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A year has passed since the awakening of the Watcher Helerain Brogan and the retrieval of his restless soul from its tomb. Now the Watcher's ancient enemy the Baklunish lich Feyza Bahun has been found and Watcher Brogan is calling upon all those who have sworn an oath to destroy the lich to aid him. Finding a lich's lair is difficult enough, but most would question the wisdom of those who voluntarily enter one and expect to leave alive. An EXTREMELY DANGEROUS Gran March regional adventure for APLs 2-12 and Part Three and the conclusion of the War of the Undying series. 

Note: This module will be a particular interest to members of the Knights of the Watch, those who have sworn the Oath of the Brogan (in GRM5-06 Family Fortunes), and active duty military. 
RPGA Sanctioned Play

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


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


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


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


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

Players Read No Farther

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

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

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

Living Greyhawk Levels of Play

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

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

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

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

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

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


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


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

 SHAPE  \* MERGEFORMAT 




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

1. Enlist a sixth player.

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

Time Units and Upkeep

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


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


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

Adventure Background

War of the Undying is the finale of the three scenario arc begun with GRM5-06 Family Fortunes and continued in GRM6-02 Family Values. In this adventure the PCs are finally able to confront the Baklunish lich known as the Bahun whose minions were encountered in the previous adventures. During the closing months of the war in Geoff the Bahun took advantage of the distraction and slipped back into Gran March. He took possession of the watch tower that was the site of his epic battles with a Knight of the Watch, Helerain Brogan. This tower was considered to be along the ill defined border with Bissel during the war with Ket, but is now unused as the current border is nearly a dozen miles further north. Over a period of weeks, the Bahun was followed into Gran March by several small companies of Baklunish cavalry loyal to him. The Bahun’s goals in the Gran March were simple: establish a base of operations, begin to sow discord and destruction, keep a low profile, and watch for an opportunity to deal a brutal blow to Gran March.

The Bahun made two miscalculations in this plan.  First, he was unaware that his newly achieved lichdom had awoken his archenemy the Brogan in the undying form of a sacred guardian. When the Brogan awoke, the Bahun sensed a disturbance and cast several divinations which revealed that something was amiss with his enemy. The lich dispatched a squad of his followers to the Brogan’s family estate to discover what had transpired.  PCs faced and defeated these men in the final encounter of GRM5-06 Family Fortunes. The second mistake the lich made was failing to anticipate the end of the war in Geoff. The return of Gran March’s troops to their homeland has left the Bahun and his troops trapped behind enemy lines and exposed to potential discovery. 

For his part Helerain Brogan has not been idle. The Brogan’s crypt was visited by several PCs on a mission for another Watcher at which time Helerain had the PCs swears an oath to aid him in the destruction of the Bahun. He had each of them take a shard of his broken shield to which he is tied. By doing this the Brogan has enabled himself to leave his crypt and travel Gran March visiting a variety of locations simultaneously. He has spent the year traveling in the company of numerous PCs and gaining what intelligence he can about the Bahun’s activities. Among those who took a shard of the shield was the Brogan’s loyal aid Lodnin Anghan. Lodnin has spent the intervening months scouting the Bahun’s tower and acquiring the tools and intelligence necessary to defeat the lich. Unfortunately, Lodnin was discovered by the lich’s minions and forced to hide out in the tower, its subterranean passages and its surrounding graveyards for several months. He has recently escaped and is seeking those who have taken the oath to equip them and aid them destroying the Bahun. 

Adventure Summary

Introduction:

War of the Undying begins with two different introductions in order to accommodate PCs who have taken the Oath of the Brogan and those who have not.

Introduction A – PCs who have taken the Oath of the Brogan from GRM5-05 Family Fortunes are visited by Watcher Helerain Brogan in sacred guardian form. He will instruct them to gather such friends and allies as they have and journey to Gralston in the northwest of Gran March. The Brogan will tell them that they may find others there who can aid them in their quest to destroy the Bahun. He will also tell them that from Gralston, they should journey due north across the tributary of the Great River where they will find the tower that was the site of his battles with the Bahun. He will emphasize that the must NOT attempt to engage the Bahun until Lodnin Anghan is found, as Lodnin has some items that will be required in their quest. 

Introduction B – All PCs will find themselves in the remote town of Gralston for the celebration of Richfest and Mustering Day. A Knight Captain in the 4th Battle approaches the PCs and shares with them a strange tale that he cannot act upon until the close of Richfest. A bedraggled looking dwarf came to him several days earlier reporting a massed force of Baklunish cavalry just north of the branch of the Great River. The dwarf agreed to return north and stake out the Bakluns until the 4th could mount a sizeable force. The Knight Captain will be looking for volunteers to move north ahead of his units, confirm the dwarf’s story and support the eventual attack.

Encounter 1:

The PCs journey north in search of Lodnin Anghan and the Baklunish cavalry. The first night of their journey, Lodnin locates the PCs and shares with them the information and materials he has acquired to combat the lich. The dwarf reveals that he has been inside the tower and stolen several items of value from the lich. He has also sized up the tower’s defenses. He will provide the PCs with the items he has acquired and a recommended approach to the tower from the west through one of the graveyards, as these are avoided by the patrols of Baklunish cavalry.

Encounter 2:

While traversing the graveyard, the PCs encounter a gravecrawler. This creature made its home near the tower when it was abandoned by Gran March forces as the border shifted. There is no love lost between the grave crawler and the Bahun. The creature will parley politely with the PCs, so long as they make no effort to attack it or disturb the graves it considers its property. If PCs insist on conflict with the grave crawler, it will use its abilities to attempt to dissuade them but it will defend itself and its home if forced. If parleyed with, the grave crawler can direct the PCs to a postern entrance to the tower that it knows about. The grave crawler is also familiar with the shade guarding the gate, who is a fallen Gran March soldier.

Encounter 3:

Reaching the postern entrance, the PCs encounter the shade of a fallen Pride Sergeant left to defend the gate by Watcher Brogan. He continues his battle with the Bahun each time his rejuvenated spirit returns to the tower, but is usually destroyed within a few days. The Brogan will attempt to order the Pride Sergeant Ghost to allow the PCs to enter, but he will refuse and warn them that the Bahun has secured the tower against them. The PCs must then navigate a puzzle to open the secret entrance. Incorrectly completing the puzzle has no negative effect other than to delay the PCs. However, the Bahun has trapped the mechanism so that if the door is opened or forced it will trigger a trap he has placed on the entrance.

Encounter 4:

Having entered the tower proper, the PCs can begin their journey through the structure to discover the Bahun and his phylactery and see them both destroyed. In a large common room on the first floor that was previously used as a mess hall, the PCs encounter the first of the Bahun’s undead guardians. At APLs 10 and 12 the tower is under the effect of unhallow and forbiddance spells that have sufficient area to include the entire structure. As soon as this battle is joined, one of the quell will flee to alert the lich to the presence of intruders.

Encounter 5:

The PCs explore the lower levels of the tower without further incident, but discover a variety of evidence of the abuse and corruption of the place. Reaching the third story of the tower, the Brogan manifests once again and informs the PCs that they must part ways. Depending upon APL, the Brogan will request the PCs to undertake a different mission. Because a lich is a minimum CR13 creature, only APLs 10 and 12 will be allowed to confront the Bahun directly while the Brogan destroys his phylactery. APLs 2 through 8 will be asked to equip the Brogan to face the Bahun personally, while they are tasked with destroying the phylactery. This split gives PCs of all levels an equal chance to participate in the destruction of the lich.

Encounter 6:

While the Brogan goes to renew his battle with the Bahun, the PCs investigate a temple to Xan Ye on the third floor where the Bahun’s phylactery resides. The temple was once dedicated to Heironeous, but the Bahun reconsecrated it to the faith that he followed in life. The temple is filled with an odd combination of religious artifacts and unspeakable horrors, include globes holding the corpses of soldiers of Gran March from various eras. The lich’s phylactery is a crown of platinum that rests upon his undead brain housed in a jar behind some curtains. Once the PCs open the curtains the brain in a jar and other guardians will attack.

Encounter 7:

Leaving the Brogan to destroy the phylactery, higher APL PCs will ascend to the fourth and highest level of the tower that serves as the Bahun’s private sanctum and headquarters. Here they will face the Bahun himself, as well as several terrible minions.

Conclusion:

Once the Bahun and his phylactery are destroyed or the PCs have been vanquished, elements of the 4th Battle arrive in pursuit of the Baklunish cavalry they have routed. The Bakluns fall back to the tower only to find their master slain and his protections destroyed. The PCs are then reunited with the grateful Knight Captain from Gralston.  

Preparation for Play

Prior to beginning play, the GM will want to familiarize themselves with several rules items and information about the PCs as follows:

· Determine if any of the PCs have taken the Oath of the Brogan from GRM5-05 Family Fortunes and as a result are carrying a shard of the Shield. Also determine where this shard is carried, as locating it in an extra dimensional space is problematic for the sacred watcher to manifest.

· Determine if any of the PCs have taken the Call of the Brogan from GRM6-02 Family Values.
· Review the rules for energy drain and negative levels in the Dungeon Master’s Guide on page 293.
· Review the rules for ability score loss in the Dungeon Master’s Guide on page 289.
· Review the new rules content from the Libris Mortis in DM Aid X New Rules.
Introduction

Richfest has come again to Gran March and recruits and veteran soldiers alike are celebrating the season throughout the nation. The war in Geoff is won, the campaign in Ulek is going well and the people of Gran March are returning to their normal ways for the first time in decades. The politics of the rich and powerful have ever less effect on the lives of the citizenry in peace, and the first bountiful harvest is ripening in the fields. Even in peace time, however, evil lurks plotting and planning to wreak havoc and heroes must always be willing to take up the cause of righteousness.

Introduction A: A Call to ARms

Evening settles around you as you quickly journey to the warmth and safety of a Richfest celebration. A familiar chill fills the air and a ghostly figure fades into existence beside you. The shade of Watcher Helerain Brogan begins to speak, to the dismay of a nearby couple who quickly scurry away. 

“The time has come. Lodnin has escaped the Bahun’s clutches with the materials we require to slay the lich. I have also heard from Watcher Reginar Vlarrian that some of our brethren may be awakened as undead within the tower. Gather what force you can and journey to Gralston in the northwest. I have summoned all who would serve me in this cause to that place. Once joined, move due north across the river and seek out the tower. Do NOT attack until you have found Lodnin. You will need the items he bears to be victorious.” With that the Watcher again fades from view.

PCs are expected to take this advice and journey to Gralston. They are welcome to have any companions already with them accompany them on the mission. Every PC with a shard of the Brogan’s shield will experience this manifestation, even if simultaneous manifestations at the same location are required. All other PCs will enter the scenario through Introduction B.

Introduction A: RULES OF engagement

For ease of play GMs should have all PCs, including those receiving Watcher Brogan’s vision, participate in this encounter to bring them together in a single location. This will appear less contrived than a random meeting of the two groups on the road to the tower. 

Gralston is nestled in a fork of two tributaries of the Great River approximately thirty miles south of the Gran March border with Bissel.

The festivities of Richfest in Gralston are less exciting than you were led to believe. The tales you were told about an elemental made completely of a superlative local ale wandering the streets were blatant lies.  The ale, however, is plentiful, cheap and well made. Three days of the fest have taught you that the best place to find it and tavern folk who keep it flowing is known as the Wandering Elemental. While some would be suspicious of their methods for attracting customers, they are friendly people and their prices are reasonable.

As you watch the evening’s revelry with your companions, a man in the uniform of a Captain in Gran March’s army approaches your table. His grim expression belies the festive occasion as he begins to speak. “Good fest. I am Knight Captain Grerydd Conwell of the 4th Battle. Some of you have the look of experienced travelers or perhaps even adventurers. I was hoping I could impose upon you to investigate something for me.”

It is the fifth day of Richfest and Captain Conwell needs the PCs help in following up on a strange report that his men delivered to him the previous day. A routine patrol just south of the river was approached by an extremely bedraggled, but otherwise credible dwarf. Because it is Richfest, the Captain lacks the men to field an adequate recognizance in force. If the PCs seem interested in assisting him, Captain Conwell will convey the following:

· A skeleton crew of patrols is being mounted during Richfest. One of these was approached by a dwarf claiming to be Lodnin Anghan, a retired Pride Sergeant.

· The dwarf has several injuries that were still healing and appeared extremely haggard, ill equipped and dirty.

· The dwarf responded appropriately to questions about the military and Gran March put to him by the Sergeant in command of the patrol, so they found him credible.

· The dwarf told the Sergeant to inform his commanding officer that a formation of Baklunish cavalry was encamped north of the river between two abandoned watch towers along the old border.

· The soldiers were somewhat skeptical, as there have been no Baklunish invaders in Gran March in decades and even Bissel is free of any formal incursion.

· Despite their misgivings the patrol relayed their concerns yesterday when they returned to Gralston.

· Captain Conwell cannot mass sufficient troops to investigate further until after Richfest, without leaving Gralson largely undefended.

· If there is a contingent of Baklunish cavalry nearby he is not willing to leave the town exposed. 

· As a result, Captain Conwell has resolved to find volunteers and irregulars to pursue a scouting mission north of the river among the old watch towers.

· Captain Conwell is a Knight of the March, not a Knight of the Watch. His mother was the sister of one of Barony Malthinius’ electors.

If the PCs volunteer to assist, the Captain will provide them with a letter explaining their activity to any patrols they might encounter. He will suggest that they depart the next morning, gather what information they can north of the river and return to Gralston the following evening. Captain Conwell will assure the PCs that if they return with any validation of the dwarf’s warning that he will have the two prides of the 4th ready to ride at dawn on the first day of Reaping.

Encounter 1: A dwarf to the north

Although the sun was up for several hours, hardly a soul was stirring as you left Gralston; the loud nights before make for quiet mornings after during Richfest. It took less than a hour to reach the northern tributary of the Great River and find the nearest ford slightly east of Gralston. Most of the rest of the day was spent scouting the area north and eastward and exploring three abandoned border towers that once lined the border. As the sun begins to set, you find an easily defendable knoll over looking the river few miles to the southeast.

As the PCs begin their preparations to make camp, have them make Spot checks DC30. PCs making the check will notice Lodnin as he approaches the camp despite his efforts to hide. Modify the text that follows to be accurate given PCs making spot checks and whether or not they have made a fire.

The last rays of sunlight still bloody the western sky over the distant Dim Forest, as a shadow at the edge of your camp moves without warning. What moments ago appeared to be a stump on the hillside has now become an aged and dirty dwarf standing before you. “Are you here to aid the Brogan?” He rasps at you. As he awaits your answer, the dwarf sets the head of an adamantine warhammer on the ground and leans both arms wearily on the haft.

