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You have heard the rumors and seen the signs, the Army of the Returned moves closer to the capital of the kingdom. Heroes from around the land have been called upon to help with Niole Dra’s defense, and you are among them. But Lashton has other plans for you. Can you do his bidding and still stand with your king to defend the gem of the Sheldomar.   A Keoland Regional adventure for APLs 6-14
 
Note: This adventure will be of particular interest to Heralds and royal standards.

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 Empire of Keoland.  Characters native to 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 (bow making).  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

The Returned army advances through the Good Hills, facing little resistance. Nothing seems to be stopping their inexorable march towards Niole Dra. Heroes from all over the Sheldomar flock to the standard of Keoland in a last ditch effort to halt their advance. But unknown to most is the secret defenses of the city itself. Created eons ago by a race long forgotten.

Rumors on these defenses was first found in the form of some cryptic passages in “The Chronicle of Secret Times” found in Dorglast castle in Keoland regional adventure KEO8-04. This information has to do with the unassuming stone obelisks that ring the city that have more than just an esthetic quality.
Lashton has spent time studying these passages and has formulated an idea of what those defenses are and how they could be used to help the king destroy the Army of the Returned. Traveling to the capital, the group is summoned by Lashton and he begins to tell of his findings and asks the group to delve beneath the city and located these magical defenses, and with or without his help to activate them to save the city and its inhabitants.
He explains that it has something to do with the original groups that first inhabited Keoland a millennia ago. 










Adventure Summary

The heroes will attempt to help Lashton find and activate the secret city defenses to save the capital and destroy the Army of the Returned.
 The heroes while on their way to help with the defense of Niole Dra are contacted by messenger that Lashton has urgent need of their services, and that they are to proceed with all haste to the capital. At this meeting Lashton will detail what he has learned and even offer some insight to what the group had previously found in adventures KEO8-03 and KEO8-4.
Encounter 1: At the meeting with Lashton the heroes find out exactly what the city defenses are and a way to activate them. Also Lashton offers some advice as to what the group may expect in their travels, and their need of certain items to help with the activation.
Encounter 2: The heroes find the entrance to the underground complex. And attempt to journey into the hidden areas to find the secret defenses of the capital.
Encounter 3: Traveling in the complex and defeating the various inhabitants and traps, the party finds the mechanism that Lashton told them about and attempt to activate it.
Encounter 4: The heroes activate the city defenses and must deal with a group that may or may not oppose them.
Encounter 5: The heroes defeat the group and travel back to the surface to help with the last stand against the Army of the Returned.




Preparation for Play

This section summarizes any information that the DM should determine about the participating PCs prior to the adventure beginning. For example, this could include determining whether the PCs possess a particular favor or item. It can also be used for pre-rolled skill checks if you do not wish to alert the players that something is happening (for example, having elven characters pre-roll Search checks if a secret door is located somewhere in the adventure).  Include here all relevant AR items from previous adventures.  Also include any activities the DM should take before beginning the adventure.  The first paragraph of preparation for play is not indented; all subsequent paragraphs are.

Introduction

The heroes are called to the capital of Keoland in order to help with the city’s defense. Along the way they are contacted by messenger by the Arch mage Lashton. The message tells them that they might prove very useful to the defense of Niole Dra, if they would chose to take on a special mission that might very well save the city. They are told to seek Lashton out upon their arrival. Speed is of the utmost importance.
 A Message arrives

A messenger approaches, and asks for you by name. He then pulls a scroll case from his belt and hands it to you. He then waits patiently.


Please distribute Player’s Handout 1; Message from Arch mage Lashton to the players.

If the player tips the messenger, make sure to mark it down as “Other Coin Spent” on the player’s AR. 



The heroes may take a reasonable amount of time to gather their belongings, and then breaking the enclosed seal teleports them to Lashton’s tower in Niole Dra. Please proceed to Encounter 2.
Encounter 1: A meeting Lashton
Lashton is the court mage of Keoland. He has been studying some ancient texts and believes that he has come across and ancient magical defense for the city that was created eons ago, and what’s more he believes that he has found the way to activate this mechanism.
You find yourself teleported into a 20-foot diameter dark stone room with no windows and only one door. Arcane writings are etched into the stone floor beneath your feet. The door immediately opens, and a servant enters.

“Welcome heroes of the realm to the tower of the Arch mage Lashton.” My lord regrets that he cannot meet you personally and asks me to make you comfortable until he arrives.” “Please follow me.”

He leads you down several halls, and opens the door to a furnished large chamber with a variety of foods and drinks. “Please wait here, and enjoy our food and drink; it should only be a few minutes before all have arrived.”
Have other PCs enter the room one by one, and allow character introductions to occur at this time if needed. Feel free to draw out a large comfortable room to help if desired.
Shortly after the last person arrives, the door swings open and a portly man dressed in dark robes, carrying some parchments enters the room in a very business like fashion. He moves to the window that looks out onto the city.


“As we speak the Army of the Returned marches ever closer, and it is equally apparent that their progress remains unchecked by our own forces”. 
Lashton looks back to the assembled group.

Keoland has its troops spread too thin and if any of us are to survive, we must act.”

“And that is where you and your group come in. I believe that we can expect the battle to happen soon, perhaps even by tomorrow, advance elements have already begun to engage each other”. 

Allow the players the opportunity to ask questions about what it is that they need to do.

“How many of you are familiar with our fair city? Have you ever noticed the carved stone obelisks scattered about the perimeter along all the major roads leading to and from?
Allow the players the opportunity to answer. 

“I believe they will play a part in our salvation.” “You see I have come across some information in ancient texts that refer to the magical defenses of this city that were constructed eons ago and linked to those very stones, these defenses were constructed for just such as time as we now face. I will not bore you with the hows and whys; we have not the time for it. But what you can do is take this information that I give you and find and activate these defenses and save our city and possibly our kingdom.”
“Do you accept?”


If yes, please read or paraphrase the following:


Excellent, now this is what I know, there is a complex of rooms beneath this city, the entrances to which has been given a mark, much like on the some items recovered from the tower of Vladis. I can direct you to one such entrance. Once beyond the portal, you will be required to pass the complex guardian, then you must best a series of riddles that have something to do with the original races that signed the Charter of Niole Dra. These tests will require an item attuned to each of the races. Once passed that you will find the main chamber containing the device. I cannot give you the proper activation method, but it has something to do with magic items. Perhaps the complex areas or the guardian will give you clues to you on how to activate it. Once activated make your way out of the complex to the surface to rejoin the army in the city defenses.


A DC APL+14 knowledge local or history check will reveal that the original races were Human, Halfling, Gnome, Elf and Dwarf.
The group will be told by Lashton that they must offer something that is attuned to the being in question.
The heroes may purchase any mundane supplies to help bypass the riddles about the races they wish at this time. 
NOTE: The heroes have been told that haste is needed. Do not emphasize this to them again after this. They have been given their instructions, so simply keep track of how much time it takes for them to enter the complex, explore it, defeat any guardians and traps, and activate the mechanism and return. This will have bearing on the interactive to follow. Others are aware of this mechanism and have dispatched agents of their own to seek it out and destroy it.
Encounter 2: HanNibal at the gate
The heroes make their way through the city streets to the entrance location given by Lashton. Now they must confront the first of many possible things to gain access.
This should be a non combat encounter; stats for guardian are given for information only.


