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RPGA® Sanctioned Play

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


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


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


This adventure retires from RPGA-sanctioned play on December 31, 2008.

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

Players Read No Farther

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

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

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

Living Greyhawk Levels of Play

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

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

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

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

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

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

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

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




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

1. Enlist a sixth player.

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

Time Units and Upkeep

This is a standard one-round Regional adventure, set in the 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 (bowmaking).  The player is allowed to Take 10 on this roll.


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

Adventure Background

This adventure was designed and meant to be played as the last part of the sequence involving KEO8-05, The Last Stand and the Keoland Regional Battle Interactive Paths of Glory, the Battle of Niole Dra. The three parts are meant to be played in order. In fact, they will be premiering as above at KeoCon 2008.

However, this mod will work as well as a stand alone adventure. As it ties together and provides some elements of closure at the end of the Living Greyhawk campaign, players may find it beneficial to make this the last Keoland mod they expect to play.
The Empire of Keoland faces its darkest hour, just after the dawn. With the Army of the Returned defeated at Niole Dra, and it’s leaders either dead or fled, now comes the time of recovery. The Army of the Returned led a devastating march across  Keoland, from Godakin Keep, to Flen, then Cryllor. Then they set their sights upon Niole Dra, destroying everything in their path: people, food, goods, structures, everything (think Sherman’s March to the Sea from our Civil War).
Adventure Summary
The “segues” as shown below are not full-fledged encounters. Instead, they are events that occur during the teleportation process, which is slightly different than normal due to the great magical energies and changes occurring upon the Flanaess at this moment in time. They are meant to provide glimpses into possible futures of Keoland, its nobles and its citizenry. Some have been purposely left vague, though those familiar with the Keoland story arcs over the past eight years may certainly recognize people and events. Feel free to let them be interpreted in any way the players like. The below will provide brief information regarding each encounter and segue.





















Encounter 1: The heroes are told to that Lashton wishes to see them in the aftermath of the Battle of Niole Dra. He asks them to travel for him to find out what has happened in the rest of Keoland.

Segue 1: A look at a possible future, showing the Hand and Eye of Vecna.

Encounter 2: The heroes enter Linth and meet a former Army of the Returned member and his minions. The heroes return to Lashton.

Segue 2: A look at a possible future, with the Scarlet Brotherhood controlling the Hool Marsh and Dreadwood.

Segue 3: The heroes get a peek at the Shelspring Barony Neheli family. 
Encounter 3: The heroes visit Curget, or what is left of it.
Segue 4: A look at a possible future with Luschan on the throne.

Segue 5: A vision of Calisse, Owen and the kids. 

Encounter 4: A visit to the Dreadverge town of Oakroot. Some remnants of the Dreadwood siege are attacking innocent folk in Oakroot. 

Segue 6: A look at a possible future with Holphin’s son on the throne.

Segue 7: A vision of Maressa and her children.
Encounter 5: A visit to Castle Draconis Imperius and Baron Maelwig: most of the patients are showing remarkable improvements.
Seque 8: A vision involving the Darkwatch.
Seque 9: A dream involving Cryllor, and Count Manz, and his daughter.

Encounter 6: A small remaining giant force of the Army of the Returned is troubling Crookhollow in the Good Hills. The heroes are asked to help out and kill the intruders, and can inquire about the area afterwards.

Segue 10: A look at a possible future, with a skeleton Court of the Land.

Segue 11: Shows the end of the Lizhal house line, an old, unimportant house, living upon past deeds. 

Encounter 7: The heroes find themselves somehow in a very hostile, very warm place.
Seque 12: The Vermillion Queen and thieves guilds plotting to come out of this ahead.

Encounter 8: Lashton meets up with Reynard, and they show the heroes the dragon eggs recovered previously. They hatch, revealing two small purple dragons. Lashton and Reynard take their leave, retreating to their retirement home on the Isle of the Ape. 

Epilogue: This shows Skotti’s son, in a dark place, and slowly draws back, revealing he is imprisoned somewhere. As a last glimpse, we show Keoland as tiny points of light in a dark, dark  world.

Encounter 1:

If being played as part of KeoCon 2008, please read or paraphrase the following:

Looking across the battlefield, surveying the carnage, it’s difficult to find words to describe what you see. Dead bodies by the hundreds. Clerics and their helpers tending to those that can be saved. And blood. So much blood.

Some friendly hands come forward, and take you to a place where you can rest. You realize you are exhausted, and follow complacently. 

You are awoken, being shaken by a young page, already apologizing for waking you. “Sorry sir, but master Lashton requests your presence.”  He waits as you stand and make yourself presentable, leading you to Lashton.

If being played any other time after KeoCon 2008, please read or paraphrase the following:

A young woman in robes approaches you, wearing the small pin insignia of the National Academy of Wizardry. She asks your name, and hands you a scroll tube. She then turns and walks away, saying nothing more. Upon opening the scroll tube, you find yourself teleported to a well appointed meeting room.

Both adventure hooks follow forward from here. 

“Glad you’ve made it, we’ve not much time,” says the archmage. “Although the battle seems to be over, I’d like to know what has and is happening in other parts of the kingdom. I am coordinating relief and other efforts, and have no time to do this myself. Can you folks do this favor for me? I can transport you if need be.”
“What do you say?”

Lashton is much too involved in the relief efforts, coordinating resources, and can aid the party by providing spells appropriate via scrolls and/or personal casting as needed. He can cast wind walk, air walk, and teleportation enough times in a day to get the party wherever they need to go for his missions. He also provides the party with a small rod that can be broken to teleport them all back to his location.
If the party says yes, please read or paraphrase the following:

“I cannot promise that transportation will occur without a hitch. Major energies have been released in this area, and if my sources are correct, monumental events are unfolding across the Flanaess as we speak. Yesterday’s events, and those soon to come, could wrack the very foundations of the Flanaess as we know it, and the impact could be large and long reaching. It may even affect the transportation of you in some ways. Energies unleashed such as these have unknown effects. Be aware.”

He hands a small wand to you. “Break this rod when you wish to return to this room. I cannot promise I will be here, but I will leave the room manned, and will be nearby. Bring back all information you can. Your first stop is just south of us in Linth. Let us see what is happening there.”

With that, Lashton waves his hands and says a few mystic words, and you feel that familiar teleportation effect come over you. Yet it feels different this time. 
Segue 1:

As the magic washes over you, it feels different, stranger. You feel more stretched out, longer somehow, and able to see more, but differently. It is as if you are receding. A gray haze fills the horizon. On the periphery of your visions, images appear. If you turn to look directly at them they are gone. 
An image floats to you, or you to it; it is hard to tell which is correct. A man of inestimable evil stands above a cheering throng, but something is wrong. The man is missing his left eye, and his left hand. A servant brings a silver covered plate to him, and lifts the top off the plate. On the plate are an eye and a hand. The crowd cheers more. The man on the balcony simply smiles.

You find yourself arriving at your destination.
Encounter 2:

You are before the ancestral manor of house Linth. A blackened wrought iron fence with elaborate latticework rings the building. Standing at the gate are two men and one horse. One is a young man, dressed in fine clothing with a grim look upon his face. Seeing you, he clears his throat, steps forward and pushes open the gates. “Good day. I am Averyn, the Earl of Linth. I know not what brings you here, but it is most fortuitous indeed.”
If any of the PCs know Averyn from other adventures, he recognizes them as such.
Averyn introduces the other man as Sundholm, a confidant of his. He is dressed in traveling clothes, and carries two shorts swords strapped to his waist and a composite longbow across his back. “Please, tell these people what you’ve just told to me,” Averyn says.

Sundholm speaks in a hurried voice. “I was returning from Niole Dra with the news of events there, and on the way spotted some remnants of the Army of the Returned. Undead they are and quite a few of them. There must be at least two dozen minor undead, zombies, skeletons and the like, but with them is a strange cat-like man, kind of gaunt, who might be undead himself. Also there was some large creatures, also undead, the likes of which I’ve never seen. I was able avoid being spotted, and rode around them.”
 He seems a bit uncomfortable as he continues. “They are headed in our direction, and will likely be here in less than an hour.”

Averyn speaks again. “A large number of our people have gathered in and around the location of the former manor house for protection after hearing of recent events. Sundholm and I will choose some of the most capable amongst them and outfit them with weapons and armor. We’ll try to handle the skeletons and zombies, if you fine folks can handle the leader and his entourage.”

If the heroes agree, Averyn directs them to the road leading to Linth Manor from Niole Dra from the north. The road itself is 20’ wide, with tall grains planted thickly on both sides of the road. Averyn recommends the heroes make a stand at the gate, and he and the men he recruits will be laying in wait, hiding in the grain fields.

When the combat is initiated, Averyn, Sundholm and their men, will burst forth from the fields to engage the zombies and skeletons, while the party engages the lead group. As goes the heroes, so goes Averyn, Sundholm and the Linth citizens. 
See DM AID: Map #1. – Encounter 2

Creatures: The undead listed at APL 4 are commanded undead. Thos at APL 6 and above are undead created by Khoryk using the create undead spell They are not calculated into the EL of the encounter, as they are part of Khoryk’s class abilities, much like animal companions and special mounts for druids and paladins, respectively.

Khoryk used the chaos created during the Battle of Niole Dra to break off from the Army of the Returned with a small contingent of troops, supplemented by his own abilities. He has a deep hatred of house Linth from long ago, and has a chance to “even the score” at this moment in time. He will not fight to the death, preferring to use his minions to allow for his escape if the combat goes against him.

APL 4 (EL 6)

Khoryk, Male Half-vampire Catfolk Dread Necromancer 5 (1): hp X each; see Appendix 1.
Skeleton, Owlbear (3): hp 45 each; see Monster Manual, page 227.

APL 6 (EL 8)

Khoryk, Male Vampire Catfolk Dread Necromancer 6 (1): hp X each; see Appendix 2.
Skeleton, Troll (4): hp 54 each; see Monster Manual, page 227.

APL 8 (EL 10)

Khoryk, Male Vampire Catfolk Dread Necromancer 8 (1): hp X each; see Appendix1.
Skeleton, Ettin (5): hp 90 each; see Monster Manual, page 277.

APL 10 (EL 12)

Khoryk, Vampire Catfolk Dread Necromancer 10 (1): hp X each; see Appendix1.
Skeleton, Advanced Megaraptor (5): hp 108 each; see Monster Manual, page 277.

APL 12 (EL 14)

Khoryk, Vampire Catfolk Dread Necromancer 12 (1): hp X each; see Appendix1.
Skeleton, Cloud Giant (5): hp 153 each; see Monster Manual, page 227.

APL 14 (EL 16)

Khoryk, Vampire Catfolk Dread Necromancer 14 (1): hp X each; see Appendix1.
Skeleton, Young Adult Red Dragon Skeleton (5): hp 171 each; see Monster Manual, page 227.


Tactics: The undead will attempt to keep the heroes from reaching Khoryk, so that he may cast as many spells as possible. Khoryk will be pre-buffed (see stat blocks for particulars) He will selectively use his damaging spells against the heroes, but will first make sure he is not involved in melee.

Include the following section for treasure:


Treasure: Describe treasure from this encounter.  This includes the combatants’ possessions and any other treasure the PCs can find during this encounter.  Also list any Adventure Record effects that the PC might earn from this encounter.

APL X: L: X gp, C: X gp, M: item (X gp).


Development: Sometimes the PCs’ actions have unusual ramifications or affect later encounters. Describe these changes and developments here.

