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Royal Army and Mine Ranger members sent on a mission to explore caverns somewhere within the Lortmil Hills have not returned. You are asked to find them and bring them home safely but this is easier said than done. A slumbering evil has awoken and it hungers once more. Will a tragic choice from the past doom the lives of the innocent, delivering a sacred and powerful relic into the clutches of the Principality of Uleks greatest enemy or will heroes rise in time to stop it?  A Principality of Ulek regional adventure for APLs 2-12, and Part 2 of the Gems of Ulaa Series.

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA table tracking form, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

This is a LIVING GREYHAWK Adventure.  As a LIVING adventure it is expected that players bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, and then have any players without a character create one.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. 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 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.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Four or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are two things that you can do to help even the score.

5. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

6. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a move action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard one-round Regional adventure, set in the Principality of Ulek.  Characters native to the Principality of Ulek pay one Time Unit per round, all others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

This is the thirty-sixth regional scenario for the Principality of Ulek in the RPGA Living Greyhawk Campaign. Below are some general background information.

· While a dwarf rules the Principality of Ulek, and all of the nobles are dwarves, the Principality consists of more humans than any other race. 

· The Principality of Ulek is presently at war with the Pomarj. The territory east of the Lortmil Hills is currently contested, and a large number of Principality of Ulek’s residents have been forced to flee their homes due to the humanoid invaders in the Pomarj.

· The Pomarj is a humanoid state, composed mainly of orcs, goblins, and the like.

Adventure Summary

This scenario is a continuation in the series featuring the Gems of Ulaa.  This particular scenario deals with the Ruby Gem of Blood and Heart.

Recently the Church of Ulaa, in portents, received signs of the resurgence of the gems and their importance to the Axe of Corond and the Principality of Ulek. They have discovered that one of the gems of Ulaa is located somewhere within the tunnels and caverns beneath tracts of land owned by a local baron named Throngard Ironfist. Throngard has decided it is time to excavate the mines of their wealth and is looking for help in doing so. The Church of Ulaa contacts the Royal Army, Mine Rangers, and Liegeman of the Prince about the gems possible location, which spurs these military branches to throw their full support behind Throngards efforts, mentioning nothing of the Gem of Ulaa but rather that they wish to help him in exchange for donating some of the wealth discovered to the war effort. Throngard agrees wholeheartedly. Events from the past however, return to complicate matters in the present.

Years before this, a vampire by the name of Caleb, also known as the Scourge of Dawn, made his home in the Principality of Ulek, narrowly escaping destruction at the hands of worshippers of Pelor from Dyvers. Once in the Principality of Ulek, Caleb began preying on three villages near the Lortmil Hills and the city of Havenhill; the villages of Birchwood, Stonehelm, and Galowen. He began creating vampire spawn and charmed victims from the indigent and travelers with no connections to the villages. His activity earned him the attention of a cleric of Lydia and sacred exorcist named Eliazar Lightbringer. With swift and skilled efficiency, Eliazar and his fellow undead hunters made quick work of most of Calebs vampire spawn and freed many of his charmed victims. Determined to exact his revenge and sensing that the end was near, Caleb kidnapped Eliazars fiancée Analia Tolson, swooping down one night and flying away with her before Eliazar could react in time.

Obsessed and distraught, Eliazar spent the next three days tracking Caleb to his location; a secret room under a wine cellar belonging to one of his victims. With righteous fury, divine spells, and his sacred exorcist training, Eliazar blasted Calebs undead minions to dust. Reaching Analia, who was within a coffin with a thick glass cover, he was horrified to discover that Caleb had turned her into a vampire. Caleb tried to attack Eliazar in the clerics moment of stunned grief but Eliazar brought his full divine might against Caleb and destroyed him. As Analia stirred, Eliazar was faced with the decision of destroying his beloved or trying to find a way to reverse her vampirism. After driving his magical stake into her heart, he found himself unable to permanently destroy the abomination that had once been his beloved, instead swearing to find a cure for her vampirism.

After tracking the remnants of Caleb's vampire spawn to a cavern nearby, Eliazar, along with his fellow undead hunters engaged them in battle. During the battle, Nagcim, a choker that had discovered the Gem of Heart and Blood embedded within the caverns walls leapt into the fray, attacking both sides equally. Though he was not intelligent enough to access the gems full powers, his desire and instinct allowed him to access some of its abilities. Over time, he had grown terribly paranoid over losing the gem and in his dementia, he believed that both the undead and the undead hunters had come to steal it from him. Despite the gems powers at his command, Nagcim was badly wounded by spells and energy drains and retreated from battle. Eliazar, realizing what the gem was due to his research for a cure for Analia, followed Nagcim and in a brief battle killed him and retrieved the gem. He was sure he could use it to reverse Analias vampirism. With the help of some discreet assistants he hired (save for one), and the proper magic, Eliazar crafted a magical casket and with Analia slumbering within it, moved it to a secret location within a cavern under the land owned by Throngard. This same area also contained the remains of a small secret base founded before the Hateful Wars by Earth Dragon followers and used to observe the activity within the Principality of Ulek unmolested. Unfortunately for them, its inhabitants were killed by the large number of dangerous monsters within the caverns.

The Earth Dragon minions became aware of the gems whereabouts when one of Eliazar's former assistants, Segwar Wyndell, was taken by Pomarj slavers. Fearing for his life, he attempted to trade his freedom for the information of the gem. An Earth Dragon cleric named Deyja Stonetalon bought Segwar and then grilled him for the information. Once done, Deyja executed Segwar to preserve his silence. Deyja gathered her most loyal followers and decided to retrieve the gem for her deity and to strike at the Principality of Ulek simultaneously.

Eliazar, who has befriended Throngard, knows that if Analia is found, she will be destroyed. He is preparing to move the casket in secrecy and must do so quickly or else everything he has done will be for nothing. To complicate matters, a group of Royal Army and Mine Ranger members were dispatched to scout out the caverns and find the gem but they have yet to return. The PCs are hired to find them, while members of the Royal Army, Mine Rangers, and Liegeman of the Prince are given instructions to find them and seek out the gem as special orders.

The PCs begin the adventure either by being hired by the Royal Army, Mine Rangers, or Liegeman of the Prince or receiving special orders to attend a meeting between Throngard and other interested parties. Here they briefed on what has occurred (some possibly more than others) either hired as paid adventurers or ordered by their superiors to go on the mission.

Assuming they agree to help, Eliazar invites them to his home a few hours later to try to convince them to delay their mission, using rational reasons, long enough for him to move the casket without being noticed.

If the PCs obey the time schedule presented to them by the military leaders, they arrive at the cavern in question and begin their search.

Within the caverns the PCs encounter proof that the Royal Army and Mine Rangers have been there, as well as remnants of battles with wandering monsters that call the caverns home and a pair of strange magical gem traps. 

The PCs may eventually find a surviving member of the initial scouting party, a gnomish wizard of Ulaa, named Sprigga Blackroot, engaged in a futile battle against monsters native to the cavern. After they are dispatched, if Sprigga survives, she tells them that the rest of her group members were captured and taken deeper into the mines by minions of the Earth Dragon. Proceeding in this manner allows them to discover the remains of the abandoned Earth Dragon base. If Sprigga is slain, this information is also in her journal. 

Once the PCs have discovered the secret floor panel, they can move on to the chamber where Analia’s casket is located and where the Earth Dragon minions have begun preparations for retrieval of the Gem of Heart and Blood or are at least searching for it. If the PCs succeed in defeating them, moments later Analia rises from her slumber, with Eliazar arriving shortly thereafter if the PCs succeeded at a Diplomacy or Bluff check towards Analia to make one last fateful decision that will change his life forever. 

Afterwards, Eliazar surrenders himself to the PCs and to the full weight of the law as well as that of his church. The PCs are given a chance to help decide how severely he will be punished. If they managed to save most or all of the initial scouting party and retrieved the Gem of Heart and Blood, it will be a great victory for the Principality of Ulek. 

NOTE: This scenario is a Mine Ranger and Royal Army mission.

Introduction

Prior to the start of the adventure make note of those PCs that are a member of the following Principality of Ulek meta-gaming organizations; Royal Army, Mine Rangers, Church of Ulaa, and/or Liegeman of the Prince. PCs in these groups receive orders to help find the lost Mine Rangers and Royal Army members as part of military duty as opposed to simple adventuring.

For those that are not members of any of these meta-gaming organizations, proceed with the following:

Your travels within the Principality of Ulek have brought you to the city of Havenhill, which is bustling with activity and an undercurrent of cautious optimism. Recently, the Principality of Ulek has seen increased successes in the battles within the Disputed Territory. Spirits are also high regarding the retrieval of the Axe of Corond, a mighty dwarven waraxe believed to play a pivotal role in the war against the Pomarj. Also, Prince Olinstaad Corond, whose supposed demise now seems more a part of strategic chicanery on his part, has returned to ruling the Principality of Ulek and guide the nation through the dark times to come. Despite this, danger is still abundant in the Principality of Ulek, waiting patiently to strike the way a spider does to a fly snared in its webs. 

As you pass the front door of the Stuck Pig tavern, your attention is drawn to a heated exchange between a dwarf and a half-orc. The half-orc is a study in brute physicality, biceps resembling boulders wrapped in flesh and a predatory look that could scare the bark off a tree. Nonetheless, the dwarf, displaying a stubborn defiance that is a trademark of his people, refuses to back down and counters the verbal barrage with his own. Their argument however, seems to be escalating and it is only a matter of time before they come to blows. 

The dwarf arguing is an off duty member of the Principality of Ulek Royal Army named Mogrim Thundershield. Fanatically loyal to his nation, he holds a special hatred for all types of giants. The half-orc in question is a mercenary fighter named Embros Ragehowler. He was there when the ogre Smoke from the scenario ULP4-07 Chasing Smoke was brought to the Temple of Ulaa and is recounting the events to Mogrim who refuses to believe it.

"Maybe if you exercised that pebble-sized brain of yours as much as the rest of your body you’d realize how much of a fool you sound like. An ogre worshipping Ulaa? Bah… Must be some Pomarj trick. I’d plug him full of crossbow bolts the moment I saw him. The only good ogre is a dead one. But I wouldn’t expect your kind to understand that," says the dwarf.

"It’s garbage like that that makes me think all you dwarves were born drunk. Think what you want but I know what I saw. The ogre walked up to the Temple of Ulaa, dropped to his knees in praise and cried tears of joy like some overgrown baby," yells the half-orc, shaking his fist at the dwarf. 

At this point, the PCs can intervene to diffuse the situation. A successful Diplomacy check (DC 15) is enough to calm both parties down, after which Mogrim and Embros part ways with nothing more than angry looks and a few unsavory parting words. If the PCs fail their Diplomacy check, Mogrim and Embros scuffle with each other for a two rounds after which Rugdenner, who runs the Stuck Pig, comes out of the establishment and threatens to have them hauled off to jail as follows:

As the dwarf and half-orc trade fisticuffs, the door to the Stuck Pig swings open abruptly. Out steps a surly-looking dwarf with a graying beard and holding a stout club in his right hand.

"Move your problem somewhere else," shouts the dwarf, jabbing the half-orc in the gut with the club.  "You’re bothering my patrons and that’s bad for business. The two of you get going before I call the city guard to haul you off to jail for civil disturbance."

A Knowledge: Local check or Knowledge: Law check (DC 10) lets the PCs know that Rugdenner isn’t bluffing. The punishment for civil disturbance in the Principality of Ulek is a 50 gp fine and 24 hours in jail. In the case of Embros, it is highly probable that the law will be less lenient.

If the PCs try to talk to Embros and did not attack him, he is angry but willing to tell them what he saw. He reiterates his story about Smoke and insists that he is telling the truth. Those players that have played the scenario ULP4-07 Chasing Smoke know he is being truthful, while those who haven’t can make a Sense Motive check (DC 12) or use magical means to discern that he is being honest.

If the PCs try to talk Mogrim, he reveals his hatred of all giants, stemming from the death of his brother at the hands of a hill giant under the command of the Warlord. Because of this, the thought of an ogre worshipping Ulaa sickens him. If any of the PCs played the scenario ULP4-07 Chasing Smoke and recounts what happened, Mogrim simply shakes his head and walks away in disgust.

After talking with Embros and/or Mogrim, a human boy approaches the party with an offer for employment. If the PCs have played the scenario ULP4-03 Dark Trade, they recognize him as Laydart, the 15 year-old boy they met who aspires to become a Mine Ranger someday. If not, continue with the following: 

With the incident resolved, you prepare to move on but are interrupted by a small human boy stepping in front of you. He stares at you with purpose before speaking

"Hello. My name is Laydart. I am an assistant for Captain Oberth Linderhoff, chief of Havenhills Mine Rangers office. Captain Linderhoff asked me to hand out these parchments to anyone I saw that had the look of an adventurer. We have a serious situation that needs taken care of. I’m told the job pays well but that should be no surprise as Baron Throngard Ironfist is financing the job and you’ll be helping out the Mine Rangers and the Royal Army too. If you’re interested, just follow the instructions on the parchment."

If the PCs make a Knowledge: Local, Bardic Knowledge, or Knowledge: Nobility check (DC 15), they are aware that Baron Throngard is a wealthy dwarven land owner, well known for his love of jewels and precious metals. He is also not shy about displaying his wealth. If the PCs require directions on how to get there, no special roll is needed, as Baron Throngard is well known. 

For PCs not a member of the above groups, the parchment reads as follows:

"We are in immediate need of strong and resourceful adventurers to aid us on a mission of extreme importance. You will be well paid and your basic necessities will be provided for. Assemble at the home of Baron Throngard Ironfist at four o’clock for further details."

Signed - Baron Throngard Ironfist

If there are any PCs present that are members of the Mine Rangers, Royal Army, Liegeman of the Prince, or Church of Ulaa, assume Laydart has been informed of their presence in HavenHill and has been instructed to specifically seek them out. Read the proceeding boxed text to them rather than the one above. Laydart hands them a rolled up parchment different than those of the other PCs. Once he has handed out the parchments, he rushes off to try and recruit more people to help out.

As you move about the city, you feel a sharp tug on your shirt. Turning to see the source, you notice a human boy staring at you with purpose. He speaks in a voice barely above a whisper, saying "I am here to deliver official orders on a mission of utmost importance," as he hands you a rolled up parchment. "Follow the instructions to the letter and don’t be late. Your country is counting on you."

When the PCs unroll the parchment, it reads as follows: 

"Report to the home of Baron Throngard Ironfist at four o’clock for further orders. A combined Mine Ranger and Royal Army scouting party has gone missing and they must be found as soon as possible."

Signed - Keeper Karin Whytsmyth, Baren Gorunn, and Captain Oberth Linderhoff

With a successful Knowledge: Local or Bardic Knowledge check (DC 10) the PCs know that Baren Gorunn is a high ranking officer in the Royal Army. In addition to the above rolls, with a Knowledge: Religion check (DC 10), the PCs know that Keeper Karin Whytsmyth is the current head of the Temple of Ulaa. Those PCs who are members of the Royal Army or hold Ulaa as their patron deity are aware of Baren Gorrun's and Keeper Karin’s status within their respective organizations.

It is currently two o'clock and thus the PCs have two hours before the meeting at Baron Throngard's home. This allows them to tour the sites of Havenhill, perhaps visiting the shops or having a few drinks at the Stuck Pig tavern. Some of the highlights of the city are as follows: 

The Sweet Tooth Bakery: This shop is run by a pudgy halfling named Welbert Tettleton. Relatively new to the city, his bakery and pastry shop is becoming very popular. It is said the aroma alone of his baked goods is mouth watering and that judging from his larger than normal girth, he indulges in his own product more than he should. He is characterized as very jovial and kind, particularly towards children.

Rundlerooks House of Adventuring: This shop is run by a gnome named Rundlerook. It provides all the basic equipment needs (Player's Handbook Table 7-8). Of special note, Rundlerook is fond of gems and is willing to allow PCs to use gems as money to buy equipment. If asked about weapons or armor, he refers PCs to a dwarven weaponsmith and armor maker named Anvilus Hammerstrike not far from his shop.

The Hammer and Anvil: Run by a dwarf named Anvilus Hammerstrike, all manner of mundane and masterwork weaponry in the Player's Handbook can be found and purchased here, with the exception of weapons that are typically used by half-orcs, such as orc double axes. Anvilus is a terse dwarf who is more often than not covered in soot and sweat from his work. He is also noticeably strong and has a habit of talking and chewing tobacco at the same time. His manners leave something to be desired but he is fair. Because of his dislike of half-orcs, he won’t sell anything to them and is openly disrespectful and sarcastic towards them.

If the players want to explore any of these shops, just roleplay along as you see fit, keeping in the spirit of the brief descriptions above but not overdoing it.

If the PCs wish to use their Gather Information skill, they do not receive any immediate information about the mission at hand, as it has been kept very low key. However, they are able to acquire other pieces of information, some of which refer to things that have already occurred or are a prelude to what is yet to come. Refer to the chart below.

	Gather Information result
	Facts/Rumors

	9 and below
	0

	10-14
	1

	15-19
	2

	20-24
	3

	25-29
	4

	30-34
	5

	35-39
	6

	40+
	7


Roll a d8 to adjudicate which rumor or fact the PC learns.

1. The Talons of Retribution came here last week to recruit new members. I here they are a pretty powerful group of arcane spellcasters. Their leader Magnus Loudrin was pretty convincing. You could tell he hates the Pomarj like they were poison flowing through his veins. 

2. The Prince has asked the Grand March for additional battles to be stationed within the Principality of Ulek.

3. No one really knows what’s going to happen with the ogre that showed up at the Ulaa temple. Rumor has it his mind got scrambled magically somehow. 

4. People in the town of Stonehelm say they were woken up by a slight tremor recently. Lucky for them, it was not a full-scale earthquake.

5. The Church of Ulaa has been very active as of late. Some say they’re looking for something important they lost. Prince Olinstaad is offering them a lot of help.

6. Looks like the Mine Rangers might have their hands full. Word has it the derro and duergar are pretty active and causing all sorts of trouble. Do you think it’s related to the rumor about the squid-faced man wandering the caverns of the Lortmil Hills?

7. Have you heard that some adventurers are really Slavers in disguise?  You best be weary of who you trust and who you don't.

8. Even with the recent victories in the Disputed Territory, numerous humanoids, including orcs and goblinoids, still plague the lands.  But the good part is that they no longer under the control of now deceased leader.

Once the PCs have finished whatever they need to do, continue with the next encounter, their meeting at Baron Throngards home.

Encounter One: For Coin or Country

As the PCs approach the home of Baron Throngard Ironfist, proceed with the following: 

As you approach the home of your would-be employer, you are awe struck by the grandeur of the structure before you. For a moment, you feel as if you stand before Erackinor, the mansion home of Moradin himself on the slopes of Solania, located in the Seven Mounting Heavens of Celestia, bathed in its magnificence. The stones are polished smooth and immaculately clean yet the structure appears stalwart enough to serve as a small fortress. Bolted to the frame of the front door is a steel plate with the engraving of a mountain with a gem at its center. You knock upon the door and wait for a response.

