armor, Magic Missile, Magic Missile, Ray of Enfeeblement, Shield, True Strike, True Strike, 2nd  – Glitterdust, Glitterdust, Mirror Image, Mirror Image, False Life, Swift Fly, Cat’s Grace, 3rd – Fly, Haste, Fireball, Fireball, Sleet Storm, Slow, 4th – Sculpted Fireball, Blast of Flame, Stoneskin Unluck, Sculpted Sleet Storm, Evard’s Black Tentacles, 5th – Empowered Fireball, Heightened Blast of Flame, Quickened True Strike, Wall of Force, Heightened Glitterdust, Sculpted Evard’s Black Tentacles, 6th – Disintegrate, Quickened Glitterdust, Greater Dispel Magic, Greater Dispel Magic, 7th Bigby’s Grasping Hand, Limited Wish, Reverse Gravity, Quickened Fireball, 8th – Quickened Blast of Flame, Heightened Confusion, Sculpted Waves of Exhaustion
(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

Caster Level: 16, Save DC = 18+spell level, 20+spell level for Evocations*

Tactics: Precast limited wish (freedom of movement), mirror image, mage armor, false life, shield, haste.  Use the Metamagic Rod of Enlarge plus sculpted waves of exhaustion to create any shape desired at a distant range, it will not effect your allies. Quickened true strike and disintegrate. Reverse gravity will leave your swarms to chew them up. Black tentacles will not affect your swarms.
Advanced (34HD) Angel of Decay (CR 17) 
Large Undead
Hit Dice: 34d12+34 (255 HP)
Initiative: +6
Speed: 30 ft. (6 squares), fly 50 ft. (poor)
AC: 28 (-1 size, +2 Dex, +13 natural, +4 deflection), touch 15, flat-footed 26
Base Attack/Grapple: +17/+37
Attack: Claw +21 melee (3d6+24)*
Full Attack: 2 claws +21 melee (3d6+24) plus 2 wing slams +19 melee (1d6+17) plus rotting touch*
Space/Reach: 10 ft./10 ft.
Special Attacks: Rotting aura, rotting touch 
Special Qualities: Damage reduction 10/adamantine and magic, darkvision 60ft., SR 24, undead traits, unholy grace
Saves: Fort +17, Ref +19, Will +30
Abilities: Str 39, Dex 14, Con -, Int 20, Wis 20, Cha 18
Skills: Concentration +37, Diplomacy +14, Hide +26, Knowledge (arcana) +37, Listen +37, Move Silently +34, Search +37, Sense Motive +37, Survival +5 (+7 following tracks)
Feats: Cleave, Combat Reflexes, Great Fortitude, Improved Initiative, Improved Toughness, Iron Will, Lightning Reflexes, Power Attack, Toughness, Improved Natural Attack (claw), Weapon Focus (claw), Multiattack

*Includes a -10/+10 adjustment for Power Attack

Rotting Aura (Su): When the creature is not flying, rivulets of vile corruption stream from an angel of decay’s body, constantly regenerating and renewing a pool of odiferous rot all around the creature.  An angel of decay’s pool of rot is a 15-foot radius spread.  Any corporeal creature standing on the ground within that area must make a DC 24 Reflex saving throw each round or take 5d6 points of damage (half on a successful save) as its flesh begins to succumb to decay.  The creature must also succeed on a subsequent DC 24 Will saving throw (regardless of whether it succeeds on the first save)  or be nauseated for 1 round.  In each round that a creature takes damage from an angel of decay’s rotting aura, the angel of decay heals 5 points of damage per victim.

Rotting Touch (Su): An angel of decay that hits a single for with more than one attack in a round rots its opponent’s flesh.   This effect automatically deals an extra 1d6+6 points of damage and heals the angel of decay for 5 points of damage.

Unholy Grace (Su): An angel of decay adds its Charisma modifier as a bonus on all of its saving throws and as a deflection bonus to its AC.
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ENCOUNTER 2 (EL 21)

Advanced (18HD) Glabrezu (1) (1)
Advanced (18 HD) Nalfeshnee (1) (1)
Balor (1) (1)
Advanced (18HD) Glabrezu (CR 16)
Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 18d8+198 (280 hp)
Initiative: +0
Speed: 40 ft. (8 squares)
AC: 27 (-2 size, +19 natural), touch 8, flat-footed 27
Base Attack/Grapple: +18/+36
Attack: Pincers +26 melee (2d8+10)
Full Attack: 2 pincers +26 melee (2d8+10) and 2 claws +24 melee (1d6+5) and bite +124 melee (1d8+5)
Space/Reach: 15 ft./15 ft.
Special Attacks: Improved grab, spell-like abilities 
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 24, telepathy 100 ft. 
Saves: Fort +22, Ref +11, Will +14
Abilities: Str 31, Dex 10, Con 32 , Int 16, Wis 16, Cha 20
Skills: Bluff +28, Concentration +32, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +30, Knowledge (the planes, arcana) +18, Listen +32, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +21, Spot +32, Survival +3 (+5 following tracks)
Feats: Cleave, Great Cleave, Multiattack, Persuasive, Power Attack, Improved Bull Rush, Awesome Blow

Improved Grab (Ex): To use this ability, a Glabrezu must hit a medium or smaller opponent with a pincer attack.   It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-like abilities (Sp): At will – chaos hammer (DC 22, 5d8, slow), confusion (DC 22), dispel magic (+10 dispel check), mirror image (1d4+4), reverse gravity (DC 25), greater teleport (self plus 50 pounds of objects), unholy blight (DC 22, 5d8, sickened), 1/day – power word stun; CL 14, save DCs are Charisma based.