SEgue 2:

As you teleport this time, you find yourself drawn to an image filled with green and blue. Suddenly closer, you realize you are looking down upon southern Keoland from far, far above. The green woods of the Dreadwood spread out before you, with the Azure Sea below. You must be miles up in the air, maybe even tens of miles. 
Suddenly, from the southwest, a crimson stain slowly creeps north and east, oozing over the Hool Marsh and the Dreadwood. As you land at your destination, the stain shows no signs of slowing down.
Back in the meeting room with Lashton, you fill him in on the Linth events. He listens carefully, asks a few pointed questions to flesh out the details, and then asks if you are ready to leave for your next destination. He agains speaks his magical words, and you undergo that familiar yet slightly different feeling again. 
SEGUE 3: 

Passing through the world that may or may not be again, you find yourself a witness to a heated argument between two Suel men who are obviously brothers. One is dressed in robes, while the other is in armor. A swamp appears in the background behind them, as does a young child with strange looking eyes, an insubstantial crown above his head. You land suddenly and see brown, gray and red all around you.
Encounter 3:

You arrive in an area of hilly terrain, with utter destruction in all directions. Not a single wall of any structure still stands. Not a single creature is left moving. Dead bodies lie everywhere, mostly dwarf. The bodies themselves are mutilated, beaten, and beyond recognition. Water flows out of the broken fountain in the center of town.
Walking around, checking things out, devastation is the only thing you see. You find statues from what must be temples, broken into many pieces. Even entering some of the underground areas, everything has been destroyed. 
On the edge of town, you find the only thing still standing. It is simple stone signed, with the words “Welcome to Curget” on it in several languages. The word “Curget” is crossed out in blood, and written over it in blood is “Revenge”

Allow the party to search if they so desire. On a successful  Search DC 10+APL, please read or paraphrase the following:

You bend down, and see what looks like a card on the ground. Picking it up, it has a picture of what can only be a drow elf, and the words “House Noquar.”
There is nothing else to see here.

Segue 4:

As you teleport once again, you see regal looking man stands alone with his back to you upon a porch overlooking an ocean filled with a fleet of war ships. A sprawling city stretches out behind him. As the man turns, you recognize him as Duke Luschan Rhola. He wears the Crown of Keoland upon his head. He peers directly at you, (even though you know this is a vision) and smiles at you. 

You arrive back in Lashton’s presence, and pass along the information you have gathered. He asks some questions, and proceeds to teleport you on to your next destination.
Segue 5:

Your stomach churns once again, and as you shift again, your vision reveals the inside of a modest castle on a rolling green plain. As you travel through an open window on the second floor for the structure, inside you recognize Grand Duchess Callise Skotti, her husband Grand Duke Owen, and their children. As they turn towards you, all goes black.

encounter 4:

You arrive just outside what must surely be the Dreadwood. A small town is to the north, and forest of amazing growth to the south. A man and a woman are there to meet you, they introduce themselves as Syl (the woman) and Tekel (the man). The woman speaks, sobbing. “Oh, thank Pelor help has arrived!! I knew heroes would come again!”

The man and woman are from KEO1-06, Evil in the Woods. Syl was the sobbing woman who had her baby saved by the heroes, and Tekel is the bartender in the Sapling Inn in Oakroot. They will recognize the heroes if the have seen them before.

Tekel steps forward and speaks. “Please, you must help us! I know not how you are here right now, or how you got here, but here you are, and it must have a reason.” He points towards the forest, and now you can see a large green and brown shape slowly slithering straight towards the town, not far away.
Between the creature and town, a small boy, maybe 3 years old, has his clothes caught in a fence. He tries to break away, but in his panic cannot.
Allow the heroes to make Knowledge: nature checks at this time to identify the creature as an assassin vine.

“Please, you must stop this creature from destroying Oakroot and killing Talaphin!” sobs Syl.

Conditions: The assassin vine will start 10 feet away from reaching Talaphin, while the heores will begin 70 feet away from reaching Talaphin. If the heroes present a diversion, the creature will turn away from town and Talaphin and follow the heroes. Being basically mindless, the assassin vine can be led away from the area. As long as the child and town is saved, consider this a success. See DM Map XX.
APL 4 (EL 6)

Assassin Vine, Advanced (1): hp 218; see Appendix 1.
APL 6 (EL 8)

Assassin Vine, Advanced (1): hp 310; see Appendix 2.

APL 8 (EL 10)

Assassin Vine, Advanced (1): hp 472; see Appendix 3.

APL 10 (EL 12)

Assassin Vine, Advanced (1): hp 580; see Appendix 4.

APL 12 (EL 14)

Assassin Vine, Advanced (1): hp 688; see Appendix 5.

APL 14 (EL 16)

Assassin Vine, Advanced (1): hp 783; see Appendix 1.
Tactics: The assassin vine will move toward Talaphin and attack him, unless given incentive to move in another direction. It will fight as best as it can, considering its slow movement. It can easily be led away in another direction, forgetting about Talaphin and Oakroot. This is considered an acceptable outcome, so reward XP.
As the combat ends, please read or paraphrase the following:

As the battle wraps up, two people riding horses appear from the Dreadwood. One is a tall Suel woman, heavily armed, and the other is a blind male elf with an instrument across his back. 

This is Kialla and Tal. They will easily recognize any PCs who have interacted with them before. If none have, allow a Knowledge: Sheldomar  DC 10 OR Knowledge: Nobility and Royalty DC 10 check to recognize them.

“What’s happened here? Kialla demands.”

If the heroes share their story, she nods approvingly. 

“Excellent work. On behalf of the Empire, thank you. Let Lashton know that Tal and I are bringing an old rod back from the Dreadwood. He will know what I speak of. Thank you, and good luck! With that, they ride away.

segue 6:

Returning to Lashton, once again you have a vision as you pass between places. This one shows a King of Keoland, obviously Neheli by the facial features, standing on a balcony overlooking what can only be Niole Dra. Several other dignitaries stand beside the imposing figure. Below, thousands of Keoish citizens cheer. As another leans in and whispers something to the man, you can hear a snippet of information. “The people love you, King Holphin……” he looks vaguely familiar to you, could this be the boy you rescued in Oakroot?.
Now in the room with Lashton, you inform him of your latest exploits in Oakroot. He listens attentively, and makes a few notes as you speak. When you are done, he asks you to check into what is happening in Crookhollow, and asks you to assume transport formation. The uneasy feeling passes over you again, and you find yourself in that unfamiliar place once more.
Segue 7:

As you teleport this time, the vision is of a woman, a mother, talking to children. You can tell from the way she is interacting with them that they are her children. As you watch, you hear snippets of words. Suddenly, the children begin crying, and the mother does as well. The words you hear are ‘not coming back”, “father”, “daddy”,  and “dead”. As the woman turns, you recognize her as Duchess Marissa Linth Rhola. 

In the background, through an open door, you recognize the streets and bay of Gradsul, but it a different Gradsul than you remember. It is darker, dingier, more unkempt. The bay holds many more ships than you would expect to see, but none of the Keoish navy that you would anticipate. Instead, many smaller, faster boats are in the harbor. Nearly all fly a crimson flag.
encounter 5:

You end up in just outside a sprawling, rambling series of structures, beside two massive iron gates. You realize this is Castle Draconious Imperius, where Baron Malweig resides. The guard outside says, ‘We’ve been expecting you, please, follow me.”

He leads you to a small room very near the gates. Inside is Baron Maelwig. “Well, we certainly haven’t done a very good job of protecting the empire, have we?” he says to you. 

“Fortunately, things seem to be going much better here. Most of our visitors have improved recently. Those with physical ailments seem to have lessened symptoms. Those with mental issues have more clarity to their thought, and to their speech. Even those with self destructive behavior seem to be doing better. But there is one who yet eludes our skills. Please follow me.”

Baron Malweig leads you through the labyrinth of passages, into what must be the very center of the castle. He stops before a door, and pauses. “What you are about to see is quite disturbing. Please understand we have done all that we can do, and have exhausted every possible treatment available to us.”

He opens the door, and inside is a barren room, with the walls and floor covered by soft padding. In one corner are several small brass pots. A straw pallet is on the floor in another corner, and on the makeshift bed, sitting cross legged, facing away from you, is a filthy, unkept man, slowly banging his head against the soft wall.

The sitting man turns toward the you, and a glimmer of recognition flashes through your head, though you cannot quite put your finger on who he is.

“This is Duke Cedrian Neheli” says Baron Malweig. “As others in our infirmary have shown signs of improvement, Duke Cedrian has gotten worse.” 

At the mention of his name, Duke Cedrian turns and looks at the PCs intently. He smiles, and says, OK, now I understand”, and falls over. Baron Malweig moves to Cedrian, tending to him.

There is nothing the party can do at this time. No known healing will work on Duke Cedrian, though the PCs may certainly attempt heal checks and spells if they so desire. 

After a few moments, Baron Malweig simply states, “He is gone.” He moves into the hall and calls forth some guards. Coming back into the room, he speaks you.

“It appears this is may be why you are here, now. I know not what this means, of why it is important for you to see it, but this is as it is. Thank you for visiting, I must tend to business at hand now, please let yourselves out. 
Segue 8:

As you transport back to Lashton, this time your vision shows a dark, deep, secret place, with an eerie red glow lighting the room, it’s source out of view.. Many armored men stand in this place, all wearing the same insignia, with an owl and swords. They stand rigid and proud.
They take off their helms, one by one, as they call their military ranks and titles.. They then remove their armor, and draw and drop their weapons. They gather up the helms, armor and weapons, and say a few words in prayer of some sort, or perhaps a chant.

They assemble in single file, still carrying their implements of war, and march around the corner. As your perspective changes, you can see a large open flaming pit in the floor. It must be a forge of some sort. 

Each of the men drop their helm, their armor and their weapons in the fire, and sparks rise as they are tossed in each turn.

After all are done, the man stand in formation again, and another roll call is done, but this one uses different names, more common names, personal names. Each man looks relieved, as if a great weight has been removed from them. 
You once again share what knowledge you have with Lashton. He nods, and then sends you to your next destination.
Segue 9:

As the feeling sweeps over you, this time you see a large city, easily recognizable as Cryllor. You are far above the city, looking down upon it, and you are suddenly swept downward, until you see a large trail of people, mostly dressed in dark colors. It is obviously a funeral procession. At the front is an elaborate carriage, carrying an imposing individual. As you get closer, you identify the man as Count Ignas Manz, the ruling noble of Cryllor. 


The next snippet of vision shows his daughter now in charge of Cryllor, with a tall woman dressed in greens at her side. As you are pulled away again, you recede upward, and it appears Cryllor is thriving.
You arrive in a brown hilly terrain, with a small town nearby.

encounter 6:

The PCs are teleported to Crookhollow in the Good Hills. Pemlo and others are discussing what to do abut the creatures threatening their town. The heroes should step forward to deal with the humanoids and/or giants. These are remnants from the Army of the Returned and Geoff campaigns, moving toward the mountains to the west where they would be safe.

You arrive in the middle of several arguing halflings. You are in a small village in some hilly terrain. The halfings stop their arguing, look at you, and begin arguing again.

They seem to be discussing how best to handle the humanoid threat now presented to their town of Crookhollow. One of the halflings breaks away from the group, ambles over to your group, and introduces himself.

“Hello, I’m Pemlo, Pemlo Penchant. Glad you could make it, we certainly have need of the services you folks provide. We have some humanoids up their in the hills, they’ve already taken a family from an outlying farm, and now they are threatening Crookhollow itself. Do you have what it takes to best some tough enemies?”

The humanoids are a few hundred years from town, in a defensive position on a small plateau. See DM’s Aid XX.
APL 4 (EL 6)

Bugbear Warrior, Male Bugbear Warrior 2 (3): hp 45 each; see Appendix 1.

APL 6 (EL 8)

Bugbear Warrior, Male Bugbear Warrior 2/ Fighter 1/Barbarian 1 (3): hp 67 each; see Appendix 2.
APL 8 (EL 10)

Roguers, Male Ogre Rogue 5 (4): hp 67 each; see Appendix 3.
APL 10 (EL 12)

Roguers, Male Ogre Rogue 7 (4): hp 75 each; see Appendix 4.
APL 12 (EL 14)

Roguers, Male Ogre Rogue 9 (4): hp 94 each; see Appendix 5.
APL 12 (EL 14)

Roguers, Male Ogre Rogue 10/ Barbarian 1 (4): hp 107 each; see Appendix 6.
Tactics: The humanoids will easily see the heroes approach their lair, unless the PCs take precautionary measures. They will use the potions and other resources at their disposal, and will most likely be pre-buffed, if they see the Party approach. They will use ranged attacks from behind the boulders they have set up (providing cover), and will engage in melee when the party reaches the plateau. The combatants will not fight to the death, but will try to make an escape if the battle is going against them.

