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The wars in Gran March’s neighboring lands require focus.  The time has come to eliminate distractions. Let us start with a certain lich queen.  A Gran March Battle Interactive for APLs 2-14 and part 5 of
the Homefront series.  

Note: This adventure will be of particular interest to military PCs and PCs who played GRM5-01 The Commandant’s Parlor, GRM5-08 Up a Winding Stair, GRM 6-04 Curtains Drawn Around, or GRM5-03 The Lich Queen’s Vengeance .  Military time units allowed.  Note:  This adventure will be difficult for creatures larger than medium-sized or for animals in general (including mounts).  They are not recommended.  Kobold PCs, Asherati PCs, Pixie cohorts and Githzerai cohorts may not participate in this adventure.

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, 2008.


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 the Gran March.  Characters native to the 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

In several of the Outsiders In series of adventures, beginning with GRM5-01 The Commandant’s Parlor, PCs have had encounters with Githyanki.  In these encounters, PCs have acquired Githyanki silver swords, which are sacred possessions to the Gith.  In addition, some PCs acquired a Githyanki astral skiff in GRM5-03 The Lich Queen’s Vengeance.  The Githyanki have sent numerous raiding parties to try to get back the silver swords.


Meanwhile, Gran March has become involved in numerous conflicts with its neighbors on the Material plane.  The wars in Gran March’s neighboring lands require focus, and the Commandant would like to eliminate distractions such as the Githyanki. 


The Commandant has decided to make an agreement with the lich queen.  In exchange for the return of Githyanki silver swords and the astral skiff captured by Gran March, the lich queen will no longer seek retribution against Gran March.  This agreement should eliminate at least one avenue of unplanned assassination attempts and invasions, thus allowing Gran March to concentrate on issues in Bissel and the Pomarj.  In addition, the Commandant hopes to strip his foe, Maimbua, of one of his allies.  


The Commandant has been in touch with ambassadors representing the Gith to discuss terms of a settlement between their peoples.  The Gith have agreed on the condition that all known silver swords are returned, as well as the astral skiff that was captured in GRM5-03 The Lich Queen’s Vengeance.  


Peace treaties do no sit well with the war-loving Gith, so they have made the terms of the agreement difficult.  One of the requirements is that the skiff must be returned in full working order.  Unfortunately, Syrloch dismantled the skiff to understand how it worked, and they do not have the skills to put it back together.


Syrloch has done much research over the past several weeks to try to determine what can be done.  They have found that an exiled band of Githyanki live in the windswept depths of Pandemonium.  Syrloch believes that this group would have the skills needed to repair the astral skiff.


Dispatcher Special Diplomatic Envoy Amber Derat, Impavid Lhosk, a follower of Fharlanghn, has been asked to lead an expedition to complete this mission.  (She is a Ranger-9 horizon walker-7 KotD-1 (Plains, Mountains, Desert, Underground, Forest, Weightless, Aligned)  She has evasion,
darkvision, and is immune to fatigue). 


The mission involves traveling to Pandemonium with the skiff and silver swords, where he will attempt to gain the cooperation of the Githyanki in repairing the skiff.  From there, the expedition will travel to the astral plane to meet with the Githyanki to return the skiff and the swords.

Adventure Summary

In the introduction, PCs are recruited for an important, dangerous, extraplanar mission.  The next morning, the PCs assemble at a hidden drydock where the astral skiff has been mostly reassembled.  Several other boats are present as well.  The PCs will be briefed on the mission and what they should expect in Pandemonium.  Arlai Phell, a high-level cleric of Fharlanghn, will open a Gate spell to Pandemonium, and the astral skiff and other ships will be pushed through.


In Encounter 1, the PCs arrive in Pandemonium, pulling themselves from the River Styx.  There are signs that they have been here for some time (about 8 hours), but they have no memory of it.  They are cold, wet, and exhausted. The boats are mostly destroyed, except for the skiff, which is stranded nearby.  


In Encounter 2, the PCs battle the elementals that contributed the flooding.


In Encounter 4, the PCs recover their supplies and begin searching for the river guides they were expecting to find at this location. Unfortunately, the river guides were driven off by a flash flood on the river.


The PCs split up and search the nearby caverns for signs of the guides.  In Encounter 5, PCs encounter packs of undead disturbed by the recent flooding.  


In Encounter 6, PCs locate guides and decide which ones are the most trustworthy to guide them by land or on the Styx to the Githyanki enclave.


In Encounter 8, the PCs meet the Gith and must negotiate with them to get them to repair the skiff.  


In Encounter 9, the PCs must defend the enclave from an assault by a neighboring band of abyssal creatures.  During the battle, a saboteur destroys the astral skiff, in the misguided hope that the PCs will stay in the enclave.  One of the gith agrees to leave the enclave and return to his people, trading his soul to the Lich Queen in place of the astral skiff.  PCs must consult to determine if they will let this happen or choose a different path.


In Encounter 11, the PCs continue down the Styx and must fight their way past the undead guardians who keep the Gith and others from passing that way.  


In the Conclusion, the expedition opens another Gate to the astral plane.  The Githyanki are notified to meet the PCs, and the treaty is signed. From here, the PCs find another portal and return home to Gran March.

Preparation for Play

The DM should determine if any PC has a Githyanki silver sword.  Any PC that is going on this mission must bring any silver swords in their possession, and must forfeit them to be returned to the Githyanki.  The PCs will be compensated on the AR.


The adventure begins the evening before the mission.  The PCs have been recruited for a secret mission that is of vital importance to the March.  The only information they are given is that the mission is extra-planar in nature, and that they should arrive at the docks in Ghostgate at 5:30 in the morning before prayers and with an empty stomach.  The mission is a military mission, but all adventurers are being recruited.  PCs will be paid 100GP x APL each for their service on this hazardous mission.


The PCs will not be arranged into groups until the morning, so any buffing is assumed to be done after the mission briefing in the morning.


After the briefing and buffing, the DM should ask each PC to maintain a list of their currently actively spells, including the level they were cast at, on an index card.  Durations should also be noted.   


Note:  It is recommended that DM’s essentially “take 10” on initiative rolls for monsters during the interactive.  This will speed up play, as well as reduce the “swinginess” of combats during the interactive.


DMs may also choose to use average damage for NPC attacks (and thus cut back on time required for them to roll damage dice).  If a DM chooses to use average damage, then it should be done throughout the game (round damage down if average has a fraction; for example 1D6 would be 3 damage (3.5 average), but 2D6 would be 7 damage (2x 3.5 average)).

Introduction (Narration)

In the introduction, the narrator will read the interlude or teasers posted to the Gran March list.)

Narrator:


Early in the morning, just before the break of dawn, the would-be heroes find themselves at the docks by the river in Ghostgate.  A dozen river boats float nearby.  Nearly 60 adventurers have been recruited, and they have been grouped into short files based on experience.  Several clerics from the church of Flarlanghn are nearby, setting up tables for an early morning feast.  A charismatic woman stands upon a table and calls the group to attention.

Encounter 1: MISSION BRIEFING (Interaction) – 30 minutes

Dispatcher Special Diplomatic Envoy Amber Derat, Impavid Lhosk:

Good morning, Marchers.  I am Special Diplomatic Envoy Amber Derat.  I trust you are enjoying the Heroes Feast provided by the church.  Eat hearty, for you have all been recruited for a very important mission.  While this is a military mission, every one here has background as an adventurer.  These skills are going to be very important, as important as any military training you may have received.


As some of you may know, we have been involved in limited skirmishes with a war-like race from the astral plane known as the Githyanki.  We have some Gith weaponry that was rightly taken from them in conquest, but their desire to have it back is greater than our desire to keep it.  The Commandant has determined that escalating tensions with the Githyanki is not in the interest of the March at this time.  Our military focus is required elsewhere.  Therefore, our mission is to make peace with the Githyanki.


To accomplish this peace, we have agreed to return the silver swords and this flying ship, an astral skiff, to the Githyanki.  Unfortunately, the war-loving Gith have demanded that the skiff be returned in working order.  It is no longer in that condition, though our brethren at Syrloch insist that the knowledge gained was worth dismantling it.  We shall see.


According to Syrloch, the only way to repair this skiff is to find Githyanki willing and able to do it.  Syrloch has found an exiled band of Githyanki in an enclave on the plane of Pandemonium. 


Our mission is to take this skiff to the Githyanki on Pandemonium so that it might be repaired.  From there, we will travel to the astral plane to return the skiff and the silver swords to the Githyanki.


I am certain you all have many questions.  I have asked Mistress Varada Tessinpoll from Syrloch to brief you all on the plane of Pandemonium.

Mistress Varada Tessinpoll:

The Windswept Depths of Pandemonium!  So it is called.  Pandemonium is a mildly chaos-aligned plane, mostly resembling a series of underground tunnels and caverns.  A constant, maddening wind blows through the tunnels, causing inhabitants to go deaf, insane, or both.  That assumes, of course, that they do not first freeze to death from the bitter cold or lose their souls to rampaging undead and demons.  Gravity is relative, so your enemies may be lurking on the walls or ceiling as easily as the floor.


Also of note, the infamous River Styx flows through Pandemonium.  Merely touching the waters of the Styx will cause you to lose all recent memories, and may cause you to lose all memory completely.  Contact with the Styx is to be avoided at all costs. 


You will be traveling on the Styx from your arrival point to the Githyanki enclave.  We have outfitted the astral skiff with a river-boat hull to allow it to be steered as a normal boat.  Your short files will each be supplied with river boats as well.


Now, we do not expect you all to navigate the Styx.  In fact, it is almost impossible, except for natives of the plane.  So, your first task upon arrival will be to seek out river guides.  We believe there is a river port of sorts near the arrival point where you will be able to find guides.  These guides will be able to take you down the Styx to the githyanki enclave. 


We have made some arrangements to prepare you for this trip.  We have several supply carts available with provisions for purchase.  We have a cart of cold iron longspears available for for anyone who would like one.  They may prove useful against demons.  We also have a limited number of healing wands which will be distributed to the less experienced short files.


The church of Flarlanghn will also be serving you all a Heroes Feast to protect you from poison and fear effects.  They will also be casting a spell on each of you that should help you avoid some of the planar effects of Pandemonium.  Specifically, it should help with the deafness.  Beyond that, we are not sure.  It is recommended that everyone purchase some ear plugs from the supply cart as a secondary measure.  The church will also see if it can help with the effects of the cold.


The mission will be leaving through a Gate later today.  Beyond the spells cast on you by the church, we recommend that you save your spells rather than cast anything now. In fact, we recommend that you delay selection of some spells if you have the power to do that.  The key word here is adaptability. 


Finally, some provisions will be provided for the mission.  Each boat will have food, fresh water, cold-weather gear, and tents.  The tents may or may not be viable in the winds.  


Are there any questions for either myself or for the leader of the expedition, Dispatcher Derat, Impavid Lhosk?


The following additional information can be provided:

· The Githyanki enclave is in some sort of area called the Hollows, which is protected from magical travel and divination, perhaps to contain the inhabitants.  This is the reason that you will not be gating there directly.

· It is unknown if the Githyanki will be willing to help or not.  The mission will need to negotiate with the Gith to get their help.

· Inhabitants of Pandemonium include reconstituted souls of the dead called petitioners, demonic creatures, undead, and creatures who are either hiding or banished from other places.  Oh, and Erythnul himself lives in Pandemonium.

· Each short file is expected to be self-sufficient.  Spells should be reserved for the members of your own short file unless approved by the mission the leader.  This policy will ensure that each group has the resources it needs to succeed and is not carrying dead weight.

· Mounts and other large animals are unlikely to be viable given the terrain and would likely go deaf.  A few of the river boats can accommodate centaurs, though they should expect no special efforts to be made if problems arise.

· Ordinary animals would be a liability in Pandemonium and should be left behind.

· Gravity on Pandemonium is relative to the nearest surface.  So, you can walk on walls and ceilings.

· The mission will last until is completed or fails.  However, the Githyanki are expecting contact within 2 weeks, so negotiations may not be possible after that point.

· Special Diplomatic Envoy Derat and her soldiers will be responsible for the astral skiff.

· The clerics of Fharlanghn are not available for purchased spell-casting at the moment.  They have already allocated a significant number of spells to the expedition.

After all questions are answered, PCs will be asked to group up into their short files (tables).  PCs can introduce themselves and make any arrangements for spell-casting.  They can also make purchases from the supply wagons.  PCs will be given a list of supplies they will be carrying on their boat.


PCs will have the following spells cast on them:  Heroes Feast, extended (duration 24 hours, 15 extra hit points, CL: 16), Endure Elements, extended (duration 48 hours, CL: 3), Planar Tolerance, extended (duration 18 hours; CL: 9).  Animal companions and familiars can receive these spells, but ordinary animals (including mounts) cannot.  Bringing ordinary animals is strongly discouraged.


As soon as the PCs are done with their preparations, the senior DM should be notified so that Encounter 2 can begin.

Supply Wagons:  the supply wagons contain all of the available items from the PHB as well as DMG items of Open spells with a market price of 750 gp or less from Tables 7-17, 7-23, 7-24, and 7-26. 

The wagons also have earplugs from the Arms & Equipment Guide.  Earplugs cost 3 sp and grant a +1 save vs. sonic attacks.  They prevent deafness due to the winds on Pandemonium.  They also impose a -4 penalty to listen checks.

Cold Iron Longspears:  These are free for the PCs to use for the course of this adventure.

Wands of Cure Light Wounds:  Each APL 2 and APL 4 table will be supplied with a single Wand of Cure Light Wounds (Caster Level 1, 50 charges).  The wand must be returned at the end of the adventure.

Encounter 2: Pandemonium! (Narration) – 10 minutes

Narrator:

Blackness surrounds them.  Cold, wet, blackness.  Their bodies are cast helplessly about by the currents that surround them.  Struggling to find a way to air, a way to something familiar, they grab on to pieces of wood that batter their sides.  Suddenly, they are cast downward, as the water rushes up above their heads.  They are left dazed, cold, and confused, clinging to a smooth cavern floor.  Cries of anguish are barely heard over the rushing water and howling wind.  Lights begin to pierce the darkness.  The soldiers gaze about,  wondering how they got here – or when.

A woman can be seen waving a yellow flag nearby – the signal to report in.


Conditions: See DM’s Aid #4 – Pandemonium – Environment.  DMs should describe these conditions to the PCs.  Also, the darkened areas on the map are considered difficult terrain (double movement except for flying creatures).


What has happened is that the PCs went through the Gate to Pandemonium later in the day, around 4pm.  Syrloch delayed sending the PCs to a time when they would still remember their mission if they somehow ended up in the Styx.  Upon arriving in Pandemonium, they found an abandoned river port.  The expedition began to investigate, when suddenly a flash flood struck.  Everyone in the mission forgot the previous 8 hours of their life, and spent some time trying to survive the flood.  Most boats were destroyed, and provisions were scattered.  The waters receded, leaving the PCs on the ceiling of the chamber (gravity on Pandemonium is relative to the nearest surface).  PCs should reduce the time left on any active spells by 8 hours.

The PCs must regroup and send a designated leader or messenger to Special Diplomatic Envoy Derat.  The PCs are on the ceiling of a very large cavern, with debris and ruin from the destroyed river port spread all around.  The swollen River Styx flows above their heads. 


As the PCs regroup a bit and take stock of their situation, proceed to encounter 3.

Encounter 3: A living storm (Table encounter) – 45 minutes

As your group begins to regain its composure, the winds seem to grow in intensity.  A rumbling noise drowns out the sounds of the river and shakes your rib cage like a drum.  Lightning flashes amidst a storm of wind and water that seems to be coming directly towards you.

Creatures:  A large mob of angry, insane elementals is approaching the PCs from passages leading out of the cavern.  This mob of elementals caused the flooding of the Styx and the river port.  The storm elementals are attracted to the lightning traps, which were designed to protect the river port from roaming undead.  See DM Aid – Map #1 for a layout of the encounter.

APL 2 (EL 4)

Storm Elemental, small (2): hp 14 see Monster Manual III, page 49, or Appendix I.

Tactics: The storm elementals will move in close to open up with their Thunder and Lightning ability.  Note that the sonic portion of the ability is limited to 10 ft. range in the howling winds.

APL 4 (EL 6)

Air Elemental, large (1): hp 66; see Monster Manual, page 96.

Air Elemental, medium (1): hp 30; see Monster Manual, page 100.

Tactics:  The large elemental will use its whirlwind form to pick up PCs while the medium elemental attacks them physically.

APL 6 (EL 8)

Storm Elementals, large (2): hp 72 each; see Monster Manual III, page 49, or Appendix I

Tactics: The storm elementals will move in close to open up with their Thunder and Lightning ability.  Note that the sonic portion of the ability is limited to 10 ft. range in the howling winds.

APL 8 (EL 10)

Air Elemental, Greater (1): hp 189; see Monster Manual, page 96.

Water Elemental, Huge (1): hp 156; see Monster Manual, page 100.
APL 10 (EL 12)

Storm Elemental, Greater (1): hp 220; see Monster Manual III, page 49, or Appendix I.

Water Elemental, Greater (1): hp 205; see Monster Manual, page 100.


Trap: Lightning bolt trap (CR 8)

Empowered Lightning Bolt Trap (1): Search DC 28; Disable Device DC 28; magic device; proximity trigger (alarm); automatic reset (every round); spell effect (empowered lightning bolt, 10th-level wizard, 10d6 electricity +50%, DC 14 Reflex save half damage).  The trap is located in a stone pillar, which can be destroyed (Hardness: 8, HP 150).  The lightning bolt will fire into the 10 ft. x 10 ft. trigger area shown on DM Aid - Map #1. 
Tactics: The elementals will begin on the other side of the map from the PCs, in the range of the lightning bolt trap.  The water elemental will position itself so that the storm elemental gets hit, but it does not.  The storm elemental will try to stay within range of the lightning bolt trap if possible since the lightning heals it (it will purposefully fail its saves).  Note that the sonic portion of the storm elementals’ Thunder and Lightning ability is limited to 10 ft. range in the howling winds.

APL 12 (EL 14)

Storm Elemental, Elder (1): hp 252; see Monster Manual III, page 49, or Appendix I.

Air Elemental, Elder (1): hp 216; see Monster Manual, page 100.

Trap: Lightning bolt trap (CR 10)

Maximized Lightning Bolt Trap (1): Search DC 28; Disable Device DC 28; magic device; proximity trigger (alarm); automatic reset (every round); spell effect (empowered lightning bolt, 10th-level wizard, Damage  60 electricity, DC 14 Reflex save half damage).  The trap is located in a stone pillar, which can be destroyed (Hardness: 8, HP 150).  The lightning bolt will fire into the 10 ft. x 10 ft. trigger area shown on DM Aid - Map #1.  

Tactics: The elementals will begin on the other side of the map from the PCs, in the range of the lightning bolt trap.  The air elemental will position itself so that the storm elemental gets hit, but it does not.  The storm elemental will try to stay within range of the lightning bolt trap if possible since the lightning heals it (it will purposefully fail its save).  Note that the sonic portion of the storm elemental’s Thunder and Lightning ability is limited to 10 ft. range in the howling winds.  


The air elemental will stay mostly in whirlwind form, picking up PCs and depositing them in the path of the lightning bolt trap or in the River Styx (see DM Aid #4 – Pandemonium for information on the Styx).  The air elemental will generate a cloud of debris as it moves.

APL 14 (EL 16)

Tempest (1): hp 324; see Monster Manual II, page 193, or Appendix I.

Tactics: The tempest will begin the combat in whirlwind form.  It will attempt to catch as many of the PCs in the whirlwind as possible and then create a debris cloud to protect itself.  It will continue to move around picking up PCs and firing lightning bolts every round.  Not that the tempest cannot see more than 5 ft. when it is creating a debris cloud.  If anyone caught in the whirlwind is causing the tempest substantial harm, that PC will be dropped in the Styx.  (see DM Aid #4 – Pandemonium for information on the Styx)  

Note:  Spells such as dimension door and freedom of movement can be used to escape an  tempest or air elemental’s whirlwind.  Control winds will force the elemental out of whirlwind form.
Treasure: None

Encounter 4: Recovery (table encounter) – 15 minutes

After the elementals are dispatched, each table should report in again.  The PCs will be told to recover their boats, if possible, as well as their supplies.  They have one hour (game time, not real time) to complete their task.  PCs whose boats were destroyed will be tasked with searching for useful items among the extraordinary amount of debris that was left behind after the flood.

Conditions:


For each table, the DM should consult the table below to determine the table’s task.  The DM should consult DMs Aid #1 for info on the Styx, as well as the carrying capacities section of the PHB (p.162) as appropriate.  Assume a hemp rope can withstand 1000 pounds of force before breaking, and a silk rope can withstand 1500 pounds.  The PCs can search around the debris field for ropes (Search Check DC 20 per 50 ft. rope) or make-shift grappling hooks (Search Check DC 25 per hook).

Table #:

1, 2, 3 
The PCs boat is trapped partially submerged in the Styx.  The boat is 20 ft. from shore, wedged under a rock.  The boat can be snagged with grappling hooks, if the party has enough, or ropes can be tied on if the party can reach the boat.  The boat requires 4000 pounds of dragging force to free with a rope, or 3500 pounds if the boat is emptied of supplies.  Each of the 4 supply crates can be freed with a DC 18 Strength check.

4, 5, 6 
The boat is stuck on a ledge above the Styx.  It can be carried or dragged down (with proper support from 2 or more ropes).  The weight of the boat is 3000 pounds with supplies, 2500 pounds without.  If the PCs attempt to move the boat with insufficient force, it will slide down off of the precipice.  The boat will be damaged to the point of being unseaworthy.  Any PCs carrying the boat must make a Reflex save (DC 10+APL) to avoid being hit by the falling boat for (1d6xAPL) damage. 

7 - 11  The PCs’ boat has been destroyed.  The supplies can still be recovered.  The crates are 20 ft. down, wedged under some rocks.  Each of the 4 supply crates can be freed with a DC 18 Strength check.

12+

The PCs boat is fine.  The PCs are put to work recovering the bodies of 6 Marchers whose boat is trapped in the middle of the Styx (see #1).  The boat is not recoverable.  A DC 18 strength check is required to free a body.