You arrive in a small back alleyway in the business district. The guide that Lashton provided motions you to follow him deeper into the alley. Following him you come to stand at a dead end. He bends down and waves something over the top of an iron plate set into a frame in the street. A small glow and the whiff of ozone and the plate begins to levitate up and out of its frame to reveal a narrow set of stairs. “I can go no farther” the guide says. 
If the party follows the entrance down they will come to a widened area that contains two iron doors marked with runes.





The heroes approach the doors and get their first good look at them. They are not locked and seem to be in good repair. The doors can be unlocked by using rogue skills. Beyond they will meet the complex guardian and need to have some answers for him.


The large iron doors in front of you are anchored to the stone walls on either side. Runes are chiseled in the stone work that makes up the frame of the door. No light can be seen from beyond the doors.
 After disabling the lock on the door or using the item given to them by the guide. They may be swung inward with little effort and no noise.
The doors swing open, revealing the 60’x60’ chamber beyond. Small lights hover at the corners of the room, on all three walls there is an opening to a staircase leading down, and in the center stands a very large man shaped figure. Once the doors swing in, his head rises up to look at you with glowing orange eyes. “Halt, you may go no further until you prove your worth” he states with a booming voice. “Answer my question and thee shall pass, do it not and face my wrath”
The hulking figure moves closer to the group. If they look closely Spot check DC=APL+10 they may notice the strange medallion in his chest. Once the figure moves from his spot the block he was standing on triggers a failsafe trap. 
“I make you weak at the worst of all times. I keep you safe, I keep you fine. I make your hands sweat, and your heart grow cold, I visit the weak, but seldom the bold” 
What am I?


The figure stands and awaits the party’s answer. Any movement into the room before an answer is given will trigger his defense of the room. 
The answer is “Fear”




Note: As a judge, you may want to put the players into “PC talking” mode, that is, everything they say is what their characters say. If the PCs mention “fear” out loud, the figure will silently return to his original position and tell them they may pass.
 

APL 6 


Clay Golem (1): HP: 90
See Monster Manual, pg 134 
APL 8


Stone Golem (1): HP: 107
See Monster Manual, pg 136 
APL 10 


Brass Golem (1): HP: 118
See Monster Manual 2, pg 116 
APL 12 


Iron Golem (1): HP: 129
See Monster Manual, pg 136 
APL 14 


Greater Stone Golem (1): HP: 271
See Monster Manual, pg 136 






Trap: Failsafe Trap: this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given.
Please read or paraphrase the following if the PCs solve the riddle. 

 “To activate what you seek, you must hurry, others will come. You must defeat those who would destroy it. And sacrifices will need to be made to complete your task”. He points to the stairs on the left. “Follow these stairs down; they will take you to a room, answer the questions and offer the items to gain access to the machine”. He removes the medallion from his chest and offers it to you “May your gods go with you” and he resumes his place in the room.
 All but one of the staircases lead to dead ends. The one on the party’s left is the on they need.
Proceed to Encounter 4: 




Encounter 3: questions and answers
The heroes enter the complex proper and begin their trek to find the mechanism. They enter the first room where they must solve the puzzle to gain access to the next chamber. If any part of the answer is wrong the stone slab door remains and a trap will go off into the room from one of the walls determined randomly. To decipher the runes you may allow checks of Decipher Script, or Legend Lore or Knowledge checks of 15+APL.

This room contains five pedestals. Each pedestal is attuned to one of the five beings that signed the charter. Each pedestal has a clue on it. Etched in runes on each is a flan inscription, signifying which being it is attuned to. Once they have determined the answer they must place the corresponding item attuned to that being in the bowl.
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Halfling
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Gnome
Following the steps down you find yourself at the opening of a 30’ x 50’ room. It is stone and barren. There is one exit in the center of the far wall. The exit is blocked by a solid stone door with no handles or hinges. In the center of the room are five pedestals with a bowl and a piece of parchment on each. On each pedestal are a set of runes.
The first is attuned to humans, next is elves, next is dwarves, and next is Halflings and finally gnomes. They must be answered in that order for the stone slab to move. If any portion is wrong the trap in the room will be sprung.

The first pedestal has a parchment as the following verse written on it. “I was the youngest and tallest to some…others were first, but my time has come” Human
Next.
“I was oldest to most, and younger than few…I held the knowledge that was shared with the new” Elf

Next.

“I was the chain binding oldest to young, I taught the strength in shadow or sun”. Dwarf

Next.

“I was older and shyest to start…The tricks I knew kept me young at heart”. Halfling

Next.

“I was elder, keen in thought and notion…Slight in stature, clever in built motion”. Gnome
The riddle is answered by placing the item aligned with that word into the bowl. Once all five are done correctly the stone door will rise up and grant access to the hallway leading to the center chamber.
APL 6 (EL 5)
Fireball Trap (see appendix 1)

APL 8 (EL 7)
Chain Lightning Trap (see appendix 2)

APL 10 (EL 9)
Incendiary Cloud Trap (see appendix 3)

APL 12 (EL 11)
Energy Drain Trap  (see appendix 4)

APL 14 (EL 12)
Wail of the Banshee Trap  (see appendix 5)

Encounter 4: save the city
The party has gained access to the center chamber containing the mechanism which they seek. Also in the room is something or someone unexpected. 

Following the hallway down 60 feet you now see the chamber in front of you. It is 60 ‘x 100’ and is lit by several globes of light spaced evenly around the walls. Looking up light does not reach the roof and you can only guess as to its height. There are no other exits out of the room and in the center is a large dais with a strange looking dusty machine placed on it. It radiates an aura of magic that can be seen and felt from the doorway.
Also in the room stands a large hideous creature looking at the machine. The smell of death and decay flow from where it stands. It turns to face your group. “Too late” is all that you hear in your mind as it advances towards you. 
The machine looks like a series of large hollow glass tubes about 25 feet tall and 2 feet in diameter set in a wooden box and attached to a set of mechanical bellows that look like they are attached to a set of wheels which in turn are powered by a set of wooden cranks and gears. At the end of the machine there looks like stone alter or table of some type with some levers and buttons on it and a round indentation that is about the size of the guardian’s amulet. In the ceiling far above it there are corresponding set of glass tubes. The mechanism when activated by placing the medallion on the table the cranks and wheels turn, and power the bellows which blow air through the tubes creating a resonating sound. As the machine turns faster the sound becomes louder and begins to distort the space between the tubes. Once it reaches full power the distortion becomes larger and the tubes on the ceiling begin to glow, and the distortion begins to flow up into the glass tubes and out of sight. Unknown to the party the obelisks around the city begin to glow and the distortion begins to ring part of the city.
APL 6 (EL 10)
Bone Drinker (2): HP: 93
See Appendix 1
APL 8(EL 12)
Bone Claw (4): HP: 105
See Appendix 2
APL 10 (EL 14)

Nightwing (1): HP: 144
See Appendix 3 
APL 12 (EL 16)
Night Walker (1): HP: 178

See Appendix 4 

APL 14 (EL 18)
Night crawler (1): HP: 212
See Appendix 5 


Read the following once the party defeats the foes and activates the machine.