PCs can make a Knowledge: Religion (DC 15) check to realize that this motif is representative of the dwarven god Dumathoin, also known as the “Keeper of Secrets Beneath the Mountain.“ He is venerated by dwarves who deal in mining and mineral wealth. Dwarven PCs receive a +2 racial bonus to this skill check.

After a few moments, the door opens and a young dwarven woman stands before you. Dressed in servant's attire, she greets you with a warm smile and a sparkle in her hazel eyes. 

"You must be the adventurers that Master Throngard hired. My name is Vedra. Please come in. Master Throngard has been waiting for you. Allow him to grace you with his hospitality," she says cheerfully, as she leads you through the mansion. 

The inside of the mansion is just as amazing as the outside and the tales of Baron Throngards love of opulence are not exaggerated. To your left, you see fine weaponry in a glass cased display containing an adamantine dwarven waraxe sitting on an orcish skull. Next to that is a finely crafted warhammer with an engraving of a smaller version of itself caving in the right side of an one-eyed orcs head. Along the pommel of the weapon are words written in dwarven script.

PCs are allowed to pause to look at the weapons and if they can read Dwarven, the script says the following:

"Corellon got your left eye and Moradin will get the right one. “

Continuing through the mansion, you see equally valuable displays of armor, expensive furniture made of the finest wood and cloth, immaculate paintings of dwarven culture and stunningly lifelike bronze statues representative of the non-evil members of the dwarven pantheon.  Reaching a pair of sliding double doors, Vedra says, "Please wait a moment while I announce your arrival."  Moments later she returns and ushers you in, saying "Good luck. May Dumathoin watch over you all."

Within the main chamber, which doubles as a small library with many rows of books within it, you see five other figures. Sitting across from one another are two men, one human and the other dwarven, engaged in a game of chess, the pieces themselves made of finely crafted obsidian. The human appears to be a man in his mid forties with dusty gray hair, wearing yellow robes and a chain hanging at his waist that ends in a circular multi-colored sphere. He acknowledges your entrance with a brief look and then returns his sights to the chess board, contemplating his next move. Across from him is a dwarf who is adorned with an assortment of valuable rings and necklaces that could make a dragons heart stir with envy; even his beard is braided in strands of golden thread. Behind him is a stout middle-aged human female dressed in light brown robes holding a silver holy symbol in the shape of a round ball with a ruby at its center. Next to her is another human male, tall and somewhat lithe in build with jet black hair. His eyes dart back and forth nervously towards all of you. Last of the group is a hefty dwarf dressed in military attire with a wide belly and a beard that looks like it hasn’t been groomed in weeks. He glares at you sternly, as if wanting to dispense with pleasantries and get down to business.

The dwarf sitting before the chessboard rises with open arms says, "Greetings. I’m so glad you agreed to meet with us. I am Baron Throngard Ironfist. May I know your names and a bit about yourselves?"

At this point, the PCs may introduce themselves to the NPCs present and to each other if they have not done so already.

Turning to Vedra he says, "Dear Vedra, please bring our guests some food and drink."

"Please make yourselves comfortable," he says, as he motions you to a large velvet covered couch before you.
A Knowledge: Religion check (DC 12) allows PCs to identify the elderly male human as a worshipper of the Suel deity Lydia, goddess of Music, Knowledge, and Daylight and the female human as a worshipper of Ulaa, goddess of the Hills, Mountains, and Gemstones.

"Before we continue with this conversation, let me allow the others present to introduce themselves," says Throngard. 

Rising to his feet, the elderly human male gives each of you a firm handshake and says, "Eliazar Lightbringer, cleric of Lydia. It is a pleasure to make your acquaintance."

The human female dressed in the brown robes steps forward and says, "My name is Keeper Karin Whytsmyth, high priestess of the Church of Ulaa."

"Captain Oberoth Linderhoff, chief of Havenhill’s Mine Rangers office could not make it today so he sent me in his place," says the young human male. "My name is Sergeant Rowen Malerik of the Mine Rangers."

"Baren Gorunn, of the Royal Army stationed in Havenhill. Now that we’ve got the song and dance out of the way," says Baren Gorunn gruffly, "Let’s get down to business already."

"Very well then," says Throngard, "The reason for my summons is twofold. The first is a matter of money and opportunity for both yourself and the Principality of Ulek. I am fortunate to be the owner of vast tracts of land in the Lortmil Hills which I believe hold a fortune in minerals and gems. For many reasons, mainly the threat of the Pomarj and the Warlord's presence, I have been unable to mine them. However, I have been approached by the Mine Rangers, Royal Army, and Liegeman of the Prince who have offered to help me in my endeavor. In exchange for this, I have agreed to share some of my profit with the Principality of Ulek in order to help support the war effort. Recently, a combined scouting team of Mine Rangers and Royal Army members were sent in to explore one of the caverns and exterminate any wandering monsters that might threaten future operations. Sadly, that group has not returned and we have been unable to contact or pinpoint their exact location. Granted, we did allow them extra time to survey the mines in case they found something interesting but . . ."

"But it is my opinion that you shouldn’t have sent them to begin with," says Eliazar sternly.  "Besides, we’re not dealing with inexperienced novices here. We’re dealing with specialists who are trained for such things. Rather than send another group into a possibly hostile area, why not allow the Royal Army and Mine Ranger team a bit more time. I am confident that they will return safely."

"You know Eliazar, I don’t play guessing games with the lives of my troops,” says Baren Gorunn bluntly. "Now I appreciate the help you gave us against the recent March of the Dead given your particular skill at leaving undead in piles of dust but if I didn’t know any better, I’d say you’re sounding a bit too unpatriotic to me."

With that comment, the room grows eerily silent. Eliazar turns slowly to Baren Gorunn and with a stare as frigid as a winter wolves breath, he slides his queen chess piece six spaces diagonally and says, "Checkmate Throngard. Anticipate your opponent’s moves my friend and victory is yours. Good night. I’ll be leaving now," and with that Eliazar departs your company.

Moments later Throngard says, "Don’t mind him. Witnessing the horrors that he has can’t help but change a man. In any case, I am willing to pay you each two hundred gold forges to go to the same cavern the original group went to and bring them back safely or assist them in surveying the mine. Will you do this for me?"

The PCs may have some questions to ask any of the NPCs. Possible questions (with answers) may include the following:

Q: How many Royal Army and Mine Rangers were in the original group?

A: "The group consisted of six members, half Mine Rangers, half Royal Army. There was Olgarth Truesteel, dwarven paladin of Moradin, Thorm Battleforge, dwarven fighter of Clangeddin, Sprigga Blackroot, gnomish wizard of Ulaa, Nimera Nightshade, halfling rogue of Olidammara, Dalton Silverclover, cleric of Norebo, and Kendril Nightsong, human bard of Celestian."

Q: How long ago did they leave?

A: "About three days ago. We expected them back yesterday. When they didn’t show up, we decided not to take any chances and investigate the matter."

Q: What kind of wealth do you think is in the caverns?

A: "Probably silver and gold and hopefully precious gems likes rubies or emeralds."

Q: What type of magic have you tried to use to find them?

A: "Divinations, some of them fairly powerful but with little success. There seems to be something interfering with it somehow."
Q: Is two hundred gold forges all that you can pay us?

A: "This is a chance to help the Principality of Ulek in the war against its greatest enemies and maybe save innocent lives. You should stop being so greedy and get your priorities straight."
Q: When do we leave and what kind of supplies can you provide us? 

A: "I can provide you with mounts and trail rations for the trip. It’s best not to travel at night. Leave tomorrow at dawn."

Q: Tell me about Eliazar.

"Eliazar is a cleric of Lydia and also a member of a sect of their clergy that specializes in the destruction of all undead. I believe they call them sacred exorcists. During the recent March of the Dead, he single-handedly destroyed a large number of them and saved a small village from being overwhelmed."

Q: Where is the cavern located?

A: "On the southeastern spur of the Lortmil Hills. I will provide you with a map to its location. I’d also suggest tracking if you can."

At this point, Keeper Karin gives Baren Gorunn and Rowen a signal. PCs that are not members of the Church of Ulaa, Royal Army, Liegeman of the Prince, or Mine Rangers are conveniently given a more extended tour of the mansion. Those that are members of these groups are pulled aside by the NPCs present, with the exception of Throngard who gives the tour after Keeper Karin asks for a few minutes of privacy with the PCs belonging to the above groups. If no PCs present are members of these groups then continue to Encounter Three. If so, when the doors close, read the following: 

As the doors slide shut behind you, Baren Gorunn says, "It’s about time. Alright, I think it’s time they heard the whole story. This is for your ears only. If you start spouting off about this, we’ll have your rear ends tossed in the brig for sure. Got it? Good. Go ahead Rowen. We’ll start with you."

With that, Sergeant Rowen Malerik of the Mine Rangers says, "Alright. The original group was indeed sent to scout out the caverns and eliminate any potential threats but the main reason for us sending them in was to try to recover one of the Gems of Ulaa, one of five relics of great power that are believed to be somewhere in the caverns. Keeper Karin can elaborate more on this."

"Well spoken Rowen," picks up Karin Whytsmyth, high priestess of the Church of Ulaa.  "Yes, the Gems of Ulaa are relics of great power that share a special relation with the recently discovered Axe of Corond. Each gem holds innate power unto themselves but when placed within the special impressions on the pommel of the Axe of Corond, they endow the weapon with amazing abilities, most of which even we are not sure of. Through portents and divinations, we have surmised that the recovery of these gems may be the difference between victory and defeat against our enemies. It is vital that they be discovered. The very fate of our nation may depend on it. Not even Throngard knows of this and we prefer it this way. This information is of a very sensitive nature and we felt it was best to handle it ourselves."

"Your orders are clear," says Baren Gorunn. "Tomorrow morning, you try to locate the members of the initial group and the gem. If the others ask what we spoke of, tell them it was regarding your request for promotion."

If the PCs ask about any information gained from the divinations, Keeper Karin says the following: 

"Ulaa has stated that the gem is also sought by 'he who sleeps beneath the mountain.'"

If the PCs succeed at a Knowledge: Religion or Bardic Knowledge check (DC 20), they can infer that this may have something to do with Earth Dragon.

The rest of the early evening involves more of Throngards hospitality, storytelling, and general socializing. Afterwards, the PCs are directed to a local inn to rest the night for the next day's trek. The rooms are already paid for, as is dinner and breakfast.

Encounter Two: A Hidden Agenda
Approximately one hour after the PCs have had there meeting with Baron Throngard and the other NPCs, they will receive a letter of invitation by Eliazar Lightbringer. The letter reads as follows: 

"My sincerest apologies for my abrupt departure from the meeting. I would like to extend an invitation to my home to speak of the matter and my concerns in a more private setting. Directions to my home are provided in this letter. I hope nine o'clock is a satisfactory time."

Signed - Eliazar Lightbringer

If the PCs wish to go earlier than this, Eliazar is surprised but not unprepared. If the PCs succeed in scrying him or other forms of divinations to check on him, Eliazar is home doing some research on undead from one of his books, after which he begins a short period of prayer to Lydia. Nothing he does is suspicious in any way.

If the PCs do decide to visit the home of Eliazar, he takes the necessary precautions prior to the meeting. The first is to imbibe an elixir of glibness, which as per the spell, which gives him a +30 bonus to Bluff checks. Regardless of this, he will choose his words cautiously. Secondly, he wears a ring of mind shielding.

When the PCs arrive at Eliazar’s home, read the following:

Accepting Eliazar’s offer, he welcomes you into his home. Taking in your surroundings, you notice a sizable bookshelf containing many tomes dealing with creatures from other planes and planar travel, types of undead and sacred texts of the tenets of Lydia. Also, a large pile of tomes and scattered papers lie strewn atop his desk. Lastly, almost all the paintings on the walls depict a beautiful human woman in her early twenties with golden blonde hair and eyes as blue as a cloudless sky.

"It was good of you to come," says Eliazar. "I wanted to speak to you about your trip tomorrow. I wished to explain my reservations about it in a more neutral setting. While I consider Throngard a good friend, I believe his greed may be getting the better of him. He’s wanted to explore those caverns for some time now and I think he is underestimating the inherent dangers that exist in that area. I question if the money is worth the risk of lives to do so."

Pausing for a moment, he continues, "I would like to ask you a favor. Before you leave tomorrow, allow me to speak to Throngard and the others at the meeting earlier today to give the Royal Army and Mine Rangers at least another half day or so to either return or contact us. If I am unable to convince them then by all means continue with your mission. Does this sound satisfactory?"

Eliazar is trying to buy himself some time to in order to move Analia’s body without being detected. Given that he has the Travel domain, he has access to the spell teleport and he knows the inside of the caverns fairly well. If the PCs agree to wait, Eliazar is able to move the body in time and avoids detection by the Earth Dragon minions, the Royal Army/Mine Rangers party, and the wandering monsters, thanks to his potent spellcasting and reservoir of magical items. 

If the PCs want to ask Eliazar some questions, allow them to do so. Keep in mind the elixir of glibness and ring of mind shielding when doing so. Possible questions (with answers) may include the following. If a question is asked that is not on this list, improvise based on what you know and can safely reveal.

Q: How long have you been a cleric of Lydia? 

A: "Since I was 19 years of age."

Q: Why did you get angry when Baren Gorunn said what he did?

A: "Indirectly, he accused me of being a traitor and suggested that I didn’t care about the lives of the Royal Army and Mine Ranger members. As a Principality of Ulek citizen, I find that highly offensive."

Q: Is it true that you are a sacred exorcist?

A: "Yes, I trained rigorously for membership into this elite group. I have dedicated my life to eradicating vile mockeries of the living. It is a grim task that can scar a man for life but it is a burden that I carry with pride."

Q: Who is the woman in the paintings? 

A: "Analia; She was my greatest love and my greatest lost. No wound I have ever suffered cut so deep as her death. I would prefer not to discuss the matter. It is still very painful."

Q: What were you working on at your desk? 

A: "Mainly new magic designed towards the destruction of undead. One of the things I learned as part of my training is that when you understand the nature of undead, it is easier to destroy them."

If the PCs agree to delay their trip, Eliazar uses the extra time, magic items and spells at his disposal to move Analia’s body to a safer location and take the Gem of Heart and Blood with him. Casting a teleport spell from the Travel domain, he gets there quickly and uses all his resources and familiarity with the caverns to avoid detection. 

If the PCs refrain from delaying their trip for the half day, it is a wise choice. Those PCs not a member of the Royal Army, Mine Rangers, Liegeman of the Prince, of Church of Ulaa avoid getting into trouble with Baron Throngard.

If the PCs delay their trip, Baron Throngard becomes upset that they haven’t left when they should. If the PCs tell Throngard what Eliazar said, he is offended and says the following: 

"After all our years of friendship, I can’t believe he’d think that way of me. I’m going to have a serious conversation with him and set him straight."

Furthermore, any PCs that are members of the Royal Army, Liegeman of the Prince, Mine Rangers, or Church of Ulaa delaying their trip risk getting into a lot of trouble with their superiors. Any PCs doing so gets a good earful of scolding by their superiors and ordered to continue with the mission or face severe disciplinary action.

Eliazar Lightbringer: Male Human Clr8/ ScrdXcrst3; hp 82; see Appendix.

Encounter Three: The Dragons Path

The trip to the cavern area takes the PCs the better part of the rest of the day and the PCs are provided with a reasonably detailed map to avoid wandering off in the wrong direction. If the PCs wish to make Track checks, consider the surface to be firm ground (DC 16 counting all modifiers.) Creatures with scent cannot pick any up because the trail has been cold too long and weather effects have affected the terrain. 

As the PCs approach the cavern entrance, describe it as follows: 

After traveling to the area indicated on the map for the better part of the day, you arrive without any incident. Staring at the entrance of the cavern, you are greeted to an ominous sight. Small stalactites can be seen hanging from the ceiling of the cavern and small sharp stones,  like arrows heads, have been piled up in a row at the base of the caverns mouth, giving you the impression that you are walking straight into the fanged maw of some savage beast. It would seem that someone wishes to discourage others from venturing into the tunnels.

If the PCs wish to make a Search check, allow them to do so. The opening to the caverns and the initial portion of the tunnels around the row of sharp rocks are not trapped. This scare tactic was the Earth Dragon minions’ way of trying to intimidate others away from the area. At this point, establish a marching order, as the PCs will be traveling through somewhat narrow tunnels and similar areas. 

Your resolve remains unshaken and you vow to press on. The mission you are on is too important to be turned away so easily. Glancing behind you, you catch the last remaining rays of daylight slipping away behind the horizon. Taking a deep breath and whispering a silent prayer to whatever god you venerate, you begin to make your way through the tunnels. 

There are no light sources so the only creatures that can see without one are those with darkvision. The tunnels are 10 ft. wide with a 20 ft. high ceiling. PCs with a Knowledge: Mining or Knowledge: Geology can make a check (DC 15) or dwarves, due to their special skill with Stonework can make an Intelligence check (DC 16) to notice that early traces of the richness of the cavern are already evident. The walls of the tunnels around them are slightly more crystalline than normal, a common trait amongst areas that are abundant in precious minerals and metals. At this point, refer to DM Aids: Map #1 in the Appendix for this section of the tunnels. 

With a Track check (DC 21) within the tunnels (it is considered firm ground) the PCs can pick up the trail of several pairs of boots, definitely more than the group of Mine Rangers and Royal Army. The smallest of the tracks is that of the kobold, smaller than that of the gnome. At higher APLs, PCs may uncover the tracks of the chimera. However, since the lower body of a chimera is built the same way as a lion, explain to the PCs that the tracks are “ feline, like those of a large and powerful cat “. Animals with the scent ability are confused by the scent of the chimera since it is not familiar unless they have encountered one previously.

After about an hour of travel, PCs reach the first of two gem traps designed by the original Earth Dragons minions that founded the now abandoned base deeper within the tunnels. Unlike other areas of the tunnel whose walls are untouched, the walls near this trap consist of smooth obsidian with strange mineral-like veins that shed a dim fluorescent green light. PCs with a Knowledge: Mining or Knowledge: Geology can make a check (DC 15) or dwarves, due to their special skill with Stonework can make an Intelligence check (DC 15) to recognize the black stone as obsidian that was melted down and magically pressed onto the walls. The fluorescent green veins are natural veins of silver that have been altered in appearance by magical emanations similar to a dimensional anchor spell. 

As the PCs approach the trap, describe the following:

As you continue onward, there is still no sign of the missing Royal Army and Mine Ranger members. Up ahead, the tunnel seems to widen out to about 15 feet and for a moment, you swear you could see the vague outline of tiny luminescent green insects crawling feverishly along a canopy of utter darkness. 

This light show is the result of the magical energy within the walls that pulses and surges at random intervals against the obsidian surface. As the PCs approach closer, a successful Spot check (DC 15) and proper light sources to those without darkvision reveal the odd wall, glowing veins, and the sight of the first trap as follows: 

Reaching the source of the strange glowing lights, you come to a section of the tunnels that sharply contrasts against what you have seen thus far. A stretch of 50 feet of tunnel before you is covered in a black stone that has been worked smooth. Sickly veins of luminescent green energy pulse in random intervals along the stretch of walls and ceiling. Ten feet ahead of you on the ground is a carved mural of a wingless dragon 30 ft long and 15 feet wide. It appears that silver was melted down and poured into the crevices of the engraving. The dragon is depicted as standing on its hind legs, a look of triumph and nobility in its stance. Its powerful tail seems to drag behind it as if sweeping away all things in its wake. One clawed arm is clenched in a fist at its side while the other is extended and open, as if expecting an offering.

