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A thousand years ago, fleeing the destruction of the Twin Cataclysms, twelve Suel tribes migrated east through what became known as Slerotin's Pass.  Three remained in the Sheldomar Valley:  the Rhola and their Lizhal allies, the Neheli and their Linth allies, the Lerara.... and their Malhel masters.  A thousand years in the Far Realms may have altered the physical form of the Malhel, but their motive remains the same; it's time to Rejoin the Empire.  The finale of the Forest series [KEOIS5-04 Forest of Iron, KEO6-02 Forest of Ribbons, KEO6-07 Forest of Scales, KEO7-08 Forest of Caverns, KEO8-01 Forest of The Outlands, KEOIN8-01 Forest Besieged:Recon, and KEOIN8-03 Forest Besieged Dourstone] for APLs 8-16.  (PCs that are Banned, Wanted, or Hunted in Keoland are unable to participate in this module.)

Note: This module counts as Reporting for Duty for Dreadwalkers and Dreadwalker Reservists.
Resources: 
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:

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

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. 

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.

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 Keoland.  Characters native to the Keoland 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

What is generally known about the Dreadwood is the following:

· The Dreadwood covers approximately 25,000 square miles, or about one-sixth of the total area of Keoland.

· The general area approximately 25 miles from any edge of the Dreadwood (both deeper within the forest and extending outward into the surrounding lands) is known as the “Dreadverge”.

· The Dreadwood is effectively a rain forest that also contains hardwood and unusual [ironwood, darkwood, etc.] trees, some of which outdate Keoland itself.

· The depths of the Dreadwood are generally unknown and unexplored, and are considered “primeval”.

· There are strange creatures that roam the Dreadwood that are not normally seen elsewhere.

· The Dreadwalkers are a specially-trained group of people (primarily druids, rangers, and elves) devoted to dealing with the ‘uniqueness’ of the Dreadwood.

· The Dreadwalkers tend to chase folks out who are curious about the ‘uniqueness’ of the Dreadwood (since curiosity tends to breed all kinds of trouble).

· The Dreadwalkers seem to have generally unfriendly relations with most of the rest of the surrounding regions.  The most notable exceptions to this are the Barony of Greyhill (presumably because the King of Keoland, Kimbertos Skotti of House Lizhal, was himself a Dreadwalker), and the Viscounty of Nume Eor (the Viscount Richart Jorgos is a cousin of Kimbertos’ through marriage).

· It is known that there is an elven kingdom within the Dreadwood, though they are reclusive and generally don’t contact the outside world except to kick trespassers off of their land.  The exceptions to this rule seem to be the demihumans and Flan of the Good Hills [also a Protectorate of Keoland] and druidic/Old Faith types.

PrequelS:
KEOIS6-01, Forest of Iron - This introductory adventure focuses upon a group of missing loggers and some of the warped dangers of the Dreadwood.  It is helpful, but not necessary, to have played Forest of Iron prior to this module.

KEO6-02, Forest of Ribbons - focuses upon two things: 1) Kialla Skotti giving up her human titles and swearing an oath as Guardian of the elven kingdom, and 2) aiding an elven sage in finding a component that may give the elves an advantage in their war with the Kaorti.  Note that, while it is not necessary to have played Forest of Ribbons prior to this module, it gives a significant amount of background about both what is going on in the Dreadwood and who the major characters are.

KEO6-07, Forest of Scales - focuses upon two things: 1) emphasizing that the "enemy" of the Dreadwalkers is on the move, both within and outside of the Dreadwood, and 2) helping the Marshgrove Lizardfolk tribe of the Hool Marsh resist the "whispers" coming from the Dreadwood which seem to be mutating the lizardfolk [good, evil, and unhatched alike].

KEO7-08, Forest of Caverns - focuses upon two things: 1) The Divination of Fours, which reveals that four keys must be found to close the portals in the Dreadwood within a certain amount of time, and 2) recovery of the second known key, Lolth’s Web.

KEO08-1, Forest of the Outlands - focuses upon two things: 1) retrieving the Flame of Obad-Hai to purge the effects of planar bleed from the Archrdruidess Reynard Yargrove and restore her to her original form, and 2) breaking the chain that binds the “Dark Heart” of the Dreadwood in eternal sleep.  [Author’s Note:  In the original Isle of the Ape module where Reynard Yargrove first appeared, Reynard Yargrove had been a male PC (hence the name); however, a decision had been made that the mod needed more female NPCs, so Reynard became female;not all of the appropriate pronouns and background (including a female love interest) had been changed accordingly.]
"forest" Series Summary

As Jozheli will gladly explain (in her own hyper-teenager way), House Malhel was one of the original 12 Suel tribes that headed east during the Great Migration over 1000 years ago.  While the Neheli were the diviners and the Rhola were evokers, the Malhel were the summoners.  They settled into the lands currently occupied by the Oeridians just north of the Dreadwood.  The Silent Ones were formed from the most powerful wizards of all three houses in an attempt to patrol magical use and prevent another magical catastrophe as the one they had just fled [Invoked Devastation].  

Over the ensuing years, the humans settled down and started process of organizing Keoland int a nation.  During this time, the Malhel had discovered the lizardfolk in the Dreadwood who had been making pacts with various demons and devils.  They traded unholy knowledges, and the results were remarkably dissimilar.  The lizardfolk who refused to call upon evil fled west into the hool marsh, led by their druids.  The Malhel turned on their fellow Suel; they essentially did the only successful “smash and grab” of powerful magic from the Silent One’s tower, and headed for safety of their own lands.  The Neheli and Rhola combined forces in a pincer movement from north and south, and the Malhel were cornered in the Dreadwood.  Insane levels of magical energies were expended and twisted to will in the ensuing war, weaking the planar boundaries in the Dreadwood and exacting a high casualty count amongst the local flora, fauna, Flan human tribes and elven kingdom.  Eventually, the Malhel fled to the far realms through Valadis tower, and the Silent Ones sealed it in order that the Malhel never again returned.

As a result, Keoland’s founding charter was rewritten to remove all references to House Malhel, and everyone did their best to forget what had happened.  Over the next several hundred years, the Malhel adapted to their new home and became Sueloise-speaking Kaorti, ever looking for a way to return home and exact revenge.  Their continued experiments slowly began wearing away at the fabric separating the realms in the Dreadwood, destabilizing planar boundaries.  Pseudonatural and Farspawn creatures began to appear in the Dreadwood.  However, such creatures were generally “aberrations” instead of the norm, and only occasionally encountered.

The situation in the Dreadwood began to noticeably degenerate about 100 years ago.  The elves beseeched the Keoish crown for help, and then eventually withdrew from the Court of the Land in protest at a lack of response in CY 535.  The Dreadwalkers were formed shortly thereafter in a direct response to the increased aberrant activity and trained specifically to deal with such threats.

The Malhel had finally discovered the secret of creating gates back to the Dreadwood, but the area was so destabilized that the gates could not be propped open long enough to send an army through.  Individual creatures such as Rukanyr were sent through to cause havoc and drain resources, and adventuring parties of Kaorti were sent through to use their alter self ability and gather information to send back when a planar rift appeared on its own.

Upon the banishment of House Malhel, House Lizhal had been given to the elves by the Rhola, essentially charged as their protectors.  King Kimbertos Skotti of House Lizhal had been a Dreadwalker, even after his ascension to the throne.  At the end of KEO5-08 A Tale of Two Lions, Kimbertos kills his daughter Jessa upon discovery that she had her mother assassinated and was responsible for the plot behind his own assasination with the ancient artifact sword Blackrazor.  PCs determine that Kimbertos should remain on the throne and abandon his duties as a Dreadwalker.  The elves of the Dreadwood called him on this, claiming that the Treaty of Greyhill had been broken.  Kimbertos finally manages to convince Kialla to go and fix things, as she is the Lizhal most equipped to deal with the situation.  [Kialla is originally resistant for two reasons: 1) to go would be to admit that her brother, Kimbertos the Younger, who disappeared under Archmage Lashton’s command during the Retaking of Istivin in CY 584, was never going to return.  2) Additionally, Kialla was avoiding Tal, the blind elven harper.  Jozehli is their child, the result of a bunch of Flan girls sneaking in their disguised teen princess to an elven festival of Ehlonna [long before she becomes a Knight of the Dispatch or is married into a noble family in the Gran March (House Doulanfon)..Tal keeps in touch with Jozehli; Kialla does not.]

As a result of Kialla's past with his brother, and of general distrust of humans, including King Kimbertos, Prince Caelir demands that Kialla be placed under a Geas to not leave the Dreadwood until the threat is neutralized; this is why her eyes turn the purple of elven magic at the end of KEO6-02 Forest of Ribbons, and why she resigns from the Knights of the Dispatch and turns in her Keoish crown.  [She effectively chooses to restore her own royal title at the end of this module.]

In the year 3 Keoish interactive It Came From the Dreadwood, Reynard attempts to cast an epic divination to determine how to permanently close the portals, but PCs were unable to prevent her from being killed before the divination is complete (Last Breath was a poor predecessor to Delay Death), so the knowledge she has is incomplete as well.

The current Dreadwood series focuses upon retrieving the Four Keys needed to permanently close the portals.  However, Reynard runs out of time by the end of CY597.  She is affected by the rifts, and even after PCs restore her in Forest of the Outlands, it is not enough, so Tal must weave his Seeker of the Song magic into the casting to reinforce Reynard’s ritual with arcane magic.

However, KEO6-07 Forest of Scales was technically a failure; they key was the shroud of the first lizardfolk druid, and PCs returned instead the egg he was hatched from.  Assuming PCs are successful in this module, the rifts will close for a long time but the effect will not be permanent.

On the other hand, PCs did ‘awaken the Dread’ in KEO8-01 Forest of the Outlands.  The “dark heart of the forest”, as the elves call it, is a Dread Linnorm; the creature ATE Keoland’s “green man” thousands of years ago.  As a result, the Dread Linnorm is bound to the Dreadwood and cannot leave.  [An improper translation of the elvish “Dark Heart” to “Dread heart” is how the Dreadwood received its name.  It had been previously known as the Oaken Heart in acknowledgement of the elven rulers who lived there.]

During Vecna’s conquest of the Sheldomar, he went up against the Dread Linnorm, and lost.  Even as a god, he didn’t have the power to destroy the strange combination of wyrm and nature’s soul, so he bound it in eternal slumber instead, and quietly tiptoed away.  

With it’s awakening, the Dread Linnorm seeks to restore the Dreadwood to its former size and will begin to attempt to merge the Axewood and Dreadwood together again.  Details on how this would be accomplished remains a task left for future storytellers.

Adventure Summary

FOCUS: The goal of this module is twofold: (1) to retrieve the last of the 4 keys needed for the ritual to close the rifts in the Dreadwood, and (2) to determine the final fate of Hannah Linth.  APLs 14 and 16 may choose the optional encounter, which deals with a lost scion of House Lizhal, gone missing in the skybleeder attack at the beginning of KEO6-07 Forest of Scales.

Introduction: Intro

Encounter 1: Meet the Baroness

Encounter 2: Meet with Jozehli

Encounter 3: The Castle

Encounter 4: Meet with Pliq

Encounter 5: Meet Hannah

Encounter 6: Cloaker Lords

Encounter 7: Kaorti are Malhel

Encounter 7a: APL 14-16 ONLY

Conclusion: Closing the Portals

Preparation for Play

If any PC has the favor Indebted to the Verdant Prince from KEO6-INx Out of the Forest/Into the Fire (MepaCon BI Spring 2007), they will receive new marching orders as part of the conclusion. 

PCs who played in KEO5-0x Last Dance at Midnight or KEO6-03 Baby’s Breath will recognize Hannah Linth

PCs who have been in Draconis Imperius before will remember some of the features of Encounter 6, but are unlikely to recall anything useful.

Encounter 3 is comprised entirely of information for running the excursion into Draconis Imperius; make sure you are familiar with it before beginning to run the adventure, as it details the specific environmental issues of adventuring within an intelligent artifact that feels like being a castle… for today.

Introduction

The PCs are summoned to Redlee Manor in the Barony of Shelspring  
A kingdom covering thousands of square miles, Keoland learned early on the necessity of both a reliable means of transportation and a reliable means of communication.  Proof of both is evident as a messenger-level herald dismounts and presents you with a scroll, sealed with a crest which resembles a prismatic spray through an open palm.

[Assuming PCs break the seal and read the scroll:]

The letter reads:  “Word of your adventures continues to precede you.  This time, we would hear of them firsthand.  Your presence is graciously requested at Redlee Manor in Shelswake at your earliest convenience.”

DC 20: (Knowledge Local, Sheldomar, or History) check reveals the symbol to be the house crest of the Redlee Neheli family of Keoland, in the Barony of Shelspring at the edge of the Rushmoor swamps.  [PCs who have influence with Stoakador Redlee Neheli know this automatically.]

 “.... and what should I tell the Baroness as your response?” the herald waits for your answer.

PCs with 5 or more ranks in Knowledge: (Nobility and Royalty) or Sense Motive realize that, although very politely worded, the letter bears not a request, but a command.

Slow-witted PCs may be assisted by compatriots as to the proper response, but any PC that exhibits a lack of respect appropriate to a Keoish noble family is summarily dismissed and may not participate in this adventure.  Allow the player to swap out characters for a more appropriate PC if necessary, but this is their ONLY chance to do so.

Development: Assuming PCs are respectful to the herald, proceed to Encounter #1.

Encounter 1: Redlee Manor

PCs arrive at Redlee Manor and briefly meet with the Baroness.  PCs may update her with the details of KEO8-02 if known.

The summons you received is reviewed for authenticity, and then you are led to a small but comfortably furnished room, where several others are already gathered.

Allow for player introductions here.  Make sure you have them fill out DM AID #1 before the next encounter.

It is not long before a house servant opens the door again and bows to admit a woman who wears a tasteful gold crown; a prism dangles from the outline of an open palm at its crest.  It is the same crest that appears on the missive you received.  A holy symbol of a prismatic spray hangs around her neck over the collar of a lightly brocaded dress turned up against the damp air of the nearby Rushmoors.

 "Welcome to Redlee Manor.  I trust your journey and your stay here have ben comfortable?" 

ALL APLs

Baroness Lobana Pross Redlee Neheli (Cle3/Wiz3/MyT6): female human (Suel).
DC 20: (Knowledge: Religion) check reveals the prismatic spray through a prism to be the holy symbol of Lydia, Suel goddess of Knowledge [Domains: Good, Knowledge, Sun, Travel].

Personality: Lobana is a believer in both gathering and sharing knowledge.  She will have done the research to find out details about each PC.  She should come across as a bit motherly, a bit teacher-ish, and very interested in any news PCs may have from their various adventures.

“I am sure you are wondering why you have been summoned here,” she begins after completing introductions and making sure you are comfortable.  “Quite frankly, your exploits are rather well known, and we need those who are used to experiencing the unusual.”

“You may or may not be familiar with the goings on in the southern forests in the area known as the Dreadwood.  The short version is, the fabric of space between ourselves and the outer planes has always been unusually thin there, and various events over the past thousand years have continued to poke holes into that planar material.  The fabric keeping the planes separated is nearing critical failure, and the elves are desperately trying to find various items that can be used in a ritual to rebuild the fabric once and for all.”

If any PC seems to have trouble following the planar discussion, the Baroness picks up on it immediately, and switches to the vernacular:

“Think of it this way: if the forest is you, you are bleeding on the inside, instead of bleeding on the outside, and it’s almost at the point where it will bleed so much blood that there’s no where else for the blood to go, so your skin explodes and you die.”

She pauses a moment to let everything sink in, then continues.  “I hope I have made it clear how bad the situation is, and how much your assistance is needed.  And yes, for all of you adventuring for the love of gold instead of out of the goodness in your heart or your dedication to Princess Kialla, we are a Keoish noble house, and will pay well for services successfully rendered.” 

Assuming PCs are interested, she will continue with a bit more detail.

“As to the details of what we expect from you…. about four-and-a-half years ago, the Archdruidess Reynard Yargrove…. Archdruid, excuse me…. no, he was a ‘she’ back then…. had performed a diving ritual to determine how to reinforce or repair the planar rifts in the Dreadwood.  He has been able to find three of the four keys so far, and we have been searching our extensive library for any clues which would help him.  There is one here who has been able to successfully research at least part of the missing piece of your Dreadwood puzzle of Keys.  As she has done most of the research, however, I will allow her to speak."  She nods to the servant at the door, who quietly slips out of the room."

A DC 25 Spot or Sense Motive check reveals that the Baroness glances almost sympathetically towards the door.

Treasure: none

Development: Continue to Encounter 2.
Encounter 2: precious cargo

PCs meet Jozehli Za’Nai, a half-elven teenager who has discovered that a link to the keys for closing the portals in the Dreadwood may lie in storage in the barony of Dilwych.  PCs may notice a familial resemblance between Jozehli and Kialla, or between Jozehli and King Kimbertos (if they have met him previously).  Her human heritage is most definitely Lizhal.

The attendant returns moments later followed by a half-elven female slowed down by the weight and sheer volume of the stack of books she is carrying.  Perhaps in her mid-teens, her dark-blonde hair is pulled back into a neat bun except for a single lock that has fallen loose.  Sprawling the pile of books out on the desk, she steals a quick glance at the baroness before she turns sky-blue eyes to you and speaks:

“The baroness says that at least some of  you have helped the elves of the Dreadwood in trying to find a way to close the portals there.  We believe we have found another key that is needed.... no, wait,” she frowns, then corrects herself.  “We have found the location of one of the keys necessary; we just don’t know exactly what it is yet.”

She begins to flip through one of the books.  "This is it."

A DC 40 (Knowledge History, Local: Sheldomar, or Bardic) check reveals that this is the family crest of House Malhel, an ancient Suloise family.  PCs who have played KEO8-02, The Daunting Spire, automatically recognize the symbol.

ALL APLs:

Jozehli Za’Nai (Cle3/Wiz1): hp 29.

Personality: Jozehli is generally the quiet, studious type, though she will stand up against  any perceived slight, especially against the Baroness or her own half-elven heritage.  She is eager to show off her knowledge, and will answer any questions as thoroughly as possible.

PCs who can make a Sense Motive, Spot, or Knowledge(Nobility and Royalty) DC 30 may notice some similarities in the way she looks and acts to both King Kimbertos Skotti and Princess Kialla Skotti [if the PC has met them].  She will dodge any questions about her heritage [other than the fact that it would be impolite for PCs to pose such a question] by redirecting them to the “much more important issue at hand”.

Note: If PCs try to push the issue, the Baroness will politely ask the PCs to stop.  If they do not, they will be escorted to the front door and teleported when their companions are ready.  IT IS A CRIME IN KEOLAND to attempt to read the mind of a Keoish noble; remind players of this ONCE.  If they continue with the attempt, the Baroness immediately understands what is going on, and THAT PC IS IMMEDIATELY REMOVED FROM PLAY FOR THIS GAME, (no diplomacy check or influence may be used to prevent it) and the player is not permitted to bring another PC.

Jozehli continues.  “Since House Malhel no longer exists, anything they would have had that’s worthwhile would have been sent to Castle Draconis Imperious for storage, once the Silent Ones went through and took out any of the dangerous stuff.  And no, whatever the Archdruid needs, the Silent Ones don’t have – they were ones that got rid of the Malhel, so anything to keep them away they would have given up right away.”