Note: If none of the PCs present has the Oath of the Brogan, then Lodnin will attempt to recruit them to slay the lich. He knows he alone is not up to the task and he will give the PCs his shard of the Brogan’s shield.

The dwarf is Lodnin Anghan, Watcher Helerain Brogan’s loyal aid and comrade. Lodnin is a 170-year old, 4’2”, 170-pound dwarf. He is aged, but energetic. He spent nearly a decade in mourning for his Captain and friend and was spurred into action just over a year ago by the discovery that his Captain had returned to Oerth. He considered his years of mourning his tribute to a great leader and the best friend of his life. Lodnin served with Watcher Brogan as one of his key NCOs from the time he was made a knight and promoted to Lieutenant. He considers Helerain to have been the most inspired combat commander he served under in a century of and a half of military service. 

Once PCs informed him that the Brogan was returned, Lodnin also journeyed into his Captain’s crypt to retrieve his hammer and take a piece of the shard of the Brogan’s shield. Once Lodnin had the shard, Helerain could appear to him as well and the two began to plot strategy for the Bahun’s destruction. The first element of their plan was to discover the lich’s lair. The two quickly deduced that the tower which served as the site of the Brogan and the Bahun’s epic battles was a logical and forgotten choice. Lodnin will share the following information with the PCs in support of their efforts to destroy the Bahun:

· Late last winter, he reconnoitered the tower and noted the presence of a force of Baklunish cavalry. 

· While the cavalry was suspicious, it did not prove the lich’s presence. To do this Lodnin waited until only a few Bakluns were present in the tower and snuck inside.

· The tower is actually a fifty foot tower with an attached curtain wall that encompasses several service buildings.

· Inside the tower Lodnin and the Brogan’s suspicions were confirmed. The place was crawling with undead which Lodnin was lucky enough to avoid at first.

· FOR APLS 10 and 12 Lodnin also tells them that simply entering the tower grounds caused his flesh to burst in weeping sores. Spellcraft check DC31 will indicate that this is one effect of a forbiddance spell.

· The Brogan manifested to explore the tower in his incorporeal form. Together he and Lodnin infiltrated the first four floors of the tower and stole items he found that are useful against a lich. These include the positoxins Lichbane and Liquid Mortality and a substance know as Ectoplasmic Ichor (See DM Aid: New Rules). He will give the PCs a total of two vials of each.

· If the PCs lack either the sword or armor of the Brogan, Lodnin will have this item and supply it to them for later use.

· When the Brogan attempted to enter the top floor of the tower an alarm sounded and Lodnin ran to the ground floor killing two ghasts on his way before hiding.

· He hid in a secret passage in the tower wall that provided access to a postern exit, but discovered that the exit had some kind of puzzle key he could not decipher.

· Later that day, the Bakluns returned in force and Lodnin was trapped inside the tower walls.

· Several weeks passed and eventually the Baklunish presence decreased, but it was never sufficiently small that he was comfortable making a break for escape. In the end he fell back on dwarven skills and over a period of months tunnel beneath the tower and emerged in the graveyard to the west.

· Lodnin is suspicious of the graveyard because it is the obvious place for some of the Bahun’s undead minions to reside, but none were there. 

· He did not remain to investigate, but ran for the river as fast as he could. When he reached the river, the Brogan sent out a call to all his allies and Lodnin waited for them to come.

· When he chanced to see a patrol from the 4th Battle Lodnin made himself known and warned them of the Baklunish cavalry lest they be taken by surprise. He did not mention the Bahun, as that is the Brogan and his allies task.

· Lodnin will recommend that the PCs enter the tower using his tunnel from the graveyard since it seemed abandoned. He had noted the Baklunish seemed to avoid it consistently while he observed them during his hiding. He estimates that the tunnel entrance is near the center of the graves.

· It is a full half day’s journey to the tower from where the PCs are camped. Lodnin will suggest that the PCs enter the graveyard just before dawn, which should put them in the tower during the daytime rather than a night.

· He will guide them to the tower and then await the PCs at the river should they prove successful or need to retreat.

· If the PCs think to ask, Lodnin will reluctantly lend them his +1 adamantine warhammer. 

Lodnin Anghan: Male Dwarf Rgr12.

Encounter 2: grave allies

Entering a graveyard by dark might lead some to question their wisdom, but doing so in order to sneak into a lich’s tower is merely consistent. As you move carefully through the darkness, it is clear that something resides among the resting places of fallen Gran March soliders. The graves are all neat and well tended, but none signs of digging or Lodnin’s escape tunnel. 

As you near the center of the graveyard, you encounter a strange sight. A perfect statue of a Baklunish light cavalry soldier and his horse. As you look on, a halfling sized white worm pops from the earth. The creature has a human looking face and razor sharp pointed teeth. It regards you carefully from a distance of about forty feet. “Come no closer.” It says in common. “I do not wish to hurt you before I know your purpose.”

A Knowledge (religion) check DC26 will reveal that creature in question is a gravecrawler that took up residence near the tower a few years after it was abandoned. It views the grave yard as its home and personal property and the now calcified corpses therein as its prized possessions. Gravecrawlers, though undead, are Neutral and do not actually have any negative affect (other than calcification of corpses) on the sites they inhabit. This creature in particular is not associated with the Bahun and his minions and in fact they are enemies. If the PCs parley with the gravecrawler, they can learn the information below. If they wish to attack the creature, it will attempt to flee and use its aura to hurt them from safely beneath the earth. This encounter is not intended as a combat and not factored into the experience or treasure rewards.

· If as his name the gravecrawler with respond with “end.”

· Just over a year ago a sudden infestation of humans and undead occurred in the tower next to the graveyard.

· The gravecrawler turned several of the humans to stone when they came to steal his possessions for their master.

· The lich then sent undead from the tower to steal corpses and the gravecrawler was unable to affect them.

· The gravecrawler will note that the undead seemed to take only a few of the the many corpses they dug up. He found this highly irritating and personally offensive.

· If the PCs ask, the gravecrawler will show them the graves that the bodies were taken from. A Knowledge (religion) check DC15 will determine that the bodies which were taken were all Knights of the Watch, their squires or men-at-arms.

· In retribution for the thefts, the gravecrawler began to range from the graveyard attacking the Baklunish by night.

· After he killed several Bakluns the lich himself came to the graveyard to request a truce. The gravecrawler agreed, but knew that it was an empty gesture because he had finished calcifying all the remaining corpses rendering them useless to the lich.

· The gravecrawler is still bitter about his lost corpses and as a result will provide the PCs with information if they reveal they are there to destroy the lich.

· The gravecrawler collapsed the dwarf’s tunnel shortly after Lodnin escaped. He thought it was some new incursion by the lich’s forces.

· The gravecrawler knows that there is a secret entrance to the tower on the farside where the curtain wall meets the tower wall. It is guarded by the ghost of a Gran March soldier who sometimes wanders the graveyard in search of his fallen comrades. The gravecrawler and the ghost spoke on one of these visits.

At this point the PCs should resolve to sneak to the other side of the tower and enter through the postern entrance. If they propose a frontal assault, let them know that the predawn twilight reveals several forms walking the tower’s curtain wall and the sounds of men being roused from their sleep, and horses being prepared are clear even from this distance.

Assuming the PCs are appropriately careful, they will be able to move around the tower and reach the location of the postern secret entrance and proceed to Encounter Three. 

ALL APLs (EL 16)

Gravecrawler (1): hp 162; see Appendix 7.
Encounter 3: the Postern puzzle

The first rays of dawn are beginning to break through the eastern sky as you reach the relative concealment of the tower and its eastern joint with the curtain wall. A few feet of the ground, a grid of nine rows of nine squares is carved in the stone. Several of the boxes made by the grid contain runes and small carved runes that could fill the remaining empty boxes lie scattered on the ground.

The PCs should be given Player Handout Two at this time. PCs investigating the runes will note that there are nine occurrences of each rune. The runes currenly in the grid are fixed and cannot be moved. Once the runes on the ground are placed into the grid in the appropriate spaces, the secret door will open. The only way open the secret entrance is to solve the puzzle or destroy the stone of the secret door.

The puzzle is a runic version of a sudoku logic puzzle in which each row, column and shaded region must contain each symbol once and only once. Typically these puzzles are done with numbers, but any combination of symbols will do. Most people can solve a puzzle like this one in less than ten minutes. 

Additionally, PCs making a Knowledge (arcana) check DC15 or a Decipher Script check DC25 will reveal the meaning each of the runes. PCs making a successful check should be given Player Handout Three. The meaning of individual runes is not relevant, but the overall message of danger should be clear. PCs searching the area will be able to determine that the grid with the runes sits over a secret entrance to the tower with a Search check DC20. 

If the puzzle is completed incorrectly, the runes merely turn insubstantial and fall to the ground before recoalescing allowing the PCs to try again.

As you begin to decode the grid and runes barring your way into the tower, an unfamiliar apparition coalesces before you. The shade wears the uniform of a Pride Sergeant in Gran March’s army. As it floats before you the runes and grid fade into insubstantiality as it begins to speak a warning. “You do not wish to enter this place. It is a den of despair and evil. Ruin falls upon all who tread these stones.”

Before you can react, Watcher Helerain Brogan appears the air between you and the ghost. “Stand down Pride Sergeant. Open the passage and allow us entry to the tower.” The ghost hesitates and then a hollow laugh escapes it. “Captain Brogan… only you would be so vain as to believe you could command the dead. I swore an oath in your service to hold this passage against all enemies of the March. See the life your failure bought me. I am no longer yours to command.” The ghost turns away from the Brogan and looks meaning toward you. 

The Pride Sergeant will ignore the Brogan from this point forward. At this point it is up to the PCs to interact with the Pride Sergeant and convince him to permit them access to the puzzle. This will not be difficult if they reveal their actual mission. Once they have done so read the following:

“I will not bar the way against enemies of the Bahun.” With that the apparition floats higher to once again permit your access to the grid and runes that have once more become substantial.

IMPORTANT NOTE: This is not a combat encounter. The ghost will not attack the PCs under ANY circumstances and all his special abilities INCLUDING horrific appearance should be considered inert.

If a PC wishes to converse with the ghost, he can be coaxed into telling his sad tale.

· In life the ghost was Pride Sergeant Llyke Gwein of Tarlington, an NCO in Watcher Brogan’s command.

· Several days before the Brogan fell to the Bahun, he ordered Gwein to hold the postern passage against possible incursion. Gwein swore to do this upon his immortal soul, but was killed in the effort. His commitment to his mission was such that his spirit is tied to the postern passage and the tower beyond death.

· Gwein haunted the tower without event for nearly ten years before the Bahun returned to claim it.

· Once the Bahun arrived, Gwein attacked him immediately but was destroyed. He reformed a few days later and attacked again.

· Gwein has repeated this process dozens of times in the year the Bahun has occupied the tower, but in recent months he has taken a few days between attacks to plan his strategy.

· Gwein has noticed that he is unable to change planes while inside the tower. If he is manifest, he cannot leave and if he is on the ethereal he cannot manifest, unless he leaves the structure.

· Gwein does not know what it will take to free his shade from the tower, but he suspects the first step must be to cleanse the tower.

Stone secret entrance: One foot thick, hardness 8; 180 hp; DC 35 Break.

If the secret entrance is destroyed, or opened in any way, the following trap is triggered. It can be found and disabled normally, but is not tied directly to the postern secret entrance. They are independent devices.

APL 2 (EL2)

Extended Bane Trap: CR 2; magic device; proximity trigger (detect good); automatic reset; spell effect (extended bane, 3rd-level cleric, DC 13 Will save negates); Search DC 27; Disable Device DC 27.
APL 4 (EL4)

Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28.
APL 6 (EL4)

Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28.
APL 8 (EL6)

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

APL 10 (EL8)

Finger of Death Trap: CR 8; magic device; touch trigger (alarm); automatic reset; spell effect (finger of death, 13th-level cleric, DC 20 Fortitude save for 10d6 damage); Search DC 32; Disable Device DC 32.

APL 12 (EL10)

Energy Drain Trap: CR 10; magic device; visual trigger (true seeing); automatic reset; Atk +8 ranged touch; spell effect (energy drain, 17th-level wizard, 2d4 negative levels for 24 hours, DC 23 Fortitude save negates); Search DC 34; Disable Device DC 34.

Llyke Gwein: Male Ghost Ftr7.
Encounter 4: into the tower
Tower Ground Floor

Secret Passage:

Finally the postern entrance with its secret door, runic puzzle and ghostly guardian, you find yourselves within the five foot thick stone walls of the tower proper. The passage moves clockwise within the wall and then stops a door that is obvious from this side, but that Lodnin told you was conceal on the interior.

The door is not locked or trapped, but crossing through it will expose PCs on APLs 10 and 12 to the effects of a forbiddance spell. It is also important to note for higher APLs that the forbiddance has the additional effect of barring all extra dimensional travel.

APL 10 

Forbiddance: Set to Neutral Evil. Will save DC22 for half damage. Neutral and Neutral Good PCs take 6d6 points of damage. Chaotic Neural, Chaotic Good, Lawful Neutral, and Lawful Good PCs take 12d6 points of damage. Can only be dispelled by a successful caster level check made by a caster of at least 11th level.

APL 12 

Forbiddance: Set to Neutral Evil. Will save DC22 for half damage. Neutral and Neutral Good PCs take 6d6 points of damage. Chaotic Neural, Chaotic Good, Lawful Neutral, and Lawful Good PCs take 12d6 points of damage. Can only be dispelled by a successful caster level check made by a caster of at least 13th level.

Room One:

Entering the tower proper you find yourself in a wedge shaped room with a fifteen foot long wall with a door in its center and a ten foot long wall with an arrow slot. The room is barren.

This room was a ready room and guard station for the tower with an arrow slot that overlooks the ten by fifteen foot hallway from the entrance to the tower. This was intended to serve as a trap for invaders forcing entry into the structure.

Room Two:

Exiting the wedge shaped room you first enter the tower through, you find yourself in a large room that takes up most of the ground floor of the tower. This room looks to have been a mess hall and meeting room when the tower was in service. As you enter you see three fifteen foot long tables still dominate the room with a single circular table a few feet from you. There is a door on the north wall across from you and two other doors on the south wall from which you emerged, including a ten foot wide double door centered in the wall. A weapons rack with six fine looking swords stands at the far end of the hall to your left.

The entire room is filled with a stench of decay and rotting flesh. The source is momentarily in question until you note several hulking forms moving toward you through the darkness. It seems that the first of the Bahun’s minions are upon you.

NOTE: PCs with the Oath of the Brogan receive a +1 to sacred bonus to all attack, damage and saving throws against these opponents. PCs with the Call of the Brogan receive a +2 sacred bonus to all attack, damage, and saving throws against these opponents.

APL 2 (EL 6)

Human Commoner Zombies (6): hp 16; see Monster Manual, page 266.