After recovering any boats, the PCs are put to work searching for loot amidst the massive amount of debris that fills the cavern.  PCs will need to search the following three areas, in addition to general debris:

a. Unstable debris pile:  Dex check or Escape Artist Check DC 10+APL, or Disable Device check DC 15+APL to allow a Search check without collapsing the pile, which causes (1d4xAPL) damage.  The pile can also be collapsed using reach weapons or grappling hooks and rope.  Once the pile is collapsed, it can be searched normally.  Success = +5 to Search or Survival Check
b. Water-filled pit:  15 ft. feet deep pit.  This is not considered Styx water for purposes of memory loss.  The water is calm and pitch black.  Success = +5 to Search or Survival Check
c. Awkward crevice.  In spite of the directional gravity, PCs must succeed at a DC 15+APL Climb check to navigate this crevice.  Falling causes (1d6 x APL/2) damage.  Success = +5 to Search or Survival Check
For simplicity, assume the PCs are all successfully aiding the PC with the highest Survival or Search bonus.  Assume that PC is taking 10 on the Search or Survival check.  If the PCs make a Search check or a Survival Check DC 25+APL (with the modifiers above), then they find the equipment that makes up the “loot” Treasure listed below.  If they get 30+APL, then they find the “magic” treasure as well.  


After the PCs have accomplished (or failed) at their tasks, they should report in.  Some of the supplies may need to be moved to other boats; there is plenty of room.


Treasure: 

APL 2: L: 12 gp, C: 0 gp, M: Wand of Magic Missile (62 gp).

APL 4: L: 25 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp)

APL 6: L: 37 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp)

APL 8: L: 50 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp)

APL 10: L: 75 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp)

APL 12: L: 100 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp), Pick of Piercing (775 gp)

APL 14: L: 150 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp), Pick of Piercing (775 gp), Oil of Greater Magic Weapon +5 (250 gp)

Encounter 5: Search for the guides (table encounter – 1 hour)

The expedition’s next task will be to locate the guides that were once found at this river port, if they still exist.  Special Diplomatic Envoy Derat will send each group to scout out a different passage.  Each group should look for one hour before returning.  Groups should take care not to get lost, or they will get left behind.  Tables 5 and 7 will discover the guides down their path.  


After about 10 minutes of searching the surrounding passages, the PCs will encounter a roaming mob of undead and/or demons who have been disturbed the flooding.


You travel through a dark, damp tunnel which may have been carved by wind rather than water.  The wind blows mist into your faces.  The walls of the tunnel are scraped as if by weapons or claws.  Your lights cast ominous shadows as you strain to see what lies ahead.  The light begins to dance as the tunnel ahead of you erupts in a fury of motion. Creatures – many, many creatures, are coming this way.

Creatures:  A large mob of angry, insane undead is storming along the floor, walls, and ceiling of the tunnel in front of the PCs.  There are many more creatures than the PCs can possibly hope to defeat.  Fortunately, only a handful are directly in the PCs path, while the rest continue on.  The tunnel is roughly round, 30 feet in diameter.


The creatures come in two waves.  There is a three round pause between waves.  

Note:  Due to the environmental and planar effects, the EL of the following encounter has been increased by 1.

Wave One

APL 2 (EL 3)

Nashrou (1): hp 42; see Monster Manual IV, page 44, or Appendix I.  Note:  Nashrou are actually demons, but they might appear to be undead to the untrained eye.
APL 4 (EL 5)

Nashrou (2): hp 42 each; see Monster Manual IV, page 44, or Appendix I.  Note:  Nashrou are actually demons, but they might appear to be undead to the untrained eye.
APL 6 (EL 7)

Nashrou (4): hp 42 each; see Monster Manual IV, page 44, or Appendix I.  Note:  Nashrou are actually demons, but they might appear to be undead to the untrained eye.
APL 8 (EL 9)

Nashrou, Advanced (4): (HD 6, Large size, See Appendix I).

APL 10 (EL 11)

 Advanced Megaraptor Skeletons (4):  hp 108 each; See Monster Manual, page 227.
APL 12 (EL 13)

Abyssal Ghoul (1): hp 108; see Fiend Folio, page 12, or Appendix I.
Advanced Megaraptor Skeletons (2):  hp 108 each; See Monster Manual, page 227.

APL 14 (EL 15)

Boneyard (1):  hp 166; see Libris Mortis, page 89, or Appendix I. 

----------------------------------------------------------------


Note:  In the second round of wave 1, a Pandemonium windstorm will pass through the area (See DM’s Aid #5 - Windstorms).  This affects PCs and monsters smaller, though undead are immune to confusion effects.  Huge creatures can also not be moved by the winds.

Wave Two (3 rounds later):
APL 2 (EL 5)

Bone Rat Swarm (1): hp 36; see Libris Mortis, page 88, or Appendix I.

Wolf Skeleton (1): hp 18; see Monster Manual, page 226.

APL 4 (EL 7)

Bone Rat Swarm (2): hp 36; see Libris Mortis, page 88, or Appendix I.
Wolf Skeleton (3): hp 18; see Monster Manual, page 226.

APL 6 (EL 9)

Wrackspawn (6): hp 26 each; see Monster Manual IV, page 182, or Appendix I.

APL 8 (EL 11)

Howlers, Advanced 10 HD (4):  hp 90 each; See Appendix I.

APL 10 (EL 13)

Howlers, Advanced 12 HD (6):  hp 108 each; See Appendix I.

APL 12 (EL 15)
Abyssal Ghouls (4): hp 108; see Fiend Folio, page 12, or Appendix I.
APL 14 (EL 17)

Hullathoin (1):  hp 144; see Fiend Folio, page 89, or Appendix I

Hulking Corpses (3):  hp 195 each; see Libris Mortis, page 109, or Appendix I.

Vampire Spawn (5):  hp 38 each; see Monster Manual, page 253, or Appendix I.

Treasure: The creatures have assorted trinkets on them from previous lives.

APL 2: L: 112 gp, C: 0 gp, M: 0 gp.

APL 4: L: 25 gp, C: 0 gp, M: Ring of Swimming (208 gp), Dagger +1(191 gp)
APL 6: L: 37 gp, C: 0 gp, M: Ring of Sustenance (208 gp).

APL 8: L: 50 gp, C: 0 gp, M: 0 gp

APL 10: L: 75 gp, C: 0 gp, M: 0 gp

APL 12: L: 100 gp, C: 0 gp, M: 0 gp

APL 14: L: 150 gp, C: 0 gp, M: Skin of the Chameleon (1250 gp)

Encounter 5b: Maimbua – 5 minutes

After the party finishes up Encounter 5, they find a side cavern.  


Behind a broken iron door, you find a cave that has been scorched by fire.  In the center of the chamber are the hacked and blackened remains of two large creatures, and a number of smaller ones.  What once might have been an elaborately carved desk built upon a dais lies shattered in the corner.  Scrawled on the wall is a message in Baklunish.


PCs that can read the language decipher it as saying "Death to Maimbua."  Even PCs who cannot read the language are able to pick out the name "Maimbua" if they have played Up A Winding Stair, Curtains Drawn Around, or Who Sleeps Upon Your Bed?

· DC 10 Heal check can determine that the two Large things were undead and the smaller things were living, but they died quite a while ago; the winds have started to mummify the remains.

· DC 18 Heal check can tell that the smaller things were hurt or killed with negative energy or energy drain.

· DC 15 Knowledge (religion) can determine one of the large things was an Ogre Zombie.

· DC 22 Knowledge (religion) can determine one of the large things was a Devourer.

· DC 17 Knowledge (the planes) can determine the smaller things were Rakshasa.

Encounter 6: blind followers (Interactive) – 45 minutes

Tables 5 and 7 will locate the guides and should report back.  The expedition will move in that direction.  Coincidentally, a tributary of the Styx flows in that direction, so boats can be brought.  PCs can also travel beside the Styx on foot.


The passage opens up to reveal a makeshift dock, with a half dozen boats crowding a shallow area of the Styx.  Temporary shelters have been built among the rocks and crevices along the walls and ceilings.  The dim lights of everburning torches reveal a menagerie of figures, who appear to be eagerly awaiting your attention.


Special Diplomatic Envoy Derat will instruct each table to find a guide to get them to the Githyanki enclave, known as “The Hollows”.  Derat will indicate that it is essentially every group for themselves, though the astral skiff is obviously the top priority.  PCs are under strict orders not to offend, attack, or enchant any of the guides, for risk of losing them. Derat will negotiate with a  marraenoloth (not listed below, Monster Manual II, p. 202) to ensure the skiff and its cargo of silver swords arrives safely.


Note:  PCs do not have to actually travel with their table.  They can travel with a different set of PCs if there is room.  This should help alleviate the issue of any paladins feeling that they must associate with evil NPCs in order to obtain a guide.  The PCs will be reunited with their table before the next encounter.

Creatures:

All APLs:

1. Acaf Zhee: CN Male Human Petitioner (Exceptional), (Diplomacy +10, Bluff +10, Sense Motive +10, Survival +10, Appraise +10, Will Save +6, Wisdom 16, Languages: Common, Baklunish, Hand-speak).

Acaf is a land guide.  He resembles a Baklunish man, with very dark skin.  The whites of his eyes are blood red, and he never seems to blink, even when the wind blows dust directly into his face.  Acaf was an executioner in his former life, though he seems friendly enough now.


Route:  Acaf can take PCs along the “high road”, which he says is the only safe route to the Hollows.  The journey will take 36 hours.  He can only take 6 people due to space limitations in shelters along the way.  He can take up to 12 if the other 6 have some form of magical shelter (e.g. rope trick, Leomund’s).

Price:  Per person – one potion, one alchemical item of at least 25 gp value, or vial of holy water.

2. Raucht (unintelligible last name): CN Male Human Petitioner (Will Save +1, Wisdom 6, Languages: Common).

Raucht has a vacant look and a disheveled appearance.  He mumbles incoherently a lot.  Raucht has an unsettling habit of drinking from the River Styx.  With or without being asked, Raucht will warn the PCs not to be the last one in the barrel of the Transporter, gesturing at his belly.  


Route:  Raucht will gladly guide, by land or river, anyone who asks him.  In fact, he will answer yes to just about any request.  Anyone who “hires” Raucht will become lost for 24 hours before finding there way back here.  Fortunately, Raucht does help them avoid danger during that time. 


Price:  Raucht does not understand the concept of payment.  


3. Smacker and Snitch: CN Male Ettin Petitioner (Will Save +3, Wisdom 10, Languages: Mixture of Orc, Goblin, Giant).

Smacker is the insane head of the ettin, while Snitch does the talking.  Smacker babbles and drools, and occasionally lets out a blood-curdling roar.  He also hits himself in the face repeatedly, which has left his face bruised and scabbed.  Anyone with a great deal of knowledge about ettins (Knowledge Nature DC 30) will know that Snitch is actually controlling the arm that is hitting Smacker.


Route:  Smacker and Snitch will take the PCs on the “low road”.  Snitch indicates that this road is faster; the high road is for wimps.  This path takes only 24 hours.  He can lead up to 12 people.


Price:  Smacker and Snitch require only a live animal as payment.  It can be a summoned animal, as long as it is suitable for eating.


4. Sistasa: CE Female Lilitu (Hordes of the Abyss, p. 43, Appendix I, Languages: Abyssal, Common; telepathy 100 ft.).

Sistasa is a human female with long gray hair.  She appears kind, but she does not appear to care about her physical appearance.  Her clothes are torn and caked with blood, and they are perhaps too revealing for a proper woman of her age.  In reality, Sistasa is a demon in disguise.  She will not reveal this unless asked.  Note:  Sistasta will also have a Nondetection spell cast to hide her alignment.


Route:  Sistasa will offer to take the PCs by a route that only she can go.  It will take only 12 hours of travel, because she will aid the PCs with fly spells.


Price:  Sistasa only asks that one PC receive a spell from her that will allow her to see through that PCs eyes and communicate with him as he enters the Hollows.  She will ask that the PC find a person named “Bonaker” in the Hollows, so that she might deliver him a message.  Sistasa will guarantee that Bonaker will not harm the PC in question, but she will provide no other information. If a PC agrees, he will be given Lilutu’s Gift until the task is completed, or 24 hours expires.


5. The Transporter: NE Male Devourer (Monster Manual, p. 58; Languages:  Common).

The Transporter is a very large undead skeleton, with a pathetic little man trapped in his rib cage.  He stands beside a dozen barrels.  The Transporter uses hand gestures to communicate.  If forced to speak, he screams in an unholy rasp, clearly aggravated.


Route:  The Transporter seals PCs in a barrel and sends them down the Styx, using a current only he knows.  The trip takes only 8 hours, and PCs are shown how to remove the cork occasionally for air.  The Transporter has enough barrels for 12 people.


Price:  The Transporter charges 25 gp x APL per person.  There are rumors among the other guides that he will sometimes return the money of the last person he puts in a barrel, right before stealing their soul. These rumors are true, though the transporter will not do this today.


6.  The Trumpeter: CG Female Trumpet Archon (Monster Manual, p. 18); Languages:  Any, as per Tongues spell..

The Trumpeter is a bald, green-skinned woman.  As she stands, she reveals ruddy, feathered wings.  She holds a long, tarnished trumpet that has been bent in the middle.  She is deaf, but she can speak any language through her Tongues ability.  The Trumpeter has lost her spells, but not her spell-like abilities.  She will not guide anyone that she detects as evil.


Route:  The Trumpeter will take a group of up to six people who can fly by a flight route.  The flight route takes 12 hours.  She also knows the high (36 hours) and low (24 hours) routes.


Price:  The Trumpeter will take anyone who can cure her deafness long enough for her to hear a prayer to a good deity.


Special:  If someone can cast an atonement on the Trumpeter or repair her trumpet through a miracle or wish, everyone in the expedition will earn the Favor of the Trumpeter.  Make sure the senior DM is aware that this has happened.


7.  Simeon: CN Male Human Petitioner (Exceptional) (Profession Sailor +10, Will Save +3, Wisdom 10; Languages:  Common).

Simeon is a dead pirate.  He was once as ruthless as they come, but he now bears a soft spot for any human.


Route: Simeon will guide anyone who has a boat by the River Styx.  The journey will take 12 hours.


Price: Simeon wants the boat.


8. Rockhead: CN Male Dwarf Petitioner (exceptional) (Profession: Sailor +12, Will Save +3, Wisdom 10; Languages:  None).

Rockhead is so named because he is blind, deaf, and mute.  Yet, he is somehow an expert naviagator of the Styx.  He is a dwarf of unknown age.  He communicates by drawing images on peoples’ hands with his finger, and with other gestures.


Route:  Rockhead can take up to 9 people (or 6 plus some animals) on his boat.  The journey will take 12 hours.


Price:  Rockhead wants only to be paid in fresh food.  His sense of taste and smell is all he has left for pleasure.


9. King Ghol: CN Male Death Knight (Green Slaad in disguise, Monster Manual p. 230; Languages: Slaad, Common) 

King Ghol appears to be a Death Knight.  In reality, he is a green slaad using his change shape ability.  He uses the form of King Ghol to intimidate others and make himself feel important.  He often casts fireballs about just to show that he can.  He has a boat that is little more than a river barge with a “throne” built on the back.


Route:  King Ghol will pilot his barge on the Styx, taking up to 12 people.  The Styx will periodically wash over the deck, though, causing the riders to forget how they got there.  The journey will take about 15 hours.


Price:  King Ghol is interested in any arcane scrolls or books.  Potions are acceptable payment as well, one per person.


10. Maximilian the Mighty: CN Male Human , Sorceror 2 (Bluff+4, Sense Motive-2, Will Save -1, Wisdom 3; Languages:  Common).

Maximilian is an immaculately dress man, whose clothing sparkles.  He has a long, well-trimmed mustache.  He tells the party that he is a Horizon Walker who has mastered the River Styx.  He is insane, so he truly believes this.  In fact, he is simply a low-level sorcerer with some illusion spells. 


Route: Maximilian says that, with the right components, he can open up a vortex in the Styx that will transport the PCs to their desired destination.  He asks the PCs for donations of potions and magic items.  He then conducts a ritual where he empties the potions into the water and throws any items in to prepare the portal.  As part of the ritual, he casts various illusions, such as silent image and prestidigitation.  Once complete, he will encourage the PCs to tie stones to their feet so that they will sink quickly through the current to the portal at the bottom of the river.  Fortunately, the water is only about 10 ft. deep here if the PCs need to recover items or each other.


Price:  Free.  Maximilian feels it is his duty as a Horizon Walker to help people travel the multiverse.

11. Margawalle the Mariner: CN Male Halfling Petitioner (Will Save +3, Wisdom 10; Languages:  Common, Halfling). 

Margawalle is a halfling with an unusual voice.  He always sounds like he’s underwater, and he appears to be faking it.  His hair is black, and his eyes are hidden by goggles.  Beside him, he has a large iron barrel with mechanical arms.


Route:  Margawalle has an Apparatus of Kwalish (Dungeon Masters Guide, p. 247) that he can use to tow anyone’s boat down the River Styx.  Alternately, he can transport one passenger in the Apparatus itself.  The trip takes 24 hours.


Price:  Margawalle charges (50 GP x APL) to tow an entire boat, or a single person as a passenger for (50 GP x APL).  He cannot have both a passenger and a boat in tow at the same time.


Special:  PCs who speak with Margawalle are offered the opportunity to purchase the Apparatus at any future date.  Margawalle is looking to retire, and he needs money.

12. Wyvylin, The River Rat: CG Male Elf Expert 6 (Bluff +2, Sense Motive +0, Profession: sailor +8, Will Save +5, Wisdom 10; Languages:  Common, Hand-speak). 

Wyvylin is a young elf, not a petitioner.  His ears are plugged, so he has some trouble hearing.  He claims to be a very good river guide, and he is.  He was born in Pandemonium, but he does not remember his parents.  He does what he can to survive.  If offered the chance to accompany the expedition and leave Pandemonium, he will take it.


Route:  Wyvylin will guide someone else’s boat down the River Styx.  The journey will take 15 hours.


Price:  Per person:  one week of preserved food, healing potions, or provisions greater than 25 gp in value that would help him survive.

Treasure: None

AR Access:  Apparatus of Kwalish (any), Favor of the Trumpeter, Disfavor of Sistasa.

Encounter 7: The Journey (table encounter) – 10 minutes

The description of the PCs journey is the DM’s opportunity to show off their story-telling skills.  DM should embellish the points below as necessary for dramatic effect.

High Road:

· Walks along narrow precipices

· Purposefully stepping off cliffs and walking down the face

· Winds which lift the PCs up and set them down on the other side of a chasm

· Holes where PCs leap into the middle to “fly” using the unusual gravity of Pandemonium

· A night spent in a small, cramped pit with an iron door to keep out the wind and the wights.

Low Road:

· Walks along barren river bottoms where the water can still be heard rushing.

· Holes where PCs leap into the middle to “fly” using the unusual gravity of Pandemonium

· A barren field of shallow honeycombed holes that took hours to cross. 

· A night spent in a personal pit, with a rock pulled over the top for protection.

· Hiding from mammoth flying beasts who circled above a cavern of stalagmites that oozed yellow liquid.

Flight Path:

· Tunnels where PCs leap into the middle to “fly” using the unusual gravity of Pandemonium

· Unusually shaped chambers that cause flying PCs to tumble end-over-end due to the unusual gravity
· Long, narrow tunnels where crawling was necessary and flight impossible.
· Red dust storms that pelt the PCs.  Further inspection shows the dust is vaporized dried blood.
River Styx:

· A waterfall that causes the boat to tip over the edge, then proceed directly down the waterfall as the gravity readjusts.

· A short stop at a refuse pile to gather body parts to toss in the Styx as a distraction for some creature that lurks below.

· Tunnels perfectly formed such that the Styx flows down the middle, with the boat spiraling around the outside.

· Zombies flailing senselessly in the water, grasping at the sides of the boat.

At the end of the journey, PCs will find themselves at a “safehouse” area along the Styx.  There are numerous small caves with solid iron doors that can be used for shelter until the other Marchers show up.  The entrance to the Hollows is just a short distance down a nearby passage.  A small tendril of the Styx leaps from the main river and winds it way down the passage.  The entrance to the Hollows is through a one-way magical portal.  The Hollows is protected as if by a Mordenkainen’s Private Sanctum, Dimensional Anchor, and Forbiddance (though without the damaging aspect).  It is believed that the Hollows was set up as a magical prison within Pandemonium by Erythnul himself. 

<END OF ROUND 1>

----------------------------------------

Encounter 8: The HollowS (narration + interaction) – 45 minutes

Narrator:


After passing through the portal, the weary expedition finds itself on the edge of a cavern more expansive than can be seen or barely imagined.  Lights flicker from a settlement of some sort built on the wall of the cavern among gigantic stalactites or stalagmites, as if standard geological terms apply to this place.  The one saving grace of this place is that the wind seems somewhat less loud.  Or perhaps the Marchers’ hearing has begun to deteriorate.


As the PCs make their way down into the Hollows, they find that the settlement consists of a haphazard collection of buildings constructed from whatever materials were available.  In some cases, the stalactites have been carved into for dwellings.  The gigantic stalactites, as big as 40 feet in diameter and 80 feet high, appear to ooze some kind of yellow liquid.  They also have what appear to be veins on the inside.


The winds of Pandemonium are substantially lessened in the area around the Hollows.  PCs who remove their earplugs can hear normally, and there are no negative effects from the wind.


There are all sorts of inhabitants of the Hollows: outsiders, sentient undead, petitioners, and assorted humanoids.  There do not appear to be any demons or abyssal creatures, however.  Most of the living are as close to death as one can be in a persistent state.  The majority appear insane and deaf.  


Special Diplomatic Envoy Derat orders the expedition to split up and look for the Githyanki.


PCs will interact with the DMs playing the part of the different NPCs.  Unless otherwise stated, each NPC is considered to have an Unfriendly attitude for terms of Diplomacy checks.  The NPCs must be brought to an “Indifferent” attitude (DC 15) to answer direct questions about useful information.  The better the diplomacy check, the more forthcoming the NPC will be with information.  Each NPC knows a slightly different set of useful information.