“Jozehli, remember what we talked about last night?” the Baroness prompted.

The teenager looks at you and says, “Right.  Start from the beginning.  OK, so, way back before Keoland, the Neheli were in the north, and the Rhola were in the South, and the Malhel were in the middle – they were Suel, too, except they were into all kinds of weird summoning stuff.  One Malhel started making deals with demons and devils and stuff and started the war, the rest of us decided enough was enough, so we got together with the elves and cornered them in the Dreadwood.  Most of them were killed, but a bunch of them planeshifted out the the Far Realms and survived.  A thousand years makes you look different, though – that’s what all of those Kaorti in the Dreadwood are, long lost Ancient Suel wizards with bad blood in them.  That’s why they don’t speak sylvan like other Kaorti you might bump into on your adventues….” her voice trails off as she glances at the Baroness.

“Right.  Anyways, whatever Reynard needs, the Malhel didn’t get to take with them, so we need you to go to Castle Draconis Imperious, grab anything with their markings on it, and bring it back here so we can figure out what Reynard needs.  Problem is, we know that the Kaorti know how to get into the castle, so they might be there waiting for you…. and only adventurers and Lydians are any good at dealing with the weird stuff.”

“Got it?”
Possible Questions:

Who are the Malhel / Whose castle is Draconis Imperius?: “As always, the names of traitors - especially the unvictorious ones - are struck from the history books and are banished from memory by all of those except for whom the task is charged.”  Suffice it to say, the castle itself is an artifact from the ancient Suel Imperium; it ‘belongs’ to whomever it allows.

Can we get a writ?:  “It would be improper for one noble house of Keoland to deny such a simple request to another, but, for formality’s sake, it shall be done.  HOWEVER, I expect you to extend all courtesies there that you would to myself and my own household.”

How do we get there?: If PCs can’t teleport there on their own, the Baroness will send them to the edge of her lands [it would be impolite to teleport strangers to someone else’s lands], and the PCs can travel mundanely the rest of the way.

Question:  Answer

Treasure: None

Development: DM should review Encounter 3 before continuing to Encounter 4.

Encounter 3: Castle Draconis Imperius  (DM ONLY!)

This section is for DMs only, and is meant as a guide to the “uniqueness” of Castle Draconis Imperius.  PCs may trigger any or all of the following castle “effects” in subsequent encounters; they are grouped together here for easy reference.

about the castle:

Castle Draconis Imperius is an artifact leftover from the Ancient Suloise Imperium.  The Castle itself has developed an awareness, and - through its contact with the Far Planes - a sentience.

Without the stabilizing influence of Vilharian’s lawfulness, the castle has begun to clear itself.  The castle actively tries to slow the PCs down, but in a way that the human body fights a virus.  It has become used to the comings and goings of the Kaorti, and registers them as the “norm”.

When it senses people are wandering through unsupervised, the Castle shifts them through its layers into the sub-basement to the Kaorti conversion-room.  (This is what has happened to the missing Keoish nobles.)

unusual effects of the castle:

Blindsense, Blindsight, [incl. Listening Lorecall], Tremorsense:

PCs with these abilities are effectively shut down, as their systems overload with the fact that everything around them – every 5’ section of castle wall, castle floor, castle ceiling – is alive and moving.

Spells - Divination Effects [Detect Magic, Detect Thoughts, Augury, Divination, Commune, Find the Path]:
For all divination spells except for Detect Thoughts, the spell is effectively shut down due to the artifact-level power of the castle [ie,nothing detects as magic, Communes get nothing but ‘hold music’, etc.]

IF, however, a PC uses Detect Thoughts, PCs are stunned on the second round due to the cacophony of the Castle’s presence. 

Planar Travel:

Since Castle Draconis Imperius exists simultaneously on the prime, ethereal and shadow planes, the old standby of using greater blink, etc, to walk through walls, see through doors, etc. simply doesn't work.

Spells - Ethereal Effects [ie  Blink, Greater Blink, See Invisibility, Truesight, etc]:

The Kaorti have stationed sentries throughout the ethereal version of the castle.  If PCs view or shift into the Ethereal plane, they must make the following saves EVERY ROUND until they shift or return their sight back to the Prime Material plane.

APL 8 (DC 19) Fort Save or Turn to Stone.
APL 10 (DC 21) Fort Save or Turn to Stone.
APL 12 (DC 23) Fort Save or Turn to Stone.
APL 14 (DC 25) Fort Save or Turn to Stone.
APL 16 (DC 27) Fort Save or Turn to Stone.
Attacking the castle itself:

At some point, someone will likely employ the “Keoish Lockpick” [full power attack on the walls with an adamantine greatsword].

· Castle Draconis Imperius, Ancient Sueloise Sentient Artifact (Gargantuan):  Regeneration 100

· Superior Masorny Wall (Interior): Break  DC 35, DR 8/Epic, HP 90/sq. ft.

· Strong, Wooden Door (Stuck): Break DC 23, DR 5/Epic, hp 20/door

· Retributive Strike: If any part of the Castle structure [walls, doors,stairs and the like: does NOT include vases, wall pictures, etc.] takes melee damage, the Castle retaliates.  PCs take as much damage [type is "retributive", and is subject to any normal DR reduction PCs might have from adamantine armor, class abilities, etc.].

Note: PCS MUST BREAK THROUGH AS MANY DOORS AS THERE ARE CREATURES IN THE PARTY [INCLUDING ANIMAL COMPANIONS AND FAMILIARS] TO CONTINUE TO THE NEXT ENCOUNTER.

Treasure: none

Development: Continue to Encounter 4.
Encounter 4: Disappearing Nobles

PCs arrive at a castle built in every architectural style imaginable (and then some), whose front doors lock from the outside.  A loyal but overwhelmed herald informs PCs of the dire situation in the castle, but will tell PCs what they need to know to complete their mission.

Adjust the text below as necessary if PCs used alternative methods of travel:

The Barony of Dilwych lies some 50 miles southeast of Shelspring, and, true to her word, Baroness Lobana has teleported you onto a road in the neighboring duchy of Dorlin.  It takes less than an hour of southward travel before the road simply ends.  This must be the border.

Unlike most of the rest of Keoland, Dilwych seems under-developed.  You pass by no community larger than a hamlet, and occupants seem to actively avoid you, pointing in the general direction of the Castle if you ask.

Diplomacy checks do little to alter reactions; Dilwych’s inhabitants are ignorant peasants uncomfortable with outsiders, and they prefer to stay that way.

If PCs think to commandeer/purchase some wagons to bring back boxes from the castle, they will be able to do so with an appropriate (d20) amount of gold.

The Baroness’ description of Castle Draconis Imperius, however, barely does it justice; the building is a huge, sprawling complex the size of a small village, constructed in every material and of every style known to Keoland.

It takes a few moments to circle the building to find what you assume is the front door, as it is the only door.  Curiously enough, the door is locked and barred from the outside, and a single human with the livery of the barony stands guard.  He is obviously relieved at your arrival, and hastily unlocks and unbars the door without question.

Beyond the door is a courtyard, empty except for debris piled about and the occasional scrap of paper or cloth blown across your path.

One of the double-doors in the building across from you opens up to reveal a middle-aged Suel man dressed fastidiously in the garb of the court.  “Oh.  Oh, thank the GODS you’ve arrived.  At least someone has received my missives.”
ALL APLs 

High Herald Thaddeus Pliq:  male human (Suel) Bard 11, hp 00.
Personality: Thaddeus Pliq is well-known for his penchant for young boys, and will automatically respond best to either male halfling PCs, or PC nobles/KRS/IMA officers.  However foppish he may be, however, he takes his position as high herald very seriously and will do his best to carry out the last commands of his Baron.

Pliq will automatically recognize any PCs who have already met the Baron in KEO8-02 Daunting Spire.

SPECIAL NOTE:  Pliq has Break Enchanment as an available spell, if PCs are turned to stone by either the hidden basilisks or by the Cloaker Lords' Prismatic spells.  He is able to cast this up to 4 times per day.
Possible Questions:

Missive?  WHAT missive?:  :”OH.  Oh, NO.  I sent out some of the house guards to request reinforcements from the Baron.  When they didn’t come back, I sent a few more a week later.”

Where is the Baron?:  “OH.  The Baron had recently come into possession of some.... powerful magical artifacts (KEO8-02).  He went to the marru front to put them to good use.”

What’s going on here?:  “Not long after the baron left, people started.... disappearing.  It’s NOT good to lose nobles, you know.  We probably lost half the first night - I don’t know for sure, I didn’t realize I would have to keep count.  Once I realized they weren’t just wandering the house and had actually disappeared, I gathered everyone I could find and brought them here into these two rooms so that I could keep an eye on them.    I’m not an elf, you know; and I DO need my beauty sleep for all of those strapping young boys out there...”

What’s causing the nobles to disappear?: “OH.  Well, about four years ago, the house was assaulted before, rifts to other planes had opened up in the basement, but there were some adventurers that took care of it, closed it up and all.”

We’re here for stuff:  “OH.  If you’re looking for stuff that old, it’s got to be in the basement.”

What else is in the basement? “I don’t know.  I don’t go down there.  And no, we don’t catalog anything there - it’s supposed to be forgotten if it’s there.”

How do we get to the basement:  “OH.  I can draw you a map, but you must follow it; the Castle gets.... ornery.... if you go wandering.”
Castle?  Ornery?:  “YES.  The castle.... has a mind of its own.  I suggest you not upset it too much.  It doesn’t take well to outsiders.  OH.  And.... don’t listen to sound too closely.  The architecture - and padding - of the rooms is tricky like that.”  NOTE: If PCs attempt to use spells to find out more about the castle, refer to Encounter 3 for results.

OTHER:

· In general, Pliq doesn’t know specifically what is going on, but his guesses shouldn’t be too far off.  He will be as helpful as possible to the PCs.

· DO NOT SUGGEST it to the players, but Pliq can be convinced to take the remaining nobles and flee the castle.  No diplomacy check is needed, but PCs must make reasonable arguements to do so.

· As above, if PCs can give Pliq a compelling reason for leaving the nobles and tagging along with the adventurers, he will do so, but you will have to adjust subsequent boxed text accordingly.

· If PCs attempt to keep watch overnight, another noble will disappear on each watch if PCs fail to make a DC 20 spot check.  [No nobles disappear if PCs are observant - the Castle is watching them as well.

Treasure: none.

Development: Proceed to Encounter 5.

Encounter 5: A Blast from the Past

PCs begin their journey to the basement and encounter Hannah Linth , grown up into an emotionally disturbed pre-teen resident of Dilwych. She belongs here… and castle Draconis Imperius agrees. being commandeered by the castle as a spell turret; it’ll take some fast talking and an iron gut to get past her.

LOCALE:  the "+" shaped intersection of two 20' wide corridors, 40;' long on either side of the intersection before it turns.  [Looks like a 4-paned window, with the crosshairs as the corridors].

You eventually are able to smash your way through enough doors that you are finally able to come upon a set of stairs that lead down.

The hallways below are lit with contiual flame globes casting eerie shadows at murals and mosaics illustration various scenes from Keoland’s thousand years of history.

All is quiet and unassuming until you turn a corner and spot a figure on the floor, perhaps 60’ away.  It appears to be a girl of perhaps 10 or 12, dressed with a ribbon in her hair and layered dress draped over legs tucked under her.

She turns to you and speaks in a far-off voice.  "Hello.... I'm glad you came to play.  I'm just starting the tea party.  Ducky and Kitty aren't here."

PCs who have participated in KEO4-05 Last Dance at Midnight and/or KEO6-03 Baby's Breath will recognize Hannah Linth.  Otherwise they will see a disturbed 11-year old child with glazed-over eyes sitting in front of an 8-person teacup set.

ALL APLs

Hannah Linth: female living-spell-turret human (Suel), Ari2, hp 13.

ENCOUNTER TRAP (ALL APLs):

This encounter is treated as an “Encounter Trap with the following features:”

Initiative 30: DISABLING ATTACK

Caster Level: 25

Spell Effect: Targeted Spell (Ray) 

Line of Effect: Hannah Linth

Duration: APL minutes

Attack: Ranged touch, 6+ APL

Damage: APL divided by 2

Subtype: Random, as follows:

	1: STR

	2: INT

	3: WIS

	4: DEX

	5: CHA

	6: no ability drain; PC is merely 
Exhausted


Initiative 20: SPELL ATTACK

Spell Effect: Targeted Spell (Ray) 

Line of Effect: Hannah Linth

Attack: Ranged touch, 6+ APL

Damage: d6xAPL

Subtype: Random, as follows:

	1: Acid

	2: Cold

	3: Electric

	4: Fire

	5: Force

	6: Negative Energy


Initiative 10: DAMAGING ATTACK

Animated Object, Colossal (MM, p14): 20’ Reach, but TWO Attacks at +25 melee each, Dmg (4d6+13).
Initiative 0: DEFENSIVE MOVE

At Caster Level 25, either a Greater Dispel Magic on Hannah, or Disintegrate on any nearby force effects (ie wall of force, forcecage). 
TACTICS - ALL APLs:
· HANNAH CANNOT BE BYPASSED UNLESS PCs LEAVE THE CASTLE.  This module is mid/high APL; players should be able to figure this out one way or another.  

· Teleportation magic of any type out of visible range of Hannah (but within the Castle itself) resets PCs back to Hannah in d4 rounds, as does trying to run around Hannah and coming at her from another side
· Spot (DC 20) reveals the cuts on Hannah's wrists [yes, she's been filling up the teacups herself]

· Heal/Nature (DC 20) reveals that Hannah's "tea" really is her blood.
· Diplomacy with Hannah is essentially a disable device.  Talking to her works , but NO Diplomacy check [or assist] unless you make more tea [bleed yourself, lose APL hp], etc.  Check is standard, per PHB [page?], but again, can't make it unless you've bled [think of it as not being able to disable the trap until you find it; don't think of it as a straight Diplomacy check.

· LINE OF SIGHT - covering Hannah with a blanket, droping obscuring mist, etc. doesn't bypass the spellturret effect.  PCs who back around a corner from her are not subject to the rays [but are still vulnerable to the castle's physical attacks].  Remember: the castle exists on the shadow and ethereal planes; blinking doesn't get you away from its attacks.

· MOVING HANNAH: if any PC is so indelicate as to lift up Hannah's dress [or is able to break a Spot/Heal (DC 40), they will realize that Hannah's legs are not tucked beneath her; she's been partially absorbed by the castle [she doesn't HAVE legs anymore; there's nothing to chop free.]
· BREAKING HANNAH'S TEACUPS: Hannah becomes Hostile and PCs receive a further -20 penalty to Diplomacy or Intimidate checks to change her attitude.  In addition, all 1s rolled by the Castle in any attack on the PCs get re-rolled to a higher number [the Castle is angry at the PCs for upsetting Hannah]
· If Hannah dies, the Encounter ends after 5 additional rounds [the spell turret sequence continues to activate through her body.  PCs are “rerouted” back to Hannah until the castle gets ‘tired’ of playing with them.
· IF YOU'RE NOT SURE: err on the side of creepy.  
Treasure: none

Development: Continue to Encounter 6.

Encounter 6: Cloak and Shadow

PCs wander through some of the most ancient corridors in the castle and interrupt a few cloaker lords.  PCs who participated in Keo3-05 Crimes of the Heart may remember such creatures -and may even have been the ones who broke the doors to get in!
Moving forward through several more rooms and corridors, you begin to feel and hear a rhythmic throbbing somewhere before you. As you draw closer to its source, you find that your muscles twitch slightly in time to the beat. A pair of broken double-doors at the end of the passageway opens into a large 120' diameter circular room with an exit on the opposite side. The vaulted ceiling arcs 90' feet into the air, ledges every 30'. It is the very room itself that is pulsing and creating the throbbing force emanating outward. At the entrance where you stand, a large ghostly stream of force seems to flow into the room, changes direction and seems to flow out through the wall to your right. Another stream of eldritch force flows in from the left wall, changed direction and flows out towards the opposing exit before fading away. Close examination of the magical force brings forth fleeting images of swirling eyes, worms, teeth, and tentacles.

APL 8 (EL 11)


Snidely and Whiplash: 2 cloaker lord fighter 2; hp 153; Appendix 1. 

APL 10 (EL 13)


Snidely and Whiplash: 2 cloaker lord fighter 4; hp 180; Appendix 2. 

APL 12 (EL 15)


Snidely and Whiplash: 2 cloaker lord fighter 6; hp 207; Appendix 3. 

APL 14 (EL 17)


Snidely and Whiplash: 2 cloaker lord fighter 8; hp 234; Appendix 4. 

APL 16 (EL 19)


Snidely and Whiplash: 2 cloaker lord fighter 10; hp 280; Appendix 5.

Tactics:  ALL APLs

· Cloaker Lords are EXTREMELY INTELLIGENT and fight accordingly.

· Cloaker Lords take 10 on their hide checks prior to the start of combat (they sense from the Castle that someone or something approaches).

· Cloaker Lords always start with partial cover on the ledges (unless PCs are flying).

· Cast FLY to allow themselves to hover and gain 60' good movement (otherwise speed is 50' and maneuverability is average).

· Will use Prismatic Spray where available as their opening volley to catch the most PCs and possibly shift one or two to another plane; otherwise will use an area spell to affect as many PCs as possible as soon as possible.

· Engulf ability after an improved grab and successful grapple check allows the Cloaker Lords to NOT have to take a -20 on their grapple check to continue to attack other PCs.  

· If Engulf is active, the Cloaker Lords can only use their bite attack (with Bonus!) on the grappled PC and their tail attack on non-grappled PCs.  Spells may still be cast normally either way.

· Physical Damage dealt is divided evenly between the cloaker lord and the creature it has engulfed [grappled].

Tactics:  APLs 14 & 16

· As Above, but begins with Timestop.

Treasure: Combat Gear, see Treasure Summary.

Development: Continue to Encounter 7.

Encounter 7: kaorti equals malhel

PCs walk into the middle of a Kaorti cyst - with guardians.

You travel for perhaps another hour, sure that you've doubled back on your on trail more than once. After another turn, however, the scenery changes.  The walls are covered with a thick, sticky resin - and there seems to be a welcoming committee awaiting you to their lair.

LOCALE:  200'x150' rectangular room.  60' ceiling.

APL 8 (EL 11)


2 Staff Masters: female kaorti ranger 6/ warrior 1; hp 81; Appendix 1. 


Blitzen: rukanyr; hp 91; Appendix 1. 

APL 10 (EL 13)


2 Staff Masters: female kaorti ranger 6/ rogue 2/ warrior 1; hp 96; Appendix 2. 


Blitzen: advanced rukanyr barbarian 1; hp 290; Appendix 2. 

APL 12 (EL 15)


2 Staff Masters: female kaorti ranger 6/ rogue 4/ warrior 1; hp 111; Appendix 3. 


Blitzen: advanced rukanyr barbarian 1; hp 345; Appendix 3. 

APL 14 (EL 17)


2 Staff Masters: female kaorti fighter 2/ ranger 6/ rogue 4/ warrior 1; hp 132; Appendix 4. 


Blitzen: advanced rukanyr barbarian 1; hp 509; Appendix 4. 