Quell (1): hp 32; see Appendix 1.

Tactics: The first round the zombies will move to engage and the quell with use its intercession supernatural ability.


Treasure: None.


Developments: After the first round attempt at intercession, the quell will flee incorporeally to warn the Bahun of the presence of invaders.

APL 4 (EL 7)

Ghasts (3): hp 29; see Monster Manual, page 119.

Quell (1): hp 32; see Appendix 2.

Tactics: The first round the ghasts will move to engage and the quell with use its intercession supernatural ability.


Treasure: Six masterwork longswords.


Developments: After the first round attempt at intercession, the quell will flee incorporeally to warn the Bahun of the presence of invaders.

APL 6 (EL 10)

Plague Blight (3): hp 45; see Appendix 3.

Advanced (9HD) Quell (1): hp 59; see Appendix 3.
Quell (2): hp 32; see Appendix 3.

Tactics: The first round the plague blights will move to engage and the advanced quell with use its intercession supernatural ability, supported by the other two quell using their coupled intercession supernatural ability.


Treasure: Four masterwork longswords and two +1 longswords.


Developments: After the first round attempt at intercession, one of the standard quell will flee incorporeally to warn the Bahun of the presence of invaders. All other creatures will remain and attempt to destroy the PCs.

APL 8 (EL 12)

Advanced (10HD) Plague Blight (4): hp 71; see Appendix 3.

Advanced (9HD) Quell (1): hp 59; see Appendix 3.
Quell (3): hp 32; see Appendix 3.

Tactics: The first round the plague blights will move to engage and the advanced quell with use its intercession supernatural ability, supported by the other two quell using their coupled intercession supernatural ability.


Treasure: five masterwork longswords and one +1 keen longsword.


Developments: After the first round attempt at intercession, one of the standard quell will flee incorporeally to warn the Bahun of the presence of invaders. All other creatures will remain and attempt to destroy the PCs.

IMPORTANT NOTE: At APLs 10 and 12 the tower is under the effect of an unhallow spell with a freedom of movement spell tied to it that affects all of the Bahun’s allies.

APL 10 (EL 14)

Blasphemes (2): hp 207; see Appendix 3.

Advanced (9HD) Quell (2): hp 59; see Appendix 3.
Quell (2): hp 32; see Appendix 3.

Tactics: The first round the blasphemes will move to engage and an advanced quell with use its intercession supernatural ability, supported by the other two quell using their coupled intercession supernatural ability.


Treasure: None.


Developments: After the first round attempt at intercession, one of the standard quell will flee incorporeally to warn the Bahun of the presence of invaders. If the Bahun is notified of the presence of the PCs at this APL he will immediately cast brainspider and monitor the PCs activities and plans for the next thirteen minutes. All other creatures will remain and attempt to destroy the PCs.

APL 12 (EL 16)

Advanced (34HD) Blasphemes (3): hp 267; see Appendix 3.

Advanced (9HD) Quell (5): hp 59; see Appendix 3.

Tactics: The first round the blasphemes will move to engage and the advanced quell will split into two groups to use their intercession supernatural ability combined with their coupled intercession supernatural ability.


Treasure: None.


Developments: After the first round attempt at intercession, one of the quell will flee incorporeally to warn the Bahun of the presence of invaders. All other creatures will remain and attempt to destroy the PCs.

If the PCs are badly damaged by this combat and need to withdraw for one or more days, they should be allowed to retreat to Lodnin’s position on the river. The Bahun has grown overconfident and will assume that the intruders have learned their lesson. Please adjust the box text regarding the timeline as appropriate to reflect the later victory of the PCs and arrival of elements of the 4th Battle.

Room Three:

This ten foot wide fifteen foot long hall way serves as the main entrance to the tower. A set of strong stone double door stand at either end of the hallway. On either side of the hall arrow slots cover the entrance from nearby ready rooms.

There is nothing further of interest in this room.

Room Four:

This wedge shaped room with a fifteen foot long wall with a door in its center and a ten foot long wall with an arrow slot. The room is barren, but identical to the one the postern passage led you into.

There is nothing further of interest in this room.

Room Five:

Entering the north most room of the tower, you see a few empty casks and pieces of broken furniture. Other than these odds and ends, a staircase leading up is the only feature.

There is nothing further of interest in this room.

Encounter 5: climbing the tower

Tower first floor

Room One:

This twenty-five by twenty-five wedge of the tower contains stairs to the next floor, two doors into the rest of the first floor, and the remains of what was clearly a guard post.

There is nothing further of interest in this room.

Room Two:

This twenty-five by twenty-five wedge of the tower must have served as a storage room. Rows of racking and shelving are still present, but most are completely empty and lie flipped on their sides. A stark exception to this is a pyramid of new looking crates and boxes that stand stacked against the interior wall.

The boxes are containers for the personal property of the Bahun that he had brought here. The items brought in the empty ones are in Room Three (below) and Room Three on the third floor. The boxes that remain here contain the following: numerous holy books of the Baklunish pantheon, a series of treatises on balance and the worship of Xan Yae, numerous broken weapons and pieces of armor many marked with heraldry from the Sheldomar Valley. A Knowledge (nobility and royalty) check DC 20 will indicate that all of these family’s have typically had members in the Knights of the Watch.

A final locked (Open Locks DC 25) sandalwood box contains a series of diaries chronicling the Bahun’s discovery of his calling and life mission to destroy the Knights of the Watch. It also provides an account of the final conflict between the Bahun and the Brogan from the Bahun’s perspective. The story is essentially the same, but in it the Bahun sees himself as a liberator throwing off the unjust and discriminatory yoke of the Knights of the Watch who dominate the peoples of the Sheldomar Valley. The later tomes in the series detail the Bahun’s realization that he must be willing to compromise his morality and become a lich in order to achieve the greater good and goal of destroying the Knights. Some parts of these entries appear to descend into madness.

There is nothing further of interest in this room.

Room Three:

This room takes up half of the first floor of the tower. Marks on the walls and floor indicate that it originally served as a training hall for the men station here. Today, however, it has become some sort of trophy room.

Shields emblazoned with the argent owl of the Knights of the Watch hang on the walls. Decapitated heads or severed limbs hang as grisly trophies below several of these. Tables of broken weapons line the walls and full dozen stands with sets of plate armor take up the center of the room. Each of these suits shows a rent or piercing that whose blow would have dealt a fatal wound.

Crawling wretchedly between theses artifacts are three pathetic creatures. Although they wear the form of ghouls, they completely lack the spirit and cunning normally seen in these creatures. Upon your entry the suffle toward you with dirty rags in their hands.

These are three of the corpses the Bahun retrieved from the tower’s graveyard against the gravecrawler’s wishes. While most fallen Knights and squires are returned to their homes for proper burial, these men-at-arms were laid to rest near the tower where they fell. The Bahun has transformed them into ghouls and has taken control of them. He has set them to the menial task of caring for his collection of trophies from the Watchers that he and his minions have destroyed over the last three decades.

The ghouls are pathetic and will not attack the PCs, but will relate who they are and ask to be freed from undeath. They can provide information into the kinds of creatures higher in the tower if asked, but cannot reveal the nature of the Bahun or the Brain in a Jar.

Ghouls (3), hp 13, 13, 13 see Monster Manual, (Iolen Hadfenan, Narnan Telerwan, Ochmyr Sydnid)

Tower second floor

Room One:

This twenty-five by twenty-five wedge of the tower contains stairs to the next floor, two doors into the rest of the floor, and the remains of what was clearly a guard post. This room is almost identical to the one below it.

There is nothing further of interest in this room.

Room Two:

This twenty-five by twenty-five wedge of the tower was clearly a barracks within the tower. The frames of eight double bunks remain here, dusty and awaiting the return of Gran March troops.

There is nothing further of interest in this room.

Room Three:

This is another barracks identical to the other two on this floor.

There is nothing further of interest in this room.

Room Four:

This is another barracks identical to the other two on this floor.

There is nothing further of interest in this room.

Tower third floor

Room One:

This twenty-five by twenty-five wedge of the tower contains stairs to the next floor, two doors into the rest of the first floor, and the remains of what was clearly a guard post. The stairs to the level above are capped by a strong looking steel trapdoor. As you reach the landing of the third floor of the tower, Watcher Brogan manifests once more.

At this point, this adventure splits based on APL. Lower APLs (2-8) will proceed to room three on the third floor to defeat the Bahun’s brain and destroy his phylactery, while higher APLs (10 and 12)

The following text is appropriate for APLs 2-8. 

“Friends, you have sworn an oath to aid me in the defeat of the Baklunish lich Feyza Bahun. You have proven formidable, but I would not have you throw your lives away. I have measured your valor and your courage is without question. The lich is mine to face and destroy with your aid.

To slay a lich forever, one must destroy both its corporeal form and the phylactery in which its soul resides. The phylactery is somewhere in the defiled temple of Heironeous beyond that door,” the Brogan says point to the door to the west. “With your aid, I will confront the lich above while you destroy his phylactery. We must strike simultaneously to prevent the guardians of his phylactery from fleeing if the lich is slain.”

At this point, the Brogan will ask that PCs bearing either his sword, armor or lance return them to him for his final conflict with the Bahun. He will ask the PCs to coat any such items in the Ectoplasmic Ichor given to them by Lodnin so he can use them most effectively. In addition he will ask that his weapons be coated with Lich Bane and Liquid Mortality. He will then wait for the PCs to enter the temple before proceeding to battle his foe.

The following text is appropriate for APLs 10-12. 

“Friends, you have sworn an oath to aid me in the defeat of the Baklunish lich Feyza Bahun. You have proven formidable, but I fear the battle ahead of your is more dangerous than any you have ever known. I too have a battle ahead of me that must be fought.

To slay a lich forever, one must destroy both its corporeal form and the phylactery in which its soul resides. The phylactery is somewhere in the defiled temple of Heironeous beyond that door,” the Brogan says point to the door to the west. “With your aid, I will destroy his phylactery while you confront the lich above. We must strike simultaneously to prevent the guardians of his phylactery from fleeing if the lich is slain.”

At this point, the Brogan will ask that PCs bearing either his sword, armor or lance return them to him for his final conflict with the Bahun. He will ask the PCs to coat any such items in the Ectoplasmic Ichor given to them by Lodnin so he can use them most effectively. In addition he will ask that his weapons be coated with Lich Bane and Liquid Mortality. He will then wait for the PCs to proceed above before entering the temple to battle his foe’s brain.

Encounter 6: sample in a jar

Room Two:

Entering the room the Brogan told you had been a temple of Heironeous, you discover that now, it is nothing of the sort. In the center of the west wall is an altar with a silver falchion lying across it. An intricately carve gong three feet across hangs from its stand to one side of the altar. Ten foot yellow silk curtains emblazoned with black lotus blossoms hang in both corners of the room and across from the gong. There are obvious large shapes behind all three sets of curtains. Shelves of books and vials of strange liquids line the other walls filling most of the room.

The temple has been rededicated to Xan Yae by the Bahun. Although he no longer follows the ideal of balance and some of the other tenets of her faith, the Bahun still reveres XanYae and pays her respects. Because of this he continues to be granted spells despite his undead nature. A Knowledge (religion) DC17 check will determine that the fixtures are typical of a temple of Xan Yae, the Baklunish goddess of twilight, shadows, stealth, and mental powers.

Behind the two sets of curtains in the corners are a total of four husk globes (See DM Aid: New Rules). These globes contain the bodies of fallen Knights of the Watch. One is very fresh, another from the time of the battles at the tower and the other two are obviously much older specimens.

The third set of curtains hides the jar in which the Bahun’s brain and phylactery reside. Opening of these curtains or disturbing the corporeal undead hiding behind the altar will cause all of the Bahun’s minions here to attack.

NOTE: PCs with the Oath of the Brogan receive a +1 to sacred bonus to all attack, damage and saving throws against these opponents. PCs with the Call of the Brogan receive a +2 sacred bonus to all attack, damage, and saving throws against these opponents.

APL 2 (EL 4)

Brain in a Jar (1): hp 19; see Appendix 1.

Tactics: The brain will attempt to use its psionics to control the most powerful fighter in the party.


Treasure: Phylactery.


Developments: Once it has used its dominate person ability, the brain will use its suggestion to thin out the enemy before using its mind thrust to attack.

APL 4 (EL 7)

Brain in a Jar (1): hp 19; see Appendix 2.
Mummies (2): hp 55; see Monster Manual, page 190.


Tactics: The mummies will attack in melee. The brain will attempt to use its psionics to control the most powerful fighter in the party.


Treasure: Phylactery.


Developments: Once it has used its dominate person ability, the brain will use its suggestion to thin out the enemy before using its mind thrust to attack.

APL 6 (EL 10)

Advanced (7HD) Brain in a Jar (1): hp 45; see Appendix 3.
Bleakborn (1): hp 52; see Appendix 3.
Crypt Chanter (1): hp 45; see Appendix 3.
Mummy (1): hp 55; see Monster Manual, page 190.


Tactics: The mummy and bleakborne will attack in melee. The brain will attempt to use its psionics to control the most powerful fighter in the party. The crypt chanter will sing and avoid combat.


Treasure: Phylactery.


Developments: Once it has used its dominate person ability, the brain will use its suggestion to thin out the enemy before using its mind thrust to attack.

APL 8 (EL 12)

Advanced (7HD) Brain in a Jar (1): hp 45; see Appendix 1.
Bleakborn (3): hp 52; see Appendix 4.
Crypt Chanter (1): hp 45; see Appendix 4.
Mummy (1): hp 55; see Monster Manual, page 190.


Tactics: The mummy and bleakborne will attack in melee. Note that at this APL the bleakborn will provide collateral damage to each other. The brain will attempt to use its psionics to control the most powerful fighter in the party. The crypt chanter will sing and avoid combat.


Treasure: Phylactery.


Developments: Once it has used its dominate person ability, the brain will use its suggestion to thin out the enemy before using its mind thrust to attack.

Room Three:

This room was clearly the quarters of the commander of the tower. It is still somewhat well appointed compared to the state you have found the rest of the tower in. There is a fine bed against the south wall, a bath the east and a bearskin rug on the stones between the two. The door you entered through as well as a bookshelf and armoire are on the north wall.

PCs searching the bookshelf can find Nycoptic Manuscripts (See DM Aid New Rules) hidden there with a Search check DC 20. The Bahun has been using this room for his study. His most recent diary is present chronicling several battles with the ghost of a Gran March soldier, his conflict with the gravecrawler and his plan to sent Baklunish spies to the major cities of Gran March. There is also some mention of a plan to establish in roads into Arweth and kill Hugo of Geoff, the Grandiose Imperial Wyvern.