The PCs can make a Spot check (DC 10) to notice small holes at random locations on the body of the dragon depicted in the mural. If they spot them, they can tell that there is one in each of the following locations of the dragons mural; head, chest, left arm, right arm, tip of the tail, left leg, right leg, left eye, right eye, and mouth. 

On the left wall is a panel with six rods of varying gemstones about one inch thick and three feet in length stuck in it. Below each hole within the mural, words written in some strange script are visible in the flickering light.

The trap functions as follows. The PCs must be able to read and comprehend Draconic, as that is the language of the script. Each portion of script refers to a mythical property associated with the types of gemstone that the rods are composed of. The method of successfully diffusing the trap without setting it off is by placing the right gemstone rod in the body slot of the dragon mural that pertains to its mythological property and then turning it in the proper clockwise and counterclockwise combination. Failure to do so sets off the trap. Spell effects range from single target touch to area of effects. Their point of discharge is the hole the rod is improperly placed in.  Rods placed in their proper slot remain there even if further rods are misplaced.

Rod types, positions, and associated properties require a variable Knowledge: Arcana roll or Bardic Knowledge roll whose DC (18 + AL) is APL driven. The mythical properties of the gem rods are as follows: 

Emerald: Head – The stone of true seeing

Citrine: Chest - The stone of calm within the storm

Garnet: Left Arm - The stone of long memory.

Brown Jasper: Right Arm - The stone of the warriors strength.

Serpentine: Tip of the tail – The stone of wile and cunning.

Onyx: No position (this stone is a red herring)

If a PC attempts to take any of the rods past the mural, such as stealing it, it sets off the trap and the gem rod automatically winks out of existence and reappears within its slot in the wall panel. Simply running across the mural will get a PC past the trap but they will be subject to the traps effects. Furthermore, the glowing green veins on the walls work to diffuse but not prevent extraplanar methods of travel such as teleport, ethereal jaunt, plane shift, or dimension door. Casters attempting to take themselves and others with them past the danger of the trap in this way discover that the magic works but only they are transported, leaving any other would-be passengers behind.  PCs with a Knowledge: Mining or Knowledge: Geology can make a check (DC 15) or dwarves, due to their special skill with Stonework and gnomes due to their love of gems can make an Intelligence check (DC 15) to deduce the type of gems each rod is made of. An Appraise check (DC 16) will tell the PCs that each rod is worth a small fortune.

APL 2 (EL 2)
Inflict Light Wounds Trap: CR 2; magic device; touch trigger; automatic reset; spell effect (inflict light wounds, 1st level cleric, 1d8+1, DC 11 Will save half damage); Search DC 26; Disable Device DC 26.

APL4 (EL 3)
Burning Hands Trap: CR 3; magic device; proximity trigger (alarm); automatic reset; spell effect (burning hands, 5th-level wizard, 5d4 fire, DC 11 Reflex save half damage); Search DC 26; Disable Device DC 26.

APL6 (EL 4)
Lightning Bolt Trap: CR 4; magic device; proximity trigger (alarm); automatic reset; spell effect (lightning bolt, 5th level wizard, 5d6 electricity, DC 14, Reflex save half damage); Search DC 28; Disable Device DC 28.

APL 8 (EL 5)
Fireball Trap: CR 5; magic device; touch trigger; automatic reset; spell effect (fireball, 8th-level wizard, 8d6, DC 14 Reflex save half damage); Search DC 28; Disable Device DC 28.

APL 10 (EL 6)
Flame Strike Trap: CR 6; magic device; proximity trigger (detect magic); automatic reset; spell effect (flame strike, 9th-level cleric, 9d6 fire, DC 17 Reflex save half damage); Search DC 30; Disable Device DC 30.

APL 12 (EL 7)
Chain Lightning Trap: CR 7; magic device; proximity trigger (alarm); automatic reset; spell effect (chain lightning, 11th-level wizard, 11d6 electricity to target nearest center of the trigger are plus 5d6 electricity to each of eleven secondary targets, DC 19 Reflex save half damage); Search DC 31; Disable Device DC 31.

Encounter Four: No Miners Allowed

This area consists of an open roughly circular room about 30 feet wide and 20 feet high. It contains the remains of some of the original Earth Dragon minions that founded the secret base years ago before the Hateful Wars. They were ambushed and massacred by a group of hook horrors while trying to mine some of the precious metals and jewels from one of the veins in the walls. The entire area is scattered in mining equipment, most of them broken. If the PCs succeed at a Track check (DC 18), they realize that the tracks are more recent and there are several sets of them as before. As the PCs step into this room, read the following: 

Hours have passed since your party has been searching the tunnels and you are amazed at the untapped wealth held within it. Veins of gold, silver, and emeralds are but a few examples of the vast fortune waiting to be mined. Entering this chamber, you see the dust-covered remains of many types of mining tools and materials, including picks, chisels, buckets, and even a wooden cart, all badly damaged. Also, the skeletal remains of man-sized humanoid figures lay strewn across the ground in shredded remains of armor like common debris. This chilling sight makes the hair in the back of your neck stand up on end as your hands slowly slide to your weapon. 

PCs can make a Search check (DC 15 + APL ) to notice that some of the items have been moved from their original place, some covered with less dust that others and indentations on the ground from objects than were moved from their original position.  Also, if the PCs make a Heal check (DC 20), they can tell that some of skulls found have large holes in them that were made by powerful piercing and ripping motions, in this case those of hook horrors. The hook horrors were too lazy to carry the bodies back to their layers and simply feasted on the bodies in this room.

To the northwest end corner of the room, the tunnel once again thins out and continues onward. 

Encounter Five: The Remains of the Day

As you explore deeper into the caverns, you find yourself following a section of tunnel about 10 ft. wide and 20 ft. high that weaves and twists like the body of coiled serpent As you round a curve you nearly retch from the smell of carrion and the soft buzzing of flies is clearly audible. 

At this point ask the PCs what they wish to do. After this, proceed with the following boxed text. 

Rounding the corner, you come across the ravaged corpse of a hulking, powerfully built creature that resembles a cross between a great ape and a beetle flat on its back. Despite the chitinous plates that cover its body like natural plate armor, it seems they offered little protection against an onslaught of attacks that slew the creature. 

This dead creature is an umber hulk that caught the Royal Army and Mine Ranger group by surprise, softening them up for the Earth Dragon minions. The umber hulk could not handle the Earth Dragon minions by itself in its slightly wounded state and was killed. If the PCs turn him over, they can see its mandibles and two sets of eyes but since it is dead, its confusing gaze doesn’t work. A  Knowledge: Dungeoneering check (DC 17) correctly identifies the creature. A Heal check (DC 15) reveals that its death was caused by several stabbing, bludgeoning, and fire-based attacks at APLs 2-6. At APLs 8-12, the source of injuries are also include acid-based and claw attacks.

Encounter Six: The Survivor
After about another half hour of travel, have the PCs make Listen checks (DC 18) to hear the faint sounds of battle as Sprigga Blackroot, the lone escapee of the Royal Army and Mine Ranger group is in a losing battle against monstrous inhabitants that stalk the tunnels in search of prey. Decrease the Listen DC by 10 one round later if the PCs fail their first check. Sprigga has run out of spell components and is at 11 out of 25 hit points. For the sake of the battle, assume that the moment the PCs arrive on the scene Sprigga is knocked unconscious by a flurry of successful attacks upon her but stabilizes thereafter. If the PCs are soundly defeated and forced to run away, Sprigga is killed by the monsters while unconscious and dragged away for food to the creatures’ lair nearby, as are any PCs that fall in battle and are left behind. The monsters that the PCs engage in battle are very cunning and intelligent and fight accordingly. The exception is that if the PCs enter combat with Sprigga unconscious, the monsters will pay no attention because she is harmless to them. 

If Sprigga is slain but the PCs manage to defeat the monsters, all is not lost. There is still the option of using magic to speak with or even revive her. In the case of a Speak with Dead spell, assume Sprigga will be honest and not resist questioning. Also, if these spell options are not available, Sprigga kept a detailed journal of her activities within the tunnels before her groups capture and after her escape. With a Search check (DC 5), the PCs can find it and learn about the umber hulk attack, the Earth Dragon minions, and the mission to find the Gem of Ulaa. Most importantly, the journal reveals that she believes her party members were taken away badly wounded but still alive to a deeper section of the cavern. Assuming the PCs hear the sound of battle, read the following: 

You are spurred to action by the faint sounds of battle and agonized screams pleading for help up ahead. Rushing to the source you come to a roughly circular section of the cavern about 25 feet in radius and 20 feet high. Before you is a lone female gnome ineffectually trying to hold off the assault of several horrid creatures with a dagger as they lash out with a flurry of brutalizing attacks that batter her like a sinking ship caught in the full fury of a tumultuous storm. As she staggers momentarily before collapsing to one knee, she stares at you in terror and supplication, her face awash with her own blood. Just as she reaches out to you, one of the creatures makes one last sweeping attack, slamming into the back of her head and knocking her to the ground motionless. 

Before the PCs engage in combat, there are several factors to take into effect. Both the grells and the destrachans have blindsight with a significant range so illusion-based magic such as invisibility is useless against them. Secondly, the eye rays of the gauths are free attacks and the grells have several attacks per round.  The gauths also have all-around vision so surprising them is difficult. Despite the creatures involved in combat, many of them possess very high Spot and Listen skills. Apply a -5 penalty to Listen or Spot checks to the creatures in relation to the PCs approach but if the PCs don’t try to Move Silently or Hide or roll poorly, they might still be detected. 

At lower APLs with only the grells, their attack strategy is to lash out with their tentacles and attempt to paralyze. If successful, they try to hold them using improved grapple as a body shield of sorts and continue to lash out at the other PCs. They use their reach to its full advantage.

At APL 8, the grells strategy is the same and they work in tandem with the gauth whom they serve. The gauth will try to use its damage rays against targets that appear to be low in hit points such as wizards or sorcerers, or even rogue types. Against fighter types, the gauth uses its attacks that depend on a successful Will save to resist.  It uses its exhaustion ray against the most vulnerable target since it allows no saving throw.  Its dispel magic ray can be used to remove visible magic effects and its stunning gaze can be a setup for other rays or the grells attacks. 

At APLs 10-12, the gauth strategy remains the same but they are accompanied by destrachans. The destrachans destructive harmonics are extremely formidable and versatile. They reserve the flesh attack against single targets that they wish to kill quickly and the nerve attack for non-lethal damage to multiple targets to knock them out and kill them with their claw attacks. If they feel that they can destroy a weapon held by a foe, they attempt to affect it with their sonic material attack. Ideally, the destrachans and the gauth would use a combination of sonic nerve attacks and a flurry of eye rays to inflict quick and massive damage simultaneously.  

If the PCs manage to kill all but one of the creatures, the remaining one attempts to retreat back to its nest while using its special attacks to protect itself. If the PCs manage to slay them all, they will probably find the nest which is not too far from the center of attack.

APL 2 (EL 3)

Grell: hp 37; see Appendix.

APL 4 (EL 5)

Grell (2): hp 37; see Appendix.

APL 6 (EL 7)

Grell (3); hp 37; see Appendix.

APL 8 (EL 9)

Advanced Gauth; hp 124; see Appendix.

Advanced Grell (2); hp 99; see Appendix.

APL 10 (EL 11)

Advanced Gauth; hp 124; see Appendix.

Advanced Destrachans (2); hp 90; See Appendix.

APL 12 (EL 13)

Advanced Gauth (2); hp 124; see Appendix.

Advanced Destrachans (4); hp 90; see Appendix.

Once the battle is over, if the PCs survived the attack and Sprigga is not dead, she can be revived with a cure light wounds spell (she was at -1 hit points but stabilized). If this occurs, continue with the following boxed text.

Slowly rising to her feet and wiping the blood from her face with her robe the gnomish woman says, “ Oh thank Ulaa for your arrival. I was trying to escape these tunnels and make it back to Havenhill when I heard these creatures approaching. I cast a displacement spell on myself in the hopes that I could make a run for the exit and avoid being struck down. However, these creatures seemed to ignore the effects of my spell and if you had not arrived, I’d surely be dead. My party members ran into a strange creature, an umber hulk I believe, that used its gaze attack on us. Some of my party members succumbed to the gaze effects and either stood there babbling or turned and attacked each other. We were able to wound it enough to make it flee but the fight took its toll on us. We traveled a bit more and thought we had found a spot where we could rest, regroup, and heal ourselves. That’s when the minions of the Earth Dragon struck. They hit us hard and by surprise and before I knew it, only Olgarth remained standing and his last order to me before he took a heavy pick to the jaw was to escape and get help. I cast expeditious retreat and fled as fast as I could. I know I am disobeying orders by revealing this but you have to save them and find the Gem of Ulaa that is somewhere in this cavern. I overheard the Earth Dragon minions speak of it. If they acquire it they will no doubt use its power to inflict great harm and suffering to the Principality of Ulek. We were sent here to find the Gem of Ulaa. That was the cover story we used with Baron Throngard. The Earth Dragon minions dragged the bodies of my party members away and I believe they may still be alive but probably not for long unless you save them. I am out of spells and spell components, very tired and wounded. I need to get back to the Mine Ranger office in Havenhill and report what is happening. The fate of my party members and the Gem of Ulaa rests in your hands. “

The PCs may ask Sprigga questions. Listed here are some possible questions (with answers):

Q: What did the minions of the Earth Dragon consist of? 

A: “ I am certain that the female leader of the group was a cleric of the Earth dragon judging from her holy symbol and spells. There was a kobold arcane caster with them and a pair of well-armed and skilled fighters with the Earth Dragon symbol on their armor as well. “
Note: Since the monsters accompanying the Earth Dragon minions vary by APL, describe their general appearance based how they appear in the Monster Manual. APL 2 Small viper; APLs 4 & 6 shocker lizards; APLs 8-12; chimera.

Q: What is the Gem of Ulaa and was does it do?

A: “ The Gems of Ulaa are powerful relics that hold a connection with the Axe of Corond. It is believed that both the Axe of Corond and the Gems of Ulaa are fated to play a major role in the ongoing war we have against the Pomarj. We must do whatever it takes to prevent any of the Gems of Ulaa from falling into the hands of the Earth Dragon. “

Q: What does the Gem of Ulaa look like?

A: “ There are five of them and the one located somewhere in this cavern could be any of them. Suffice to say, they appear as flawless gems that radiate intense magic. I have heard of some of them being rubies, emeralds, or even bloodstones and legends state that some of them have odd shapes or appearances. “

Q: How long ago were you attacked? 

A: “ Close to a day ago and I’ve been hiding from the monsters wandering these tunnels for all that time. “

At this point Sprigga asks for some food and water and tries to go for help. She is able to point out to the PCs where the creatures nest is located, as she saw them coming from it when they attacked her. The nest contains the remains of some of the original Earth Dragon founders of the secret base, along with some equipment, money, and perhaps a few magic items based on APL. It is fairly easy to tell in what direction the Earth Dragon minions are headed with the Mine Ranger and Royal Army members as they did not take the time or effort to hide this. 

If Sprigga was slain then her journal can be used to summarize the information above

Farther up ahead is a small alcove along the tunnel passageways that was carved out by a choker that once lived in the caverns. No more than 5 feet long and wide and about 15 feet high off the ground, the choker used it to lash out at his prey with its tentacles, strangle them, and pull them up like a fish on a hook. While currently empty and harmless, there are some small beetles scuttling around within it. Allow the PCs a Listen check (DC 12) to hear this. They might believe it is a prelude to an ambush from above and if so, let them. If they search the alcove, they find the skeletal remains of an Earth Dragon minion in tattered robes. It seems his neck has been broken.

Encounter Seven: The Garden of the Dead

From this point on refer to DM Aids: Map #2 for a diagram of the following sections of the caverns and tunnels. 

After speaking with Sprigga, you realize that your mission has taken on far greater importance than you could ever imagine. With that in mind, you press onward with   newfound determination and caution. About an hour has passed when you come up to a fork in the tunnel to the north and to the east. 

Several things play into the choice of what direction to go. With a successful Track check (DC 14) thanks to the extra weight the Earth Dragon minions are carrying, the PCs realize that both the north and the east path have been traveled equally. The caverns and tunnels are as new to the Earth Dragon minions as to anyone else and they are exploring all of it in the hopes of finding the Gem of Ulaa. 

If the PCs take the eastern tunnel, it leads them to an odd room that once served as a garden for an alchemical magic item called the Smoke of the Little Death. If the PCs have trained animals, animal companions, or familiars with the scent ability or a magic item that duplicates this ability, they pick up a very irritable scent hen they come within 15 ft. of this room. Animals do not react with fear but rather with agitation and are reluctant to continue. 

As they approach the garden chamber, read the following boxed text: 

Having chosen the eastern tunnel to travel through, you continue about 70 feet in a southeasterly direction until you come to the opening of a 30 ft. radius chamber overgrown with vines. The strange dark vines within it are covered with black, stringy bark. At the center of the vine garden, lying like a gruesome shrine to the powers of death itself are the skeletal remains of a humanoid figure still wearing his dented armor and other pieces of gear. Vines can be seen entwined around and woven into the armor and bones tightly, clinging to them the way a mother does her newborn child. 

If the PCs make a Spot check (DC 25), they also see the skeletal remains of small cave lizards under patches of the vines. These vines were once one of the components used by Earth Dragon minions for the creation of the magic item Smoke of the Little Death. Smoke of the Little Death was used by Earth Dragon worshippers to commune with the Earth Dragon himself while in a dream-like state. When the original Earth Dragon minions died, the garden went untended and the vines dried up. The skeletal remains at the center of the garden are that of a high ranking Earth Dragon warrior who fled here after being severely wounded by the monsters in the caverns. A side affect of the vines in their natural state is that they produce a toxic chemical that when induced, causes powerful lethargy. In his wounded state and through loss of blood, the Earth Dragon warrior fell asleep and bled to death. Though this toxic smell has greatly diminished, it is still quite irritating as described above. If the PCs wish to pull the skeleton and gear being pinned by the vines off, they must succeed at a Strength check (DC 15) to do so. 

Some PCs might assume that the vines, based on appearance or having done previous scenarios may be assassin vines. A Knowledge: Nature (DC 14) verifies they are not. If they fail the roll and assume they are assassin vines or assume so from the beginning, leave them to their paranoia. 

If the PCs choose to travel the northern path, continue to Encounter 8. 

Encounter Eight: The Dragons Path Revisited

The setup for this encounter is identical to that of Encounter Three. The style of trap is the same but it uses different gemstones and the spell effects are different. The DCs to Knowledge: Arcana and Bardic Knowledge rolls are the same. 

The type of gemstone, their positions on the dragon mural, and the mythological properties associated with each are listed below, as are the traps by APL. 

Ruby: Right leg – the stone of good fortune. 

Agate: Right leg – the stone that mends old wounds.

Apatite: Left eye – the stone that smites all maladies. 

Sapphire: Right eye – the stone that wards against negativity.