Useful Information from NPCs:

1 – The Hollows has no laws except that everyone must fight the Red when they come.

2 – Money has no use in the Hollows.  Everything is done through bartering, and it is only for things people need.  Nobody tries to achieve wealth.

3 – The Red live on the far side of the cavern.

4 – The Hollows is governed by a winged lion named “Paladin”.  He lives on top of the tallest “spike” in the Hollows.

5 – A tall, blue-skinned man named Ashboshe lives in the middle of the Hollows.  He tries to trade things that nobody wants.

6 – The Red are banished creatures from the Abyss.  They want to destroy the Hollows, and probably could if they were better organized.

7 – There is only one way out of the Hollows.  Follow the River Styx out of the cavern and into the Dead.  You won’t come back, and you won’t make it any further.

8 – There were once many Githyanki in the Hollows.  They were the best fighters, so they died first fighting the Red.  Only one remains, and he doesn’t fight.  For some reason Paladin doesn’t make him.  The Githyanki lives down by the river.

Creatures:  All creatures are considered Unfriendly.  A successful Diplomacy check or Intimidate check is required to get them to divulge useful information.
Bahgr:  CE Male Bugbear (Monster Manual, page 29; Will Save +1, Wisdom 10; Languages:  Common, Halfling). 
.  Bahgr is deaf.  He does not use hand-speak but ad-hoc hand gestures and shouting to communicate.

Useful Information:  #1, #2, #7

Gagua:  CN Female Dwarf Petitioner (Will Save -1, Wisdom 3; Languages:  Common, Dwarven). 
.  Gagua is insane and deaf.  She cannot use or understand hand-speak.  She spends her time trying to catch things to eat in the Styx.  She will offer the PCs various body parts she pulls out of the river and say “Fish?”

Useful Information:  None

Sama:  CE Male Minotaur (Will Save +5, Wisdom 10; Languages:  Giant). 
.  Sama has dirty fur with many bare patches.  His horns are both broken, and he is deaf.  He walks with a decided limp.  He can speak giant and use hand-speak.  He will bemoan his limp and how he can no longer charge opponents.  His leg was twisted and broken by a cruel demon.  The leg then healed improperly.

Useful Information:  #1 through #7

Silitvar:  CN Male Drow Petitioner (Will Save +3, Wisdom 10; Languages:  Common, Elven, Undercommon). 
.  Silitvar was a torturer in his former life.  He is blind (eyes cut out), deaf (ears cut off), and mute (no tongue).  He speaks with hand-speak and by feeling the hand-speak of others.  He can also spell out languages he knows with chalk or a stick.

Useful Information:  #1, #2, #7

Fiquar Fzaor:  CN Male Hill Giant petitioner (Will Save +1, Wisdom 6; Languages: Giant). 
.  Fiquar is a beast of burden in the Hollows.  He has no self will, and will do whatever he is told (through gestures).  He is not deaf.  He cannot use or understand hand-speak.  He can speak giant.

Useful Information:  #1, #3

Restaria:  CN Female Human Petitioner (Will Save +3, Wisdom 10; Languages:  Common). 
.  Restaria is a young woman who was put to death for poisoning her parents.  She can hear and speak, since she rarely leaves her dwelling.  She is a sociopath and is generally avoided by other inhabitants of the Hollows.  She won’t attack anyone directly, but she will tell wicked lies and mislead for the sheer pleasure.

Useful Information:  None

Victor Vasalak:  CE Male Vampire Spawn (see Monster Manual, page 253; Languages:  Common).  Victor cannot hear, but he uses his powers to communicate as needed.  He will not attack the PCs or attempt to dominate them, for he fears the unknown.  Victor feeds on other inhabitants of the Hollows, preferring the helpless insane.  

Useful Information:  #1 through #7

Croaba:  CN Male Goblin Petitioner (Will Save +2; Wisdom 8; Languages: Goblin).  Croaba is a sneaky little goblin who steals food from helpless inhabitants of the Hollows.  He lives wherever he can find a place.  He is a coward and will run rather than face confrontation.

Useful Information:  #1 through #7

Bonaker:  CN Male Human Petitioner (Will Save +3, Wisdom 10; Languages: Common).  Bonaker is the man that Sistasa asked a PC to seek out.  He was once a cleric of St. Cuthbert.  His misdeeds led him here upon his death.  As a petitioner, he can no longer cast divine spells.


If a PC accepted the gift of Sistasa and finds Bonaker, she will telepathically ask the PC to deliver Bonaker a message from Sistasa.  The message is, “I found your wife and daughters. (pause for dramatic effect)  I gave them to my master for his pleasure.”  Bonaker’s face will turn from one of hope to one of absolute horror and despair. He will cry out at the PC, “Why, why, why?” and be inconsolable.  Sistasa will laugh inside the PCs head and then end the gift.  If the PC does not deliver the message, he will earn the Disfavor of Sistasa.

Information:  #1 through #7.

Asboshe: LN Male Mercane (Manual of the Planes, p. 179, or see Appendix I; Languages Common, Abyssal, Celestial, Draconic, Infernal, Giant).  Ashboshe is a mercane, a race of extraplanar merchants.  He will not divulge the reason that he is here in the Hollows.  He will be extremely pleased to see new outsiders, though (Friendly NPC Attitude), and attempt to interest them in his wares.  He knows all of the information in the “Rumors and  Information” section, and will happily share any of it if a purchase is made.  He has the following items for sale, for exclusive buyers:

APL 6: Fountainhead Arrows, 10 (3,060 gp)

APL 8: Skill Shard, Greater, Disable Device (300 gp)


If anyone threatens Ashboshe or attempts to steal something, he will reply that the PC should be very careful.  He has many guardians about, and there are far worse things than death on Pandemonium.

Information:  #1 through #8.

Paladin: LN Male Lammasu (Monster Manual, p. 165; Languages: Common, Draconic, Celestial).  Paladin will fly down to meet anyone who calls up to him atop his perch.  He is clearly a proud and noble creature, though his fur is black and matted.  Paladin no longer has his divine spell-casting ability, and he will not reveal why.  


Paladin’s sole interest is in the survival of “his people,” particularly against the Red.  The Red are banished demons that live on the opposite side of the cavern.  They periodically attack the Hollows and carry off inhabitants for food or pleasure.


Paladin says the expedition may stay in the Hollows, but they must fight the Red when they come.


Paladin knows all of the information in the “Rumors and Information” list and will share it if asked.  He will not say why he does not make the one remaining Githyanki fight.

Information:  #1 through #8.

Je’kethe:  CN Male Githyanki, Wizard 17 (Manual of the Planes, p. 174, Sense Motive +15; Will Save +15; Wisdom 20; Languages: Common, Draconic, Githyanki).  Je’kethe is a Githyanki who was not banished but is rather hiding from the Githyanki Lich Queen.  First, he has a different world-view than other Githyanki.  He was once captured by Githzerai, and he learned to understand them.  He realized that he had slaughtered hundreds without true purpose.  Thereafter, he struggled with his life in a warrior society, until he came close to reaching 17th-level as a wizard.  The Lich Queen consumes the soul of any Githyanki that reaches 17th-level.  Rather than feed the Lich Queen’s immoral power, Je’kethe escaped to the Hollows.  It has been years since he has practiced any magic.  He does not even study his spells any longer.


Je’kethe will reveal this information only if the PCs earn his trust.  They can do this by sharing some of their experiences with the Githyanki, and indicating that they are on a mission of peace.  The notion of peace between the Githyanki and any race gives him a bit of hope, and he will gladly assist in the repair of the astral skiff.  He indicates that the repair will likely take 5 days, and the skiff should be brought to small dock behind his shack.

Information:  #1 through #8

-----------------------------------------------------


The PCs should inform Derat of the information they have uncovered.  The expedition then spends the rest of the day finding open dwellings for shelter.  In some cases, the dead inhabitants must be removed first.  The PCs have three days to recover and dwell in the misery that is life in the Hollows before Encounter 9.

Encounter 9: The RED (table encounter – 1 Hour)

On the “morning” of the third day in the Hollows, Paladin flies through the settlement, pulling a red banner behind him.  Everyone seems to know what this means – the Red are coming.  The inhabitants gather weapons and head for the perimeter of the town.  Special Diplomatic Envoy Derat goes around to each group of Marchers and tells them to do the same.  


Note:  As a reminder, teleportation, blinking, etherealness, dimension door, and summoning spells will not work in the Hollows, for the PCs or the demons.


Note:  The winds of Pandemonium are substantially lessened in the area around the Hollows.  PCs who remove their earplugs can hear normally, and there are no negative effects from the wind.


Note:  There are three rounds before the first wave, and three rounds between waves.  DMs should stop when time is called, at which point the remaining Red retreat.

Wave 1

APL 2 (EL 4)

Dretch (2): hp 15 each; see Monster Manual, page 42.

APL 4 (EL 6)

Dretch (4): hp 15 each; see Monster Manual, page 42.

APL 6 (EL 7)

Death Dog, advanced (3): hp 42 each; see Fiend Folio, page 41, or Appendix I.

APL 8 (EL 8)

Feral Yowler (3): hp 94 each; see Monster Manual III, page 51, or Appendix I.
APL 10 (EL 12)

Bulezau (1): hp 113; see Fiendish Codex I, page 33, or Appendix I.

Hezrou (1): hp 130; see Monster Manual, p. 44.
APL 12 (EL 14)

Hezrou (1): hp 130; see Monster Manual, p. 44.

Glabrezu (1): hp 162; see Monster Manual, p. 43.

APL 14 (EL 16)

Sibriex (1): hp 203; see Fiendish Codex I, p. 52 or Appendix I.

Glabrezu (2): hp 162 each; see Monster Manual, p. 43.

Wave 2

Creatures:  

APL 2 (EL 4)

Abyssal Skulker (1): hp 13; see Monster Manual, page 56, or Appendix I.

Windrazors (2): hp 12 each; see Monster Manual IV, page 176, or Appendix I.

APL 4 (EL 6)

Abyssal Skulker (2): hp 13; see Monster Manual, page 56, or Appendix I.

Windrazors (4): hp 12 each; see Monster Manual IV, page 176, or Appendix I.

APL 6 (EL 7)

Windrazors (8): hp 12 each; see Monster Manual IV, page 176, or Appendix I.

Abyssal Skulker (2): hp 13; see Monster Manual, page 56, or Appendix I.
APL 8 (EL 8)

Bar-lgura (3): hp 54; see Fiendish Codex I, page 29, or Appendix I.
APL 10 (EL 10)

Bar-lgura (2): hp 54; see Fiendish Codex I, page 29, or Appendix I.
Armanite (2): hp 88; see Fiendish Codex I, p. 28, or Appendix I.
APL 12 (EL 12)

Bulezau (2): hp 113; see Fiendish Codex I, page 33, or Appendix I.

Bar-lgura (4): hp 54 each; see Fiendish Codex I, page 29, or Appendix I.
APL 14 (EL 14)

Bulezau (2): hp 113; see Fiendish Codex I, page 33, or Appendix I.

Hezrou (2): hp 130; see Monster Manual, p. 44. 

Wave 3

Creatures:  

APL 2 (EL 3)

Windrazors (3): hp 12 each; see Monster Manual IV, page 176, or Appendix I. 

APL 4 (EL 5)

Bar-lgura (1): hp 54; see Fiendish Codex I, page 29, or Appendix I.
APL 6 (EL 8)

Bar-lgura (1): hp 54; see Fiendish Codex I, page 29, or Appendix I.
Armanite (1): hp 88; see Fiendish Codex I, p. 28, or Appendix I.

APL 8 (EL 10)

Bulezau (1): hp 113; see Fiendish Codex I, page 33, or Appendix I.

Bar-lgura (2): hp 54 each; see Fiendish Codex I, page 29, or Appendix I.
APL 10 (EL 10)

Babau (4): hp 68 each; see Monster Manual, page 40.
APL 12 (EL 12)

Retriever (1): hp 135 each; see Monster Manual, page 46.
Vrock (1): hp 112; see Monster Manual, page 48.
APL 14 (EL 14)

Mivilorn (3): hp 324 each; see Monster Manual III, page 107, or Appendix I.
Treasure: 

APL 6: L: 125 gp, C: 0 gp, M: 0 gp

APL 10: L: 250 gp, C: 0 gp, M: 0 gp

Encounter 9b: The CAGE (optional table encounter) – 10 minutes

If the table finishes Encounter 9 before the other tables, the following optional encounter can be run to fill time.  


As you dispatch the last of the Red near your group, you notice that they have left behind a large cart made of large bones and steel.  It has a cage on top, and several pathetic souls are trapped inside.


The cage is constructed in such a way that people can be forced into an opening at the top, but coming out the same way would be extremely painful.  The bars of the cage must be broken.  The bars are (Hardness: 6, Hit Points: 6xAPL).  They can also be broken with a DC 24 Strength check.


There are 3 people inside.  They are random petitioners from the Hollows who have been captured en-route to the attack.

· One petitioner will ask the PCs to help him recover a lost coin.  He swears he dropped it while being pulled by the cart.  He is insane, however.  There is no coin.  Feel free to have the PCs make Search checks and Spot checks before catching on.

· One petitioner (also insane) will demand that the PCs fix his chariot, which they just broke.  He will question their honor if they do not.  He will also try to convince them to pull him back to the Hollows in his chariot.

· One petitioner is dead.  He was killed when he tried to run from the demons that put him here.

Encounter 10: The Burning (narration/Interaction) – 20 minutes

Narrator:


Today, the Red are driven back.  The demonic horde is no match for the steel in the hands and the hearts of the soldiers of Gran March.  As the Marchers make their way back into the Hollows, the smell of burning timber fills their nostrils.  Je’kethe, the Githyanki, stares at the soldiers solemnly as they return.  The smoke comes from the dock.


“Je’kethe!  What has happened?” shouts Special Diplomatic Envoy Derat, as she sprints past him to the river’s edge.  There, her fears are confirmed.  The astral skiff, and the other boats as well, lie burning in ruin.  She storms back to the tall, gaunt man, tears in her eyes.  “Who did this?” she demands.


Je’kethe looks sorrowfully towards the top of the highest spike in the Hollows.  “Someone who believes you are needed here.  I can rebuild it, but it will take time.”


“There is no more time,” the woman replies.  “If we do not leave now we will fall prey to these maddening winds and never escape.  I have failed my mission, but I will not fail my soldiers.  They deserve to go home.”


The Githyanki looks off into the distance.  “Perhaps – there is something still to be done.  What is the price of peace?  Is it only a boat?  Would a soul not be worth ten boats?  The Lich Queen hungers for mine.  If it will help bring peace, and free me of this prison, I will give it to her.”


Envoy Derat looks distraught.  “Sacrifice a soul and make a lich queen stronger?  I don’t see how I could do that.”


“My sacrifice for peace would make me a symbol for those who doubt the lich queen.  It might do her more harm than good,” replies the Gith.


“Allow me to consult my people,” Envoy Derat replies.


Each table should send a representative to speak with Amber Derat and give their thoughts on Je’Kethe’s proposal.  Other proposals will be considered, such as bringing Je’Kethe back to Gran March to repair the boat.  The following issues must be taken into account:

· The Lich Queen will not permit anyone to give refuge to a high-level Gith who has denied her the right to his soul.

· The Lich Queen has powerful magic and scouts and can feasibly locate anyone who is not magically hidden (e.g. mindblank, Mordenkainen’s Private Sanctum)

· The Lich Queen does not know that Je’Kethe is here, and would not necessarily know to look for him.  

· The Githyanki have been told to expect the party to arrive at the astral plane with the next couple of weeks.  They cannot be delayed beyond this.

· Amber Derat will not allow the expedition to remain in Pandemonium for another day.

· Je’Kethe will not be able to remain in Gran March; his presence would put the March at risk.

· Make Whole does not work against burned objects, and the skiff is too large anyway (900 cubic feet).

· A new astral skiff would take 1 month, under ideal conditions and with assistance, for Je’Kethe to build from scratch. 

The discussion should be limited to 10 minutes.  Based on the proposals, the senior DM will determine whether to go with Conclusion A or a variation of Conclusion B in Encounter 12.  Regardless, the expedition must still go through Encounter 11 first.

Encounter 11: the escape (table encounter – 1 hour)

Special Diplomatic Envoy Derat informs the PCs that the expedition is leaving immediately.  Everyone is to gather their things.  There is one last battle before the mission can be completed.  The expedition must fight its way through the Dead.


Following the Styx, after 4 hours of travel, the expedition comes to the gates of a massive Necropolis.  Unearthly howling can be heard, but there is no wind.  The expedition spreads out and works its way across.


Note:  As a reminder, teleportation, blinking, etherealness, dimension door, and summoning spells will not work in this encounter, for the PCs or the undead.


Note:  The winds of Pandemonium do not penetrate the necropolis.  PCs who remove their earplugs can hear normally.


Note:  The entire necropolis is under the effects of an Unhallow spell, with no secondary spell effect.  This increases the EL for encounters with undead by +1 EL (already factored in).


Note:  There is 10 rounds before the first wave, and 20 rounds between waves.  During this delay, it is assumed that some PCs are looting corpses (see Treasure, below).  DMs should stop when time is called, at which time the remaining undead retreat.


Note:  The skeletons are controlled by the Necropolis to prevent people from leaving, as it attempts control of all skeletons who pass into it.  If a PC contests for control for skeletons (such as with a Command Undead spell for which the skeletons have no save) it is an opposed charisma check with the necropolis at +5+APL. 

Wave 1

APL 2 (EL 2)


Human Warrior Skeletons (3): hp 8 each; See Monster Manual, page 226.
APL 4 (EL 4)


Human Warrior Skeletons (9): hp 8 each; See Monster Manual, page 226.
APL 6 (EL 6)

Troll Skeleton (2): hp 54 each; see Monster Manual, page 227.

APL 8 (EL 8)

Cave Troll Skeleton (3): hp 81 each; see Appendix I.

APL 10 (EL 13)

Cadaver Collector (1): hp 150; see Monster Manual III, page 22, or Appendix I.

Grave Dirt Golem (1): hp 105; see Libris Mortis, p. 105, or Appendix I.

APL 12 (EL 15)

Nightwing (1):  hp 179; see Monster Manual, p. 197.

APL 14 (EL 17)

Nightwings (2):  hp 179; see Monster Manual, p. 197.

Note:  If the PCs move quickly through waves 1 and 2, run Encounter 11B before wave 3.  Wave 3 occurs 3 rounds after the trap is set off or disabled.

Wave 2

Creatures:  

APL 2 (EL 2)

Death Dog (1): hp 18 each; see Fiend Folio, page 41, or Appendix I.
APL 4 (EL 4)

Death Dog (2): hp 18 each; see Fiend Folio, page 41, or Appendix I.
APL 6 (EL 6)

Skin Kite (2): hp 36 each; see Libris Mortis, page 119, or Appendix I.
APL 8 (EL 9)

Wraiths (3): hp 45 each; see Monster Manual, p. 258.
APL 10 (EL 10)

Boneclaws, Advanced 14 HD (3): hp 168 each; see Appendix I.

APL 12 (EL 13)

Boneclaws, Advanced 18 HD (6): hp 229 each; see Appendix I.

APL 14 (EL 14)

Cadaver Collector (2): hp 150 each; see Monster Manual III, page 22, or Appendix I.

Wave 3

Creatures:  

APL 2 (EL 4)

Skin Kite (1): hp 36; see Libris Mortis, page 119, or Appendix I.
APL 4 (EL 6)

Wraith (1): hp 45; see Monster Manual, p. 258.
APL 6 (EL 9)

Plague Blights (2): hp 59 each; see Libris Mortis, page 115, or Appendix I.

APL 8 (EL 11)

Spectre (1): hp 63; see Monster Manual, p. 232.

Grave Dirt Golem (1): hp 105; see Libris Mortis, p. 105, or Appendix I.
APL 10 (EL 11)

Slaughter Wights (2): hp 175 each; see Libris Mortis, page 121.

APL 12 (EL 12)

Slaughterstone Eviscerator: hp 112; see Monster Manual III, page 160, or Appendix I.

APL 14 (EL 15)

Necronaut: hp 360; see Monster Manual III, page 108, or Appendix I
Treasure: The PCs find numerous corpses on their way through the necropolis.  The corpses were of those who tried to escape.  They have the following items and coin on them.  If PCs are reluctant to pick up these items, Dispatcher Derat will ask that people gather these items because they still have to deal with the Astral plane.  

APL 2: L: 0 gp, C: 200 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp).

APL 4: L: 0 gp, C: 50 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp).

APL 6: L: 0 gp, C: 300 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp)

APL 8: L: 0 gp, C: 300 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp)

APL 10: L: 0 gp, C: 500 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp)

APL 12: L: 0 gp, C: 1100 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp), two Scroll of True Seeing (CL 11) (317 gp)

APL 14: L: 0 gp, C: 1400 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp), two Scroll of True Seeing (CL 11) (317 gp), four Greater Magic Weapon Oil +5 (1000 gp)

Encounter 11b (OPTIONAL TABLE ENCOUNTER)

This encounter is to optionally be run between waves 2 and 3 of Encounter 11 – see above.

After dispatching the foes before you, you see a faint blue glow coming from a nearby mausoleum.


The mausoleum is 10 ft. by 10ft. stone building with a small doorway, only 5 ft. by 2 ft.  Inside the mausoleum is a carved stone pillar with a glowing blue flame (continual flame), designed to attract the attention of living creatures.  Any living creature that enters the room sets off the trap.  Once the trap has been set off, the alarm will sound like a ringing bell.  PCs should hear moans and wailing drawing closer, as well as shadows moving off in the distance.  3 rounds after the trap is set off or disabled, start wave 3.

Trap: Stone shape trap (CR 0)

Stone Shape Trap (1): Search DC 28; Disable Device DC 28; magic device; proximity trigger (alarm, audible); automatic reset (once per day); spell effect (stone shape, 5th-level cleric).  The stone shape closes the doorway into the mausoleum, trapping a PC to be fed on later by incorporeal undead.  The walls of the mausoleum can be broken (Hardness: 8, HP 15 x APL).
Conclusion A (narration) – 10 minutes

Narrator:


Passing beyond the acropolis, the expedition reaches a vast underground plain, broken only by the ever-present Styx.  They know they will have to cross the plain to reach the portal that will take them to the Astral Plane.  