Encounter 7: The Bahun

Before the PCs can enter the final level of the tower, they must open the trap door that the Bahun has set at the top of the stairs from the third level. This is not intended to stop the PCs, but merely give the Bahun plenty of notice of their arrival.

Iron trap door: six inches thick, hardness 10; 180 hp; DC 32 Break.

Once the PCs create an entrance to the Bahun’s lair, the final battle can occur. Precisely how prepared the Bahun and his allies are will depend upon whether or not the quell or some other activities of the PCs have made the lich aware of their presence.

Ascending the final staircase, you find that the final floor of the tower is a single twenty five foot radius room. A fine red carpet leads up the center of the room to a throne at the far end upon which sits a skeletal figure in gleaming ebony full plate. From the center of the room three slender, wiry corpses also move toward you. The final battle with the Bahun is joined and he is not without allies.

 NOTE: PCs with the Oath of the Brogan receive a +1 to sacred bonus to all attack, damage and saving throws against these opponents. PCs with the Call of the Brogan receive a +2 sacred bonus to all attack, damage, and saving throws against these opponents.

APL 10 (EL 14)

The Bahun, Male Lich Clr11: hp 71; see Appendix 5.

Slaughter Wights (3): hp 135; see Appendix 5.

Tactics: The slaughter wights will engage in melee combat while the Bahun uses his spells to destroy the PCs.


Developments: The state of affairs when the PCs engage the Bahun and his minions will depend heavily on two things. Whether or not the Bahun realizes that the PCs are present and how long it takes them to navigate the tower and engage the Bahun.

If the Bahun becomes aware of the PCs presence in the tower either by a quell messenger or the PCs banging on the trapdoor, he will cast the following spells on himself and his allies in preparation for the PCs arrival: 

· magic vestment (on shield) 11 hours – included in stat block.

· magic vestment (on armor) 11 hours – included in stat block.

· extended anti-life shell (on lich) 220 minutes.
· extended stone bones (on allies) 220 minutes – +3 enhancement bonus to natural armor.
· protection from energy (acid) (on lich) 110 minutes – absorbs 120 points of acid damage.

· resist energy (fire) x4 (on lich and allies) 110 minutes – energy resistance (fire) 30.

· extended life ward (on lich) 22 minutes – immunity to positive energy.

· mass shield of faith (on lich and allies) 11 minutes – +4 deflection bonus to AC included in lich’s statblock, but not allies.

The lich will use a quell to track the PCs if necessary to make sure he gets the timing right for the shorter duration spells. If the PCs delay to the point where the lich’s lifeward is in danger of expiring, he will wait until the PCs arrive to cast the second one. Assuming the above spells are in place the Bahun will take the following actions below round by round. If for some reason, the PCs are able to engage the Bahun without preparation, the GM should alternate between the protective spells above and the actions below.

Round 1: move from the throne to the southeast corner of the tower, cast Divine Metamagic (Fell Spell) version of flame strike targeted to affect as many PCs as possible.

Round 2: cast Divine Metamagic (Fell Spell) version of mass inflict light wounds cast to include as many PCs and allies as possible.

Round 3: cast confusion to include as many PCs as possible.

Round 4: cast Divine Metamagic (Fell Spell) version of mass inflict light wounds cast to include as many PCs and allies as possible.

Round 5: cast mislead and move to attack PCs in melee if necessary.

Round 6: attack PCs while greater invisible due to the mislead.

APL 12 (EL 16)

The Bahun, Male Lich Clr13: hp 84; see Appendix 6.

Advanced (22HD) Slaughter Wights (3): hp 165; see Appendix 6.

Tactics: The slaughter wights will engage in melee combat while the Bahun uses his spells to destroy the PCs.


Developments: The state of affairs when the PCs engage the Bahun and his minions will depend heavily on two things. Whether or not the Bahun realizes that the PCs are present and how long it takes them to navigate the tower and engage the Bahun. At this APL the Bahun may have exceptionally good information about the PCs abilities, whereabouts, and timeline through the use of the brainspider spell.

If the Bahun becomes aware of the PCs presence in the tower either by a quell messenger or the PCs banging on the trapdoor, he will cast the following spells on himself and his allies in preparation for the PCs arrival: 

· extended magic vestment (on shield) 26 hours (at this APL this will be precast regardless) – included in stat block.

· extended magic vestment (on armor) 26 hours (at this APL this will be precast regardless) – included in stat block.

· extended anti-life shell (on lich) 260 minutes.
· extended stone bones (on allies) 260 minutes – +3 enhancement bonus to natural armor.
· protection from energy (acid) (on lich) 130 minutes – absorbs 120 points of acid damage.

· resist energy (fire) x4 (on lich and allies) 130 minutes – energy resistance (fire) 30.

· extended life ward (on lich) 26 minutes – immunity to positive energy.

· extended mass shield of faith (on lich and allies) 26 minutes – +4 deflection bonus to AC included in lich’s statblock, but not allies.

The lich will use a quell to track the PCs if necessary to make sure he gets the timing right for the shorter duration spells. If the PCs delay to the point where the lich’s lifeward is in danger of expiring, he will wait until the PCs arrive to cast the second one. Assuming the above spells are in place the Bahun will take the following actions below round by round. If for some reason, the PCs are able to engage the Bahun without preparation, the GM should alternate between the protective spells above and the actions below.

Round 1: move from the throne to the southeast corner of the tower, cast Divine Metamagic (Fell Spell) version of flame strike targeted to affect as many PCs as possible.

Round 2: cast Divine Metamagic (Fell Spell) version of mass inflict serious wounds cast to include as many PCs and allies as possible.

Round 3: cast Divine Metamagic (Fell Spell) version of mass inflict serious wounds cast to include as many PCs and allies as possible.

Round 4: cast Divine Metamagic (Fell Spell) version of flame strike cast to include as many PCs as possible.

Rounds 5-10: cast mass inflict light wounds, and unholy blight. Then pearl of power back unholy blight and a flamestrike. Then recast those spells. Use scroll of harm to heal himself or if many of the slaughter wights are dying, cast mislead and get close enough to “harm” one of them without breaking the anti-life barrier.

Rounds 11-15: use greater command and confusion to drive some of the PCs from the tower and then engage in melee combat.

Conclusion

As the Bahun’s corporeal form crumples defeated and the platinum crown that served as his phylactery is sundered, a silence settles over the tower.  The form of Watcher Brogan appears before you and waves as it fades forever from view. [if appropriate add the following] His sword and armor falling to the stones before you. 

Your momentary revelry is interrupted by the blaring of horns sounding a Gran March cavalry charge in the distance. It occurs to you that today is the first of Reaping and Captain Conwell has made good on his promise to come north. No doubt he and his Pride will have questions for you when they reach the tower.

The End

Experience Point Summary

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

Encounter 3

Solve the puzzle and/or disarm the trap.


APL 2: 90 xp.


APL 4: 120 xp.


APL 6: 120 xp.


APL 8: 180 xp.


APL 10: 240 xp.


APL 12: 300 xp.

Encounter 4

Defeat the Bahun’s undead minions.


APL 2: 180 xp.


APL 4: 210 xp.


APL 6: 300 xp.


APL 8: 360 xp.


APL 10: 420 xp.


APL 12: 480 xp.

Encounter 6

Destroy the Bahun’s brain and phylactery.


APL 2: 120 xp.


APL 4: 210  xp.


APL 6: 300 xp.


APL 8: 360 xp.

Encounter 7

Destroy the Bahun’s guardians and body.


APL 10: 420 xp.


APL 12: 480 xp.

Story Award

The PCs negotiate with the Grave Crawler in Encounter 2 and work with the Brogan to successfully destroy both the Bahun’s corporeal form and phylactery fulfilling their Oath of the Brogan.


APL 2: 45 xp.


APL 4: 70 xp.


APL 6: 90 xp.


APL 8: 115 xp.


APL 10: 135 xp.


APL 12: 160 xp.

Discretionary Roleplaying Award


APL 2: 45 xp.


APL 4: 65 xp.


APL 6: 90 xp.


APL 8: 110 xp.


APL 10: 135 xp.


APL 12: 155 xp.

Total possible experience


APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 xp.


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1,575 xp.

Treasure Summary

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


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


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


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


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


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

Encounter 4:

APL 2: L: 0 C:0 M: 0.

APL 4: L: 6 masterwork longswords (26 gp each) C:0 M: 0.

APL 6: L: 4 masterwork longswords (26 gp each) C:0 M: 2 +1 longswords (193 gp each).

APL 8: L: 5 masterwork longswords (26 gp each) C:0 M: +1 keen longswords (693 gp each).

APL 10: L: 0 C:0 M: 0.

APL 12: L: 0 C:0 M: 0.

Encounter 6:

APL 2: L:phylactery (10,000 gp each) C:0 M: 0.

APL 4: L:phylactery (10,000 gp each) C:0 M: 0.

APL 6: L: phylactery (10,000 gp each) C:0 M: 0.

APL 8: L: phylactery (10,000 gp each) C:0 M: 0.

Encounter 7:

APL 10: L: phylactery (10,000 gp each), masterwork mithral full plate (875 gp each), masterwork mithral shield (85 gp each) C:0 M: cloak of turn resistance (917 gp each), rod of extension, normal (917 gp each), brooch of shielding (125 gp each), periapt of wisdom +4 (1,333 gp each), ring of counterspells (333 gp each), wand of inflict moderate wounds (375 gp each), ioun stone, clear spindle (333 gp each), horn of fog (167 gp each), rope of climbing (250 gp each).

APL 12: L: phylactery (10,000 gp each), masterwork mithral full plate (875 gp each), masterwork mithral shield (85 gp each) C:0 M: cloak of turn resistance (917 gp each), rod of extension, lesser (250 gp each), rod of extension, normal (917 gp each), brooch of shielding (125 gp each), periapt of wisdom +4 (1,333 gp each), ring of counterspells (333 gp each), wand of inflict moderate wounds (375 gp each), ioun stone, clear spindle (333 gp each), horn of fog (167 gp each), rope of climbing (250 gp each), gloves of dexterity +2 (333 gp each), pearl of power 4th (1,333 gp each), pearl of power 5th (2,083 gp each), scroll of harm (138 gp each), mask of the skull (1,833 gp each), robe of bones (200 gp each).

Total Possible Treasure (Maximum Reward Allowed)

APL 2: L: 0 gp C: 0 gp M: 10,0000 gp – Total: 10,000 gp (450 gp).

APL 4: L: 26 gp C: 0 gp M: 10,000 gp – Total: 10,026 gp (650 gp).

APL 6: L: 26 gp C: 0 gp M: 10,193 gp – Total: 10,219 gp (900 gp).

APL 8: L: 26 gp C: 0 gp M: 10,693 gp – Total: 10,719 gp (1,300 gp).

APL 10: L: 960 gp C: 0 gp M: 14,750 gp – Total: 15,710 gp (2,300 gp).

APL 12: L: 960 gp C: 0 gp M: 20,921 gp – Total: 21,881 gp (3,300 gp).

Items for the Adventure Record

Special

Blessing of the Brogan – for faithfully discharging their oath to aid the Brogan in destroying the lich Feyza Bahun, this PC receives a +1 sacred bonus to all attacks, damage and saving throws against undead creatures for one year from the date of this AR.
Arms of the Brogan – for returning to the Brogan his sword or armor for his final battle with the Bahun, this PC receives the next upgrade to either the sword, lance, or armor of the Brogan at half the normal cost. 

Reclamation Duty – This PC agreed to spend 3 TUs aiding the 4th Battle in cleansing and reclaiming the tower occupied by the Bahun. In return this PC receives a Military Commendation from the army of Gran March. In addition, spellcasting PCs gain access to ONE of the following spells from a discovery they make in the Bahun’s library: life bolt, greater disrupt undead, mind poison, burning blood, bloodstar, or night’s caress.

Favor of Lodnin Anghan – In return for aiding his fallen commander, the Brogan, the dwarf Lodnin Anghan offers to construct a special suit of armor for the PC. Use of this favor grants the PC access to one of the following armors from the Libris Mortis: Exoskeleton (pg.76), Vampire Hide (pg.77), Zombie Hide (pg.77). The PC must provide the flesh of the appropriate undead creature. The acquisition of these materials should be indicated in the notes section of the appropriate AR.

Trials of the Tower – Surviving the exploration of a lich’s lair was an inspiring experience. The PC spontaneously acquires access to ONE of the following feats from the Libris Mortis: Enduring Life (pg.26), Lasting Life (pg.28), Quicken Turning (pg.29), Requiem (pg.29), and Vampire Hunter (pg.31).

Tribulation of the Tower – This PCs death or near death (rendered below zero hit points or to zero in an ability score) at the hands of the Bahun and his minions was not without its rewards. The PC spontaneously acquires access to the Tomb-Tainted Soul feat and ONE of the following feats from the Libris Mortis: Tomb-Born Fortitude, Tomb-Born Vitality, and Tomb-Born Resilience.

Item Access

APL 2

· mithral shield (Adventure)

· brooch of shielding (Adventure; Dungeon Master’s Guide)

· horn of fog (Adventure; Dungeon Master’s Guide)

· robe of bones (Adventure; Dungeon Master’s Guide)

· rope of climbing (Adventure; Dungeon Master’s Guide)

· lich bane (Adventure; Libris Mortis)

· liquid mortality (Adventure; Libris Mortis)

· ectoplasmic ichor (Adventure; Libris Mortis)
· nycoptic manuscripts (Adventure; Libris Mortis)
APL 4 (all items from APL 2 plus):

· mithral full plate (Adventure)

· ioun stone, clear spindle (Adventure; Dungeon Master’s Guide)

· wand of inflict moderate wounds (Any; Dungeon Master’s Guide)

APL 6 (all items from APL 4 plus):

· ring of counterspells (Adventure; Dungeon Master’s Guide)

· rod of extension, lesser (Adventure; Dungeon Master’s Guide)

APL 8 (all items from APL 6 plus):

· +1 keen longsword (Adventure; Dungeon Master’s Guide)

· periapt of wisdom +4 (Adventure; Dungeon Master’s Guide)

· scroll of harm(Adventure; Dungeon Master’s Guide)

APL 10 (all items from APL 8 plus):

· pearl of power 4th (Adventure; Dungeon Master’s Guide)

· rod of extension, normal (Adventure; Dungeon Master’s Guide)

APL 12 (all items from APL 10 plus):

· mask of the skull (Adventure; Dungeon Master’s Guide)

· pearl of power 5th (Adventure; Dungeon Master’s Guide)

Appendix 1 – APL 2

Encounter 4





Quell: Medium Undead (incorporeal); CR 3; HD 5d12; hp 32; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +2/-; Atk +5 melee (1d4, incorporeal touch); Full Atk +5 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +1, Ref +4, Will +6; Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 6





Brain in a Jar: Tiny Undead; CR 4; HD 3d12; hp 19; Init +2; Spd fly 30 ft. (good); AC 15, touch 15, flat-footed 13 (+2 dex, +2 size, +1 deflection); Base Atk/Grp: –/–; Atk –; Full Atk –; SA Mind thrust, psionics, rebuke undead 6/day, (+5, 2d6+6, 3rd); SQ Blindsight 60 ft., madness, telepathy, undead traits, +4 turn resistance; AL NE; SV Fort +1, Ref +3, Will +6; Str –, Dex 14, Con –, Int 16, Wis 12, Cha 16.  Libris Mortis, page 90.