APL 16 (EL 19)


2 Staff Masters: female kaorti fighter 4/ ranger 6/ rogue 4/ warrior 1; hp 153; Appendix 5. 


Blitzen: advanced rukanyr barbarian 2; hp 650; Appendix 5.

Tactics:  ALL APLs

· The Kaorti make ample use of their Elusive Target feat.

· The Rukanyr are as fearless as ever, but are made even more so by the warding cap they wear which gives them a constant Protection from Good effect.

Treasure: Conbat Gear (see Treasure Summary).

If PCs are successful, they also gain items on the AR, including the Shoebox.  Amongst the items PCs retrieve is the Voting Rod of House Malhel for the Council of Niole Dra, which is the fourth and final key. 

Development: APLs 14 and 16 unwilling/unable to partake in the optional encounter, plus all other APLs, proceed to the appropriate Conclusion.  Otherwise, APL 14 and 16, proceed to Encounter 7A.
Encounter 7a: optional encounter (APL 14 and 16 **ONLY**)

High-APL tables have the opportunity to disrupt the Kaorti conversion process, but they’ll have to take on a warmage and his staff of power to do so.

As the last Kaorti falls, you see a nearby honeycomb swirl open into a planar vortex.  Hazy shapes move just beyond your vision, but the swirl seems stable…. for now.

Assuming PCs get the hint and jump in:

The planar shift is disorienting, but you understand trouble when you see it.  Several Kaorti guards stand by while their obvious leader leans on a staff as he talks to a planar female creature with six arms.

As you appear, the Kaorti leader turns to you.  “Has she finally come to her senses?  No, it appears not.  Pity.  Neither she nor Richart nor any of the others of the Lizhal family realized the error of their ways, except for dear little Jessa – and she chose the wrong side to ally with in this Great War.  Let it not be said that Frederik Tannert died in obscurity at Wayreth,” he sneers.
APL 14 (EL 18)

Kaorti Warmage Sidekicks (6): male Kaorti warmage 4; hp 29; See Appendix 4

Frederick Tannert: male Kaorti warmage 5/divine oracle 2/ fatespinner 5/wild mage 2; hp 94; see Appendix 4.

General As’Diel: female Marilith; hp 240; See Appendix 4.
APL 16 (EL 20)

Kaorti Warmage Sidekicks (6): male Kaorti warmage 4; hp 29; See Appendix 4

Frederick Tannert: male Kaorti warmage 5/divine oracle 2/ fatespinner 5/wild mage 2; hp 94; see Appendix 4.

General As’Diel: female Marilith; hp 240; see Appendix 4.
Korduz: male Deathdrinker demon; hp 378; see Appendix 4.

Tactics:  ALL APLs

· Uses Seal Fate ability to give target spellcaster -10 to all saves for the round
· Casts disintegrate, forces a rerolled save if need be and applying his Spin points to further penalize the save, then activates belt for second disintegrate while penalty is active. 
· Activates amulet of tears as soon as possible for temporary hit points. 
· Applies hellcat gauntlets effect to as many spells as possible. 
· If silenced, uses rod of silent spells to cast without verbal component. 
· Due to Practiced Spellcaster feat and Wild Magic talent, he casts spells as a caster of anywhere from 16th-21st (+1 for Evocation spells). 
· FINAL ACT IS TO BREAK THE STAFF OF POWER TO ACTIVATE ITS RETRIBUTIVE STRIKE IF HE IS IN TROUBLE
Treasure: none [no Staff of Power, even if it's not broken!]

Development: If PCs bring Frederick Tannert back alive, Kialla recognizes him even through the Change.  A distant cousin of hers through her mother's family, she will allow the elves to interrogate him first, and then will execute him for treason with Oathbinder, the Lizhal family sword [a gift of the elves].

Proceed to the appropriate Conclusion.
Conclusion

If PCs are able to find the Malhel items and bring them back to Redlee Manor, the Voting Rod of the Council of Niole Dra for House Malhel is found, and the ritual to close the Dreadwood is able to be completed.... albeit with less-than-perfect results!

SUCCESS!

 “Why me?”

“Tal’s a little busy, Vayleran,” Kialla noted as she unfolded the blanket and laid the Four Keys at the center of the druidic menhir of petrified wood in the clearing of Aridul.  She glanced over at the blind elven prince deep in discussion with the Archdruid Reynard Yargrove.  “Just don’t rip it, ok?” Kialla warned Vayleran as she carefully freed the sticky strands of Lolth’s Web from the equally delicate eggshell and placed the web into Vayleran’s shaking hands.  She stuck the Voting Rod of House Malhel into her own belt, then turned to face the others.  “What about Baltron’s tooth?”

The Archdruid Reynard Yargrove said nothing, but Tal replied quietly, “Just put it on the ground; make sure it’s in contact with the grass.”.  Kialla obliged, but made a mental note to get an explanation later on.

Four keys.  Four original races that co-existed - peacefully - in the Dreadwood.  Elf.  Human.  Dragon? and....

 Moments later, a marsh wren broke through the southwestern treeline, slowed as it neared the druidic circle, then wildshaped into the form of Szississ, the druidess who was the spiritual leader of the Marshgrove tribe of lizardfolk in the Hool Marsh.  She stood, almost frozen in wonder, as she stared at the birth-egg of the first of her kind to truly embrace nature, then, at a word from the Archdruid, took the eggshell into her arms and cradled it as though it were a child.

For a moment, Kialla felt a twinge of regret; humans didn’t really have anything that could even come close to that experience.

“It is time.” Tal finished tuning his harp, waving to those assembled.  Every elf, every Dreadwalker, Stalker the awakened panther, the Treant the elves called the Fury of the Forest; Naiara the dryad cleric of Ehlenestra (last of the seelie fey native to the Dreadwood), and a pair of dire tigers - one appearing much more interested in the ritual then the other.  They were all there to make sure the ritual didn’t get interrupted.... not like last time.  The druidic chanting, the arcane music, had to continue uninterrupted for a full day.  

As the sun reached its perehelion on the second day, four elemental monoliths appeared [a small, nearby bush yelped and edged ever so slightly away from the fire elemental].  The broken standing stones that the petrified wood menhir replaced began to turn into a swirling mist, siphoning the elementals into a vortex crackling with energy.  The four keys, too, began to mist.... 

.... and then the egg shattered.

With a final chord on the harp, a mystical, elemental, arcane Shockwave of Solitude exploded from the druidic circle and rippled through the Dreadwood.  Countless Kaorti, Rukanyr, Skybleeders, and other Far-Realms creatures were shoved into portals that suddenly snapped shut behind them.

Moments later, the backdraft of the shockwave washed over the druidic circle, informing all when the wave had reached the edge of the Dreadwood.  Geas fulfilled, the violet tint of elven magic drains away from Kialla's eyes which revert to their natural mithral blue-grey.

The Archdruid addresses the slightly-dazed lizardfolk.  “The egg was not the correct key, but its connection to your people was still strong.  The ritual will hold; the portals will remain closed.... for now.”

Reynard turned to face one of the dire tigers.  “My time here is done.  To stay longer would break the cycle and create another imbalance.  There is another I must challenge, but yours....” the smirk on the Archdruid’s face was unmistakable, even as summer leaves swirled around Reynard’s body until it disappeared and blew away.  “.... YOUR challenge approaches.”

Near the edge of the druidic circle, a multi-colored mushroom broke through the soil, followed by another, and another, and more, until they formed a second, smaller circle.  The catlord pounced, wildshaping back to humanoid form to stand eye-to-eye with Terlach, prince of the Dreadwood’s Unseelie fey court as he appeared at the center of the mushroom ring.  “Have no fear, Ty;” the Verdant Prince murmured, “I do not come here today for you.”  A pixie warlock flies out and begins to tap on the shoulder several elves, a few Flan Dreadwalkers, and - 

<name PCs at the table Indebted to the Verdant Prince, if any>

“.... I believe.... you owe me a favor.”  The feylord stepped into the forest, several dozen new followers close behind.”

FAILURE!

If the voting rod is not found, the ritual to close the portals is simply not doable; the rifts become a permanent part of the Dreadwood, and the elves of the Kingdom of the Oaken Heart abandon the Dreadwood and rejoin their distant cousins in the Axewood.

Epilogue

XXXX

(SPIRIT OF NATURE’S RAGE)
Campaign Consequences

The End

Experience Point Summary

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

Encounter 5

Deal with Hannah Linth.


APL 8: 240 xp.


APL 10: 300 xp.


APL 12: 360 xp.


APL 14: 420 xp.


APL 16: 480 xp.

Encounter 6

Defeat or Destroy the Cloaker Lords.


APL 8: 330 xp.


APL 10: 390 xp.


APL 12: 450 xp.


APL 14: 510 xp.


APL 16: 570 xp.

Encounter 7

Defeat or Destroy the Kaorti and Rukanyr.


APL 8: 330 xp.


APL 10: 360 xp.


APL 12: 390 xp.


APL 14: 510 xp.


APL 16: 570 xp.

Encounter 7a

Defeat or Destroy the Kaorti Overlord and fiends.


APL 14: 900 xp.


APL 16: 1,012 xp.

Discretionary Roleplaying Award


APL 8: 225 xp.


APL 10: 270 xp.


APL 12: 315 xp.


APL 14: 360 xp.


APL 16: 405 xp.

Total possible experience


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1575 xp.


APL 14: 1800 xp.


APL 16: 2025 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 6:


APL 8: Coin 83 gp; Magic 666 gp; vest of resistance +2 (2) (333 gp each); Total 666 gp.


APL 10: Coin 0 gp; Magic 832 gp; headband of intellect +2 (2) (333 gp each), vest of resistance +1 (2) (83 gp each); Total 832 gp.


APL 12: Coin 0 gp; Magic 2666 gp; headband of intellect +4 (2) item (1333 gp each); Total 2666 gp.


APL 14: Coin 0 gp; Magic 6000 gp; headband of intellect +6 (3000 gp each); Total 6000 gp.


APL 16: Coin 0 gp; Magic xx gp; xx item (xx gp each); Total xx gp.

Encounter 7:


APL 8: Coin 0 gp; Magic 1154 gp; potion of shillelagh (4 gp) (2), cloak of resistance +1 (83 gp each) (2), scroll of greater invisibility (CL11) (91gp) (4), scroll of haste (68) (4), scroll of spikes (68) (2), +1 resin suit (104 gp) (2); Loot 250; Total 1404 gp.


APL 10: Coin 0 gp; Magic 2386 gp potion of shillelagh (4 gp) (2), cloak of resistance +2 (333 gp each) (2), scroll of greater invisibility (CL11) (91gp) (4), scroll of haste (68 gp) (4), scroll of spikes (68 gp) (2); cloak of predatory vigor (116 gp), +1 resin suit (104 gp) (2), anklet of translocation (116 gp), ring of adamantine touch (500 gp) Loot 250; Total 2536 gp.


APL 12: Coin 0 gp; Magic 5034 gp potion of shillelagh (4 gp) (2), cloak of resistance +2 (333 gp each) (2), scroll of greater invisibility (CL11) (91gp) (4), scroll of haste (68 gp) (4), scroll of spikes (68 gp) (2); cloak of predatory vigor (116 gp), ring of counterspells (333 gp) (2), +3 resin suit (770 gp) (2), belt of giant strength +4 (1333 gp) (2), anklet of translocation (116 gp), ring of adamantine touch (500 gp) Loot 250; Total 5284 gp.


APL 14: Coin 0 gp; Magic 7700 gp potion of shillelagh (4 gp) (2), cloak of resistance +2 (333 gp each) (2), scroll of greater invisibility (CL11) (91gp) (4), scroll of haste (68 gp) (4), scroll of spikes (68 gp) (2); cloak of predatory vigor (116 gp), ring of counterspells (333 gp) (2), +3 resin suit (770 gp) (2), belt of giant strength +4 (1333 gp) (2), anklet of translocation (116 gp), ring of adamantine touch (500 gp), ring of protection +4 (2666 gp) Loot 250; Total 7950 gp.


APL 16: Coin 0 gp; Magic 16716 gp potion of shillelagh (4 gp) (2), cloak of resistance +2 (333 gp each) (2), scroll of greater invisibility (CL11) (91gp) (4), scroll of haste (68 gp) (4), scroll of spikes (68 gp) (2); cloak of predatory vigor (116 gp), ring of counterspells (333 gp) (2), +3 resin suit (770 gp) (2), belt of giant strength +6 (3000 gp) (2), gloves of dexterity +4 (1333 gp) (2) anklet of translocation (116 gp), ring of adamantine touch (500 gp), ring of protection +4 (2666 gp), greater rubicund frenzy crystal (500 gp) (2) Loot 250; Total 16966 gp.

Encounter 7 found with Ritual Key:


APL 8: Magic 624 gp; orb of mental renewal (258 gp each), sacred scabbard (366 gp each) ; Total 624 gp.


APL 10: Magic 624 gp; orb of mental renewal (258 gp each), sacred scabbard (366 gp each) ; Total 624 gp.


APL 12: Magic 1624 gp; horn of plenty (1000 gp each), orb of mental renewal (258 gp each), sacred scabbard (366 gp each) ; Total 1624 gp.


APL 14: Magic 5205 gp; circlet of rapid casting (1250 gp each), gloves of the titan’s grip (1166 gp each), horn of plenty (1000 gp each), metamagic rod of chaining, lesser (1166 gp each), orb of mental renewal (258 gp each), sacred scabbard (366 gp each) ; Total 5205 gp.


APL 16: Magic 5205 gp; circlet of rapid casting (1250 gp each), gloves of the titan’s grip (1166 gp each), horn of plenty (1000 gp each), metamagic rod of chaining, lesser (1166 gp each), orb of mental renewal (258 gp each), sacred scabbard (366 gp each) ; Total 5205 gp.

Encounter 7a:


APL 14: Magic 10316 gp; +1 corrosive large long sword (694 gp each) (6), vest of resistance +3 (750 gp each), +1 kaorti resin suit (104 gp each), amulet of tears (190 gp each), anklet of translocation (116 gp each), belt of battle (1000 gp each), cloak of resistance +3 (750 gp each), headband of intellect +4 (1332 gp each), hellcat gauntlets (266 gp each), potion of remove blindness/deafness (62 gp each), ring of protection +2 (666 gp each), rod of silent spells (11000 gp each); Total 10316 gp.


APL 16: Magic 14036 gp; +1 corrosive large long sword  (6) (694 gp each), vest of resistance +3 (750 gp each), +3 huge adamantine longsword (1754 gp each), +2 huge breastplate (216 gp each), +1 kaorti resin suit (104 gp each), amulet of tears (190 gp each), anklet of translocation (116 gp each), belt of battle (2) (1000 gp each), cloak of resistance +3 (2) (750 gp each), headband of intellect +4 (1332 gp each), hellcat gauntlets (266 gp each), potion of remove blindness (62 gp each), ring of protection +2 (666 gp each), rod of silent spells (916 gp each); Total 14036 gp.

Total Possible Treasure (Maximum Reward Allowed)

APL 2: L: xx gp, C: xx gp, M: xx gp – Total: 450 gp (450 gp).

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

APL 10: L: xx gp, C: xx gp, M: xx gp – Total: 2300 gp (2,300 gp).

APL 12: L: xx gp, C: xx gp, M: xx gp – Total: 2300 gp (3,300 gp).

APL 14: L: xx gp, C: xx gp, M: xx gp – Total: gp (6600 gp).

APL 16: L: xx gp, C: xx gp, M: xx gp – Total: gp (9900 gp).

Items for the Adventure Record

Special

REPORTING FOR DUTY:  Dreadwalkers and Dreadwalker Reserve 

Item Access

APL 8:

xxxx

APL 10:

xxxx
APL 12:

xxxx
APL 14:

xxxx
APL 16:

xxxx
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6: cloak and shadow




Cloaker Lord
CR 9

Cloaker lord fighter 2

CN Huge Aberration

Init +6; Senses Listen +2, Spot +15

Aura greater anticipate teleportation

Languages Undercommon

AC 24, touch 10, flat-footed 22


(-2 size, +2 Dex, +6 greater mage armor, +8 natural)

hp 153 with false life (11 HD) SR 20

Fort +15, Ref +10, Will +10

Race F+3, R+3, W+6; Class F+3, R+0, W+0; Abilities Con +7, Dex +3, Wis +2; Lightning Reflexes; +2 vest

Speed 10 ft. (2 squares), fly 50 ft. (average);

Melee Tail slap +14[-2 size, +8 BAB, +8 Str] (2d6+8) or

Melee Tail slap +14[-2 size, +8 BAB, +8 Str] (2d6+8) and

Melee Bite +9[-2 size, +8 BAB, +8 Str, -5 secondary] (2d4+4)

Ranged Spell +9[-2 size, +8 BAB, +2 Dex, +1 Weapon Focus] (by spell/19-20, x2)

Space 15 ft.; Reach 10 ft. (5 ft. with bite)

Base Atk +8; Grp +24

Atk Options Engulf, moan, spellcasting

Special Actions Shadow shift

Combat Gear vest of resistance +2

Wizard Spells Prepared (CL 11th, DC 16 + spell level):


6th—disintegrate, greater anticipate teleportation(

5th—cone of cold, feeblemind, telekinesis


4th—dimension door, greater invisibility, greater mirror image, lesser globe of invulnerability, orb of acid


3rd—displacement, greater mage armor(, , sound lance, vampiric touch

2nd—false life (already calculated in hit points)(, , resist energy (30) x4, scorching ray

1st—guided shot x3, lesser orb of acid x 3

0—detect magic, prestidigitation x4, read magic

(Already cast

Abilities Str 26[10 array, +16 racial], Dex 16[13 array +2 racial +1 HD], Con 24[14 array +10 racial], Int 22[15 array +6 racial +1 HD], Wis 14[8 array +6 racial], Cha 16[12 array +4 racial]

SQ Dominate cloakers, engulf, moan. plane shift, shadow shift, spellcasting
Feats Blind-Fight, Combat Expertise, Combat Reflexes, Improved Critical (ranged spell)b, Improved Initiative, Lightning Reflexesb, Weapon Focus (ranged spell)b
Skills total ranks: race 96, fighter 16 Concentration +19[+13 ranks, +6 Constitution], Hide +7[-8 size, +13 ranks, +2 Dexterity], Knowledge (arcana) +19[+13 ranks, +6 Intelligence], Knowledge (the Planes) +13[+7 ranks, +6 Intelligence], Move Silently +15[+13 ranks, +2 Dexterity], Spellcraft +19[+13 ranks, +6 Intelligence], Spot +15[+13 ranks, +2 Wisdom], Tumble +9[+7 ranks, +2 Dexterity]
Possessions combat gear 

Spellbook spells prepared – spellbook not in adventure area.

Dominate Cloakers (Ex) Cloaker lords have the natural power of domination over ordinary cloakers, allowing them to rule as the unquestioned leaders in cloaker communities

Engulf (Ex) A cloaker lord can try to wrap a foe of Large size or smaller in its body.  The cloaker lord makes a grapple attack that does not provoke an attack of opportunity.  If the cloaker lord achieves a hold, it is free to use its whiplike tail to strike at other targets while it gnaws on an engulfed victim.  The cloaker lord can bite the engulfed foe with a +4 attack bonus.



Attacks made on an engulfing cloaker lord deal half of their damage to the monster and half to the trapped victim.