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

Deafened: The Glabrezu has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Glabrezu has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

Advanced (18 HD) Nalfeshnee (CR 16)
Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 18d8+162 (243 hp)
Initiative: +1
Speed: 30 ft. (6 squares), fly 40 ft. (poor)
AC: 27 (-2 size, +18 natural, +1 Dex), touch 9, flat-footed 26
Base Attack/Grapple: +18/+33
Attack: Bite +24 melee (3d8+7)
Full Attack: Bite +24 melee (3d8+7) and 2 claws +21 melee (1d8+3)
Space/Reach: 15 ft./15 ft.
Special Attacks: Smite, spell-like abilities 
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 24, telepathy 100 ft. 
Saves: Fort +22, Ref +14, Will +19
Abilities: Str 25, Dex 13, Con 28 , Int 22, Wis 22, Cha 20
Skills: Bluff +26, Concentration +30, Diplomacy +30, Disguise +9 (+11 acting), Hide +10, Intimidate +26, Knowledge (arcana) +27, Listen +35, Move Silently +22, Search +27, Sense Motive +27, Spellcraft +25 (+27 scrolls), Spot +31, Survival +10 (+12 following tracks), Use Magic Device +26 (+28 scrolls)
Feats: Cleave, Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (bite), Improved Natural Attack (bite), Awesome Blow

Smite (Su): Three times per day a nalfeshnee can crate a nimbus of unholy light.  When the demon triggers the ability, rainbow-colored beams play around its body.  One round later they burst in a 60-ft radius.  Any creature within this area must succeed on a DC 24 Will save or be dazed for 1d10 rounds as visions of its worst fears hound it.  The creature receives its full Dexterity and shield bonuses to AC if attacked but can take no actions.  Other demons are immune to this effect.  The save DC is Charisma based.

Spell-like abilities (Sp): At will – call lightning (DC 20), feeblemind (DC 22), greater dispel magic (+14 dispel check), slow (DC 20), greater teleport (self plus 50 pounds of objects), unholy aura (DC 25); CL 12

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot checks.

Deafened: The Nalfeshnee has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Nalfeshnee has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

Balor (CR 20)
Large Outsider (Chaotic, Extraplanar, Evil, Tanar’ri)
Hit Dice: 20d8+200 (290 hp)
Initiative: +11
Speed: 40 ft. (8 squares), fly 90 ft. (good)
AC: 35 (-1 size, +19 natural, +7 Dex), touch 16, flat-footed 28
Base Attack/Grapple: +20/+36
Attack: +33 melee (2d6+8/19-20x2; +1 vorpal longsword)
Full Attack: +31/+26/+21/+16 melee (2d6+8/19-20x2; +1 vorpal longsword) and +30/+25 melee (1d4+4 plus 1d6 fire plus entangle; +1 flaming whip) or 2 slams +31 melee (1d10+7)
Space/Reach: 10 ft./10 ft. (20 ft. with whip)
Special Attacks: Death throes, entangle, spell-like abilities, vorpal sword
Special Qualities: Damage reduction 15/cold iron and good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 28, telepathy 100 ft., flaming body
Saves: Fort +22, Ref +19, Will +19
Abilities: Str 35, Dex 25, Con 31, Int 24, Wis 24, Cha 26
Skills: Bluff +31, Concentration +33, Diplomacy +35, Disguise +8 (+10 acting), Hide +26, Intimidate +33, Knowledge (arcana, the planes) +30, Listen +38, Move Silently +30, Search +30, Sense Motive +30, Spellcraft +30 (+32 scrolls), Spot +38, Survival +7 (+9 following tracks), Use Magic Device +31 (+33 scrolls)
Feats: Cleave, Improved Initiative, Improved Two Weapon Fighting, Power Attack, Quicken Spell-Like Ability (telekinesis), Two Weapon Fighting, Weapon Focus (longsword)

Death Throes (Ex): When killed, a balor explodes in a blinding flash of light that deals 100 points of damage to anything within 100 feet (Reflex save DC 30 half).  This explosion automatically destroys any weapons the balor is holding.   The save DC is Constitution-based.

Entangle (Ex): A balor’s +1 flaming whip entangles foes much like an attack with a net.  The whip has 20 hit points.   The whip needs no folding.  If it hits, the target and the balor immediately make opposed Strength checks; if the balor wins, it drags the target against its flaming body.  The target remains anchored against the balor’s body until it escapes the whip.

Spell-Like Abilities (Sp): At will – blasphemy (DC 25), dominate monster (DC 27), greater dispel magic, greater teleport (self plus 50 pounds of objects only), insanity (DC 25), power word stun, telekinesis (DC 23), unholy aura (DC 26); 1/day fire storm (DC 26), implosion (DC 27); CL 20th, the save DCs are Charisma-based

Vorpal Sword (Su): Every balor carries a +1 vorpal longsword that looks like a flame or a bolt of lightning.

Flaming Body (Su): The body of a balor is wreathed in flame.  Anyone grappling a balor takes 6d6 points of fire damage each round.

Skills: Balors have a +8 racial bonus on Listen and Spot checks.

Deafened: The Balor has been deafened and is immune to most of the effects of Holy Word.