Once you place the medallion in the indentation on the table the machine slowly begins to come to life. A low whirling sound begins to come from the tubes and grows louder and the gears and wheels move faster. The smell of ozone can be had as the space between the tubes begins to shimmer and crackle with energy and you feel drawn to it. It takes much effort to move and the sound of the machine all but drowns out the loudest yell. 
The sound in the room gets louder and louder. And as you move toward the doorway, your skin begins to tingle and you feel lightheaded and drawn to the space between the tubes. Your bones begin to ache and you feel as though you are being torn apart and stretched. Finally with an extreme effort you are able to make it to the door to the next chamber. As you look back the tubes in the ceiling are beginning to glow and twist.













Encounter 5: of heroism and haste
The party has started the machine and is exiting the complex when they meet others intent on stopping this orat the very least make them pay for starting it.
You make your way up the stairs to the exit of the underground complex. The sound of the machine can still be heard but not as loud as before. Moving up the stairs you hear movement in the first chamber, and you see shadows play against the walls. Nearing the top step you see remnants of the complex guardian scattered about the floor and several humanoid shapes moving in the room.
APL 6 (EL 9)

Marrusalt (2): HP: 78
See Appendix 1 

APL 8 (EL 11)

Marrusalt (2): HP: 110
See Appendix 2
APL 10 (EL 13)


Marrusalt (2): HP: 152
See Appendix 3 

APL 12 (EL 15)

Marrusalt (3): HP: 164
See Appendix 4 

APL 14 (EL 17)

Marrusalt (3): HP: 183
See Appendix 5 



































































Conclusion

Your group emerges from the opening in the street, and you make your way back through the alley to the main street. What you see is indeed a sight. A whole section of the city is gone! I nits place is an area that resembles a newly cultivated field, the smell of fresh earth is heavy on the slight breeze. Across this area you can see several others standing in amazement and staring into the void. Several men dressed in the livery of the royal standards are shouting directions and everyone seems headed down the street. You follow along, passing stunned residents and turn the corner to see a mass gathering east of the city, beyond the hastily constructed ramparts. Infantry, Calvary and elements of the lands heroes stand listening to a man on horseback. From here you cannot make out him or his words, but you recognize the standard fluttering in the breeze behind him, It is your King, and he now rallies the forces assembled here. You eagerly rush to join this host and arrive to hear his few final words to this host.

“Home, men…home, family and friends and the brother standing next to you, that is what we fight for”! Not for land nor nobility or wealth, but for our very lives and those of our loved ones” Cheers from the host. “Today I am not your Lord, I am your brother and I stand with you!” 
And if we fall, do not sell yourself cheaply; make them pay such a price that we will break them here!” 
“Give no quarter men, for you shall be granted none” Your party joins the host in unison

“Keoland, Keoland, for Keoland!” and you begin to move to your staging areas filled with pride and hope.






The End

Experience Point Summary

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










Total possible experience


APL 2: 450 xp.


APL 4: 675 xp.


APL 6: 900 xp.


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1,575 xp.


APL 14: 1,800 xp.


APL 16: 2,025 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.












Items for the Adventure Record

Special
Plane Touched: After you have started the ancient defenses and witnessed the activation of the machine, you feel somehow changed. Because of your proximity to it you now have a temporary displacement ability. This ability works like the spell Displacement. You have the ability to turn it on and off at will as a free action.
Hero of the Land: You have served faithfully for your king; in return he has granted open access to any martial prestige class that you have the requirements for
Hero of the land II: You have served faithfully for your king; in return he has asked his court mage to grant open access to any arcane prestige class that you have the requirements for
Lashton’s Favor: For your service to the land and crown, Lashton has opened up the royal vault for you. You may purchase and magical item up to and including 250,000 gold pieces at the discount of 25%
Item Access

APL 6:

· Lens of Detection (Adventure; DMG)

· Bracers of Armor +6 (Adventure, DMG)
· Deep Red Ioun Stone (Adventure, DMG)
· +2 Deadly Precision Rapier (Adventure, Magic item Compendium)
APL 8 (all 6 plus the following):

· Lavender and Green Ioun Stone (Adventure, DMG)
· +3 Vanishing Chainmail Shirt (Adventure, Magic item Compendium)

· +3 Holy Surge Longsword (Adventure, Magic item Compendium)
· Meta Magic Chaining Rod (Adventure, DMG)
APL 10 (all6,8 plus the following):

· Ring of Wizardry 4 (Adventure, DMG)
· +3 Mighty (+4 Str) Composite Longbow of Distance  (Adventure, DMG)
· Staff of power (Adventure, DMG)
· Meta-Magic Quicken Rod (Adventure, DMG)
APL 12 (all of 6,8,10 plus the following):
· Headband of Intellect +6 (Adventure, DMG)
· Cloak of Displacement, Major (Adventure, DMG)
· Gloves of Dexterity +6 (Adventure, DMG)
· Ring of Blinking (Adventure, DMG)
APL 14 (all of 6,8,10,12 plus the following):
· Ring of Counterspells (Regional; DMG)

· Ring of Protection +6 (Regional; DMG)

· Armor Enhancement +2 to +3 or +3 to +4 (Regional; DMG)

· Armor Enhancement: Silent Moves (Regional; DMG)

· +3 Anarchic Longsword or Shortsword (Regional; DMG)

· Lantern of Revealing (Regional; DMG)

· Vest of Resistance +6 (Regional; DMG)








Appendix 1 – APL 6
Encounter 2
Clay Golem


N Large Construct
Init -1; Senses darkvison 60ft., low-light vision; Listen +0, Spot +0

Languages Common
AC 22, touch 8, flat-footed 22

(-1 size, -1 Dex, +14 natural)


hp 90 (11 HD); DR  10/adamantine and bludgeoning
Immune: Magic

Fort +3, Ref +2, Will +3
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses


Speed 20 ft.(4 squares)
Melee 2 Slams +14[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+7 plus cursed wound) 

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +19

Special Actions: berserk, cursed wound































Abilities Str 25, Dex 9, Con --, Int --, Wis 11, Cha 1
SQ: construct traits, haste
Feats --
Skills total ranks: class XX --







Sources
 Monster Manual 1
Failsafe Trap

Description this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given or the interloper’s first deal with him.
Search DC 22; 
Trigger circumventing the guardian, Init +0
Effect Instantaneous
Reset Automatic
Duration unlimited
Destruction --
Disarm APL+15
Dispel --





Encounter 3
Fireball Trap
CR 5
Description magic device; answer trigger; Spell effect (fireball, 8th level wizard, 8d6 fire, DC14 Reflex save half damage), Search DC 28: Disable Device DC 28

Trigger Wrong Answer 

Reset Automatic

Encounter 4
Bonedrinker (3)CR6
EL 10
CE Medium Undead
Init +3; Senses darkvison 60ft., scent, Listen +13, Spot +13
Languages Goblin, 
AC 17, touch 13, flat-footed 14

( +3 Dex, +4 natural)

hp 93 (11 HD); DR  5/silver or good
Immune: Resist cold 10; fire 10; sonic 10
Fort +3, Ref +6, Will +9Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft.(6 squares)