Segue 10:

As the feeling hits you again you are looking down upon a large ornate room. It is filled with luxuriant seats, arranged around a large dais with a podium and several elegant chairs, nearly thrones. The walls are decorated with large portraits, and the heraldry of Keoland figures prominently everywhere.
The occupants of the room are few, and old, at most a dozen. They are dressed in what once must have been very stylish, very expensive clothes, not worn and blanched by time. They seem to be engaged in a very intense debate, and are very intent upon the discussion. If only someone was around to hear and see it.

Back in the library with Lashton, you tell him of recent events. He thanks you, and says a few mystical phrases, and you find yourself transported again.
segue 11:

As you break the rod to return to Lashton, you travel this time to what you recognize as the Barony of Greyhill, the home of House Lizhal. Inside, it appears as if no improvements have been made in a long time. Rooms are dusty, and even some cobwebs appear in corners. The furniture seems outdated, out of style. Retainers, all elderly people, move with a deliberate grace. 

The best days of this house certainly seem past, while the current inhabitants live upon their past glory.

Then you wink out. 

encounter 7:

Something must have gone terribly wrong. You have landed in a sweltering, stifling place. Red tints everything around you, and the large room you are in must surely be a palace. At the far end is a massive throne, which is flanked by a large iron golem and several of what can only be pit fiends. But what draws your attention is the seven feet tall, handsome human-like figure sitting on the throne. Upon closer examination, he has small  horns, a tail, and a cloven left hoof. In his left hand is a staff of exceptional quality. 
Of what is even more concern at this time is the visages of those shown in several mirrors in front of this creature. You recognize the faces as those of Viscount Richart Jorgos, Baron Markos Skotti, and Lord Stoakdor Neheli.

The creature on the throne looks at you, sneers, and says in an evil voice, “Kill them, whoever they are.”

Allow a Knowledge: planes or Knowledge: religion check of DC 30 to find out who this is. The devli figure is actually Dispater.

If the party is smart, they will immediately break their transportation rod, realizing they are completely outclassed. If they do not leave immediately, just take their character sheets away from them.
SEQUE 12:

As you teleport back to Lashton, you catch a glimpse of five humans sitting in a large dark room, with a single torch lighting a small area around them. They sit at a small table with food and drink upon it, and they seem to be actively engaged in conversation. One is a human Suel male, dressed all in maroon, while the others are a female gnome, an Oerdian man, a half elf woman, and another human male. They other seem to be deferring to the one in crimson. You catch the some conversation.

The one dressed in crimson says, “No matter what happens, no matter who is in charge, we shall continue as we have in the past. With many of the power sources in Keoland weakned if not dead, that should allow us much room to grow and prosper. There will be need for protection, and weapons, and information, and especially coins and gems. As the people leave their farms and hamlets for the safety of the larger settlement, large areas will no longer be patrolled. We should be able to move more good easier, and maybe even do some banditry as we do. All in all, things should be much easier for us now. May we all profit,” she says.
encounter 8:

This time, you meet with Lashton is what must surely be his personal offices, but he is not alone this time. With him is an attractive woman on indiscernible age. 

Heroes, let me introduce you to Reynard Yargrove, Archdruidess of the Sheldomar Valley. Or should I say, former archdruidess. 

Reynard speaks, “Hello, thank you for all you have done today, and for the Kingdom and Sheldomar Valley in the past. Even though sometimes we may not show our gratitude appropriates (she looks at Lashton), please know that we do appreciate all you have done for us in the past on now. We could not have been the progressive, thriving empire that we have been without your help.”
“You and your compatriots have been very critical in so many events over the past decade or so. Without you aid, we could not have returned the king to life, repelled the Scarlet Brotherhood, thwarted the Iron Cabal, or made so many important discoveries. Of course, your work has also been a boon to the Keoish economy, what with your purchasing and selling of items.” 
“We do not have the means to give a proper thank you to you and your breed. However, please follow me, and we’ll see what we can do about that.” Reynard smiles at the last.

She walks over to a wall where suddenly a large set of double doors appear. You were certain they were not there just a moment earlier. She touches the doorknobs, and they swing open effortlessly and noiselessly. Beyond the doors is a golden glow. As you follow, you see a horde of valuable items. Many look familiar, and many are yet unfamiliar. Lashton follows.
“These are the items that we have been collecting from you and your kind over the past eight years.  You may choose any one item in here, though you will have to pay ½ current value of the item. Also, here is a short note that should provide some other benefits to you.”

“Please follow me once more,” Reynard says as she leads you through another set of doors, with Lashton following again. 

“Beyond these doors are the exceptionally large dragon eggs that you and your kind have returned. I sense that they will hatch soon, and thought you may wish to see that happen.”

As she speaks, a sharp pounding begins in both eggs, and cracks appear in their shells. After a few more moments, awkward, wet dragon hatchlings appears, and they are of the color…….purple!!

“Oh my,” exclaims both Lashton and Reynard simultaneously. “What this portends I do not know….most interesting, though. I’ve heard of purple dragons before, though they are not native to the Flanaess,” says Reynard. “The may not even be of this Oerth!”

“I believe I’ve heard of them being of them before,” chimes in Lashton. “They may be native to a place called Abeir-Toril or some such.”
Reynard steps forward. “Again, thank you, on behalf of all decent folk of the Sheldomar. There is no way we can repay you for your kind, honorable and courage deeds, in days recent and past. Know that we honor you and your name, and you will be welcome wherever you shall travel within our fair valley.”
Lashton speaks. Our time here is done. Reynard and I, and others like us, have done much for many years. Many of our contemporaries are now dead, or worse. Keoland needs leaders,”

Reynard interrupts, “as do the Sheldomar and Flanaess”

“…errr, yes, the world needs leaders now more than ever. It will be up to you and your kind to be court magicians, grand druidesses, leaders of magical societies, princes, dukes, duchesses, and who knows, maybe even kings. It is time for your generation to step forward and take the reins.” 

“The world has changed greatly, says Reynard, “even in the last few days. More changes are to come. Kingdoms are falling, and evil is rising once again. The malevolence of the north rises again, and he may have more help than ever before. I see a darkness coming upon the Flanaess, but if you and your kind step forward, you can make it simply a twilight. But you must be brave of heart, and ever mindful of what is right and true.”
“Come dear,” say Lashton. “We shall be going now, we’ve been lucky enough to actually get to retirement, let us go. It is time we leave this part of the world to those we have mentored and guided over the years. We must trust them to do right, as others trusted us.”

Reynard and Lashton join hands, and speak a few mystical phrases. A shimmering vision appears before the, of a large tower, on a small hill, on a tropical island. They smile at each other, and step through, still holding hands.
epilogue:

Darkness is everywhere. It is all you can see. Wait. Is that some light coming from above? It must be. Peering forward, you can see rods running vertically, from the floor to the ceiling. The light streams in from a small hole above. It msut be a prison, a cell. Inside, a form stirs from sleep, stretches and stands ups. He moves forward toward the light, and you can see his is dirty and unkempt, and has been this way for some time. No door appears, it seems as if the cell was built with him in it. The remaining three walls are solid stone. A very small trickle of water runs in from above, and drains out through a small hole in the floor.

The man moves forward, pressing his face against the bars, trying to feel the sun upon his face. He looks familiar, but you cannot put your finger on it. As he moves closer to the light, it reveals dirty blond hair, nearly white, and you can see he is a tall, gaunt man, still noble in his bearing. He must be Suel.

He falls to his knees, and you can see him it a little better………..no, it can’t be…….…….is it…………it is……..oh, my, it is Kimbertos the Younger, the long lost son of King Kimbertos Skotti. 
The End !!
Experience Point Summary

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

Encounter 2
Defeat Khoryk and his forces.


APL 4:  180 
xp. 

APL 6:  240 
xp.

APL 8:  300 
xp.


APL 10:  360 
xp.


APL 12:  420 
xp.


APL 14:  480 
xp.


Encounter 4
Defeat or divert the assassin vine.


APL 4:  180 
xp. 

APL 6:  240 
xp.

APL 8:  300 
xp.


APL 10:  360 
xp.


APL 12:  420 
xp.


APL 14:  480 
xp.

Encounter 6
Defeat the humanoid forces.


APL 4:  180 
xp. 

APL 6:  240 
xp.

APL 8:  300 
xp.


APL 10:  360 
xp.


APL 12:  420 
xp.


APL 14:  480 
xp.


Discretionary Roleplaying Award

APL 
4: 135 
xp..


APL 6: 180 
xp.


APL 8: 225 
xp.


APL 10: 270 
xp.


APL 12
: 315 
xp.


APL 14
: 360 
xp.

Total possible experience


APL 4: 675 xp.


APL 6: 900 xp.


APL 8: 1,125 xp.


APL 10: 1,350 xp.


APL 12: 1,575 xp.


APL 14: 1,800 xp.


Treasure Summary

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


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


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


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


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


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

Encounter X
:

APL X
: L: X
 gp, C: X 
gp, M: item (X gp)
.


Total Possible Treasure (Maximum Reward Allowed)

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

APL 4: L: X gp, C: X gp, M: X gp – Total: X gp (650 gp).

APL 6: L: X gp, C: X gp, M: X gp – Total: X gp (900 gp).

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

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

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

APL 14: L: X gp, C: X gp, M: X gp – Total: X gp (6,600 gp).

APL 16: L: X gp, C: X gp, M: X gp – Total: X gp (9,900 gp).

Items for the Adventure Record

Special

Keoland’s Hero’s: For your effort on behalf of Keoland. The items marked with a “ * “ below are made available to you. In addition, you may trade in favors and influence to unlock other benefits, as noted on the special AR. 

Favor of Lashton: For supporting Niole Dra in its’ great time of need, Lashton will open access to the cities arcane libraries.  You may gain access to any 4 non-open, non-closed spells of a level up to the APL you played divided by 2, +1 (ex. APL10, up to sixth level spells, 10/2 +1=6) 
List spells here: ____________,  ____________, ___________, ______________.  

Alternately, he will offer you the opportunity to study the vast stores of Niole Dra.  This is considered access to craft any 4 items listed in the level tables of the MIC (you must still meet the crafting requirements to do this.)  List the items here: ______________, ______________, _______________, _____________.

The two versions of this favor may be “mixed and matched” allowing, for example, access to two spells and crafting access to two items.

I’ve a Keoish Warmount Now: For reducing the high loss of troops by the Scarlet Suicide Bombers, the army’s trainers will offer to train any three creatures to which you have access to and that can be used as mounts, as Keoish warmounts. This places the War Beast template upon the above creatures, and may also include any magical beasts to which you have access. This need not be done to all three creatures at one time. Please note the creature and have the judge sign below.

Creature: ____________________________ Judge: _________________

Creature: ____________________________ Judge: _________________

Creature: ____________________________ Judge: _________________

A Keoish Mis-truth: Lashton pulls you aside into a very secure room, and makes sure it is sound, safe and secure from prying eyes and ears. He tells you that what you are about to hear is to be kept to yourself; you must not talk about it again. He then simply states, “After recent events and unequivocal proof, undead do indeed exist within the political borders of Keoland.”

A Token of Gratitude: The locals of Niole Dra gift you with a ceremonial silver-headed warhammer. It has a monetary value of 60 gold pieces, but as long as you visible carry this, you will gain the following benefits in any adventure that takes place at least partially in Keoland:

· Free luxury upkeep (or highest available in area)

· A +4 bonus to all diplomacy, gather information and perform checks in Keoland.

Hero of Oakroot: The folks at Oakroot thank you for saving their town. They provide access to the following (all from MiC): sacred scabbard, radiant sphere, portable foxhole and greatreach bracers.
Crookhollow Gratitude: The good citizens of Crookhollow are grateful for your help in defending their town: The will provide access to any one non-open, non-closed feat of your choice. Please list the feat chosen below: __________
Champion of Linth: For your help in saving the residents of Linth, Averyn of Linth uses his resources and influence to provide you with access to any two non-open, non-closed spell listed in any of the following books: Compete Arcane, Complete Mage, Complete Divine, Spell Compendium, Player’s Handbook 2, Libris Mortis. List spells chosen below: ____________, ____________
Who wants to own a brewery? You may trade in any shares of stock in Pemlo Penchant’s brewery you own to Link of New Silverdeep, and for every 3 shares of stock, Link will promise you and issue a promontory note for one Favor of New Silverdeep. Mark in the information in the spaces below.