Moan (Ex) As a free action, a cloaker lord can emit a dangerous subsonic moan at will, as long as it does not use its bite attack in the same round.  By varying the frequency and intensity of the moan, a cloaker lord can create one of four different effects:



Unnerve: All within 90 feet of the cloaker lord suffer a -2 morale penalty on attack and damage rolls.  Those forced to hear this sound for 6 consecutive rounds must make a Will save (DC 18) or enter a trance and become unable to attack or defend themselves until the moaning stops.  Opponents who successfully save must repeat the save next round if the moaning continues.



Fear: All those within 40 feet of the cloaker lord must make a Will save (DC 18) or flee in terror for 2 rounds.



Nausea: Everyone in a 40-foot cone must attempt a Fortitude save (DC 18) or be overcome by nausea and weakness.  Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.



Stupor: A single individual no more than 50 feet from the cloaker lord must make a Fortitude save (DC 18) or be affected as by a hold monster spell for 6 rounds.  A cloaker lord can affect only one victim at a time with this ability, so if it decides to affect one character while another is still under the effect of the stupor, the previous effect is canceled.


The DCs for all moan effects are Charisma based.

Plane Shift (Sp) Cloaker lords can travel to and from the Plane of Shadow at will.  Once per day, they can bring up to seven cloakers along with them on such a journey, as the spell plane shift.

Shadow Shift (Su) Cloaker lords have the ability to manipulate shadows.  This power is effective only in shadowy areas and has several possible effects:



Obscure Vision: The cloaker gains concealment for 1d4 rounds.



Dancing Images: This duplicates the effect of a mirror image spell cast by a 9th-level sorcerer.



Silent Images: This duplicates the effect of a silent image spell cast by a 9th-level sorcerer.

Spellcasting: Cloaker lords have the spellcasting ability of 9th-level wizards, and this ability improves as they increase in Hit Dice.  They are considered specialists in spells of the shadow subschool.



Cloaker lords cast all of their spells with verbal components only.

7: Kaorti Equals Malhel



2 Staff Masters
CR 7

Female Kaorti ranger 6, warrior 1

NE Medium outsider (evil, extraplanar)

Init +7; Senses Listen +13, Spot +13; darkvision 60 ft.

Languages Common, ancient sueloise, elven

AC 20, touch 13, flat-footed 17


(+3 Dex, +5 +1 resin suit, +2 natural)

hp 81 (9 HD);

Immune Poison
Resist Acid 30, cold 30, fire 10;

Fort +14, Ref +12, Will +9

Race F+3, R+3, W+3; Ranger F+5, R+5, W+2; Warrior F+2, R+0, W+0; Abilities Con +3, Dex +3, Wis +1; Iron Will, cloak of resistance +1

Weakness Material vulnerability
Speed 40 ft. in resin scale armor with longstrider (8 squares), base movement 30 ft.;

Melee quarterstaff with shillelagh and spikes +14[+9 BAB, +2 Str, +2 weapon, +1 Weapon Focus] (2d6+7/19-20) or

Melee quarterstaff with shillelagh and spikes +12/+7[+9 BAB, +2 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (2d6+12/19-20) and

Melee quarterstaff with shillelagh and spikes +12/+7[+9 BAB, +2 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (2d6+11/19-20)

Melee masterwork quarterstaff +10/+5[+9 BAB, +2 Str, +1 weapon, -2 Two-Weapon Fighting] (1d6+2) and

Melee masterwork quarterstaff +10/+5[+9 BAB, +2 Str, +1 weapon, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (1d6+1)

Ranged masterwork, mighty [+2], composite longbow +13[+9 BAB, +3 Dex, +1 weapon] (1d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Atk Options Blind-Fight, Improved Two-Weapon Fighting, Spell-like abilities, Two-Weapon Fighting

Combat Gear potion of shillelagh x2(, scroll of greater invisibility (caster level 11), scroll of haste (caster level 11), scroll of resist energy (caster level 11) x2((, scroll of spikes (caster level 11) x2(
Ranger Spells Prepared (CL 3rd):


1st—longstrider(, resist energy(
Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce person (also works on kaorti)

(Already cast

Abilities Str 14, Dex 16, Con 16, Int 14, Wis 13, Cha 16

SQ Animal companion, darkvision 60 feet, favored enemy (human +4/elf +2), improved combat style (two-weapon), material vulnerability, outsider traits, spell-like abilities
Feats Blind-Fight, Enduranceb, Exotic Weapon Proficiency (ribbon dagger)b, Improved Initiative, Improved Two-Weapon Fightingb, Iron Will, Trackb, Two-Weapon Fightingb, Weapon Focus (quarterstaff)

Skills total ranks: race 50, ranger 48, warrior 4 Concentration +8[+5 ranks, +3 Constitution], Craft (resin) +7[+5 ranks, +2 Intelligence], Craft (grafts) +7[+5 ranks, +2 Intelligence], Heal +14[+5 ranks, +1 Wisdom, +8 racial], Intimidate +8[+5 ranks, +3 Charisma], Knowledge (arcana) +7[+5 ranks, +2 Intelligence], Knowledge (the Planes) +7[+5 ranks, +2 Intelligence], Listen +13[+12 ranks, +1 Wisdom], Spellcraft +7(+9 deciphering scrolls)[+5 ranks, +2 Intelligence, +2 synergy], Spot +13[+12 ranks, +1 Wisdom], Survival +8(+10 on other planes)[+7 ranks, +1 Wisdom, +2 synergy], Tumble +5[+6 ranks, +3 Dexterity, -4 armor], Use Magic Device +15(+17 to use scrolls)[+12 ranks, +3 Charisma, +2 synergy]
Possessions combat gear plus +1 resin suit, 3 masterwork quarter staves, cloak of resistance +1

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.



Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.

Skills: Kaortis have a +8 racial bonus on Heal checks.

Blitzen
CR 9

rukanyr

NE Large aberration

Init -2; Senses Listen +6, Spot +6; darkvision 60 ft.

Languages Common 

AC 22, touch 7, flat-footed 22


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

hp 91 (7 HD); fast healing 5;

Immune sonic
Fort +9, Ref +0, Will +1

Race F+2, R+2, W+5; Class F+#, R+#, W+#; Abilities Con +7, Dex -2, Wis -4;

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

Melee slam +9[-1 size, +5 BAB, +5 Str] (3d6+5) or

Melee slam +9[-1 size, +5 BAB, +5 Str] (3d6+5) and

Melee 6 claws +7[-1 size, +5 BAB, +5 Str, -2 Multiattack] (1d6+2) and

Melee 3 bites +7[-1 size, +5 BAB, +5 Str, -2 Multiattack] (1d8+2)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +14

Atk Options Pioson (bite, Fortitude DC 20, 2d6 Dexterity/2d6 Dexterity), Power Attack, stunning strike, sundering roar

Special Actions Reflexive sunder

Abilities Str 21, Dex 7, Con 24, Int 15, Wis 2, Cha 2

SQ Darkvision 60 ft., fast healing 5, poison, reflexive sunder, sonic immunity, stability, stunning strike, sundering roar
Feats Improved Sunder, Multiattack, Power Attack 

Skills total ranks: class 40 Climb +27[+10 ranks, +5 Strength, +4 speed, +8 racial], Listen +6[+10 ranks, -4 Wisdom], Search +12[+10 ranks, +2 Intelligence], Spot +6[+10 ranks, -4 Wisdom],

Poison (Ex): A rukanyr delivers its poison (Fort DC 20 negates) with each successful bite attack. Initial and secondary damage are the same (2d6 Dex). The save DC is Constitution based.

Stunning Strike (Ex): Anyone hit by a rukanyr’s slam attack must make a Fortitude saving throw (DC 20) or be stunned for 1d4 rounds. The save DC is Constitution based.

Sundering Roar (Su): Once every 1d4 rounds, a rukanyr can emit a devastating roar from one of its mouths. All creatures within 60 ft. of a rukanyr must make Fortitude saves (DC 20) or be deafened for 2d6 rounds. Additionally, a rukanyr can target one creature or object within its range to be the focal point of this of this destructive attack. This creature or object takes 12d6 points of sonic damage (Reflex DC 20 for half). If a creature is targeted, this damage also applies to the armor worn and weapons carried by a creature. Both saves DC are Constitution based.

Fast Healing (Ex): A rukanyr regains lost hit points at the rate of 5 per round. Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a rukanyr to regrow or reattach lost body parts.

Reflexive Sunder (Ex): The armor plates that cover a rukanyr shift and rub against each other in combat, creating a jarring sound like that of trees rubbing together in a high wind. Anyone who strikes a rukanyr with a slashing or piercing melee attack must make a Reflex save (DC 11) or the armor plates shift and crush the weapon, dealing 4d6+5 points of damage to the weapon and tearing it from the victim’s grasp. The weapon lands at the attacker’s feet if it is not broken by the damage. The save DC is Constitution based.

Stability (Ex): A rukanyr is incredibly stable and can not be tripped. It gains a +20 stability bonus on its Strength check to avoid being bull rushed.

Skills: Rukanyr have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.
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Cloaker Lord
CR 11

Cloaker lord fighter 4

CN Huge Aberration

Init +6; Senses Listen +2, Spot +16

Aura greater anticipate teleportation

Languages Undercommon

AC 24, touch 10, flat-footed 23


(-2 size, +2 Dex, +6 greater mage armor, +8 natural)

hp 180 with false life (13 HD); 

SR 22

Fort +14, Ref +19; Will +10

Race F+3, R+3, W+6; Fighter F+4, R+1, W+1; Abilities Con +6, Dex +2, Wis +2; Lightning Reflexes; Vest +1

Speed 10 ft. (2 squares), fly 50 ft. (average);

Melee Tail slap +16[-2 size, +10 BAB, +8 Str] (2d6+8) or

Melee Tail slap +16[-2 size, +10 BAB, +8 Str] (2d6+8) and

Melee Bite +11[-2 size, +10 BAB, +8 Str, -5 secondary] (2d4+4)

Ranged Spell +11[-2 size, +10 BAB, +2 Dex, +1 Weapon Focus] (by spell/19-20, x2)

Ranged Spell +12[-2 size, +10 BAB, +2 Dex, +1 Weapon Focus, +1 Point Blank Shot] (by spell +1) within 30 feet

Space 15 ft.; Reach 10 ft. (5 ft. with bite)

Base Atk +10; Grp +26

Atk Options Engulf, moan, spellcasting

Special Actions Shadow shift

Combat Gear headband of intellect +2; vest of resistance +1

Wizard Spells Prepared (CL 13th, spell save DC 17+spell level):


7th—avasculate, prismatic spray

6th—disintegrate, fleshshiver, greater anticipate teleportation(

5th—arc of lightning, cone of cold, feeblemind, telekinesis

4th—dimension door, greater invisibility, lesser globe of invulnerability, ray deflection, orb of acid 

3rd—displacement(, fly, greater mage armor(, slow, sound lance, vampiric touch

2nd—false life (already calculated in hit points)(, mirror image, resist energy (30) x4


1st—guided shot x6


0—detect magic, prestidigitation x4, read magic

(Already cast

Abilities Str 26[10 array, +16 racial], Dex 16[13 array +2 racial +1 HD], Con 24[14 array +10 racial], Int 25[15 array +6 racial +2 HD, +2 item], Wis 14[8 array +6 racial], Cha 16[12 array +4 racial]

SQ Dominate cloakers, engulf, moan. plane shift, shadow shift, spellcasting
Feats Ability Focus (moan), Blind-Fight, Combat Expertise, Combat Reflexes, Improved Critical (ranged spell)b, Improved Initiative, Lightning Reflexesb, Point Blank Shotb, Weapon Focus (ranged spell)b
Skills total ranks: race 96, fighter 32 Concentration +20[+14 ranks, +6 Constitution], Hide +8[-8 size, +14 ranks, +2 Dexterity], Knowledge (arcana) +21[+14 ranks, +7 Intelligence], Knowledge (the Planes) +15[+8 ranks, +7 Intelligence], Move Silently +16[+14 ranks, +2 Dexterity], Spellcraft +21[+14 ranks, +7 Intelligence], Spot +16[+14 ranks, +2 Wisdom], Tumble +10[+8 ranks, +2 Dexterity]
Possessions combat gear plus 
Spellbook spells prepared – spellbook not in adventure area.

Dominate Cloakers (Ex) Cloaker lords have the natural power of domination over ordinary cloakers, allowing them to rule as the unquestioned leaders in cloaker communities

Engulf (Ex) A cloaker lord can try to wrap a foe of Large size or smaller in its body.  The cloaker lord makes a grapple attack that does not provoke an attack of opportunity.  If the cloaker lord 
achieves a hold, it is free to use its whiplike tail to strike at other targets while it gnaws on an engulfed victim.  The cloaker lord can bite the engulfed foe with a +4 attack bonus.



Attacks made on an engulfing cloaker lord deal half of their damage to the monster and half to the trapped victim.

Moan (Ex) As a free action, a cloaker lord can emit a dangerous subsonic moan at will, as long as it does not use its bite attack in the same round.  By varying the frequency and intensity of the moan, a cloaker lord can create one of four different effects:



Unnerve: All within 90 feet of the cloaker lord suffer a -2 morale penalty on attack and damage rolls.  Those forced to hear this sound for 6 consecutive rounds must make a Will save (DC 21) or enter a trance and become unable to attack or defend themselves until the moaning stops.  Opponents who successfully save must repeat the save next round if the moaning continues.



Fear: All those within 40 feet of the cloaker lord must make a Will save (DC 21) or flee in terror for 2 rounds.



Nausea: Everyone in a 40-foot cone must attempt a Fortitude save (DC 21) or be overcome by nausea and weakness.  Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.



Stupor: A single individual no more than 50 feet from the cloaker lord must make a Fortitude save (DC 21) or be affected as by a hold monster spell for 6 rounds.  A cloaker lord can affect only one victim at a time with this ability, so if it decides to affect one character while another is still under the effect of the stupor, the previous effect is canceled.


The DCs for all moan effects are Charisma based.

Plane Shift (Sp) Cloaker lords can travel to and from the Plane of Shadow at will.  Once per day, they can bring up to seven cloakers along with them on such a journey, as the spell plane shift.

Shadow Shift (Su) Cloaker lords have the ability to manipulate shadows.  This power is effective only in shadowy areas and has several possible effects:



Obscure Vision: The cloaker gains concealment for 1d4 rounds.



Dancing Images: This duplicates the effect of a mirror image spell cast by a 9th-level sorcerer.



Silent Images: This duplicates the effect of a silent image spell cast by a 9th-level sorcerer.

Spellcasting: Cloaker lords have the spellcasting ability of 9th-level wizards, and this ability improves as they increase in Hit Dice.  They are considered specialists in spells of the shadow subschool.



Cloaker lords cast all of their spells with verbal components only.
7: Kaorti equals  malhel



2 Staff Masters
CR 9

Female Kaorti ranger 6, rogue 2, warrior 1

NE Medium outsider (evil, extraplanar)

Init +7; Senses Listen +15, Spot +15; darkvision 60 ft.

Languages Common, ancient sueloise, elven

AC 20, touch 13, flat-footed 17


(+3 Dex, +5 +1 resin scale armor, +2 natural)

hp 96 (11 HD);

Immune Poison
Resist Acid 30, cold 30, fire 10;

Fort +15, Ref +16, Will +10; evasion

Race F+3, R+3, W+3; Ranger F+5, R+5, W+2; Rogue F+0, R+3, W+0; Warrior F+2, R+0, W+0; Abilities Con +3, Dex +3, Wis +1; Iron Will, cloak of resistance +2

Weakness Material vulnerability
Speed 40 ft. in resin scale armor with longstrider (8 squares), base movement 30 ft.;

Melee masterwork quarterstaff with shillelagh and spikes +15[+10 BAB, +2 Str, +2 weapon, +1 Weapon Focus] (2d6+12/19-20) or

Melee masterwork quarterstaff with shillelagh and spikes +13/+8[+10 BAB, +2 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (2d6+12/19-20) and

Melee masterwork quarterstaff with shillelagh and spikes +13/+8[+10 BAB, +2 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (2d6+11/19-20)

Melee masterwork quarterstaff +12/+7[+10 BAB, +2 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (1d6+2) and

Melee masterwork quarterstaff +12/+7[+10 BAB, +2 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (1d6+1)

Ranged masterwork, mighty [+2], composite longbow +14[+10 BAB, +3 Dex, +1 weapon] (1d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +12

Atk Options Blind-Fight, Improved Two-Weapon Fighting, sneak attack, Spell-like abilities, Two-Weapon Fighting

Combat Gear potion of shillelagh x2(, scroll of greater invisibility (caster level 11) x2, scroll of haste (caster level 11) x2, scroll of resist energy (caster level 11) x2((, scroll of spikes (caster level 11) x2(
Ranger Spells Prepared (CL 3rd):


1st—longstrider(, resist energy(
Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce person (also works on kaorti)

(Already cast

Abilities Str 14, Dex 16, Con 16, Int 14, Wis 13, Cha 16

SQ Animal companion, darkvision 60 feet, evasion, favored enemy (human +4/elf +2), improved combat style (two-weapon), material vulnerability, outsider traits, sneak attack, spell-like abilities
Feats Blind-Fight, Enduranceb, Exotic Weapon Proficiency (ribbon dagger)b, Improved Initiative, Improved Two-Weapon Fightingb, Iron Will, Trackb, Two-Weapon Fightingb, Weapon Focus (quarterstaff)

Skills total ranks: race 50, ranger 48, rogue 20, warrior 4 Balance +11[+6 ranks, +3 Dexterity, +2 synergy], Concentration +8[+5 ranks, +3 Constitution], Craft (resin) +7[+5 ranks, +2 Intelligence], Craft (grafts) +7[+5 ranks, +2 Intelligence], Heal +14[+5 ranks, +1 Wisdom, +8 racial], Intimidate +8[+5 ranks, +3 Charisma], Knowledge (arcana) +7[+5 ranks, +2 Intelligence], Knowledge (the Planes) +7[+5 ranks, +2 Intelligence], Listen +15[+14 ranks, +1 Wisdom], Spellcraft +7(+9 deciphering scrolls)[+5 ranks, +2 Intelligence, +2 synergy], Spot +15[+14 ranks, +1 Wisdom], Survival +8(+10 on other planes)[+7 ranks, +1 Wisdom, +2 synergy], Tumble +14[+14 ranks, +3 Dexterity, -3 armor], Use Magic Device +17(+19 to use scrolls)[+14 ranks, +3 Charisma, +2 synergy]
Possessions combat gear plus +1 resin scale armor, 3 masterwork quarter staves, cloak of resistance +2

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.



Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.

Skills: Kaortis have a +8 racial bonus on Heal checks.

Raging Blitzen
CR 11

Advanced rukanyr barbarian 1

NE Large aberration

Init +4; Senses Listen +14, Spot +13; darkvision 60 ft.