Je’kethe the Gith looks at Dispatcher Derat, Impavid Llosk, and smiles.  “I studied one spell before we left,” he coolly murmurs.  With a few motions and archaic words, a beautiful silvery gate forms before their eyes.  “Welcome to my home,” says the Gith.  With that, he steps through the gate, followed quickly by the survivors of the grueling expedition.


The warriors of the March float in astral nothingness.  A sending spell is cast, and the Githyanki ambassadors arrive.  Harsh words are exchanged at the change in terms of the agreement, but Special Diplomatic Envoy Amber Derat’s calmer words win the day.  Treaties are signed, and Je’kethe returns to meet his fate at the hands of his queen.


Another sending spell is cast, and another gate opens.  Beyond the gate lie green forests, blue skies, and a river that runs clear.  This is why the journey was made.  Tears again stream down the face of Amber Derat.  “For Commandant and Country,” she murmurs, as she leads her countrymen home.

Conclusion B (narration) – 10 minutes

Narrator:


Passing beyond the acropolis, the expedition reaches a vast underground plain, broken only by the ever-present Styx.  They know they will have to cross the plain to reach the portal that will take them to the Astral Plane.  


Je’kethe the Gith looks at Dispatcher Derat, Impavid Llosk, and smiles.  “I studied one spell before we left,” he coolly murmurs.  With a few motions and archaic words, a beautiful silvery gate forms before their eyes.  “Welcome to my home,” says the Gith.  With that, he steps through the gate, followed quickly by the survivors of the grueling expedition.


The warriors of the March float in astral nothingness.  A sending spell is cast, and a gate opens.  Beyond the gate lie green forests, blue skies, and a river that runs clear.  This is why the journey was made.  Tears again stream down the face of Amber Derat.  “For Commandant and Country,” she murmurs.  “We will keep you safe, until the skiff can be rebuilt,” she says to Je’kethe.  With that, the expedition returns home.


The astral skiff is rebuilt – a marvel of Githyanki engineering and skill.  A gate is opened to the astral plane, and Envoy Derat leads the skiff through.  The Githyanki ambassadors arrive.  Harsh words are exchanged about the delay, and the authenticity of the skiff is questioned.  For moments, it seems as if the treaty will unravel, but Special Diplomatic Envoy Amber Derat’s skillful words win the day.  Treaties are signed, and the Marchers return home.


Back in Ghostgate, Amber Derat thanks the Je’kethe one last time.  “Where will you go?” she asks.


The Githyanki smiles wryly.  “After Pandemonium, I should think any place will do.  Some place warm and quiet I think.”  With a  thought, he is gone.


“Go in peace,” says Dispatcher Derat, Impavid Lhosk.

The End

Epilogue

Upon return of the expedition, the druids and clerics of Fharlanghn will be available to cast cure disease, cure blindness, cure deafness, restoration, lesser restoration, reincarnation for free on any PCs who need these spells.  Spells beyond this will have to be paid for at normal expense.
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 2

Defeating the elementals


APL 2: 75 xp.


APL 4: 125 xp.


APL 6: 150 xp.


APL 8: 200 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 350 xp.

Encounter 5

Defeating the undead


APL 2: 75 xp.


APL 4: 125 xp.


APL 6: 150 xp.


APL 8: 200 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 350 xp.

Encounter 9

Defeating the Red


APL 2: 75 xp.


APL 4: 125 xp.


APL 6: 150 xp.


APL 8: 200 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 350 xp.

Encounter 11

Defeating the undead


APL 2: 75 xp.


APL 4: 125 xp.


APL 6: 150 xp.


APL 8: 200 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 350 xp.

Story Award

Completing the Mission

 
APL 2: 75 xp.


APL 4: 125 xp.


APL 6: 150 xp.


APL 8: 200 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 350 xp.

Discretionary Roleplaying Award


APL 2: 75 xp.


APL 4: 50 xp.


APL 6: 150 xp.


APL 8: 125 xp.


APL 10: 225 xp.


APL 12: 300 xp.


APL 14: 50 xp.

Total possible experience


APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 xp.


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1,575 xp.


APL 14: 1,800 xp.


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: 12 gp, C: 0 gp, M: Wand of Magic Missile (62 gp).

APL 4: L: 25 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp)

APL 6: L: 37 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp)

APL 8: L: 50 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp)

APL 10: L: 75 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp)

APL 12: L: 100 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp), Pick of Piercing (775 gp)

APL 14: L: 150 gp, C: 0 gp, M: Wand of Magic Missile (62 gp), Potion of Lesser Restoration (25 gp), Troll Gut Rope (25 gp), Wand of Lesser Vigor (62 gp). Potion of Barkskin +4 (75 gp), Rod of Sure Striking (333 gp), Pick of Piercing (775 gp), Oil of Greater Magic Weapon +5 (250 gp)

Encounter 5:

APL 2: L: 112 gp, C: 0 gp, M: 0 gp.

APL 4: L: 25 gp, C: 0 gp, M: Ring of Swimming (208 gp), Dagger +1(191 gp)
APL 6: L: 37 gp, C: 0 gp, M: Ring of Sustenance (208 gp).

APL 8: L: 50 gp, C: 0 gp, M: 0 gp

APL 10: L: 75 gp, C: 0 gp, M: 0 gp

APL 12: L: 100 gp, C: 0 gp, M: 0 gp

APL 14: L: 150 gp, C: 0 gp, M: Skin of the Chameleon (1250 gp)

Encounter 8: (Items for Sale, Not Found – everyone gets access)

APL 6: Fountainhead Arrows, 10 (3,060 gp)

APL 8: Skill Shard, Greater, Disable Device (300 gp)

Encounter 9:

APL 6: L: 125 gp, C: 0 gp, M: 0 gp

APL 10: L: 250 gp, C: 0 gp, M: 0 gp

Encounter 11:

APL 2: L: 0 gp, C: 200 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp).

APL 4: L: 0 gp, C: 50 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp).

APL 6: L: 0 gp, C: 300 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp)

APL 8: L: 0 gp, C: 300 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp)

APL 10: L: 0 gp, C: 500 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp)

APL 12: L: 0 gp, C: 1100 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp), two Scroll of True Seeing (CL 11) (317 gp)

APL 14: L: 0 gp, C: 1400 gp, M: two Potions of Protection from Negative Energy (50 gp), Wand of Lesser Vigor (62 gp), two Potions of Attune Form (145 gp), two Scrolls of Teleport (CL 9) (188 gp), two Scroll of True Seeing (CL 11) (317 gp), four Greater Magic Weapon Oil +5 (1000 gp)

Conclusion:

APL 2: L: 0 gp, C: 200 gp, M: 0 gp.

APL 4: L: 0 gp, C: 400 gp, M: 0 gp
APL 6: L: 0 gp, C: 600 gp, M: 0 gp

APL 8: L: 0 gp, C: 800 gp, M: 0 gp

APL 10: L: 0 gp, C: 1000 gp, M: 0 gp

APL 12: L: 0 gp, C: 1200 gp, M: 0 gp

APL 14: L: 0 gp, C: 1400 gp, M: 0 gp

Total Possible Treasure (Maximum Reward Allowed)

APL 2: L: 144 gp, C: 400 gp, M: 188 gp – Total: 732 gp (450 gp).

APL 4: L: 50 gp, C: 50 gp, M: 673 gp – Total: 1,173 gp (650 gp).

APL 6: L: 162 gp, C: 1200 gp, M: 689 gp – Total: 1,851 gp (900 gp).

APL 8: L: 100 gp, C: 1300 gp, M: 556 gp – Total: 1,956 gp (1,300 gp).

APL 10: L: 400 gp, C: 1,500 gp, M: 1,077 gp – Total: 2,977 gp (2,300 gp).

APL 12: L: 200 gp, C: 2,300 gp, M: 2,169 gp – Total: 4,669 gp (3,300 gp).

APL 14: L: 250 gp, C: 2,800 gp, M: 4,669 gp – Total: 7,719 gp (6,600 gp)

Items for the Adventure Record

Special

Favor of Margawalle: 

You have Frequency (Regional) access to purchase one Soul Anchor (DMG2).   The PC must spend 2 TUs tracking down Margawalle to use this favor.  Cross off this favor when used.

Favor of the Trumpeter:  

For aiding the trumpet archon known as the Trumpeter, every member of the expedition has received a small silver trumpet.  When blown like a whistle, it will call the Trumpeter.  She will arrive at the beginning of the next adventure and cast one cleric spell of up to 7th level on you (Caster Level 14) and then leave. She will not enter combat. You must pay any material or experience components.  The whistle then crumbles to dust.  Cross off this favor when used.

Disfavor of Sistasa:  

This PC accepted the gift from a Lilutu (a chaotic act), then failed to honor their agreement.  For this, the PC has earned her ire.  The next time this PC encounters a demon of CR 7 or higher, the demon will single out the PC for attention.  Cross off this item when attack takes place.

There’s No Place Like Home:  

Surviving the perils of Pandemonium can give a person great inner strength.  For the next three adventures set in your home region, you gain a +2 morale bonus to all Will saves.

Military Commendation:  

Active military PCs who complete the mission receive a commendation.

Special Diplomatic Envoy Favor

Dispatcher Special Diplomatic Envoy Amber Derat, Impavid Lhosk has arranged access to special training for you.   You have access to the one of the following spells, alternative class features or skill tricks (circle the ONE selected and cross off the others): wounding whispers (SpC), summon holy symbol (CC), metal fang (CC), sudden still (CA), sudden silent (CA), berserker strength (PH2), elusive attack (PH2), speedy ascent (CS), or up the hill (CS).  Dispatcher Derat will also recommend the character for the elite Gran March Couriers and/or sponsor the character to the Knights of the Watch and Dispatch (character must meet all requirements for the organization(s) they wish to join).

Item Access

APL 2:

· Wand of Lesser Vigor [Limit 2] (Adventure; SpC)
· Troll Gut Rope [Limit 1] (Adventure; MIC)

· Potion of Protection from Negative Energy [Limit 5] (Adventure; SpC)
APL 4 (all of APL 2 plus):

· Ring of Swimming (Adventure; DMG)
· Ring of Sustenance (Adventure; DMG)
APL 6 (all of APL 4 plus):

· Potion of Attune Form [Limit 5] (Adventure; SpC)
· Fountainhead Arrows [Limit 50] (Adventure; MIC)
APL 8 (all of APL 6 plus):

· Potion of Barkskin +4 (Adventure; DMG)
· Skill Shard, Greater, Disable Device [Limit 5] (Adventure; MIC)
APL 10 (all of APL 8 plus):

· Rod of Sure Striking [Limit 1] (Adventure; MIC)
· Scroll of Teleport (CL 9) (Adventure, DMG)

APL 12 (all of APL 10 plus):

· Pick of Piercing [Limit 1] (Adventure; MIC)

· Scroll of True Seeing (CL 11) (Adventure, DMG)

APL 14 (all of APL 12 plus):

· Oil of Greater Magic Weapon +5 (Adventure; DMG)
· Skin of the Chameleon [Limit 1] (Adventure; MIC)
 Appendix 1 – New Monsters

Abyssal Ghoul
CR 10

CE Medium Undead (Extraplanar)

Init +7; Senses Blindsight 90ft., Darkvision 60ft.; Listen +2, Spot +2

Languages Abyssal

AC 27, touch 13, flat-footed 24


(+3 Dex, +14 natural)

hp 108 (12 HD); regeneration/fast healing; DR 

Immune Electricity immunity
Resist Acid resistance 20, Cold resistance 20, Fire resistance 20; SR 20

Fort +5, Ref +10, Will +12 

Speed 40 ft. (8 squares)

Melee Front claw +15 (1d4+7 plus disease) or 2 front claws +15 (1d4+7 plus disease) and rear claws +13 (2d4+3 plus disease) 

Ranged -

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +15

Atk Options Improved grab, Sneak attack +5d6, Wisdom drain 1d6, Spring Attack 

Special Actions Dodge

Abilities Str 25, Dex 16, Con -, Int 14, Wis 15, Cha 18

SQ Acid resistance 20, blindsight 90ft, cold resistance 20, deathwatch, electricity immunity, fire resistance 20, SR 20, uncanny dodge, undead traits
Feats Dodge, Improved Initiative, Lightning Reflexes, Mobility, Multiattack, Spring Attack

Skills Balance +20, Climb +20, Hide +20, Jump +23, Move Silently +20, Tumble +20

Possessions - 

Disease (Ex) Any creature hit by an abyssal ghoul’s front claw or rear claws attack must succeed on a fortitude save (DC 18) or contract demon fever. After an incubation period of 1 day, the disease deals 1d6 points of Constitution damage. Each day after contracting demon fever, the creature must succeed on another Fortitude save (DC 18) or take the same damage. Each time it is damage by the disease, the creature must immediately succeed on another Fortitude save (DC 18) or 1 point of the Constitution damage taken becomes Constitution drain instead. After making a successful Fortitude save against the Constitution damage on each of two consecutive days, the creature recovers.

Improved Grab (Ex) If an abyssal ghoul hits an opponent its own size or smaller with both front claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +15). If it gets a hold, it can attempt to pin and use its Wisdom drain ability on its next grapple check. Alternatively, the abyssal ghoul has the option to conduct the grapple normally, or simply use its front claws to hold the opponent (-20 penalty on grapple check, but the ghoul is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals damage from both front claws.

Sneak Attack (Ex) Anytime an abyssal ghoul’s target is denied a Dexterity bonus, or when a target is flanked by an abyssal ghoul, the ghoul deals an additional 5d6 points of damage on a successful melee attack.

Wisdom Drain (Su) If an abyssal ghoul successfully pins a living opponent, it can drain 1d6 points of Wisdom with its smoky tongue on the same action. Each round thereafter that the pin is maintained, the ghoul automatically drains an additional 1d6 points of Wisdom. A creature reduced to 0 Wisdom by an abyssal ghoul becomes unconscious until at least 1 point of Wisdom is restored.

Blindsight (Ex) An abyssal ghoul is blind, but it maneuvers and fights as well as a sighted creature by using scent and vibration to ascertain its surroundings. This ability enables it to discern objects and creatures within 90ft. An abyssal ghoul usually does not need to make Spot or Listen checks to notice creatures within range of its blindsight.

Deathwatch (Sp) This ability functions like the deathwatch spell, except that it is always active and an abyssal ghoul always knows how near death all creatures within 90 feet of it are. Because of this knowledge, it often pauses to kill creatures near death (those with 3 or fewer hit points remaining) before moving on to attack healthier foes.

Uncanny Dodge (Ex) An abyssal ghoul retains its Dexterity bonus to Armor Class even when flat-footed or struck by an invisible attacker. In addition, it cannot be flanked except by a rogue of 20th level or higher.

Undead Traits An abyssal ghoul is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects (unless they specifically affect undead), 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, or death from massive damage. An abyssal ghoul cannot be raised, and resurrection works only if it is willing. An abyssal ghoul has darkvision 60ft.

Description  An abyssal ghoul looks similar to a common ghoul in that it is a warped humanoid figure with bestial features.  Its skin is scaly and tough, and its fingers and toes end in fearsome claws several inches in length.  Its teeth are equally fearsome, and a foot-long tongue dangles from its mouth, trailing into smoky incorporeality at its tip.  Though an abyssal ghoul is blind, its other senses allow it to perceive prey around it.

Sources see Fiend Folio, page 12
Abyssal Skulker 
CR 2

CE Small outsider (chaotic, evil)

Init +2; Senses Listen +7, Spot +7

Languages abyssal 

AC 15, touch 13, flat-footed 13


(+1 size, +2 Dex, +2 natural)

hp 13 (2 HD) 

Fort +4, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares)

Melee 2 claws +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d2)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -2

Abilities Str 10, Dex 15, Con 12, Int 13, Wis 14, Cha 9 

Feats Weapon Finesse 

Skills Bluff +4, Climb +5, Diplomacy +1, Hide +11, Intimidate +6, Jump +9, Listen +7, Move Silently

     +7, Spot +7, Survival +7total ranks: class XX 
Description  An abyssal skulker resembles a hairless ape with large hands and feet.  Knobs of horn run along the crown of its head and down tis spine.  Although capable of walking upright, it habitually creeps about on all fours, keeping its body close to the ground.

Sources Abyssal Skulker (Monster Manual II, page 57)
Armanite
CR 7

CE Large outsider (chaotic, evil, extraplanar, tanar’ri)

Init +0; Senses darkvision 60 ft.; Listen +13, Spot +13

Languages Abyssal; telepathy 100 ft.

AC 23, touch 9, flat-footed 23


(-1 size, +8 armor, +6 natural) 

hp 88 (9HD) DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 18

Fort +11, Ref +6, Will +7

Speed 40 ft. in full plate (8 squares), base movement 


60 ft.; Run, air walk

Melee mwk lance +14/+9 (2d6+7/x3) and 


hooves +8 (1d6+2) or

Melee mwk heavy flail +14/+9 (2d8+9/19-20) and 


hooves +8 (1d6+2) or

Ranged composite longbow +9/+4 (1d8+6/x3 


plus 1d6 electricity [plus 2d10 electricity on a 


critical hit])

Space 10 ft.; Reach 5 ft. (10 ft. with lance)

Base Atk +9; Grp +18

Atk Options Improved Bull Rush, Power Attack, cavalry charge, sparkbolt

Special Actions summon tanar’ri

Combat Gear masterwork full plate, 20 arrows

Abilities Str 20, Dex 11, Con 20, Int 8, Wis 12, Cha 13 
Feats Improved Bull Rush, Power Attack, Run, Track

Skills Intimidate +13, Jump +17, Listen +13, Search +11, Spot +13, Survival +13, Tumble +8

Air Walk (Su) An armanite can use air walk, as the spell of the same name, for up to 1 hour per day.  This time need not be consecutive.

Cavalry Charge (Ex) An armanite is considered to be mounted for determining the effects of charge attacks with lances.  An armanite gains a +4 bonus on attack rolls when charging with a lance and does not take a penalty to its 
Armor Class as a result of its charge.

Sparkbolt (Su) An armanite can charge arrows it shoots from any bow with electrical energy at will.  Arrows fired by an armanite gain a +1 enhancement bonus and the shocking burst weapon quality.

Summon Tanar’ri (Sp) Once per day, an armanite can attempt to summon 1d0 dretches or another armanite with a 30% chance of success.  This ability is the equivalent of a 3rd-level spell (CL 9th).

Description This creature has the lower body of a muscular horse and the torso, arms, and head of a sickly human.  Its flesh is pale and festers with sores.  Heavy horns protrude from its brow, and it wears an intricate suit of full plate armor.  Patches of bristly hair protrude from chinks in its armor.

Sources armanite (Fiendish Codex I)

Bar-Lgura
CR 5

CE Medium outsider (chaotic, evil, extraplanar, 


tanar’ri)

Init +4; Senses darkvision 60 ft.; Listen +11, 


Spot +11

Languages Abyssal, Celestial, Common, Draconic; telepathy 100 ft.

AC 22, touch 14, flat-footed 17; Dodge Mobility


(+4 Dex,  +8 natural) 

hp 54 (6HD) DR 10/cold iron or good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 16

Fort +9, Ref +9, Will +7

Speed 40 ft. (8 squares), climb 20 ft.; Run

Melee 2 claws +12 (1d6+6) and 


bite +7 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +12

Atk Options pounce

Combat Gear 

Special Actions abduction, summon tanar’ri
Spell-Like Abilities (CL 6th):


At will — darkness, cause fear (DC 12), dispel magic, greater teleport (DC 18), see invisibility, telekinesis (DC 16)


2/day — disguise self (DC 12), invisibility, major image [DC 14]

(Already cast

Abilities Str 22, Dex 19, Con 19, Int 13, Wis 14, Cha 12 
Feats Dodge, Mobility, Run

Skills Balance +15, Climb +23, Hide +17, 
Intimidate +10, Jump +27, Listen +11, Move 
Silently +13, Spot +11, Tumble +15 
Pounce (Ex) If a bar-lgura charges a foe, it can make a full attack.

Abduction (Su) Unlike most tanar’ri, a bar-lgura can use greater teleport to transport other creatures.  It can bring up to one Large or two Medium or smaller creatures with it each time it teleports.  It can teleport unwilling targets as well, although an unwilling victim can attempt a DC 18 Will save to resist being transported.  The save DC is Charisma-based.

Summon Tanar’ri (Sp) Once per day, a bar-lgura can attempt to summon another bar-lgura with a 35% chance of success.  This ability is the equivalent of a 2nd-level spell (CL 6th).

Skills A bar-lgura gains a +4 racial bonus on Hide checks and a +10 racial bonus on jump checks.

Description This hulking monster looks at first like a powerfully muscled orangutan, yet the cruelty that burns in its rheumy red eyes signals a hateful intelligence.  Its visage is dominated by a pair of oversized fangs that jut from its lower jaw.  Its fur is rusty red and matted with filth.

Sources bar-lgura (Fiendish Codex I)

Boneclaw, Advanced 14 HD
CR 6

CE Large undead

Init +8; Senses darkvision 60 ft., Listen +21, Spot +21

Languages Common and Abyssal

AC 16, touch 13, flat-footed 12


(-1 size, +4 Dex, +3 natural)

hp 168 (14 HD); DR 5/bludgeoning

Immune cold
Resist turn resist +2

Fort +4, Ref +8, Will +11

Race F+4, R+4, W+8; Abilities Con +0, Dex +4, Wis +3

Speed 40 ft. (8 squares)

Melee 2 piercing claws +12[-1 size, +7 BAB, +6 Str] (2d6+6)

Space 10 ft.; Reach 20 ft.