Melee 2 Tentacles +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+5) and 2 Claws +5 (1d8+2)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +10
Special Actions: bonedrink, improved grab, pounce
Abilities Str 21, Dex 16, Con --, Int 8, Wis 14, Cha 15
SQ: undead traits, unholy toughness
Feats Cleave, Combat Reflexes, Power Attack
Skills total ranks: class XX Hide +13, Listen +13, Move Silently +17, Spot +13
Bonedrink (Su) once a Bonedrinker has successfully grappled an opponent; it can begin to drink its bones. To do this, the Bonedrinker must make a successful grapple check. If it pins its foe, it fastens onto the creature with it horrible fangs. It then secretes a painful toxin into the victim that deals 1d6 points of Constitution damage. Each round the pin is maintained, the Bonedrinker deals an additional 1d6 points of Constitution damage. Creatures reduced to 0 Constitution die, as the majority of their bones become to brittle to support them, and they collapse into a sack of loose flesh. Creatures without bones or Constitution scores are immune to the Constitution damaging effects of the bone drink ability.
Pounce (Ex): If a Bonedrinker charges, it can make a full attack action, including a bite.

 Unholy Toughness (Ex): A Bonedrinker gains a bonus to its hit points equal to its Charisma modifier x its hit dice.

Improved Grab (Ex): To use this ability, a Bonedrinker must hit with a tentacle attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and deals automatic claw or tentacle damage to the victim. It can deal automatic claw or tentacle damage in each subsequent round that it maintains the grapple, A Bonedrinker that has successfully pinned an opponent can begin to drink its bones (See Bonedrink above). Bonedrinkers have a +4 racial bonus on grapple checks.

Encounter 5

Marrusault(2)CR 6
EL 9
Male Warrior 2

NE Large Monstrous Humanoid

Init +1; Senses Low Light Vision, Listen +8, Spot +3

Languages Common

AC 24, touch 10, flat-footed 22


(-1 size, +1 Dex, +9 armor, +5 natural)

hp 78 (8d8+40 HD)

Resistances: Fire 5

Fort +12, Ref +8, Will +7

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

Speed 20 ft. (4 squares) (30 unencumbered)

Melee Great Falchion +17/+12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+12 18-20x2) 


Bite +10 (1d8+4)

Ranged 

Space 10 ft.; Reach 10 ft.

Base Atk +8; Grp +20

Atk Options Pounce, Howl of Defiance

Combat Gear 

Abilities Str 26, Dex 12, Con 20, Int 6, Wis 10, Cha 18 
Feats Exotic Weapon Proficiency: Great Falchion#, Great Fortitude, Cleave, Power Attack, #Weapon Focus Great Falchion# 

Skills total ranks: class XX Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Search +1, Listen +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 Full Plate, Masterwork Great Falchion, Vest of Resistance +2

Howl of Defiance (Su) Once per day, a Marrusault can loose a terrifying howl as a free action. All creatures except Marrusault within 30 feet must make a Will save DC 18 or become fatigued.  Those within 10 feet who fail their saves become exhausted.  This DC is charisma based.

Ferocity (Ex): A Marrusault can continue to fight without penalty even when disabled or dying.

Pounce (Ex): If a Marrusault charges, it can make a full attack action, including a bite.

 Discriminating Hearing (Ex): A Marruspawn’s hearing is so sensitive, that it can detect the presence of most living creatures merely by the sound of their breathing or heartbeat if they are within 30ft. 
Appendix 2 – APL 8
Encounter 2
Stone Golem


N Large Construct

Init -1; Senses darkvison 60ft., low-light vision; Listen +0, Spot +0

Languages Common

AC 26, touch 8, flat-footed 26

(-1 size, -1 Dex, +18 natural)

hp 107 (14 HD); DR  10/adamantine and bludgeoning

Immune: Magic
Fort +4, Ref +3, Will +4Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft.(4 squares)

Melee 2 Slams +18[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+9) 

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +23
Special Actions: slow
Abilities Str 29, Dex 9, Con --, Int --, Wis 11, Cha 1

SQ: construct traits, haste
Feats --

Skills total ranks: class XX --

Sources
 Monster Manual 1
Failsafe Trap


Description this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given or the interloper’s first deal with him.

Search DC 28; 

Trigger circumventing the guardian, Init +0

Effect Instantaneous

Duration unlimited
Destruction --

Disarm APL+15
Dispel --





Encounter 3
Chain Lightning Trap
CR 7
Description Magic device, spell effect, (chain lightning, 11 th level Wizard, 11d6 electricity to target with wrong answer, plus 5d6 electricity to each of up to eleven secondary targets, DC 19 Reflex save half damage)
Search DC 31 

Trigger Wrong Answer 

Reset Automatic
Disarm Disable Device DC 31

Encounter 4
Boneclaw (4) CR7
EL 12
CE Large Undead

Init +9; Senses darkvison 60ft., Listen +15, Spot +15
Languages See text, 

AC 18, touch 14, flat-footed 13

( -1 Size, +5 Dex, +4 natural)

hp 210 (20 HD); DR  5/bludgeoning
Immune: Cold
Turn Resistance: +2
Fort +6, Ref +13, Will +14Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft.(8 squares)

Melee 2 Piercing claws +12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+7)

Space 10 ft.; Reach 20 ft.

Base Atk +10; Grp +19
Special Actions: reaching claws
Abilities Str 21, Dex 20, Con --, Int 14, Wis 14, Cha 19
SQ: undead traits, unholy toughness
Feats Combat Reflexes, Improved initiative, Improved Natural Armor, Improved natural Attack (claw), Power Attack, Lightning Reflexes
Skills total ranks: class XX Hide +14, Intimidate +17, Listen +15, Move Silently +18, Search +15, Spot +15
Reaching Claws (Ex): A Boneclaw can make a melee attacks with its bone claws, instantly extending them as part of an attack to a distance of up to 20 feet (thereby allowing the Boneclaw to threaten more squares than even its large size would otherwise indicate).
Unholy Toughness (Ex): A Boneclaw gains a bonus to its hit points equal to its Charisma modifier x its hit dice.
Encounter 5
Marrusault (2) CR8
EL 11
Male Warrior 4 Barbarian 1

NE Large Monstrous Humanoid

Init +1; Senses Low Light Vision, Listen +11, Spot +3

Languages Common

AC 24, touch 10, flat-footed 22


(-1 size, +1 Dex, +9 armor, +5 natural)

hp 110 (10d8+1d12+55 HD)

Resistances: Fire 5

Fort +15, Ref +9, Will +8

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

Speed 30 ft. (4 squares) (40 unencumbered)

Melee Great Falchion +20/+15/+10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+13 18-20x2) 


Bite +13 (1d8+4)

Ranged 

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp +23

Atk Options Pounce, Howl of Defiance

Combat Gear Potion of Fly, Potion of Remove Blindness, Potion of Bull’s Strength

Abilities Str 26, Dex 12, Con 20, Int 6, Wis 10, Cha 18 
Feats Exotic Weapon Proficiency: Great Falchion#, Great Fortitude, Cleave, Power Attack, #Weapon Focus Great Falchion#, Reckless Rage

Skills total ranks: class XX Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Search +1, Listen +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 Full Plate, +1 Great Falchion, Vest of Resistance +2

Howl of Defiance (Su) Once per day, a Marrusault can loose a terrifying howl as a free action. All creatures except Marrusault within 30 feet must make a Will save DC 19 or become fatigued.  Those within 10 feet who fail their saves become exhausted.  This DC is charisma based.