Tiger's Eye: Mouth – the stone of boundless energy.

Bloodstone: No position: (this stone is a red herring)

APL 2 (EL 2)

Cause fear: CR 2; magic device; proximity trigger; (alarm) automatic reset; spell effect (cause fear, 1st level cleric, DC 11 Will save negates); Search DC 26; Disable Device DC 26.

APL 4 (EL 3)

Scorching Ray trap: CR 3; magic device; proximity trigger (alarm); automatic reset; spell effect (scorching ray, 5th-level wizard, 4d6 fire, no save); Search DC 27; Disable Device DC 27. 

APL 6 (EL 4)

Inflict Serious Wounds trap: CR 4; magic device; touch trigger; automatic reset; spell effect (inflict serious wounds, 5th level cleric, 3d8+5, DC 14 Will save half damage); Search DC 28; Disable Device DC 28.

APL 8 (EL 5)

Ice Storm trap: CR 5; magic device; proximity trigger (alarm); automatic reset; spell effect (ice storm, 7th level wizard, 5d6 cold & bludgeoning, no save); Search DC 29; Disable Device DC 29. 

APL 10 (EL 6)

Cone of Cold trap: CR 6; magic device; proximity trigger (alarm); automatic reset; spell effect (cone of cold, 9th level wizard, 9d6 cold, save DC 17 Reflex half damage); Search DC 30; Disable Device DC 30. 

APL 12 (EL 7)

Acid fog trap: CR 7; magic device, proximity trigger (alarm); automatic reset; spell effect (acid fog, 11th-level wizard, 2d6/ round acid for 11 rounds); Search DC 31; Disable Device DC 31.

The tunnel section beyond this trap remains 15 feet wide and 20 feet high and continues for about another 75 ft before reaching a large open area that served as the central location of the abandoned Earth Dragon base. 

Encounter Nine: Shrine of the Earth Dragon

This underground section is the location of the abandoned Earth Dragon base. It is broken into 5 main sections; the central chamber which houses the Earth Dragon shrine in the middle of the room, a personal quarters once used by the Earth Dragon cleric and her captain of the guard lover, the barracks, the sacrificial pit, and the dining room with an attached pantry. The chamber itself is a 60 ft. long and 60 feet wide with a 25 ft. ceiling. Roughly 15 feet behind the Earth Dragon shrine is a secret trap door which opens up to the stairwell that connects to the chamber holding Analia’s casket, the Earth Dragon minions, and the Royal Army / Mine Rangers survivors. Once the PCs reach the opening into this section, read the following boxed text: 

The open chamber before you and its surroundings give the impression of treading into a ghost town. At the center of the chamber is statue of a dragon made of granite, its serpentine, wingless body wrapped covetously around the representation of a mountain. For a moment you could swear its gaze is fixed upon you, glaring with arrogance as if to suggest that you are but starving dogs begging for scraps of meat from their cruel master. One clawed arm rests at its side while the other extends outward ending in an open, cupped hand. Surrounding the statue in box-like configuration are four draconic arms of stone sprouting from the ground like a tree, each one holding a fragile glass globe at the tips of its claws. Magical sources of light dot the chamber, providing sufficient illumination.

Four doors, two to the east and two to the west flank the draconic statue. It appears that this place once served as a small outpost of some kind but the skeletal remains you have discovered suggest a tragic fate to those who tried to call this place home.  Nonetheless, nothing is for certain and perhaps further inspection is in order.

If the PCs cast detect magic on the statue, it registers potent magic. If they focus for a number of rounds, they can pick up conjuration, divination, and abjuration magic; this comes from the teleport object, alarm, and variant status spell used to enchant the shrine. If the PCs mention any special interest in the shrine, allow them a Spot check (DC 15) to notice shiny metallic objects in the dragon statues mouth. The shiny objects are gold coins and a small gem that were placed in the outstretched hand of the statue. Every so often if offerings are placed within it, the outstretched hand will animate and place the offerings inside the statue’s mouth. Once in the mouth, the offerings are teleported to the lair of the Earth Dragon himself deep beneath Mount Drachenkopf at random intervals thereafter. The shrine is also linked to all those who worship the Earth Dragon and if any non-Earth Dragon worshipper touches, tampers, attacks it in any way, or places offerings in it, it sends a telepathic message to any Earth Dragon worshippers along with a brief mental picture of the offending or charitable party. Therefore if PCs do any of the above they will alert the Earth Dragon minions in the area to their presence and give the Earth Dragon minions a chance to prepare an ambush. 

Only objects of value such as gems, gold, platinum, silver, ect. are accepted by the statues magic. If any PCs do decide to give offerings to the Earth Dragon statue, read the following boxed text:

Curiosity getting the better of you, you place an offering in the clawed outstretched hand, which is easily as large as a human head, of the statue. A few seconds pass and then the outstretched arm begins to shudder and to your amazement, what is stone begins to move like flesh as the hand closes around the offerings in a grip that could bend iron and places the wealth within its fanged mouth. The glass globes surrounding the statue begin to glow brightly and for a split second, you can see the visage of a mountain appear within the center of each one before fading away. Your offerings, judging by its empty mouth, were well received. 

If the PCs decide to investigate what is behind the closed doors, the rooms are broken down as follows: 

9a: Personal Quarters

9b: Sacrificial Pit

9c: Eating Hall and Kitchen

9d: Barracks

9a: The Personal Quarters

Opening the door of this room you discover what was once a lavish bedroom with ornate furniture, including a large bed covered in silk sheets, a plush sofa, a mastercraft wooden chest, a large silver-framed mirror and a small shrine similar to the one outside in the southwest corner of the room. The rooms contents however have seen better days as neglect, time, and the random vermin of these tunnels have left the silken sheets riddled with holes and tattered, the wood is termite infested, and layers of dust cover most of its contents. 

If the PCs succeed at a Search check (DC 20), they realize that the chest in the room has a hollow bottom containing a holy symbol of the Earth Dragon. A Knowledge: Religion check (DC 17) confirms this. 

9b: Eating Hall and Kitchen

This room contains a long oval wooden table surrounded by thirteen common chairs. Two silver candelabras sit atop the table covered in streaks of melted wax like frozen alabaster tears running down their sides. A bronze basket of now rotted fruit sits as a centerpiece of the table and plates and silverware are strewn about chaotically, suggesting those eating were abruptly interrupted during their meals. Two larger, finely crafted chairs sit at the end of the table and on the southern wall is a large map of the Pomarj, the Principality of Ulek and surrounding regions that the Pomarj has conflict with. Though the paper it is on is worn, it is easy to distinguish that certain geographical locations are circled in red chalk. There is another door to the northwest corner of the room.

If the PCs make a Knowledge: History check (DC 18), they realize that the areas circled in red chalk also correspond to areas where the Pomarj has historically had great influence, interest in taking over, or the locations of some of its greatest victories or defeats, particularly the Jewel River. 

If the PCs decide to check what is behind the door at the northwest corner of the room, it is simply a kitchen area. Inside they find the basic necessities for cooking including pots, pans, cutting utensils, cooking oil, stored food now gone bad with time, and few bottles of wine that are salvageable.

9c: The Sacrificial Pit

This room contains a 30 foot deep pit that is 20 feet long and 15 feet wide. There is a 5 foot walk area around the pit in which the PCs can peer down into the hole. There is a light source in the room but it does not descend deep enough to illuminate the bottom of the pit. A torch or similar light source can resolve this. 

Stepping into this door you see an oval pit at the center of the room, with a five foot walking path around it. 

If the PCs agree to approach the pit and use a source of light to illuminate it to the bottom continue with the following: 

Despite the magical illumination in the room positioned on opposite walls, you can only see a portion of the pits depth, about 20 feet or so. As you cast aside the darkness below with a light source, you see the remains of a large skeletal creature with a long tail ending in a barbed stinger. Small odd-looking stumps of bone sit atop its upper back. Surrounding it are the remains of myriad types of humanoids and animals. Judging from the dimensions of the pit, the large skeletal creature had little room to maneuver but was apparently well fed. 

A Knowledge: Arcana check (DC 22) reveals that the large skeletal remains are that of a wyvern who apparently had its wings cut off so that it could not leave the confines of the pit. Captured slaves were often brought here as a terrifying form of interrogation with the threat of being fed to the creature (which many were anyways after the spoke up). When slaves were beaten to death, it also served as a convenient place to dispose of the bodies. When the original Earth Dragon minions were slain by the monsters within the caverns and tunnels, the wyvern starved to death. There is nothing of value within the pit, although if PCs wish to verify this, allow them to. 

9d: The Barracks

Opening this door reveals what can only be a barracks. Two rows of ten small military-style beds, each with a small wooden chest, sit in front of each bed. Otherwise the room is rather plain, suggesting purpose was more important than comfort to whoever made it. 

If the PCs search each chest, the chest in front of the last bed on lower row is locked. An Open Locks check (DC 25) will unlock it, otherwise PCs can use brute force. The chest is not trapped and it contains two magical items; a bag of endless caltrops and a field provisions box.

Approximately 15 feet behind the Earth Dragon shrine is a secret trap door that opens up to a stairwell that descends into complete darkness. In order to find it, the PCs must succeed at a Search check (DC 20). The stairwell is 5 feet wide and descends about 40 feet before reaching a straight tunnel 100 feet long, 15 feet wide and 10 feet high. The furthest 60 feet of the tunnel is shrouded in a permanent deeper darkness spell.

Encounter Ten: Blood For the Sleeping Maiden

If the PCs caused the Earth Dragon shrine to trigger by interacting with it in the previous encounter, the Earth Dragon minions are positioned for tactical strike and powered up by magic. In this case allow them one round of preparation for every room in Encounter 9 that PCs searched, plus one round for the time it takes the PCs to find the trap door and descend down the hallway with the deeper darkness. 

If the PCs did not set trigger the Earth Dragon shrine, the Earth Dragon minions still have a minor advantage in the familiar bat of Ublekt. Ublekt has ordered his familiar to constantly watch down the hallway beyond the deeper darkness and alert him if anyone is seen approaching. Since the bat has blindsight up to 120 ft. it has more than enough range to accomplish this. If this is the case and the PCs delay entering the open chamber beyond the deeper darkness, the Earth Dragon minions get a one round jump on the PCs. 

The darkened stairwell before you descends roughly 40 feet before opening up to a long worked stretch of tunnel 15 feet wide and 10 feet high. Nearing the midway point of the tunnel, you realize that both mundane light sources and darkvision cannot penetrate the unnatural shroud before you. 

This is a deeper darkness spell permanently placed in this area at 12th level caster. If the PCs dispel this darkness and did not delay their journey here as Eliazar suggested, read the following boxed text: 

The macabre scene before makes your hearts stir with fury and despair. Almost completely encased in columns of stone and earth are the missing members of the Royal Army and Mine Rangers, The only sections that are visible on each of them are their faces which show their unconscious state and one of their arms which is extended beyond the column and slit at the wrist. Blood pours steadily down a funnel-like contraption ending in a large bowl of stone that is steadily filling crimson as the life slips away from those which are contributing to it. Perhaps most alarming of all is that at the center of this memorial to suffering is a human-sized stone casket. At its base is a red glowing gem of flawless beauty in the shape of a multi-faceted heart that seems to be slowly turning. 

If the PCs did delay their journey here as Eliazar suggested, the Gem of Heart and Blood is gone and so is Analia’s body, both of which have been taken by Eliazar who intends to leave Havenhill and go far away. If this is the case, read the following boxed text: 

The scene before you makes your hearts stir with fury and despair. The bodies of the missing Royal Army and Mine Ranger members lay piled upon one another surrounded by a small pool of blood. Behind them is a human-sized casket with its lid tipped over and an odd heart-shaped indentation as if something was once there but has been dislodged.

The initial positions of the Earth Dragon minions are as follows. The Earth Dragon warriors flank the entry way to the chamber, using the opposing corners and the deeper darkness to their advantage for purposes of AC and surprise. Ublekt stands between the bowl of blood and the casket itself, using both for AC and to hide. Deyja stands about 10 ft. next to the casket which is at the center of the room in order to maintain view of the entry to the chamber and move quickly for cover. If the small viper is with her, it follows her constantly. If the APL calls for shocker lizards, they stay close to the Earth Dragon warriors and lash out with their electrical attacks. If the APL calls for chimera, the chimeras use their breath weapons first and then close in with their powerful natural attacks, making good use of their hover feat. The chimeras also serve as mounts for either Deyja if it is only one or for the Earth Dragon warriors if there are two. 

If the Earth Dragon minions are able to get several rounds of advantage on the PCs, they prepare themselves as follows. 

In APLs 2-4, Ublekt casts shield on himself and uses magic missiles to soften up enemies at long range and color spray or burning hands at close range if he feels the advantage is his or is desperate. At APLs 6-8, Ublekt makes heavy use of scorching ray and particularly lightning bolt if he can catch the PCs in the narrow tunnel leading to the open chamber. He also has false life precast since it lasts for hours. Ublekt uses ray of enfeeblement to sap strength off burly fighter types or PCs that he sees that are already very weak or blindness/deafness to inhibit spellcasters. At APLs 10-12, Ublekt has access to an arsenal of damage spells. If PCs remain in a cluster, he mixes Evards Black Tentacles with cones of cold, lightning bolts, confusion, or even ray of exhaustion. He has access to spells such as haste and protection from arrows to enhance and aid himself and his allies. If he is grappled, he can escape by using dimension door. He can pump out more damage by using the empower spell feat. 

At APLs 10-12, Ublekt has also placed an Exploding Spike (See DM Aids: Miniatures Handbook Material) ten feet in front of the entrance to the chamber. This serves as both a damage source and an alarm spell if it is detonated.

At all APLs, the Earth Dragon warriors fighter-types attempt to coordinate their attacks with each other for maximum effect. At APLs 2-8, they make heavy use of their feats, including dodge, close quarter fighting, and especially their elusive target feat. They also use the Electric Eel elixir as soon as they feel it’s advantageous since the elixir increases their AC and lets them channel extra electrical damage through their weapon or touch. If they feel they have the heavy advantage, they cast divine sacrifice to pour on the damage and possess the mettle ability of pious templars at APL 8. At APLs 10-12, they continue this style of attack but can now cast corrupt weapon and pump themselves up with bulls strength. 

At APLs 2-4, Deyja enhances herself both offensively and defensively with spells like shield of faith, protection vs. good, nimbus of light, and bears endurance. She is reluctant to get into melee combat unless properly enhanced. At APLs 6-8, Deyja can enhance herself and her allies further with convictions legion, lesser visage of the deity, divine power and damage them with unholy blight and stymie her foes with soften earth and stone. With the reach feat, she can inflict touch attacks at a distance. At APLs 10-12, Deyja mixes powerful offensive and defensive spells her disposal and uses the divine metamagic feat to cast spells with the reach, quickened or empower spell feat without raising their spell level and has stalwart pact precast. Casting the delay death spell on Ublekt will turn him into a recurring damage absorbing and delivering machine and mass bears endurance will give her allies a strong boost. With eagles splendor and the granted power of her Mysticism domain she can increase her saving throws dramatically. 

The creatures fight as follows. The small viper attacks whatever foe Deyja is fighting. The shocker lizards use their electrical attacks at a distance and their bite attacks as a last resort, possibly climbing up the walls to get out of melee range. The chimeras use their breath weapon first and then come in with strong physical attacks, using the power attack and hover feats when appropriate. The Saddle of Weather Protection on them can grant their riders some elemental protection even after they have dismounted. 

Lastly, don’t hesitate to use the items on the NPCs if it is a tactically sound maneuver. The NPCs are just as smart and fight just as hard as the PCs. They are fanatics that are following the will of their god. They will not surrender and fight to the death.

APL 2 (EL 5)

Deyja Stonetalon: female human Clr2; hp 13; see Appendix.
Stanzen & Tormus: male Earth Dragon War1; hp 7 each; see Appendix.
Ublekt: male kobold Adp2; hp 10; see Appendix.
Small viper: Small animal; hp 4; See Monster Manual.
APL 4 (EL 7)

Deyja Stonetalon: female human Clr3; hp 20; see Appendix.
Stanzen & Tormus: male Earth Dragon War2; hp 14 each; see Appendix.
Ublekt: male kobold Sor3; hp 11; see Appendix.
Shocker lizards (2): Small magical beasts; hp 16; See Monster Manual.
APL 6 (EL 9)

Deyja Stonetalon: female human Clr5; hp 34; see Appendix.
Stanzen & Tormus: male Earth Dragon Ftr4; hp 36 each; see Appendix.
Ublekt: male kobold Sor5; hp 19; see Appendix.
Advanced Shocker lizards (2): Small magical beasts; hp 33; See Appendix.
APL 8 (EL 11)

Deyja Stonetalon: female human Clr7; hp 47; see Appendix.
Stanzen & Tormus: male Earth Dragon Ftr5/Pious Tmplr1; hp 54 each; see Appendix.
Ublekt: male kobold Sor7; hp 26; see Appendix.
Chimera: Large magical beast; hp 88; See Monster Manual.
APL 10 (EL 13)

Deyja Stonetalon: female human Clr9; hp 59; see Appendix.
Stanzen & Tormus: male Earth Dragon Ftr5/Pious Tmplr2; hp 63 each; see Appendix.
Ublekt: male kobold Sor9; hp 34; see Appendix.
Chimeras (2): Large magical beast; hp 88; See Monster Manual.
APL 12 (EL 15)

Deyja Stonetalon: female human Clr10/Cntmplt 2; hp 78; see Appendix.
Stanzen & Tormus: male Earth Dragon Ftr5/Pious Tmplr4; hp 90 each; see Appendix.
Ublekt: male kobold Sor11; hp 41; see Appendix.
Advanced Chimeras (2): Huge magical beast; hp 157; See Monster Manual.
During the fight the Gem of Heart and Blood turns slowly, simulating a countdown to the awakening of Analia. This is mainly for dramatic effect and to toy with the PCs minds and instill in them a false sense of urgency. The moment the PCs engage the Earth Dragon minions in combat, a countdown begins to the possible deaths of the captured Royal Army and Mine Rangers. Every three rounds after the initiation of combat, one of those encased in stone rolled randomly dies unless the PCs can save them. Inflicting 10 hit points of damage on the stone casing shatters it, freeing those captured and stabilizing their condition. They are weaponless, have no spell components or memorized spells and are in no condition to fight. 

If the PCs are slain or defeated, then the Earth Dragon minions gain the Gem of Heart and Blood. Analia awakens shortly thereafter. Realizing what she has become, she embraces her evil, drinks some blood and leaves the chamber to menace the Principality of Ulek. She has no interest in being a lackey for anyone and the Earth Dragon minions have no problems with her terrorizing the Principality of Ulek. During her escape attempt, she runs into Eliazar who destroys her somewhere in the tunnels. This tips him off that the gem is now in the possession of others. With this, he decides to leave Havenhill once and for all. 

If the PCs defeat the Earth Dragon minions, the following happens immediately. 