Base Atk +7; Grp +17

Atk Options Combat Reflexes, Power Attack

Special Actions Reaching Claws

Abilities Str 22, Dex 18, Con -, Int 14, Wis 14, Cha 19 

SQ undead traits, unholy toughness
Feats Alertness(12), Combat Reflexes(1), Improved Initiative(3), Improved Natural Attack (claw)(6), Power Attack(9) 

Skills total ranks: 102 Hide +17[-4 size, +17 ranks, +4 ability], Intimidate +21[+17 ranks, +4 ability], Listen +21[+17 ranks, +2 ability, +2 feat], Move Silently +21[+17 ranks, +4 ability], Spot +21[+17 ranks, +2 ability, +2 feat],

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

Unholy Toughness (Ex) A boneclaw gains a bonus to its hit points equal to its Charisma modifier X its Hit Dice.

Description This large skeletal humanoid’s claw-like fingers are at least two feet long.  Worse, the slender, knife-sharp claws contract and extend in length from moment to moment, sometimes instantly reaching a length of 10 or more feet, before slowly contracting.

Sources Monster Manual III (page 17)

Boneclaw, Advanced 18 HD
CR 7

CE Large undead

Init +8; Senses darkvision 60 ft., Listen +25, Spot +25

Languages Common and Abyssal

AC 16, touch 13, flat-footed 12


(-1 size, +4 Dex, +3 natural)

hp 229 (18 HD); DR 5/bludgeoning

Immune cold
Resist turn resist +2

Fort +6, Ref +12, Will +16

Race F+6, R+6, W+11; Abilities Con +0, Dex +4, Wis +3;  Lightning Reflexes +2, Iron Will +2.

Speed 40 ft. (8 squares)

Melee 2 piercing claws +14[-1 size, +9 BAB, +6 Str] (2d6+6)

Space 10 ft.; Reach 20 ft.

Base Atk +9; Grp +19

Atk Options Combat Reflexes, Power Attack

Special Actions Reaching Claws

Abilities Str 22, Dex 18, Con -, Int 14, Wis 14, Cha 20 

SQ undead traits, unholy toughness
Feats Alertness(12), Combat Reflexes(1), Improved Initiative(3), Improved Natural Attack (claw)(6), Iron Will(15), Lightning Reflexes(18), Power Attack(9) 

Skills total ranks: 126 Hide +21[-4 size, +21 ranks, +4 ability], Intimidate +26[+21 ranks, +5 ability], Listen +25[+21 ranks, +2 ability, +2 feat], Move Silently +25[+21 ranks, +4 ability], Spot +25[+21 ranks, +2 ability, +2 feat],

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

Unholy Toughness (Ex) A boneclaw gains a bonus to its hit points equal to its Charisma modifier X its Hit Dice.

Description This large skeletal humanoid’s claw-like fingers are at least two feet long.  Worse, the slender, knife-sharp claws contract and extend in length from moment to moment, sometimes instantly reaching a length of 10 or more feet, before slowly contracting.

Sources Monster Manual III (page 17)

Bone Rat Swarm
CR 3

NE Tiny undead (swarm)

Init +3; Senses darkvision 60ft.; Listen +0, Spot +0

Languages None

AC 15, touch 15, flat-footed 12


(+2 size, +3 Dex) 

hp 36 (4 HD) DR 5/bludgeoning; half damage from piercing and slashing weapons 

Immune cold
Fort +1, Ref +4, Will +4

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 15ft. (3 squares), base movement 15 ft., Climb  15 ft.

Melee Swarm [+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6) 

Space 10 ft.; Reach 0 ft.

Base Atk +2; Grp +0

Atk Options Swarm

Special Actions Distraction (Ex)

Abilities Str 2, Dex 17, Con -, Int -, Wis 10, Cha 1 
SQ Swarm Traits, Undead Traits, Immunity to cold, half damage from slashing and piercing weapons, darkvision 60ft., Damage reduction 5/bludgeoning
Distraction (Ex) Any living creature that begins its turn with a bone rat swarm in its space must succeed on a DC 15 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based. 

Description With the scrabble of hundreds of bony claws, a mass of tiny skeletal creatures surges across the floor, with pinpoints of red light gleaming in their empty eye sockets.

Sources Bone Rat Swarm (Libris Mortis, page 88)

Boneyard
CR 14

CE Huge undead 

Init +6; Senses Darkvision 60ft.; Listen +25, Spot +25

Languages Common, Terran, Abyssal

AC 30, touch 10, flat-footed 28


(-2 size, +2 Dex, +20 natural)

hp 166 (17 HD); fast healing 10; DR 10/- 

Immune cold
SR 24

Fort +7, Ref +9, Will +15

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20ft. (4 squares), base movement 20 ft., Fly 60 ft. (good)

Melee Bite +16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+15/19-20) plus bone subsumption

Space 15 ft.; Reach 10 ft.

Base Atk +8; Grp +26

Special Actions Improved Grab, Summon Skeletons, Bone Subsumption, Utter Subsumption

Abilities Str 31, Dex 14, Con -, Int 18, Wis 20, Cha 18 
SQ Damage reduction 10/-, darkvision 60ft., fast healing 10, immunity to cold, inescapable craving, spell resistance 24, undead traits
Feats Combat Reflexes#, Dodge#, Great Fortitude#, Improved Toughness#, Improved Initiative, Lightning Reflexes, Improved Critical (bite)# 

Skills total ranks: class XX Balance +22[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Climb +30[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +22[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Jump +30[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +25, Move Silently +22, Search +24, Spot +25

Bone Subsumption (Su) Whenever a boneyard successfully bites a foe, the victim must make a DC 22 Fortitude save (except for undead victims, which make Will saves). The save DC is Charisma-based. On a failed save, the victim’s bones begin to melt away from the body to meld with the form of the boneyard. The victim takes 2d4 points of damage to Constitution, Dexterity, and Strength. This ability works only on creatures that possess a skeletal structure (so it works on many undead, but it useless against constructs, elementals, oozes, and plants). 

Improved Grab (Ex) To use this ability, a boneyard, must hit a Large or smaller opponent with its bite attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and can try to utterly subsume all the bones in the victims body. 

Inescapable Craving A boneyard has an inescapable craving (see the Undead Metabolism section in Chapter 1) for bones, which it satisfies by using its bone subsumption ability.

Summon Skeletons (Su) A boneyard can summon undead creatures from its own bones once per day: 3-6 troll skeletons or 2-4 young adult red dragon skeletons. The undead arrive in 1d10 rounds and serve for 1 hour or until they are reabsorbed back into the boneyard.

Utter Subsumption (Su) If a boneyard wins a grapple check after using its improved grab ability, it attempts to pin the target on its next action. A boneyard that begins a turn with a victim still pinned and that makes one more successful grapple check automatically tears every bone from the victim’s body, instantly killing the victim.

Description The pile of bones before you stirs. The bones rise and reform, and as each bone finds its proper place, the shape of a huge serpentine creature emerges, one whose form is composed of interlocking bones, its head the skull of some unnamed and long-dead beast.

Sources Boneyard (Libris Mortis, page 89)

Bulezau
CR 9

CE Large outsider (chaotic, evil, extraplanar, tanar’ri)

Init +2; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Abyssal, Common; telepathy 30 ft.

AC 21, touch 11, flat-footed 19


(-1 size, +2 Dex, +10 natural)

hp 113 (10 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 20

Fort +14, Ref +9, Will +8

Speed 30 ft. (6 squares)

Melee* huge +1 ranseur +12/+7 (3d6+2/19-20/x3) and


Tail +9 (1d8+7) or

Melee* gore +11 (2d6+10) and


2 claws +9 (1d6+7) and


tail +9 (1d8 +7)


*Attacks include the Power Attack feat

Space 10 ft.; Reach 10 ft. (20 ft. with ranseur)

Base Atk +10; Grp +20

Atk Options Power Attack, blood frenzy

Special Actions powerful charge, summon tanar’ri

Spell-Like Abilities (CL 10th):


At will — command (DC 11), greater teleport (self plus 50 pounds of objects only), see invisibility, solid fog, telekinesis (DC 15)


3/day — fear (DC 15)


1/day — shout (DC 14)

(Already cast

Abilities Str 22, Dex 14, Con 24, Int 6, Wis 12, Cha 10 
SQ wield oversize weapon
Feats Improved Critical (ranseur), Multiattack, Power Attack, Weapon Focus (ranseur) 

Skills Climb +19, Intimidate +13, Jump +19, Listen +14, Spot +14, Swim +19

Blood Frenzy (Ex) A bulezau that takes damage in combat can fly into a frenzy in the following round, attacking madly until either it or its opponent is dead.  It gains +2 Strength and Constitution, and it takes a -2 penalty to Armor Class.  A bulezau cannot end its frenzy voluntarily.

Powerful Charge (Ex) A bulezau typically begins a battle by charging at an opponent.  In addition to the normal benefits and hazards of a charge, this allows a bulezau to make a single gore attack with a +2 attack bonus that deals 4d6+9 points of damage.

Wield Oversize Weapon (Ex) A bulezau is skilled at wielding weapons one size category larger than itself and does not take any penalties when fighting with such weapons.

Summon Tanar’ri (Sp) Once per day, a bulezau can attempt to summon 1d6 dretches or 1d4 rutterkin with a 50% chance of success.  This ability is the equivalent of a 3rd level spell (CL 10th).

Skills 

Description The demon’s flesh festers with open sores.  Its tall, gaunt frame is festooned with patches of short bristles.  It has the head of a large, sickly ram with massive curved horns, rheumy eyes, and froth-caked lips stretched over thin, needlelike fangs.  Its snakelike tail writhes, the tip a twisted tangle of metallic spines.  Despite its emaciated form, the beast wields a great ranseur far too large for its size, and with unnerving grace.

Sources bulezau (Fiendish Codex I), rutterkin (Fiendish Codex 1)

Cadaver Collector
CR 12

N Large Construct

Init +4; Senses low-light vision, darkvision 60’, Listen +16, Spot +15

Languages Common 

AC 29, touch 9, flat-footed 29


(-1 size, +0 Dex, +20 natural)

hp 150 (17 HD); DR 10/adamantine

Immune magic (see below)
Fort +5, Ref +5, Will +8

Race F+6, R+6, W+6; Con +0, Dex +0, Wis +9;

Speed 40 ft. (8 squares)

Melee 2 slams +24[-1 size, +13 BAB, +10 Str +1 feat] (4d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +26

Atk Options Cleave, Power Attack

Special Actions Breath weapon, impale, improved grab, trample 4d8+15

Abilities Str 31, Dex 10, Con -, Int 5, Wis 16, Cha 14

SQ construct traits
Feats Alertness(1), Cleave(3), Improved Initiative(6), Improved Natural Attack (slam)(9), Improved Toughness(18), Power Attack(12), Weapon Focus (slam)(15)
Skills total ranks: 21 Listen +15 [+11 ranks, +3 ability, +2 feat], Spot +15[+10 ranks, +3 ability, +2 feat]
Breath Weapon (Su) 30-foot cone, once every 1d4 rounds, paralyzing gas (paralysis lasts until creature takes lethal damage or 1 minute), Fort DC 19 negates.  The save DC is Constitution-based.

Impale (Ex) If a cadaver collector has successfully grappled a Medium or smaller creature, it can attempt to impale the creature on its back spikes by making a successful grapple check.  Doing so is a standard action that does not provoke attacks of opportunity.  If the collector successfully impales a creature, the creature takes 4d8+15 points of damage and is considered pinned.  Each round, the creature takes another 2d8 points of damage as the movement of the cadaver collector causes additional pain to the impaled creature.

The creature cannot break free unless it makes a DC 28 Strength check.  Success indicates the creature is free of the spike but takes an additional 2d8 points of damage in the process.  Failure means the creature takes 4d8 points of damage and remains pinned in place.  An ally can try to free an impaled creature with a DC 20 Strength check.

Once a cadaver collector has a creature or creatures impaled on its back spikes, it is no longer considered to be in a grapple and can attack other opponents without penalty.  it cannot use its slam attacks against impaled opponents.  Creatures that get free of a cadaver collector become its immediate and most urgent targets.  It typically pursues such creatures exclusively if it has any chance of catching and impaling them again.

A cadaver collector’s back spikes can hold up to 4 Medium creatures, 16 Small creatures, or 64 Tiny creatures.  Creatures smaller than Tiny are too miniscule to be impaled on the collector’s back spikes, although the collector can still deal 4d8+15 points of damage to such opponents by grinding them into its back spikes with a successful grapple check once it has them grappled.

Improved Grab (Ex) To use this ability, a cadaver collector must hit with a slam attack.  It can then attempt to start a grapple as a free action without provoking attacks of opportunity.  If it wins the grapple check, it establishes a hold and can attempt to impale the following round.

Trample (Ex) Reflex DC 29 half.  The save DC is Strength-based.

Immunity to Magic (Ex) Like golems, cadaver collectors are especially resilient to magic.  However, this resilience takes a slightly different form in the cadaver collector.

A cadaver collector is immune to any spell or spell-like ability that allows spell resistance.  In addition, spells of 3rd level or lower that target a cadaver collector automatically rebound back at their caster as if the collector were under the effects of an unbeatable spell turning effect.  this effect cannot be dispelled or suppressed, except against spells that deal electricity damage (see below).  Spells that deal rust damage or alter stone penetrate the immunity to magic.  Other spells and effects function differently against the creature, as noted below.



A magical attack that deals sonic damage slows a cadaver collector (as the slow spell) for 3 rounds, with no saving throw.  Sonic spells of 3rd level or lower are absorbed by the collector and not reflected.



A magical attack that deals electricity damage is absorbed rather than reflected.  Such an attack breaks any slow effect on the collector and heals 1d6 points of damage for every 6 points of damage the attack would otherwise deal.  If the amount of healing would cause the collector to exceed its full normal hit points, it gains any excess as temporary hit points.



A cadaver collector is affected normally by rust attacks.  in addition, magical attacks that alter the nature of stone, such as transmute rock to mud, deal 1d6 points of damage per spell level to the cadaver collector.

Description This massive, hunched creature built of stone and metal looms over you.  Its long, heavily plated arms nearly drag on the ground from shoulders flanking a flat-featured, oblong head, but its back draws your eye.  Spikes of various sizes – all barbed and covered in gore dried and fresh – sprout from the plates of metal on its back.  A few bodies remain impaled on the spikes, their mouths open in silent screams.

Sources Monster Manual III  (page 22)

Cave Troll Skeleton 
CR 4

NE Large undead (augmented giant)

Init +6; Senses darkvision 90 ft., Listen +3, Spot +3

Languages none 

AC 13, touch 11, flat-footed 11


(-1 size, +2 Dex, +2 natural)

hp 81 (9 HD)  DR 5/bludgeoning
Fort +3, Ref +5, Will +6

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares)

Melee 2 claws +12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+9) and bite +7 (1d8+4)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +17

Abilities Str 29, Dex 15, Con -, Int -, Wis 10, Cha 1 

Feats Improved initiative total ranks: class XX 
Death Dog 
CR 2

NE Medium Magical Beast

Init +2; Senses darkvision 60 ft., low-light vision, scent: Listen +6, Spot +4

Languages none 

AC 15, touch 12, flat-footed 13


(+2 Dex, +3 natural)

hp 18 (2 HD) 
Fort +5, Ref +5, Will +1

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee 2 bites +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4

Special Actions Disease, trip

Abilities Str 14, Dex 15, Con 14, Int 4, Wis 13, Cha 7 

Feats Weapon Focus (bite) 

Skills Hide +3, Listen +6, Move Silently +4, Spot +4total ranks: class XX 
Disease (Ex) Any creature hit by a death dog’s bite attack must succeed on a Fortitude save (DC 13) or contract a disease. The incubation period is 1 day, and the disease deals 1d4 points of Strength damage and 1d3 points of Constitution damage.  

Trip (Ex) A death dog that hits with a bite attack can attempt to trip its opponent as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the death dog. 

Scent (Ex) A death dog can detect approaching enemies, sniff out hidden foes, and attack by sense of smell.

Description  Death dogs are two-headed creatures roughly the size of large wolves, covered in thick black or dark gray fur that enables them to blend into the dark.

Sources see Fiend Folio, page 41
Death Dog (advanced)
CR 4

NE Large Magical Beast

Init +2; Senses darkvision 60 ft., low-light vision, scent: Listen +7, Spot +6

Languages none 

AC 16, touch 11, flat-footed 14


(-1 size, +2 Dex, +5 natural)

hp 42 (4 HD) 
Fort +8, Ref +8, Will +2

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee 2 bites +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+6)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +14

Special Actions Disease, trip

Abilities Str 22, Dex 14, Con 18, Int 4, Wis 13, Cha 7 

Feats Lightning Reflexes, Weapon Focus (bite) 

Skills Hide +0, Listen +7, Move Silently +4, Spot +6total ranks: class XX 
Disease (Ex) Any creature hit by a death dog’s bite attack must succeed on a Fortitude save (DC 14) or contract a disease. The incubation period is 1 day, and the disease deals 1d4 points of Strength damage and 1d3 points of Constitution damage.  

Trip (Ex) A death dog that hits with a bite attack can attempt to trip its opponent as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the death dog. 

Scent (Ex) A death dog can detect approaching enemies, sniff out hidden foes, and attack by sense of smell.

Description  Death dogs are two-headed creatures roughly the size of large wolves, covered in thick black or dark gray fur that enables them to blend into the dark.

Sources see Fiend Folio, page 41
Dream Vestige
CR 16

CE Huge undead (incorporeal)

Init +9; Senses Blindsight 120ft., Darkvision 60 ft., Listen +25, Spot +25

Aura Desecrating Aura, Deflective Aura

Languages All

AC 31, touch 31, flat-footed 26


(-2 size, +5 Dex, +18 deflection)

Miss Chance 50% (incorporeal)

hp 153 (17 HD); DR 10/-

SR 28

Fort +9, Ref +14, Will +19

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed Fly 40 ft. (8 squares, perfect) 

Melee Tendril +15 touch[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6 plus from consumption) and

Melee 4 Tendrils +15[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] touch (3d6 plus form consumption)

Space 15 ft.; Reach 20 ft.

Base Atk +8; Grp +16

Special Actions Form consumption, Frightful presence

Abilities Str -, Dex 20, Con -, Int 18, Wis 20, Cha 20 
SQ Blindsight 120 ft., Damage reduction 10/-, darkvision 60ft., deflective aura, dream travel, incorporeal traits, inescapable craving, self spawn, spell resistance 28, undead traits
Feats Combat Reflexes#, Great Fortitude#, Iron Will#, Improved Initiative#, Lightning Reflexes, Weapon Finesse# 

Skills total ranks: class XX Concentration +24[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Diplomacy +6[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +16[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +25[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +24, Search +24, Sense Motive +25, Spellcraft +24, Spot +25, Survival +5 (+7 following tracks)

Desecrating Aura (Su) A dream vestige gives off a 20-foot-radius emanation of utter desecration, imbuing its surroundings with negative energy. This ability works much like a desecrate spell, except the vestige itself is treated as the shrine of an evil power. All undead within 20 feet of the dream vestige (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The dream vestige’s Hit Dice, attack, and save entries given here already include these profane bonuses.) Charisma checks made to turn undead within this area take a -6 penalty. A dream vestige’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the dream vestige can resume it as a free action on its next turn. Its desecrating aura is suppressed if a dream vestige enters a consecrated or hallowed area, but the dream vestige’s presence also suppresses the consecrated or hallowed effect for as long as its remains in the area. 

Form Consumption (Su) Each touch by a dream vestige’s tendril drains a portion of the victim’s mind (though non-intelligent or mindless creatures are immune to a dream vestige’s lascivious caresses.) Each touch deals 1d4 points of Intelligence drain to the victim. When a dream vestige drains a victim’s Intelligence, it gains 5 temporary hit points, no matter how many points it drains. Temporary hit points gained in this way last for up to 1 hour. Should a dream vestige ever acquire a number of temporary hit points equal to its full normal hit points, it self spawns (see below). At the beginning of a dream vestige’s subsequent action after a creature has been drained to 0 Intelligence, the victim’s body is automatically engulfed and dissolved by the dream vestige, leaving nothing behind, not even dust.

Frightful Presence (Su) A dream vestige can inspire terror by charging or attacking. Affected creatures must succeed on a DC 23 Will save or become shaken, remaining in that condition as long as they remain within 60 feet of the dream vestige. A creature that successfully saves cannot be affected by that dream vestige’s frightful presence for 24 hours. The save DC is Charisma-based.

Deflective Aura (Su) A dream vestige is protected by a powerful aura of dream energy. This special aura increases its AC deflection bonus by 13 (in addition to its incorporeal deflection bonus of +5), which is already factored into the statistics above.

Dream Travel (Su) A dream vestige can pull itself fully into the world of dreams, leaving behind the waking world, as a standard action. For every minute the vestige moves through the dream region, it travels 5 miles in the waking world. A dream vestige can also use this ability to travel across planar borders, should it desire. A dream vestige always knows where it will come out in the waking world. 

Inescapable Craving A dream vestige has an inescapable craving (see the Undead Metabolism section in Chapter 1) for bodies, which it satisfies by using its form consumption ability.

Self Spawn (Ex) When a dream vestige gains a number of temporary hit points equal to its full normal hit point total, it self spawns, splitting into two identical dream vestiges, each with a number of hit points equal to the original dream vestige’s full normal total. 

Description A mighty river of fog streams forward like an evil waterfall, swollen with storm and spray. Accompanying the shape is a susurrus of dreamlike voices that murmur, cry, and rail against some terrible fate. Slender tendrils of mist extend from the mass, patting and feeling for sustenance.

Sources Dream Vestige (Libris Mortis, page 96)

Elemental, Storm, Small
CR 2

N small elemental (air, extraplanar)

Init +2; Senses darkvision 60 ft., Listen +4, Spot +5

Languages Auran

AC 14, touch 13, flat-footed 12


(+1 size, +2 Dex, +1 natural)

hp 14 (2 HD)

Immune electricity, sonic
Fort +1, Ref +5, Will +0

Race F+0, R+3, W+0; Abilities Con +1, Dex +2, Wis +0

Speed 20 ft. (4 squares), fly 40 ft. (perfect)

Melee slam +4[+1 size, +1 BAB, +2 Dex] (1d4 + 1d4 electricity)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp -3

Special Actions Shock, Thunder and Lightning

Abilities Str 10, Dex 15, Con 12, Int 4, Wis 11, Cha 11 

SQ air mastery, electrical and sonic healing, elemental traits

Feats Alertness(1), Weapon Finesse(B)
Skills total ranks: 5 Listen +4[+2 ranks, +0 ability, +2 feat], Spot +5[+3 ranks, +0 ability,+2 feat]
Air Mastery (Ex) Airborne creatures take a -1 penalty on attack and damage rolls against a storm elemental.