Skills & Feats: Bluff +9, Diplomacy +9, Knowledge (history) +9, Knowledge (psionics) +9, Knowledge (religion) +9, Listen +9, Spot +9; Altertness, Iron Will.


Mind Thrust (Su): A brain in a jar can spend a standard action to deliver a massive assault on the thought pathways of one creature, undermining its intellect. This mind thrust deals 2d10 points of damage to any target creature that fails a DC 14 Will save. The save DC is Charisma-based.


Madness (Su): Anyone targeting a brain in a jar with a thought detection, mind control, or any other sort of telepathic or psionic ability that makes direct contact with its tortured mind takes 1d4 points of Wisdom damage.


Psionics (Sp): 3/day – suggestion (DC 16), telekinesis (DC 18); 1/day – dominate person (DC 18). Manifester level 10th. The save DCs are Charisma based.


Rebuke Undead (Su): A brain in a jar can rebuke or command undead as a cleric of the same level as the brain’s HD.


Languages: Common, Baklunish, Flan.


Description: Something gray and shriveled sloshes within a grimy glass canister – a disembodied brain afloat in alchemical preservatives.

Appendix 2 – APL 4

Encounter 4





Quell: Medium Undead (incorporeal); CR 3; HD 5d12; hp 32; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +2/-; Atk +5 melee (1d4, incorporeal touch); Full Atk +5 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +1, Ref +4, Will +6; Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 6





Brain in a Jar: Tiny Undead; CR 4; HD 3d12; hp 19; Init +2; Spd fly 30 ft. (good); AC 15, touch 15, flat-footed 13 (+2 dex, +2 size, +1 deflection); Base Atk/Grp: –/–; Atk –; Full Atk –; SA Mind thrust, psionics, rebuke undead 6/day, (+5, 2d6+6, 3rd); SQ Blindsight 60 ft., madness, telepathy, undead traits, +4 turn resistance; AL NE; SV Fort +1, Ref +3, Will +6; Str –, Dex 14, Con –, Int 16, Wis 12, Cha 16.  Libris Mortis, page 90.


Skills & Feats: Bluff +9, Diplomacy +9, Knowledge (history) +9, Knowledge (psionics) +9, Knowledge (religion) +9, Listen +9, Spot +9; Altertness, Iron Will.


Mind Thrust (Su): A brain in a jar can spend a standard action to deliver a massive assault on the thought pathways of one creature, undermining its intellect. This mind thrust deals 2d10 points of damage to any target creature that fails a DC 14 Will save. The save DC is Charisma-based.


Madness (Su): Anyone targeting a brain in a jar with a thought detection, mind control, or any other sort of telepathic or psionic ability that makes direct contact with its tortured mind takes 1d4 points of Wisdom damage.


Psionics (Sp): 3/day – suggestion (DC 16), telekinesis (DC 18); 1/day – dominate person (DC 18). Manifester level 10th. The save DCs are Charisma based.


Rebuke Undead (Su): A brain in a jar can rebuke or command undead as a cleric of the same level as the brain’s HD.


Languages: Common, Baklunish, Flan.


Description: Something gray and shriveled sloshes within a grimy glass canister – a disembodied brain afloat in alchemical preservatives.

Appendix 3 – APL 6

Encounter 4





Plague Blight (3): Medium Undead (Evil); CR 6; HD 6d12+6; hp 45; Init +5; Spd 30 ft.; AC 23, touch 14, flat-footed 18 (+5 dex, +8 natural); Base Atk/Grp: +3/+7; Atk +7 melee (1d6+6 [+2 against good-aligned foes] and gangrenous touch, slam); Full Atk +7 melee (1d6+6 [+2 against good-aligned foes] and gangrenous touch, slam); SA Gangrenous touch; SQ Damage reduction 5/slashing, darkvision 60 ft., gangrenous stench, resistant to blows, undead traits, +2 turn resistance; AL NE; SV Fort +2, Ref +7, Will +7; Str 19, Dex 21, Con –, Int 14, Wis 14, Cha 15.  Libris Mortis, page 115.


Skills & Feats: Balance +7, Escape Artist +12, Hide +14, Jump +6, Listen +13, Move Silently +14, Spot +13, Tumble +14; Alertness, Cleave, Improved Toughness LM, Power Attack.  LM Libris Mortis.

Gangrenous Stench (Ex): When-ever a plague blight desires, it cuastes its horrible odor of rot to emanate from the folds of its wrappings. All living creatures within 10 feet of the plague blight must make a DC 15 Fortitude save or take 1d6 points of Strength damage and become nauseated. The save DC is Charisma-based.


Gangrenous Tough (Su): Supernatural disease (accelerated) – slam, Fortitude DC 15, incubation period instant; damage 1d4 Con. Unlike normal diseases (see Disease, page 292 of the Dungeon Master’s Guide), gangrenous touch requires a saving throw every round. It visibly progresses over a period of seconds, turning the afflicted area putrescent and gangrenous. The rot continues until the victim makes two successful saving throws in a row, the victim reaches Constitution 0 (and dies), or the victim receives a remove disease spell or similar treatment. Once it is infected or it successfully saves, a creature can’t be infected by gangrenous touch again for 24 hours.


The body of a victim claimed by gangrenous touch sloughs into a brittle, stinking mass of putrescent ruin that molders to nothing over the course of 24 hours, unless remove disease is cast on the remains within that time.


Resistant to Blows (Ex): Physical attacks deal only half damage to a plague blight. Apply this effect before damage reduction.


Languages: Common.


Description: Soft and putrescent, this creature’s form is wrapped in tight circles of cloth, though bloated, swollen tissue still seeps through. The odor of this creature goes beyond the stink of carrion; the putrefaction of its body is like a physical force that moves before it.

Quell (2): Medium Undead (incorporeal); CR 3; HD 5d12; hp 32; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +2/-; Atk +5 melee (1d4, incorporeal touch); Full Atk +5 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +1, Ref +4, Will +6; Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Advanced (9HD) Quell: Size Type; CR 4; HD 9d12; hp 58; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +5/-; Atk +8 melee (1d4, incorporeal touch); Full Atk +8 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +2, Ref +5, Will +8; Str -, Dex 17, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +15, Intimidate +14, Listen +16, Search +14, Sense Motive +12, Spot +16, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative, Improved Turn Resistance LM. LM Libris Mortis.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 6





Advanced (7HD) Brain in a Jar: Tiny Undead; CR 5; HD 7d12; hp 45; Init +2; Spd fly 30 ft. (good); AC 15, touch 15, flat-footed 13 (+2 dex, +2 size, +1 deflection); Base Atk/Grp: –/–; Atk –; Full Atk –; SA Mind thrust, psionics, rebuke undead 6/day, (+5, 2d6+6, 3rd); SQ Blindsight 60 ft., madness, telepathy, undead traits, +4 turn resistance; AL NE; SV Fort +2, Ref +6, Will +8; Str –, Dex 14, Con –, Int 16, Wis 12, Cha 17.  Libris Mortis, page 90.


Skills & Feats: Bluff +13, Diplomacy +13, Knowledge (history) +13, Knowledge (psionics) +13, Knowledge (religion) +13, Listen +13, Spot +13; Altertness, Iron Will, Lightning Reflexes.


Mind Thrust (Su): A brain in a jar can spend a standard action to deliver a massive assault on the thought pathways of one creature, undermining its intellect. This mind thrust deals 2d10 points of damage to any target creature that fails a DC 14 Will save. The save DC is Charisma-based.


Madness (Su): Anyone targeting a brain in a jar with a thought detection, mind control, or any other sort of telepathic or psionic ability that makes direct contact with its tortured mind takes 1d4 points of Wisdom damage.


Psionics (Sp): 3/day – suggestion (DC 16), telekinesis (DC 18); 1/day – dominate person (DC 18). Manifester level 10th. The save DCs are Charisma based.


Rebuke Undead (Su): A brain in a jar can rebuke or command undead as a cleric of the same level as the brain’s HD.


Languages: Common, Baklunish, Flan.


Description: Something gray and shriveled sloshes within a grimy glass canister – a disembodied brain afloat in alchemical preservatives.

Bleakborn: Medium Undead; CR 7; HD 8d12; hp 52; Init +3; Spd 30 ft.; AC 27, touch 13, flat-footed 24 (+3 dex, +14 natural); Base Atk/Grp: +4/+10; Atk +10 melee (1d6+9 plus 2d6 cold, slam); Full Atk +10 melee (1d6+9 plus 2d6 cold, slam); SA Cold to the touch, create spawn, heat draining aura; SQ Contingent healing 10, darkvision 60 ft., diet dependent, fire lover, undead traits, +2 turn resistance; AL NE; SV Fort +2, Ref +7, Will +8; Str 22, Dex 16, Con –, Int 14, Wis 14, Cha 15.  Libris Mortis, page 86.


Skills & Feats: Diplomacy +6, Hide +11, Intimidate +11, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Lightning Reflexes.  


Cold to the Touch (Su): The touch of a bleakborn deals 2d6 points of cold damage. Each 3 points of cold damage dealt heals the bleakborn of 1 point of damage. If this amount of healing would cause a bleakborn to exceed its full normal hit point total, it gains any excess as temporary hit points. These temporary hit points last for up to1 hour. Anyone who hits a bleakborn in melee also takes 1d6 points of damage unless wielding a reach weapon.


Contingent Healing: A bleakborn only heals when in range of a living creature that it can affect with its heat-draining aura. Even if brought to 0 hit points or less, a bleakborn eventually heals if a living creature at some future date wanders within 30 feet of the bleakborne’s remains, automatically triggering its heat-draining aura. As long as affected creatures are within its heat-draining aura, a bleakborn’s contingent healing remains active.


A bleakborn does not have immunity to cold. While a bleakborn doesn’t take cold damage from its own abilities, it can take cold damage from another of its kind.


Create Spawn (Su): Any humanoid slain by a bleakborn becomes a normal zombie in 1d4 rounds. These spawn are under the command of the bleakborn that created them and remain enslaved until its destruction. They do not posses any of the abilities they had in life.


Sometimes a newly created spawn becomes a bleakborn instead of a mere zombie, though the wiles of the dark gods determine such instances (that is, the DM decides when this occurs).


Diet Dependent: Bleakborns are diet dependent (see the Undead Metabolism section in Chapter 1) upon warmth, which they gain through their heat-draining aura, as described below.


Fire Lover (Su): A magical fire attack heals a bleakborn of 1 point of damage for each 3 points of damage the attack would otherwise deal. If this amount of healing would cause bleakborn to exceed its full normal hit point total, it gains any excess as temporary hit points. These temporary hit points last for up to 1 hour. For example, a bleakborn hit by a fireball that would normally deal 18 points of damage instead gains 6 hit points. A bleakborn makes no saving throws against fire effects.


Heat-Draining Aura (Su): All living creatures (except those immune to cold damage) that approaches within 30 feet of a bleakborn are subject to its heat-draining aura. Victims must make a DC 16 Fortitude save. If they fail, they take 2d6 hit points of cold damage per round as their living heat is sucked away, but if they succeed, they lose only 1d6 hit points per round that they remain in the radius. Should a bleakborn kill a humanoid creature with its heat-draining aura, the victim rises again as a bleakborn spawn. The save DC is Charisma-based.


Languages: Common and Moilian.


Description: This frigid corpse is so cold that it is frosted with icy crystals. Sensing the warmth of life, it shambles eagerly toward its victims. Its eyes reflect the vacuum of the void, its touch chills to the bone and its very presence seems to drain the heat from your pores.

Crypt Chanter: Medium Undead (Incorporeal); CR 7; HD 7d12; hp 45; Init +8; Spd 30 ft., fly 30 ft. (perfect); AC 19, touch 19, flat-footed 15 (+4 Dex, +5 deflection); Base Atk/Grp: +3/–; Atk +7 melee (1d8, incorporeal touch); Full Atk +7 melee (1d8, incorporeal touch); SA Draining melody, create spawn; SQ Darkvision 60ft., daylight powerlessness, incorporeal traits, undead traits, +2 turn resistance; AL CE; SV Fort +2, Ref +6, Will +7; Str –, Dex 18, Con –, Int 14, Wis 14, Cha 20.  Libris Mortis, page 93.


Skills & Feats: Hide +14, Intimidate +13, Listen +14, Perform (sing) +14, Search +12, Spot +14; Alertness, Blind-Fight, Improved Initiative.  
Create Spawn (Su): Any humanoid slain by a crypt chanter through it draining melody (see below) becomes a crypt chanter 1d4 rounds later. Spawn are under the command of the crypt chanter that created them and remain enslaved until its destruction. They do not possess any of the abilities they had in life.

 
Draining Melody (Su): A crypt chanter constantly sings, creating a magically charged allure. All creatures within 60 feet of a crypt chanter must make a DC 18 Will save or stand dazed as long as the music continues. This is a sonic, mind-affecting, compulsion effect. Beginning on the round after becoming dazed, creatures that failed the first saving throw (same DC) to avoid being affected as if by the enthrall spell (see page 227 of the Player’s Handbook). Enthralled victims also begin to gain 1d2 negative levels per round while the song continues, as long as they remain within range. If a creature gains a number of negative levels at least equal to its Hit Dice, it dies and becomes a spawn.


When a crypt chanter bestows negative levels on a victim, it gains 5 temporary hit points for each negative level bestowed. These temporary hit points last of up to 1 hour.


Creatures that successfully save upon hearing a crypt chanter’s music cannot be affected by the crypt chanter’s music again unless the changer ceases singing for 1 full round (releasing all those it previously held in thrall) and beings a new song. The save DC is Charisma-based.


Daylight Powerlessness (Ex): A crypt chanter is utterly powerless in natural sunlight (not merely a daylight spell) and flees from it.
Languages: Common and Abyssal.


Description: A lone, wavering figure begins a song. The haunting melody echoes through the air, calling for you to dance. The music makes your soul shrivel, but it also makes you smile. How can something be so awful and so wonderful at the same time?