Aura protection from good

Languages Common, ancient sueloise, elven

AC 22 (24 vs. good), touch 7 (9 vs. good), flat-footed 22 (24 vs. good)


(-1 size, +15 natural, -2 raging, +2 protection from good)

hp 290 (14 HD); fast healing 5;

Immune sonic, possession, mental control/domination, to physical contact from non-evil summoned creatures
Fort +17, Ref +4, Will +7; (+2 versus spells and effects from good sources)

Race F+4, R+4, W+8; Barbarian F+2, R+0, W+0; Abilities Con +11, Dex +0, Wis -3; +2 to Will saves when raging, +2 versus spells and effects from good sources

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

Melee slam +18[-1 size, +10 BAB, +9 Str] (3d6+9) or

Melee slam +18[-1 size, +10 BAB, +9 Str] (3d6+9) and

Melee 6 claws +16[-1 size, +10 BAB, +9 Str, -2 Multiattack] (1d6+4) and

Melee 3 bites +16[-1 size, +10 BAB, +9 Str, -2 Multiattack] (1d8+4)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +23

Atk Options Poison (bite, Fortitude DC 27, 2d6 Dexterity/2d6 Dexterity), Power Attack, Rage, stunning strike, sundering roar

Special Actions Reflexive sunder

Combat Gear anklet of translocation, cloak of predatory vigor, ring of adamantine touch, 

Abilities Str 28, Dex 10, Con 32, Int 15, Wis 4, Cha 2

SQ Darkvision 60 ft., fast healing 5, poison, reflexive sunder, sonic immunity, stability, stunning strike, sundering roar
Feats Blind-Fight, Improved Initiative, Improved Sunder, Multiattack, Power Attack

Skills total ranks: race 64, barbarian 6 Climb +38[+17 ranks, +9 Strength, +4 speed, +8 racial], Listen +14[+17 ranks, -3 Wisdom], Ride (skybleeder) +4[+4 ranks], Search +18[+16 ranks, +2 Intelligence], Spot +13[+16 ranks, -3 Wisdom],

Possessions combat gear plus corrupted warding cap of Urogalan
Poison (Ex): A rukanyr delivers its poison (Fort DC 27 negates) with each successful bite attack. Initial and secondary damage are the same (2d6 Dex). The save DC is Constitution based.

Stunning Strike (Ex): Anyone hit by a rukanyr’s slam attack must make a Fortitude saving throw (DC 27) or be stunned for 1d4 rounds. The save DC is Constitution based.

Sundering Roar (Su): Once every 1d4 rounds, a rukanyr can emit a devastating roar from one of its mouths. All creatures within 60 ft. of a rukanyr must make Fortitude saves (DC 27) or be deafened for 2d6 rounds. Additionally, a rukanyr can target one creature or object within its range to be the focal point of this of this destructive attack. This creature or object takes 12d6 points of sonic damage (Reflex DC 27 for half). If a creature is targeted, this damage also applies to the armor worn and weapons carried by a creature. Both saves DC are Constitution based.

Fast Healing (Ex): A rukanyr regains lost hit points at the rate of 5 per round. Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a rukanyr to regrow or reattach lost body parts.

Reflexive Sunder (Ex): The armor plates that cover a rukanyr shift and rub against each other in combat, creating a jarring sound like that of trees rubbing together in a high wind. Anyone who strikes a rukanyr with a slashing or piercing melee attack must make a Reflex save (DC 15) or the armor plates shift and crush the weapon, dealing 4d6+9 points of damage to the weapon and tearing it from the victim’s grasp. The weapon lands at the attacker’s feet if it is not broken by the damage. The save DC is Constitution based.

Stability (Ex): A rukanyr is incredibly stable and can not be tripped. It gains a +20 stability bonus on its Strength check to avoid being bull rushed.

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

Blitzen (not raging)
CR 11

AC 24 (26 vs. good), touch 9 (11 vs. good), flat-footed 24 (26 vs. good)


(-1 size, +15 natural, +2 protection from good)

hp 262 (14 HD);

Fort +15, Ref +4, Will +5

Race F+4, R+4, W+8; Barbarian F+2, R+0, W+0; Abilities Con +9, Dex +0, Wis -3; +2 to Will saves when raging

Melee slam +16[-1 size, +10 BAB, +7 Str] (3d6+7) or

Melee slam +16[-1 size, +10 BAB, +7 Str] (3d6+7) and

Melee 6 claws +14[-1 size, +10 BAB, +7 Str, -2 Multiattack] (1d6+3) and

Melee 3 bites +14[-1 size, +10 BAB, +7 Str, -2 Multiattack] (1d8+3)

Abilities Str 24, Con 28

Skills Climb +36[+17 ranks, +7 Strength, +4 speed, +8 racial
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Cloaker Lord
CR 13

Cloaker lord fighter 6

CN Huge Aberration

Init +6; Senses Listen +2, Spot +17

Aura greater anticipate teleportation

Languages Undercommon

AC 24, touch 10, flat-footed 23


(-2 size, +2 Dex, +6 greater mage armor, +8 natural)

hp 207 with false life (15 HD); regeneration/fast healing; DR 

Resist acid 30, cold 30, electricity 30, fire 30; SR 24

Fort +14, Ref +9, Will +10

Race F+3, R+3, W+6; Fighter F+5, R+2, W+2; Abilities Con +6, Dex +2, Wis +2; Lightning Reflexes

Speed 10 ft. (2 squares), fly 50 ft. (average);

Melee Tail slap +18[-2 size, +12 BAB, +8 Str] (2d6+8) or

Melee Tail slap +18[-2 size, +12 BAB, +8 Str] (2d6+8) and

Melee Bite +13[-2 size, +12 BAB, +8 Str, -5 secondary] (2d4+4)

Ranged Spell +13[-2 size, +12 BAB, +2 Dex, +1 Weapon Focus] (by spell/19-20, x2)

Ranged Spell +14[-2 size, +12 BAB, +2 Dex, +1 Weapon Focus, +1 Point Blank Shot] (by spell +1) within 30 feet

Space 15 ft.; Reach 10 ft. (5 ft. with bite)

Base Atk +12; Grp +28

Atk Options Engulf, moan, spellcasting

Special Actions Shadow shift

Combat Gear headband of intellect +4

Wizard Spells Prepared (CL 15th, spell DC 18+ spell level):


8th—mind blank(, moment of prescience(

7th—avasculate, prismatic spray, reverse gravity

6th—acid storm, contingency (displacement)(, fleshshiver, greater anticipate teleportation(

5th—arc of lightning, cone of cold, feeblemind, moonbow, 


4th—orb of acid, dimension door, greater invisibility, lesser globe of invulnerability, ray deflection, solid fog

3rd—displacement(, fly, greater mage armor(, slow, sound lance, vampiric touch

2nd—false life (already calculated in hit points)(, mirror image, resist energy (30) x4((((

1st—guided shot x6


0—detect magic, prestidigitation x4, read magic

(Already cast

Abilities Str 26[10 array, +16 racial], Dex 16[13 array +2 racial +1 HD], Con 24[14 array +10 racial], Int 27[15 array +6 racial +2 HD, +4 item], Wis 14[8 array +6 racial], Cha 16[12 array +4 racial]

SQ Dominate cloakers, engulf, moan. plane shift, shadow shift, spellcasting
Feats Ability Focus (moan), Blind-Fight, Combat Expertise, Combat Reflexes, Improved Critical (ranged spell)b, Improved Initiative, Lightning Reflexesb, Point Blank Shotb, Precise Shotb, Sudden Widen, Weapon Focus (ranged spell)b
Skills total ranks: race 96, fighter 48 Concentration +21[+15 ranks, +6 Constitution], Hide +9[-8 size, +15 ranks, +2 Dexterity], Knowledge (arcana) +23[+15 ranks, +8 Intelligence], Knowledge (the Planes) +17[+9 ranks, +8 Intelligence], Move Silently +17[+15 ranks, +2 Dexterity], Spellcraft +23[+15 ranks, +8 Intelligence], Spot +17[+15 ranks, +2 Wisdom], Tumble +11[+9 ranks, +2 Dexterity]
Possessions combat gear 

Spellbook spells prepared, not in adventure area

Dominate Cloakers (Ex) Cloaker lords have the natural power of domination over ordinary cloakers, allowing them to rule as the unquestioned leaders in cloaker communities

Engulf (Ex) A cloaker lord can try to wrap a foe of Large size or smaller in its body.  The cloaker lord makes a grapple attack that does not provoke an attack of opportunity.  If the cloaker lord achieves a hold, it is free to use its whiplike tail to strike at other targets while it gnaws on an engulfed victim.  The cloaker lord can bite the engulfed foe with a +4 attack bonus.



Attacks made on an engulfing cloaker lord deal half of their damage to the monster and half to the trapped victim.

Moan (Ex) As a free action, a cloaker lord can emit a dangerous subsonic moan at will, as long as it does not use its bite attack in the same round.  By varying the frequency and intensity of the moan, a cloaker lord can create one of four different effects:



Unnerve: All within 90 feet of the cloaker lord suffer a -2 morale penalty on attack and damage rolls.  Those forced to hear this sound for 6 consecutive rounds must make a Will save (DC 21) or enter a trance and become unable to attack or defend themselves until the moaning stops.  Opponents who successfully save must repeat the save next round if the moaning continues.



Fear: All those within 40 feet of the cloaker lord must make a Will save (DC 21) or flee in terror for 2 rounds.



Nausea: Everyone in a 40-foot cone must attempt a Fortitude save (DC 21) or be overcome by nausea and weakness.  Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.



Stupor: A single individual no more than 50 feet from the cloaker lord must make a Fortitude save (DC 21) or be affected as by a hold monster spell for 6 rounds.  A cloaker lord can affect only one victim at a time with this ability, so if it decides to affect one character while another is still under the effect of the stupor, the previous effect is canceled.


The DCs for all moan effects are Charisma based.

Plane Shift (Sp) Cloaker lords can travel to and from the Plane of Shadow at will.  Once per day, they can bring up to seven cloakers along with them on such a journey, as the spell plane shift.

Shadow Shift (Su) Cloaker lords have the ability to manipulate shadows.  This power is effective only in shadowy areas and has several possible effects:



Obscure Vision: The cloaker gains concealment for 1d4 rounds.



Dancing Images: This duplicates the effect of a mirror image spell cast by a 9th-level sorcerer.



Silent Images: This duplicates the effect of a silent image spell cast by a 9th-level sorcerer.

Spellcasting: Cloaker lords have the spellcasting ability of 9th-level wizards, and this ability improves as they increase in Hit Dice.  They are considered specialists in spells of the shadow subschool.



Cloaker lords cast all of their spells with verbal components only.

7: Kaorti Equals Malhel



2 Staff Masters
CR 11

Female Kaorti ranger 6, rogue 4, warrior 1

NE Medium outsider (evil, extraplanar)

Init +7; Senses Listen +17, Spot +17; darkvision 60 ft.

Languages Common, ancient sueloise, elven

AC 23, touch 13, flat-footed 20


(+3 Dex, +5 +3 resin scale armor, +2 natural)

hp 111 (13 HD);

Immune Poison
Resist Acid 30, cold 30, fire 10;

Fort +16, Ref +17, Will +11; evasion

Race F+3, R+3, W+3; Ranger F+5, R+5, W+2; Rogue F+1, R+4, W+1; Warrior F+2, R+0, W+0; Abilities Con +3, Dex +3, Wis +1; Iron Will, cloak of resistance +2

Weakness Material vulnerability
Speed 40 ft. in resin scale armor with longstrider (8 squares), base movement 30 ft.;

Melee masterwork quarterstaff with shillelagh and spikes +19[+12 BAB, +4 Str, +2 weapon, +1 Weapon Focus] (2d6+14/19-20) or

Melee masterwork quarterstaff with shillelagh and spikes +17/+12[+12 BAB, +4 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (2d6+14/19-20) and

Melee masterwork quarterstaff with shillelagh and spikes +17/+12[+12 BAB, +4 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (2d6+12/19-20)

Melee masterwork quarterstaff +16/+11[+12 BAB, +4 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (1d6+4) and

Melee masterwork quarterstaff +16/+11[+12 BAB, +4 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (1d6+2)

Ranged masterwork, mighty [+2], composite longbow +16[+12 BAB, +3 Dex, +1 weapon] (1d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +16

Atk Options Blind-Fight, Improved Two-Weapon Fighting, sneak attack, Spell-like abilities, Two-Weapon Fighting

Combat Gear potion of shillelagh x2(, ring of counter spells (greater dispel magic), scroll of greater invisibility (caster level 11) x2, scroll of haste (caster level 11) x2, scroll of resist energy (caster level 11) x2((, scroll of spikes (caster level 11) x2(
Ranger Spells Prepared (CL 3rd):


1st—longstrider(, resist energy(
Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce person (also works on kaorti)

(Already cast

Abilities Str 19, Dex 16, Con 16, Int 14, Wis 13, Cha 16

SQ Animal companion, darkvision 60 feet, evasion, favored enemy (human +4/elf +2), improved combat style (two-weapon), material vulnerability, outsider traits, sneak attack, spell-like abilities
Feats Blind-Fight, Dodge, Enduranceb, Exotic Weapon Proficiency (ribbon dagger)b, Improved Initiative, Improved Two-Weapon Fightingb, Iron Will, Trackb, Two-Weapon Fightingb, Weapon Focus (quarterstaff)

Skills total ranks: race 50, ranger 48, rogue 40, warrior 4 Balance +21[+16 ranks, +3 Dexterity, +2 synergy], Concentration +10[+7 ranks, +3 Constitution], Craft (resin) +7[+5 ranks, +2 Intelligence], Craft (grafts) +7[+5 ranks, +2 Intelligence], Heal +14[+5 ranks, +1 Wisdom, +8 racial], Intimidate +8[+5 ranks, +3 Charisma], Knowledge (arcana) +7[+5 ranks, +2 Intelligence], Knowledge (the Planes) +7[+5 ranks, +2 Intelligence], Listen +17[+16 ranks, +1 Wisdom], Spellcraft +7(+9 deciphering scrolls)[+5 ranks, +2 Intelligence, +2 synergy], Spot +17[+16 ranks, +1 Wisdom], Survival +8(+10 on other planes)[+7 ranks, +1 Wisdom, +2 synergy], Tumble +16[+16 ranks, +3 Dexterity, -3 armor], Use Magic Device +19(+21 to use scrolls)[+16 ranks, +3 Charisma, +2 synergy]
Possessions combat gear plus +3 resin scale armor, 3 masterwork quarter staves, belt of giant strength +4, cloak of resistance +2, ring of counter spells (greater dispel magic)
Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.



Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.

Skills: Kaortis have a +8 racial bonus on Heal checks.

Raging Blitzen
CR 13

Advanced rukanyr barbarian 1

NE Huge aberration

Init +3; Senses Listen +18, Spot +17; darkvision 60 ft.

Aura protection from good

Languages Common, ancient sueloise, elven

AC 23 (25 vs. good), touch 5 (7 vs. good), flat-footed 23 (25 vs. good)


(-2 size, -1 Dex, +18 natural, -2 raging, +2 protection from good)

hp 345 (18 HD); fast healing 5;

Immune sonic, possession, mental control/domination, to physical contact from non-evil summoned creatures
Fort +20, Ref +4, Will +9; (+2 versus spells and effects from good sources)

Race F+5, R+5, W+10; Barbarian F+2, R+0, W+0; Abilities Con +13, Dex -1, Wis -3; +2 to Will saves when raging, +2 versus spells and effects from good sources

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

Melee slam +24[-2 size, +13 BAB, +13 Str] (4d6+13) or

Melee slam +24[-2 size, +13 BAB, +13 Str] (4d6+13) and

Melee 6 claws +22[-2 size, +13 BAB, +13 Str, -2 Multiattack] (1d8+6) and

Melee 3 bites +22[-2 size, +13 BAB, +13 Str, -2 Multiattack] (2d6+6)

Space 15 ft.; Reach 15 ft.

Base Atk +13; Grp +34

Atk Options Poison (bite, Fortitude DC 31, 2d6 Dexterity/2d6 Dexterity), Power Attack, Rage, stunning strike, sundering roar

Special Actions Reflexive sunder

Combat Gear anklet of translocation, cloak of predatory vigor, ring of adamantine touch, 

Abilities Str 36, Dex 9, Con 36, Int 15, Wis 4, Cha 2

SQ Darkvision 60 ft., fast healing 5, poison, rage, reflexive sunder, sonic immunity, stability, stunning strike, sundering roar
Feats Blind-Fight, Cleave, Improved Initiative, Improved Sunder, Mad Foam Rager, Multiattack, Power Attack

Skills total ranks: race 80, barbarian 6 Climb +46[+21 ranks, +13 Strength, +4 speed, +8 racial], Listen +18[+21 ranks, -3 Wisdom], Ride (skybleeder) +7[+8 ranks, -1 Dex], Search +18[+16 ranks, +2 Intelligence], Spot +17[+20 ranks, -3 Wisdom],

Possessions combat gear plus corrupted warding cap of Urogalan
Poison (Ex): A rukanyr delivers its poison (Fort DC 31 negates) with each successful bite attack. Initial and secondary damage are the same (2d6 Dex). The save DC is Constitution based.

Stunning Strike (Ex): Anyone hit by a rukanyr’s slam attack must make a Fortitude saving throw (DC 31) or be stunned for 1d4 rounds. The save DC is Constitution based.

Sundering Roar (Su): Once every 1d4 rounds, a rukanyr can emit a devastating roar from one of its mouths. All creatures within 60 ft. of a rukanyr must make Fortitude saves (DC 31) or be deafened for 2d6 rounds. Additionally, a rukanyr can target one creature or object within its range to be the focal point of this of this destructive attack. This creature or object takes 12d6 points of sonic damage (Reflex DC 31 for half). If a creature is targeted, this damage also applies to the armor worn and weapons carried by a creature. Both saves DC are Constitution based.

Fast Healing (Ex): A rukanyr regains lost hit points at the rate of 5 per round. Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a rukanyr to regrow or reattach lost body parts.

Reflexive Sunder (Ex): The armor plates that cover a rukanyr shift and rub against each other in combat, creating a jarring sound like that of trees rubbing together in a high wind. Anyone who strikes a rukanyr with a slashing or piercing melee attack must make a Reflex save (DC 17) or the armor plates shift and crush the weapon, dealing 5d6+13 points of damage to the weapon and tearing it from the victim’s grasp. The weapon lands at the attacker’s feet if it is not broken by the damage. The save DC is Constitution based.

Stability (Ex): A rukanyr is incredibly stable and can not be tripped. It gains a +20 stability bonus on its Strength check to avoid being bull rushed.