Shock (Su) Once per round as free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet. This attack deals nonlethal electricity damage to living opponents.  Fortitude DC 12 half, 1d4 damage.  The save DC is Constitution-based.

Thunder and Lightning (Su) Once per minute as a full round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.

The thunder deals sonic damage to all creatures within 60 feet of the storm elemental. A Fortitude save halves this damage.

The lightning is a 120-foot long line that deals electricity.  A Reflex save halves this damage.

The save DCs are Constitution-based.

Sonic damage 1d6, Fortitude DC 12 half.  Electricity damage 2d6, Reflex DC 12 half.

Electrical and Sonic Healing (Ex) Storm elementals take no damage from electricity and sonic attacks.  Instead, any electricity attack (such as shocking grasp or lightning bolt) or sonic attack (such as sound burst) used against a storm elemental heals 1 point of damage for every 3 points of damage the attack would otherwise deal.  The storm elemental can’t heal hit points by attacking itself.

Description A dark storm cloud crackles with lightning and reverberates with the dull rumble of thunder.

Sources Monster Manual III (page 48)

Elemental, Storm, Large
CR 6

N large elemental (air, extraplanar)

Init +4; Senses darkvision 60 ft., Listen +7, Spot +8

Languages Auran

AC 16, touch 9, flat-footed 16


(-1 size, +0 Dex, +7 natural)

hp 72 (8 HD); DR 5/-

Immune electricity, sonic
Fort +6, Ref +6, Will +2

Race F+2, R+6, W+2; Abilities Con +4, Dex +0, Wis +0

Speed 40 ft. (4 squares), fly 80 ft. (perfect)

Melee 2 slams +11[-1 size, +6 BAB, +6 Str] (1d8+6 + 1d8 electricity)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +16

Special Actions Shock, Thunder and Lightning

Abilities Str 22, Dex 11, Con 18, Int 6, Wis 11, Cha 11 

SQ air mastery, electrical and sonic healing, elemental traits

Feats Alertness(1), Blind-Fight(3), Improved Initiative(6)
Skills total ranks: 11 Listen +7[+5 ranks, +0 ability, +2 feat], Spot +8[+6 ranks, +0 ability,+2 feat]
Air Mastery (Ex) Airborne creatures take a -1 penalty on attack and damage rolls against a storm elemental.

Shock (Su) Once per round as free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet. This attack deals nonlethal electricity damage to living opponents.  Fortitude DC 18 half, 4d4 damage.  The save DC is Constitution-based.

Thunder and Lightning (Su) Once per minute as a full round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.

The thunder deals sonic damage to all creatures within 60 feet of the storm elemental. A Fortitude save halves this damage.

The lightning is a 120-foot long line that deals electricity.  A Reflex save halves this damage.

The save DCs are Constitution-based.

Sonic damage 4d6, Fortitude DC 18 half.  Electricity damage 8d6, Reflex DC 18 half.

Electrical and Sonic Healing (Ex) Storm elementals take no damage from electricity and sonic attacks.  Instead, any electricity attack (such as shocking grasp or lightning bolt) or sonic attack (such as sound burst) used against a storm elemental heals 1 point of damage for every 3 points of damage the attack would otherwise deal.  The storm elemental can’t heal hit points by attacking itself.

Description A dark storm cloud crackles with lightning and reverberates with the dull rumble of thunder.

Sources Monster Manual III (page 48)

Elemental, Storm, Greater
CR 10

N huge elemental (air, extraplanar)

Init +4; Senses darkvision 60 ft., Listen +14, Spot +14

Languages Auran

AC 22, touch 8, flat-footed 22


(-2 size, +0 Dex, +14 natural)

hp 220 (21 HD); DR 10/-

Immune electricity, sonic
Fort +13, Ref +14, Will +7

Race F+7, R+12, W+7; Abilities Con +6, Dex +0, Wis +0; Feat R+2

Speed 50 ft. (4 squares), fly 100 ft. (perfect)

Melee 2 slams +24[-2 size, +15 BAB, +11 Str] (3d6+11 + 2d6 electricity)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +34

Special Actions Shock, Thunder and Lightning

Abilities Str 32, Dex 11, Con 22, Int 8, Wis 11, Cha 11 

SQ air mastery, electrical and sonic healing, elemental traits

Feats Alertness(1), Blind-Fight(3), Cleave(12), Greate Cleave(15), Improved Initiative(6), Improved Natural Attack (slam)(18), Lightning Reflexes(21), Power Attack(9)
Skills total ranks: 24 Listen +14[+12 ranks, +0 ability, +2 feat], Spot +14[+12 ranks, +0 ability,+2 feat]
Air Mastery (Ex) Airborne creatures take a -1 penalty on attack and damage rolls against a storm elemental.

Shock (Su) Once per round as free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet. This attack deals nonlethal electricity damage to living opponents.  Fortitude DC 26 half, 10d4 damage.  The save DC is Constitution-based.

Thunder and Lightning (Su) Once per minute as a full round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.

The thunder deals sonic damage to all creatures within 60 feet of the storm elemental. A Fortitude save halves this damage.

The lightning is a 120-foot long line that deals electricity.  A Reflex save halves this damage.

The save DCs are Constitution-based.

Sonic damage 10d6, Fortitude DC 26 half.  Electricity damage 21d6, Reflex DC 26 half.

Electrical and Sonic Healing (Ex) Storm elementals take no damage from electricity and sonic attacks.  Instead, any electricity attack (such as shocking grasp or lightning bolt) or sonic attack (such as sound burst) used against a storm elemental heals 1 point of damage for every 3 points of damage the attack would otherwise deal.  The storm elemental can’t heal hit points by attacking itself.

Description A dark storm cloud crackles with lightning and reverberates with the dull rumble of thunder.

Sources Monster Manual III (page 48)

Elemental, Storm, Elder
CR 12

N huge elemental (air, extraplanar)

Init +5; Senses darkvision 60 ft., Listen +29, Spot +29

Languages Auran

AC 24, touch 9, flat-footed 23


(-2 size, +1 Dex, +15 natural)

hp 252 (24 HD); DR 10/-

Immune electricity, sonic
Fort +14, Ref +17, Will +8

Race F+8, R+14, W+8; Abilities Con +6, Dex +1, Wis +0; Feat R+2

Speed 50 ft. (4 squares), fly 100 ft. (perfect)

Melee 2 slams +27[-2 size, +18 BAB, +11 Str] (3d6+11/19-20 + 2d6 electricity)

Space 15 ft.; Reach 15 ft.

Base Atk +18; Grp +37

Special Actions Shock, Thunder and Lightning

Abilities Str 32, Dex 13, Con 22, Int 10, Wis 11, Cha 11 

SQ air mastery, electrical and sonic healing, elemental traits

Feats Alertness(1), Blind-Fight(3), Cleave(12), Greate Cleave(15), Improved Critical (slam)(24), Improved Initiative(6), Improved Natural Attack (slam)(18), Lightning Reflexes(21), Power Attack(9)
Skills total ranks: 54 Listen +29[+27 ranks, +0 ability, +2 feat], Spot +29[+27 ranks, +0 ability,+2 feat]
Air Mastery (Ex) Airborne creatures take a -1 penalty on attack and damage rolls against a storm elemental.

Shock (Su) Once per round as free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet. This attack deals nonlethal electricity damage to living opponents.  Fortitude DC 28 half, 12d4 damage.  The save DC is Constitution-based.

Thunder and Lightning (Su) Once per minute as a full round action, a storm elemental can emit a blast of thunder coupled with a bolt of lightning.

The thunder deals sonic damage to all creatures within 60 feet of the storm elemental. A Fortitude save halves this damage.

The lightning is a 120-foot long line that deals electricity.  A Reflex save halves this damage.

The save DCs are Constitution-based.

Sonic damage 12d6, Fortitude DC 28 half.  Electricity damage 24d6, Reflex DC 28 half.

Electrical and Sonic Healing (Ex) Storm elementals take no damage from electricity and sonic attacks.  Instead, any electricity attack (such as shocking grasp or lightning bolt) or sonic attack (such as sound burst) used against a storm elemental heals 1 point of damage for every 3 points of damage the attack would otherwise deal.  The storm elemental can’t heal hit points by attacking itself.

Description A dark storm cloud crackles with lightning and reverberates with the dull rumble of thunder.

Sources Monster Manual III (page 48)

Feral Yowler
CR 5

CE Medium Magical Beast

Init +7; Senses darkvision 60 ft., low-light vision, scent: Listen +5, Spot +5

Languages abyssal 

AC 16, touch 13, flat-footed 13


(+3 Dex, +3 natural)

hp 94 (7 HD) ; fast healing 3

Immune fear, negative energy, energy drain effects
Fort +13, Ref +8, Will +4

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee bite +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+7)* and 2 claws +3 (1d6+5)*

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +11

Atk Options Power Attack

Special Actions Trip, yowl of fear

Abilities Str 18, Dex 17, Con 27, Int 7, Wis 14, Cha 16

SQ minor displacement

Feats Improved Initiative, Power Attack, Stealthy 

Skills Hide +13, Listen +5, Move Silently +13, Spot +5total ranks: class XX 
*Includes adjustment for power attack feat
Trip (Ex) A feral yowler that hits with a bite attack can attempt to trip its opponent as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the feral yowler. 

Yowl of Fear (Su) Every 1d4 rounds, a feral yowler can let loose a wailing yowl that strikes fear into the hearts of any who hear it. All creatures within 60 feet of a feral yowler that can hear its yowl are affected. Each creature within the area must make a DC 16 Will save or be shaken for as long as it remains within the area and for 2d4 rounds thereafter.  A creature that succeeds on the saving throw is immune to that feral yowler’s yowl for 24 hours.  The save DC is Charisma based. 

Minor Displacement (Su) A light bending glamer continually surrounds a feral yowler, making it hard to surmise the creature’s true location.  Any melee or ranged attack directed at it has a 20% miss chance unless the attacker can locate the beast by some means other than sight.  A true seeing effect allows the user to see the beast’s position, but see invisibility has no effect. 

Description  A hideous creature pads silently towards you on four feets, its blank white eyes fixed in your direction.  Patchy fur covers its shrunken, unhealthy black skin only in places, and open sores dot its hide.  A feral, narrow, catlike head swings low to the ground, and you see a long emaciated tail shifting behind the creature as it walks.

Sources see Monster Manual III, page 51
Grave Dirt Golem
CR 9

N Large Construct

Init -1; Senses Listen +0, Spot +0

AC 20, touch 8, flat-footed 20


(-1 size, -1 Dex, +12 natural)

hp 105 (11 HD); DR 5/Adamantine and Bludgeoning

Immune Construct traits, immunity to magic
Fort +3 Ref +2, Will +3

Race F+3, R+3, W+3; Class F+#, R+#, W+#; Abilities Con +0, Dex -1, Wis +0; other bonuses

Weakness 
Speed 20 ft. in (4 squares), base movement 20 ft., cannot run.;

Melee Slam +13[+/-1 size, +8 BAB, +6 Str,] (2d6+6 plus soiled wound) or 2 Slams +13[+/-1 size, +8 BAB, +6 Str,] (2d6+6 plus soiled wound)

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +19

Atk Options Berserk, soiled wound

Abilities Str 23, Dex 9, Con --, Int --, Wis 11, Cha 1 
SQ  Darkvision 60 ft, Low Light Vision
Berserk (Ex): When a grave dirt golem enters combat, there is a cumulative 1% chance each round that its elemental spirit breaks free and the golem goes berserk.  An uncontrolled golem goes on a rampage, attacking the nearest living creature or smashing some object smaller than itself if no creature is within reach, then moving on to spread more destruction.  Once a grave dirt golem goes berserk, no known method can reestablish control.

Soiled Wound (Ex): The wound inflicted by a grave dirt golem is caked with grave dirt.  Suffused with negative energy, the soiled wound does an extra 2d4 points of negative energy damage on the round subsequent to its delivery, after which the dirt in the wound becomes innert.

Construct Traits:  A grave dirt golem has Immunity to poison, sleep effects, paralysis, stunning, disease, death effects, and necromancy effects. all mind-affecting effects, and any fortitude save unless it also works on objects.  It cannot heal damage, but can be repaired.  
Immunity to Magic (Ex):  A grave dirt golem is immune to spells, spell-like abilities and supernatural effects, just as if the attack had failed to overcome spell resistance.  The only exceptions are as follows:  A move earth spell drives the grave dirt golem back 120 feet and deals 3d12 damage.  A disintegrate spell slows the golem (as the slow spell) for 1d6 rounds and deals 1d12 damage.  An earthquake spell cast directly at a grave dirt golem stops it from moving on its next turn and deals 5d10 damage.  The golem receives no saving throw against any of these effects.  Any magical attack that deals electricity damage heals 1 point of damage for every 3 points of damage it would otherwise deal.  If the amount of healing would cause the goem to exceed its full normal hit points, it gains any excess as temporary hit points that last for up to 1 hour.  A grave dirt golem receives no saving throw against magical attacks that deal electricity damage.

Description 

Source: Libris Mortis 

 Howler, advanced 10 HD 
CR 6

CE Huge outsider (Chaotic, Evil, Extraplanar)

Init +6; Senses darkvision 60 ft., Listen +17, Spot +17

Languages Abyssal (cannot speak) 

AC 19, touch 10, flat-footed 17


(-2 size, +2 Dex, +9 natural)

hp 90 (10 HD)

Fort +11, Ref +9, Will +9

Race F+7, R+7, W+7; Abilities Con +4, Dex +2, Wis +2

Weakness 
Speed 60 ft. (12 squares)

Melee bite +18[-2 size, +10 BAB, +10 Str] (3d8+10) and 1d4 quills +13 (1d8+5)

Space 15 ft.; Reach 10 ft.

Base Atk +10; Grp +28

Atk Options Combat Reflexes

Special Actions quills, howl

Abilities Str 30, Dex 15, Con 19, Int 6, Wis 14, Cha 8 

Feats Alertness(1), Combat Reflexes(3), Improved Initiative(6), Improved Natural Armor(9)
Skills total ranks: 78 Climb +23[+13 ranks, +10 ability], Hide +7[-8 size, +13 ranks, +2 ability], Listen +17[+13 ranks, +2 ability, +2 feat], Move Silently +15[+13 ranks, +2 ability], Search +11[+13 ranks, -2 ability], Spot +17[+13 ranks, +2 ability, +2 feat]
Quills (Ex) A howler’s neck bristles with long quills.  While biting, the creature thrashes about, striking with 1d4 of them.  An opponent hit by a howler’s quill attack must succeed on a DC 17 Reflex save or have the quill break off in his or her flesh.  Lodged quills impose a -1 penalty on attacks, saves, and checks per quill.  The save DC is Dexterity-based.

A quill can be removed safely with a DC 20 Heal check; otherwise, removing a quill deals an extra 1d6 points of damage.

Howl (Ex) All beings other than outsiders that hear the creature’s howling for an hour or longer are subject to its effect, though it does not help the howler in combat.  Anyone within hearing range of a howler for a full hour must succeed on a DC 14 Will save or take 1 point of Wisdom damage.  The save DC is Charisma-based.  The save must be repeated for each hour of exposure.  This is a sonic mind-affecting effect.

Description This creature looks like some gaunt, bestial hound or feline, with a man of bristling quills.

Howler, Advanced 12 HD
CR 7

CE Huge outsider (Chaotic, Evil, Extraplanar)

Init +6; Senses darkvision 60 ft., Listen +19, Spot +19

Languages Abyssal (cannot speak) 

AC 20, touch 11, flat-footed 17


(-2 size, +3 Dex, +9 natural)

hp 108 (12 HD)

Fort +12, Ref +11, Will +12

Race F+7, R+7, W+7; Abilities Con +4, Dex +2, Wis +2; Iron Will +2

Weakness 
Speed 60 ft. (12 squares)

Melee bite +20[-2 size, +12 BAB, +10 Str] (3d8+10) and 1d4 quills +15 (1d8+5)

Space 15 ft.; Reach 10 ft.

Base Atk +12; Grp +30

Atk Options Combat Reflexes

Special Actions quills, howl

Abilities Str 30, Dex 16, Con 19, Int 6, Wis 14, Cha 8 

Feats Alertness(1), Combat Reflexes(3), Improved Initiative(6), Improved Natural Armor(9), Iron Will(12)
Skills total ranks: 78 Climb +25[+15 ranks, +10 ability], Hide +10[-8 size, +15 ranks, +3 ability], Listen +19[+15 ranks, +2 ability, +2 feat], Move Silently +18[+15 ranks, +3 ability], Search +13[+15 ranks, -2 ability], Spot +19[+15 ranks, +2 ability, +2 feat]
Quills (Ex) A howler’s neck bristles with long quills.  While biting, the creature thrashes about, striking with 1d4 of them.  An opponent hit by a howler’s quill attack must succeed on a DC 19 Reflex save or have the quill break off in his or her flesh.  Lodged quills impose a -1 penalty on attacks, saves, and checks per quill.  The save DC is Dexterity-based.

A quill can be removed safely with a DC 20 Heal check; otherwise, removing a quill deals an extra 1d6 points of damage.

Howl (Ex) All beings other than outsiders that hear the creature’s howling for an hour or longer are subject to its effect, though it does not help the howler in combat.  Anyone within hearing range of a howler for a full hour must succeed on a DC 15 Will save or take 1 point of Wisdom damage.  The save DC is Charisma-based.  The save must be repeated for each hour of exposure.  This is a sonic mind-affecting effect.

Description This creature looks like some gaunt, bestial hound or feline, with a man of bristling quills. 

Hulking Corpse (3)


CR 9

CE Large Undead

Init +0; Senses Darkvision 60ft.; Listen +1, Spot +1

Languages - 

AC 21, touch 9, flat-footed 21


(-1 size, +12 natural)

hp 195 (20 HD); DR 5/bludgeoning and magic

Immune mindless
Fort +6, Ref +6, Will +13

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 30 ft. (6 squares)

Melee Bite +12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+13)* or Bite +12 (2d6+13) and 2 claws +7 (1d6+9)*

Ranged -[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +20

Atk Options Improved Grab, Rend, Power Attack (*includes adjustments for Power Attack)  

Abilities Str 26, Dex 10, Con -, Int -, Wis 12, Cha 8 
SQ Mindless
Feats Improved Toughness#, Power Attack#### 

Skills -total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions - 

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

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

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

Description  Tramping out of the night is a dreadful giant corpse.  For all that its eyes are lifeless and devoid of mind, the creature’s gaze still promises swift death to any that it can catch and crush in its mighty grip.

Sources see Libris Mortis, page 109

Hullathoin (1)


CR 15

NE Huge Undead 

Init -1; Senses Blindsight 60ft., Darkvision 60ft.; Listen +22, Spot +22

Languages Common Draconic

AC 27, touch 7, flat-footed 27


(-2 size, -1 Dex, +20 natural)

Miss Chance 

hp 144 (16d12 HD); fast healing 8; DR 15/magic and silver

Immune Cold, Electricity
Resist Fire resistance 15, Sonic resistance 15; SR 26

Fort +7, Ref +4, Will +13Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. (12 squares)

Melee Bite +17[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d8+10) or Bite +17 (2d8+10), 2 stamps +14 (1d8+5), 2 tentacles +14 (1d6+5 + poison)

Ranged -[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 15 ft.; Reach 10 ft. (20ft. tentacles)

Base Atk +8; Grp +26

Atk Options Cleave, Deform, Exude Bloodfiend Swarm, Improve Grab, Poison, Power Attack, Ring of Pus

Special Actions Improved Grapple, Rebuke Undead

Abilities Str 30, Dex 8, Con -, Int 12, Wis 16, Cha 12

SQ Blindsight 60ft., cold immunity, DR 15/magic and silver, electricity immunity, fast healing 8, fire resistance 15, scent, sonic resistance 15, SR 26, undead traits
Feats Cleave, Great Fortitude, Improved Critical (bite), Multiattack, Power Attack, Weapon Focus (bite)

Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Balance +18, Climb +29, Listen 22, Spot +22, Swim +29[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions -

Deform (Su) A hullathoin can twist and deform victims grappled by its tentacles. When a hullathoin has an opponent pinned, it can deal normal damage and attempt to deform the creature. On a successful Fortitude save (DC 18), the victim also takes 1d6 points of Charisma damage. 

Exude Bloodfiend Swarm (Su) As a standard action, a hullathoin can send forth a swarm of bloodfiend locusts to attack its foes (see the description of the bloodfiend locust swarm later in this book). Swarm of these creatures live in the hullathoin’s pus-filled sores. They do not attack the hullathoin or its undead minions.

Improved Grab (Ex) If a hullathoin hits an opponent that is at least one size category smaller than itself with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +26). Thereafter, the hullathoin has the option to conduct the grapple normally, or simply use its tentacle to hold the foe (see improved grapple, below). In either case, each successful grapple check it makes during successive rounds automatically deals tentacles damage. It can also attempt to pin its opponent. An opponent pinned by a hullathoin’s tentacle can be subjected to a hullathoin’s deform special attack.

Improved Grapple (Ex) Normally, a creature engaged in a grapple that does not want to be considered grappled must take a -20 penalty on its grapple check. But the hullathoin, while grappling with its tentacles, is never considered grappled. It can conduct grapple attacks with its tentacles normally without taking any penalties on other attacks, and it need not take the -20 penalty on grapple checks to be considered not grappling.

Poison (Ex) A hullathoin delivers its poison (Fort DC 19 negates) with each successful bite or tentacle attack. Initial and secondary damage are the same (1d10 Str).

Rebuke Undead (Su) A hullathoin can rebuke or command undead as a 20th-level cleric. Any fiendish vampire spawn created by the bloodfiend locusts it carries are automatically consider commanded on rising, although they count against the total number of Hit Dice of undead the hullathoin can command. If newly risen undead created by the locusts would exceed the hullathoin’s limit, it can opt to leave them uncontrolled or add them to its contingent of undead by dropping other undead followers to compensate.