Contingent Dimensional Anchor: The Balor has a Contingent Dimensional Ancher spell set to activate on a specific hand motion (free action).

ENCOUNTER 3 (EL 22)

War Troll Barbarian 1/Warrior 4 (2)
War Troll Fighter 1 (4)
Half-Dragon Githyanki Barbarian 1/Fighter 9/Exotic Weapon Master 1/Occult Slayer 5 (2)

War Troll Bbn 1/War 4 (CR 15)
Large Monstrous Humanoid
Hit Dice: 12d8+1d12+4d8+170 (251 hp)
Initiative: +7
Speed: 40 ft. in breastplate (6 squares)
AC: 38 (-1 size, +9 armor, +3 shield, +14 natural, +3 Dex), touch 12, flat-footed 35
Base Attack/Grapple: +17/+27
Attack: +28 melee (3d6+16/19-20x2; +1 Greatsword)
Full Attack: +28/+23/+18 melee (3d6+16/19-20x2; +1 Greatsword) and bite +24 melee (1d6+5) or 2 claws +26 melee (1d8+10) and bite +24 melee (1d6+5)
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow, Rage 1/day
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 21
Saves: Fort +20, Ref +12, Will +13
Abilities: Str 31, Dex 16, Con 30 , Int 8, Wis 15, Cha 10
Skills: Listen +11, Spot +14
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Weapon Focus (Greatsword), Power Attack

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 26 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Rage (Ex): Can rage 1/day for 14 rounds.  Stats when raging Str 35, Con 34, 285 hp, Atk: +30 melee (3d6+19/19-20x2; +1 Greatsword), Full Atk: +30/+25/+20 melee (3d6+19/19-20x2, +1 Greatsword) and bite +26 melee (1d6+7) or 2 claws +28 melee (1d8+12) and bite +26 melee (1d6+7), Fort: +20, Will: +17, AC 36, Dazing Blow DC 28

Equipment: +1 Mithral Full Plate, +1 Greatsword, +1 Animated Heavy Steel Shield

War Troll Ftr 1 (CR 13)
Large Monstrous Humanoid
Hit Dice: 12d8+1d10+93 (152 hp)
Initiative: +7
Speed: 30 ft. in breastplate (6 squares)
AC: 35 (-1 size, +9 armor, +14 natural, +3 Dex), touch 12, flat-footed 32
Base Attack/Grapple: +13/+23
Attack: +23 melee (3d6+15/19-20x2; MW Greatsword) or +16 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Full Attack: +23/+18/+13 melee (3d6+15/19-20x2; MW Greatsword) and bite +20 melee (1d6+5) or 2 claws +22 melee (1d8+10) and bite +20 melee (1d6+5) or +16/+11/+6 ranged (2d6+11/x3; +1 Composite Longbow (+10 Str))*
Space/Reach: 10 ft./10 ft.
Special Attacks: Dazing Blow
Special Qualities: Damage Reduction 5/Adamantine, darkvision 90 ft., low-light vision, regeneration 9, scent, SR 20
Saves: Fort +15, Ref +11, Will +12
Abilities: Str 31, Dex 16, Con 29 , Int 8, Wis 15, Cha 10
Skills: Listen +12, Spot +13
Feats: Alertness, Improved Initiative, Iron Will, Multiattack, Point Blank Shot, Precise Shot

* +1/+1 To Hit/Damage if target within 30’

Dazing Blow (Ex): If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round.  The save DC is Constitution-based.

Regeneration (Ex): Acid deals normal damage to a war troll.  If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Equipment: +1 Mithral Full Plate, MW Greatsword, +1 Seeking Composite Longbow (+10 Str)

Half-Red Dragon Githyanki Ftr 9/Bbn 1/OcS 5/EWM 1 (CR 19)
Medium Dragon (Extraplanar)
Hit Dice: 9d10+1d12+5d8+1d10+112 (201 hp)
Initiative: +7
Speed: 30 ft (6 squares)
AC: 34 (+4 natural, +3 Dex, +11 armor, +1 deflection, +1 ioun stone, +4 shield), touch 15, flat-footed 31
Base Attack/Grapple: +16/+25
Attack: +27 melee (2d8+2d6+21/19-20x2; +1 Vicious Magebane Fullblade)*
Full Attack: +27/+23/+18 melee (2d8+2d6+21/19-20x2; +1 Vicious Magebane Fullblade)* and bite +20 melee (1d6+4) or 2 claws +25 melee (1d4+9) and bite +20 melee (1d6+4)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 21, immunity to fire, rage
Saves: Fort +24, Ref +11, Will +12
Abilities: Str 29, Dex 16, Con 24, Int 14, Wis 8, Cha 10
Skills: Knowledge (arcana) +5, Spellcraft +4, Craft (weaponsmithing) +4, Jump +24
Feats: Cleave, Power Attack, Exotic Weapon Proficiency (Fullblade), Weapon Focus (Fullblade), Improved Initiative, Weapon Specialization (Fullblade), Improved Bull Rush, Shock Trooper, Dodge, Mobility, Elusive Target, Leap Attack

* Every time the wielder strikes, he takes 1d6 points of damage from the Vicious enhancement.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 16

Rage (Ex): Can rage 1/day for 10 rounds.  Stats when raging Str 33, Con 28, 233 hp, Atk: +29 melee (2d8+2d6+25/19-20x2; +1 Vicious Magebane Fullblade), Full Atk: +29/+24/+19 melee (2d8+2d6+25/19-20x2, +1 Vicious Magebane Fullblade) and bite +22 melee (1d6+5) or 2 claws +27 melee (1d8+11) and bite +22 melee (1d6+5), Fort: +26, Will: +14, AC 32, Breath Weapon DC 19

Uncanny Blow (Ex): When wielding a one-handed exotic melee weapon in two hands, the character can focus the power of his attack so that he deals extra damage equal to his Strength bonus x2 instead of Strength bonus x 1.5.