Ferocity (Ex): A Marrusault can continue to fight without penalty even when disabled or dying.

Pounce (Ex): If a Marrusault charges, it can make a full attack action, including a bite.

 Discriminating Hearing (Ex): A Marruspawn’s hearing is so sensitive, that it can detect the presence of most living creatures merely by the sound of their breathing or heartbeat if they are within 30ft. 
Power up Suite:  

Raging:

Melee Great Falchion +25/+20/+15[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+20 18-20x2) 


Bite +18 (1d8+6)

Fort +17, Ref +9, Will +10

HP: 135

AC: 20

Appendix 3 – APL 10
Encounter 2
Brass Golem


N Large Construct

Init +0; Senses scent; Listen +2, Spot +2

Languages Common

AC 31, touch 9, flat-footed 31


(-1 size, +22 natural)

hp 118 (16 HD); DR  10/adamantine

Immune: Magic
Fort +5, Ref +5, Will +7

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

Speed 30 ft.(6 squares), can’t run

Melee +3 wounding Great axe +19/+14/+9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+10/x3)

Melee butt +16 (1d8+7) 

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +21

Special Actions: Maze

Abilities Str 20, Dex 11, Con --, Int 3, Wis 14, Cha 7

SQ: construct traits
Feats Cleave, Great Cleave, Improved Sunder, Power Attack

Skills total ranks: class XX Survival +21

Sources
 Monster Manual 2
Failsafe Trap


Description this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given or the interloper’s first deal with him.

Search DC 23
Trigger circumventing the guardian, Init +0

Effect Instantaneous

Duration unlimited
Destruction --

Disarm APL+15
Dispel –

Encounter 3
Incendiary Cloud Trap
CR 9
Description magic device, spell effect (incendiary cloud, 15 th level wizard, 4d6/round for 15 rounds, DC 22 Reflex save half damage)
Search DC 33 

Trigger Spell Init +0

Reset Automatic
Disarm Disable Device DC 33
Encounter 4
Nightwing (1) CR 14
EL 14
CE Huge Undead (Extraplanar)
Init +8; Senses darkvison 60ft., Listen +25, Spot +25
Languages Understands all languages, telepathy 100’
AC 30, touch 12, flat-footed 26, Dodge

( -2 Size, +4 Dex, +18 natural)

hp 144 (17 HD); DR  15/silver and magic
Immune: Cold
SR: 27
Fort +9, Ref +11, Will +17Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft.(8 squares), fly 60’ (good); Flyby Attack
Melee Bite +18(2d6+17/19-20 plus magic drain)[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Space 15 ft.; Reach 10 ft.

Base Atk +8; Grp +26
Special Actions: magic drain, desecrating aura, summon undead
Spell-Like Abilities: (CL 17)

At will – contagion (DC 18), deeper darkness, detect magic, haste, see invisibility, unholy (DC 18)

3/day: confusion (DC 18), hold monster (DC 19), invisibility, greater dispel magic (DC 19)

1/day: cone of cold (DC 19), Finger of death (DC 21), plane shift (DC 21)
Abilities Str 31, Dex 18, Con --, Int 18, Wis 20, Cha 18
SQ: undead traits, aversion to daylight
Feats: Combat Reflexes, Dodge, Flyby Attack, Great Fortitude, Improved Critical (Bite), Improved Initiative
Skills  Concentration +24, Diplomacy +6, total ranks: class XX Hide +16, Listen +25, Move Silently +24, Search +24, Sense Motive +25, Spellcraft +24, Spot +25, Survival +5 (+7 following tracks)
Magic Drain (Su): A Nightwing can weaken magic armor, weapons and shields by making a successful touch attack. The target item must succeed on a DC 22 Fortitude save or lose 1 point of its enchantment bonus. The save DC is Charisma based. An item that loses its entire enchantment bonus becomes merely a masterwork item and loses any special abilities as well. Casting dispel evil upon the item reverses the effect of the magic drain providing this occurs within a number of days after the attack equal to the caster’s level and the caster succeeds on a DC 29 caster level check.

Summon Undead (Su): A Nightwing can summon undead creatures once per night: 5-12 shadows; 2-4 greater shadows; or 1 dread wraith. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Desecrating Aura (Su): All nightshades give off a 20-foot radius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like the desecrate spell, except that the nightshades evil is so grat that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws and +2 hit points per hit die. (The nightshade hit dice, attack, and save entries given here include this profane bonus). Charisma checks made to turn undead within this area take a -6 penalty. A nightshade’s desecrating aura cannot be dispelled except by a dispel evil; or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshades presence also suppresses the consecrated or hallowed effect as long as it remains in the area.
Aversion to Daylight (Ex): Nightshades are creatures of utter darkness and loathe all light. If exposed to natural light (not merely a daylight spell), they take a -4 penalty on all attack rolls, saving throws, and skill checks.





Encounter 5
Marrusault(2) CR10
EL 13
Male Warrior 6 Barbarian 1 Fighter 1

NE Large Monstrous Humanoid

Init +1; Senses Low Light Vision, Listen +12, Spot +3

Languages Common

AC 24, touch 10, flat-footed 22


(-1 size, +1 Dex, +9 armor, +5 natural)

hp 152 (12d8+1d10+1d12+70 HD)

Resistances: Fire 5

Fort +18, Ref +10, Will +9

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

Speed 30 ft. (4 squares) (40 unencumbered)

Melee Great Falchion +23/+18/+13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+13 15-20x2) 


Bite +16 (1d8+4)

Ranged 

Space 10 ft.; Reach 10 ft.

Base Atk +13; Grp +26

Atk Options Pounce, Howl of Defiance

Combat Gear Potion of Fly, Potion of Remove Blindness, Potion of Bull’s Strength

Abilities Str 27, Dex 12, Con 20, Int 6, Wis 10, Cha 18 
Feats Exotic Weapon Proficiency: Great Falchion#, Great Fortitude, Cleave, Power Attack, #Weapon Focus Great Falchion#, Reckless Rage, Improved Critical: Great Falchion, Improved Toughness

Skills total ranks: class XX Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Search +1, Listen +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 Full Plate, +1 Great Falchion, Vest of Resistance +2, Boots of Speed

Howl of Defiance (Su) Once per day, a Marrusault can loose a terrifying howl as a free action. All creatures except Marrusault within 30 feet must make a Will save DC 21 or become fatigued.  Those within 10 feet who fail their saves become exhausted.  This DC is charisma based.

Ferocity (Ex): A Marrusault can continue to fight without penalty even when disabled or dying.

Pounce (Ex): If a Marrusault charges, it can make a full attack action, including a bite.