Ring of Pus (Ex) Once per day, a hullathoin can spew forth the pus from its many sores. This ring of pus extends 30 feet in all directions from the hullathoin. Anyone caught in the burst must make a Reflex save (DC 18) or take 5d6 points of acid damage and 1d6 points of Strength damage. Success on the saving throw negates the Strength damage and half the acid damage. Victims who fail the save are also nauseated for 10 rounds.

Blindsight (Ex) A hullathoin maneuvers and fights not only by sight, but also by using hearing and smell to ascertain its surroundings. This ability enables it to discern objects and creatures within 60 feet. A hullathoin usually does not need to make Spot or Listen checks to notice creatures within range of its blindsight.

Fast Healing (Ex) A hullathoin regains lost hit points at the rate of 8 per round. Fast healing does not restore hit point lost from starvation, thirst, or suffocation, and it does not allow a hullathoin to regrow or reattach lost body parts.

Scent (Ex) A hullathoin can detect approaching enemies, sniff out hidden foes, and track by sense of smell. 

Description   Standing 20 feet high at the shoulder, a hullothoin walks on four long, powerful legs.  It has a skeletal head with a massive maw.  The most distinctive aspect of a hullathoin is that its mottled gray and black body seems to carry some sort of wasting illness.  Angry, red, pus-filled sores that pulse and weep cover its flesh.  Buzzing insects surround the creature at all times and feast off its rotting body.

Sources see Fiend Folio, page 96

Lilitu
CR 12

CE Medium Outsider (chaotic, evil, extraplanar, tanar’ri)

Init +8; Senses Darkvision 60 ft.; Listen +22, Spot +22

Languages Abyssal, Common; telepathy 100 ft.

AC 26, touch 18, flat-footed 18


(+8 Dex, +8 natural)

hp 119 (14 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 23

Fort +13, Ref +17, Will +14

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness divine magic
Speed 40 ft. (8 squares)

Melee 4 stingers +22 (1d4+3 plus poison) and 2 cllaws +20 (1d6+1)

Space 5 ft.; Reach 5 ft. (10 ft. with stingers)

Base Atk +14; Grp +17

Atk Options 

Special Actions Combat Reflexes, lilitu’s gift

Combat Gear none

Cleric Spells Prepared (CL 9th)

5th – lesser planar bindingD, mass cure light wounds, plane shift (DC 25), raise dead

4th - confusion D(DC 24), cure critical wounds (2), freedom of movement, imbue with spell ability

3rd – bestow curse (DC 23), cure serious wounds (3), dispel magic, nondetection D(DC 23)

2nd – cure moderate wounds (4), demoncall D*, enthrall (DC 22), hold person (DC 22), silence (DC 22)

1st – command (DC 21), cure light wounds (4), demonflesh D*, divine favor, shield of faith

0 – cure minor wounds (4), detect magic, mending

D: Domain Spell.  Domains:  Demonic, Trickery

* New spell described in appendix

Spell-Like Abilities (CL 14th)

At will – charm monster (DC 24), detect good , detect thoughts (DC 22), disguise self (DC 21, no limit on duration), fly, suggestion, (DC 23), greater teleport (self plus 50 pounds of objects only), sending, tougues
1/day – dominate person (DC 25), quickened suggestion (DC 23), symbol of persuasion (DC 26)

Abilities Str 17, Dex 26, Con 18, Int 19, Wis 20, Cha 30

SQ item use, mock divinity, shroud alignment, tanar’ri traits
Feats Combat Reflexes, Dark Speech*, Persuasive, Quicken Spell-Like Ability (suggestion), Weapon Finesse


* New feat described in Appendix #
Skills Bluff+29, Concentration +21, Diplomacy +31, Disguise +27 (+29 acting), Forgery +21, Heal +22, Intimidate +31, Knowledge (Religion) +21, Listen  +22, Perform (any one) +27, Sense Motive +22, Spot +22

Possessions none

Item Use (Ex):A lilitu can use any magic item as though she had successfully used the Use Magic Device skill.

Lilitu’s Gift (Su):  Once per day, a lilitu can embrace a willing or helpless living creature as a standard action and grant it a +2 profane bonus on saving throws.  The effect persists for 24 hours or until the target creature is affected by a dispel chaos.  Until the gift is removed, the affected creature radiates chaos as if his alignment were chaotic.  Moreover, its natural weapons, as well as any weapons it wields, are treated as chaotic-aligned for the purpose of bypassing damage reduction.


As long as the character possesses the gift, the lilitu’s name (written in Abyssal) appears as a tattoo somewhere on the character’s body.  Most lilitu take pains to place this mark somewhere that’s easily hidden.  The recipient of a lilitu’s gift cannot see his own tattoo.  As long as the gift remains active, the lilitu can monitor the character’s condition and location as if she had placed a status spell on that character.  She can communicate telepathically with the character t all times, despite any intervening distance (even across planes), and by concentrating can observe the world around the character as if she were there in his place.  Lilitus often use this ability to influence and trick a character into performing chaotic or evil acts.  Accepting a lilitu’s gift is a chaotic act and could have repercussions on the recipient’s alignment.


A creature can resist gaining a lilitu’s gift by making a DC 27 Will save.  The save DC is Charisma-based.

Mock Divinity (Ex):  A lilitu casts spells as a 9th-level cleric, except that she uses her Charisma score to determine bonus spells per day and spell saving throw DCs.  She has access to the spheres of Demonic and Trickery.  She cannot spontaneously cast cure or inflict spells, nor can she turn or rebuke undead.

Poison (Su):  Stinger – Injury, Fortitude DC 21, 2d6 Wis/1d4 negative levels.  The save DC is Constitution-based.

Shroud Alignment (Ex):  Spells and spell-like abilities that have the good descriptor treat a lilitu as if her alignment was good.  Magic items are similarly fooled.

Vulnerable to Divine Magic (Ex):  A lilitu’s heretical nature renders her particularly susceptible to divine magic.  She makes all saving throws against diving magic at a -2 penalty, and checks to overcome her spell resistance with a divine spell gain a +4 sacred bonus.

Description This demon could easily be mistaken for a beautiful woman at a glance, a lithe and graceful figure destined to inflame desire in those around her.  A closer look, however, reveals sharp talons, vacant white eyes, and cloven feet, distorting and perverting that beauty into something far more disturbing.  Burnt and broken fragments of wings protrude from her back, and her four writhing, ten-foot-long, sting-tipped tails give testament to her ruinous nature..

Sources  Lilitu (Fiendish Codex I, page 43)

Locust Swarm, Bloodfiend
CR 8

CE Medium Vermin (Extraplanar, Swarm of Fine Creatures)

Init +4; Senses Darkvision 60ft.; Listen -, Spot -

Languages -

AC 19, touch 14, flat-footed 15


(+4 Dex, +5 natural) 

hp 84 (14 HD)

Immune 
Resist -; SR -

Fort +11, Ref +8, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 20 ft. (4 squares), Fly 20 ft.

Melee Swarm (3d6 + energy drain)[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Ranged -[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 10 ft.; Reach 0 ft.

Base Atk +10; Grp -

Atk Options Distraction (DC 19)

Special Actions Reanimate

Abilities Str 1, Dex 18, Con 14, Int -, Wis 13, Cha 11

SQ Swarm traits, Vermin traits
Feats -# 

Skills -total ranks: class XX ---
Possessions -

Energy Drain (Su) Living creatures hit by a bloodfiend locust swarm gain one negative level. If the negative level has not been removed (with a spell such as restoration) before one day has passed, the afflicted opponent must succeed on a Fortitude save (19) to remove it.
Reanimate (Su) A humanoid or monstrous humanoid killed by the energy drain attack of a bloodfiend locust swarm rises 2d6 hours later as a fiendish vampire spawn. See vampire spawn and fiendish template description in the Monster Manual.

Vermin Traits A locust swarm is immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects). It also has darkvision 60ft.

Description 

Sources see Fiend Folio, page 170

Mercane 



CR 5

LN Large Outsider

Hit Dice: 7d8+21 (52 hp) 

Init +2  Senses:  Listen+13, Spot +12

Languages:  Mercanes speak Abyssal, Celestial, Draconic, Infernal, and at least two other languages. 

AC 15, touch 11, flat-footed 13


(-1 Size, +2 Dex, +4 natural)

hp 52 (7 HD)

Immune none
Resist none; SR 25

Fort +8, Ref +7, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 30 ft.

Melee Masterwork falchion +9 (2d4+3) melee

Space 10 ft.; Reach 10 ft.

Base Atk +7; Grp +13

Atk Options 

Special Actions Gangrenous Stench

Combat Gear none

Spell-Like Abilities

 3/day—dimension door, invisibility;

 1/day—secret chest, plane shift. Caster level 14th; save DC 12 + spell level.

Abilities Str 19, Dex 21, Con -, Int 14, Wis 14, Cha 15

SQ SR 25, spell-like abilities, telepathy
Feats Expertise, Improved Disarm, Improved Feint; #
Skills Appraise +19, Bluff +12, Diplomacy +12, Gather Information +12, Intimidate +12, Knowledge (arcana) +15, Knowledge (the planes) +15, Listen +13, Profession (bookkeeper) +13, Sense Motive +13, Sleight of Hand +14, Spellcraft +15, Spot +12

Possessions none

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

Skills Mercanes receive a +4 racial bonus on Appraise checks.

Description A 12-foot tall, blue skinned creature dressed in voluminous robes, it moves with a slow, languid grace.  Its hands are spidery and delicate, with an extra joint for each finger.

Sources  Mercane (Manual of the Planes, page 179 )

Mivilorn
CR 11

CE Huge Magical Beast (Chaotic, extraplanar)

Init +1; Senses darkvision 60 ft., low-light vision, scent: Listen +7, Spot +12

Languages abyssal 

AC 21, touch 9, flat-footed 20


(-2 size, +1 Dex, +12 natural)

hp 324 (24 HD)

SR 17
Fort +22, Ref +15, Will +10

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares)

Melee bite +17[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (4d6+30/19-20 plus 2d4 acid)*

Space 15 ft.; Reach 15 ft.

Base Atk +24; Grp +42

Atk Options Improved Bull Rush, Improved Overrun, Power Attack

Special Actions Breath Weapon, charging bite, improved grab, swallow whole

Abilities Str 31, Dex 13, Con 26, Int 4, Wis 14, Cha 11

Feats Alertness, Diehard, Endurance, Improved Bull Rush, Improved Critical (bite), Improved Overrun,

     Power Attack, Skill Focus (Listen), Track

Skills Intimidate +10, Listen +7, Spot +7total ranks: class XX , Survival +9

*Includes adjustment for power attack feat
Breath Weapon (Su) 3/day – As a free action, a milivorn can spew out digestive acid on its opponents.  This breath weapon is a 15 ft. cone and it deals 5d4 points of acid damage to any caught in the area (Reflex DC 23 half).  The save DC is Dexterity based. 

Charging Bite (Ex) When charging, a milivorn opens its expansive mouth to its fullest width in order to swallow one or more opponents whole.  If a milivorn succeeds on a bite attack at the end of a charge, the victim must make a DC 23 Reflex save to avoid being scooped into the creature’s expanded, open mouth.  A milivorn can scoop up a single large creature, or two creatures of Medium or smaller size in the same attack if they are adjacent.  In the latter case, the milivorn makes one attack roll against the opponent with the higher AC.  If the creature hits, both opponents take bite damage, and each gets its own Reflex save to avoid being trapped in the toothy cage.  The save DC is Dexterity based. 

Improved Grab (Ex) In order to swallow an opponent without charging, a milivorn must hit a Large or smaller opponent with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack or opportunity.  If it wins the grapple check, it establishes a hold and can try to swallow the foe on the following round. 

Swallow Whole (Ex) A swallowed creature automatically takes 6d4 points of bite damage every round in addition to the maximum damage from the milivorn’s acid attack (8 points).  A milivorn spews out any creature or creatures that succeed in dealing 40 points of damage to its mouth (which had damage reduction 15/bludgeoning and an AC of 16).  Trapped creatures may only use light weapons.  After 3 rounds of chewing on an opponent, a milivorn spits it out to see if it is dead.  If it’s still alive, the milivorn attempts to grapple and swallow the creature a second time.

Description Resembling a very large elephant crossed with a dog, this creature has a massive, oversized head with jutting, ragged teeth and loose skin on its jowls.

*A mivilorn normally attacks using its Power Attack feat, taking a -15 penalty on its attack rolls and gaining a +15 on damage rolls.  These adjustments are included in the statistics above.

Sources Monster Manual III (page 106)

Nashrou
CR 2

CE Large outsider (chaotic, evil, extraplanar)

Init +6; Senses darkvision 60 ft., scent; Listen +7, Spot +7

Languages -- 

AC 15, touch 11, flat-footed 13


(-1 size, +2 Dex, +4 natural)

hp 42 (4 HD); DR 5/cold iron or good

Fort +10, Ref +6, Will +4

Weakness vulnerability to criticals 
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee 2 gores +5 (1d8+2) and 2 claws +3 (1d6+1)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +10

Atk Options aligned strike (chaotic, evil)

Abilities Str 15, Dex 14, Con 22, Int 2, Wis 11, Cha 8

Feats Improved Initiative, Multiattack 

Skills Jump +17, Listen +7, Spot +7, Survival +7total ranks: class XX 
Vulnerability to Criticals (Ex) A nashrou has a unique weakness that can allow a clever or lucky opponent to slay it in a single blow.  A successful critical hit instantly reduces the creature to -10 hit points; no saving throw or damage reduction applies. The attack must deal sufficient damage to overcome the nashrou’s damage reduction. 

Description  A nightmarish amalgamation of bony spikes and talons leaps at you from an Abyssal plateau.  Its lithe form is covered by thick, glistening chitin, and it glares at you balefully from a cluster of eyes in the center of its body.

Sources see Monster Manual IV, page 44

Nashrou, Advanced
CR 4

CE Large outsider (chaotic, evil, extraplanar)

Init +6; Senses darkvision 60 ft., scent; Listen +11, Spot +11

Languages -- 

AC 15, touch 11, flat-footed 13


(-1 size, +2 Dex, +4 natural)

hp 84 (8 HD); DR 5/cold iron or good

Fort +12, Ref +8, Will +8

Weakness vulnerability to criticals 
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee 2 gores +10 (1d8+3) and 2 claws +8 (1d6+1)

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +15

Atk Options aligned strike (chaotic, evil)

Abilities Str 16, Dex 14, Con 22, Int 2, Wis 11, Cha 8

Feats Improved Initiative, Iron Will, Multiattack 

Skills Jump +21, Listen +11, Spot +11, Survival +11total ranks: class XX 
Vulnerability to Criticals (Ex) A nashrou has a unique weakness that can allow a clever or lucky opponent to slay it in a single blow.  A successful critical hit instantly reduces the creature to -10 hit points; no saving throw or damage reduction applies. The attack must deal sufficient damage to overcome the nashrou’s damage reduction.

Description  A nightmarish amalgamation of bony spikes and talons leaps at you from an Abyssal plateau.  Its lithe form is covered by thick, glistening chitin, and it glares at you balefully from a cluster of eyes in the center of its body.

Sources see Monster Manual IV, page 44

Necronaut
CR 14

CE Gargantuan undead (chaotic, evil, extraplanar)

Init +3; Senses darkvision 60 ft.; Listen +33, Spot +33

Languages abyssal, infernal 

AC 25, touch 5, flat-footed 25


(-4 size, -1 Dex, +20 natural)

hp 360 (32 HD); DR 15/lawful or magic

Fort +10, Ref +9, Will +20

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee 4 slams +22 (4d6+20)*

Space 20 ft.; Reach 20 ft.

Base Atk +16; Grp +43

Atk Options Blind-Fight, Cleave, Great Cleave, Improved Bull Rush, Improved Overrun, Improved

     Sunder, Power Attack

Special Actions Assimilate corpse, trample 4d6+22

Abilities Str 41, Dex 8, Con --, Int 7, Wis 14, Cha 16

SQ necromantic effect, unholy toughness

Feats Alertness, Awesome Blow, Blind-Fight, Cleave, Great Cleave, Improved Bull Rush, Improved

     Initiative, Improved Natural Attack (slam), Improved Overrun, Improved Sunder, Power Attack

Skills Knowledge (the planes) +10, Listen +33, Spot +33, Survival +2 (+4 on other planes)total ranks: class XX 
*Includes adjustment for power attack feat
Assimilate Corpse (Su) A necronaut can, as a move action, add the corpse of an opponent to its body.  Once the corpse is added, the necronaut begins assimilating it.  This process takes one round to run its course and heals some damage to the necronaut, based on the size of the assimilated creature: Small or smaller, 10 points healed; Medium, 30 points; Large 60 points; Huge 100 points; Gargantuan, 150 points; or Colossal, 210 points.  Once a creature is fully assimilated, it cannot be raised from the dead.  Before a creature is fully assimilated, an ally can pull it free with a DC 24 Strength check. 

Necromantic Effects (Su) Necronauts are affected differently by some spells.  Because each one is composed of bones and corpses, spells that create undead deal 1d4 points of damage per caster level to a necronaut, up to the maximum given here for each spell: animate dead, 10d4; create undead, 15d4; create greater undead, 20d4. 

Trample (Ex) Reflex half DC 41.  The save DC is Strength-based.

Unholy Toughness (Ex) A necronaut gains a bonus to its hit points equal to its Charisma modifier x its hit dice.

Description  A towering shape seemingly built from bones and corpses, this creature rolls and lurches across the ground, searching around itself with four massive, angular arms.

Sources see Monster Manual III, page 108

Petitioner template
CR 1

“Petitioner” is a template that may be added to any creature as determined by the nature of the campaign (referred to hereafter as the “base creature”).  The creature’s type becomes “outsider.”  It uses all the base creature’s statistics and special abilities except as noted here.

Hit Dice:  Change to 2d8. Retain any bonus hit points from the base creature’s original HD total.

AC:  Only size, Dexterity, and natural armor modifiers apply.  Armor bonuses are not applicable.

Attacks:  Base attack bonus is reduced to +2, subject to modifications for size and Strength.  If the base creature’s base attack bonus is less than +2, use the lower number.

Special Attacks:  A petitioner loses all supernatural and spell-like abilities but retains normal attacks and exceptional abilities.

Special Qualities:  A petitioner loses all supernatural and spell-like abilities, but retains exceptional abilities.  In addition, it gains the following qualities.

Mental Immunity (Ex):  All petitioners are immune to mind-influencing effects.

Immunities (Ex):  Petitioners on Pandemonium have electricity and sonic immunity.

Resistances:  Petitioners on Pandemonium have cold resistance 10, acid resistance 10.

Planar Commitment (Ex):  Petitioners cannot leave the plane they inhabit.  They are teleported 100 miles in a random direction if an attempt is made to force them to leave.

Saves:  Base saving throw bonuses are +3.

Abilities:  Same as the base creature.  Some cosmologies or particularly insecure deities may set a maximum of 18 for petitioners’ ability scores. Abilities higher than that are reduced to the maximum.

Skills:  Petitioners have no skills.  Previous skills are lost.

Alignment:  Same as the native plane (CN for Pandemonium)

Exceptional Petitioners:  The deities may choose particular servants for specific tasks who may remember something of their previous selves.  These exceptional petitioners retain the feats and skills that they had in life but are otherwise limited as the other petitioners of their plane are.

Description:  Petitioners are the reconstructed souls of the dead in the Outer Planes.  They dwell there as an eternal reward (or punishment) for their past lives, as servants and warriors for more powerful creatures, as playthings for sadistics demons, and as raw material for new creations.  They often serve as window dressing, spear carriers, extras, and examples for travelers from other planes.


On Pandemonium, petitioners have pale complexions, sunken eyes, and cold skin.

Sources  Petitioner (Manual of the Planes, page 199)

Plague Blight
CR 6

CE Medium Undead (Evil)

Init +5; Senses Listen +13, Spot +13

Languages Common 

AC 23, touch 15, flat-footed 18


(+5 Dex, +8 natural)

hp 58 (6 HD); DR 5/slashing

Immune none
Resist none; SR none

Fort +2, Ref +7, Will +7

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed 30 ft.

Melee slam +7 (1d6+6 [+2 against good-aligned foes] and gangrenous touch)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +7

Atk Options Gangrenous Touch, Power Attack

Special Actions Gangrenous Stench

Combat Gear none

Spell-Like Abilities None

Abilities Str 19, Dex 21, Con -, Int 14, Wis 14, Cha 15

SQ Damage Reduction 5/slashing, darkvision 60 ft., gangrenous stench, resistant to blows, undead traits, +2 turn resistance
Feats Alertness, Cleave, Improved Toughness, Power Attack; #
Skills Balance+7, Escape Artist +12, Hide+14, Jump+6, Listen+13, Move Silently+14, Spot+13, Tumble+14

Possessions none

Gangrenous Stench (Ex): Whenever a plague blight desires, it causes 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 Touch (Su):  Supernatural disease (accelerated) – slam, Fortitude DC 15, incubation period instant; damage 1d4 Con.  Unlike normal diseases (see Disease, page 292 of the Dungeon Masters 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 a 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.

Skills 

Description Soft and putrescent, this creatures 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 with it.

Sources  Plague Blight (Libris Mortis, page 116)

Sibriex
CR 15

CE Large outsider (chaotic, evil, extraplanar, obyrith)

Init -4; Senses darkvision 60 ft, true seeing; Listen +25, Spot +25

Aura form of madness (60-ft. radius, Will DC 25)

Languages Abyssal, telepathy 100 ft. 