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

Blitzen (not raging)
CR 13

AC 25 (27 vs. good), touch 7 (9 vs. good), flat-footed 25 (27 vs. good)


(-2 size, -1 Dex, +18 natural, +2 protection from good)

hp 309 (18 HD);

Fort +18, Ref +4, Will +7; (+2 versus spells and effects from good sources)

Race F+5, R+5, W+10; Barbarian F+2, R+0, W+0; Abilities Con +11, Dex -1, Wis -3; +2 versus spells and effects from good sources

Melee slam +22[-2 size, +13 BAB, +11 Str] (4d6+11) or

Melee slam +22[-2 size, +13 BAB, +11 Str] (4d6+11) and

Melee 6 claws +20[-2 size, +13 BAB, +11Str, -2 Multiattack] (1d8+5) and

Melee 3 bites +20[-2 size, +13 BAB, +11 Str, -2 Multiattack] (2d6+5)

Abilities Str 32, Con 32

Skills Climb +44[+21 ranks, +11 Strength, +4 speed, +8 racial
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Cloaker Lord
CR 15

Cloaker lord fighter 8

CN Huge Aberration

Init +7; Senses Listen +2, Spot +18

Aura greater anticipate teleportation

Languages Undercommon

AC 25, touch 11, flat-footed 23


(-2 size, +3 Dex, +6 greater mage armor, +8 natural)

hp 234 with false life (17 HD); regeneration/fast healing; DR 

Resist acid 30, cold 30, electricity 30, fire 30; SR 26

Fort +15, Ref +10, Will +10

Race F+3, R+3, W+6; Fighter F+6, R+2, W+2; Abilities Con +6, Dex +3, Wis +2; Lightning Reflexes

Speed 10 ft. (2 squares), fly 50 ft. (average);

Melee Tail slap +20[-2 size, +14 BAB, +8 Str] (2d6+8) or

Melee Tail slap +20[-2 size, +14 BAB, +8 Str] (2d6+8) and

Melee Bite +15[-2 size, +14 BAB, +8 Str, -5 secondary] (2d4+4)

Ranged Spell +16[-2 size, +14 BAB, +3 Dex, +1 Weapon Focus] (by spell/19-20, x2)

Ranged Spell +17[-2 size, +14 BAB, +3 Dex, +1 Weapon Focus, +1 Point Blank Shot] (by spell +1) within 30 feet

Space 15 ft.; Reach 10 ft. (5 ft. with bite)

Base Atk +14; Grp +30

Atk Options Engulf, moan, spellcasting

Special Actions Shadow shift

Combat Gear headband of intellect +4

Wizard Spells Prepared (CL 17th, spell DC 19 + spell level):


9th—time stop, wish

8th—horrid wilting, mind blank(, moment of prescience(

7th—avasculate, greater arcane sight, prismatic spray, reverse gravity

6th—acid storm, contingency (displacement)(, disintegrate, extract water elemental, fleshshiver, greater anticipate teleportation(

5th—arc of lightning, cone of cold, feeblemind, moonbowx2, telekinesis

4th—burning blood, dimension door, greater invisibility, lesser globe of invulnerability, ray deflection, solid fog

3rd—displacement(, fly, greater mage armor(, slow, sound lance, vampiric touch

2nd—false life (already calculated in hit points)(, mirror image, resist energy (30) x4((((, scorching ray

1st—guided shot x7


0—detect magic, prestidigitation x2, read magic

(Already cast

Abilities Str 26[10 array, +16 racial], Dex 16[13 array +2 racial +1 HD], Con 24[14 array +10 racial], Int 28 [15 array +6 racial +3 HD, +4 item], Wis 14[8 array +6 racial], Cha 16[12 array +4 racial]

SQ Dominate cloakers, engulf, moan. plane shift, shadow shift, spellcasting
Feats Ability Focus (moan), Blind-Fight, Combat Expertise, Combat Reflexes, Improved Critical (ranged spell)b, Improved Initiative, Improved Tripb, Lightning Reflexesb, Point Blank Shotb, Precise Shotb, Sudden Widen, Weapon Focus (ranged spell)b
Skills total ranks: race 96, fighter 64 Concentration +22[+16 ranks, +6 Constitution], Hide +11[-8 size, +16 ranks, +3 Dexterity], Knowledge (arcana) +25[+16 ranks, +9 Intelligence], Knowledge (the Planes) +19[+10 ranks, +9 Intelligence], Move Silently +19[+16 ranks, +3 Dexterity], Spellcraft +25[+16 ranks, +9 Intelligence], Spot +18[+16 ranks, +2 Wisdom], Tumble +13[+10 ranks, +3 Dexterity]
Possessions combat gear 

Spellbook spells prepared 

Dominate Cloakers (Ex) Cloaker lords have the natural power of domination over ordinary cloakers, allowing them to rule as the unquestioned leaders in cloaker communities

Engulf (Ex) A cloaker lord can try to wrap a foe of Large size or smaller in its body.  The cloaker lord makes a grapple attack that does not provoke an attack of opportunity.  If the cloaker lord achieves a hold, it is free to use its whiplike tail to strike at other targets while it gnaws on an engulfed victim.  The cloaker lord can bite the engulfed foe with a +4 attack bonus.



Attacks made on an engulfing cloaker lord deal half of their damage to the monster and half to the trapped victim.

Moan (Ex) As a free action, a cloaker lord can emit a dangerous subsonic moan at will, as long as it does not use its bite attack in the same round.  By varying the frequency and intensity of the moan, a cloaker lord can create one of four different effects:



Unnerve: All within 90 feet of the cloaker lord suffer a -2 morale penalty on attack and damage rolls.  Those forced to hear this sound for 6 consecutive rounds must make a Will save (DC 21) or enter a trance and become unable to attack or defend themselves until the moaning stops.  Opponents who successfully save must repeat the save next round if the moaning continues.



Fear: All those within 40 feet of the cloaker lord must make a Will save (DC 21) or flee in terror for 2 rounds.



Nausea: Everyone in a 40-foot cone must attempt a Fortitude save (DC 21) or be overcome by nausea and weakness.  Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.



Stupor: A single individual no more than 50 feet from the cloaker lord must make a Fortitude save (DC 21) or be affected as by a hold monster spell for 6 rounds.  A cloaker lord can affect only one victim at a time with this ability, so if it decides to affect one character while another is still under the effect of the stupor, the previous effect is canceled.


The DCs for all moan effects are Charisma based.

Plane Shift (Sp) Cloaker lords can travel to and from the Plane of Shadow at will.  Once per day, they can bring up to seven cloakers along with them on such a journey, as the spell plane shift.

Shadow Shift (Su) Cloaker lords have the ability to manipulate shadows.  This power is effective only in shadowy areas and has several possible effects:



Obscure Vision: The cloaker gains concealment for 1d4 rounds.



Dancing Images: This duplicates the effect of a mirror image spell cast by a 9th-level sorcerer.



Silent Images: This duplicates the effect of a silent image spell cast by a 9th-level sorcerer.

Spellcasting: Cloaker lords have the spellcasting ability of 9th-level wizards, and this ability improves as they increase in Hit Dice.  They are considered specialists in spells of the shadow subschool.



Cloaker lords cast all of their spells with verbal components only.

7: Kaorti Equals Malhel



2 Staff Masters
CR 13

Female Kaorti fighter 2, ranger 6, rogue 4, warrior 1

NE Medium outsider (evil, extraplanar)

Init +7; Senses Listen +18, Spot +18; darkvision 60 ft.

Languages Common, ancient sueloise, elven

AC 23, touch 13, flat-footed 20


(+3 Dex, +5 +3 resin scale armor, +2 natural)

hp 132 (15 HD);

Immune Poison
Resist Acid 30, cold 30, fire 10;

Fort +19, Ref +17, Will +11; evasion

Race F+3, R+3, W+3; Fighter F+3, R+0, W+0; Ranger F+5, R+5, W+2; Rogue F+1, R+4, W+1; Warrior F+2, R+0, W+0; Abilities Con +3, Dex +3, Wis +1; Iron Will, cloak of resistance +2

Weakness Material vulnerability
Speed 40 ft. in resin scale armor with longstrider (8 squares), base movement 30 ft.;

Melee masterwork quarterstaff with shillelagh and spikes +21[+14 BAB, +4 Str, +2 weapon, +1 Weapon Focus] (2d6+14/19-20) or

Melee masterwork quarterstaff with shillelagh and spikes +19/+14[+14 BAB, +4 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (2d6+14/19-20) and

Melee masterwork quarterstaff with shillelagh and spikes +19/+14[+14 BAB, +4 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (2d6+12/19-20)

Melee masterwork quarterstaff +18/+13[+14 BAB, +4 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (1d6+4) and

Melee masterwork quarterstaff +18/+13[+14 BAB, +4 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (1d6+2)

Ranged masterwork, mighty [+2], composite longbow +18[+14 BAB, +3 Dex, +1 weapon] (1d8+2)

Space 5 ft.; Reach 5 ft.

Base Atk +14; Grp +18

Atk Options Blind-Fight, Improved Two-Weapon Fighting, sneak attack +2d6, Spell-like abilities, Two-Weapon Fighting

Combat Gear potion of shillelagh x2(, ring of counter spells (greater dispel magic), scroll of greater invisibility (caster level 11) x2, scroll of haste (caster level 11) x2, scroll of resist energy (caster level 11) x2((, scroll of spikes (caster level 11) x2(
Ranger Spells Prepared (CL 3rd):


1st—longstrider(, resist energy(
Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce person (also works on kaorti)

(Already cast

Abilities Str 19, Dex 16, Con 16, Int 14, Wis 13, Cha 16

SQ Animal companion, darkvision 60 feet, evasion, favored enemy (human +7/elf +5), improved combat style (two-weapon), material vulnerability, outsider traits, sneak attack, spell-like abilities
Feats Blind-Fight, Dodge, Elusive Targetb, Enduranceb, Exotic Weapon Proficiency (ribbon dagger)b, Improved Favored Enemy, Improved Initiative, Improved Two-Weapon Fightingb, Iron Will, Mobilityb, Trackb, Two-Weapon Fightingb, Weapon Focus (quarterstaff)

Skills total ranks: race 50, fighter 8, ranger 48, rogue 40, warrior 4 Balance +21[+16 ranks, +3 Dexterity, +2 synergy], Concentration +10[+7 ranks, +3 Constitution], Craft (resin) +7[+5 ranks, +2 Intelligence], Craft (grafts) +7[+5 ranks, +2 Intelligence], Heal +14[+5 ranks, +1 Wisdom, +8 racial], Intimidate +8[+5 ranks, +3 Charisma], Knowledge (arcana) +7[+5 ranks, +2 Intelligence], Knowledge (the Planes) +7[+5 ranks, +2 Intelligence], Listen +18[+17 ranks, +1 Wisdom], Spellcraft +7(+9 deciphering scrolls)[+5 ranks, +2 Intelligence, +2 synergy], Spot +18[+17 ranks, +1 Wisdom], Survival +8(+10 on other planes)[+7 ranks, +1 Wisdom, +2 synergy], Tumble +17[+17 ranks, +3 Dexterity, -3 armor], Use Magic Device +20(+22 to use scrolls)[+17 ranks, +3 Charisma, +2 synergy]
Possessions combat gear plus +3 resin scale armor, 3 masterwork quarter staves, belt of giant strength +4, cloak of resistance +2, ring of counter spells (greater dispel magic)
Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.



Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.

Skills: Kaortis have a +8 racial bonus on Heal checks.

Raging Blitzen
CR 15

Advanced rukanyr barbarian 1

NE Gargantuan aberration

Init +3; Senses Listen +23, Spot +23; darkvision 60 ft.

Aura protection from good

Languages Common, ancient sueloise, elven

AC 28, touch 6, flat-footed 28 


(-4 size, +22 natural, -4 raging, +4 deflection)

hp 509 (23 HD); fast healing 5;

Immune sonic, possession, mental control/domination, to physical contact from non-evil summoned creatures
Fort +25, Ref +7, Will +11; (+2 versus spells and effects from good sources)

Race F+7, R+7, W+12; Barbarian F+2, R+0, W+0; Abilities Con +16, Dex +0, Wis -3; +2 to Will saves when raging, +2 versus spells and effects from good sources

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

Melee slam +37[-2 size, +17 BAB, +18 Str, +5 greater magic fang] (5d6+23) or

Melee slam +37[-2 size, +17 BAB, +18 Str, +5 greater magic fang] (5d6+23) and

Melee 6 claws +35[-2 size, +17 BAB, +18 Str, -2 Multiattack, +5 greater magic fang] (2d6+14) and

Melee 3 bites +35[-2 size, +17 BAB, +18 Str, -2 Multiattack, +5 greater magic fang] (3d6+14)

Space 20 ft.; Reach 20 ft.

Base Atk +17; Grp +47

Atk Options Poison (bite, Fortitude DC 37, 2d6 Dexterity/2d6 Dexterity), Power Attack, Rage, stunning strike, sundering roar

Special Actions Reflexive sunder

Combat Gear anklet of translocation, cloak of predatory vigor, potion of greater magic fang +5(, ring of adamantine touch, 

Abilities Str 46, Dex 10, Con 42, Int 15, Wis 4, Cha 2

SQ Darkvision 60 ft., fast healing 5, poison, rage, reflexive sunder, sonic immunity, stability, stunning strike, sundering roar
Feats Blind-Fight, Cleave, Improved Initiative, Improved Sunder, Mad Foam Rager, Multiattack, Power Attack, Reckless Rage

Skills total ranks: race 100, barbarian 6 Climb +50[+21 ranks, +17 Strength, +4 speed, +8 racial], Listen +23[+26 ranks, -3 Wisdom], Ride (skybleeder) +17[+17 ranks], Search +18[+16 ranks, +2 Intelligence], Spot +23[+26 ranks, -3 Wisdom],

Possessions combat gear plus corrupted warding cap of Urogalan, ring of protection +4
Poison (Ex): A rukanyr delivers its poison (Fort DC 37 negates) with each successful bite attack. Initial and secondary damage are the same (2d6 Dex). The save DC is Constitution based.

Stunning Strike (Ex): Anyone hit by a rukanyr’s slam attack must make a Fortitude saving throw (DC 37) or be stunned for 1d4 rounds. The save DC is Constitution based.

Sundering Roar (Su): Once every 1d4 rounds, a rukanyr can emit a devastating roar from one of its mouths. All creatures within 60 ft. of a rukanyr must make Fortitude saves (DC 37) or be deafened for 2d6 rounds. Additionally, a rukanyr can target one creature or object within its range to be the focal point of this of this destructive attack. This creature or object takes 12d6 points of sonic damage (Reflex DC 37 for half). If a creature is targeted, this damage also applies to the armor worn and weapons carried by a creature. Both saves DC are Constitution based.

Fast Healing (Ex): A rukanyr regains lost hit points at the rate of 5 per round. Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a rukanyr to regrow or reattach lost body parts.

Reflexive Sunder (Ex): The armor plates that cover a rukanyr shift and rub against each other in combat, creating a jarring sound like that of trees rubbing together in a high wind. Anyone who strikes a rukanyr with a slashing or piercing melee attack must make a Reflex save (DC 20) or the armor plates shift and crush the weapon, dealing 6d6+18 points of damage to the weapon and tearing it from the victim’s grasp. The weapon lands at the attacker’s feet if it is not broken by the damage. The save DC is Constitution based.

Stability (Ex): A rukanyr is incredibly stable and can not be tripped. It gains a +20 stability bonus on its Strength check to avoid being bull rushed.

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

Blitzen (not raging)
CR 15

AC 32, touch 10, flat-footed 32


(-4 size, +22 natural, +4 deflection)

hp 440 (23 HD);

Fort +22, Ref +7, Will +9; (+2 versus spells and effects from good sources)

Race F+7, R+7, W+12; Barbarian F+2, R+0, W+0; Abilities Con +13, Dex +0, Wis -3; +2 versus spells and effects from good sources

Melee slam +30[-2 size, +17 BAB, +15 Str] (5d6+15) or

Melee slam +30[-2 size, +17 BAB, +15 Str] (5d6+15) and

Melee 6 claws +28[-2 size, +17 BAB, +15 Str, -2 Multiattack] (2d6+7) and

Melee 3 bites +28[-2 size, +17 BAB, +15 Str, -2 Multiattack] (3d6+7)

Abilities Str 40, Con 36

Skills Climb +48[+21 ranks, +15 Strength, +4 speed, +8 racial
7a: Journey to the Far Realms


Kaorti Warmage4
CR 5

Kaorti warmage 4

NE Medium outsider (evil, extraplanar)

Init +2; Senses Darkvision 60 ft, Listen +1, Spot -1

Languages Common, Ancient Sueloise, Draconic, Elven, Kaorti, Sylvan 

AC 18, touch 12, flat-footed 16


(+2 Dex, +4 armor, +2 shield)

hp 29 (6 HD) 

Immune poison
Fort +5, Ref +6, Will +6

Race F+3, R+3, W+3; Class F+1, R+1, W+4; Abilities Con +1, Dex +2, Wis -1

Weakness Material vulnerability
Speed 20 ft. in light armor (4 squares), base speed 30 ft (6 squares)

Melee ribbon dagger +2[+4 BAB, -2 Str] (1d4-2/x4)

Ranged ray spell +6[+4 BAB, +2 Dex] (spell damage) or

Ranged ray spell +7[+4 BAB, +2 Dex, +1 point blank shot] within 30 feet (spell damage)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +2

Atk Options Spells, spell-like abilities

Combat Gear ribbon dagger

Warmage Spells Known (CL 4th, DC 14 + spell level, warmage edge +7):


2nd (4/day)—blades of fire, continual flame, fire trap, fireburst, flaming sphere, ice knife, melf’s acid arrow, pyrotechnics, scorching ray, shatter, whirling blade

1st (7/day)—accuracy, burning hands, chill touch, fist of stone, hail of stone, magic missile, lesser orb of acid, lesser orb of cold, lesser orb of electricity, lesser orb of fire, lesser orb of sound, shocking grasp, true strike

0 (6/day)—acid splash, disrupt undead, light, ray of frost
(Already cast

Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce
(Already cast

Abilities Str 6, Dex 15, Con 12, Int 24, Wis 8, Cha 19 
SQ Darkvision 60’, Outsider traits
Feats Exotic Weapon Proficiency (ribbon dagger)B, Precise Shot3, Point Blank Shot1 

Skills total ranks: race 65, class 28 Concentration +10[+9 ranks, +1 Con], Craft (gemcutting) +12[+5 ranks, +7 Int], Craft (weaving) +12[+5 ranks, +7 Int], Heal +12[+5 ranks, -1Wis, +8 racial], Intimidate +9[+5 ranks, +4 Cha], Knowledge (arcana) +16[+9 ranks, +7 Int], Knowledge (dungeoneering) +11 [+4 ranks crossclass,+7 Int], Knowledge (history) +11[+2 ranks crossclass, +2 rank class, +7 Int], Knowledge (local: Sheldomar) +11[+4 ranks crossclass, +7 Int], Knowledge (planes) +12[+5 ranks,, +7 Int], Listen +1[+2 ranks crossclass, -1 Wis], Spellcraft +18 (+20 to decipher scrolls)[+9 ranks, +2 or 4 synergy, +7 Int],Survival +4 (+6 on other planes)[+5 ranks, - Wis, +2 synergy] Use Magic Device +12 (+14 to use scrolls)[+5 ranks class, +3 rank crossclass, +4 Cha, +2 synergy].  Kaortis have a +8 racial bonus on Heal checks.

Possessions combat gear plus headband of intellect +2, resin suit, heavy wooden shield, spell component pouch x2

Armored Mage (Ex): A warmage can avoid arcane spell failure as long as he uses only light armor and shields.

Warmage Edge (Ex): Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus to the amount of damage dealt.

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.


Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.
Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.Skills. 