 Discriminating Hearing (Ex): A Marruspawn’s hearing is so sensitive, that it can detect the presence of most living creatures merely by the sound of their breathing or heartbeat if they are within 30ft. 
Power up Suite:  

Raging Hasted:

Melee Great Falchion +29/+29/+24/+19[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+20 15-20x2) 


Bite +22 (1d8+6)

Fort +20, Ref +11, Will +11

HP: 186

AC: 25

Active Spell Effects

Shield of Faith +5 clvl 18

Bull’s Strength clvl 3rd

Appendix 4 – APL 12
Encounter 2
Iron Golem


N Large Construct

Init -1; Senses darkvison 60ft., low-light vision; Listen +0, Spot +0

Languages Common

AC 30, touch 8, flat-footed 30


(-1 size, -1 Dex, +22 natural)

hp 129 (18 HD); DR  15/adamantine

Immune: Magic
Fort +6, Ref +5, Will +6

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

Speed 20 ft.(4 squares)

Melee 2 Slams +23[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+11) 

Space 10 ft.; Reach 10 ft.

Base Atk +13; Grp +28

Special Actions: breath weapon

Abilities Str 33, Dex 9, Con --, Int --, Wis 11, Cha 1

SQ: construct traits
Feats --

Skills total ranks: class XX --

Sources
 Monster Manual 1
Failsafe Trap


Description this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given or the interloper’s first deal with him.

Search DC 28

Trigger circumventing the guardian, Init +0

Effect Instantaneous

Duration unlimited
Destruction --

Disarm DC 28
Dispel –





Encounter 3
Energy Drain Trap
CR 10
Description magic device, Attack. +8 ranged touch, spell effect (energy drain , 17 th level wizard, 2d4 negative levels for 24 hours, DC 23 Fortitude save negates)
Search DC 34
Trigger Spell Init +0

Reset Automatic
Disarm Disable Device DC 34
Encounter 4
Nightwalker(1) CR16
EL 16
NE Huge Undead (Extraplanar)
Init +6; Senses: Darkvision 60 ft., Listen +29, Spot +29
Languages Understands all languages, telepathy 100’
AC: 32, touch 10, flat-footed 30

( -2 Size, +2 Dex, +22 natural)
Hp: 178 (21 HD); DR: 15 / silver and magic
Immune: cold

SR: 29
Fort +11, Ref +11, Will +19Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed: 40 ft.(8 squares), Fly 20’ (poor)
Melee: 2 Slams +24 (2d6+16)[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Space: 15 ft.; Reach: 15 ft.

Base Atk: +10; Grp: +32
Special Actions: crush item, desecrating aura, evil gaze, summon undead.

Spell-Like Abilities: : (CL 21)

At will – contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, see invisibility, unholy blight (DC 18)

3/day: confusion (DC 18), hold monster (DC 19), invisibility

1/day: cone of cold (DC 19), Finger of death (DC 21), plane shift (DC 21)
Abilities: Str 38, Dex 14, Con --, Int 20, Wis 20, Cha 18
SQ: undead traits
Feats: Cleave, Combat Expertise, Combat Reflexes, Great Fortitude, Improved Disarm, Improved initiative, Power Attack, Quicken Spell- Like Ability (unholy blight).
Skills: Concentration +28, Diplomacy +6, total ranks: class XX Hide +18, Knowledge (arcane) +29, Listen +29, Move Silently +26, Search +29, Sense Motive +29, Spellcraft +31, Spot +29, Survival +5 (+7 following tracks)total ranks: class XX 
Summon Undead (Su): A Nightwalker can summon undead creatures once per night: 7-12 shadows; 2-5 greater shadows; or 1-2 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

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

Aversion to Daylight (Ex): Nightshades are creatures of utter darkness and loathe all light. If exposed to natural light (not merely a daylight spell), they take a -4 penalty on all attack rolls, saving throws, and skill checks.

Evil Gaze (Su): Fear, 30 feet . A creature that meets the gaze of a Nightwalker must succeed on a DC 24 Will save or be paralyzed with fear for 1d8 rounds. Whether or not the save is successful that creature cannot be affected again by the same Nightshade’s gaze for 24 hours. This is a mind affecting fear effect. The save DC is Charisma based.

Crush Item (Su): A Nightwalker can destroy any weapon or item of Large size or smaller (even magic ones, but not artifacts) by picking it up and crushing it between its hands. The Nightwalker must make a successful disarm attempt to grab an item held by an opponent. The item is entitled to a DC 34 Fortitude save to resist destruction. The save DC is Strength based.
Encounter 5
Marrusault(3) CR 11
EL 15
Male Warrior 6 Barbarian 1 Fighter 2

NE Large Monstrous Humanoid

Init +3; Senses Low Light Vision, Listen +12, Spot +3

Languages Common

AC 24, touch 10, flat-footed 22


(-1 size, +1 Dex, +9 armor, +5 natural)

hp 164 (12d8+2d10+1d12+70 HD)

Resistances: Fire 5

Fort +19, Ref +10, Will +9

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

Speed 30 ft. (4 squares) (40 unencumbered)

Melee Great Falchion +24/+19/+14[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+13 15-20x2) 


Bite +17 (1d8+4)

Ranged 

Space 10 ft.; Reach 10 ft.

Base Atk +14; Grp +25

Atk Options Pounce, Howl of Defiance, Knockback

Combat Gear Potion of Fly, Potion of Remove Blindness, Potion of Bull’s Strength, Potion of Freedom of Movement

Abilities Str 26, Dex 12, Con 20, Int 6, Wis 10, Cha 18 
Feats Exotic Weapon Proficiency: Great Falchion#, Great Fortitude, Cleave, Power Attack, #Weapon Focus Great Falchion#, Reckless Rage, Improved Critical: Great Falchion, Improved Toughness, Improved Bull Rush, Knockback

Skills total ranks: class XX Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Search +1, Listen +12[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 Full Plate, +1 Great Falchion, Vest of Resistance +2, Boots of Speed, Belt of Battle

Howl of Defiance (Su) Once per day, a Marrusault can loose a terrifying howl as a free action. All creatures except Marrusault within 30 feet must make a Will save DC 21 or become fatigued.  Those within 10 feet who fail their saves become exhausted.  This DC is charisma based.

 Appendix 5 – APL 14
Encounter 2
Greater Stone Golem


N Huge Construct

Init -2; Senses darkvison 60ft., low-light vision; Listen +0, Spot +0

Languages Common

AC 27, touch 6, flat-footed 27

(-2 size, -2 Dex, +21 natural)

hp 271 (42 HD); DR  10/adamantine

Immune: Magic
Fort +14, Ref +12, Will +14Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft.(4 squares)

Melee 2 Slams +42[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (4d8+13) 

Space 15 ft.; Reach 15 ft.

Base Atk +31; Grp +152
Special Actions: slow
Abilities Str 37, Dex 7, Con --, Int --, Wis 11, Cha 1

SQ: construct traits
Feats --

Skills total ranks: class XX --

Sources
 Monster Manual 1
Failsafe Trap


Description this trap activates when the complex guardian moves towards the group. What this does is it mechanically locks all the stone slabs in place in the complex. If the group tries to circumvent the guardian in any way, to pass into the complex, none of the doors will work regardless of the correct answers given. Once they solve the riddle with the guardian, he will resume his spot in the room and his weight will release the locking mechanisms on the doors. If they do succeed in passing him without the answer he will not resume his spot until the answer is given or the interloper’s first deal with him.