______ Shares traded (divided by 3) = ______ Favors of New Silverdeep

Item Access

APL 4:
· Mithral Chain Shirt 
(Adventure; DMG
)
· Great Scimitar (Adventure; Sandstorm)
· *Devastation Gauntlets (Adventure; MIC)
APL 6:
· Mithral Chain Shirt +1
(Adventure
; DMG
)
· *Deathstrike Bracers (Adventure; MIC)
· *Boots of the Battle Charger (Adventure; MIC)
APL 8
:

· Mithral Chain Shirt +2 
(Adventure
; DMG
)
· Elixir of Hiding (Adventure; DMG)
· Elixir of Sneaking (Adventure; DMG)
· *Boots of Tremorsense (Adventure, MIC)
APL 10
:

· Dust of Disappearance 
(Adventure
; DMG
)
· *Bone Ring (Adventure;  MIC)
· *Angelhelm (Adventure;  MIC)
APL 12
:

· *Cloak of Battle 
(Adventure, MIC)


· *Circlet of Rapid Casting (Adventure, MIC)
· Ring of Arcane Might (Adventure; MiC)
APL 14
:

· Bracers of Quickstrike 
(Adventure
; MIC
)
· *Amulet of Second Chances (Adventure, MIC)
· *Truelight Lantern (Adventure, MIC)
· *Dragon’s-Eye Amulet (Adventure, MIC)
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· 
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Appendix 1 – APL 4
Encounter 2




Khoryk
CR 6

Male Half-Vampire Catlfolk Dread Necromancer 5

NE Medium Humanoid (Catfolk))

Init +8; Senses low-light vision; Listen +2, Spot +0
Languages Common 

AC 21, touch 14, flat-footed 17

(+4 Dex, +4 armor, +3 natural)

hp 22+11 temp from precast false life (5d6 HD); regeneration/fast healing; DR 

Fort +1,  Ref +5, Will +4
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares), base movement 40 ft.,
Melee falchion, masterwork, two-handed +4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+1/18-20/x2)
Ranged axe, throwing +2[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+1/20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), death armor (1d4+2 when hit by adjacent melee opponent)
Special Actions Fear Aura
Combat Gear Mithral Chain Shirt, Cloak of Charisma +2, MW Falchion
Dread Necromancer Spells Known (CL 5th, Save DC 17+spell level):

2nd (8/day) — Blindness/deafness, command undead, darkness, death armor**, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II

1st (8/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment, backbiter 
** precast spell
Abilities Str 12 (+1), Dex 18 (+4), Con 10 (+0), Int 10(+0), Wis 10(+0), Cha 25 (+7) 
SQ Rebuke Undead, Advanced Learning, Mental Bastion, Fear Aura (Su)
Feats Combat Casting (PH 92), Improved Initiative (PH 96)², Martial Weapon Proficiency (PH 97) (Falchion²), Necromantic Presence (LM 28)#
Skills Concentration¹ +8, Knowledge (religion) +8total ranks: class XX 
Rebuke Undead (Su): Can rebuke undead 10 times per day. A rebuking check is made on 1d20+9; rebuking damage is equal to 2d6+12 on a successful check .
Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+1 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 1/day you can emit a 5 ft. burst of negative energy dealing 5d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 19) for half.

Advanced Learning: You can add 1 new spell(s) to your list (already included above).
Mental Bastion: You gain a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 19) or become shaken.

Sources Libris Mortis
Encounter 4




Assassin Vine (1)
CR 6
N Gargantuan Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 18, touch 5, flat-footed 18

(-4 size, -1 Dex, +13 natural)

hp 218 (19 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +18, Ref +5, Will +7

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

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +29[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+19)
Space 20 ft.; Reach 20 ft. (30 ft. with vine)
Base Atk +14; Grp +39
Special Actions constrict 2d6+19, entangle, improved grab 

Abilities Str 36 (+13), Dex 8 (-1), Con 24 (+7), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).

Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
Encounter 6

          
EL 6


Bugbears (3)
CR 3
Male Bugbear Warrior 2
NE Medium Humanoid
Init +1; Senses Darkvision 60 ft, Listen +1, Spot +7
Languages Common, Goblin
AC 22, touch 11, flat-footed 21

(+1 Dex, +8 armor, +3 natural)
hp  45 (5d8 +20)
Fort +8, Ref +4, Will +2

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

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

Melee Great Scimitar +11[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+7 18-20x2) 

Ranged Javelin +5[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+5 20x2)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +9
Combat Gear Potion of Bull’s Strength
Abilities Str 20, Dex 12, Con 18, Int 10, Wis 12, Cha 6 
Feats Power Attack, Weapon Focus: Great Scimitar
Skills total ranks: class XX 

Climb +4, Hide -4, Move Silently +6, Listen +1, Spot +7
Possessions Masterwork Full Plate, 2 Masterwork Great Scimitar, 4 Javelins
Power up Suite:  

Active Spell Effects

Bull’s Strength potion caster level 3

Melee Great Scimitar +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+10 18-20x2) 

Appendix 2 – APL 6
Encounter 2




Khoryk (1)
CR 8
Male Vampire Catfolk Dread Necromancer 6
NE Medium Undead (augmented humanoid, catfolk)
Init +9; Senses darkvision 60’, low-light vision; Listen +2, Spot 0
Languages Common 

AC 28, touch 15, flat-footed 23

(+6 Dex, +5 armor, +7 natural)

hp 54+12 temp from precast false life (6d12 HD); DR 2/bludgeoning and magic
Fort +2, Ref +9, Will +6; (+2 against sleep, stunning, paralysis, poison, disease)

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

Speed 40 ft. (8 squares); base movement 40 ft.

Melee falchion, masterwork, two-handed +7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+4/18-20/x2)
Ranged throwing axe +4[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+3; 20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), Scabrous Touch (Su), death armor (1d4+3 when hit by adjacent melee opponent), vampiric touch (precast, 3d6 damage, + same gain as temp)
Special Actions Mental Bastion, Fear Aura (Su), death ward precast
Combat Gear: mithral chain shirt +1, cloak of charisma +2, masterwork falchion
Dread Necromancer Spells Known (CL 6th, Save DC 18+ spell level):

3rd (8/day) — Clutch of Orcus, crushing despair, death ward**, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III, vampiric touch**

2nd (8/day) — Blindness/deafness, command undead, darkness, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II*, death armor**

1st (8/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment, backbiter 

** precast spell
Abilities Str 16 (+3), Dex 20 (+5), Con — (+0), Int 12 (+1), Wis 12 (+1), Cha 27 (+8) 
SQ Rebuke Undead (Su), Advanced Learning 
Feats Alertness (PH 89)², Combat Casting (PH 92), Combat Reflexes (PH 92)², Dodge (PH 93)², Improved Initiative (PH 96)², Lightning Reflexes (PH 97)², Martial Weapon Proficiency (PH 97) (Falchion²), Necromantic Presence (LM 28), Improved Toughness (MM4 203).

Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Concentration +17, Knowledge (religion) +10, Spellcraft +6
Possessions combat gear plus 

Rebuke Undead (Su): Can rebuke undead 11 times per day. A rebuking check is made on 1d20+10; rebuking damage is equal to 2d6+14 on a successful check.

Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+1 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 1/day you can emit a 5 ft. burst of negative energy dealing 6d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 21) for half.

Advanced Learning: You can add 1 new spell(s) to your list.

Mental Bastion: You gain a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 21) or become shaken.

Scabrous Touch (Su): 1/day as a swift action, you can use your charnel touch to inflict disease.

Sources Libris Mortis
Encounter 4




Assassin Vine (1)
CR 8
N Gargantuan Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 18, touch 5, flat-footed 18

(-4 size, -1 Dex, +13 natural)

hp 310 (27 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +22, Ref +8, Will +10

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

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +29[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+19)
Space 20 ft.; Reach 20 ft. (30 ft. with vine)
Base Atk +20; Grp +45
Special Actions constrict 2d6+19, entangle, improved grab 

Abilities Str 36 (+13), Dex 8 (-1), Con 24 (+7), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).

Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
Encounter 6





Bugbears (3)
CR 5
Male Bugbear Warrior 2/ Fighter 1/ Barbarian 1
NE Medium Humanoid
Init +1; Senses Darkvision 60 ft, Listen +1, Spot +7
Languages Common, Goblin
AC 22, touch 11, flat-footed 21

(+1 Dex, +8 armor, +3 natural)
hp  67 (5d8+1d10+1d12 +28)
Fort +13, Ref +5, Will +5

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

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

Melee Great Scimitar +13/+8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+7 18-20x2) 

Ranged Javelin +7[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+5 20x2)
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +11
Combat Gear Potion of Bull’s Strength
Abilities Str 21, Dex 12, Con 18, Int 10, Wis 12, Cha 6 
Feats Power Attack, Weapon Focus: Great Scimitar, Exotic Weapon Proficiency Great Scimitar, Iron Will

Skills total ranks: class XX 

Climb +6, Hide -4, Move Silently +6, Listen +1, Spot +7, Craft (Weaponsmithing) +4
Possessions Masterwork Full Plate, 2 Masterwork Great Scimitar, 4 Javelins, Cloak of Resistance +1
Rage 1/day (Ex): A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a –2 penalty to Armor Class
Power up Suite:  
Active Spell Effects

Bull’s Strength  potion caster level 3

Melee Great Scimitar +15/+10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d8+10 18-20x2) 
Raging
Melee: +17/+12 (1d8+13 18-20x2)

AC: 20 HP: 78
Fort +15, Ref +5, Will +7
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Khoryk (1)
CR 10
Male Vampire Catfolk Dread Necromancer 8
NE Medium Undead (augmented humanoid, catfolk)
Init +10; Senses darkvision 60’, low-light vision; Listen +2, Spot 0
Languages Common 

AC 30, touch 17, flat-footed 24

(+6 Dex, +6 armor, +1 deflection, +7 natural)

hp 72+14 temp from precast false life (8d12 HD); regeneration/fast healing; DR 4/bludgeoning and magic
Fort +2, Ref +10, Will +7; (+2 against sleep, stunning, paralysis, poison, disease)

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

Speed 40 ft. (8 squares); base movement 40 ft.

Melee falchion, masterwork, two-handed +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+4/18-20/x2)
Ranged throwing axe +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+3; 20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), Scabrous Touch (Su), death armor (1d4+4 when hit by adjacent melee opponent), vampiric touch (precast, 4d6 damage, + same gain as temp)
Special Actions Mental Bastion, Fear Aura (Su), precast death ward
Combat Gear: mithral chain shirt +1, cloak of charisma +2, masterwork masterwork, gloves of dexterity +2, ring of deflection +1
Dread Necromancer Spells Known (CL 8th, Dave DC is 19+ spell level):

4th (8/day)— Animate dead, burning blood, bestow curse, contagion, death ward, dispel magic, enervation, Evard’s black tentacles, fear, giant vermin, inflict critical wounds, phantasmal killer, poison, summon undead IV,

3rd (8/day) — clutch of orcus, crushing despair, death ward**, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III, vampiric touch**, clutch of Orcus (SpC, 49)

2nd (8/day) — Blindness/deafness, command undead, darkness, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II, death armor**

1st (9/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment 

** precast spell
Abilities Str 16 (+3), Dex 22 (+6), Con — (+0), Int 12 (+1), Wis 12 (+1), Cha 28 (+9) 
SQ Rebuke Undead (Su), Undead Mastery, Advanced Learning, Summon Familiar
Feats Alertness (PH 89)², Combat Casting (PH 92), Combat Reflexes (PH 92)², Dodge (PH 93)², Improved Initiative (PH 96)², Lightning Reflexes (PH 97)², Martial Weapon Proficiency (PH 97) (Falchion²), Necromantic Presence (LM 28), Improved Toughness (MM4 203).

Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Concentration +20, Knowledge (religion) +12, Spellcraft +8

Possessions combat gear plus 

Rebuke Undead (Su): Can rebuke undead 12 times per day. A rebuking check is made on 1d20+11; rebuking damage is equal to 2d6+17 on a successful check.

Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+2 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 2/day you can emit a 5 ft. burst of negative energy dealing 8d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 23) for half.

Advanced Learning: You can add 2 new spell(s) to your list.

Mental Bastion: You gain a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 23) or become shaken.

Scabrous Touch (Su): 1/day as a swift action, you can use your charnel touch to inflict disease.

Summon Familiar: You are able to summon an evil familiar. 

Undead Mastery: Undead created by you gain a +4 enhancement bonus to Strength and Dexterity and 2 additional hitpoints per hit die. You can create 104 HD worth of Undead creatures using animated dead. And control up to 88 HD of undead when casting control undead.

Sources Libris Mortis

Skeleton, Ettin (5)
CR 5
NE Large Undead
Init +1; Senses Darkvision 60 ft, Listen +1, Spot +9
Languages pidgin (Orc/Goblin/Giant;)
AC 16, touch 11, flat-footed 14

(-1 size, +2 Dex, +2 natural, +3 hide armor)

hp 110 (10d12); DR 5/bludgeoning
Fort +3, Ref +5 Will +7

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

Speed 30 ft. (6 squares), 

Melee Morningstar +12/+12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+8/20x2) 

Ranged Javelin +6/+6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+87/20x2)
Space 10 ft.; Reach 10 (20) ft.

Base Atk +5; Grp +17
Combat Gear  2 morningstars, 2 javelins, hide armor
Special Actions superior two-weapon fighting, improved initiative
Abilities Str 27, Dex 14, Con --, Int --, Wis 10, Cha 1
Feats Improved Initiative
Encounter 4




Assassin Vine (1)
CR 10
N Colossal Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 19, touch 1, flat-footed 19

(-8 size, -1 Dex, +18 natural)

hp 472 (35 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +28, Ref +10, Will +12

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

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +35[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+25)
Space 30 ft.; Reach 30 ft. (30 ft. with vine)
Base Atk +26; Grp +59
Special Actions constrict 3d6+25, entangle, improved grab 

Abilities Str 44 (+17), Dex 8 (-1), Con 28 (+9), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).

Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
Encounter 6
             



Roguer (4)
CR 6
Male Ogre Rogue 5
NE Large Giant
Init +1; Senses Darkvision 60 ft, Listen +1, Spot +9
Languages Common, Giant
AC 19, touch 10, flat-footed 18

(-1 size, +1 Dex, +4 armor, +5 natural)

hp 67 (4d8+5d6 HD +27)
Fort +9, Ref +7 Will +4

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

Speed 40 ft. (8 squares), 

Melee Spiked Chain +15/+10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+12 20x2) 

Ranged Javelin +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 20x2)
Space 10 ft.; Reach 10 (20) ft.

Base Atk +6; Grp +18
Atk Options sneak attack (+3d6), Staggering Strike
Special Actions 

Combat Gear Elixir of Hiding, Elixir of Sneaking, Potion of Bull’s Strength, Potion of Remove Blindness
Abilities Str 26, Dex 12, Con 16, Int 6, Wis 13, Cha 4 
Feats Exotic Weapon Profiency: Spiked Chain#, Combat Reflexes#, Weapon Focus Spiked Chain#, Staggering Strike
Skills total ranks: class XX Spot +8[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +9[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Sense Motive +1[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],
Possessions combat gear plus Masterwork Large Spiked Chain, Masterwork Chain Shirt, Vest of Resistance +1
Sneak Attack (Ex) – Extra damage to flanked or flat-footed target; PH 50
Evasion (Ex) At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage.

Staggering Strike -Deal damage with melee sneak attack, opponent is staggered for one round or until receives DC15 Heal check or magical healing that restores at least 1 hp.  Can resist the effect with Fortitude save where DC = Damage dealt.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker
Power up Suite:  

Active Spell Effects

Bull’s Strength  potion caster level  3

Elixir of Hiding caster level 5

Elixir of Sneaking caster level 5
Melee Spiked Chain +17/+12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+15 20x2) 
Hide +19

Move Silently +23
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Khoryk (1)
CR 12
Male Vampire Catfolk Dread Necromancer 10
NE Medium Undead (augmented humanoid, catfolk)
Init +10; Senses darkvision 60’, low-light vision; Listen +2, Spot 0
Languages Common 

AC 30, touch 17, flat-footed 24

(+6 Dex, +6 armor, +1 deflection, +7 natural)

hp 90+16 temp from precast false life (10d12 HD); regeneration/fast healing; DR 4/bludgeoning and magic, light fortification
Fort +3, Ref +11, Will +8; (+2 against sleep, stunning, paralysis, poison, disease, +4 against negative energy effects)

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

Speed 40 ft. (8 squares); base movement 40 ft.

Melee falchion, masterwork, two-handed +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+4/18-20/x2)
Ranged throwing axe +7[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+3; 20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), Scabrous Touch (Su), death throes (precast, 10d8 points dam, 30’ radius), death armor (1d4+5 when hit by adjacent melee opponent), vampiric touch (precast, 5d6 damage, + same gain as temp)
Special Actions Mental Bastion, Fear Aura (Su), Light Fortification, precast death ward, precast fire in the blood
Combat Gear: +2 mithral chain shirt, cloak of charisma +4, gloves of dexterity +2, ring of protection +1 

Dread Necromancer Spells Known (CL 10th, Save DC is 20+ spell level):

5th (8/day) — Blight, cloudkill, death throes**, fire in the blood**, greater dispel magic, insect plague, magic jar, mass inflict light wounds, nightmare, oath of blood, slay living, summon undead V, undeath to death, unhallow, waves of fatigue 

4th (8/day)— Animate dead, bestow curse, burning blood, contagion, death ward**, dispel magic, enervation, Evard’s black tentacles, fear, giant vermin, inflict critical wounds, phantasmal killer, poison, summon undead IV, 

3rd (8/day) — Crushing despair, death ward**, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III, vampiric touch**, clutch of Orcus 

2nd (9/day) — Blindness/deafness, command undead, darkness, death armor**, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II

1st (9/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment 

** precast spells
Abilities Str 16 (+3), Dex 22 (+6), Con — (+0), Int 12 (+1), Wis 12 (+1), Cha 30 (+10) 
SQ Rebuke Undead (Su), Undead Mastery, Negative Energy Resistance, Advanced Learning, Summon Familiar
Feats Alertness (PH 89)², Combat Casting (PH 92), Combat Reflexes (PH 92)², Dodge (PH 93)², Improved Initiative (PH 96)², Lightning Reflexes (PH 97)², Martial Weapon Proficiency (PH 97) (Falchion²), Retributive Spell (CM 47), Necromantic Presence (LM 28), Improved Toughness (MM4 203)

Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Concentration +23, Knowledge (religion) +14, Spellcraft +10

Possessions combat gear plus 

Rebuke Undead (Su): Can rebuke undead 13 times per day. A rebuking check is made on 1d20+12; rebuking damage is equal to 2d6+20 on a successful check.

Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+2 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 2/day you can emit a 5 ft. burst of negative energy dealing 10d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 25) for half.

Advanced Learning: You can add 2 new spell(s) to your list.

Mental Bastion: You gain a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 25) or become shaken.

Scabrous Touch (Su): 1/day as a swift action, you can use your charnel touch to inflict disease.

Summon Familiar: You are able to summon an evil familiar. 

Undead Mastery: Undead created by you gain a +4 enhancement bonus to Strength and Dexterity and 2 additional hit points per hit die. You can create 140 HD worth of Undead creatures using animated dead. And control up to 120 HD of undead when casting control undead.

Negative Energy Resistance: You gain a +4 bonus on saving throws made to resist negative energy effects.

Light Fortification: You gain 25% to resist critical hits.

Sources Libris Mortis
Skeleton, Advanced megaraptor (5)  CR 6
NE Huge Undead
Init +9;  Senses darkvisoon 60 ft.
AC 16, touch 13, flat-footed 11

(-2 size, +5 Dex, +3 natural)

hp 132 (12 HD); regeneration/fast healing; DR 5/bludgeoning
Immune cold
Resist undead traits

Fort +4, Ref +9, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. (12 squares)

Melee Talons +11 melee (2d8+7) and 2 claws +6 melee (1d8+4) and bite +6 melee (2d6+4[+/-X size, +X BAB, +X Str, +X weapon, +X feat]
Space 15 ft.; Reach 10 ft.

Base Atk +6; Grp +21
Abilities Str 25 (+7), Dex 21 (+5), Con --, Int --, Wis 10 (+0), Cha 1 (-4) 
Feats Improved Initiative##
Encounter 4




Assassin Vine (1)
CR 12
N Colossal Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 19, touch 1, flat-footed 19

(-8 size, -1 Dex, +18 natural)

hp 580 (43 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +32, Ref +13, Will +15

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

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +41[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+25)
Space 30 ft.; Reach 30 ft. (30 ft. with vine)
Base Atk +32; Grp +65
Special Actions constrict 3d6+25, entangle, improved grab 

Abilities Str 44 (+17), Dex 8 (-1), Con 28 (+9), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).

Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
Encounter 6





Roguer (4)
CR 8

Male Ogre Rogue 7

NE Large Giant
Init +1; Senses Darkvision 60 ft, Listen +1, Spot +15
Languages Common, Giant
AC 19, touch 10, flat-footed 18

(-1 size, +1 Dex, +4 armor, +5 natural)

hp 75 (4d8+7d6 HD +33)
Fort +10, Ref +8 Will +5

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

Speed 40 ft. (8 squares), 

Melee Spiked Chain +17/+12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+12 20x2) 

Ranged Javelin +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 20x2)
Space 10 ft.; Reach 10 (20) ft.

Base Atk +8; Grp +20
Atk Options sneak attack (+4d6), Staggering Strike
Special Actions 

Combat Gear Elixir of Hiding, Elixir of Sneaking, Potion of Bull’s Strength, Potion of Remove Blindness, Dust of Disappearance
Abilities Str 26, Dex 12, Con 16, Int 6, Wis 13, Cha 4 
Feats Exotic Weapon Profiency: Spiked Chain#, Combat Reflexes#, Weapon Focus Spiked Chain#, Staggering Strike
Skills total ranks: class XX Spot +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Sense Motive +1[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],
Possessions combat gear plus Masterwork Large Spiked Chain, Masterwork Chain Shirt, Vest of Resistance +1
Sneak Attack (Ex) – Extra damage to flanked or flat-footed target; PH 50
Evasion (Ex) At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage.

Staggering Strike -Deal damage with melee sneak attack, opponent is staggered for one round or until receives DC15 Heal check or magical healing that restores at least 1 hp.  Can resist the effect with Fortitude save where DC = Damage dealt.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker
Power up Suite:  

Active Spell Effects

Bull’s Strength  clvl 3

Elixir of Hiding clvl 5

Elixir of Sneaking clvl 5
Melee Spiked Chain +19/+14[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+15 20x2) 
Hide +21

Move Silently +25
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Khoryk (1)
CR 14
Male Vampire Catfolk Dread Necromancer 12
NE Medium Undead (augmented humanoid, catfolk)
Init +10; Senses darkvision 60’, low-light vision; Listen +2, Spot 0
Languages Common 

AC 30, touch 17, flat-footed 24

(+6 Dex, +6 armor, +1 deflection, +7 natural)

hp 108+16 temp points from precast false life (12d12 HD); regeneration/fast healing; DR 6/bludgeoning and magic, light fortification
Fort +4, Ref +12, Will +9; (+2 against sleep, stunning, paralysis, poison, disease, +4 against negative energy effects)

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

Speed 40 ft. (8 squares); base movement 40 ft.