Magical Defense (Ex): +3 on all saves against spells or spell-like abilities.

Weapon Bond (Su): On a successful attack with his bastard sword, the occult slayer deals an extra 1d6 points of damage to a spellcaster or creature with spell-like abilities.

Mind over Magic (Su): 2/day – The occult slayer can cause a spell or spell-like ability targeted against him to rebound onto the originator as a free action.   This ability otherwise functions as the spell turning spell (CL 10).

Vicious Strike (Ex): An occult slayer who readies an attack action to disrupt a spellcaster deals double damage if the attack hits.

Nondetection Cloak (Su): The occult slayer gains magical protection from divinations equivalent to a nondetection spell (CL 5), except that it affects only the occult slayer and her possessions.

Auravision (Su): The occult slayer can use detect magic at will, but cannot use this ability to determine anything but the number of magical auras present.

Blank Thoughts (Ex): The occult slayer is immune to mind-affecting effects (charms, compulsions, patterns, phantasms, and morale effects).  She can suppress or resume this ability as a free action.

Breath Weapon (Su): 1/day 30 ft. cone of fire, 6d8 damage, DC 17 for half

Equipment: +3 Moderate Fortification Mithral full, +1 Vicious Magebane Adamantine Fullblade, Ring of Protection +1, Belt of Giant Strength +4, Amulet of Health +6, +2 Animated Heavy Steel Shield, Cloak of Resistance +5, Dusty Rose Prism Ioun Stone, Potion of Barkskin +5, Potion of Heroism, Oil of Greater Magic Weapon +5, Oil of Keen Edge, Potion of Enlarge Person

ENCOUNTER 4 (EL 22)

Half Red Dragon Githyanki Barbarian 2/Fighter 10/Exotic Weapon Master 3 (2)
Mature Adult Red Dragon (2)

Half Red Dragon Githyanki Bbn 2/Ftr 10/EWM 3 (CR 18)
Medium Dragon (Extraplanar)
Hit Dice: 2d12+10d10+3d10+90 (186 hp)
Initiative: +3
Speed: 30 ft (6 squares)
AC: 32 (+3 Dex, +10 armor, +1 deflection, +4 natural armor, +4 shield), touch 14, flat-footed 21
Base Attack/Grapple: +15/+25
Attack: +28 melee (2d4+18 plus 1d6 fire; +1 flaming disarming spiked chain) or claw +26 melee (1d4+10)
Full Attack: +26/+26/+21/+16/+11 (2d4+18 plus 1d6 fire; +1 flaming disarming spiked chain) and bite +19 melee (1d6+5)* or 2 claws +26 melee (1d4+10) and bite +21 melee (1d6+5)
Space/Reach: 5ft./5ft
Special Attacks: Psionics, breath weapon
Special Qualities: Darkvision 60 ft., SR 20
Saves: Fort +20, Ref +9, Will +7
Abilities: Str 30, Dex 16, Con 22, Int 15, Wis 8, Cha 10
Skills: Ride +20, Craft (weaponsmithing) +5, Jump +19, Climb +19, Intimidate +17, Survival +13
Feats: Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Weapon Specialization (spiked chain), Greater Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Improved Disarm, Power Attack, Cleave, Combat Reflexes, Iron Will, Great Cleave

*Flurry of Strikes

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 15

Equipment: Belt of Giant Strength +4, Gloves of Dexterity +2, Amulet of Health +4, +2 Mithral Full Plate, Ring of Protection +1, +1 Frost Disarming Spiked Chain**, MW Longsword, Cloak of Resistance +2, +2 Animated Heavy Steel Shield   

** Disarming – Eliminates the opponent’s bonus for both weapon size and two-handed weapons.

Trip Attack (Ex): The character can use a one-handed or two-handed exotic weapon to make a trip attack.  If he is tripped during his own trip attempt, he can drop the weapon to avoid being tripped.   If the exotic weapon already allows the weilder to make trip attacks, the character instead adds a +2 bonus on any trip attempt.

Exotic Reach (Ex): When wielding and exotic weapon with reach, the character may make attacks of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).

Flurry of Strikes (Ex): When wielding a spiked chain with both hands, the character can elect to use a full attack action to make a flurry of strikes.   When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in the round and until the exotic weapon mater’s next turn.