As the battle ends and victory is yours you barely have a moment to catch your breath and savor it when the lid of the casket violently flies off in a random direction. A blood curdling scream like pure anguish rips through the air as a woman rises from the casket, hovering above it. The female figure clutches her chest tightly as if in pain but not quick enough to hide the torn spot in her dress and the dried stain of blood around it. Her pale skinned body shudders almost uncontrollably and her eyes flutter rapidly, perplexed by her surroundings and the carnage before her. Her confusion seems so great that she ignores you as she starts mumbling softly and almost unintelligibly to herself. 

All APLs

Analia Tolson: Female Human Vampire, Wiz7;  63 hp; See Appendix One
The PCs may make an Intelligence check (DC 10) to recognize her as Analia, the woman from Eliazars paintings. If the PCs succeed at a Spot check (DC 15) they also catch a glimpse of her fangs as she screams and a Knowledge: Religion check (DC 15) lets PCs recognize her as a vampire. If the PCs make a Sense Motive check (DC 10) they realize that her confusion is not an act. She literally does not realize what she has become and is extremely frightened. She is completely unaware of where she is and being surrounded by strangers doesn’t help. Her senses have become more acute and she is still adjusting to her newfound darkvision. If the PCs succeed at a Listen check (DC 15), she is asking herself where she is, begging someone named Caleb not to hurt her, and crying for Eliazar to save her. Otherwise her speech is generally incoherent.

At this point, the PCs may attempt a Diplomacy or Bluff check (DC 15 + APL) to calm her down. This is very important because this serves to distract her from the brutality around her that will accelerate her understanding and acceptance of the corrupt creature she has become and instead cling to the fading vestiges of her humanity. If the PCs succeed, they manage to calm her down for 3 rounds, delaying her from attacking the PCs or trying to escape.

If the PCs attack her immediately, she defends herself, which she can do fairly well thanks to her spellcasting and Eschew Materials feat. On the first round, she uses protective magic on herself. On the second round, she tries to use non-lethal or light damage spells on the PCs. If the PCs persist in attacking her, then her anger and their antagonisms awaken a full awareness of the evil creature she has become. On the third round, she lashes out with lethal force in the most destructive manner able. This encounter is the same for all APLs, mainly because it can be avoided with sufficient discretion and wise parlay. 

If the PCs fail in their Diplomacy or Bluff check, Analia attempts to leave the chamber in the hopes of finding Eliazar. If they try to stop her, refer to the chain of events as described above. If they let her go, during her passage in the tunnels, she can no longer hold back the evil within her and embarks on a quest to destroy Eliazar. At this point Eliazar finds her in tunnels and destroys her. 

If the PCs are successful in their Diplomacy or Bluff check, Eliazar arrives at the scene before Analia can fully embrace her evil and attempts to calm her down and convince her to return to the casket. As he sees repercussions of his choices scattered around him, he realizes that Analia’s destruction is perhaps the only way to end the chain of madness. If this happens, continue as follows:

As Analia hovers in place, still mumbling to herself and staring oddly at the bowl of blood before her, you hear a familiar voice behind you.

“ Analia my love. Please calm yourself. It’s going to be alright. Listen to me. I had to do what I did in order to keep you from hurting other people. I couldn’t let you run free but I didn’t have the heart to destroy you. I know that with the Gem of Heart and Blood and given enough time I can find a cure. I know I can reverse your vampirism so that we can finally be together again. I’m so close but you must rest again. Please, lay down. I promise you it will only hurt for a moment. They can have the gem. I’ll just find another way. All you have to do is rest.”, says Eliazar holding a glass globe in his clenched right fist that shimmers with a golden radiance.

For a moment, Analia’s gaze on the sanguine offering before her seems unshakable. Then slowly, as if clearing the haze within her mind, she locks a baleful stare upon Eliazar.  It is devoid of fear but now smolders with hatred and contempt. “ You fool!! “ she says. “ Heresy against your god? Treason against your nation? Nothing you do, even my destruction, can grant you penance for your sins. Stop clinging to an illusion like some naïve child and face reality. Join me my love. Allow my sweet embrace to grant you eternal life. Cast aside the light and find comfort in the power of darkness. Choose my love for I hunger for the sweet nectar of warm blood and there is plenty to savor. “ she says, leering at each of you with want and malice.

“ You are an abomination!!!”, yells Eliazar furiously, grasping his holy symbol in one hand and still holding the radiant globe in the other. “ I thought I could save you but all I have done is put the innocent and my nation in peril. I will face judgment for my crimes before the law and my goddess but your time has ended.” 

Analia looks at Eliazar mockingly and says, “ I still see it in your eyes…How does it feel to love that which you have sworn to destroy. You haven’t the heart to do it.”

“Enough!! Analia died the moment you were bitten. I should’ve dealt with you and scattered your ashes to the four winds. I won’t make the same mistake twice. “ he says, his voice shaking with defiance. 

Infuriated by his spurning, Analia hurtles swiftly through the air towards Eliazar, shrieking with rage and bearing her fangs like ivory daggers. Eliazar turns away from her and says, “ Forgive me. “ as he crushes the glass globe of light even as Analia’s fangs are mere inches from his neck. A flash of light explodes around Eliazar, encompassing him and forcing you to turn away from the blinding burst. As the light fades and your vision recovers, you see Eliazar dropped to one knee and sobbing, reaching up to touch the ashes of Analia who he once loved more than life itself as they drop lazily around him and cling to his tear-soaked face like fragments of a dream and a life now shattered and undone.

PCs and NPCs that are hurt receive Eliazar’s offer of magical assistance. After this, he turns himself in to their authority and agrees to return to Havenhill to and face judgment. This also applies if the PCs destroy Analia prior to his arrival at the scene.

Conclusion

Once Eliazar turns himself in and reveals the entire truth, the weight of the law of the Principality of Ulek and the Church of Lydia falls upon him. When Eliazar is formally charged, the PCs are called in as witnesses and asked to explain what happened and also what they feel should be done with Eliazar. If the PCs are sympathetic to his crimes and sins, then the law will be stern but slightly merciful. If the PCs are unsympathetic and express their desire to see the law treat him heavy handedly, then the law will come down on him like a hammer. Regardless of this, the Church of Lydia will be far less forgiving and excommunicate him in a special and private ritual. If Eliazar wishes to be a member of the Church of Lydia in good standing, he must go on a quest to earn an atonement spell.
If the PCs are sympathetic towards Eliazar, read the following boxed text: 

Despite his poor choices and misdeeds committed, you saw in Eliazar a remorseful man who, in the end, had finally seen the light of reason. Your words carry weight in the eyes of the law and Eliazar is given his freedom but at a great price. He is stripped of all but a few of his personal belongings, including his home. Also, he is ordered to leave the Principality of Ulek immediately or face a lifelong prison sentence. It is also learned that the Church of Lydia, after excommunicating him from their faith, has come to an agreement with the law of the Principality of Ulek that will allow Eliazar to return to both his country and his faith if he succeeds in a difficult quest for atonement. With his head lowered in shame and a small wagon holding his few remaining belongings he leaves the Principality of Ulek to parts unknown. Whatever path he chooses, you hope that he finds penance for his deeds.

If the PCs were unsympathetic to Eliazar, read the following boxed text: 

Because of his poor choices and the suffering Eliazars actions caused his nation and the innocent, you find his last acts of penance too little too late. Your words echo the force by which the law of the Principality of Ulek and the Church of Lydia fall upon him. Eliazar is stripped of all personal belongings, including his home and is sentenced to life in prison without any chance of parole. Also, he is immediately excommunicated from his church in a private ritual that strips him of all of his clerical abilities. Despite the terrible fate that awaits him, Eliazar accepts his punishment with silent dignity. Perhaps this is because he feels his punishment is well earned. 

If the PCs are equally unsympathetic as they are sympathetic to Eliazar’s plight, inform the PCs of this and ask them to talk about it amongst themselves for a few minutes. If their views do not change then randomly roll a die and assign a number to each player secretly. Whichever players’ number comes up is the deciding factor according to their original vote. 

If the PCs recovered the Gem of Heart and Blood and were able to save some or all of the Royal Army and Mine Ranger members, read the following boxed text: 

Having recovered the Gem of Heart and Blood and saved the lives of some if not all of the Royal Army or Mine Rangers captured, you revel in the knowledge that your actions have struck a dagger deep into the heart of your greatest enemy and denied them a power that could have swayed the war in their favor. 

If the PCs didn’t recover the Gem of Heart and Blood and were unable to rescue any of the Royal Army or Mine Ranger members or just a few of them, read the following boxed text: 

Despite your heroic efforts to recover the Gem of Heart and Blood it seems that the forces of evil and the hand of fate were beyond your ability to defeat. If the minions of the Pomarj and the Earth Dragon possess the gem, you shudder to think of what unspeakable things they can do with something so powerful.  

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 Three: The Dragons Path

Disarm or survive the magical gem rod trap.


APL 2 – 60 xp


APL 4 – 90 xp


APL 6 – 120 xp


APL 8 – 150 xp


APL 10 – 180 xp


APL 12 – 210 xp 

Encounter Six: The Survivor

Defeating the grells, gauth, and/or destrachans


APL 2 – 90 xp


APL 4 – 150 xp


APL 6 – 210 xp


APL 8 – 270 xp


APL 10 – 330 xp


APL 12 – 390 xp 

Encounter Eight: The Dragons Path Revisited

Disarm or survive the magical gem rod trap


APL 2 – 60 xp


APL 4 – 90 xp


APL 6 – 120 xp


APL 8 – 150 xp


APL 10 – 180 xp


APL 12 – 210 xp 

Encounter Ten: Blood For the Sleeping Maiden

Defeating the minions of the Earth Dragon


APL 2 – 150 xp


APL 4 – 210 xp


APL 6 – 270 xp


APL 8 – 330 xp


APL 10 – 390 xp


APL 12 – 450 xp 

Discretionary Roleplaying Award

Judge may allocate up to the following for good role-playing.


APL 2 – 90 xp.


APL 4 – 110 xp.


APL 6 – 180 xp.


APL 8 – 225 xp.


APL 10 – 270 xp.


APL 12 – 315 xp.

Total Possible Experience


APL 2 – 450 xp.


APL 4 – 675 xp.


APL 6 – 900 xp.


APL 8 – 1125 xp.


APL 10 – 1350 xp.


APL 12 – 1575 xp.

Treasure Summary

During an adventure, characters come upon 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.  In the case of potions, they may use Spellcraft to identify them.  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 scenario, 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 (sell value) 

Encounter Six:


APL 2: L: 266 gp; C: 28 gp; M: Arzen’s Spellbook I (45 gp)


APL 4: L: 266 gp; C: 28 gp; M: Arzens’ Spellbook I (45 gp); Stone of Alarm (225 gp)


APL 6: L: 266 gp; C: 28 gp; M: Arzens’ Spellbook II (108 gp); Stone of Alarm (225 gp)


APL 8: L: 266 gp; C: 28 gp; M: Arzens’ Spellbook II (108 gp); Stone of Alarm (225 gp); Lens of Detection (391 gp)


APL 10: L: 266 gp; C: 28 gp; M: Arzens’ Spellbook III (154 gp); Stone of Alarm (225 gp); Lens of Detection (391 gp)


APL 12: L: 266 gp; C: 28 gp; M: Arzens’ Spellbook III (154 gp); Stone of Alarm (225 gp); Lens of Detection (391 gp); Ring of the Ram (716 gp)

Encounter Seven:


APL 2: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp)


APL 4: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp)


APL 6: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp); Potion of Cure Serious Wounds (62 gp)


APL 8: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp); Potion of Cure Serious Wounds (62 gp); Cold Iron Spiked Gauntlet +1 (358 gp)


APL 10: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp); Potion of Cure Serious Wounds (62 gp); Cold Iron Spiked Gauntlet +1 (358 gp); Steadfast Boots (500 gp)


APL 12: L: 54 gp; C: 32 gp; M: Potion of Reduce Person (20 gp); Potion of Cure Serious Wounds (62 gp); Cold Iron Spiked Gauntlet +1 (358 gp); Steadfast Boots (500 gp); Helm of Glorious Recovery (446 gp); Potion of Good Hope (87 gp)

Encounter 9d:


APL 2: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp)


APL 4: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp); Bag of Endless Caltrops (191 gp)


APL 6: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp); Bag of Endless Caltrops (191 gp)


APL 8: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp); Bag of Endless Caltrops (191 gp)


APL 10: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp); Bag of Endless Caltrops (191 gp)



APL 12: L: 238 gp; C: 28 gp; M: Field Provisions Box (166 gp); Bag of Endless Caltrops (191 gp); 

Encounter 10:

APL 2: L: 847 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Burning Hands- 2nd level caster (125 gp ); Potion of Cure Light Wounds (4 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Elixer of Vision (20 gp).


APL 4: L: 929 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Burning Hands- 2nd level caster (125 gp ); Potion of Cure Light Wounds (4 gp); Gloves of Missile Snaring (333 gp); Brooch of Shielding (125 gp); Bracers of Armor +1 (93 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Potion of Aid (25 gp); Potion of Jump (x2) (8 gp); Elixer of Fire Breathing (91 gp); Potion of Cure Moderate Wounds (25 gp); Elixer of Vision (20 gp); Pearl of Power- 1st (83 gp)


APL 6: L: 929 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Scorching Ray- 3rd level caster (375 gp ); Potion of Cure Light Wounds (4 gp); Gloves of Missile Snaring (333 gp); Brooch of Shielding (125 gp); Bracers of Armor +2 (333 gp);Cloak of Charisma +2 (333 gp); Scroll of Glitterdust- 4th level caster (16 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Potion of Aid (25 gp); Potion of Jump (x2) (8 gp); Elixer of Fire Breathing (91 gp); Potion of Cure Serious Wounds (25 gp); Oil of Greater Magic Weapon +2 (200 gp); Elixer of Vision (20 gp); Pearl of Power- 1st (83 gp); Periapt of Wisdom +2 (333 gp)


APL 8: L: 687 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Scorching Ray- 3rd level caster (375 gp ); Potion of Cure Light Wounds (4 gp); Gloves of Missile Snaring (333 gp); Brooch of Shielding (125 gp); Bracers of Armor +2 (333 gp); Cloak of Charisma +2 (333 gp); Scroll of Glitterdust- 4th level caster (16 gp); Ring of Protection +2 (666 gp); Potion of Displacement ( 62 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Potion of Aid (25 gp); Potion of Jump (x2) (8 gp); Elixer of Fire Breathing (91 gp); Potion of Cure Serious Wounds (25 gp); Oil of Greater Magic Weapon +2 (200 gp); Chain Shirt +1 (191 gp); Electric Eel Armor (x2) (341 gp); Shield of Faith Potion +4 (x2) (100 gp); Elixer of Vision (20 gp); Pearl of Power- 1st (83 gp); Periapt of Wisdom +2 (333 gp); Pearl of Power- 2nd (333 gp); Heavy Pick +1, corrosive (692 gp)


APL 10: L: 687 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Scorching Ray- 7th level caster (875 gp ); Potion of Cure Light Wounds (4 gp); Gloves of Missile Snaring (333 gp); Brooch of Shielding (125 gp); Bracers of Armor +3 (750 gp); Cloak of Charisma +2 (333 gp); Scroll of Glitterdust- 4th level caster (16 gp); Ring of Protection +2 (666 gp); Potion of Displacement ( 62 gp); Exploding Spike (125 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Potion of Aid (25 gp); Potion of Jump (x2) (8 gp); Elixer of Fire Breathing (91 gp); Potion of Cure Serious Wounds (25 gp); Oil of Greater Magic Weapon +2 (200 gp); Chain Shirt +1 (191 gp); Electric Eel Armor (x2) (341 gp); Shield of Faith +4 Potion (x2) (100 gp); Potion of Keen Edge (x2) (125 gp); Elixer of Vision (20 gp); Pearl of Power- 1st (83 gp); Periapt of Wisdom +2 (333 gp); Pearl of Power- 2nd (333 gp); Heavy Pick +1, Corrosive (692 gp); Saddle of Weather Protection (450 gp); Potion of Heroism (62 gp); Dusty Rose Ioun Prism (416 gp)


APL 12: L: 612 gp; C: 0 gp; M: Frost Shard Dagger (87 gp); Wand of Scorching Ray- 7th level caster (875 gp ); Potion of Cure Light Wounds (4 gp); Gloves of Missile Snaring (333 gp); Brooch of Shielding (125 gp); Bracers of Armor +3 (750 gp); Cloak of Charisma +4 (1,333 gp); Scroll of Glitterdust- 4th level caster (16 gp); Ring of Protection +2 (666 gp); Potion of Displacement ( 62 gp); Exploding Spike (125 gp); Potion of Haste (62 gp); Potion of Fly (62 gp); Stilleto Shield +1 (x2) (196 gp), Potion of Cats Grace (x2) (50 gp); Potion of Aid (25 gp); Potion of Jump (x2) (8 gp); Elixer of Fire Breathing (91 gp); Potion of Cure Serious Wounds (25 gp); Oil of Greater Magic Weapon +2 (200 gp); Chain Shirt +1 (191 gp); Electric Eel Armor (x2) (341 gp); Shield of Faith +4 Potion (x2) (100 gp); Potion of Keen Edge (x2) (125 gp); Saddle of Weather Protection (x2) (900 gp); Potion of Barkskin +4 (x2) (75 gp); Elixer of Vision (20 gp); Pearl of Power- 1st (83 gp); Periapt of Wisdom +4 (1,333 gp); Pearl of Power- 2nd (333 gp); Heavy Pick +1, Acidic burst (1,525 gp); Potion of Heroism (62 gp); Dusty Rose Ioun Prism (416 gp), Potion of Good Hope (87 gp); Chainmail +1, light fortification (775 gp).

Total Possible Treasure (Maximum Reward Allowed)


APL 2: L: 1,405 gp; C: 88 gp; M: 713 gp – Total: 2206 gp (450 gp).


APL 4: L: 1,487 gp; C: 88 gp; M: 1716 gp – Total: 3291 gp (650 gp).


APL 6: L: 1,487 gp; C: 88 gp; M: 3076 gp – Total: 4651 gp (900 gp).


APL 8: L: 1,245 gp; C: 88 gp; M: 6210 gp – Total: 7543 gp (1300 gp).


APL 10: L: 1,245 gp; C: 88 gp; M: 8383 gp – Total: 9184 gp (2300 gp).


APL 2: L: 1,170 gp; C: 88 gp; M: 14777 gp – Total: 2206 gp (3300 gp).

Special

Recommendation from the Mine Rangers and Royal Army

For your bravery in the face of extreme danger to assist the Principality of Ulek both Baren Gorunn of the Royal Army and Sergeant Rowin Malerik of the Mine Rangers have given you their personal recommendation to join either of their respective military branches. The use of this recommendation will appear in future scenarios or metaorganization documentation. Please contact the Principality of Ulek Triad for further details

For your efforts, members of the Royal Army, Mine Rangers, and Liegeman of the Prince have used their contacts and resources to grant you access to any one of the following weapon or armor enchantments or feats: If the PC spends an additional 1 TU they may choose to gain access to an additional benefit from the list. This extra TU represents time spent assisting any of the above three organizations with duties related to the defense of the Principality of Ulek. 