Melee falchion, masterwork, two-handed +10/+5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+4/18-20/x2)
Ranged throwing axe +8/+3[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+3; 20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +9
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), Scabrous Touch (Su), Enervating Touch (Su), death throes (precast, 12d8 points dam, 30’ radius), death armor (1d4+6 when hit by adjacent melee opponent), vampiric touch (precast, 6d6 damage, + same gain as temp)
Special Actions Mental Bastion, Fear Aura (Su), Light Fortification, precast death ward, precast fire in the blood, precast aura of terror
Combat Gear: +2 mithral chain shirt, cloak of charisma +6, gloves of dexterity +2, ring of protection +1
Dread Necromancer Spells Known (CL 12th, Save DC is 21 + spell level):

6th (7/day) — Acid fog, aura of terror**, circle of death, create undead, eyebite, geas/quest, harm, mass inflict moderate wounds, waves of exhaustion, aura of terror

5th (8/day) — Blight, cloudkill, death throes**, fire in the blood**, greater dispel magic, insect plague, magic jar, mass inflict light wounds, nightmare, oath of blood*, slay living, summon undead V*, undeath to death, unhallow, waves of fatigue, death throes (SpC, 60)(

4th (8/day)— Animate dead, bestow curse, burning blood, contagion, death ward, dispel magic, enervation, Evard’s black tentacles, fear, giant vermin, inflict critical wounds, phantasmal killer, poison, summon undead IV, burning blood (SpC, 40)

3rd (9/day) — Crushing despair, death ward**, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III, vampiric touch**, clutch of Orcus

2nd (9/day) — Blindness/deafness, command undead, darkness, death armor**, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II

1st (9/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment 

** precast spell
Abilities Str 16 (+3), Dex 22 (+6), Con — (+0), Int 12 (+1), Wis 12 (+1), Cha 33 (+11) 
SQ Rebuke Undead (Su), Undead Mastery, Negative Energy Resistance, Advanced Learning, Summon Familiar
Feats Alertness (PH 89)², Combat Casting (PH 92), Combat Reflexes (PH 92)², Dodge (PH 93)², Improved Initiative (PH 96)², Lightning Reflexes (PH 97)², Martial Weapon Proficiency (PH 97) (Falchion²), Retributive Spell (CM 47), Necromantic Presence (LM 28), Improved Toughness (MM4 203), Sudden Empower. 
Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Concentration +26, Knowledge (religion) +16, Spellcraft +12

Possessions combat gear plus 

Rebuke Undead (Su): Can rebuke undead 14 times per day. A rebuking check is made on 1d20+13; rebuking damage is equal to 2d6+23 on a successful check.

Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+3 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 2/day you can emit a 5 ft. burst of negative energy dealing 12d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 27) for half.

Advanced Learning: You can add 3 new spell(s) to your list.

Mental Bastion: You gain a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 27) or become shaken.

Scabrous Touch (Su): 2/day as a swift action, you can use your charnel touch to inflict disease.

Summon Familiar: You are able to summon an evil familiar. 

Undead Mastery: Undead created by you gain a +4 enhancement bonus to Strength and Dexterity and 2 additional hitpoints per hit die. You can create 180 HD worth of Undead creatures using animated dead. And control up to 156 HD of undead when casting control undead.

Negative Energy Resistance: You gain a +4 bonus on saving throws made to resist negative energy effects.

Light Fortification: You gain 25% to resist critical hits.

Enervating Touch (Su): You gain the ability to bestow negative levels when you use your charnel touch attack. Each day you can bestow up to 6 negative levels but no more than two with a single touch.

Sources Libris Mortis
Skeleton, Cloud Giant (5)
CR 7

NE Huge Undead
Init +8; Senses darkvisions 60 ft.
AC 15, touch 13, flat-footed 11 


(-2 size, +4 Dex, +3 natural)

hp 187 (17d12 HD); DR 5/bludgeoning
Immune cold
Resist undead traits 
Fort +5, Ref +9, Will +10
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 50 ft. (10 squares)

Melee gargantuan morningstar +20/+15[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (4d6+21 damage) or claws +20/+20 (1d8+14) 
Ranged rock +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (2d8+14)
Space 15 ft.; Reach 10 ft.

Base Atk +8; Grp +30

Atk Options oversize weapon
Abilities Str 39 (+14), Dex 19 (+4), Con --, Int --, Wis 10, Cha 1 
Feats Improved Initiative 
Encounter 4




Assassin Vine(1)
CR 14
N Colossal Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 19, touch 1, flat-footed 19

(-8 size, -1 Dex, +18 natural)

hp 668 (51 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +36, Ref +16, Will +18
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +47[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+25)
Space 30 ft.; Reach 30 ft. (30 ft. with vine)
Base Atk +38; Grp +71
Special Actions constrict 3d6+25, entangle, improved grab 

Abilities Str 44 (+17), Dex 8 (-1), Con 28 (+9), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).

Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.

Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
encounter 6





Roguer (4)
CR 10
Male Ogre Rogue 9
NE Large Giant
Init +1; Senses Darkvision 60 ft, Listen +4, Spot +18
Languages Common, Giant
AC 19, touch 10, flat-footed 18

(-1 size, +1 Dex, +4 armor, +5 natural)

hp 94 (4d8+9d6 HD +33)
Fort +12, Ref +10 Will +7

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

Speed 40 ft. (8 squares), 

Melee Spiked Chain +18/+13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+12 +2d6 20x2) (1d6 to self) 

Ranged Javelin +9[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 20x2)
Space 10 ft.; Reach 10 (20) ft.

Base Atk +9; Grp +20
Atk Options sneak attack (+5d6), Staggering Strike, Vexing Flanker
Combat Gear Elixir of Hiding, Elixir of Sneaking, Potion of Bull’s Strength, Potion of Remove Blindness, Dust of Disappearance, Potion of Fly
Abilities Str 27, Dex 12, Con 16, Int 6, Wis 13, Cha 4 
Feats Exotic Weapon Profiency: Spiked Chain#, Combat Reflexes#, Weapon Focus Spiked Chain#, Staggering Strike, Vexing Flanker
Skills total ranks: class XX Spot +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +13[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Sense Motive +1[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],
Possessions combat gear plus Vicious Large Spiked Chain, Masterwork Chain Shirt, Vest of Resistance +2, 
Sneak Attack (Ex) – Extra damage to flanked or flat-footed target; PH 50
Evasion (Ex) At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage.
Staggering Strike -Deal damage with melee sneak attack, opponent is staggered for one round or until receives DC15 Heal check or magical healing that restores at least 1 hp.  Can resist the effect with Fortitude save where DC = Damage dealt.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker

Vexing Flanker -+4 to hit while flanking instead of +2. PHB2
Power up Suite:  

Active Spell Effects

Bull’s Strength  clvl 3

Elixir of Hiding clvl 5

Elixir of Sneaking clvl 5
Melee Spiked Chain +21/+16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+15+2d6 20x2) (1d6 to self) 

Hide +23

Move Silently +27
Appendix 6 – APL 14
Encounter 2




Khoryk (1)
CR 16

Male Vampire Catfolk Dread Necromancer 14

NE Medium Undead (augmented humanoid, catfolk)
Init +12; Senses darkvision 60’, low-light vision; Listen +2, Spot 0
Languages Common 

AC 30, touch 17, flat-footed 24

(+6 Dex, +6 armor, +1 deflection, +7 natural)

hp 126 (14d12 HD); DR 6/bludgeoning and magic, light fortification
Fort +4, Ref +14, Will +10; (+4 against sleep, stunning, paralysis, poison, negative energy effects or disease)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares); base movement 40 ft.

Melee falchion, masterwork, two-handed +11/+6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+4/18-20/x2)
Ranged throwing axe +11/+6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6+3; 20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +10
Atk Options Charnel Touch (Su), Negative Energy Burst (Su), Scabrous Touch (Su), Enervating Touch (Su), death throes (precast, 14d8 points dam, 30’ radius), death armor (1d4+7 when hit by adjacent melee opponent), vampiric touch (precast, 7d6 damage, + same gain as temp)
Special Actions Mental Bastion, Fear Aura (Su), Light Fortification, precast death ward, precast fire in the blood, precast aura of terror
Combat Gear +2 mithral chain shirt, cloak of charisma +6, gloves of dexterity +6, ring of protection +1
Dread Necromancer Spells Known (CL 14th, Save DC is 21 + spell level):

7th (5/day) — Avasculate, Control undead, destruction, finger of death, greater harm, mass inflict serious wounds, song of discord, vile death, blood to water

6th (7/day) — Acid fog, aura of terror**, circle of death, create undead, eyebite, geas/quest, harm, mass inflict moderate wounds, waves of exhaustion, aura of terror

5th (8/day) — Blight, cloudkill, death throes**, fire in the blood**, greater dispel magic, insect plague, magic jar, mass inflict light wounds, nightmare, oath of blood*, slay living, summon undead V, undeath to death, unhallow, waves of fatigue

4th (8/day)— Animate dead, bestow curse, contagion, death ward, dispel magic, enervation, Evard’s black tentacles, fear, giant vermin, inflict critical wounds, phantasmal killer, poison, summon undead IV

3rd (9/day) — Crushing despair, death ward**, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III, vampiric touch**

2nd (9/day) — Blindness/deafness, command undead, darkness, death armor**, death knell, false life**, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II

1st (9/day) — Bane, bestow wound, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I, undetectable alignment
** precast spell
Abilities Str 16 (+3), Dex 26 (+8), Con — (+0), Int 12 (+1), Wis 12 (+1), Cha 33 (+11) 
SQ Rebuke Undead (Su), Undead Mastery, Negative Energy Resistance, Advanced Learning, Summon Familiar
Feats Alertness (PH 89)², Combat Casting (PH 92), Combat Reflexes (PH 92)², Dodge (PH 93)², Improved Initiative (PH 96)², Lightning Reflexes (PH 97)², Martial Weapon Proficiency (PH 97) (Falchion²), Retributive Spell (CM 47), Necromantic Presence (LM 28), Improved Toughness (MM4 203), Sudden Empower

Skills total ranks: class XX [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]Concentration¹ +28, Knowledge (religion) +18, Spellcraft +14
Possessions combat gear plus 

Rebuke Undead (Su): Can rebuke undead 14 times per day. A rebuking check is made on 1d20+13; rebuking damage is equal to 2d6+25 on a successful check.

Charnel Touch (Su): 1/round at will, as a melee touch attack, you can attack a living foe dealing 1d8+3 points of damage. This touch heals undead, and can be delivered through a spectral hand spell.

Negative Energy Burst (Su): 3/day you can emit a 5 ft. burst of negative energy dealing 14d4 damage to living creatures or the same amount of healing to undead creatures. Will (DC 28) for half.

Advanced Learning: You can add 3 new spell(s) to your list.

Mental Bastion: You gain a +4 bonus on saving throws made to resist sleep, stunning, paralysis, poison or disease.

Fear Aura (Su): As a free action, you radiate a 5-foot-radius fear aura. Enemies must succeed on a Will save (DC 28) or become shaken.

Scabrous Touch (Su): 2/day as a swift action, you can use your charnel touch to inflict disease.

Summon Familiar: You are able to summon an evil familiar. 

Undead Mastery: Undead created by you gain a +4 enhancement bonus to Strength and Dexterity and 2 additional hitpoints per hit die. You can create 210 HD worth of Undead creatures using animated dead. And control up to 182 HD of undead when casting control undead.

Negative Energy Resistance: You gain a +4 bonus on saving throws made to resist negative energy effects.

Light Fortification: You gain 25% to resist critical hits.

Enervating Touch (Su): You gain the ability to bestow negative levels when you use your charnel touch attack. Each day you can bestow up to 7 negative levels but no more than two with a single touch.

Sources Libirs Mortis
Skeleton, Young Adult Red Dragon(5)CR 8
NE Huge Undead (Fire)
Init +7; Senses darkvision 60 ft.
AC 14, touch 11, flat-footed 11

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

hp 209 (19d12 HD); regeneration/fast healing; DR 5/bludgeoning
Immune cold and fire
Resist udead traits
Fort +6, Ref +9, Will +8
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. (8 squares)

Melee bite +19 (2d8+12) and claw +14/+14 (2d6+7) and wings +14/+14 (1d8+7) and tail slap +14 (2d6+17)

Space 15 ft.; Reach 10 ft.

