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The hallmark of a true hero is what happens when the going gets tough. With lives at stake and no one else to do the job, will you press on to the bitter end, or will you reach your breaking point? A Sheldomar Valley Metaregional adventure for APLs 6 – 18.

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 scoring packet, 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 three 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, ant then have any players without a character create on.  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. Three or 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 three 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 free 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 Metaregional adventure, set in the Sheldomar Valley nation of the Duchy of Ulek.  Characters native to the Sheldomar Valley metaregion 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.

DM Note: This event can run long. Help pace the players in a time-critical setting.

Adventure Background

From shore to shore of the Azure sea, from Onnwal to every isle in between, the Scarlet Brotherhood spreads their beliefs of Suel supremacy through force of arms.  But there is one that even they fear, a power equal - some might even say superior - to their own.  They call him the “Sea Devil”.... he is Luschan Sellark VIII of House Rhola, Lord High Admiral of Keoland, relative of Drawmij and Duke of Gradsul, the Sheldomar’s preeminent metropolis seaport.

Keoland has not been a kind place to Luschan of late.  His most hated rival, Duke Cedrian III of House Neheli, has openly accused him of harboring vampires.  The Oeridians, led by Margrave Lord Kharn of Middlemead, sided with the Neheli in recalling the Keoish troops in the Army of Reclamation home from Geoff.

Surrounded on all sides by opponents from within, Luschan seeks allies outside of the Empire.  He has called an assembly of all the Sheldomar nations to discuss and reinvigorate the Treaty of Niole Dra.   Astute political observers will easily realize the truth behind his claim.  Had the rest of the Sheldomar nations had ambassadors on the Council of the Land and voted with Luschan, the Keoish Royal Standards [still 4,000 strong after the second Battle of Gorna] would have remained in Geoff.

Luschan has chosen his kinsman Charleton Pendal Dasco, Keoland’s most notorious high herald, to represent his interests at the meeting on neutral grounds in the Duchy of Ulek at a location just north of the Axewood.  Dasco is more than happy to oblige; after failing in his last duty [pleading Princess Calisse’s case to the Council of the Land to keep the Keoish Royal Standards in Geoff], and with both Grand Duke Owen and Princess Calisse missing, he is more than happy to turn his attentions elsewhere....

Dasco offers the attending nations a choice: ally with Luschan, or with the Neheli against him.  The Neheli are traditional isolationists, yet their control of the notorious Darkwatch throughout their lands is uncontested.  Luschan is powerful enough to send his own troops and support any nations that ally with him; yet dangerous, for under some of the past Rhola “manifest destiny” kings, Keoland expanded to the Crystalmists, Veluna, and beyond. It is a fine line, but this is what ambassadors do....
All of the Sheldomar Valley nations and several powerful factions have dispatched “official” or “unofficial” ambassadors to this conclave. Some leaders feel Luschan is unlikely to succeed, but they don’t wish to miss an opportunity should his political standing rise. Most of the ambassadors and delegates have joined the caravan in progress, to assess their peers before the beginning of the conclave. The Duchy and County representatives met the caravan at the Duchy border to lead it to the conclave site.

All Sheldomar Valley nations have dispatched an ambassador to this Assembly of Nations.  They include:

Keoland - Charlton Pendal Dasco

Geoff - Gwydion of the Twained Elm

Gran March – Knight Captain of the March Velladen Ramanche

Yeomanry - Stephon Kelven

Bissel
 - The Honorable Dutiful Just Beholder Baroness Elina Luchelyn of the Burning Stalks, ranking Knight of the Watch of Bissel
Hold of the Sea Princes –Exile Dervan Nial Cusar

Sterich – Darley Calenwold

Ulek, County - Elyas Lamork

Ulek, Duchy – Lord of Embassy, Roedyn Muriir

Ulek, Principality of- Burgree Stoneforge

Knights of the Watch – Watcher Corem Valstier, Most Gallant Hippogriff
Knights of Luna –Sentinel of the Bough Laith Filiadir
Kron Hills - Ambassador Maylyndia Springsong of Tulvar

The conclave was sponsored by Duke Grenowin of Ulek and was to be hosted by the Duchy’s Lord of Embassy on an estate just northeast of the Axewood. A caravan of ambassadors set out for the conclave, with other representatives joining en route (in order to make initial contact before the commencement of the event officially began). However, the evil consortium known as The Coven learned of the meeting. Fearing the potential alliance, they have formed and dispatched a raid force to confront the ambassadors.  They chased the allies into a ruined keep that the raiders had entrapped beforehand. A desperate battle ensued, with the besieged defenders being pressed from all sides. The conclave members sent messenger birds seeking help, as magical communication methods were severed. A relief force was patched together and just managed to break the siege, sending the raiding duergar away in a general withdrawal, but not before the raiders captured several ambassadors, dead and alive. Those alive were seen by some combatants to be placed into magical bags, with pendants placed around their throats (bags of holding, necklaces of adaptation). The duergar are now withdrawing to their lairs with their captives, and the PCs are tasked to aid in foiling their escape and recovering the ambassadors.