Appendix 4 – APL 8

Encounter 4





Advanced (10HD) Plague Blight (4): Medium Undead (Evil); CR 7; HD 10d12+10; hp 75; Init +5; Spd 30 ft.; AC 23, touch 14, flat-footed 18 (+5 dex, +8 natural); Base Atk/Grp: +5/+9; Atk +9 melee (1d6+6 [+2 against good-aligned foes] and gangrenous touch, slam); Full Atk +9 melee (1d6+6 [+2 against good-aligned foes] and gangrenous touch, slam); SA Gangrenous touch; SQ Damage reduction 5/slashing, darkvision 60 ft., gangrenous stench, resistant to blows, undead traits, +2 turn resistance; AL NE; SV Fort +3, Ref +8, Will +9; Str 19, Dex 21, Con –, Int 14, Wis 14, Cha 16.  Libris Mortis, page 115.


Skills & Feats: Balance +7, Escape Artist +12, Hide +14, Jump +6, Listen +13, Move Silently +14, Spot +13, Tumble +14; Alertness, Cleave, Improved Toughness LM, Power Attack.  LM Libris Mortis.

Gangrenous Stench (Ex): When-ever a plague blight desires, it cuastes its horrible odor of rot to emanate from the folds of its wrappings. All living creatures within 10 feet of the plague blight must make a DC 18 Fortitude save or take 1d6 points of Strength damage and become nauseated. The save DC is Charisma-based.


Gangrenous Tough (Su): Supernatural disease (accelerated) – slam, Fortitude DC 18, incubation period instant; damage 1d4 Con. Unlike normal diseases (see Disease, page 292 of the Dungeon Master’s Guide), gangrenous touch requires a saving throw every round. It visibly progresses over a period of seconds, turning the afflicted area putrescent and gangrenous. The rot continues until the victim makes two successful saving throws in a row, the victim reaches Constitution 0 (and dies), or the victim receives a remove disease spell or similar treatment. Once it is infected or it successfully saves, a creature can’t be infected by gangrenous touch again for 24 hours.


The body of a victim claimed by gangrenous touch sloughs into a brittle, stinking mass of putrescent ruin that molders to nothing over the course of 24 hours, unless remove disease is cast on the remains within that time.


Resistant to Blows (Ex): Physical attacks deal only half damage to a plague blight. Apply this effect before damage reduction.


Languages: Common.


Description: Soft and putrescent, this creature’s form is wrapped in tight circles of cloth, though bloated, swollen tissue still seeps through. The odor of this creature goes beyond the stink of carrion; the putrefaction of its body is like a physical force that moves before it.

Quell (3): Medium Undead (incorporeal); CR 3; HD 5d12; hp 32; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +2/-; Atk +5 melee (1d4, incorporeal touch); Full Atk +5 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +1, Ref +4, Will +6; Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Advanced (9HD) Quell: Size Type; CR 4; HD 9d12; hp 58; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +5/-; Atk +8 melee (1d4, incorporeal touch); Full Atk +8 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +2, Ref +5, Will +8; Str -, Dex 17, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +15, Intimidate +14, Listen +16, Search +14, Sense Motive +12, Spot +16, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative, Improved Turn Resistance LM. LM Libris Mortis.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 6





Advanced (7HD) Brain in a Jar: Tiny Undead; CR 5; HD 7d12; hp 45; Init +2; Spd fly 30 ft. (good); AC 15, touch 15, flat-footed 13 (+2 dex, +2 size, +1 deflection); Base Atk/Grp: –/–; Atk –; Full Atk –; SA Mind thrust, psionics, rebuke undead 6/day, (+5, 2d6+6, 3rd); SQ Blindsight 60 ft., madness, telepathy, undead traits, +4 turn resistance; AL NE; SV Fort +2, Ref +6, Will +8; Str –, Dex 14, Con –, Int 16, Wis 12, Cha 17.  Libris Mortis, page 90.


Skills & Feats: Bluff +13, Diplomacy +13, Knowledge (history) +13, Knowledge (psionics) +13, Knowledge (religion) +13, Listen +13, Spot +13; Altertness, Iron Will, Lightning Reflexes.


Mind Thrust (Su): A brain in a jar can spend a standard action to deliver a massive assault on the thought pathways of one creature, undermining its intellect. This mind thrust deals 2d10 points of damage to any target creature that fails a DC 14 Will save. The save DC is Charisma-based.


Madness (Su): Anyone targeting a brain in a jar with a thought detection, mind control, or any other sort of telepathic or psionic ability that makes direct contact with its tortured mind takes 1d4 points of Wisdom damage.


Psionics (Sp): 3/day – suggestion (DC 16), telekinesis (DC 18); 1/day – dominate person (DC 18). Manifester level 10th. The save DCs are Charisma based.


Rebuke Undead (Su): A brain in a jar can rebuke or command undead as a cleric of the same level as the brain’s HD.


Languages: Common, Baklunish, Flan.


Description: Something gray and shriveled sloshes within a grimy glass canister – a disembodied brain afloat in alchemical preservatives.

Bleakborn (3): Medium Undead; CR 7; HD 8d12; hp 52; Init +3; Spd 30 ft.; AC 27, touch 13, flat-footed 24 (+3 dex, +14 natural); Base Atk/Grp: +4/+10; Atk +10 melee (1d6+9 plus 2d6 cold, slam); Full Atk +10 melee (1d6+9 plus 2d6 cold, slam); SA Cold to the touch, create spawn, heat draining aura; SQ Contingent healing 10, darkvision 60 ft., diet dependent, fire lover, undead traits, +2 turn resistance; AL NE; SV Fort +2, Ref +7, Will +8; Str 22, Dex 16, Con –, Int 14, Wis 14, Cha 15.  Libris Mortis, page 86.


Skills & Feats: Diplomacy +6, Hide +11, Intimidate +11, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Lightning Reflexes.  


Cold to the Touch (Su): The touch of a bleakborn deals 2d6 points of cold damage. Each 3 points of cold damage dealt heals the bleakborn of 1 point of damage. If this amount of healing would cause a bleakborn to exceed its full normal hit point total, it gains any excess as temporary hit points. These temporary hit points last for up to1 hour. Anyone who hits a bleakborn in melee also takes 1d6 points of damage unless wielding a reach weapon.


Contingent Healing: A bleakborn only heals when in range of a living creature that it can affect with its heat-draining aura. Even if brought to 0 hit points or less, a bleakborn eventually heals if a living creature at some future date wanders within 30 feet of the bleakborne’s remains, automatically triggering its heat-draining aura. As long as affected creatures are within its heat-draining aura, a bleakborn’s contingent healing remains active.


A bleakborn does not have immunity to cold. While a bleakborn doesn’t take cold damage from its own abilities, it can take cold damage from another of its kind.


Create Spawn (Su): Any humanoid slain by a bleakborn becomes a normal zombie in 1d4 rounds. These spawn are under the command of the bleakborn that created them and remain enslaved until its destruction. They do not posses any of the abilities they had in life.


Sometimes a newly created spawn becomes a bleakborn instead of a mere zombie, though the wiles of the dark gods determine such instances (that is, the DM decides when this occurs).


Diet Dependent: Bleakborns are diet dependent (see the Undead Metabolism section in Chapter 1) upon warmth, which they gain through their heat-draining aura, as described below.


Fire Lover (Su): A magical fire attack heals a bleakborn of 1 point of damage for each 3 points of damage the attack would otherwise deal. If this amount of healing would cause bleakborn to exceed its full normal hit point total, it gains any excess as temporary hit points. These temporary hit points last for up to 1 hour. For example, a bleakborn hit by a fireball that would normally deal 18 points of damage instead gains 6 hit points. A bleakborn makes no saving throws against fire effects.


Heat-Draining Aura (Su): All living creatures (except those immune to cold damage) that approaches within 30 feet of a bleakborn are subject to its heat-draining aura. Victims must make a DC 16 Fortitude save. If they fail, they take 2d6 hit points of cold damage per round as their living heat is sucked away, but if they succeed, they lose only 1d6 hit points per round that they remain in the radius. Should a bleakborn kill a humanoid creature with its heat-draining aura, the victim rises again as a bleakborn spawn. The save DC is Charisma-based.


Languages: Common and Moilian.


Description: This frigid corpse is so cold that it is frosted with icy crystals. Sensing the warmth of life, it shambles eagerly toward its victims. Its eyes reflect the vacuum of the void, its touch chills to the bone and its very presence seems to drain the heat from your pores.

Crypt Chanter: Medium Undead (Incorporeal); CR 7; HD 7d12; hp 45; Init +8; Spd 30 ft., fly 30 ft. (perfect); AC 19, touch 19, flat-footed 15 (+4 Dex, +5 deflection); Base Atk/Grp: +3/–; Atk +7 melee (1d8, incorporeal touch); Full Atk +7 melee (1d8, incorporeal touch); SA Draining melody, create spawn; SQ Darkvision 60ft., daylight powerlessness, incorporeal traits, undead traits, +2 turn resistance; AL CE; SV Fort +2, Ref +6, Will +7; Str –, Dex 18, Con –, Int 14, Wis 14, Cha 20.  Libris Mortis, page 93.


Skills & Feats: Hide +14, Intimidate +13, Listen +14, Perform (sing) +14, Search +12, Spot +14; Alertness, Blind-Fight, Improved Initiative.  
Create Spawn (Su): Any humanoid slain by a crypt chanter through it draining melody (see below) becomes a crypt chanter 1d4 rounds later. Spawn are under the command of the crypt chanter that created them and remain enslaved until its destruction. They do not possess any of the abilities they had in life.

 
Draining Melody (Su): A crypt chanter constantly sings, creating a magically charged allure. All creatures within 60 feet of a crypt chanter must make a DC 18 Will save or stand dazed as long as the music continues. This is a sonic, mind-affecting, compulsion effect. Beginning on the round after becoming dazed, creatures that failed the first saving throw (same DC) to avoid being affected as if by the enthrall spell (see page 227 of the Player’s Handbook). Enthralled victims also begin to gain 1d2 negative levels per round while the song continues, as long as they remain within range. If a creature gains a number of negative levels at least equal to its Hit Dice, it dies and becomes a spawn.


When a crypt chanter bestows negative levels on a victim, it gains 5 temporary hit points for each negative level bestowed. These temporary hit points last of up to 1 hour.


Creatures that successfully save upon hearing a crypt chanter’s music cannot be affected by the crypt chanter’s music again unless the changer ceases singing for 1 full round (releasing all those it previously held in thrall) and beings a new song. The save DC is Charisma-based.


Daylight Powerlessness (Ex): A crypt chanter is utterly powerless in natural sunlight (not merely a daylight spell) and flees from it.
Languages: Common and Abyssal.


Description: A lone, wavering figure begins a song. The haunting melody echoes through the air, calling for you to dance. The music makes your soul shrivel, but it also makes you smile. How can something be so awful and so wonderful at the same time?

 Appendix 5 – APL 10

Encounter 4





Advanced (26HD) Blasphemes (2): Medium Undead; CR 11 HD 26d12+38; hp 207; Init +1; Spd 40 ft.; AC 20 touch 11, flat-footed 19 (+1 dex, +9 natural); Base Atk/Grp: +13/+23; Atk +23 melee (1d8+15 plus blasphemous contact, bite); Full Atk +23 melee (1d8+15 plus blasphemous contact, bite); SA blasphemous contact, erratic charge; SQ Darkvision 60 ft, damage reduction 5/slash, immune to cold; inescapable craving; undead traits; AL NE; SV Fort +9, Ref +10, Will +17; Str 30, Dex 12, Con -, Int 5, Wis 15, Cha 10.  
Libris Mortis page 116.

Skills & Feats: Listen +18, Spot +10, Survival +7; Improved Natural Attack (bite), Improved Toughness LM, Toughness (4), Track, Power Attack, Improved Turn Resistance LM. LM Libris Mortis. 


Blasphemous Contact (Su): Each time a blaspheme bites a nonevil creature, the creature is dazed for 1 round and takes 1d6 points of Strength damage. There is no saving throw against this effect.


Erratic Charge (Ex): When a blaspheme charges, it can make one turn of up to 90 degrees during its movement. All other restrictions on charges still apply. For instance, it cannot pass through a square that blocks of slows movement, or one that contains a creature. A blaspheme must have line of sight to a targeted opponent at the start of its turn.


Inescapable Cravings: A blaspheme has an inescapable craving (see Undead Metabolism sections in Chapter 1 of the Libris Mortis) for Strength, which it satisfies by using its blasphemous contact ability.


Languages: Common.


Description: Appearing similar to a corpse that has been dug up and surgically modified, this creature stands nearly 7 feet tall, but is extraordinarily thin. Its arms are extra long, hanging nearly to mid-calf. Its head is wide and wedge-shaped, with a split mouth that opens wider than that of a normal humanoid. Its teeth glitter like shards of black, steaming ice.

Quell (2): Medium Undead (incorporeal); CR 3; HD 5d12; hp 32; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +2/-; Atk +5 melee (1d4, incorporeal touch); Full Atk +5 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +1, Ref +4, Will +6; Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Advanced (9HD) Quell (2): Size Type; CR 4; HD 9d12; hp 58; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +5/-; Atk +8 melee (1d4, incorporeal touch); Full Atk +8 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +2, Ref +5, Will +8; Str -, Dex 17, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +15, Intimidate +14, Listen +16, Search +14, Sense Motive +12, Spot +16, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative, Improved Turn Resistance LM. LM Libris Mortis.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 7





Feyza Bahun, Male Lich Clr11: Medium Undead; CR 13; HD 11d12; hp 71; Init +0; Spd 20 ft.; AC 32, touch 13, flat-footed 32 (+10 full plate (includes +2 magic vestment), +4 large steel shield (includes +2 magic vestment), +5 natural armor, +3 shield of faith); Base Atk/Grp: +8/+9; Atk +10 melee (2d4+2 masterwork falchion); Full Atk +10/+5 melee (2d4+2 masterwork falchion); SA fear aura, paralyzing touch, spells; SQ turn resistance, damage reduction, immunities; AL NE; SV Fort +7, Ref +3, Will +13; Str 12, Dex 10, Con -, Int 15, Wis 19 (23), Cha 16.


Skills & Feats: Concentration +17, Craft (platinum smithing) +5, Heal +15, Hide +8, Knowledge (religion) +16, Listen +14, Move Silently +8, Search +10, Sense Motive +11, Spellcraft +15 and Spot +14; Extra Turning, Fell DrainLM, Craft Wondrous Item, Divine Metamagic (Fell Drain), Improved Turn Resistance LM, Martial Weapon Proficiency (falchion), Weapon Focus (falchion). LM Libris Mortis.


Fear Aura (Su): Liches are shrouded in a dreadful aura of death and evil. Creatures of less than 5 HD in a 60-foot radius that look at the lich must succeed on a Will save or be affected as though by a fear spell from a sorcerer of the lich’s level. A creature that successfully saves cannot be affected again by the same lich’s aura for 24 hours.