Base Atk +9; Grp +29
Abilities Str 35 (+12), Dex 16 (+3), Con --, Int --, Wis 10, Cha 1 
Feats Improved Initiative# 

Encounter 4




Assassin Vine (1)
CR 16
N Colossal Plant (advanced)
Init -1; Senses blindsight 30’, low-light vision; Listen +1, Spot +1
AC 19, touch 1, flat-footed 19

(-8 size, -1 Dex, +18 natural)

hp 783 (58 HD) 

Immune electricity
Resist cold 10, fire 10
Fort +40, Ref +18, Will +20
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 5 ft. (1 square), base movement 5 ft.

Melee slam +52[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (3d6+25)
Space 30 ft.; Reach 30 ft. (30 ft. with vine)
Base Atk +43; Grp +76
Special Actions constrict 3d6+25, entangle, improved grab 

Abilities Str 44 (+17), Dex 8 (-1), Con 28 (+9), Int --, Wis 13 (+1), Cha 9 (-1) 
SQ camouflage, plant traits
Entangle (Su) An assassin vine can animate plants within 30 feet of itself as a free action (Reflex save DC 13 partial). The effect lasts until the vine dies or decides to end it (also a free action). The save DC is Wisdom-based. The ability is otherwise similar to entangle (caster level 4th).
Improved Grab (Ex) To use this ability, an assassin vine must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks or opportunity. If it wins the grapple check, it establishes a hold and can constrict.
Camoflauge (Ex) Since an assassin plant looks like a normal plant when at rest, it takes a DC 20 Spot check to notice it before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.
exncounter 6
            



Roguer (4)
CR 12
Male Ogre Rogue 10/Barbarian 1
NE Large Giant
Init +1; Senses Darkvision 60 ft, Listen +6, Spot +20
Languages Common, Giant
AC 19, touch 10, flat-footed 18

(-1 size, +1 Dex, +4 armor, +5 natural)

hp 107 (4d8+10d6 HD+1d12 +39)
Fort +13, Ref +12 Will +8

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

Speed 40 ft. (8 squares), 

Melee Spiked Chain +20/+15/+10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+12 +2d6 20x2) (1d6 to self) 

Ranged Javelin +12[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+7 20x2)
Space 10 ft.; Reach 10 (20) ft.

Base Atk +11; Grp +22
Atk Options sneak attack (+5d6), Staggering Strike, Vexing Flanker, Opportunist
Combat Gear Elixir of Hiding, Elixir of Sneaking, Potion of Bull’s Strength, Potion of Remove Blindness, Dust of Disappearance, Potion of Fly
Abilities Str 27, Dex 12, Con 16, Int 6, Wis 13, Cha 4 
Feats Exotic Weapon Profiency: Spiked Chain#, Combat Still need 1 feat chosen at apl 12 & 14

Reflexes#, Weapon Focus Spiked Chain#, Staggering Strike, Vexing Flanker, Reckless Rage
Skills total ranks: class XX Spot +14[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Hide +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +19[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Sense Motive +1[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],
Possessions combat gear plus Vicious Large Spiked Chain, Masterwork Chain Shirt, Vest of Resistance +3, Bracers of Quickstrike
Sneak Attack (Ex) – Extra damage to flanked or flat-footed target; PH 50
Evasion (Ex) At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage.
Staggering Strike -Deal damage with melee sneak attack, opponent is staggered for one round or until receives DC15 Heal check or magical healing that restores at least 1 hp.  Can resist the effect with Fortitude save where DC = Damage dealt.

Uncanny Dodge (Ex): Starting at 4th level, a rogue can react to danger before her senses would normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if she is caught flat-footed or struck by an invisible attacker

Vexing Flanker - +4 to hit while flanking instead of +2. PHB2

Opportunist (Ex): Once per round, the rogue can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the rogue’s attack of opportunity for that round. Even a rogue with the Combat Reflexes feat can’t use the opportunist ability more than once per round.
Power up Suite:  

Active Spell Effects

Bull’s Strength  clvl 3

Elixir of Hiding clvl 5

Elixir of Sneaking clvl 5
Melee Spiked Chain +23/+18/+13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+15+2d6 20x2) (1d6 to self) 

Hide +25

Move Silently +29

Raging

HP: 141
Fort Save: +16  Will Save: +10

AC: 13
Melee Spiked Chain +26/+21/+16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d6+20+2d6 20x2) (1d6 to self) 
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DM Aid: Map #3 – Encounter 6
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Dread Necromancer (Heroes of Horror, page 84)

A specialist wizard who calls himself a necromancer or cleric with the Death domain has significant power over undead and the forces of negative energy, but a dread necromancer is their true master. A practitioner of vile and forbidden arts, the dread necromancer roots about in graveyards, searching out moldering components for her obscene spells. She calls upon restless, tormented spirits of the dead, seeking their arcane secrets. She might be a consummate villain, or perhaps a tortured hero whose obsession with death leads her along questionable moral paths. 

Making a Dread Necromancer

A dread necromancer is similar to other arcane spellcasters such as wizards, sorcerers, bards, or warmages. She does not learn spells as quickly as wizards do, nor have access to such a great variety of spells, but she excels at her primary repertoire – necromantic, evil and fear-related spells. She is a combat caster, with more resilience than a wizard or sorcerer and a definite emphasis on combat-oriented necromantic spells.

Abilities: Charisma determines how powerful a spell a dread necromancer can cast, how many spells she can cast per day, and how hard those spells are to resist. Like a sorcerer or wizard, a dread necromancer benefits from high Dexterity and Constitution scores.

Races: Of the standard races, humans are most likely to become dread necromancers. They seem by nature to be more preoccupied with death than longer-lived races, and hance more apt to drift into a necromantic career. Elf dread necromancers, while rare, are not unknown, and a few half-orcs inherit a morbid interest in death and gore from both sides of their lineage.

Alignment: Not all dread necromancers are evil, although the best of them could be described as evil-tolerant. No dread necromancer can have a good alignment. Performing evil acts is a basic feature of the class, but some dread necromancers manage to balance evil acts with good intentions, remaining solidly neutral. 

Class Features

Spellcasting is your greatest strength, although your rate of spell acquisition is closer to that of a sorcerer than a wizard. You make up for slower spellcasting progression with a wide array of abilities, including a touch attack that uses negative energy to harm your foes. This attack increases in strength and gains additional effects as you gain levels. Because many of your abilities rely on your entering melee, you are proficient with light armor and have the ability to cast your spells while wearing light armor. You also gain a resilience that wizards or sorcerers do not posess.

Weapon and Armor Proficiency: A dread necromancer is proficient with all simple weapons and with one martial weapon of her choice. Her choice of weapon is made when the character takes her first level of dread necromancer and cannot be changed.

Dread necromancers are also proficient with light armor, but not with shields. The somatic components required for dread necromancer spells are simple, so members of this class can cast dread necromancer spells while wearing light armor without incurring the normal arcane spell failure chance arcane spells derived from other classes. In addition, if a dread necromancer wears medium or heavy armor, or uses a shield, she incurs the same chance of arcane spell failure as any other arcane caster if the spell in question has a somatic component (and most do).

Spellcasting; A dread necromancer casts arcane spells, which are drawn from the dread necromancer’s spell list (see below). Like a sorcerer, she can cast and spell she knows without preparing it ahead of time. When a dread necromancer gains access to a new level of spells, she automatically knows all the spells for that level given on the dread necromancer’s spell list. Dread necromancers also have the option of adding to their existing spell list through their advanced learning ability as they increase in level (see below).

Table 5-2 THE DREAD NECROMANCER    HIT DIE: D6

    Spellcasting

	Class

Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th
	9th

	1st
	+0
	+0
	+0
	+2
	Charnel Touch, Rebuke Undead
	3
	-
	-
	-
	-
	-
	-
	-
	-

	2nd
	+1
	+0
	+0
	+3
	Lich Body DR 2
	4
	-
	-
	-
	-
	-
	-
	-
	-

	3rd
	+1
	+1
	+1
	+3
	Negative Energy Burst 1/Day
	5
	-
	-
	-
	-
	-
	-
	-
	-

	4th
	+2
	+1
	+1
	+4
	Advanced Learning, Mental Bastion +2
	6
	3
	-
	-
	-
	-
	-
	-
	-

	5th
	+2
	+1
	+1
	+4
	Fear Aura
	6
	4
	-
	-
	-
	-
	-
	-
	-

	6th
	+3
	+2
	+2
	+5
	Scabrous Touch 1/Day
	6
	5
	4
	-
	-
	-
	-
	-
	-

	7th
	+3
	+2
	+2
	+5
	Lich Body DR 4, Summon Familiar
	6
	6
	4
	-
	-
	-
	-
	-
	-

	8th
	+4
	+2
	+2
	+6
	Advanced Learning, Negative Energy Burst 2/Day, Undead Mastery
	6
	6
	5
	3
	-
	-
	-
	-
	-

	9th
	+4
	+3
	+3
	+6
	Negative Energy Resistance
	6
	6
	6
	4
	-
	-
	-
	-
	-

	10th
	+5
	+3
	+3
	+7
	Light Fortification 25%
	6
	6
	6
	5
	3
	-
	-
	-
	-

	11th
	+5
	+3
	+3
	+7
	Lich Body DR 6, Scabrous Touch 2/Day
	6
	6
	6
	6
	4
	-
	-
	-
	-

	12th
	+6/+1
	+4
	+4
	+8
	Advanced Learning, Enervating Touch
	6
	6
	6
	6
	5
	3
	-
	-
	-

	13th
	+6/+1
	+4
	+4
	+8
	Negative Energy Burst 3/Day
	6
	6
	6
	6
	6
	4
	-
	-
	-

	14th
	+7/+2
	+4
	+4
	+9
	Mental Bastion +4
	6
	6
	6
	6
	6
	5
	3
	-
	-

	15th
	+7/+2
	+5
	+5
	+9
	Lich Body DR 8
	6
	6
	6
	6
	6
	6
	4
	-
	-

	16th
	+8/+3
	+5
	+5
	+10
	Advanced Learning, Scabrous Touch 3/Day
	6
	6
	6
	6
	6
	6
	5
	3
	-

	17th
	+8/+3
	+5
	+5
	+10
	Enervating Touch, Light Fortification 50%
	6
	6
	6
	6
	6
	6
	6
	4
	-

	18th
	+9/+4
	+6
	+6
	+11
	Negative Energy Burst 4/Day
	6
	6
	6
	6
	6
	6
	6
	5
	3

	19th
	+9/+4
	+6
	+6
	+11
	Craft Wondrous Item
	6
	6
	6
	6
	6
	6
	6
	6
	4

	20th
	+10/+5
	+6
	+6
	+12
	Advanced Learning, Lich Transformation
	6
	6
	6
	6
	6
	6
	6
	6
	5


Class Skills (2 + Int modifier per level): Bluff, Concentration, Craft, Decipher Script, Disguise, Hide, Intimidate, Knowledge (arcana), Knowledge (religion), Profession, and Spellcraft.  

To cast a spell, a dread necromancer must have a Charisma score of 10 + the spell’s level. The Difficulty Class for a saving throw against a dread necromancer’s spell 10 + the spell’s level + her Charisma modifier. Like other spellcasters, a dread necromancer can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given in Table 5-2: The Dread Necromancer. In addition, she receives bonus spells for a high Charisma score (see Table 1-1 on page 8 of the Player’s Handbook). 

Charnel Touch (Su): Negative energy flows through a dread necromancer’s body, concentrating in her hands. At will, but no more than once per round, she can make a melee touch attack against a living foe that deals 1d8 points of damage, +1 per four class levels. This touch heals undead creatures, restoring 1 hit point per touch, +1 per four class levels. 

A dread necromancer can use the spectral hand spell to deliver this attack from a distance. 

Rebuke Undead (Su): A dread necromancer can rebuke or command undead creatures by channeling negative energy through her body. See the cleric class feature described on page 33 of the Player’s Handbook. 

Lich Body: Starting at 2nd level, a dread necromancer begins her journey into undeath. The first symptom is her body’s increased resilience to physical harm. She gains DR 2/bludgeoning and magic. As the dread necromancer increases in level, this DR increases in effectiveness, to DR 4 at 7th level, DR 6 at 11th level, and DR 8 at 15th level. 