Rage (Ex): Can rage 1/day for 9 rounds.  Stats when raging Str 34, Con 26, 189 hp, Atk: +30 melee (2d4+21 plus 1d6 fire; +1 flaming disarming spiked chain) or claw +28 melee (1d4+12), Full Atk: +28/+28/+23/+18/+13 melee (2d4+21 plus 1d6 fire; +1 flaming disarming spiked chain) and bite +21 melee (1d6+6)* or 2 claws +28 melee (1d4+12) and bite +23 melee (1d6+5), Fort +22, Will: +9, AC 28, Breath weapon DC 17

*Flurry of Strikes

Breath Weapon (Su): 1/day – 30 foot cone of fire, 6d8 damage, Reflex DC 15 half

Tactics: Rage and use trip attacks and disarms to frustrate the enemy.   While raging, the trip modifier is +18 and the disarm modifier is +22.   Remember, tripping with Improved Trip nets a free attack, so trip and then use the free attack to disarm.   The dragon will appreciate it.
Mature Adult Red Dragon (CR 18)
Huge Dragon (Fire)
Hit Dice: 25d12 + 150 (312 hp)
Initiative: +0
Speed: 40 ft. (8 squares), fly 150 ft. (poor)
AC: 40 (-2 size, +24 natural, +4 mage armor, +4 shield), touch 8, flat-footed 40
Base Attack/Grapple: +25/+44
Attack: Bite +34 melee (3d8+11)
Full Attack: Bite +34 melee (3d8+11) and 2 claws +32 melee (3d6+5) and 2 wings +32 melee (1d8+5) and tail slap +32 melee (2d8+16)
Space/Reach: 15 ft./10 ft. (15 ft. with bite)
Special Attacks: Crush, breath weapon, spell-like abilities, spells, frightful presence
Special Qualities: DR 10/magic, SR 23, darkvision 120 ft, immunity to fire, sleep, and paralysis, low-light vision, vulnerability to cold, blindsense 60 ft, keen senses
Saves: Fort +20, Ref +14, Will +18
Abilities: Str 33, Dex 10, Con 23, Int 18, Wis 19, Cha 18
Skills: Listen +31, Spot +31, Search +31, Concentration +33, Intimidate +31, Sense Motive +31, Use Magic Device +31, Escape Artist +27, Diplomacy +31
Feats: Flyby Attack, Hover, Wingover, Power Attack, Multiattack, Improved Natural Attack (bite), Ability Focus (Breath Weapon), Improved Natural Attack (claw), Cleave

Breath Weapon (Su): 50 ft. cone of fire, 14d10 damage, Reflex DC 30 half

Frightful Presence (Ex): 150 ft., 22 HD or less, Will DC 26 negates

Crush (Ex): Area 15 ft. by 15 ft., small or smaller creatures take 2d8+16 bludgeoning damage, and must succeed on a DC 26 Reflex save or be pinned, Grapple +44

Spell-like abilities (Sp): 6/day – locate object
Keen Senses (Ex): A dragon sees four times as well as a human in shadowy illumination and twice as well in normal light

Spells – As 9th level sorcerer

(6/7/7/75, save DC 14 + spell level)  

0 - arcane mark, dancing lights, detect magic, ghost sound, guidance, read magic
1 – critical strike, mage armor, ray of enfeeblement (+17 ray, 1d6+3 strength penalty), enlarge person, shield, protection from good
2 – wraithstrike, false life, bull’s strength, mirror image
3 – displacement, stinking cloud, heroism
4 – greater invisibility, fire shield

Tactics: Pre-cast Mage Armor, Shield, Mirror Image, Displacement, Bull’s Strength, Heroism, Fire Shield (Cold), False Life.
ENCOUNTER 5 (EL 23)

Cinderswarm (8)
Advanced (46 HD) Angel of Decay (2)*
Githyanki Wizard 16 (1)*

Cinderswarm (CR 13)
Fine Elemental (Fire, Swarm)
Hit Dice: 16d8 (72 hp)
Initiative: +10
Speed: 40 ft. (8 squares), fly 40 ft. (good)
AC: 25 (+6 Dex, +8 size, +1 natural), touch 24, flat-footed 19
Base Attack/Grapple: +12/ - 
Attack: Swarm (4d6 plus 3d6 fire)
Full Attack: Swarm (4d6 plus 3d6 fire)
Space/Reach: 10ft./0ft
Special Attacks: Burn, distraction
Special Qualities: Darkvision 60 ft., elemental traits, immunity to fire, swarm traits, vulnerability to cold
Saves: Fort +7, Ref +18, Will +7
Abilities: Str 1, Dex 22, Con 10, Int 4, Wis 11, Cha 1
Skills: Hide +16, Spot +9
Feats: Ability focus (burn), Ability focus (distraction), Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes

Burn (Ex): A cinderswarm’s attack deals damage as a swarm plus fire damage from the Fine elementals’ flaming bodies.  Those burned by cinders also must succeed on a DC 20 Reflex save of catch fire.   The flame burns for 1d4 rounds.  A burning creature can take a move action to put out the flame.  Creatures hitting a cinder swarm with natural weapons or unarmed attacks take fire damage as though hit by the swarm, and also catch on fire unless they succeed on a Reflex save.

Distraction (Ex): Any living creature vulnerable to a cinderswarm’s damage that begins it’s turn with a swarm in its square is nauseated for 1 round; a DC 20 Fortitude save negates the effect.  Even after a successful save, spell casting or concentrating on spells within the area of a swarm requires a Concentration check (DC 20 + spell level). Using skills require patience and concentration requires a DC 20 Concentration check.

Swarm Subtype: A cinderswarm occupies a cube 10 feet on a side, but its reach is 0 feet, like its component creatures.  In order to attack, it moves into an opponent’s space, which provokes an attack of opportunity.  It can occupy the same space as a creature of any size, since it crawls all over its prey.  A swarm can move through squares occupied by enemies and vice versa without impediment, although the swarm provokes an attack of opportunity if it does so.  A swarm can move through cracks or holes large enough for its component creatures. A cinderswarm consists of 10,000 creatures.  The area occupied by the swarm is completely shapeable, though the swarm usually remains in contiguous squares.