Paralyzing Touch (Su): Any living creature a lich hits with its touch attack must succeed on a Fortitude save or be permanently paralyzed. Remove paralysis or any spell that can remove a curse can free the victim (see the bestow curse spell description). The effect cannot be dispelled. Anyone paralyzed by a lich seems dead, though a DC 20 Spot check or a DC 15 Heal check reveals that the victim is still alive.


Turn Resistance (Ex): A lich has +4 turn resistance. Please note at this APL the has 23 HD for purposes of turning.


Damage Reduction (Su): A lich’s undead body is tough, giving the creature damage reduction 15/bludgeoning and magic. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Immunities (Ex): Liches have immunity to cold, electricity, polymorph (though they can use polymorph effects on themselves), and mind-affecting attacks.


Languages: Common, Baklunish, Flan.


Cleric Spells Known/Prepared (6/8/7/6/5/4/3), save DC = 16 + spell level): 0 – detect magic x2, inflict minor wounds x2, read magic x2; 1st – shield of faith x2, command x2, sanctuary, detect undead, obscuring mist, magic weapon*; 2nd – deific vengeance, resist energy x4, stone bones x2 SpC, invisibility*; 3rd – magic vestment x2, invisibility purge, dispel magic, protection from energy, nondetection*; 4th – lifeward x2, wrack, mass shield of faith SpC, confusion*; 5th – mass inflict light wounds x2,, unhallow (fom), flamestrike*; 6th – forbiddance, anti-life shell, mislead*. SpC Spell Compendium.


*Domain spell. Domains: Trickery (Add Bluff, Disguise, and Hide to your list of cleric class skills.), War (Free Martial Weapon Proficiency with deity’s favored weapon (if necessary) and Weapon Focus with the deity’s favored weapon.).


Possessions: cloak of turn resistance LM, rod of extension (normal), brooch of shielding, masterwork falchion masterwork mithral full plate, masterwork large mithral shield, periapt of wisdom +4, and ring of counter spells (dispel magic). LM Libris Mortis.


Description: Description: In life the Bahun was a man of average build approximately 5’10” tall and 180 pounds. His undead from still wears the full plate, shield, and armor that served him in life. The plate and shield are a black laquered metal with a platinum lotus blossom on the breastplate and shield. The Bahun is fully armored, but his skeletal face is unhelmed and wears only an ivory colored turban held with a large black diamond brooch (of shielding).

Slaughter Wights (3): Medium Undead; CR 8; HD 18d12+18; hp 135; Init +9; Spd 30 ft.; AC 19, touch 15, flat-footed 14 (+5 dex, +4 natural); Base Atk/Grp: +9/+16; Atk +11 melee (1d8+15/17-20 plus energy drain, slam)*; Full Atk +11 melee (1d8+15/17-20 plus energy drain, slam)*; SA create spawn, energy drain; SQ augmented critical, darkvision 60 ft, inescapable craving, undead traits; AL CE; SV Fort +6, Ref +11, Will +11; Str 24, Dex 21, Con -, Int 11, Wis 10, Cha 16. Libris Mortis page 121.

Skills & Feats: Climb +17, Hide +22, Listen +15, Move Silently +22, Spot +19, Swim +13; Daunting Presence LM, Death Master LM, Eviscerator LM, Improved Critical, Improved Initiative, Improved Toughness LM, Power Attack.  LM Libris Mortis.


Augmented Critical (Ex): A slaughter wight is so practiced at dealing death that it has learned the trick of better aiming its blows to deal maximum damage. Coupled with its Improved Critical feat, a slaughter wight’s threat range for its slam attack is 17-20.


Create Spawn (Su): Any humanoid slain by a slaughter wight becomes a normal wight in 1d4 rounds. Spawn created by a slaughter wight are under its command and remain enslaved until their master’s destruction. They have the statistics of normal wights (see Monster Manual, page 255) and do not retain any of the abilities they had in life.


Sometimes a newly created spawn becomes a slaughter wight instead of a mere wight, though the wiles of the dark gods determine such instances (this is, the DM decides when this occurs).


Energy Drain (Su): A living creature hit by a slaughter wight’s slam attack gains one negative level. Removing the negative level requires a DC21 Fortitude save. The save DC is Charisma-based. When a slaughter wight bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit). These temporary hit points last for up to 1 hour.


Inescapable Cravings: A slaughter wight has an inescapable craving (see Undead Metabolism sections in Chapter 1 of the Libris Mortis) for life force, which it satisfies by using its energy drain attack.


Possessions: wand of inflict moderate wounds, ioun stone - clear spindle, horn of fog, rope of climbing, mask of the skull, robe of bones.

Languages: Common.


Description: A slender wiry corpse moves toward you, supernatural agility obvious in its motions. Its leather, desiccated flesh ripples across its body, tolerant of the creature’s quick movements despite being lifeless parchment.

Appendix 6 – APL 12

Encounter 4





Advanced (34HD) Blasphemes (3): Medium Undead; CR 13 HD 34d12+46; hp 267; Init +1; Spd 40 ft.; AC 20 touch 11, flat-footed 19 (+1 dex, +9 natural); Base Atk/Grp: +17/+28; Atk +28 melee (1d8+16 plus blasphemous contact, bite); Full Atk +28 melee (1d8+16 plus blasphemous contact, bite);; SA blasphemous contact, erratic charge; SQ Darkvision 60 ft, damage reduction 5/slash, immune to cold; inescapable craving; undead traits; AL NE; SV Fort +13, Ref +14, Will +22; Str 32, Dex 12, Con -, Int 5, Wis 16, Cha 10.  
Libris Mortis page 116.

Skills & Feats: Listen +18, Spot +10, Survival +7; Improved Natural Attack (bite), Improved Toughness LM, Toughness (4), Track, Power Attack, Improved Turn Resistance LM, Great Fortitude, Lightning Reflexes. LM Libris Mortis. 


Blasphemous Contact (Su): Each time a blaspheme bites a nonevil creature, the creature is dazed for 1 round and takes 1d6 points of Strength damage. There is no saving throw against this effect.


Erratic Charge (Ex): When a blaspheme charges, it can make one turn of up to 90 degrees during its movement. All other restrictions on charges still apply. For instance, it cannot pass through a square that blocks of slows movement, or one that contains a creature. A blaspheme must have line of sight to a targeted opponent at the start of its turn.


Inescapable Cravings: A blaspheme has an inescapable craving (see Undead Metabolism sections in Chapter 1 of the Libris Mortis) for Strength, which it satisfies by using its blasphemous contact ability.


Languages: Common.


Description: Appearing similar to a corpse that has been dug up and surgically modified, this creature stands nearly 7 feet tall, but is extraordinarily thin. Its arms are extra long, hanging nearly to mid-calf. Its head is wide and wedge-shaped, with a split mouth that opens wider than that of a normal humanoid. Its teeth glitter like shards of black, steaming ice.

Advanced (9HD) Quell (5): Size Type; CR 4; HD 9d12; hp 58; Init +7; Spd fly 60 ft. good; AC 15, touch 15, flat-footed 12 (+3 dex, +2 deflection; Base Atk/Grp: +5/-; Atk +8 melee (1d4, incorporeal touch); Full Atk +8 melee (1d4, incorporeal touch); SA coupled intercession, intercession; SQ darkvision 60 ft., daylight powerlessness, incorporeal traits, undead traits, +4 turn resistance; AL LE; SV Fort +2, Ref +5, Will +8; Str -, Dex 17, Con -, Int 14, Wis 14, Cha 15.  Libris Mortis page 116.

Skills & Feats: Diplomacy +6, Hide +15, Intimidate +14, Listen +16, Search +14, Sense Motive +12, Spot +16, Survival +2 (+4 following tracks); Alertness, Combat Reflexes, Improved Initiative, Improved Turn Resistance LM. LM Libris Mortis.


Coupled Intercession (Su): Whenever a quell takes a standard action to aid another quell in an intercession attempt, the effective cleric level of the quell increases by 1. Several quells could all take standard actions to aid a single quells intercession attempt, each increasing the effective cleric level of the intercession attempt.


Daylight Powerlessness (Ex): Quells are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.


Intercession (Su): A quell can cut divine spellcasters off from their source of power. To do so, the quell makes a turning check as if it were a cleric of a level equal to the quell’s Hit Dice (5th level). The result indicates the highest-level divine spellcasters the quell can cut off from their deity. The turning damage result indicates the maximum total Hit Dice of divine spellcasters wihin 60 feet the ability can affect. The quell’s intercession affects the closest divine spellcasters it can affect first. Normally, the affected divine spellcasters cannot turn undead or cast divine spells for 1 minute; however, if the quell has twice as many HD as the spellcaster has divine levels, the divine spell caster losses the ability to cast divine spells for 24 hours. If the quell attacks an affected divine spellcaster in any way, or the affected spellcaster receives an atonement spell, the intercession ends. The quell’s allies and other creatures can attack the divine spellcaster without breaking the intercession. A quell can use this ability a numer of times per day equal to 3+its Charisma modifier (five times for a typical creature).


Languages: Common and Infernal.


Description: Two fiery green eyes glare from a shrouded, half-real visage of this vaguely humanoid shade. Either it is dressed in robbers, or its ectoplasmic flesh is naturally loose and flowing. Dark symbols hang in the air just above and about its form, freestanding glyphs that viscerally demonstrate the creature’s anathema to all things divine.

Encounter 7





Feyza Bahun, Male Lich Clr13: Medium Undead; CR 13; HD 13d12; hp 84; Init +0; Spd 20 ft.; AC 36, touch 15, flat-footed 35 (+11 full plate (includes +3 magic vestment), +5 large shield (includes +3 magic vestment), +1 dex, +5 natural armor, +4 shield of faith); Base Atk/Grp: +9/+10; Atk +11 melee (2d4+1 masterwork falchion); Full Atk +11/+6 melee (2d4+1 masterwork falchion); SA fear aura, paralyzing touch, spells; SQ turn resistance, damage reduction, immunities; AL NE; SV Fort +8, Ref +4, Will +15; Str 12, Dex 10, Con -, Int 15, Wis 20 (24), Cha 16.


Skills & Feats: Concentration +19, Craft (platinum smithing) +5, Heal +17, Hide +8, Knowledge (religion) +18, Listen +14, Move Silently +8, Search +10, Sense Motive +11, Spellcraft +17 and Spot +14; Extra Turning x2, Fell DrainLM, Craft Wondrous Item, Divine Metamagic (Fell Drain), Improved Turn Resistance LM, Martial Weapon Proficiency (falchion), Weapon Focus (falchion). LM Libris Mortis.


Fear Aura (Su): Liches are shrouded in a dreadful aura of death and evil. Creatures of less than 5 HD in a 60-foot radius that look at the lich must succeed on a Will save or be affected as though by a fear spell from a sorcerer of the lich’s level. A creature that successfully saves cannot be affected again by the same lich’s aura for 24 hours.


Paralyzing Touch (Su): Any living creature a lich hits with its touch attack must succeed on a Fortitude save or be permanently paralyzed. Remove paralysis or any spell that can remove a curse can free the victim (see the bestow curse spell description). The effect cannot be dispelled. Anyone paralyzed by a lich seems dead, though a DC 20 Spot check or a DC 15 Heal check reveals that the victim is still alive. 


Turn Resistance (Ex): A lich has +4 turn resistance. Please note at this APL the has 25 HD for purposes of turning.


Damage Reduction (Su): A lich’s undead body is tough, giving the creature damage reduction 15/bludgeoning and magic. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.


Immunities (Ex): Liches have immunity to cold, electricity, polymorph (though they can use polymorph effects on themselves), and mind-affecting attacks.


Languages: Common, Baklunish, Flan.


Cleric Spells Known/Prepared (6/8/8/7/6/5/4/3), save DC = 17 + spell level): 0 – detect magic x2, inflict minor wounds x2, read magic x2; 1st – shield of faith x2, command x2, sanctuary, detect undead, obscuring mist, magic weapon*; 2nd – deific vengeance x2 SpC, resist energy x4, stone bones x2 SpC, invisibility*; 3rd – magic vestment x2, invisibility purge, dispel magic, protection from energy x2, nondetection*; 4th – lifeward SpC x2, wrack SpC, mass shield of faith SpC, unholy blight, confusion*; 5th – mass inflict light wounds, greater command, unhallow (fom), flamestrike* x2; 6th – forbiddance, greater dispel magic, anti-life shell, mislead*; 7th – brainspider* SpC, mass inflict serious wounds x2.. SpC Spell Compendium.


*Domain spell. Domains: Trickery (Add Bluff, Disguise, and Hide to your list of cleric class skills.), War (Free Martial Weapon Proficiency with deity’s favored weapon (if necessary) and Weapon Focus with the deity’s favored weapon.).


Possessions: cloak of turn resistance LM, rod of extension (normal), brooch of shielding, masterwork falchion, mithral full plate, large mithral shield, periapt of wisdom +4, rod of extension (lesser), gloves of dexterity +2, pearl of power 4th, pearl of power 5th, scroll of harm and ring of counter spells (greater dispel magic). LM Libris Mortis.


Description: In life the Bahun was a Baklunish man of average build approximately 5’10” tall and 180 pounds. His undead form still wears the full plate, shield, and armor that served him in life. The plate and shield are a black laquered metal with a platinum lotus blossom on the breastplate and shield. The Bahun is fully armored, but his skeletal face is unhelmed and wears only an ivory colored turban held with a large black diamond brooch (of shielding).

Advanced (22HD) Slaughter Wights (3): Large Undead; CR 10; HD 22d12+26; hp 165; Init +10; Spd 30 ft.; AC 20, touch 14, flat-footed 15 (+5 dex, +6 natural, -1 size); Base Atk/Grp: +11/+22; Atk +17 melee (2d6+20/17-20 plus energy drain, slam)*; Full Atk +17 melee (2d6+20/17-20 plus energy drain, slam)*; SA create spawn, energy drain; SQ augmented critical, darkvision 60 ft, inescapable craving, undead traits; AL CE; SV Fort +7, Ref +12, Will +13; Str 32, Dex 20, Con -, Int 11, Wis 10, Cha 16. Libris Mortis page 121.

Skills & Feats: Climb +17, Hide +26, Listen +19, Move Silently +26, Spot +23, Swim +13; Daunting Presence LM, Death Master LM, Eviscerator LM, Improved Critical, Improved Initiative, Improved Toughness LM, Improved Energy Drain LM, Power Attack.  LM Libris Mortis.


Augmented Critical (Ex): A slaughter wight is so practiced at dealing death that it has learned the trick of better aiming its blows to deal maximum damage. Coupled with its Improved Critical feat, a slaughter wight’s threat range for its slam attack is 17-20.