Negative Energy Burst (Su): Beginning at 3rd level, a dread necromancer gains the ability to emit a burst of negative energy from her body, harming living creatures within 5 feet of her. This burst deals 1d4 points of damage per class level. A successful Will save (DC 10 + ½ her class level + Cha modifier) reduces damage by half. Undead creatures within this burst are healed the same amount of hit points as the damage she deals to living creatures. A dread necromancer can use this ability once per day at 3rd level, and one additional time per day for every five levels she attains beyond third (2/day at 8th level, 3/day at 13th level, and 4/day at 18th level). 

Advanced Learning (Ex): At 4th level, a dread necromancer can add a new spell to her list, representing the result of personal study and experimentation. The spell must be a cleric or wizard spell of the necromancy school, and of a level no higher than that of the highest-level spell the dread necromancer already knows. Once a new spell is selected, it is added to that dread necromancer’s spell list and can be cast just like any other spell she knows. If a spell is both a cleric spell and a wizard spell, use the lower of the two spell levels (when different) to determine what level the spell is for a dread necromancer. 

A dread necromancer gains an additional new spell at 8th, 12th, 16th, and 20th level. 

Mental Bastion: Starting at 4th level, a dread necromancer gains a +2 bonus on saving throws made to resist sleep, stunning, paralysis, poison, or disease. This bonus increases to +4 at 14th level. 

Fear Aura: Beginning at 5th level, a dread necromancer radiates a 5-foot-radius aura as a free action. Enemies in the area must succeed on a Will save (DC 10 + ½ her class level + her Cha modifier) or become shaken. A creature who successfully saves cannot be affected by that dread necromancer’s fear aura for 24 hours. 

Scabrous Touch (Su): Starting at 6th level, once per day a dread necromancer can use her charnel touch to inflict disease on a creature she touches. This ability works like the contagion spell (see page 213 of the Player’s Handbook), inflicting the disease of her choice immediately, with not incubation period, unless the target makes a successful Fortitude save (DC 10 + ½ her class level + her Cha modifier). The DC for subsequent saving throws to resist the effects of the disease depends on the disease inflicted, see page 292 of the Dungeon Master’s Guide for details. 

Activating this class feature is a swift action. The effect lasts until the dread necromancer makes a successful charnel touch attack. The spectral hand spell enables a dread necromancer to deliver a scabrous touch attack from a distance. 

A dread necromancer can use this ability once per day at 6th level, twice per day at 11th level, and three times per day at 16th level. 

Summon Familiar: At 7th level or anytime thereafter, a dread necromancer can obtain a familiar. The familiar she acquires is more powerful than a standard wizard’s or sorcerer’s familiar, but it is unequivocally evil. The player of a dread necromancer chooses one of the following creatures: imp (devil), quasit (demon), vargouille, or ghostly visage. All these creatures are described in the Monster Manual except for the ghostly visage, an undead symbiont described on page 221 of the Fiend Folio. 

A dread necromancer’s familiar gains the usual familiar benefits given on pages 52-53 of the Player’s Handbook, with two exceptions. Its type does not change, and it does not gain the exceptional ability to speak with other creatures of its kind. 

A dread necromancer’s familiar can use its ability to deliver touch soell such as its master’s charnel touch, scabrous touch, or enervating touch attack. The master must use a standard action to imbue the touch attack into her familiar. 

Undead Mastery: All undead creatures created by a dread necromancer who has reached 8th level or higher gain a +4 enhancement bonus to Strength and Dexterity and 2 additional hit points per Hit Die. 

In addition, when a dread necromancer uses the animate dead spell to create undead, she can control 4+her Charisma bonus HD worth of undead creatures per class level (rather than the 4 HD per level normally granted by the spell). 

Similarly, when a dread necromancer casts the control undead spell, the spell targets up to (2 + her Cha bonus) HD/level of undead creatures, rather than the 2 HD/level normally granted by the spell.

Negative Energy Resistance: Beginning at 9th level, a dread necromancer gains a +4 bonus on saving throws made to resist negative energy effects, including energy drain, some ability drain, and inflict spells. 

Light Fortification: Starting at 10th level, a dread necromancer gains 25% resistance to critical hits; this is the equivalent of the light fortification armor special ability described on page 219 of the Dungeon Master’s Guide. At 17th level, this fortification increases to 50%. 

Enervating Touch (Su): When a dread necromancer reaches 12th level, she gains the ability to bestow negative levels when she uses her charnel touch attack. Each day, she can bestow a total number of negative levels equal to one-half her class level, but no more than two negative levels with a single touch. The saving throw to remove negative levels has a DC of 10 + ½ her class level + her Charisma modifier. 

Activating this class feature is a swift action. The effect lasts until she makes a successful charnel touch attack. 

Beginning at 17th level, the number of negative levels a dread necromancer can bestow per day increases to equal her class level. 

Craft Wondrous Item: At 19th level, the dread necromancer gains Craft Wondrous Item as a bonus feat. This helps her prepare the phylactery required to become a lich. 

Lich Transformation: When a dread necromancer attains 20th level, she undergoes a hideous transformation and becomes a lich. Her type changes to undead (see page 317 of the Monster Manual). She no longer has a Constitution score, all her existing Hit Dice become d12s, and she must reroll her hit points. A dread necromancer need not pay experience points or gold to create her phylactery. 

A dread necromancer who is not humanoid does not gain this class feature. 

Dread Necromancer Spell List

The dread necromancer’s spell list appears below. * denotes a new spell described below. 

1st Level: Bane, bestow wound*, cause fear, chill touch, detect magic, detect undead, doom, hide from undead, inflict light wounds, ray of enfeeblement, summon undead I*, undetectable alignment

2nd Level: Blindness/deafness, command undead, darkness, death knell, false life, gentle repose, ghoul touch, inflict moderate wounds, scare, spectral hand, summon swarm, summon undead II*

3rd Level: Crushing despair, death ward, halt undead, inflict serious wounds, ray of exhaustion, speak with dead, summon undead III*, vampiric touch

4th Level: Animate dead, bestow curse, contagion, death ward, dispel magic, enervation, Evard’s black tentacles, fear, giant vermin, inflict critical wounds, phantasmal killer, poison, summon undead IV*

5th Level: Blight, cloudkill, fire in the blood*, greater dispel magic, insect plague, magic jar, mass inflict light wounds, nightmare, oath of blood*, slay living, summon undead V*, undeath to death, unhallow, waves of fatigue

6th Level: Acid fog, circle of death, create undead, eyebite, gaes/quest, harm, mass inflict moderate wounds, waves of exhaustion

7th Level: Control undead, destruction, finger of death, greater harm*, mass inflict serious wounds, song of discord, vile death*

8th Level: Create greater undead, horrid wilting, mass inflict critical wounds, symbol of death

9th Level: Energy drain, imprison soul*, mass harm*, plague of undead*, wail of the banshee
New Spells

Bestow Wound (Heroes of Horror, page 127)
Transmutation

Level: Dread necromancer 1, sorcerer/wizard 1, Spite 1

Components: V, S, M

Casting Time: 1 action

Range: Touch

Target: Living creature touched

Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes

If wounded, you can cast this spell and touch a living creature. The target takes damage equal to your wounds at the rate of 1 point of damage per your CL, or the amount needed to bring you up to your maximum hit points, whichever is less. At the same time, you heal that much damage, as if a cure spell had been cast on you. 

Material Component: A small eye agate worth at least 10 gp. 

Fire in the Blood (Heroes of Horror, page 129)
Transmutation

Level: Cleric 5, Spite 5

Components: V, S, M

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 minute/level

Saving Throw: None

Spell Resistance: No

This unsettling spell enables you to make a deadly weapon out of your own arteries and veins. Once the spell is cast, your blood takes on a mystical potency that makes it more corrosive than the strongest acid to anyone who draws it from you. From then on, until the spell’s duration has elapsed, anyone who deals slashing or piercing melee damage on you is sprayed with your blood in retribution. The blood deals a cumulative of 1d6 points of damage per attack upon your attacker, with no save or spell resistance applicable, up to a maximum of 5d6. Thus, the first time a foe hits you with a slashing or piercing weapon, he instantly takes 1d6 points of damage from the sanguinary backlash. The second time that same foe strikes you, he takes 2d6 points of damage. As soon as any single foe has taken 5d6 points of damage in a single spray from your corrosive blood, the spell ends. 

Opponents striking you with magical attacks that do not manifest in a slashing or piercing manner, or those striking you with only bludgeoning weapons, do not trigger the retributive blood spray. 

The arc and direction of the blood is magical in nature, and the spray does not splatter adjacent squares or parties, no matter how close together they might be. Each spray strikes only the one responsible for the wound. 

Material Component: A drop of your own blood.

Oath of Blood (Heroes of Horror, page 131)
Necromancy

Level: Cleric 5, sorcerer//wizard 5

Components: V, S, M, DF

Casting Time: 1 minute

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

Target: One living creature

Duration: See below

Saving Throw: None

Spell Resistance: Yes

Oath of blood functions only when cast on a creature that has recently been subject to a gaes or similar spell. It extends the reach of gaes beyond death. If the individual subject to the gaes dies before completing the task, oath of blood animates him as an undead creature in order that he might continue his quest. The nature of the undead creature is determined by the CL of this spell, as per create undead (see page 215 of the Player’s Handbook). Once the task is complete or the original gaes (or similar spell) expires, the magic animating the subject ends and he returns to death. 

Material Component: Grave dirt mixed with powdered onyx worth at least 40 gp per HD of the target.

Summon Undead I (Heroes of Horror, page 132)
Conjuration (Summoning) [Evil]

Level: Blackguard 1, cleric 1, dread necromancer 1, sorcerer/wizard 1

Components: V, S, F/DF

Casting Time: 1 round

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

Effect: One summoned creature

Duration: 1 round/level

Saving Throw: None

Spell Resistance: No

This spell functions like summon monster I (see page 285 of the Player’s Handbook), except that you summon an undead creature. 

Summon undead I conjures one of the creatures from the 1st-level list in the Summon Undead table below. You choose which creature to summon, and you can change the choice each time you cast the spell. Summoned undead do not count toward the total Hit Dice of the undead that you can control with animate dead, plague of undead, or other command undead abilities. No undead creature you summon can have more Hit Dice than your CL +1. 

Focus: A tiny bag, a small candle (not lit), and a carved bone from any humanoid. 

Note: The description of the summon undead spells presented here supersede earlier published descriptions. 

Summon Undead II (Heroes of Horror, page 132)
Conjuration (Summoning) [Evil]

Level: Blackguard 2, cleric 2, dread necromancer 2, sorcerer/wizard 2

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except you can summon one undead from the 2nd-level list or two undead of the same kind from the 1st-level list. 

Summon Undead

	
	1st Level

	
	Human warrior skeleton

	
	Kobold zombie

	
	

	
	2nd Level

	
	Owlbear skeleton

	
	Bugbear zombie

	
	

	
	3rd Level

	
	Ghoul

	
	Troll skeleton

	
	Ogre zombie

	
	

	
	4th Level

	
	Allip

	
	Ghast

	
	Wyvern zombie

	
	

	
	5th Level

	
	Mummy

	
	Shadow

	
	Vampire Spawn

	
	Wight


Summon Undead III (Heroes of Horror, page 132)
Conjuration (Summoning) [Evil]

Level: Blackguard 3, cleric 3, dread necromancer 3, sorcerer/wizard 3

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except you can summon one undead from the 3rd-level list or two undead of the same kind from the 2nd-level list, or four undead of the same kind from the 1st-level list. 

Summon Undead IV (Heroes of Horror, page 133)
Conjuration (Summoning) [Evil]

Level: Blackguard 4, cleric 4, dread necromancer 4, sorcerer/wizard 4

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except you can summon one undead from the 4th-level list or two undead of the same kind from the 3rd-level list, or four undead of the same kind from a lower-level list.

Summon Undead V (Heroes of Horror, page 133)
Conjuration (Summoning) [Evil]

Level: Cleric 5, dread necromancer 5, sorcerer/wizard 5

Effect: One or more summoned creatures, no two of which can be more than 30 ft. apart

This spell functions like summon undead I, except you can summon one undead from the 5th-level list or two undead of the same kind from the 4th-level list, or four undead of the same kind from a lower-level list.
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