Swarm Traits: A swarm has no clear front or back and no discernable anatomy, so it is not subject to critical hits or flanking.  A cinderswarm is immune to all weapon damage.  Reducing a swarm to 0 hit points or lower causes it to break up, though any damage taken until that point does not degrade its ability to attack or resist attack.  Swarms are never staggered or reduced to a dying state by damage.  They cannot be tripped, grappled, or bull rushed, and cannot grapple an opponent.

A cinderswarm is immune to any spell or effect that targets a specific number of creatures (including single-target spells such a disintegrate).  A swarm takes half again as much damage (+50%) from spells or effects that affect an area, such as splash weapons and many evocation spells.

A cinderswarm is susceptible to high winds such as that created by a gust of wind spell.  For purposes of determining the effects of wind on a cinderswarm, treat the cinderswarm as a fine creature (see Winds, page 95 of the DMG).  However, cinderswarms are elementals and are therefore immune to nonlethal damage.

Swarm Attack: Creatures with the swarm subtype don’t make standard melee attacks.   Instead, they deal automatic damage to any creature whose space they occupy at the end of their move, with no attack roll needed.  Swarm attacks are not subject to a miss chance for concealment.  A swarm’s statistics block has the amount of damage for this attack in the Attack and Full Attack entries.  A cinderswarm’s attacks are nonmagical.  Damage reduction sufficient to reduce a swarm attack’s damage to 0, being incorporeal, and other special ability may give a creature immunity or resistance to damage from a swarm.  Swarms do not threaten creatures in their square, and do not make attacks of opportunity with their swarm attacks.   However, they distract foes whose squares they occupy.

Githyanki Wiz 16 (CR 14) 
Medium Humanoid (Extraplanar)
Hit Dice: 16d4+84 (133 HP) (148 after false life)
Initiative: +6
Speed: 30 ft. (6 squares)
AC: 18 (+3 Dex, +4 mage armor, +4 shield, +1 deflection), touch 14, flat-footed 15
Base Attack/Grapple: +8/+7
Attack: +7 melee (1d6, 20/x2; +1 Quarterstaff) or +11 ranged touch (Ray, per spell)*
Full Attack: +7 melee (1d6, 20/x2; +1 Quarterstaff) +11 ranged touch (Ray, per spell)*
Space/Reach: 5ft./5ft.
Special Attacks: Psionics 
Special Qualities: Darkvision 60 ft., SR 21
Saves: Fort +16, Ref +13, Will +15
Abilities: Str 8, Dex 16, Con 22, Int 27, Wis 10, Cha 8
Skills: Concentration +20, Knowledge (arcana) +22, Knowledge (the planes) +22, Spellcraft +24, Spot +8
Feats: Improved Initiative, Spell Focus (Evocation), Empower Spell, Greater Spell Focus (Evocation), Scribe Scroll, Sculpt Spell, Heighten Spell, Quicken Spell

*+1 to hit within 30 ft., +1 to damage if a damaging ray.

Psionics (Sp): 3/day – Daze (DC 9), Mage Hand, Blur, Dimension Door, Telekinesis (DC 14), 1/day – Plane Shift; CL 16

Equipment: +1 Quarterstaff, Dagger, Potion of Cure Serious Wounds (4), Headband of Intellect +6, Amulet of Health +6, Scroll of Extended Improved Blink (2), Cloak of Resistance +5, Gloves of Dexterity +2, Greater Metamagic Rod of Enlarge, Ring of Counterspells (greater dispel magic)

Wizard Spells Prepared: 0-level: Dancing Lights, Detect Magic, Message, Prestidigitation; 1st  - Mage Armor, Magic Missile, Magic Missile, Ray of Enfeeblement, Shield, True Strike, True Strike, 2nd  – Glitterdust, Glitterdust, Mirror Image, Mirror Image, False Life, Swift Fly, Cat’s Grace, 3rd – Fly, Haste, Fireball, Fireball, Sleet Storm, Slow, 4th – Sculpted Fireball, Blast of Flame, Stoneskin, Unluck, Sculpted Sleet Storm, Evard’s Black Tentacles, 5th – Empowered Fireball, Heightened Blast of Flame, Quickened True Strike, Wall of Force, Heightened Glitterdust, Sculpted Evard’s Black Tentacles, 6th – Disintegrate, Quickened Glitterdust, Greater Dispel Magic, Greater Dispel Magic, 7th Bigby’s Grasping Hand, Limited Wish, Reverse Gravity, Quickened Fireball, 8th – Quickened Blast of Flame, Heightened Confusion, Sculpted Waves of Exhaustion
(Spells in Bold strikethrough are precast, but still in effect.   Others struck through were expended in other battles. )

 CL 16, Save DC = 18+spell level, 20+spell level for Evocations*

Tactics: Precast limited wish (freedom of movement), mirror image, mage armor, false life, shield, haste. Use the Metamagic Rod of Enlarge plus sculpted waves of exhaustion to create any shape desired at a distant range, it will not effect your allies. Quickened true strike and disintegrate. Reverse gravity will leave your swarms to chew them up. Black tentacles will not affect your swarms.