Weapon enchantments: Defending, Impact, or Merciful (DMG & A&E)

Armor enchantments: Bashing or Light Fortification (DMG)

Feats: Shieldmate, Powerful Charge, or Distracting Attack (MH)

If a PC is a member of either the Royal Army or Mine Rangers and spend an additional 2 TU representing extra training, they gain access to the P-Class: Tactical Soldier which is located in the Miniatures Handbook. If the PC taking advantage of this benefit is dwarven, they also gain access to purchase the following weapon: The Standard of Ulek  (Arms & Equipment Guide).

The Church of Lydia is very grateful that the PCs have revealed the actions of Eliazar Lightbringer. In gratitude, the PCs are granted access to the following magic items and feats:

PCs level 2-6: lesser circlet of blasting (DMG), Wand of Searing Light- 5th level caster (DMG), and the feat Extra Domain Spell (Miniatures Handbook)

PCs level 2-6: lesser circlet of blasting (DMG), Wand of Searing Light- 5th level caster (DMG), and the feat: Extra Domain Spell (Miniatures Handbook)

PCs level 7 and higher: Greater circlet of blasting (DMG), Wand of Searing Light- 8th level caster (DMG), and the feat: Extra Domain Spell (Miniatures Handbook)

Arzen’s Spellbook I

1st- magic missile, unseen servant, animate rope, comprehend languages, grease; 2nd- blur, scorching ray, fox’s cunning

Market Price- 550 gp; Weight 3 lbs. 

Arzen’s Spellbook II

1st- magic missile, unseen servant, animate rope, comprehend languages, grease, true strike; 2nd- blur, scorching ray, fox’s cunning, spider climb; 3rd- arcane sight, lightning bolt

Market Price- 1,300 gp; Weight 3 lbs. 

Arzen’s Spellbook III

1st- magic missile, unseen servant, animate rope, comprehend languages, grease, true strike, shocking grasp; 2nd- blur, scorching ray, fox’s cunning, spider climb, bear’s endurance; 3rd- arcane sight, lightning bolt, fly, shrink item; 4th- stoneskin, ice storm

Market Price- 1,850 gp; Weight 3 lbs.

Items for the Adventure Record

Item Access

APL 2:

· Arzen’s Spellbook I (Adventure- see above)
· Stiletto Shield +1  (Adventure, A&E)
· Frost Shard Dagger (Adventure, A&E)
· Elixir of Vision (Adventure, DMG)
· Field Provisions Box (Adventure, MH)
· Potion of Reduce (Adventure, DMG) 
· Wand of Burning Hands (Adventure, 2nd level caster, DMG)
APL 4 (all items from APL 2 plus):

· Elixir of Fire Breath (Adventure, DMG)
· Pearl of Power level 1 (Adventure, DMG)
· Gloves of Missile Snaring (Adventure, DMG)
· Stone of Alarm (Adventure, DMG)
· Brooch of Shielding (Adventure, DMG)
· Potion of Aid (Adventure, DMG) 
· Potion of Cure Moderate Wounds (Adventure, DMG)
· Bag of Endless Caltrops (Adventure, A&E)
APL 6 (all items from APL 2, 4 plus):

· Arzen’s Spellbook II (Adventure, see above)
· Oil of Greater Magic Weapon +2 (Adventure, DMG)
· Potion of Cure Serious Wounds (Adventure, DMG)
· Wand of Scorching Ray (Adventure, 3rd level caster, DMG )
· Bracers of Armor +2 (Adventure, DMG)
· Electric Eel Armor (Adventure, A&E )
· Cloak of Charisma +2 (Adventure, DMG)
· Periapt of Wisdom +2 (Adventure, DMG)
APL 8 (all items from APL 2, 4, 6 plus):

· Cold Iron Spiked Gauntlet +1  (Adventure, DMG)
· Pearl of Power level 2 (Adventure, DMG)
· Shield of Faith Potion +4 (Adventure, DMG)
· Heavy Pick +1, corrosive (Adventure, A&E)
· Ring of Protection +2 (Adventure, DMG)
· Wand of Scorching Ray (Adventure, 7th level caster, DMG)
· Lens of Detection (Adventure, DMG)
APL 10 (all items from APL 2, 4, 6, 8 plus):

· Steadfast Boots (Adventure, A&E)
· Saddle of Weather Protection (Adventure, A&E)
· Arzen’s Spellbook III (Adventure, see above)
· Bracers of Armor +3 (Adventure, DMG)
· Exploding Spike (Adventure, MH)
· Oil of Keen Edge (Adventure, DMG)
· Potion of Heroism (Adventure, DMG)
· Dusty Rose Prism ( Adventure, DMG ) 
APL 12 (all items from APL 2, 4, 6, 8, 10 plus):

· Cloak of Charisma +4 (Adventure, DMG)
· Periapt of Wisdom +4 (Adventure, DMG)
· Heavy Pick +1, corrosive burst (Adventure, A&E)
· Potion of Shield of Faith +5 (Adventure, DMG)
· Potion of Good Hope (Adventure, DMG)
· Wand of Scorching Ray (Adventure, 11th level caster, DMG)
· Helm of Glorious Recovery (Adventure, MH)
· Chainmail +2, light fortification (Adventure, DMG)
· Ring of the Ram (Adventure, DMG)
Appendix One: NPCs

Encounter Two

All APLs

Eliazar Lightbringer: Male Human Clr8/ScrdXcrst3; CR 11; Medium humanoid (human); HD 8d8+16+3d8+6; 82 hp; Init +1; Spd 30 ft., 20 ft. in armor; AC 19, touch 19, flat-footed 18 (Breastplate +1, ghost touch, Dex +1, Ring of Protection +2); Base Atk +8; Grp +9; Atk +10 melee/+10 ranged (1d6+2+1d6 fire,, shortspear +1, ghost touch and flaming) or +10 melee (1d6+1, light mace) or +9 ranged (1d8, light crossbow); Full Atk +10/+5 melee or +10/+5 ranged (1d6+2+1d6 fire, shortspear +1, ghost touch and flaming) or +10/+5 melee (1d6+1, MW light mace) or +9/+4 ranged (1d8, light crossbow); SA spells; SQ chosen foe (undead), detect evil, exorcism, resist possession, turn undead 7/day (+4, 2d6+12, 16th); AL N/G; SV Fort +9, Ref +4, Will +15; Str 13, Dex 12, Con 14, Int 12, Wis 22, Cha 14.


Skills and Feats: Concentration +12, Diplomacy +3, Heal +13, Knowledge (Arcana) +8, Knowledge (Religion) +11, Knowledge (The Planes) +12, Profession (Gardening) +9, Spellcraft +10; Extra turning, Improved Turning, Sacred Vengeance, Craft Wondrous, Disciple of the Sun.


Exorcism (Su): As a full-round action, Eliazar can force a possessing creature out of the body it inhabits. To exorcise a possessing creature, he must make a level check (d20+12) against a DC of 10 + the possessing creatures HD + its Cha bonus (if any). If he equals or exceeds the DC, he forces the possessor out of the body. A spirit so exorcised cannot attempt to possess the same victim for 24 hours.


Detect Evil (Sp): At will, Eliazar can use detect evil as a spell-like ability.

       Resist Possession (Ex): Eliazar receives a +4 sacred bonus on her saving throws against magic jar spells or simiiliar abilities ( including a ghost’s malevolence ability), and a sacred +2 bonus on his saving throws against all charm and compulsion spells cast by undead and evil outsiders.


Chosen Foe: Undead (Ex ): Eliazar’s extensive study and special training in the proper technique for combating undead gives him a +1 competence bonus on Bluff, Intimidate, Listen, Sense Motive, and Spot checks against undead, as well as a +1 bonus to caster level checks to overcome any spell resistance undead may have. 


Domains: Travel and Sun


Spells Known (6/7+1/6+1/5+1/4+1/3+1/2+1; save 16 + spell level): 0 – resistance, guidance, cure minor wounds, detect magic, light, virtue; 1st – (d) longstrider, detect undead, divine favor, shield of faith, hide from undead, protection vs. evil, nimbus of light x2; 2nd- (d) locate object, consecrate, align weapon, bears endurance, gentle repose, spiritual weapon, lesser restoration; 3rd- (d) fly, searing light, delay death, daylight, magic circle vs. evil, dispel magic; 4th- (d) fire shield, divine power, death ward, restoration x2; 5th- (d) teleport, disrupting weapon, flame strike


Possessions: Periapt of Wisdom +4, Circlet of Blasting (minor), Wand of Searing Light- level 6 caster, Phylactery of Undead Turning, Cloak of Charisma +2, Ring of Mind Shielding, shortspear +1, ghost touch and flaming, breastplate +1 ghost touch, holy symbol of Lydia, MW light mace, light crossbow, 10 bolts, elixir of glibness, globe of sunlight, potion of invisibility, potion of gaseous form. 


Encounter Six

APL 2

Grell: CR 3; Medium-size aberration ; HD 5d8+10; hp 37; Init +2; Spd 5 ft., fly 30 ft. (perfect); AC 16, touch 12, flat-footed 14 (+2 Dex, +4 natural); Base Atk +3; Grp +20; Atk 10 tentacles +4 melee (1d4+1 plus paralyzation); Full Atk +4 melee (1d4+1 plus paralysis) and bite -1 melee (2d4); Space/Reach 5 ft./5ft.(10 ft. with tentacles); SA Improved Grab, paralysis; SQ Blindsight 60 ft., flight, immunities, tentacle regeneration; AL N/E; SV Fort +3, Ref +3 Will +4; Str 12, Dex 15, Con 14, Int 10, Wis 11, Cha 9.


Skills and Feats: Hide +12, Listen +4, Move Silently +12, Spot +8; Flyby attack


Improved Grab (Ex): If a grell hits an opponent that is at least one size category smaller than itself with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +20, including a +16 racial bonus on grapple checks). If it gets a hold, it has the option to conduct a grapple or normally, or simply use a tentacle to hold the opponent (-20 on grapple check but the grell is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals tentacle damage. 

      Paralysis (Ex): A grell’s tentacles are lined with small spiny barbs, much like a squid’s. Any creature hit by a grell’s tentacle must make a Fortitude save (DC 14) or be paralyzed for 4 rounds.


Blindsight (Ex): A grell is blind, but it maneuvers and fights as well as a sighted creature by using scent and vibration to ascertain its surroundings. This ability enables it to discern objects and creatures within 60 feet. The grell usually does not need to make a Spot or Listen check to notice creatures within range of its blindsight. 


Flight (Ex): A grell’s body is unusually buoyant. The creature continuously produces an effect like that of the fly spell, which it can use to move at a speed of 30 feet (perfect maneuverability). This buoyancy also grants the grell a permanent feather fall effect with personal range.


Immunities (Ex): A grell is immune to electricity and paralysis effects.


Tentacle Regeneration (Ex): Foes can attack a grell’s tentacles, but only when those appendages are actually holding an opponent. A tentacle has an AC of 19 (touch 12) and can withstand 10 points of damage. The loss of a tentacle does not harm the creature (that is, the damage does not apply against its hit point total), and it regrows the limb within a day.

APL 8

Advanced Gauth: CR 8; Large-size aberration; HD 13d8+65; hp 124; Init +5 (Dex + Improved Initiative); Spd 5 ft., fly 20 ft. (perfect); AC 19, touch 10, flat-footed 18 (+1 Dex, -1 size, +9 natural); Base Atk +9; Grp +16; Atk Eye rays +10 ranged touch (see effects) and bite +12 melee (1d8+3); Full Atk Eye rays +10 ranged touch (see effects) and bite +6 melee (1d8+3); Space/Reach 10 ft./5 ft.; SA Eye rays, stunning gaze; SQ All-around vision, Darkvision 60 ft., flight; AL L/E; SV Fort +9, Ref +5, Will 12; Str 16, Dex 12, Con 12, Int 15, Wis 15, Cha 13.


Skills and Feats: Skills & feats: Hide +12, Knowledge: Arcana +15, Listen +9, Search +20, Spot +22, Survival +6 (+8 when following tracks); Flyby attack, Improved Initiative, Iron will, Ability focus: Eye Rays, Irresistible Gaze


Eye rays (Su): Each of the gauth’s six eye rays resembles a spell cast by an 8th-level caster. Each eye ray has a range of 100 feet and a save DC of 18. The save DCs are Charisma-based, modified by the feat Irresistible Gaze. The six eye rays include:

Sleep: This works like the spell except that it affects one creature with any number of Hit Dice (Will save DC 19 negates). 

Inflict Moderate Wounds: This works like the spell, causing 2d8+8 points of damage (Will save DC 19 half).

Dispel Magic: This works like the targeted dispel function of the spell. The gauth’s dispel check is 1d20+8.

Scorching Ray: This works like the spell, dealing 4d6 points of fire damage (no save). A gauth creates only one fiery ray per use of this ability.

Paralysis: The target must succeed on a Fortitude save DC 19 or be paralyzed for 2d10 minutes. 

Exhaustion: This works like the spell ray of exhaustion (no save).


Stunning Gaze (Su): Stun for 1 round, 30 feet, Will DC 19 negates. The DC is Charisma-based, modified by the feat Ability focus: Eye Rays. Any creature meeting the gauths central eye is subject to its stunning gaze. Since the gauth can use its eye-rays as a free action, the creature can use a standard action to focus its stunning gaze and attack with all eye rays that bear on its foes at the same time.
Advanced Grell: CR 5; Large-size aberration ; HD 11d8+44; hp 99; Init +1; Spd 5 ft., fly 30 ft. (perfect); AC 16, touch 11, flat-footed 15 (+1 Dex, -1 size, +6 natural); Base Atk +8; Grp +33; Atk 10 tentacles +13 melee (1d6+5 plus paralyzation); Full Atk +13 melee (1d4+1 plus paralysis) and bite +7 melee (2d6+2); Space/Reach 10 ft./10ft.(15 ft. with tentacles); SA Improved Grab, paralysis; SQ Blindsight 60 ft., flight, immunities, tentacle regeneration; AL N/E; SV Fort +7, Ref +4 Will +7; Str 20, Dex 13, Con 18, Int 10, Wis 11, Cha 9.


Skills and Feats: Hide +10, Listen +7, Move Silently +15, Spot +11; Flyby attack, Weapon focus: tentacles, Ability focus: Paralysis ( adds +2 to the DC versus its paralysis attack with tentacles ).

APL 10

Destrachan: CR 8; Large aberration; HD 11d8+33; hp 90; Init +5; Spd 30 ft.; AC 18, touch 10, flat-footed 17 (-1 size, +1 Dex, +8 natural); Base Atk +8; Grp 16; Atk Claw +11 melee (1d6+4); Full Atk 2 claws +11 melee (1d6+4); Space/Reach 10 ft./5 ft.; SA destructive harmonics; SQ blindsight 100 ft., immunities, protection from sonics; AL NE; SV Fort +6, Ref +6, Will+11; Str 18, Dex 12, Con 16, Int 12, Wis 18, Cha 12.


Skills and Feats: Hide +10, Listen +27, Move Silently +11, Survival +9; Dodge, Improved Initiative, Lightning Reflexes, Reverberation.


Destructive Harmonics (Su): A destrachan can blast sonic energy in a cone up to 80 feet long. It can also use this attack to affect any creatures or objects within a 30-foot radius. It can tune the harmonics of this destructive power to affect different types of targets. All of the save DCs are Charisma-based, with a +2 to their DC due to the Reverberation feat. 


Flesh: Disrupting tissue and rending bone, this attack deals 4d6 points of damage to all within the area (Reflex DC 18).


Nerves: A destrachan can focus its harmonics to knock out foes rather than slay them. This attack deals 6d6 points of nonlethal damage to all within the area (Reflex DC 18).


Material: When using this form of harmonics, a destrachan chooses wood, stone, metal, or glass. All objects made of that material within the area must succeed on a DC 18 Fortitude save or shatter. Objects ( or portions of objects ) that have up to 30 hit points are potentially affected by this attack. 


Blindsight (Ex): A destrachan can use hearing to ascertain all foes within 100 feet as a sighted creature would. 


Immunities (Ex): Destrachans have immunity to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.


Protection from Sonics (Ex): While they can be affected by loud noises and sonic spells ( such as ghost sound or silence ), destrachans are less vulnerable to sonic attacks (+4 circumstance bonus on all saves) because they can protect their ears. A destrachan that whose sense of hearing is impaired is effectively blinded, and targets are treated as having total concealment. 

Encounter Ten

APL 2

Ublekt: Male kobold Adp2; CR 1; Small humanoid (Reptilian); HD 2d6+2; 10 hp; Init +3; Spd 30 ft.; AC 14, touch 14, flatfooted 12 (+1 size, +1 natural, +3 Dex); Base Atk +1, Grp -5; Atk +1 melee/+6 ranged (1d3-2/19-20, MW dagger) or +4 ranged (1d8/19-20, light crossbow) or +1 melee/+6 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +1 melee/+6 ranged (1d3-2/19-20, dagger) or +4 ranged (1d8/19-20, light crossbow) or +1 melee/+6 ranged (3d6 to everyone within 5 ft. of the target, 19-20, frost shard dagger); SA spells; SQ darkvision 60 ft., kobold traits, light sensitivity; AL LE; SV Fort +3, Ref +3, Will +4; Str 7, Dex 16, Con 12, Int 12, Wis 15, Cha 11.


Skills and Feats: Concentration +5, Handle Animal +1, Heal +3, Knowledge: Religion +3, Knowledge: Dungeoneering +4, Spellcraft +4, Survival +4; Alertness, Great Fortitude


Adept Spells Prepared (3/2; save DC 12 + spell level): 0 – detect magic, cure minor wounds, guidance; 1st – cause fear, burning hands.


Possessions: familiar bat (Shriek), wand of burning hands - 2nd level caster, Frost Shard dagger, masterwork dagger, light crossbow, 10 bolts, potion of cure light wounds- 1st level caster.

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human War1; CR ½; Medium humanoid (human); HD 1d8+2; 7 hp; Init +2 (Dex); Spd 30 ft.; AC 17, touch 12, flat-footed 15 (+2 Dex, +4 armor, +1 shield); Base Atk +1, Grp +4; Atk +6 melee (1d6+3, MW heavy pick) or +4 melee (1d6+3, 19-20, shortsword) or +3 ranged (1d8, longbow); Full Atk +6 melee (1d6+3, heavy pick) or +4 melee (1d6+3,19-20, shortsword) or +3 ranged (1d8, longbow); AL N/E; SV Fort +4, Reflex +2, Will +0; Str 16, Dex-14, Con-14, Int-10, Wis-10, Cha 10.


Skills and feats: Knowledge: Religion +2, Intimidate +3, Jump +3, Ride +4, Handle Animal +1; Weapon focus: Heavy Pick, True Believer.


Possessions: masterwork heavy pick, shortsword, longbow, 40 arrows, stiletto shield +1, chain shirt, potion of cat's grace.
Deyja Stonetalon: Female human Clr2; CR 2; Medium humanoid (human); HD 2d8+2; 13 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 18, touch 12, flat-footed 16 (+2 Dex, +5 armor, +1 shield); Base Atk +1, Grp +2; Atk +3 melee (1d6+1, MW Heavy pick) or +2 melee (1d6+1, light mace) or +3 ranged (1d8,19-20, light crossbow); Full Atk +3 melee (1d6+1, MW Heavy pick) or +2 melee (1d6+1, light mace) or +3 ranged (1d8,19-20, light crossbow); SA spells; SQ Rebuke undead 3/day; AL LE; SV Fort +4, Ref +2, Will +5; Str- 12, Dex- 14, Con-12, Int- 10, Wis-16, Cha- 10.