AC 25, touch 5, flat-footed 25


(-1 size, -4 Dex, +20 natural)

hp 217 (15 HD); fast healing 10; DR 15/cold iron and lawful

Immune acid, mind-affecting spells and effects, nausea, poison
Resist cold 10, electricity 10, fire 10; SR 26

Fort +19, Ref +5, Will +16

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness immobility
Speed fly 20 ft. (good) (4 squares)

Melee 4 chains +20[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+6) and bite +15 (1d8+1)

Space 10 ft.; Reach 5 ft. (15 ft. with chains)

Base Atk +15; Grp +25

Atk Options Combat Expertise, Improved Trip

Special Actions animate chains, instant graft, squirt bile

Spell-Like Abilities (CL 15th):


At will—charm monster (DC 23), greater command (DC 24), hold monster (DC 24), greater dispel magic, major creation, sending


3/day—feeblemind (DC 24)

Abilities Str 22, Dex 3, Con 30, Int 25, Wis 24, Cha 25 
SQ flight, obyrith traits 
Feats Combat Expertise, Dark Speech*, Graft FleshFF, (fiendish grafts), Greater Spell Focus (enchantment), Improved Trip, Spell Focus (enchantment)# 

* New feat described in Chapter 4

FF: Feat described in Fiend Folio (page 207)

Skills total ranks: class XX B[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Bluff +25, Concentration +28, Decipher Script +25, Diplomacy +29, Gather Information +25, Heal +25, Intimidate +27, Knowledge (arcana) +25, Knowledge (the planes) +25, Listen +25, Search +25, Sense Motive +25, Spellcraft +27, Spot +25, Use Magic Device +25 (+29 scrolls)

Animate Chains (Su) A sibriex uses telekinesis (as the spell) to manipulate the four chains attached to its body as a free action.  A sibriex’s chains are not considered part of the creature and can be sundered as if they were weapons wielded by the sibriex.  A single chain has hardness 10 and 30 hit points.  Given time, a sibriex can create new chains using its polymorph any object or major creation spell-like abilities.

Form of Madness (Su) A creature within 60 feet that observes a sibriex must attempt a DC 24 Will save.  Failure indicates the creature’s mind is warped and twisted, and he comes to see the sibriex in question as the perfect physical form.  The victim takes a –4 penalty on saving throws made to resist enchantment spells or spell-like abilities employed by that sibriex.  Worse, the victim immediately takes 1d6 points of Charisma drain as his sense of self-worth and personality are diminished by the madness.  This madness can be cured by heal, greater restoration, miracle, or wish.  A creature that makes the save is immune to that particular sibriex’s form of madness for 24 hours.  This is a mind-affecting ability that does not affect chaotic evil outsiders or creatures that have had a fiendish graft implanted by a sibriex.  The save DC is Charisma-based.

Instant Graft (Su) Up to three times per day as a full-round action, a sibriex can use the Graft Flesh feat (Fiend Folio 207) to create and attach a fiendish graft without paying the requisite cost in gold or XP.  The grafts are formed out of Abyssal chaos.  A sibriex can attach an instant graft only to a willing or helpless target.


Fiendish grafts are described in Fiend Folio, starting on page 209.

Squire Bile (Su) Once every 1d4 rounds as a swift action, a sibriex can spew black bile out of one of the feeding tubes hanging from its lower body.  If the sibriex succeeds at a +10 ranged touch attack, the target takes 12d6 points of acid damage and is nauseated for 1d4 rounds.  A successful DC 27 Fortitude save negates the nausea.  The save DC is Constitution-based.

Flight (Ex) A sibriex’s body is naturally buoyant.  This buoyancy allows it ot fly at a speed of 20 feet.  This buoyancy also grants it a permanent feather fall effect (as the spell) with personal range.

Obyrith Traits 
· Immunity to poison and mind-affecting spells and abilities

· Fast Healing 10

· Forms of Madness (see above):  A creature that makes its saving throw against an obyrith’s madness is immune to that particular effect for 24 hours.  Blindness is no protection against an obyrith’s madness – their presence is an affront to all five senses.  This is a mind-affecting ability.  Chaotic evil outsiders are immune to an obyrith’s form of madness.  

· True Seeing (Su):  An obyrith is under the constant effect of true seeing.  This effect cannot be dispelled

· Telepathy

Description The unsettling stink of rotting flowers surrounds the large, bloated figure that floats lazily in the air.  The demon is hardly more than a malformed face the size of a wagon.  Where its ears should be are instead a pair of atrophied arms with hands ending in tremulous digits.  Instead of a body, everything below its neck is a writhing nest of puckers and stalks.   It is tethered to the surrounding ground by four steel chains that end in razor-sharp spikes.

Sources Fiendish Codex I: Hordes of the Abyss (page 52)

Skin Kite
CR 3

NE Small undead

Init +4; Senses darkvision 60 ft; Listen +5, Spot +5

AC 15, touch 15, flat-footed 11


(+1 size, +4 Dex)

hp 36 (4d12 HD) 

Immune mind-affecting spells and abilities, poison, magic sleep effects, paralysis, stunning, disease, death effects, and any effect that requires a Fortitude save unless it also works on objects or is harmless

Fort +1, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 10 ft. (2 squares), fly 40 ft. (average)

Melee Touch +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4) 

Space 2.5 ft.; Reach 0 ft.

Base Atk +2; Grp –4 (+8 when attached)

Special Actions Meld, steal skin

Abilities Str 10, Dex 19, Con –, Int 4, Wis 12, Cha 6 

SQ diet dependent, launch kite, undead traits
Feats Alertness, Weapon Finesse# 

Skills Hide +7, Listen +5, Spot +5total ranks: class XX HI
Diet Dependent A skin kit is diet dependent (see the Undead Metabolism section in Chapter 1) upon skin, which it acquires by using its steal skin ability.

Launch Kite (Ex) When a skin kite has absorbed 4 points of Charisma (through its steal skin ability, see below), it attempts to retreat to a safe place where it can take a full-round action to spawn a new skin kite with the stolen skin.  A freshly launched skin kite  has a number of hit points equal to the original’s current total (its full normal hit points are equal to the original’s full normal total, even if its current hit points are lower than that).

Meld (Ex) If a skin kite hits a Small or larger creature with a melee touch attack, it melds with the opponent’s body.  An attached skin kite is effectively grappling its prey.  The skin kite loses its Dexterity bonus to AC, but while melded, it is hard to remove.  Skin kites have a +12 racial bonus on grapple checks (figured into the statistics above).


A melded skin kite can be struck with a weapon or grappled itself.  To remove a melded skin kite by grappling, the opponent mush achieve a pin against the skin kite, which forcefully peels the creature off and also deals 1d6 points of damage.  

Steal Skin (Ex) A skin kite steals portions of its foe’s skin, absorbing them directly into itself, dealing 1d4 points of Charisma damage in each round when it remains melded.  Once it has dealt 4 points of Charisma damage, it detaches and flies off to launch a kite.  If its victim reaches Charisma 0 before a skin kite has dealt 4 points of Charisma damage, the skin kite unmelds and seeks a new target.

Description A knot of flaccidly flapping membranes kites through the air, now drifting with the currents, now stooping swiftly through the air toward you.

Sources Libris Mortis (page 119)

Slaughter Wight
CR 8

CE Medium Undead

Init +9; Senses darkvision 60 ft.: Listen +15, Spot +19

Languages common 

AC 19, touch 15, flat-footed 14


(+5 Dex, +4 natural)

hp 175 (18 HD)  

Fort +6, Ref +11, Will +11

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares)

Melee slam +11[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+15/17-20 plus energy drain) *

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +16

Atk Options Power Attack

Special Actions Augmented Critical, create spawn, energy drain, vicious slammer

Abilities Str 24, Dex 21, Con --, Int 11, Wis 10, Cha 16

SQ undead traits

Feats Daunting Presence, Death master, Eviscerator, Improved Critical, Improved Initiative, Improved Toughness, power Attack 

Skills Climb +17, Hide +22, Listen +15, Move Silently +22, Spot +19, Swim +13total ranks: class XX 
*Includes adjustment for power attack feat
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 and do not retain any of the abilities they had in life. 

Energy Drain (Su) A living creature hit by a slaughter wight’s slam attack gains one negative level.  Removing the negative level requires a DC 21 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.

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

Sources see Libris Mortis, page 121

Slaughterstone Eviscerator
CR 12

N Large construct (earth)

Init +0; Senses darkvision 60 ft., low-light vision: Listen +0, Spot +0

Languages none 

AC 29, touch 9, flat-footed 29


(-1 size, +20 natural)

hp 112 (15 HD); DR 10/adamantine

Resist acid 10, cold 10, electricity 10, fire 10 SR 20
Fort +5, Ref +5, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares)

Melee 4 +2 adamantine blades +21 (2d8+11/18-20/x3)

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp +24

Atk Options Whirlwind attack

Special Actions Augment critical, enhanced mobility

Abilities Str 29, Dex 11, Con -, Int -, Wis 11, Cha 1

SQ construct traits, tunnel fighting

Feats Whirlwind attack 

Skills nonetotal ranks: class XX 
Augment Critical (Ex) A slaughterstone eviscerator’s adamantine blades are magically hardened and honed to a razor’s edge.  They threaten a critical hit on a natural attack roll of 18 – 20, dealing triple damage on a successful critical hit.  The blades are not subject to effects such as keen edge that would further improve their threat range.

Enhanced Mobility (Ex) A slaughterstone eviscerator can move up to 15 feet in a round and still make a full attack. 

Tunnel Fighting (Ex) A slaughterstone eviscerator has a limited ability to reshape its form to fit into a tight area.  It does not take a penalty on attack rolls or to Armor Class when squeezing through a tight space.  

Description  Six squat, powerful legs support this stone automaton’s thick, insectoid body, which is wider and lower to the ground than a horse’s  The creature’s stable bulk supports four serrated blade-arms that whirl around with vicious speed.

Sources see Monster Manual III, page 160

Tempest
CR 16

CN Gargantuan Elemental (Air, Earth, Fire, Water)

Init -2; Senses Listen +11, Spot +12

Languages Elemental 

AC 24, touch 14, flat-footed 24


(-4 size, -2 Dex, +10 deflection, +10 natural)

hp 324 (24 HD); DR 10/-

Immune fire
Resist none; SR none

Fort +23, Ref +12, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness 
Speed Fly 60 ft. (good)

Melee 2 slams +23 each (2d8+13)

Space 20 ft.; Reach 20 ft.

Base Atk +18; Grp +39

Atk Options Burn, drench, Cleave, Great Cleave, Power Attack, Awesome Blow

Special Actions spell-like abilities, whirlwind, Improved Bull Rush

Combat Gear none

Spell-Like Abilities (CL 9th):


At will— chill touch (DC 14), gust of wind (DC 15), lightning bolt (DC 16), wind wall (DC 16)
Abilities Str 29, Dex 6, Con 28, Int 8, Wis 11, Cha 17 
SQ Defensive aura, elemental mastery, elemental traits, fire subtype
Feats Alertness, Awesome Blow, Cleave, Empower Spell-Like Ability, Endurance, Great Cleave, Improved Bull Rush, Power Attack, Quicken Spell-Like Ability; #
Skills Concentrationtotal ranks: class XX  +18[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot+11

Possessions none

Burn (Ex): Anyone hit by a tempest’s slam attack must succeed at a Reflex save (DC 31) or catch fire.  The flame burns for 1d4 rounds.  A burning creature can take a move-equivalent action to put out the fire.  Any creature hitting a tempest with a natural weapon or unarmed attack takes fire damage as though hit by its slam attack and also catches fire unless it succeeds at a Reflex save.

Drench (Ex): The tempest’s touch puts out torches, campfires, exposed lanterns, and other open flames of non-magical origin if these are of Huge size or smaller.  The creature can dispel magical fire it touches as if by a dispel magic (caster level equal to tempest’s HD).  The tempest can choose not to activate this ability (in order to not extinguish the flame of an opponent affected by its burn attack, for example).

Whirlwind (Su): A tempest can transform itself into a whirlwind (or vortex if underwater) once every 10 minutes and remain in that form for up to 1 round for every 2 HD it has.  The whirlwind is 5 feet wide at the base, up to 30 feet wide at the top, and between 10 and 50 feet tall (tempest’s choice).  In this form, it can move through the air (or water, as a vortex) or along a surface at its fly speed.  The tempest’s movement while in whirlwind form does not provoke attacks of opportunity, even if the elemental enters the space another creature occupies.


Any creature one or more size categories smaller than the tempest that comes into contact with the whirlwind must make a successful Reflex save (DC 31) or take 4d6 points of damage.  It must also succeed at a second Reflex save (DC 31) or be picked up bodily and held suspended in the powerful winds, automatically taking 4d6 points of damage per round.  A creature that can fly is allowed a Reflex save at the same DC each round to escape the whirlwind.  The creature still takes damage but can leave if the save is successful.  The tempest can eject any carried creatures whenever it wishes, depositing them wherever it happens to be.


Creatures trapped in the whirlwind cannot move except to go where the elemental carries them or to escape the whirlwind.  Creatures caught in the whirlwind can otherwise act normally, but must succeed on a Concentration check (DC 15 + spell level) to cast a spell.  Creatures caught in the whirlwind take a -4 penalty on attack rolls.  The elemental can have only as many creatures inside the whirlwind at one time as will fit inside the whirlwind’s volume.


If the whirlwind’s base touches the ground, it creates a swirling cloud of debris.  This cloud is centered on the tempest and has a diameter equal to half the whirlwind’s height.  The cloud obscures all vision, including darkvision, beyond 5 feet.  Creatures 5 feet away have concealment, while those farther away have total concealment.  Anyone caught in the cloud must succeed at a Concentration check (DC 15+spell level) to cast a spell.


A tempest in whirlwind form cannot make slam attacks and does not threaten the area around it.

Defensive Aura (Sp): A tempest has a +10 deflection bonus to Armor Class.  This ability is always in effect.

Elemental Mastery (Ex): A tempest gains a +1 bonus on attack and damage rolls if both it and its foe are in contact with any of the four elements (air, earth, fire, or water).

Skills 

Description Though it resembles a massive storm, a tempest is actually an intelligent, living creature related to both elemetnals and genies.  All four elements coexist within its form: air in the wind, earth in the whirling sand and dirt, fire in the heat and lightning, and water in the rain.

Sources  Tempest (Monster Manual II)

Windrazor
CR 1

CE Small outsider (extraplanar)

Init +2; Senses darkvision 60 ft., keen senses; Listen +6, Spot +6

Languages Auran, Windsong

AC 13, touch 13, flat-footed 11


(+1 size, +2 Dex)

hp 12 (2 HD)

Fort +3, Ref +5, Will +4

Race F+3, R+3, W+3; Abilities Con +0, Dex +2, Wis +1; 

Speed 10 ft. (2 squares), climb 10 ft., fly 40 ft. (good); Flyby Attack

Melee 2 claws +4 each[+1 size, +2 BAB, +1 Str] (1d4+1/19-20) and


bite -1[+1 size, +2 BAB, +1 Str, -5 secondary natural attack](1d6/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -1

Atk Options fearsome critical, rend 2d4+2

Abilities Str 13, Dex 15, Con 11, Int 8, Wis 12, Cha 6 
Feats Flyby Attack, Imrpoved Critical (claw)B, Improved Critical (bite)B 

Skills total ranks: races 35 Balance +4[+2 ability, +2 synergy], Climb +14[+5 ranks, +1 ability, +8 racial], Hide +6[+4 size, +2 ability], Knowledge (the planes) +4[+5 ranks, -1 ability], Listen +6[+5 ranks, +1 ability] Move Silently +7[+5 ranks, +2 ability], Spot +6[+5 ranks, +1 ability], Survival +6 (+8 on other planes) [+5 ranks, +1 ability, +2 synergy], Tumble +7[+5 ranks, +2 ability]
Keen Senses (Ex) A windrazor sees four times as well as a human in shadowy illumination

Rend (Ex) A windrazor that hits with both claw attacks latches onto the opponent’s body and tears the flesh.  This attack automatically deals an extra 2d4+2 points of damage.

Fearsome Critical (Ex) Whenever a windrzaor scores a critical hit, all creatures within 10 feet must succeed on a DC 9 Will saving throw or become shaken.  This is a mind-affecting fear effect.  The save DC is Charisma-based.

Skills Windrazors have a +8 racial bonus on Climb checks and can choose to take 10 on Climb checks, even if rushed or threatened.

Description A gangly creature, all gawky limbs and flaps of leathery skin, drifts through the air.  At the tips of its wings are short, sharp, bony blades.  Its elongated skull boasts knobby, hornlike protusions, and its mouth is full of long, sharp teeth.

Sources windrazor (MM IV)

Wrackspawn
CR 3

CE Medium outsider (chaotic, evil, extraplanar)

Init +0; Senses blind, blindsight 120 ft.; Listen +10

Languages understands Abyssal

AC 14, touch 10, flat-footed 14


(+2 armor, +2 natural)

hp 26 (4 HD); DR 5/-

Resist fire 10

Fort +10, Ref +4, Will +4

Race F+4, R+4, W+4; Abilities Con +6, Dex +0, Wis +0; 

Speed 20 ft. (4 squares)

Melee bone shortspear +8[+4 BAB, +4 Str] (1d6+4 plus pain) and


double claw +3[+4 BAB, +4 Str, -5 secondary natural attack] (2d4+2) or

Melee double claw +8 [+1 size, +2 BAB, +1 Str, -5 secondary natural attack](2d4+6)

Ranged bone shortspear +4 [+4 BAB](1d6+4 plus pain)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +8

Atk Options aligned strike (chaotic evil), pain

Abilities Str 19, Dex 10, Con 22, Int 6, Wis 11, Cha 12 
Feats Skill Focus (listen), Toughness 

Skills total ranks: races 42 Climb +11[+7 ranks, +4 ability], Hide +7[+7 ability], Intimidate +8[+7 ranks, +1 ability], Jump +5[+7 ranks, +4 ability, -6 speed] Listen +10[+7 ranks, +3 skill focus], Move Silently +7[+7 ranks]
Possessions piecemeal armor (counts as leather), bone shortspear

Pain (Su) A living creature injured by the wrackspawn’s bone shortspear takes an extra 2d6 points of damage and is sickened with pain for 1 round.  A DC 18 Fortitude save halves the damage and negates the sickened effect.  The save DC is Constitution-based.

Description This misshapen monstrosity seems to have been both flayed and burned, its limbs twisted into dreadful parodies.  It is eyeless and shrieks with mad battle lust.

Sources wrackspawn (MM IV)

 DM Aid: Map #1 – Encounter 2
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DM Aid: Map #2 – Encounter 9
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DM Aid #4: PANDEMONIUM

See Dungeon Masters Guide page 159 for background on Pandemonium.

Inhabitants

20% of the creatures in Pandemonium are insane.

80% of the creatures in Pandemonium are deaf or mostly deaf.

40% of the creatures in Pandemonium use “hand-speak” to communicate, a primitive form of sign language.

Petitioners (souls of the dead):  Immunities (ex):  sonic, electricity, mental immunity (all mind-influencing effects).  Resistances:  Cold 10, acid 10.

Insanity Table

1. Depression

2. Delusional

3. Hallucinations

4. Schizophrenic

5. Suicidal

6. Amnesia

7. Paranoia

8. Multiple Personalities

9. Homicidal Maniac

10. Sociopath

Environment

Mild chaos alignment – Lawful PCs suffer -2 penalty on charisma-based checks (including turning checks).

Objective directional gravity – any surface is a floor.

Pandemonium is cold – about 45 degrees, with the wind-chill.

Hearing is impossible beyond 10 ft.  Spells that rely on sonics have their range limited to 10 ft.  Travelers are temporarily deafened after 1d10 rounds of exposure, and permanently after 24 hours.  Temporary deafness returns after 1 hour spent out of the wind.  Avoid Planar Effects or Planar Tolerance will prevent deafness due to the winds.  Wearing earplugs also prevents deafness.

Wind causes all ranged attacks to be at -2.

PCs can get sufficient rest to recover spells only if they are in a sheltered area.

Pandemonium does not border either the ethereal or shadow planes, so ethereal or shadow travel is impossible.

The River Styx

The River Styx bubbles with grease, foul flotsam, and putrid remains.  Any who taste or touch the water must make a Fort Save (DC 17) or suffer total amnesia (feebleminded).  Even those who make their saves lose all memory of the last 8 hours.  Prepared spells remain in memory.  Avoid Planar Effects or Planar Tolerance will allow PCs to avoid total amnesia, but not the 8 hour memory loss.


The Styx ranges in width from 10 ft. to 500 ft.  The depth ranges from 10 ft. to unfathomable, though it is typically around 20 feet deep for purposes of PC encounters.  The Styx seems to disregard physical laws.  It is considered rough water for purposes of swimming (DC 15 swim check).  

DM Aid #5: Windstorms
Exceptionally intense windstorms occasionally pass through Pandemonium.  They last only a single round.  Earplugs grant a +1 circumstance bonus to Will saves. 

Windstorms on Pandemonium (roll a D6 and consult the appropriate column based on APL)

	APL 2-4
	APL 6-8
	APL 10-14
	Effect
	Saving Throw

	1-3
	
	
	Flying pebbles deal 1d4 points of damage
	Reflex DC 15 half

	4-6
	1-2
	
	Pelting stones deal 2d6 points of damage
	Reflex DC 18 half

	
	3-4
	
	Howling wind causes confusion for 1d4+1 rounds
	Will DC 15 negates

	
	5-6
	
	Flying boulders deal 2d8 points of damage
	Reflex DC 20 half

	
	
	1
	Cacophonous wind causes confusion for 2d4+1 rounds
	Will DC 18 negates

	
	
	2
	Wind picks up travelers, dashing them against rock wall for 2d10 points of damage.  Victim is moved 10 to 30 feet in a random direction (does not provoke AoOs).
	Reflex DC 22 half

	
	
	3
	Screaming wind causes confusion for 2d4+1 rounds
	Will DC 20 negates

	
	
	4
	Wind picks up travelers, dashing them against rock wall for 4d10 points of damage.  Victim is moved 10 to 30 feet in a random direction (does not provoke AoOs).
	Reflex DC 24 half

	
	
	5
	Wind picks up travelers, dashing them against rock wall for 4d10 points of damage, then blows them into a tributary of the River Styx 120 feet away (does not provoke AoOs).
	Reflex DC 24 half, then Reflex DC 20 negates

	
	
	6
	Shrieking wind causes insanity
	Will DC 22 negates
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