Advanced (46 HD) Angel of Decay (CR 15) 
Huge Undead
Hit Dice: 46d12+49 (348 HP)
Initiative: +5
Speed: 30 ft. (6 squares), fly 50 ft. (poor)
AC: 29 (-2 size, +1 Dex, +16 natural, +4 deflection), touch 15, flat-footed 26
Base Attack/Grapple: +23/+51
Attack: Claw +31 melee (4d6+30)*
Full Attack: 2 claws +31 melee (4d6+30) plus 2 wing slams +29 melee (2d6+20) plus rotting touch*
Space/Reach: 15 ft./15 ft.
Special Attacks: Rotting aura, rotting touch 
Special Qualities: Damage reduction 10/adamantine and magic, darkvision 60ft., SR 24, undead traits, unholy grace
Saves: Fort +14, Ref +18, Will +34
Abilities: Str 49, Dex 13, Con -, Int 20, Wis 20, Cha 18
Skills: Concentration +49, Diplomacy +26, Hide +38, Knowledge (arcana) +49, Listen +49, Move Silently +46, Search +49, Sense Motive +49, Survival +25 (+27 following tracks)
Feats: Cleave, Combat Reflexes, Great Fortitude, Improved Initiative, Improved Toughness, Iron Will, Lightning Reflexes, Power Attack, Toughness, Improved Bull Rush, Awesome Blow, Multiattack, Dodge, Mobility, Elusive Target, Improved Natural Attack (claw)

*Includes a -10/+10 adjustment for Power Attack

Rotting Aura (Su): When the creature is not flying, rivulets of vile corruption stream from an angel of decay’s body, constantly regenerating and renewing a pool of odiferous rot all around the creature.  An angel of decay’s pool of rot is a 15-foot radius spread.  Any corporeal creature standing on the ground within that area must make a DC 24 Reflex saving throw each round or take 5d6 points of damage (half on a successful save) as its flesh begins to succumb to decay.  The creature must also succeed on a subsequent DC 24 Will saving throw (regardless of whether it succeeds on the first save)  or be nauseated for 1 round.  In each round that a creature takes damage from an angel of decay’s rotting aura, the angel of decay heals 5 points of damage per victim.

Rotting Touch (Su): An angel of decay that hits a single for with more than one attack in a round rots its opponent’s flesh.   This effect automatically deals an extra 1d6+6 points of damage and heals the angel of decay for 5 points of damage.

Unholy Grace (Su): An angel of decay adds its Charisma modifier as a bonus on all of its saving throws and as a deflection bonus to its AC.

APPENDIX B

NPC Soldiers

APL 2

Spearmen - Human Warrior 2 (CR 2) 
Medium Humanoid 
Hit Dice: 2d8+4 (17 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 13 (+1 Dex, +2 armor), touch 11, flat-footed 12
Base Attack/Grapple: +2/+4
Attack: +5 melee (1d8+3/x3; Longspear) or +5 melee (1d6+2/19-20x2; Shortsword)
Full Attack: +5 melee (1d8+3/x3; Longspear) or +5 melee (1d6+2/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +5, Ref +1, Will +0
Abilities: Str 14, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +7, Climb +7, Ride +6
Feats: Combat Reflexes, Weapon Focus (Longspear)

Equipment: Leather Armor, Longspear, Shortsword

Archer - Human Warrior 2 (CR 2) 

Medium Humanoid 
Hit Dice: 2d8+2 (15 HP)
Initiative: +2
Speed: 30 ft. (6 squares)
Armor Class: 13 (+1 Dex, +2 armor), touch 11, flat-footed 12
Base Attack/Grapple: +2/+3
Attack: +4 ranged (1d8/x3; Longbow) or +3 melee (1d6+1/x2; light mace)
Full Attack: +4 ranged (1d8/x3; Longbow) or +3 melee (1d6+1/x2; light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +4, Ref +2, Will +0
Abilities: Str 12, Dex 15, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +6, Climb +6, Ride +7
Feats: Point Blank Shot, Precise Shot

Equipment:  Leather Armor, Longbow, Light Mace

APL 4

Spearmen - Human Warrior 4 (CR 4) 
Medium Humanoid 
Hit Dice: 4d8+8 (31 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +4/+6
Attack: +7 melee (1d8+3/x3; Longspear) or +7 melee (1d6+2/19-20x2; Shortsword)
Full Attack: +7 melee (1d8+3/x3; Longspear) or +7 melee (1d6+2/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +6, Ref +2, Will +1
Abilities: Str 15, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +9, Climb +9, Ride +8
Feats: Combat Reflexes, Weapon Focus (Longspear), Hold the Line*

*May take an AOO on a charging opponent entering a threatened square. This is in addition to the AOO you should receive for a charging opponent leaving a threatened square while wielding a reach weapon.

Equipment: Chain Shirt, Longspear, Shortsword 

Archer - Human Warrior 4 (CR 4) 
Medium Humanoid 
Hit Dice: 4d8+4 (27 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +4/+5
Attack: +7 ranged (1d8/x3; Longbow) or +5 melee (1d6+1/x2; Light mace)
Full Attack: +5/+5 ranged (1d8/x3; Longbow) or +5 melee (1d6+1/x2; Light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +5, Ref +4, Will +1
Abilities: Str 12, Dex 16, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +8, Climb +8, Ride +10
Feats: Point Blank Shot, Precise Shot, Rapid Shot

Equipment: Chain Shirt, Longbow, Light mace

APL 6

Spearmen - Human Warrior 6 (CR 6) 
Medium Humanoid 
Hit Dice: 6d8+12 (45 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +6/+8
Attack: +10 melee (1d8+3/x3; MW Longspear) or +9 melee (1d6+2/19-20x2; Shortsword)
Full Attack: +10/+5 melee (1d8+3/x3; MW Longspear) or +9/+4 melee (1d6+2/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +7, Ref +3, Will +2
Abilities: Str 15, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +11, Climb +11, Ride +10
Feats: Combat Reflexes, Weapon Focus (Longspear), Hold the Line*, Power Attack

*May take an AOO on a charging opponent entering a threatened square.    This is in addition to the AOO you should receive for a charging opponent leaving a threatened square while wielding a reach weapon.