Skills and Feats: Concentration +3, Diplomacy +1, Heal +4, Knowledge: Religion +4, Knowledge: The Planes +1, Spellcraft +2; Martial Weapon Proficiency: Heavy Pick, Glorious Weapons.


Cleric Spells Prepared (4/3+1; save DC 13 + spell level): Domains: Earth & Evil: 0 – guidance, detect magic, resistance, cure minor wounds; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d)


Possessions: Holy symbol of the Earth Dragon, MW heavy pick, light mace, light crossbow, 10 bolts, chainmail, buckler, elixer of vision.

APL 4

Ublekt: Male kobold Sor3; CR 3; Small humanoid (Reptilian); HD 3d4+3; 11 hp; Init +3 (Dex); Spd 30 ft.; AC 16, touch 15, flatfooted 12 (+1 size, +1 natural, +3 Dex, Bracers of Armor +1); Base Atk +1, Grp -5; Atk +1 melee/ +6 ranged (1d3-2, 19-20, MW dagger) or +5 ranged (1d8, 19-20, light crossbow) or +1 melee/+6 ranged (3d6 to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +1 melee/+6 ranged (1d3-2,19-20, MW dagger) or +4 ranged (1d8, 19-20, light crossbow) or +1 melee/+6 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); SA spells; SQ Darkvision 60 ft., kobold traits, light sensitivity; AL L/E; SV Fort +4, Ref +4, Will +4; Str-7, Dex- 16, Con- 12, Int-12, Wis-10, Cha- 15


Skills and feats: Concentration +4, Knowledge: Arcana +4, Knowledge: Dungeoneering +5, Profession: Miner +3, Spellcraft +5; Alertness, Great Fortitude, Empower Spell


Sorcerer Spells Known (6/6; save DC 12 + spell level): 0 – detect magic, resistance, mage hand, ray of frost, message; 1st – lvl 1- magic missile, shield, color spray


Possessions: familiar bat (Shriek), wand of burning hands - 2nd level caster, Frost Shard dagger,  MW dagger, light crossbow, 10 bolts, gloves of missile snaring, brooch of shielding, potion of cure light wounds- 1st level caster. 

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human War2; CR 1; Medium humanoid (human); HD 2d8+2; 14 hp; Init +2 (Dex); Spd 30 ft.; AC 18, touch 12, flat-footed 16 (+2 Dex, +4 armor, +2 shield); Base Atk +2, Grp +5; Atk +7 melee (1d6+3, MW heavy pick) or +5 melee (1d6+3, 19-20, shortsword) or +4 ranged (1d8, longbow); Full Atk +7 melee (1d6+3, MW heavy pick) or +5 melee (1d6+3,19-20, shortsword) or +4 ranged (1d8, longbow); Space/Reach 5 ft./5 ft.; AL N/E; SV Fort +5, Reflex +2, Will +0; Str- 16, Dex-14, Con-14, Int-10, Wis-10, Cha-10.


Skills and feats: Knowledge: Religion +3, Intimidate +3, Jump +3, Ride +4, Handle Animal +2; Weapon focus: Heavy Pick, True Believer.


Possessions: MW heavy pick (x2), shortsword (x2), longbow (x2), 40 arrows, stiletto shield +1 (x2), chain shirt (x2), elixer of fire breath ( Stanzen only ), potion of aid (Tormus only ), potion of cats grace (x2), potion of jump (x2)

Deyja Stonetalon: Female human Clr3; CR 3; Medium humanoid (human); HD 3d8+3; 20 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 18, touch 12, flat-footed 16 (+2 Dex, +5 armor, +1 shield); Base Atk +2, Grp +3; Atk +4 melee (1d6+1, MW Heavy pick) or +3 melee (1d6+1, light mace) or +4 ranged (1d8,19-20, light crossbow); Full Atk +4 melee (1d6+1, MW Heavy pick) or +3 melee (1d6+1, light mace) or +4 ranged (1d8,19-20, light crossbow); Space/Reach: 5 ft./5ft.; SA spells; SQ Rebuke undead 3/day; AL L/E; SV Fort +4, Ref +3, Will +6; Str- 12, Dex- 14, Con-12, Int- 10, Wis-16, Cha- 10


Skills and Feats: Concentration +4, Diplomacy +1, Heal +4, Knowledge: Religion +5, Knowledge: The Planes +2, Spellcraft +3; Martial Weapon Proficiency: Heavy Pick, Extra Turning, Reach Spell.


Cleric Spells Prepared (4/3+1/2+1; save DC 13 + spell level): Domains: Earth & Evil: 0 – guidance, detect magic, resistance, cure minor wounds; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d), cause fear. lvl 2-spritual weapon, soften earth & stone (d), bears endurance


Possessions:. Possessions: Holy symbol of the Earth Dragon, MW heavy pick, light mace, light crossbow, 10 bolts, chainmail, buckler, elixer of Vision, pearl of power level 1.

APL 6

Ublekt: Male kobold Sor5; CR 5; Small humanoid (Reptilian); HD 5d4+5; 19 hp; Init +3 (Dex); Spd 30 ft.; AC 16, touch 15, flatfooted 13 (+1 size, +1 natural, +3 Dex, Bracers of Armor +1); Base Atk +2, Grp -4; Atk +2 melee/ +7 ranged (1d3-2, 19-20, MW dagger), or +6 ranged (1d8, 19-20, light crossbow) or +2 melee/+7 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +0 melee/+5 ranged (1d3-2,19-20, dagger) or +4 ranged (1d8, 19-20, light crossbow) or +1 melee/+6 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger) Space/Reach: 5 ft/5 ft.; SA spells; SQ Darkvision 60 ft., kobold traits, light sensitivity; AL L/E; Fort +4, Ref +4 Will +5; Str- 7, Dex- 16, Con- 12, Int- 12, Wis- 10, Cha- 18


Skills and feats: Concentration +6, Knowledge: Arcana +5, Knowledge: Dungeoneering +5, Profession: Miner +4, Spellcraft +7; Alertness, Great Fortitude, Empower Spell


Sorcerer Spells Known (6/7/4; save DC 14 + spell level): 0 – detect magic, resistance, mage hand, ray of frost, message, acid splash; 1st – lvl 1- magic missile, shield, color spray, protection vs. good. lvl 2- scorching ray, blindness / deafness


Possessions: familiar bat (Shriek), Frost Shard dagger,  dagger, light crossbow, 10 bolts, gloves of missile snaring, brooch of shielding, wand of scorching ray- 3rd level caster, bracers of armor +2, cloak of charisma +2, potion of cure light wounds- 1st level caster, scroll of glitterdust- 4th level caster.

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human Ftr4; CR 4; Medium humanoid (human); HD 4d10+8; 36 hp; Init +2 (Dex); Spd 30 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +5 armor, +2 shield); Base Atk +4, Grp +7; Atk +8 melee (1d6+5, heavy pick) or +7 melee (1d6+3, 19-20, shortsword) or +6 ranged (1d8, longbow); Full Atk +8 melee (1d6+5, heavy pick) or +7 melee (1d6+3,19-20, shortsword) or +6 ranged (1d8, longbow); AL N/E; SV Fort +6, Reflex +3, Will +1; Str- 16, Dex-14, Con-14, Int-10, Wis-11, Cha-10.


Skills and feats: Knowledge: Religion +4, Intimidate +3, Jump +3, Ride +6, Handle Animal +4; Weapon focus: Heavy Pick, True Believer, dodge, mobility, weapon specialization- heavy pick, close-quarter fighting, elusive target.


Possessions: heavy pick (x2), shortsword (x2), longbow (x2), 40 arrows, MW stiletto shield (x2), chain shirt (x2), elixer of fire breath ( Stanzen only ), potion of aid (Tormus only ), potion of cats grace (x2), potion of jump (x2), oil of greater magic weapon +2 (x2) 

Deyja Stonetalon: Female human Clr5; CR 5; Medium humanoid (human); HD 5d8+5; 34 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 18, touch 12, flat-footed 16 (+2 Dex, +5 armor, +1 shield); Base Atk +3, Grp +4; Atk +5 melee (1d6+1, MW Heavy pick) or +4 melee (1d6+1, light mace) or +5 ranged (1d8,19-20, light crossbow); Full Atk +5 melee (1d6+1, MW Heavy pick) or +4 melee (1d6+1, light mace) or +5 ranged (1d8,19-20, light crossbow); SA spells; SQ Rebuke undead 3/day; AL L/E; SV Fort +5, Ref +3, Will +8; Str- 12, Dex- 14, Con-12, Int- 10, Wis-19, Cha- 10


Skills and Feats: Concentration +5, Diplomacy +1, Heal +5, Knowledge: Religion +8, Knowledge: The Planes +2, Spellcraft +5; Martial Weapon Proficiency: Heavy Pick, Extra Turning, Reach Spell


Cleric Spells Prepared (5/4+1/3+1/2+1; save DC 14 + spell level): Domains: Earth & Evil: 0 – guidance, detect magic, resistance, cure minor wounds, read magic; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d), cause fear. lvl 2-spritual weapon, soften earth & stone (d), bears endurance, sound burst. lvl 3- dispel magic, convictions legion, lesser visage of the deity (d)


Possessions: Holy symbol of the Earth Dragon, MW heavy pick, light mace, light crossbow, 10 bolts, chainmail, buckler, elixer of vision, pearl of power level 1, periapt of wisdom +2.

Shocker lizards (2): CR 2; Small Magical Beast; HD 4d10+4; 33 hp; Init +6 (Dex + Improved Initiative); Spd 40 ft., Climb 20 ft., Swim 20 ft.; AC 16, touch 13, flatfooted 14, (+1 size,+2 Dex,+3 natural); Base Atk +4; Grp +0; Atk +5 melee (1d4, bite); Full Atk +5 melee (1d4, bite); Space/ Reach: 5 ft./5 ft.; SA Stunning Shock, lethal shock; SQ Darkvision 60 ft., electricity sense, immunity to electricity, low light vision; AL N; SV Fort +5, Ref +6, Will +2; Str-10, Dex-15, Con-13, Int-2, Wis-12, Cha-6


Skills and feats: Climb +11, Hide +12, Listen +4, Spot +4, Swim +10; Improved Initiative, dodge

Stunning shock: (Su): Once per round, a shocker lizard can deliver an electrical shock to a single opponent within 5 feet. This attack deals 2d8 points of damage to living opponents (Reflex save DC 13 for half). The save DC is Constitution based.
Lethal shock (Su): Whenever 2 or more shocker lizards are within 20 ft. of each other, they can work together to create a lethal shock. This effect has a radius of 20 feet, centered on any contributing lizard. The shock deals 2d8 points of electricity damage for each lizard contributing to it, to a maximum of 12d8. A Reflex save (DC 10 + the number of lizards contributing) reduces the damage by half.

Electricity Sense: Shocker lizards automatically detect any electrical discharges within 100 feet.

APL 8

Ublekt: Male kobold Sor7; CR 7; Small humanoid (Reptilian); HD 7d4+7; 26 hp; Spd 30 ft.; AC 16, touch 15, flat-footed 14 (+1 size, +1 natural, +2 Dex, Bracers of Armor +2); Base Atk +3; Grp +3; Atk +3 melee/ +8 ranged (1d3-2, 19-20, MW dagger), or +7 ranged (1d8, 19-20, light crossbow) or +3 melee/+8 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +3 melee/+8 ranged (1d3-2,19-20, MW dagger) or +7 ranged (1d8, 19-20, light crossbow) or +3 melee/+8 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); SA spells; SQ Darkvision 60 ft., kobold traits, light sensitivity; AL L/E; Fort +4, Ref +4 Will +5; Str- 7, Dex- 16, Con- 12, Int- 12, Wis- 10, Cha- 18


Skills and feats: Concentration +8, Knowledge: Arcana +6, Knowledge: Dungeoneering +6, Profession: Miner +5, Spellcraft +8; Alertness, Great Fortitude, Empower Spell, Spell focus: Evocation


Sorcerer Spells Known (6/7/7/5; save DC 14 + spell level, evocation 15 + spell level): 0 – detect magic, resistance, mage hand, ray of frost, message, acid splash; 1st – lvl 1- magic missile, shield, color spray, protection vs. good, ray of enfeeblement. lvl 2- scorching ray, blindness / deafness, false life. lvl 3- haste, lightning bolt


Possessions: familiar bat (Shriek), Frost Shard dagger,  dagger, light crossbow, 10 bolts, gloves of missile snaring, brooch of shielding, wand of scorching ray- 7th level caster, bracers of armor +2, cloak of charisma +2, ring of protection +2, potion of cure light wounds, scroll of glitterdust- 4th level caster, potion of displacement. 

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human Ftr5/ Pious Templar 1; CR 6; Medium humanoid (human); HD 5d10+10+1d10+2; 54 hp; Init +2 (Dex); Spd 30 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +5 armor, +2 shield); Base Atk +6, Grp +9; Atk +11/+6 melee (1d6+5, MW heavy pick) or +10/+5 melee (1d6+3, 19-20, shortsword) or +8/+3 ranged (1d8, longbow); Full Atk +11/+6 melee (1d6+5, heavy pick) or +10/+5 melee (1d6+3,19-20, shortsword) or +8/+3 ranged (1d8, longbow); Space/Reach 5 ft./5 ft.; SQ Mettle; AL N/E; SV Fort +8, Reflex +3, Will +3; Str- 16, Dex-14, Con-14, Int-10, Wis-11, Cha-10.

 Mettle: A pious templar’s special blessing allows him to shrug off magical effects that would otherwise harm him. If a pious templar makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, he suffers no effect from the spell at all. Only those spells with a Saving Throw entry of “Will partial,” “ Fortitude half,” or similar entries can be negated through this ability. 


Skills and feats: Knowledge: Religion +4, Intimidate +3, Jump +3, Ride +6, Handle Animal +4; Weapon focus: Heavy Pick, True Believer, dodge, mobility, weapon specialization- heavy pick, close-quarter fighting, elusive target.

Templar Spells Prepared (1; save DC 11 + spell level): 1st – divine sacrifice


Possessions: MW heavy pick (x2), shortsword (x2), longbow (x2), 40 arrows, Stiletto shield +1 (x2), chain shirt +1 (x2), elixer of fire breath ( Stanzen only ), potion of aid (Tormus only ), electric eel elixir armor (x2), shield of faith Potion +4 (x2) potion of cats grace (x2), potion of jump (x2), oil of greater magic weapon +2 (x2) 

Deyja Stonetalon: Female human Clr7; CR 7; Medium humanoid (human); HD 7d8+7; 47 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 19, touch 12, flat-footed 17 (+2 Dex, +6 armor, +1 shield); Base Atk +5, Grp +6; Atk +5 melee (1d6+2+1d6 acid, +1 Heavy pick, acidic) or +6 melee (1d6+1, light mace) or +7 ranged (1d8,19-20, light crossbow); Full Atk +7 melee (1d6+1, MW Heavy pick) or +5 melee (1d6+1, light mace) or +6 ranged (1d8,19-20, light crossbow); Space/Reach: 5 ft./5ft.; SA spells; SQ Rebuke undead 3/day; AL L/E; SV Fort +6, Ref +4, Will +9; Str- 12, Dex- 14, Con-12, Int- 10, Wis-19, Cha- 10


Skills and Feats: Concentration +8, Diplomacy +1, Heal +5, Knowledge: Religion +10, Knowledge: The Planes +2, Spellcraft +6; Martial Weapon Proficiency: Heavy Pick, Extra Turning, Reach Spell, Divine Metamagic


Cleric Spells Prepared (6/5+1/4+1/3+1/2+1; save DC 14 + spell level): Domains: Earth & Evil: 0 – guidance (2), detect magic, resistance, cure minor wounds, read magic; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d), cause fear, resurgence. lvl 2-spritual weapon, soften earth & stone (d), bears endurance, sound burst, deific vengeance. lvl 3- dispel magic, convictions legion, lesser visage of the diety (d), delay death. lvl 4- divine power, unholy blight (d), poison. 


Possessions: holy symbol of the Earth Dragon, heavy pick +1, corrosive, light mace, light crossbow, 10 bolts, chainmail, buckler, elixer of vision, pearl of power level 1, periapt of wisdom +2, pearl of power level 2. 

APL 10

Ublekt: Male kobold Sor9; CR 9; Small humanoid (Reptilian); HD 9d4+9; 34 hp; Spd 30 ft.; AC 18, touch 17, flat-footed 15 (+1 size, +1 natural, +3 Dex, Bracers of Armor +3); Base Atk +4; Grp -2; Atk +4 melee/ +9 ranged (1d3-2, 19-20, MW dagger), or +8 ranged (1d8, 19-20, light crossbow) or +4 melee/+9 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +4 melee/+9 ranged (1d3-2,19-20, MW dagger) or +8 ranged (1d8, 19-20, light crossbow) or +4 melee/+9 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); SA spells; SQ Darkvision 60 ft., kobold traits, light sensitivity; AL L/E; Fort +6, Ref +6 Will +6; Str- 7, Dex- 16, Con- 12, Int- 12, Wis- 10, Cha- 22


Skills and feats: Concentration +10, Knowledge: Arcana +7, Knowledge: Dungeoneering +8, Profession: Miner +5, Spellcraft +9; Alertness, Great Fortitude, Empower Spell, Spell focus: Evocation, Greater Spell focus: Evocation.


Sorcerer Spells Known (6/8/7/7/5; save DC 15 + spell level, evocation 17 + spell level): 0 – detect magic, resistance, mage hand, ray of frost, message, acid splash; 1st – lvl 1- magic missile, shield, color spray, protection vs. good, ray of enfeeblement. lvl 2- scorching ray, blindness / deafness, false life, protection from arrows. lvl 3- haste, lightning bolt, ray of exhaustion. lvl 4- Evards Black Tentacles, dimension door. 


Possessions: familiar bat (Shriek), Frost Shard dagger, dagger, light crossbow, 10 bolts, gloves of missile snaring, brooch of shielding, wand of scorching ray- 7th level caster, bracers of armor +3, cloak of charisma +2, ring of protection +2, exploding spike, potion of cure light wounds, scroll of glitterdust- 4th level caster, potion of displacement.

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human Ftr5/ Pious Templar 2; CR 7; Medium humanoid (human); HD 5d10+10+2d10+4; 63 hp; Init +2 (Dex); Spd 30 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +5 armor, +2 shield); Base Atk +7, Grp +10; Atk +12/+7 melee (1d6+5, MW heavy pick) or +11/+6 melee (1d6+3, 19-20, shortsword) or +9/+4 ranged (1d8, longbow); Full Atk +12/+7 melee (1d6+5, heavy pick) or +11/+6 melee (1d6+3,19-20, shortsword) or +9/+4 ranged (1d8, longbow); SA Smite 1/day; SQ Mettle; AL N/E; SV Fort +9, Reflex +3, Will +4; Str- 17, Dex-14, Con-14, Int-10, Wis-11, Cha-10.