Kimbertos Skotti the Younger
CR 16

Kaorti warmage 5/Divine Oracle 2/Fatespinner 5/Wild Mage 2

NE Medium outsider (evil, extraplanar)

Init +9; Senses Darkvision 60 ft, Listen +2, Spot +0

Languages Common, Ancient Sueloise, Draconic, Elven, Kaorti, Sylvan 

AC 24, touch 17, flat-footed 21


(+3 Dex, +5 armor, +2 natural, +2 deflection, +2 luck)

hp 94 (16 HD) 

Immune poison
Fort +12, Ref +16, Will +21

Weakness Material vulnerability
Speed 20 ft. in light armor (4 squares), base speed 30 ft (6 squares)

Melee ribbon dagger +8[+8 BAB, 0 Str] (1d4/x4)

Melee staff of power +8/+3[+8 BAB, 0 Str] (1d6)

Ranged ray spell +11[+8 BAB, +3 Dex] (spell damage) or

Ranged ray spell +12[+8 BAB, +3 Dex, +1 point blank shot] within 30 feet (spell damage+1)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +8

Atk Options Spells, spell-like abilities

Combat Gear ribbon dagger, +1 kaorti resin suit, amulet of tears, anklet of translocation, belt of battle, cloak of resistance +3, headband of intellect +4, hellcat gauntlets, oil of dispel magic, potion of extended bull’s strength, potion of remove blindness, ring of protection +2, rod of silent spells, robe of arcane might, staff of power, vest of the master evoker, spiked gauntlet, spell component pouches

Warmage Spells Known (CL 15+1d6, DC 15 + spell level, +2 for divination spells, +1 for evocation spells warmage edge +7):

6th (5/day)– acid fog, blade barrier, chain lightning, circle of death, disintegrate, fire seeds, Otiluke’s freezing sphere, Tenser’s transformation 
5th (7/day)– arc of lightning, cloudkill, cone of cold, greater fireburst, mass fire shield, flame strike, prismatic ray
4th (7/day)– blast of flame, contagion, Evard’s black tentacles, orbs of acid, cold, electricity, fire, force, and sound, phantasmal killer, shout, wall of fire
3rd (7/day)– fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud
2nd (8/day)—blades of fire, continual flame, fire trap, fireburst, flaming sphere, ice knife, melf’s acid arrow, pyrotechnics, scorching ray, shatter, whirling blade

1st (8/day)—accuracy, burning hands, chill touch, fist of stone, hail of stone, magic missile, lesser orb of acid, lesser orb of cold, lesser orb of electricity, lesser orb of fire, lesser orb of sound, shocking grasp, true strike

0 (8/day)—acid splash, disrupt undead, light, ray of frost
(Already cast

Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce
(Already cast

Abilities Str 10, Dex 16, Con 14, Int 24, Wis 14, Cha 20 
SQ Darkvision 60’, Outsider traits
Feats Improved Initiative, Insightful, Magical Aptitude, Point Blank Shot, Practiced Spellcaster, Precise Shot

Skills Concentration +21, Knowledge (arcana) +17, Knowledge (the planes) +16, Profession (gambler) +7, Spellcraft +28, Tumble +1, Use Magic Device +11.  Kaortis have a +8 racial bonus on Heal checks.

Possessions combat gear plus spell component pouch x2

Armored Mage (Ex): A warmage can avoid arcane spell failure as long as he uses only light armor and shields.

Deny Fate (Ex): Automatically stabilize while dying for the first time each day.
Fickle Finger of Fate (Ex): On reaching 2nd level, a fatespinner gains the ability to affect the luck of others. Once per day as an immediate action, he can force any other creature to reroll a roll that it has just made. Must have line of sight, must use new roll.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.Skills. 

Prescient Sense (Ex): On a successful Reflex save for half damage, he avoids damage entirely.

Random Deflector (Ex): Once per day, as an immediate action, activate to, until the beginning of his next turn, redirect ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. A wild mage includes himself and his allies among the new targets.

Resist Fate (Ex): Once per day, a fatespinner can reroll one roll that he has just made, using that roll instead of the orginal.

Scry Bonus (Su): A divine oracle adds a +1 sacred bonus to the save DC of all his divination (scrying) spells.

Seal Fate (Su): Once per day as a free action, the fatespinner selects a target creature he can see within 30 feet with hit dice equal to or less than his. The creature receives either a -10 penalty or a +10 bonus on its next saving throw, as decided by the fatespinner. Duration:1 round.

Spin Destiny (Ex): Beginning at 3rd level, a fatespinner can use spin to add to any skill check, attack roll, or saving throw before making the roll. 

Spin Fate (Ex): (5 pts) A mage of many fates understands that “chance” is not as random as many believe it to be, and he can adjust the probability of certain events by applying a force that fatespinners refer to as “spin.” Each day, a fatespinner can use a number of points equal to his fatespinner class level. As a free action, a fatespinner can use stored spin to boost the save DC of a spell he casts, adding some or all of his spin to the DC, on a point-for-point basis. 
Trap Sense (Ex): At 2nd level, the divine oracle gains an intuitive sense that alerts him to danger from traps, giving him a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks by traps.

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.


Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.
Warmage Edge (Ex): Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus to the amount of damage dealt.

Wild Magic: Variable caster level; included in stat block above.

General As’Diel
CR 16

Always CE Large outsider (chaotic, extraplanar, evil, tanar'ri)
Init +4; Senses darkvision 60 ft.; Listen +31, Spot +31
Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 29, touch 13, flat-footed 25 (-1 size, +4 Dex, +16 natural)

hp 216 (16 HD); DR 10/good and cold iron

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 25

Fort +19, Ref +14, Will +14
Speed 40 ft. (8 squares)

Melee Primary longsword +25/+20/+15/+10 (2d6+9/19-20) and 5 longsword +25 (2d6+4/19-20) and tail slap +22 (4d6+4)

Melee 6 slams +24 (1d8+9) and tail slap +22 (4d6+4)

Space 10 ft; Reach 10 ft.

Base Atk +16; Grp +29

Atk Options Combat Reflexes, Power Attack

Special Actions constrict 4d6+13, improved grab, summon tanar-ri

Spell-Like Abilities (CL 16): At will—align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, see invisibility, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25)
Abilities Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24

Feats Combat Expertise, Combat Reflexes, Multi-weapon Fighting, Multiattack, Power Attack, Weapon Focus (longsword)

Skills Bluff +26, Concentration +28, Diplomacy +30, Disguise +7 (+9 acting), Hide +19, Intimidate
     +28, Listen +31, Move Silently +23, Search +23, Sense Motive +23, Spellcraft +23 (+25
     scrolls), Spot +31, Survival +4 (+6 following tracks), Use Magic Device +26 (+28 scrolls)

Constrict (Ex) A marilith deals 4d6+13 points of damage with a successful grapple check. The constricted creature must succeed on a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds thereafter. The save DC is Strength-based.

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

Summon Demon (Sp): Once per day a marilith can attempt to summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a 50% chance of success, or one glabrezu or another marilith with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Mariliths continuously use this ability, as the spell (caster level 16th).

Appendix 5: APL16

6: cloak and shadow




Cloaker Lord
CR 17

Cloaker lord fighter 10

CN Huge Aberration

Init +7; Senses Listen +2, Spot +19

Aura greater anticipate teleportation

Languages Undercommon

AC 25, touch 11, flat-footed 23


(-2 size, +3 Dex, +6 greater mage armor, +8 natural)

hp 280 with false life (19 HD) 

Resist acid 30, cold 30, electricity 30, fire 30; SR 28

Fort +22, Ref +17, Will +17

Race F+3, R+3, W+6; Fighter F+7, R+3, W+3; Abilities Con +6, Dex +3, Wis +2; Lightning Reflexes, +6 superior resistance
Speed 10 ft. (2 squares), fly 50 ft. (average);

Melee Tail slap +22[-2 size, +16 BAB, +8 Str] (2d6+8) or

Melee Tail slap +22[-2 size, +16 BAB, +8 Str] (2d6+8) and

Melee Bite +17[-2 size, +16 BAB, +8 Str, -5 secondary] (2d4+4)

Ranged Spell +18[-2 size, +16 BAB, +3 Dex, +1 Weapon Focus] (by spell/19-20, x2)

Ranged Spell +19[-2 size, +16 BAB, +3 Dex, +1 Weapon Focus, +1 Point Blank Shot] (by spell +1) within 30 feet

Space 15 ft.; Reach 10 ft. (5 ft. with bite)

Base Atk +16; Grp +32

Atk Options Engulf, moan, spellcasting

Special Actions Shadow shift

Combat Gear headband of intellect +6

Wizard Spells Prepared (CL 19th, DC 20 + spell level):


9th—power word: kill, reaving dispel, time stop, wish

8th—horrid wilting, mind blank(, moment of prescience(, wall of greater dispel magic


7th—avasculate, greater arcane sight, prismatic spray, reverse gravity, spell turning

6th—acid storm, contingency (displacement)(, extract water elemental, fleshshiver, greater anticipate teleportation(, superior resistance(

5th—arc of lightning, cone of cold, feeblemind, moonbowx2, telekinesis


4th—, dimension door, greater invisibility, lesser globe of invulnerability, orb of acid, ray deflection, solid fog

3rd—displacement(, fly, greater mage armor(, slow, sound lance, vampiric touch

2nd—false life (already calculated in hit points)(, mirror image, scorching ray, resist energyx4((((

1st—guided shot x7


0—detect magic, prestidigitation x2, read magic

(Already cast

Abilities Str 26, Dex 16, Con 22, Int 30, Wis 15, Cha 20

SQ Dominate cloakers, engulf, moan. plane shift, shadow shift, spellcasting
Feats Ability Focus (moan), Blind-Fight, Combat Expertise, Combat Reflexes, Improved Critical (ranged spell)b, Improved Initiative, Improved Toughnessb, Improved Tripb, Lightning Reflexesb, Point Blank Shotb, Precise Shotb, Quicken Spell, Sudden Empower, Weapon Focus (ranged spell)b
Skills total ranks: race 96, fighter 80 Concentration +23[+17 ranks, +6 Constitution], Hide +12[-8 size, +17 ranks, +3 Dexterity], Knowledge (arcana) +27[+17 ranks, +10 Intelligence], Knowledge (the Planes) +21[+11 ranks, +10 Intelligence], Move Silently +20[+17 ranks, +3 Dexterity], Spellcraft +27[+17 ranks, +10 Intelligence], Spot +19[+17 ranks, +2 Wisdom], Tumble +14[+11 ranks, +3 Dexterity]
Possessions combat gear plus 

Spellbook spells prepared plus 0—

Dominate Cloakers (Ex) Cloaker lords have the natural power of domination over ordinary cloakers, allowing them to rule as the unquestioned leaders in cloaker communities

Engulf (Ex) A cloaker lord can try to wrap a foe of Large size or smaller in its body.  The cloaker lord makes a grapple attack that does not provoke an attack of opportunity.  If the cloaker lord achieves a hold, it is free to use its whiplike tail to strike at other targets while it gnaws on an engulfed victim.  The cloaker lord can bite the engulfed foe with a +4 attack bonus.



Attacks made on an engulfing cloaker lord deal half of their damage to the monster and half to the trapped victim.

Moan (Ex) As a free action, a cloaker lord can emit a dangerous subsonic moan at will, as long as it does not use its bite attack in the same round.  By varying the frequency and intensity of the moan, a cloaker lord can create one of four different effects:



Unnerve: All within 90 feet of the cloaker lord suffer a -2 morale penalty on attack and damage rolls.  Those forced to hear this sound for 6 consecutive rounds must make a Will save (DC 21) or enter a trance and become unable to attack or defend themselves until the moaning stops.  Opponents who successfully save must repeat the save next round if the moaning continues.



Fear: All those within 40 feet of the cloaker lord must make a Will save (DC 21) or flee in terror for 2 rounds.



Nausea: Everyone in a 40-foot cone must attempt a Fortitude save (DC 21) or be overcome by nausea and weakness.  Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.



Stupor: A single individual no more than 50 feet from the cloaker lord must make a Fortitude save (DC 21) or be affected as by a hold monster spell for 6 rounds.  A cloaker lord can affect only one victim at a time with this ability, so if it decides to affect one character while another is still under the effect of the stupor, the previous effect is canceled.


The DCs for all moan effects are Charisma based.

Plane Shift (Sp) Cloaker lords can travel to and from the Plane of Shadow at will.  Once per day, they can bring up to seven cloakers along with them on such a journey, as the spell plane shift.

Shadow Shift (Su) Cloaker lords have the ability to manipulate shadows.  This power is effective only in shadowy areas and has several possible effects:



Obscure Vision: The cloaker gains concealment for 1d4 rounds.



Dancing Images: This duplicates the effect of a mirror image spell cast by a 9th-level sorcerer.



Silent Images: This duplicates the effect of a silent image spell cast by a 9th-level sorcerer.

Spellcasting: Cloaker lords have the spellcasting ability of 9th-level wizards, and this ability improves as they increase in Hit Dice.  They are considered specialists in spells of the shadow subschool.



Cloaker lords cast all of their spells with verbal components only.
7: Kaorti Equals malhel



2 Staff Masters
CR 15

Female Kaorti fighter 4, ranger 6, rogue 4, warrior 1

NE Medium outsider (evil, extraplanar)

Init +9; Senses Listen +19, Spot +19; darkvision 60 ft.

Languages Common, ancient sueloise, elven

AC 23, touch 13, flat-footed 20


(+3 Dex, +5 +3 resin scale armor, +2 natural)

hp 153 (17 HD);

Immune Poison
Resist Acid 30, cold 30, fire 10;

Fort +19, Ref +17, Will +11; evasion

Race F+3, R+3, W+3; Fighter F+4, R+1, W+1; Ranger F+5, R+5, W+2; Rogue F+1, R+4, W+1; Warrior F+2, R+0, W+0; Abilities Con +3, Dex +5, Wis +1; Iron Will, cloak of resistance +2

Weakness Material vulnerability
Speed 40 ft. in resin scale armor with longstrider (8 squares), base movement 30 ft.;

Melee masterwork quarterstaff with shillelagh and spikes +24[+16 BAB, +5 Str, +2 weapon, +1 Weapon Focus] (2d6+17/19-20) or

Melee masterwork quarterstaff with shillelagh and spikes +22/+17/+12/+7[+16 BAB, +5 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (2d6+17/19-20) and

Melee masterwork quarterstaff with shillelagh and spikes +22/+17/+12[+16 BAB, +5 Str, +2 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (2d6+14/19-20)

Melee masterwork quarterstaff +21/+16/+11/+6[+16 BAB, +5 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting] (1d6+7) and

Melee masterwork quarterstaff +21/+17/+12[+16 BAB, +5 Str, +1 weapon, +1 Weapon Focus, -2 Two-Weapon Fighting, Improved Two-Weapon Fighting] (1d6+4)

Ranged masterwork, mighty [+5], composite longbow +20[+16 BAB, +3 Dex, +1 weapon] (1d8+5)

Space 5 ft.; Reach 5 ft.

Base Atk +16; Grp +20

Atk Options Blind-Fight, Improved Two-Weapon Fighting, sneak attack +2d6, Spell-like abilities, Two-Weapon Fighting

Combat Gear greater rubicund frenzy armor crystal, potion of shillelagh x2(, ring of counter spells (greater dispel magic), scroll of greater dispel magic (caster level 11) x2, scroll of greater invisibility (caster level 11) x2, scroll of haste (caster level 11) x2, scroll of resist energy (caster level 11) x2((, scroll of spikes (caster level 11) x2(
Ranger Spells Prepared (CL 3rd):


1st—longstrider(, resist energy(
Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce person (also works on kaorti)

(Already cast

Abilities Str 21, Dex 20, Con 16, Int 14, Wis 13, Cha 16

SQ Animal companion, darkvision 60 feet, evasion, favored enemy (human +7/elf +5), improved combat style (two-weapon), material vulnerability, outsider traits, sneak attack, spell-like abilities
Feats Blind-Fight, Dodge, Elusive Targetb, Enduranceb, Exotic Weapon Proficiency (ribbon dagger)b, Greater Two-Weapon Fighting, Improved Favored Enemy, Improved Initiative, Improved Two-Weapon Fightingb, Iron Will, Mobilityb, Trackb, Two-Weapon Fightingb, Weapon Focus (quarterstaff), Weapon Specialization (quarterstaff)b
Skills total ranks: race 50, fighter 16, ranger 48, rogue 40, warrior 4 Balance +23[+16 ranks, +5 Dexterity, +2 synergy], Concentration +10[+7 ranks, +3 Constitution], Craft (resin) +7[+5 ranks, +2 Intelligence], Craft (grafts) +7[+5 ranks, +2 Intelligence], Heal +14[+5 ranks, +1 Wisdom, +8 racial], Intimidate +8[+5 ranks, +3 Charisma], Knowledge (arcana) +7[+5 ranks, +2 Intelligence], Knowledge (the Planes) +7[+5 ranks, +2 Intelligence], Listen +19[+18 ranks, +1 Wisdom], Spellcraft +7(+9 deciphering scrolls)[+5 ranks, +2 Intelligence, +2 synergy], Spot +19[+18 ranks, +1 Wisdom], Survival +8(+10 on other planes)[+7 ranks, +1 Wisdom, +2 synergy], Tumble +20[+18 ranks, +5 Dexterity, -3 armor], Use Magic Device +21(+23 to use scrolls)[+18 ranks, +3 Charisma, +2 synergy]
Possessions combat gear plus +3 resin scale armor, 3 masterwork quarter staves, belt of giant strength +6, cloak of resistance +2, gloves of Dexterity +4, ring of counter spells (greater dispel magic)
Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.



Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.

Skills: Kaortis have a +8 racial bonus on Heal checks.

Raging Blitzen
CR 17

Advanced rukanyr barbarian 2

NE Gargantuan aberration

Init +3; Senses Listen +23, Spot +23; darkvision 60 ft.

Aura protection from good

Languages Common, ancient sueloise, elven

AC 28, touch 6, flat-footed 28 


(-4 size, +22 natural, -4 raging, +4 deflection)

hp 650 (28 HD); fast healing 5;

Immune sonic, possession, mental control/domination, to physical contact from non-evil summoned creatures
Fort +28, Ref +8, Will +14; (+2 versus spells and effects from good sources)

Race F+8, R+8, W+15; Barbarian F+3, R+0, W+0; Abilities Con +17, Dex +0, Wis -3; +2 to Will saves when raging, +2 versus spells and effects from good sources

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

Melee slam +41[-2 size, +21 BAB, +18 Str, +5 greater magic fang] (5d6+23) or

Melee slam +41[-2 size, +21 BAB, +18 Str, +5 greater magic fang] (5d6+23) and

Melee 6 claws +39[-2 size, +21 BAB, +18 Str, -2 Multiattack, +5 greater magic fang] (2d6+14) and

Melee 3 bites +39[-2 size, +21 BAB, +18 Str, -2 Multiattack, +5 greater magic fang] (3d6+14)

Space 20 ft.; Reach 20 ft.

Base Atk +21; Grp +51

Atk Options Poison (bite, Fortitude DC 40, 2d6 Dexterity/2d6 Dexterity), Power Attack, Rage, stunning strike, sundering roar

Special Actions Reflexive sunder

Combat Gear anklet of translocation, cloak of predatory vigor, potion of greater magic fang +5(, ring of adamantine touch, 

Abilities Str 46, Dex 10, Con 44, Int 15, Wis 4, Cha 2

SQ Darkvision 60 ft., fast healing 5, poison, rage, reflexive sunder, sonic immunity, stability, stunning strike, sundering roar
Feats Ability Focus (stunning strike), Ability Focus (sundering roar), Blind-Fight, Cleave, Improved Initiative, Improved Sunder, Mad Foam Rager, Multiattack, Power Attack, Reckless Rage

Skills total ranks: race 116, barbarian 12 Climb +55[+25 ranks, +18 Strength, +4 speed, +8 racial], Listen +28[+31 ranks, -3 Wisdom], Ride (skybleeder) +23[+23 ranks], Search +22[+20 ranks, +2 Intelligence], Spot +28[+31 ranks, -3 Wisdom],

Possessions combat gear plus corrupted warding cap of Urogalan, ring of protection +4
Poison (Ex): A rukanyr delivers its poison (Fort DC 40 negates) with each successful bite attack. Initial and secondary damage are the same (2d6 Dex). The save DC is Constitution based.