Search DC 28

Trigger circumventing the guardian, Init +0

Effect Instantaneous

Duration unlimited
Destruction --

Disarm APL+15
Dispel –

Encounter 3
Wail of the Banshee Trap
CR 10
Description magic device, spell effect (wail of the banshee, 17 th level wizard, DC 23 Fortitude save negates), multiple targets, up to 17 creatures.
Search DC 34
Trigger Spell Init +0

Reset Automatic
Disarm Disable Device DC 34
Encounter 4
Nightcrawler (1) CR18
EL 18

NE Gargantuan Undead (Extraplanar)

Init: +4; Senses: Darkvision 60 ft., tremorsense 60 ft., Listen +33, Spot +33
Languages: Understands all languages, telepathy 100’

AC: 35, touch 6, flat-footed 35

(-4 Size, +29 natural)

Hp: 212 (25 HD); DR: 15 silver/ and magic
Immune: cold

SR: 31
Fort +12, Ref +10, Will +23Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed: 30 ft.(6 squares), burrow 60 ft.
Melee: Bite +29 (4d6+21/19-20) and Sting +24 (2d8+11/19-20 plus poison)[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Space: 20 ft.; Reach: 15 ft.

Base Atk: +12; Grp: +43

Special Actions: Desecrating Aura, Energy Drain, Poison, Summon Undead, Swallow Whole.
Spell-Like Abilities: : (CL 25)

At will – contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, invisibility, see invisibility, unholy blight (DC 18)

3/day: confusion (DC 18), hold monster (DC 19), cone of cold (DC 19)
1/day: ,Finger of death (DC 21), plane shift (DC 21), Mass Hold Monster (DC 23)
Abilities: Str 48, Dex 10, Con --, Int 20, Wis 20, Cha 18

SQ: undead traits
Feats: Blind-Fight, Combat Casting, Great Fortitude, Improved Critical (bite), Improved Critical (sting), Improved initiative, Iron Will, Power Attack, Quicken Spell-Like Ability (cone of cold).
Skills: Concentration +32, Diplomacy +6, total ranks: class XX Hide +16, Knowledge (arcane) +33, Listen +33, Move Silently +28, Search +33, Sense Motive +23, Spellcraft +35, Spot +33, Survival +5 (+7 following tracks)total ranks: class XX 
Summon Undead (Su): A Nightcrawler can summon undead creatures once per night: 9-16 shadows; 3-6 greater shadows; or 2-4 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

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

Aversion to Daylight (Ex): Nightshades are creatures of utter darkness and loathe all light. If exposed to natural light (not merely a daylight spell), they take a -4 penalty on all attack rolls, saving throws, and skill checks.
Energy Drain (Su): Living creatures inside a Nightcrawler’s gizzard gain one negative level each round. The DC is 26 for the Fortitude save to remove a negative level bestowed. The save DC is Charisma based. For each such level bestowed the Nightcrawler gains 5 temporary hit points.
Improved Grab (Ex): To use this ability, a Nightcrawler
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a
hold and can try to swallow the opponent in the following
round.
Poison (Ex): Injury. Fortitude DC 22, initial and secondary
damage 2d6 Strength. The save DC is Constitution based.
Swallow Whole (Ex): A Nightcrawler can try to swallow

a grabbed opponent of Huge or smaller size by making a
successful grapple check. Once inside the opponent takes
2d8+12 points of bludgeoning damage plus 12 points of
acid damage per round from the Nightcrawler’s gizzard and
is subject to the creatures energy drain. A swallowed
creature can cut its way out by using a light slashing or
piercing weapon to deal 35 points of damage to the gizzard
AC 21. Once the creature exits, muscular action closes the
hole; another swallowed opponent must cut his own way
out. A Nightcrawler interior can hold 2 Huge, 8 Large, 32
Medium, 128 Small, 512 Tiny or smaller creatures.





Encounter 5
Marrusault(3) CR 13
EL 17
Male Warrior 6 Barbarian 1 Fighter 4

NE Large Monstrous Humanoid

Init +3; Senses Low Light Vision, Listen +13, Spot +3

Languages Common

AC 24, touch 10, flat-footed 22


(-1 size, +1 Dex, +9 armor, +5 natural)

Hp 183 (12d8+4d10+1d12+96 HD)

Resistances: Fire 5

Fort +22, Ref +13, Will +12

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

Speed 30 ft. (4 squares) (40 unencumbered)

Melee Great Falchion +27/+22/+17/+12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+14 15-20x2) 


Bite +20 (1d8+4)

Ranged 

Space 10 ft.; Reach 10 ft.

Base Atk +16; Grp +28

Atk Options Pounce, Howl of Defiance, Knockback, Shock Trooper

Combat Gear Potion of Fly, Potion of Remove Blindness, Potion of Bull’s Strength, Potion of Freedom of Movement, Belt of Battle, Potion of Barkskin +5

Abilities Str 28, Dex 12, Con 20, Int 6, Wis 10, Cha 18 
Feats Exotic Weapon Proficiency: Great Falchion#, Great Fortitude, Cleave, Power Attack, #Weapon Focus Great Falchion#, Reckless Rage, Improved Critical: Great Falchion, Improved Toughness, Improved Bull Rush, Knockback, Shock Trooper

Skills total ranks: class XX Spot +3[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Search +1, Listen +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor][+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 Full Plate, +1 Great Falchion, Vest of Resistance +4, Boots of Speed, Belt of Battle

Howl of Defiance (Su) Once per day, a Marrusault can loose a terrifying howl as a free action. All creatures except Marrusault within 30 feet must make a Will save DC 22 or become fatigued.  Those within 10 feet who fail their saves become exhausted.  This DC is charisma based.

Ferocity (Ex): A Marrusault can continue to fight without penalty even when disabled or dying.

Pounce (Ex): If a Marrusault charges, it can make a full attack action, including a bite.

Knockback : If you score a hit while you are using the Power Attack Feat, you can make a free Bull Rush attempt against the foe you hit, applying the number by which you reduced your attack roll as a bonus on the opposed strength check (as well as on the damage you deal).  If you hit with a 2handed weapon, you can apply double that n umber on the opposed Strength check.  Unlike Standard Bull rush attempts, knockback attempts don’t provoke attacks of opportunity, and you don’t move with the enemy you knock backward.

 Discriminating Hearing (Ex): A Marruspawn’s hearing is so sensitive, that it can detect the presence of most living creatures merely by the sound of their breathing or heartbeat if they are within 30ft. 

Belt of Battle: Each time you activate the belt (swift), one of the three black pearls set into the belt turn white.  The pearls return to normal when the belt’s charges renew.  Spending 1 or more charges grants you an extra action, which must be taken immediately (before you take any other action).  1 charge – 1 move action, 2 charges 1 standard action, 3 charges: 1 full- round action

Shock Trooper Heedless Charge: To use this maneuver, you must charge and make the attack at the end of the charge using your Power attack feat.  The penalty you take on your attack roll must be -5 or worse.  In addition to the normal charge modifiers (which give you a -2 penalty to AC and a +2 bonus on the attack roll, you can assign any portion of the attack roll penalty from Power attack to your Armor Class instead, up to a maximum equal to your base attack bonus. 