Create Spawn (Su): Any humanoid slain by a slaughter wight becomes a normal wight in 1d4 rounds. Spawn created by a slaughter wight are under its command and remain enslaved until their master’s destruction. They have the statistics of normal wights (see Monster Manual, page 255) and do not retain any of the abilities they had in life.


Sometimes a newly created spawn becomes a slaughter wight instead of a mere wight, though the wiles of the dark gods determine such instances (this is, the DM decides when this occurs).


Energy Drain (Su): A living creature hit by a slaughter wight’s slam attack gains one negative level. Removing the negative level requires a DC21 Fortitude save. The save DC is Charisma-based. When a slaughter wight bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit). These temporary hit points last for up to 1 hour.


Inescapable Cravings: A slaughter wight has an inescapable craving (see Undead Metabolism sections in Chapter 1 of the Libris Mortis) for life force, which it satisfies by using its energy drain attack.


Possessions: wand of inflict moderate wounds, ioun stone - clear spindle, horn of fog, rope of climbing, mask of the skull, robe of bones.

Languages: Common.


Description: A slender wiry corpse moves toward you, supernatural agility obvious in its motions. Its leather, desiccated flesh ripples across its body, tolerant of the creature’s quick movements despite being lifeless parchment.

Appendix 7 – All APLs

Encounter 2





Gravecrawler: Small Undead (earth); CR 16; HD 25d12; hp 162; Init +2; Spd 20 ft., burrow 20 ft.; AC 17, touch 13, flat-footed 15 (+1 size, +2 dex, +4 natural); Base Atk/Grp: +12/+12; Atk +13 melee (1d4/19-20 plus 1d4 Constitution drain, bite); Full Atk +13 melee (1d4/19-20 plus 1d4 Constitution drain, bite); SA Calcifying aura, Constitution drain; SQ Burrow, speak with dead, SR 30, tremoresense, turn resistance +6, undead traits; AL N; SV Fort +8, Ref +10, Will +16; Str 10, Dex 15, Con –, Int 16, Wis 11, Cha 11.  Monster Manual II, page 118.


Skills & Feats: Balance +4, Bluff +14, Diplomacy +20, Escape Artist +16, Gather Information +2, Hide +34, Intimidate +2, Jump –4, Knowledge (history) +31, Knowledge (local) +31, Knowledge (religion) +31, Listen +16, Sense Motive +16, Spot +2, Tumble +16; Alertness, Blind-Fight, Combat Reflexes, Dodge, Improved Critical (bite), Iron Will, Mobility, Negotiator, Spring Attack;


Calcifying Aura (Su): The presence of a gravecrawler is enough to cause flesh (living or dead) to harden and calcify, turning slowly to stone. This effect is a 30 foot-radius emanation centered on the gravecrawler, and it is always active. Every creature within the area must make a Fortitude save (DC 22) each round or take 1d2 points of Constitution damage. (Unlike the draing from its bite, the loss from the gravecrawler’s calcifying aura is restored at the rate of 1 point per day). A character brough to a Constitution score of 0 in this manner turns completely to stone. A gravecrawler is immune to its own calcifying aura and to those of other of its kind.


Constitution Drain (Su): Any creature bitten by a gravecrawler must make a Fortitude save (DC22) or permanently lose 1d4 points of Constitution (or twice that amount on a critical hit). The gravecrawler heals 5 points of damage (10 on a critical hit) whenever it drains Constitution, gianing any excess as temporary it points. A creature affected by this Constitution drain finds parts of its flesh turned to stone statue. A gravecrawler is immune to its own Constitution drain and to those of others of its kind.


Burrow (Ex): Gravecrawlers can move through stone, dirt, and earth, leaving no indication of their passage. A move earth spell cast on an area containing a burrowing gravecrawler flings the creature back 30 feet and stuns it for 1 round, unless it succeeds at a Fortitude save (DC 22).


Speak with Dead (Su): At will, a gravecrawler can produce an effect like that of a speak with dead spell (caster level 20th), except that it can be used to communicate with only one corpse per week. This ability does not allow communications with calcified remains.


Tremorsense (Ex): A gravecrawler can automatically sense the location of anything within 60 feet that is in contact with the ground.


Turn Resistance (Ex): A grave crawler is treaded as an undeaded with 31 Hit Dice for the purpose of turn, rebuke, command, and bolster attempts.


Undead Traits: A gravecrawler is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, death effects, necromantic effects, and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain, or death from massive damage. A gravecrawler cannot be raise, and resurrection works only if it is willing. The creature has darkvision (60-foot range).

DM Aid: Map #1 – Tower Ground Floor
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DM Aid: Map #2 – Tower first and Second floors
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DM Aid: Map #3 – Tower THird and fourth floors
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DM Aid: solution to the postern Puzzle
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Dm Aid: New Rules

New Feats

Daunting Presence (Libris Mortis)


Prerequisite: Cha 13, base attack bonus +1.


Benefit: You may take a standard action to awe an opponent. The opponent must be within 30 feet, have line of sight to you, and have an Intelligence score. If the opponent fails a Will saving throw (DC 10 + ½ your character level + your charisma modifier), it is shake for 10 minutes. This feat has no effect on a creature that is already shaken.

Death Master (Libris Mortis)


Prerequisite: Cha 13, undead type, Daunting Presence, base attack bonus +1.


Benefit: Whenever you score a critical hit with a melee attack against a living foe, the foe is also shaken for 1 minute. This is a mind-affecting fear effect.

Eviscerator (Libris Mortis)


Prerequisite: Cha 13, undead type, Death Master, Daunting Presence, Improved Critical, base attack bonus +1.


Benefit: Whenever you score a crucial hit with a melee attack against a living foe, creatures within 30 feet of that foe are shaken for 1 minute. This is a mind-affecting fear effect.

Empowered Ability Damage (Libris Mortis)


Prerequisite: Heal 4 ranks.


Benefit: Add +2 points per spell level to the amount of damage healed by any Conjuration [Healing] spell that you cast.

Fell Drain [Metamagic] (Libris Mortis)


Prerequisite: None.


Benefit: You can alter a spell that deals damage to foes so that any living creature that is dealt damage also gains a negative level. If the subject has at least as many negative levels as Hit Dice, it dies. Assuming the subject survives, the negative level disappears (without requiring a Fortitude save) after a number of hours equal to your caster level (maximum 15). A fell drain spell uses up a spell slot two levels higher that the spells actual level..

Improved Turn Resistance (Libris Mortis)


Prerequisite: Undead type.


Benefit: You are less easily affected by clerics or paladins than you normally would be (see Turn or Rebuke Undead, page 159 of the Player’s Handbook) When resolving a turn, rebuke, command or bolster attempt, add +4 to your character level (monster Hit Dice plus class levels) to determine you Hit Dice for turn, rebuke, command, and bolster attempts. For example, a 4 HD wight with this feat is treated as an 8 HD undead for the purpose of turn, rebuke, command, and bolster attempts, even though it is a 4 HD creature for any other purpose. A vampire that already has +4 turn resistance adds an additional +4 with this feat, for a total of +8.

Improved Toughness (Libris Mortis)


Prerequisite: Base Fortitude save bonus +2.


Benefit: You gain a number of hit points equal to your current Hit Dice. Each time you gain a Hit Die (such as by losing a level), you lose 1 hit point permanently.

New Items

Cloak of Turn Resistance (Libris Mortis)


This unholy item makes its wearer more difficult to turn by adding a +4 bonus on its turn resistance.


Moderate necromancy; CL 10th; Craft Wondrous Item, able to rebuke undead as a 10th-level cleric; Price 11,000 gp.

Ectoplasmic Ichor (Libris Mortis)


When this thick, translucent paste is spread onto a corporeal object (requiring a standard action), it allows incorporeal cratures to interact with that object as if they were corporeal (much like a ghost touch weapon). A single vial coats on Medium or smaller weapon, shield, or suit of armor or any other object of similar size. The effect lasts for 1 hour.


Moderate transmutation; CL 7th; Craft Wondrous Item, ghost touch; Price 500 gp.

Husk Globe (Libris Mortis)


The bodies of humanoid creatures sacrificed according to special rituals of necromancy can be placed in globes of glass or crystal, so they remain perfectly preserved and on display indefinitely. Moreover, husk globes retain the imprinted knowledge once possessed by the corpse preserved within. Anyone who runs a hand across the surface of the glove and commands the occupant to speak by their correct name can ask questions of it. The questioner may ask up to ten questions once the corpse is activated. The corpse answers telepathically, mentally audible to all within 30 feet of the globe. The husk’s knowledge is limited to what it knew during life, including the languages it spoke (if any). Answers may be brief, cryptic or repetitive. The husk can be activated once per week. The husk can learn new information if told while active, and that information may be retrieved later by different questioners.


Moderate necromancy; CL 10th; Craft Wondrous Item, speak with dead; Price 8,500 gp; Weight 700 lb.

Lichbane  (Libris Mortis)


This bone-white ungent is equally dangerous to all spellcasting undead, as well as to those that depend on mental ability scores for their special attacks. The initial damage is permanent drain.


Positoxin – Type, Injury DC 17; Initial Damage, 1 Int + 1 Wis + 1 Cha; Secondary Damage, 1d4 Int + 1d4 Wis + 1d4 Cha; Price, 650 gp; Craft, DC 34.

Liquid Mortality  (Libris Mortis)


This potent oil is though by most undead creatures to be mere myth. Unlike other positoxins, it can reduce the target’s ability score to 0. Any undead creature whose Strength is reduced to 0 by this positoxin is utterly destroyed.


Positoxin – Type, Injury DC 20; Initial Damage, 1d4 Str; Secondary Damage, 2d4 Str; Price, 1,250 gp; Craft, DC 40.

Nycoptic Manuscripts (Libris Mortis)


These twin papyrus scrolls are inscribed with ancient tales and cryptic prophecies by an anonymous, almost-certainly insane author. Despite their dubious accuracy, the manuscripts contain many useful descritpoins of spells from the school of necromancy, and grat the possessor a +5 competence bonus on nay Knowledeg (arcane) checks she makes that deals with necromantic topics as long as the scrolls are in her possession and the character can take 1d4 rounds to find the proper reference.


Moderate necromancy; CL 10th; Craft Wondrous Item, Knowledge (arcanca) 5 ranks; Price 2,500 gp; Weight 2 lb.

New Spells

Brain Spider (Spell Compendium)

Divination [Mind-Affecting]

Level: Cleric 7, Mind 7

Components: V, S, M, DF

Casting Time: 1 round

Range: Long (400 ft. + 40 ft./level)

Target: Up to eight living cratures

Duration: 1 minute/level

Saving Throw: Will negates 

Spell Resistance: Yes 


You touch a spider’s body and think of the targets. As each target succumbs to the spell, a leg of the spider vanishes into nothingness.


For the duration of the spell, as a standard action, you can eavesdrop on the thoughts of up to eight other creatures at once, hearing as desired:

· A creature’s surface thoughts.

· Individual trains of thought in whatever order you desire.

· One nugget of information per caster level from all the minds regarding one particular topic, thing or being.

· The thoughts and memories of one creature of the group in detail.


Once per round, if ou do not perform a detailed study of one crature’s mind, you can attempt (as a standard action) to implant a suggestion (PH 285) in the mind of any one of the affected cratures. The creature can make another Will saving throw to resist the suggestion, using the original save DC. (Creatures with special resistance to enchantment spells can use this resistance to keep from being affected by the suggestion). Success on this saving throw does not negate the other effects of the brain spider for that creature


Material Component: A dead spider of any size or type. It must still have all eight legs.

Diefic Vengeance (Spell Compendium)

Conjuration (Summoning)

Level: Cleric 2, Purification 2

Components: V, S, DF

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will half

Spell Resistance: Yes


You call out to your deity, declaring your foe’s crimes and asking your deity to punish him.


This spell deals 1d6 points of damage per two caster levels (maximum 5d6), or 1d6 points per caster level (maximum 10d6) if the target is undead.

Lifeward (Spell Compendium)

Abjuration

Level: Cleric 4

Components: V, S, DF

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates

Spell Resistance: Yes 


With a brush of your hand you surround the creature in crawling shadows, a cloak of negative energy that whirls and swims across the creature’s body.


A creature warded by this spell gains protection from the effects of positive energy, including magical healing. The spell can be cast upon undead to offer additional protection against the turning abilities of clerics. The subject is immune to all positive energy effects, including conjuration (healing) spells, channeled positive energy such as from turn undead ability, or other effects that derive their power from positive energy.


This spell offers protection from the blinding effect of the Positive Energy Plane, and warded creatures gain no temporary hit points while there.

Shield of Faith, Mass (Spell Compendium)

Abjuration

Level: Cleric 4

Components: V, S, M

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One creature/level, no two of which are more than 30 ft. apart.

Duration: 1 minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


You hold you arms aloft and implore the power you venerate. Your comrades are bathed in a silver light, and over their hearts appears the symbol of your god, showing the deity’s protection.


This spell functions like shield of faith (PH 278), except that it affects multiple allies at a distance.

Stone Bones (Spell Compendium)

Transmutation

Level: Cleric 2, sorcerer/wizard 2

Components: V, S, F

Casting Time: 1 standard action

Range: Touch

Target: Corporeal undead creature

Duration: 10 minutes/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)


A brief flash engulfs your ally, and through his flesh you can see his skeleton. The skeleton glows a foggy gray for a moment thickening with eldritch power, then all is as it was before.


You cause the skeleton of the target corporeal undead to become thicker and as strong as stone. This gives the subject a +3 enhancement bonus to its existing natural armor.


Arcane Focus: A miniature skull carved of granite.

Wrack (Spell Compendium)

Necormancy [Evil]

Level: Cleric 4, sorcerer/wizard 5

Components: V, S

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One humanoid

Duration: 1 round/level + 3d10 minutes; see text

Saving Throw: Fortitude negates

Spell Resistance: Yes 


With the final word of the spell, your chosen foe is wracked with such pain that it doubles over and collapses. Its face and hands blister and drip fluid, and its eyes cloud with blood, rendering it blind.


Your touch causes your target to experience excruciating pain. For the duration of the spell, the subject falls prone and is blinded and helpless. Even when the spell ends, the subject is still shaken for 3d10 minutes.

Player Handout #1 – lodnin’s Map of the Tower
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Critical Event Summary: GRM6-06 War of the undying

For use only at Dragon*Con 2006 or before September 30, 2006.

1. 
Did the PCs attack the Gravecrawler? 

Yes

No

2.
Where the Knights of the Watch men-at-arms ghouls destroyed? 
Yes

No

3.
Did any of the PCs control undead within the tower? 
Yes

No


If so list PC names here:

4.
Was the lich destroyed by the PCs? 
Yes

No

5.
Was the lich’s phylactery destroyed by the PCs? 
Yes

No

6.
Where any of the PCs killed within the tower? 
Yes

No


If so list PC names here:

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image141.png]
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