 Mettle (Su): A pious templar’s special blessing allows him to shrug off magical effects that would otherwise harm him. If a pious templar makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, he suffers no effect from the spell at all. Only those spells with a Saving Throw entry of “Will partial,” “ Fortitude half,” or similar entries can be negated through this ability. 

Smite (Su): Once per day, a pious templar of 2nd level or higher may make as ingle melee attack with a +4 attack bonus and damage bonus equal to his pious templar level ( if he hits). The pious templar must declare the smite before making the attack. 


Skills and feats: Knowledge: Religion +6, Intimidate +3, Jump +6, Ride +6, Heal +3, Handle Animal +4; Weapon focus: Heavy Pick, True Believer, dodge, mobility, weapon specialization- heavy pick, close-quarter fighting, elusive target.

Templar Spells Prepared (2; save DC 11 + spell level): 1st – divine sacrifice, corrupt weapon


Possessions: MW heavy pick (x2), shortsword (x2), longbow (x2), 40 arrows, Stiletto shield +1 (x2), chain shirt +1 (x2), elixer of fire breath ( Stanzen only ), potion of aid (Tormus only ), electric eel elixir armor (x2), shield of faith potion +4 (x2), potion of keen edge (x2), potion of cats grace (x2), potion of jump (x2), oil of greater magic weapon (x2) 

Deyja Stonetalon: Female human Clr9; CR 9; Medium humanoid (human); HD 9d8+9; 59 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 19, touch 12, flat-footed 17 (+2 Dex, +6 armor, +1 shield); Base Atk +6, Grp +8; Atk +8/+3 melee (1d6+2+1d6 corrosive, +1 Heavy pick, corrosive) or +7/+2 melee (1d6+1, light mace) or +8/+3 ranged (1d8,19-20, light crossbow); Full Atk +8/+3 melee (1d6+1, +1 Heavy pick, acidic) or +7/+2 melee (1d6+1, light mace) or +8/+3 ranged (1d8,19-20, light crossbow); SA spells; SQ Rebuke undead 3/day; AL L/E; SV Fort +7, Ref +6, Will +12; Str- 12, Dex- 14, Con-12, Int- 10, Wis-20, Cha- 11


Skills and Feats: Concentration +10, Diplomacy +1, Heal +6, Knowledge: Religion +12, Knowledge: The Planes +2, Spellcraft +8; Martial Weapon Proficiency: Heavy Pick, Extra Turning, Reach Spell, Divine Metamagic, Empower Spell


Cleric Spells Prepared (6/6+1/5+1/4+1/3+1/2+1; save DC 15 + spell level): Domains: Earth & Evil: 0 – guidance (2), detect magic, resistance, cure minor wounds, read magic; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d), cause fear, resurgence, vigor lvl 2-spritual weapon, soften earth & stone (d), bears endurance, sound burst, deific vengeance, eagles splendor lvl 3- dispel magic, convictions legion, lesser visage of the deity (d), delay death, magic vestment lvl 4- divine power, unholy blight (d), poison, freedom of movement, greater magic weapon. lvl 5- flame strike, dragons breath, dispel good (d)


Possessions: Holy symbol of the Earth Dragon, heavy pick +1, corrosive, light mace, light crossbow, 10 bolts, chainmail, buckler, elixer of vision, pearl of power level 1, periapt of wisdom +2, pearl of power level 2, saddle of weather protection ( on chimera ), potion of heroism, ioun stone ( dusty rose prism ). 

APL 12

Ublekt: Male kobold Sor11; CR 11; Small humanoid (Reptilian); HD 11d4+11; 41 hp; Spd 30 ft.; AC 18, touch 17, flat-footed 15 (+1 size, +1 natural, +3 Dex, Bracers of Armor +3); Base Atk +5; Grp -2; Atk +5 melee/ +10 ranged (1d3-2, 19-20, MW dagger), or +9 ranged (1d8, 19-20, light crossbow) or +5 melee/+10 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); Full Atk +5 melee/+10 ranged (1d3-2,19-20, MW dagger) or +9 ranged (1d8, 19-20, light crossbow) or +5 melee/+10 ranged (3d6 cold damage to everyone within 5 ft. of the target, 19-20, frost shard dagger); SA spells; SQ Darkvision 60 ft., kobold traits, light sensitivity; AL L/E; Fort +6, Ref +6 Will +7; Str- 7, Dex- 16, Con- 12, Int- 12, Wis- 10, Cha- 22


Skills and feats: Concentration +10, Knowledge: Arcana +7, Knowledge: Dungeoneering +8, Profession: Miner +5, Spellcraft +9; Alertness, Great Fortitude, Empower Spell, Spell focus: Evocation, Greater Spell focus: Evocation.


Sorcerer Spells Known (6/8/8/7/7/5; save DC 16 + spell level, evocation 18 + spell level): 0 – detect magic, resistance, mage hand, ray of frost, message, acid splash; 1st – lvl 1- magic missile, shield, color spray, protection vs. good, ray of enfeeblement. lvl 2- scorching ray, blindness / deafness, false life, protection from arrows, fireburst. lvl 3- haste, lightning bolt, ray of exhaustion, stinking cloud. lvl 4- Evards Black Tentacles, dimension door, confusion. lvl 5- cone of cold, arc lightning


Possessions: familiar bat (Shriek), - Frost Shard dagger,  dagger, light crossbow, 10 bolts, gloves of missile snaring, brooch of shielding, wand of scorching ray- 11th level caster, bracers of armor +3, cloak of charisma +4, ring of protection +2, exploding spike, potion of cure light wounds, scroll of glitterdust- 4th level caster, potion of displacement, potion of haste, potion of fly. 

Stanzen & Tormus, Warriors of the Earth Dragon (2): Male Human Ftr5/ Pious Templar 4; CR 9; Medium humanoid (human); HD 5d10+10+4d10+8; 90 hp; Init +2 (Dex); Spd 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +6 armor, +2 shield); Base Atk +9, Grp +13; Atk +16/+11 melee (1d6+5, MW heavy pick) or +13/+8 melee (1d6+3, 19-20, shortsword) or +11/+6 ranged (1d8, longbow); Full Atk +16/+11 melee (1d6+5, heavy pick) or +13/+8 melee (1d6+3,19-20, shortsword) or +11/+6 ranged (1d8, longbow); SA Smite 1/day; SQ Mettle, DR 1/-; AL N/E; SV Fort +10, Reflex +4, Will +6; Str- 18, Dex-14, Con-14, Int-10, Wis-14, Cha-10.

Mettle (Su): A pious templar’s special blessing allows him to shrug off magical effects that would otherwise harm him. If a pious templar makes a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, he suffers no effect from the spell at all. Only those spells with a Saving Throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability. 

Smite (Su): Once per day, a pious templar of 2nd level or higher may make as ingle melee attack with a +4 attack bonus and damage bonus equal to his pious templar level ( if he hits). The pious templar must declare the smite before making the attack. 

Damage reduction (Ex): Starting at 3rd level, pious templars have the ability to shrug off some amount of injury from each blow or attack. A pious templar gains damage reduction 1/-. 


Skills and feats: Knowledge: Religion +6, Intimidate +3, Jump +6, Ride +6, Heal +4, Handle Animal +4; Weapon focus: Heavy Pick, True Believer, dodge, mobility, weapon specialization- heavy pick, close-quarter fighting, elusive target, improved toughness, greater weapon spec.- heavy pick, greater weapon focus- heavy pick.

Templar Spells Prepared (2/2; save DC 12 + spell level): 1st – divine sacrifice, corrupt weapon, 2nd- bulls strength, inflict moderate wounds


Possessions: MW heavy pick (x2), shortsword (x2), longbow (x2), 40 arrows, stiletto shield +1 (x2), chain shirt +1 (x2), elixer of fire breath ( Stanzen only ), potion of aid (Tormus only ), electric eel elixer armor (x2), shield of faith potion +5 (x2), potion of keen edge (x2), saddle of weather protection (one on each chimera), potion of cats grace (x2), potion of jump (x2), oil of greater magic weapon +2 (x2), potion of barkskin +4 (x2) 

Deyja Stonetalon: Female human Clr10/ Cntmplt 2; CR 12; Medium humanoid (human); HD 10d8+10+2d6+2; 78 hp; Init +2 (Dex); Spd 30 ft., 20 ft. in armor; AC 21, touch 12, flat-footed 20 (+2 Dex, +7 armor, +1 shield, +1 insight); Base Atk +8, Grp +9; Atk +10/+5 melee (1d6+2+1d6 acid, +1 Heavy pick, acidic burst) or +7/+2 melee (1d6+1, light mace) or +8/+3 ranged (1d8,19-20, light crossbow); Full Atk +10/+5 melee (1d6+2, +1 Heavy pick, acidic burst ) or +7/+2 melee (1d6+1, light mace) or +8/+3 ranged (1d8,19-20, light crossbow); SA spells; SQ Rebuke undead 3/day divine health, slippery mind bonus domain; AL L/E; SV Fort +8, Ref +5, Will +16; Str- 12, Dex- 14, Con-12, Int- 10, Wis-22, Cha- 12


Skills and Feats: Concentration +11, Diplomacy +2, Heal +7, Knowledge: Religion +13, Knowledge: The Planes +2, Spellcraft +9; Martial Weapon Proficiency: Heavy Pick, Extra Turning, Reach Spell, Divine Metamagic, Empower Spell, Quicken Spell

Divine Health (Ex): A contemplative has immunity to all diseases, including magical diseases such as mummy rot and lycanthropy.
Slippery Mind (Ex):At 2nd level, a contemplative  
gains the ability to shrug off magical effects that would otherwise control or compel her. If a contemplative with a resistant mind is affected by an enchantment and fails her saving throw, one round later she can attempt her saving throw again. She only gets one chance to succeed on her saving throw.

Cleric Spells Prepared (6/7+1/6+1/5+1/4+1/4+1/3+1; save DC 16 + spell level): Domains: Earth, Evil, and Mysticism: 0 – guidance (2), detect magic, resistance, cure minor wounds, read magic; 1st – shield of faith, divine favor, nimbus of light, protection vs. good (d), cause fear, resurgence, vigor, deathwatch lvl 2-spiritual weapon, soften earth & stone (d), bears endurance, sound burst, deific vengeance, eagles splendor, resist energy: fire lvl 3- dispel magic, convictions legion, lesser visage of the deity (d), delay death, magic vestment, slashing darkness. lvl 4- divine power, unholy blight (d), poison, freedom of movement, greater magic weapon. lvl 5- flame strike, dragons breath, dispel good (d), spell resistance, stalwart pact ( precast). lvl 6- blade barrier, mass bears endurance, harm, stoneskin (d)


Possessions: Holy symbol of the Earth Dragon, heavy pick +1, acidic burst, light mace, light crossbow, 10 bolts, chainmail +1, light fortification, buckler, elixer of vision, pearl of power level 1, periapt of wisdom +4, pearl of power level 2, potion of heroism, potion of good hope, ioun stone ( dusty rose prism ).

Advanced Chimera (2): CR 9; Huge Magical Beast; HD 14d10+70; 157 hp; Init +0; Spd 30 ft., fly 50 ft. (poor); AC 23, touch 8, flatfooted 23, (-2 size, +12 natural, +3 studded leather barding); Base Atk +14; Grp +30; Atk +20 melee (3d6+8, bite); Full Atk +20 melee (2d6+8, bite) and +20 melee (2d6+8, bite) and +20 melee (2d6+8, gore), and +18 melee (1d8+4, 2 claws); Space/Reach: 15 ft./10 ft.; SA breath weapon (acid, DC 22 Reflex half); SQ Darkvision, low-light vision, scent; AL N/E; SV Fort +14, +9, +7 ; Str 27, Dex 10, Con 21, Int 4, Wis 13, Cha 10


Skills and feats: Hide +1, Listen +11, Spot +12; Alertness, Hover, Iron Will, Power Attack

All APLs

Analia Tolson: CR 9; Female Human Vampire, 7th level ; CR 9; Medium Augmented Humanoid; HD 7d12; 63 hp; Init +8 (Dex + Improved Initiative); Spd 30 ft. ; AC 20, touch 14, flat-footed 16 ( +4 Dex, +6 natural ); Base Atk +3, Grp +6; Atk Slam +7 melee (1d6+3 plus energy drain ); Full Atk Slam +7 melee (1d6+3 plus energy drain ); SA Spells, Blood drain, children of the night, create spawn, dominate, energy drain; SQ Alternate form, damage reduction 10/silver and magic, darkvision 60 ft., fast healing 5, gaseous form, resistance to cold and electricity 10, spider climb, undead traits, vampire weaknesses; AL L/E; SV Fort +2, Reflex +6 Will +6; Str 16, Dex- 18, Con- n/a ,Int- 18, Wis- 12, Cha- 16. 


Skills and Feats: Concentration +10, Craft: Alchemy +11, Decipher Script +9, Knowledge: Arcana +11, Knowledge: Religion +11, Knowledge: The Planes +7, Spellcraft +14; Improved Initiative, Lightning Reflexes, Alertness, Eschew Materials, Combat Casting, Scribe Scroll, Extend Spell, Brew Potion. 


Wizard Spells Prepared (4/5/4/3/2; save DC 14 + spell level): : 0 – detect magic, resistance, ray of frost, acid splash; 1st – shield, magic missile, burning hands, mage armor, obscuring mist; 2nd –false life, fox’s cunning, scorching ray, invisibility; 3rd – fireball, haste, dispel magic; 4th- stoneskin, Evards Black Tentacles.


Possessions: None




DM Aids: Miniatures Handbook Material

Arc Lightning

Conjuration ( Creation ) [ Electricity ]

Level: Druid 4, Sor/Wiz 5, Wmg 5

Components: V,S,M

Casting Time: 1 standard action

Range: Close ( 25 ft. + 5 ft./level )

Area of effect: A line between two creatures

Saving Throw: Reflex half

Spell Resistance: No 

You create natural conductivity between two creatures, and a bolt of electricity arcs between them. This bolt deals 1d6 points of electricity damage per caster level ( maximum 15d6 ) to both creatures and to anything in the line between them. 

Both creatures must be in range, and you must be able to target them ( as if this spell had them as targets ). Draw a line from any corner in one creature’s space to any corner in the other’s space.

Arcane Material Component: Two Small iron rods

Conviction’s Legion

Abjuration

Components: V,S,M

Casting Time: 1 standard action

Range: Medium ( 100 ft. + 10 ft./ level )

Target: Allies in a 20-ft. radius spread

Duration: 1 min./ level

Saving Throw: Will negates ( harmless )

Spell Resistance: Yes ( harmless )

This spell bolsters the mental, physical, and spiritual strength of the creatures touched. The spell grants the subjects touched. The spell grants a +2 morale bonus on all saving throws, with an additional +1 bonus for every six caster levels you have ( maximum +5 morale bonus at 18th level ).

Material Component: A small parchment with a bit of holy text written upon it. 

Delay Death

Necromancy

Level: Clr 3

Components: V,S,DF

Range: Touch

Target: Living creature touched

Duration: 1 round/ level

Saving Throw: Will negates ( harmless )

Spell Resistance: Yes ( harmless )

The subject of this powerful spell is unable to die from hit point damage. While under the protection of this spell, the normal limit of -9 hit points before a character dies is extended without limit. A condition or spell that destroys enough of the subjects body so as to not allow raise dead to work, such as a disintegrate effect, still kills the creature, as does brought about by ability score damage, level drain, or death effect.


The spell does not prevent the subject from entering the dying state by dropping to -1 hit points. It merely prevents death as a result of hit point loss. 


If the subject has fewer than -9 hit points when the spell’s duration expires, he or she dies instantly.

Fireburst

Evocation [ Fire ]

Level: Sor/Wiz 2, Wrg 2 

Components: V,S,M

Casting time: 1 standard action

Range: 5 ft.

Effect: Burst of fire extending 5 ft. from you

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

Fireburst causes a powerful explosion of flame to burst from you, damaging anything within 5 ft. of you. All creatures within that area, except for you, take 1d8 points of fire damage per caster level ( maximum 5d8 ). The burst does not affect you or any creature or objects in your space.

Material Component: A bit of sulfur.

Slashing Darkness

Evocation

Level: Clr 3 

Components: V,S

Casting Time: 1 standard action 

Range: Medium ( 100 ft. + 10 ft./ level )

Effect: Ray 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: Yes 

A hissing, hurtling ribbon of pure darkness flies from your hand. A creature struck by this ray takes 1d8 points of damage per two caster levels ( maximum 5d8 ). An undead creature instead heals 1d8 points of damage per two caster levels ( maximum 5d8 ). 

Magic Items: 

Exploding Spike: Warm to the touch, this red spike pulses with stored energy. The spike does nothing until it is planted firmly in the ground ( a standard action ). One round later, the spike becomes invisible. Any creature that thereafter comes within 10 feet of the spike causes to explode in a fireball that deals 10d6 points of fire damage. ( Reflex DC 14 half ) to every creature within 20 feet of the spike. This blast destroys the spike.

Moderate evocation; CL 11th; Craft Wondrous Item, fireball; Price 1,500 gp. 

Field Provisions Box: When opened, this well-crafted wooden box produces enough basic food and water to feed up to fifteen humans or five horses, providing a full days sustenance. It can be used once a day.


Faint Conjuration; CL 5th; Craft Wondrous Item, create food & water; Price 2,000 gp.

Helm of Glorious Recovery: Once per day, the wearer of this helm can activate it by uttering the command word. The helm instantaneously cures the wearer of 4d8+7 points of damage. The helm can only be activated after being worn continuously for 24 hours. If it is taken off, it becomes inactive until it is again donned and worn for a full 24 hours.


Moderate conjuration; CL 7th; Craft Wondrous Item, cure critical wounds; Price 5,600 gp.

.




    DM Aids: Generic Reference Material


Savage Species Material
Feat: Irresistible Gaze [ Monstrous ]

Prerequisites: Gaze Attack 

Benefit: Add a +2 to the DC of all saving throws against your gaze attack.

Special: The benefit of this feat stacks with the benefit provided by the ability focus feat.

Feat: Reverberation 

Prerequisites: Sonic attack

Prerequisites: Sonic special attack

Benefit: Add a +2 to the DC of all saving throws against your sonic attack. 

Special: If you have more than one sonic attack, you can take this feat multiple times. Each time, it applies to a different one of your attacks.
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DM Aids: Map #2

Critical Event Summary

for use at Florida Fall Fantasy

Please fill out the following and return the results to Christopher Reed at fltriad@aol.com.

1. Of the Royal Army and Mine Rangers captured, which ones did the PCs save if any?


Olgarth Truesteel – Royal Army
Thorm Battleforge - Mine Rangers


Nimera Nightshade – Royal Army
Sprigga Blackroot – Mine Rangers


Dalton Silverclover – Royal Army
Kendril Nightsong – Mine Rangers

2. Did the PCs recover the Gem of Heart and Blood?
YES
NO

3. Did the PCs attack Analia immediately or did the attempt to use Bluff or Diplomacy?


Immediately attacked
Used Bluff or Diplomacy 

4. Did the PCs speak sympathetically to Eliazar’s final fate or were they unsympathetic?


Sympathetic 
Unsympathetic 

5. Did the PCs kill all of the Earth Dragon minions?
YES
NO
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