Stunning Strike (Ex): Anyone hit by a rukanyr’s slam attack must make a Fortitude saving throw (DC 42) or be stunned for 1d4 rounds. The save DC is Constitution based.

Sundering Roar (Su): Once every 1d4 rounds, a rukanyr can emit a devastating roar from one of its mouths. All creatures within 60 ft. of a rukanyr must make Fortitude saves (DC 42) or be deafened for 2d6 rounds. Additionally, a rukanyr can target one creature or object within its range to be the focal point of this of this destructive attack. This creature or object takes 12d6 points of sonic damage (Reflex DC 42 for half). If a creature is targeted, this damage also applies to the armor worn and weapons carried by a creature. Both saves DC are Constitution based.

Fast Healing (Ex): A rukanyr regains lost hit points at the rate of 5 per round. Fast healing does not restore hit points lost from starvation, thirst, or suffocation, and it does not allow a rukanyr to regrow or reattach lost body parts.

Reflexive Sunder (Ex): The armor plates that cover a rukanyr shift and rub against each other in combat, creating a jarring sound like that of trees rubbing together in a high wind. Anyone who strikes a rukanyr with a slashing or piercing melee attack must make a Reflex save (DC 21) or the armor plates shift and crush the weapon, dealing 6d6+18 points of damage to the weapon and tearing it from the victim’s grasp. The weapon lands at the attacker’s feet if it is not broken by the damage. The save DC is Constitution based.

Stability (Ex): A rukanyr is incredibly stable and can not be tripped. It gains a +20 stability bonus on its Strength check to avoid being bull rushed.

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

Blitzen (not raging)
CR 17

AC 32, touch 10, flat-footed 32


(-4 size, +22 natural, +4 deflection)

hp 440 (23 HD);

Fort +25, Ref +7, Will +12; (+2 versus spells and effects from good sources)

Race F+8, R+8, W+15; Barbarian F+3, R+0, W+0; Abilities Con +14, Dex +0, Wis -3; +2 versus spells and effects from good sources

Melee slam +34[-2 size, +21 BAB, +15 Str] (5d6+15) or

Melee slam +34[-2 size, +21 BAB, +15 Str] (5d6+15) and

Melee 6 claws +32[-2 size, +21 BAB, +15 Str, -2 Multiattack] (2d6+7) and

Melee 3 bites +32[-2 size, +21 BAB, +15 Str, -2 Multiattack] (3d6+7)

Abilities Str 40, Con 38

Skills Climb +48[+21 ranks, +15 Strength, +4 speed, +8 racial
7a: Journey to the Far Realms


Kaorti Warmage4
CR 5

Kaorti warmage 4

NE Medium outsider (evil, extraplanar)

Init +2; Senses Darkvision 60 ft, Listen +1, Spot -1

Languages Common, Ancient Sueloise, Draconic, Elven, Kaorti, Sylvan 

AC 18, touch 12, flat-footed 16


(+2 Dex, +4 armor, +2 shield)

hp 29 (6 HD) 

Immune poison
Fort +5, Ref +6, Will +6

Race F+3, R+3, W+3; Class F+1, R+1, W+4; Abilities Con +1, Dex +2, Wis -1

Weakness Material vulnerability
Speed 20 ft. in light armor (4 squares), base speed 30 ft (6 squares)

Melee ribbon dagger +2[+4 BAB, -2 Str] (1d4-2/x4)

Ranged ray spell +6[+4 BAB, +2 Dex] (spell damage) or

Ranged ray spell +7[+4 BAB, +2 Dex, +1 point blank shot] within 30 feet (spell damage)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +2

Atk Options Spells, spell-like abilities

Combat Gear ribbon dagger

Warmage Spells Known (CL 4th, DC 14 + spell level, warmage edge +7):


2nd (4/day)—blades of fire, continual flame, fire trap, fireburst, flaming sphere, ice knife, melf’s acid arrow, pyrotechnics, scorching ray, shatter, whirling blade

1st (7/day)—accuracy, burning hands, chill touch, fist of stone, hail of stone, magic missile, lesser orb of acid, lesser orb of cold, lesser orb of electricity, lesser orb of fire, lesser orb of sound, shocking grasp, true strike

0 (6/day)—acid splash, disrupt undead, light, ray of frost
(Already cast

Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce
(Already cast

Abilities Str 6, Dex 15, Con 12, Int 24, Wis 8, Cha 19 
SQ Darkvision 60’, Outsider traits
Feats Exotic Weapon Proficiency (ribbon dagger)B, Precise Shot3, Point Blank Shot1 

Skills total ranks: race 65, class 28 Concentration +10[+9 ranks, +1 Con], Craft (gemcutting) +12[+5 ranks, +7 Int], Craft (weaving) +12[+5 ranks, +7 Int], Heal +12[+5 ranks, -1Wis, +8 racial], Intimidate +9[+5 ranks, +4 Cha], Knowledge (arcana) +16[+9 ranks, +7 Int], Knowledge (dungeoneering) +11 [+4 ranks crossclass,+7 Int], Knowledge (history) +11[+2 ranks crossclass, +2 rank class, +7 Int], Knowledge (local: Sheldomar) +11[+4 ranks crossclass, +7 Int], Knowledge (planes) +12[+5 ranks,, +7 Int], Listen +1[+2 ranks crossclass, -1 Wis], Spellcraft +18 (+20 to decipher scrolls)[+9 ranks, +2 or 4 synergy, +7 Int],Survival +4 (+6 on other planes)[+5 ranks, - Wis, +2 synergy] Use Magic Device +12 (+14 to use scrolls)[+5 ranks class, +3 rank crossclass, +4 Cha, +2 synergy].  Kaortis have a +8 racial bonus on Heal checks.

Possessions combat gear plus headband of intellect +2, resin suit, heavy wooden shield, spell component pouch x2

Armored Mage (Ex): A warmage can avoid arcane spell failure as long as he uses only light armor and shields.

Warmage Edge (Ex): Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus to the amount of damage dealt.

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.


Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.
Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.Skills. 

Frederick Tannert
CR 16

Kaorti warmage 5/Divine Oracle 2/Fatespinner 5/Wild Mage 2

NE Medium outsider (evil, extraplanar)

Init +9; Senses Darkvision 60 ft, Listen +2, Spot +0

Languages Common, Ancient Sueloise, Draconic, Elven, Kaorti, Sylvan 

AC 24, touch 17, flat-footed 21


(+3 Dex, +5 armor, +2 natural, +2 deflection, +2 luck)

hp 94 (16 HD) 

Immune poison
Fort +12, Ref +16, Will +21

Weakness Material vulnerability
Speed 20 ft. in light armor (4 squares), base speed 30 ft (6 squares)

Melee ribbon dagger +8[+8 BAB, 0 Str] (1d4/x4)

Melee staff of power +8/+3[+8 BAB, 0 Str] (1d6)

Ranged ray spell +11[+8 BAB, +3 Dex] (spell damage) or

Ranged ray spell +12[+8 BAB, +3 Dex, +1 point blank shot] within 30 feet (spell damage+1)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +8

Atk Options Spells, spell-like abilities

Combat Gear ribbon dagger, +1 kaorti resin suit, amulet of tears, anklet of translocation, belt of battle, cloak of resistance +3, headband of intellect +4, hellcat gauntlets, oil of dispel magic, potion of extended bull’s strength, potion of remove blindness, ring of protection +2, rod of silent spells, robe of arcane might, staff of power, vest of the master evoker, spiked gauntlet, spell component pouches

Warmage Spells Known (CL 15+1d6, DC 15 + spell level, +2 for divination spells, +1 for evocation spells warmage edge +7):

6th (5/day)– acid fog, blade barrier, chain lightning, circle of death, disintegrate, fire seeds, Otiluke’s freezing sphere, Tenser’s transformation 
5th (7/day)– arc of lightning, cloudkill, cone of cold, greater fireburst, mass fire shield, flame strike, prismatic ray
4th (7/day)– blast of flame, contagion, Evard’s black tentacles, orbs of acid, cold, electricity, fire, force, and sound, phantasmal killer, shout, wall of fire
3rd (7/day)– fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud
2nd (8/day)—blades of fire, continual flame, fire trap, fireburst, flaming sphere, ice knife, melf’s acid arrow, pyrotechnics, scorching ray, shatter, whirling blade

1st (8/day)—accuracy, burning hands, chill touch, fist of stone, hail of stone, magic missile, lesser orb of acid, lesser orb of cold, lesser orb of electricity, lesser orb of fire, lesser orb of sound, shocking grasp, true strike

0 (8/day)—acid splash, disrupt undead, light, ray of frost
(Already cast

Spell-Like Abilities (CL 3rd, DC 14+spell level, each 1/day):


2nd— spider climb

1st— disguise self, color spray, feather fall, ray of enfeeblement, reduce
(Already cast

Abilities Str 10, Dex 16, Con 14, Int 24, Wis 14, Cha 20 
SQ Darkvision 60’, Outsider traits
Feats Improved Initiative, Insightful, Magical Aptitude, Point Blank Shot, Practiced Spellcaster, Precise Shot

Skills Concentration +21, Knowledge (arcana) +17, Knowledge (the planes) +16, Profession (gambler) +7, Spellcraft +28, Tumble +1, Use Magic Device +11.  Kaortis have a +8 racial bonus on Heal checks.

Possessions combat gear plus spell component pouch x2

Armored Mage (Ex): A warmage can avoid arcane spell failure as long as he uses only light armor and shields.

Deny Fate (Ex): Automatically stabilize while dying for the first time each day.
Fickle Finger of Fate (Ex): On reaching 2nd level, a fatespinner gains the ability to affect the luck of others. Once per day as an immediate action, he can force any other creature to reroll a roll that it has just made. Must have line of sight, must use new roll.

Material Vulnerability (Ex): The Material Plane is painful to an unprotected kaorti. An unprotected kaorti must make a Fortitude save each hour (DC 15, +1 per previous check) or take 1d6 points of non-lethal damage and become fatigued. This fatigued condition persists until the kaorti recovers all the non-lethal damage it took from its exposure to the Material Plane. Is a kaorti is rendered unconscious through the accumulation of non-lethal damage (from this ability or from any other source), the Material Plane environs begin to deal normal damage at the same rate (Fort save negates; save DC continues to increase per check as stated above). A kaorti wearing a resin suit, or a kaorti in a cyst, is protected from the effects of the Material Plane.Skills. 

Prescient Sense (Ex): On a successful Reflex save for half damage, he avoids damage entirely.

Random Deflector (Ex): Once per day, as an immediate action, activate to, until the beginning of his next turn, redirect ranged attacks, ranged touch attacks, and individually targeted spells so that they instead attack or affect a random target within 20 feet of him. A wild mage includes himself and his allies among the new targets.

Resist Fate (Ex): Once per day, a fatespinner can reroll one roll that he has just made, using that roll instead of the orginal.

Scry Bonus (Su): A divine oracle adds a +1 sacred bonus to the save DC of all his divination (scrying) spells.

Seal Fate (Su): Once per day as a free action, the fatespinner selects a target creature he can see within 30 feet with hit dice equal to or less than his. The creature receives either a -10 penalty or a +10 bonus on its next saving throw, as decided by the fatespinner. Duration:1 round.

Spin Destiny (Ex): Beginning at 3rd level, a fatespinner can use spin to add to any skill check, attack roll, or saving throw before making the roll. 

Spin Fate (Ex): (5 pts) A mage of many fates understands that “chance” is not as random as many believe it to be, and he can adjust the probability of certain events by applying a force that fatespinners refer to as “spin.” Each day, a fatespinner can use a number of points equal to his fatespinner class level. As a free action, a fatespinner can use stored spin to boost the save DC of a spell he casts, adding some or all of his spin to the DC, on a point-for-point basis. 
Trap Sense (Ex): At 2nd level, the divine oracle gains an intuitive sense that alerts him to danger from traps, giving him a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks by traps.

Vile Transformation (Su): A kaorti can infuse any living creature with otherworldly essence from the Far Realm, permanently transforming the target into a mockery of its previous form. This process takes 8 hours, during which time the kaorti’s jaws must be locked onto the victim, who must be either willing or helpless for the duration. After 8 hours, the victim must make a Fortitude save (DC 11). Failure indicates that victim transforms into a kaorti (if the victim is human), or into a kaorti thrall. If the victim succeeds at the save, the kaorti can attempt the transform again; each attempt to transform a victim increases the save DC by +1.


Creatures transformed into kaortis retain any class abilities and modify their ability scores as follows: Str –4, Dex +4, Int +4, Cha +6. They become neutral evil and embrace the racial ethos of the kaortis. They gain all of the other abilities and disadvantages of a standard kaorti. This transformation is the only way the kaorti can propagate their kind.
Warmage Edge (Ex): Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus to the amount of damage dealt.

Wild Magic: Variable caster level; included in stat block above.

General As’Diel
CR 16

Always CE Large outsider (chaotic, extraplanar, evil, tanar'ri)
Init +4; Senses darkvision 60 ft.; Listen +31, Spot +31
Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

AC 29, touch 13, flat-footed 25 (-1 size, +4 Dex, +16 natural)

hp 216 (16 HD); DR 10/good and cold iron

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 25

Fort +19, Ref +14, Will +14
Speed 40 ft. (8 squares)

Melee Primary longsword +25/+20/+15/+10 (2d6+9/19-20) and 5 longsword +25 (2d6+4/19-20) and tail slap +22 (4d6+4)

Melee 6 slams +24 (1d8+9) and tail slap +22 (4d6+4)

Space 10 ft; Reach 10 ft.

Base Atk +16; Grp +29

Atk Options Combat Reflexes, Power Attack

Special Actions constrict 4d6+13, improved grab, summon tanar-ri

Spell-Like Abilities (CL 16): At will—align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, see invisibility, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25)
Abilities Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24

Feats Combat Expertise, Combat Reflexes, Multi-weapon Fighting, Multiattack, Power Attack, Weapon Focus (longsword)

Skills Bluff +26, Concentration +28, Diplomacy +30, Disguise +7 (+9 acting), Hide +19, Intimidate
     +28, Listen +31, Move Silently +23, Search +23, Sense Motive +23, Spellcraft +23 (+25
     scrolls), Spot +31, Survival +4 (+6 following tracks), Use Magic Device +26 (+28 scrolls)

Constrict (Ex) A marilith deals 4d6+13 points of damage with a successful grapple check. The constricted creature must succeed on a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds thereafter. The save DC is Strength-based.

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

Summon Demon (Sp): Once per day a marilith can attempt to summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a 50% chance of success, or one glabrezu or another marilith with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Mariliths continuously use this ability, as the spell (caster level 16th).

DEATHDRINKER CR 18

Always CE Huge outsider (chaotic, evil, extraplanar)

Init +6; Senses true seeing; Listen +30, Spot +30

Aura unlife (10 ft.)

Languages Abyssal, Common

AC 35, touch 10, flat-footed 33

     (-2 size, +2 Dex, +18 natural, +7 +2 breastplate)

hp 360 (27 HD); DR 15/good and lawful

Immune negative energy, poison

Resist acid 10, cold 10, electricity 10, fire 10; SR 29

Fort +23, Ref +17, Will +17

Speed 35 ft. in +2 breastplate (7 squares), base speed 50 ft.

Melee +3 adamantine longsword +38/+33/+28/+23 (3d6+13/17-20)

Space 15 ft; Reach 15 ft.

Base Atk +27; Grp +45

Atk Options Cleave, Combat Reflexes, Great Cleave, Power Attack, Quick Draw, Quicken Spell-Like

     Ability (greater dispel magic), Quicken Spell-Like Ability (greater teleport), aligned strike

     (chaotic and evil), glory in slaughter

Spell-Like Abilities (CL 20):

At will—air walk (self only), greater dispel magic, greater teleport (self plus 50 lb. of objects

     only)

Abilities Str 30, Dex 14, Con 27, Int 10, Wis 11, Cha 11

SQ deathdrink

Feats Cleave, Combat Reflexes, Great Cleave, Improved Critical (longsword), Improved Initiative,

     Iron Will, Power Attack, Quick Draw, Quicken Spell-Like Ability (greater dispel magic),

     Quicken Spell-Like Ability (greater teleport)

Skills Concentration +38, Hide +21, Intimidate +30, Jump +37, Knowledge (the planes) +30, Listen

     +30, Move Silently +29, Spot +30, Survival +0 (+2 on other planes)

Possessions combat gear plus +2 breastplate, +3 adamantine longsword,

True Seeing (Su): As the spell; continuous; caster level 20th.

Aura of Unlife (Su): Creatures take 2d6 points of damage at the end of each of the deathdrinker’s turns if they are within 10 feet of it. This is a negative energy effect. Undead are instead healed of a like amount of damage.

Glory in Slaughter (Ex): A deathdrinker gains a +5 morale bonus on attack rolls, damage rolls, and saving throws for 1 minute after it kills a worthy opponent (a creature with at least 10 HD).

Deathdrink (Su): If a deathdrinker deals enough damage to a creature to kill it, with either its death aura or a melee attack, it instantly heals 1d8 points of damage per HD of the creature it killed.

Appendix 6: NEW RULES

Feats

xxxx

Magic Items

xxxx

Spells

xxxx

DM AID #1 - PARTY COMPOSITION

NOTE:  If you are running this module at a premiere, please hand in this page along with the Critical Events Summary

	
	PC Name, PC Classes, and 

PC Home Region
	Metaorgs


	AR Item “Oathbond” from KEOIN6-08? 
	Previous Dread mods OUTSIDE of this series?  KEO2-04 Illegal Aliens, KEO3-05 Crimes of the Heart, KEO4-02 Active Imagination
	3 Spot

3 Listen

3 Sense Motive
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 DM AID #2 - Quick reference guide

A one page encapsulation of major NPC personalities and encounter instructions.

(aka: How to run this module “cold” at Midnight Madness!)
major NPCs (in order of appearance):

xxxx - xxxx 

Encounters:

INTRO - It’s just an intro - find out who’s at the table.  Make sure players fill out the grid in DM Aid #1.

ENCOUNTER 1 - xxxx

ENCOUNTER 2 - xxxx

ENCOUNTER 3 - xxxx

ENCOUNTER 4 - xxxx

CONCLUSION - xxxx

DM Map 1: Blast from the past

[image: image2.png]



DM Map 2: Cloak and Shadow

PCs Enter the room from THIS side of the map
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DM Map #3: Optional Encounter

[image: image4.png]



 Critical Event Summary: KEO8-03

For use only at mepacon-2008

1. 
xxxx? 

Yes

No


If not,?
Yes

No


If so, ?:

· xxxx

· xxxx

2.
xxxx?

Yes

No

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that do not fit above, etc):[image: image5.png]
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