Power up Suite:  

Raging Hasted:

Melee Great Falchion +33/+33/+28/+23/+18[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d12+22 15-20x2) 


Bite +26 (1d8+7)

Fort +24, Ref +13, Will +14

HP: 219

AC: 30

Active Spell Effects

Shield of Faith +5 clvl 18

Freedom of Movement clvl 7

Potion of Barkskin clvl 12

Bull’s Strength clvl 3rd























































Player Handout #1 – message from Justinian
My most respected heroes,


The Lord Arch Mage Lashton, requests your presence for a matter of utmost importance for the kingdom. You have been chosen because you have either enjoyed the employ of Lord Lashton in the past, or you have a reputation for bravery and heroics that precede you. Please make all haste to the tower of my Lord in Niole Dra, and more will be revealed to you there.
As a reminder, service to the noble blood of Keoland is its own reward; you have my personal pledge that the arch mage recognizes great service, both for himself and his Kingdom, in a variety of ways.

With this message is a small seal. When broken, it will bring you and all you carry to a secure room in the tower. Please make haste.







His servant and yours,








Justinian
Player Handout #2 – Riddles
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“I was the youngest and tallest to some…others were first, but my time has come”
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“I was oldest to most, and younger than few…I held the knowledge that was shared with the new”
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“I was the chain binding oldest to young, I taught the strength in shadow or sun”
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“I was older and shyest to start…The tricks I knew kept me young at heart”
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“I was elder, keen in thought and notion…Slight in stature, clever in built motion”
Critical Event Summary: KEO8-05 The Last Stand
For use only at KEOCON June 13-14-15, 2008
1. 
Did the party agree to do Lashton’s bidding?

Yes

No



2.
Did the party figure out the riddles?


             Yes

  No


If so, list player names/PC names here:

3.
Did the party activate the mechanism?


Yes

No


If so, list player names/PC names here:

4.
Did the party make it back to the surface to rejoin in the defense of the city?

      Yes

      No 







Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image12.png]
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�Use if needed.


�Change this to two or three as needed.


�Replace this text.


�Replace this text.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Replace this text with title for encounter.


�Replace all of the text in this section as needed.


�Replace with actual Read Aloud Text.


�Replace with actual basic text, uses the Normal style.


�Insert item name.


�Insert inches of thickness here.


�Insert hardness here.


�Insert item hp here.


�Insert Break DC here.


�Insert any other key details here; for example, locks, spells, etc.


�Insert NPC name here.


�Insert the gender, race, and class/level here.  Use the standard abbreviations for classes from the PHB and full class name otherwise.


�If needed, list any key skill modifiers; for example, Bluff +7.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the name of the trap here.


�If more than 1, list here.  Otherwise remove this.


�Insert Search DC here.


�Insert type of trap.


�Insert trigger here.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert the APL here.  Do a section for each APL.


�Insert EL here, include modifications as mentioned in paragraph above.


�Insert the monster manual creature or it’s name, monster manual creature here.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�List items this combatant has which are not as per the MM, if needed.


�Insert Monster Manual page number here.


�Insert the creature or it’s name, creature here.


�Insert the gender, race, and class/level here.  Use the standard abbreviations for classes from the PHB and full class name otherwise.


�If more than 1, list here.  Otherwise remove this.


�Insert hp total here.  Remove each if only a single creature.  Use hp rule as mentioned in paragraph above.


�Start with Appendix 1 for the lowest APL and increase by 1 for each subsequent APL.


�Insert APL here and repeat for each APL.


�Insert APL here and repeat for each APL.


�Insert the gp value from non-magical possesions and non-monetary treasure here.  This number is the total gp value of all of these items divided by 12.


�Insert the gp value from monetary treasure here (includes coins, gems, etc.).  This number is the total gp value of all of these items divided by 6.


�Insert the gp value from magical possesions here.  You list the item and then its gp value in parenthesis.  This value is the total gp value of the item divided by 12.  List each item individual here unless they're are more than one of the same item; in that case, list it as # items (X gp each).


�Replace all of the text in this section as needed.


�Insert name for this conclusion here.


�Replace this text with the read-aloud text for the Epilogue and use the Read Aloud Text style.


�Replace this text.


�Insert Encounter # here.


�Insert the conditions that result in the xp award here.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Repeat for each encounter awarding xp.


�Insert the conditions necessary for the PCs to receive this story award.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Repeat for each story award.


�Insert APL here.  Repeat for each subsequent APL.


�Insert xp award here.


�Use the ones needed and delete the rest.


�Insert the Encounter # here.


�Insert the APL here and repeat this line for each APL.


�Insert Loot gp here.


�Insert Coin gp here.


�Insert individual items here and then their gp in parenthesis.  If more than one, use # item (X gp each).


�Repeat this for each encounter with treasure.  The APL lines here are the same as appear in the encounter text Treasure section.


�Insert the total of the Loot gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Coin gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Magic Item gp from above APL 2 sections here.  Repeat for each APL below.


�Insert the total of the Loot, Coin, and Magic Item gp here.  Repeat for each APL below.


�Use the ones needed and delete the rest.


�List all things to be included on the AR in the large middle section. Because of space limitations, this section should be as concise as possible.  There is a template you can request which gives you a rough estimate of how much material can fit here.


�Insert the title of the effect here.


�Insert the description of the effect here.


�List items, by APL, that need to be included on the AR in the Items Found During the Adventure section at the bottom.  Do not list items with Core availability.  Because of space limitations, this section should be as concise as possible.  There is a template you can request which gives you a rough estimate of how much material can fit here.


�Insert the APL here.


�Insert Item name here.


�Replace with Frequency.  Default is Adventure.  If specifically appropriate based on circumstances in the adventure, it could become Regional or Any.


�Insert the source book from which the Item comes.  If it is a new creation, it should read See Above, and then an entry goes in the Special section above decribing the item.


�Repeat this section for each APL needed.  Be sure to include all items in adventure that the PCs can recover that is non-Core access.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.  A creature stat block and a trap stat block are both provided.


�List the non-core sources for any materials here.


�Based on new encounter trap format from Secrets of Xendrik.


�List the non-core sources for any materials here.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�List the non-core sources for any materials here.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�List the non-core sources for any materials here.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�List the non-core sources for any materials here.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�List the non-core sources for any materials here.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�List the non-core sources for any materials here.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat this section and the stat block as needed.  Turn on viewing of hidden text to see where calculations should be listed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Encounter # here.  Repeat as needed.


�Replace text with stat block.


�Insert Map title here and map below.


�Insert Map title here and map below.


�Insert Map title here and map below.


�Insert the title for this DM Aid here.  This could be a timeline, illustration, summary of a location or NPC group, etc.


�Insert Name of Feat.


�Insert Source of Feat.


�Insert Prereqs.


�Insert benefits.


�Insert Name of Item.


�Insert Source of Item.


�Insert Item Description.


�Insert aura.


�Insert Caster Level.


�Insert prereqs.


�Insert prices.


�Insert weight.


�Insert Spell Name.


�Insert Spell Source.


�Insert Spell Type.


�Insert Spell Info.


�Insert spell read-aloud text.


�Insert spell description.


�Insert Title of Handout.


�Insert Adventure Code and Title.


�Insert Events to use this at or a date to use it by.


�Fill out these questions.
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