Equipment: Chain Shirt, MW Longspear, Shortsword, Potion of Cure Light Wounds

Archer - Human Warrior 6 (CR 6) 
Medium Humanoid 
Hit Dice: 6d8+6 (39 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +4 armor), touch 11, flat-footed 14
Base Attack/Grapple: +6/+7
Attack: +11 ranged (1d8/x3; MW Longbow) or +7 melee (1d6+1/x2; Light mace)
Full Attack: +9/+9/+4 ranged (1d8/x3; MW Longbow) or +7 melee (1d6+1/x2; Light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +6, Ref +5, Will +2
Abilities: Str 12, Dex 16, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +10, Climb +10, Ride +12
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)

Equipment: Chain Shirt, MW Longbow, Light mace, Potion of Cure Light Wounds

APL 8

Spearmen - Human Warrior 8 (CR 8) 
Medium Humanoid 
Hit Dice: 8d8+16 (59 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 16 (+1 Dex, +5 armor), touch 11, flat-footed 15
Base Attack/Grapple: +8/+11
Attack: +13 melee (1d8+4/x3; MW Longspear) or +11 melee (1d6+3/19-20x2; Shortsword)
Full Attack: +13/+8 melee (1d8+4/x3; MW Longspear) or +11/+6 melee (1d6+3/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +8, Ref +3, Will +2
Abilities: Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +14, Climb +14, Ride +12
Feats: Combat Reflexes, Weapon Focus (Longspear), Hold the Line*, Power Attack

*May take an AOO on a charging opponent entering a threatened square.    This is in addition to the AOO you should receive for a charging opponent leaving a threatened square while wielding a reach weapon.

Equipment: +1 Chain Shirt, MW Longspear, Shortsword, Potion of Cure Light Wounds
Archer - Human Warrior 8 (CR 8) 
Medium Humanoid 
Hit Dice: 8d8+8 (51 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 16 (+1 Dex, +5 armor), touch 11, flat-footed 15
Base Attack/Grapple: +8/+9
Attack: +13 ranged (1d8+1/x3; MW Composite (+1) Longbow) or +9 melee (1d6+1/x2; Light mace)
Full Attack: +11/+11/+6 ranged (1d8+1/x3; MW Composite (+1) Longbow) or +9 melee (1d6+1/x2; Light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +7, Ref +5, Will +2
=Abilities: Str 12, Dex 17, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +12, Climb +12, Ride +14
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)

Equipment: +1 Chain Shirt, MW Composite (+1) Longbow, Light mace, Potion of Cure Light Wounds

APL 10

Spearmen - Human Warrior 10 (CR 10) 
Medium Humanoid 
Hit Dice: 10d8+20 (73 HP)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 16 (+1 Dex, +5 armor), touch 11, flat-footed 15
Base Attack/Grapple: +10/+13
Attack: +15 melee (1d8+5/x3; +1 Longspear) or +13 melee (1d6+3/19-20x2; Shortsword)
Full Attack: +15/+10 melee (1d8+5/x3; +1 Longspear) or +13/+8 melee (1d6+3/19-20x2; Shortsword)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +9, Ref +4, Will +3
Abilities: Str 16, Dex 12, Con 14, Int 10, Wis 10, Cha 8
Skills: Jump +16, Climb +16, Ride +14
Feats: Combat Reflexes, Weapon Focus (Longspear), Hold the Line*, Power Attack, Cleave

*May take an AOO on a charging opponent entering a threatened square.    This is in addition to the AOO you should receive for a charging opponent leaving a threatened square while wielding a reach weapon.

Equipment: +1 Chain Shirt, +1 Longspear, Shortsword, Potion of Cure Moderate Wounds
Archer - Human Warrior 10 (CR 10) 
Medium Humanoid 
Hit Dice: 10d8+10 (63 HP)
Initiative: +3
Speed: 30 ft. (6 squares)
Armor Class: 16 (+1 Dex, +5 armor), touch 11, flat-footed 15
Base Attack/Grapple: +10/+11
Attack: +15 ranged (1d8+2/x3; +1 Composite (+1) Longbow) or +11 melee (1d6+1/x2; Light mace)
Full Attack: +15/+15/+10 ranged (1d8+2/x3; +1 Composite (+1) Longbow) or +11 melee (1d6+1/x2; Light mace)
Space/Reach: 5ft./5ft.
Special Attacks: -
Special Qualities: -
Saves: Fort +8, Ref +6, Will +3
Abilities: Str 12, Dex 17, Con 12, Int 10, Wis 10, Cha 8
Skills: Jump +14, Climb +14, Ride +16
Feats: Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow), Far Shot

Equipment: +1 Chain Shirt, +1 Composite (+1) Longbow, Light mace, Potion of Cure Moderate Wounds
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