A handful of small Knight of the Watch outposts and meeting halls received carrier pigeons with a dire message, “a group of allied ambassadors from the Niole Dra Conclave is besieged in a ruined keep on the road north of Axegard.” The Knights donned their gear in haste and burst from their quarters, seeking aid from the nearest sources. Some rode to nearby taverns, guilds, and chapter houses. Others bolted toward the last known locations of nearby military units. A very few made their ways to tower doors, requesting the services of the wizened robe-clad men and women found within. 

Adventure Summary 

8PM-1AM: PCs arrive and join in the “box text” battle.

1-2:30AM: Raiders march to village and slaughter inhabitants.

2:30-3:45AM: Raiders march to thorp and slaughter inhabitants.

3:45-5AM: Raiders march to permanent teleportation circle in Axewood, battle at circle.

5-6AM:
Raiders rest and reorganize, prepare to march across Duchy of Ulek.

6AM-1PM: Raiders march East/Northeast, harried by PCs.

1-2PM:
Rest break to recover Fatigue losses.

2-8PM:
Complete the march to tunnel in Lortmils, begin Final Battle.

If this scenario is being run after the Tri-Con interactive, use Appendix Nine for the timeline.

Introduction: The PCs are recruited from all over the Sheldomar Valley to break a siege. A predominantly duergar raid force has cornered an assemblage of ambassadors in a long-abandoned keep. The PCs are thrust into a 6-hour battle that is represented as “read aloud text” in the scenario. The weakened and partially fatigued PCs then take up the adventure. Rain and darkness plague the PCs most of the adventure.

Encounter One: The battle ends, and the raiders withdraw with several captives. The PCs are asked to interrogate some raid force prisoners to aid in the pursuit. After the interrogation, the PCs are directed to pursue the raid force, reporting their location for follow-on forces. The PCs are to prevent the raiders’ escape, recovering the ambassadors if possible. A secondary mission of capturing and holding the teleportation circle is mentioned as well.

Encounter Two: The PCs are sent after the raid force to trail them. The tracking is problematic, as the raiders are using dust of tracelessness to cover their tracks. The PCs encounter allied scouts retreating from an encounter with the raiders. Continuing, they reach a village scourged by the raiders. There they meet and might befriend a centaur with clues as to the raiders’ route and destination.

Encounter Three: The PCs attempt to follow a difficult trail. Whether or not they are successful, they meet an awakened dire wolf. The wolf was a companion to a druid seen in Encounter Two. PCs can attempt to communicate with and befriend the wolf, who might offer assistance in finding the teleportation circle and in the final battle. At about this point, PCs likely begin making hourly checks for the onset of fatigue.

Encounter Four: PCs may locate a scourged thorp, which provides another bonus to figuring out the raiders’ path.

Encounter Five: PCs use navigation, knowledge, divinations, clues from Encounter Two, or the wolf to aid them in determining the actual site of the teleportation circle. They must arrive before the raiders do, or the enemies will simply teleport home.

Encounter Six: The PCs must wrest control of the site from guards left by the raid force. 

Encounter Seven: The PCs debate with NPC allies whether or not to disable the teleportation circle. The site is trapped by spell and undead that can teleport in if the trap is sprung. There is potential for untiered combat here if the PCs attempt to use the device to teleport east. 

Encounter Eight: The encounter includes a cinematic event with the entire remaining raid force bearing down on the PCs. If the teleportation circle is not destroyed, the raid force escapes with their captives. If the PCs do destroy it, the raiders rest briefly, then set out on the long, 13-hour march to the spur of the Lortmil foothills from whence they came.

Encounter Nine: The PCs continue to track the raid force, reporting their positions for the benefit of troops organizing to assault the raiders. The party meets and might befriend a treant, who might assist them in the final battle.

Encounter Nine A or Ten A: A rogue or stealthy type might make an attempt to penetrate the raid force when they take one of two one-hour rest breaks. Skillful or fortunate PCs can rescue an ambassador this way.

Encounter Ten: The PCs continue to track the raider’s withdrawal, and may choose to harass them by inflicting damage. This is a simplified running skirmish. If the PCs inflict enough damage, it positively affects the modifiers in the final battle.

Encounter Eleven: The raiders are brought to bay by the PCs and allied forces. While the armies contend, the PCs engage enemy leaders (which vary by APL). 

Conclusion: The PCs are recognized or reviled for their performance by some important NPCs. There are some political repercussions possible, but it’s unlikely that the PCs will hear much about them at this point.

Note that the events continue to unfold in real time in the scenario. PCs who rest, sleep, or wander around might miss out on encounters or be unsuccessful in the scenario if they miss key events.

Introduction:  Recruitment

DM note: PCs use one of the following introductions, based on where their PC resides. Read the appropriate introduction for each PC.
Keoland PCs and PCs from outside the metaregion are recruited in nearby gathering places in Keoland and the Duchy of Ulek. They all experience a variation of the following, whether in a camp, tavern, or lounging in a public bath…

The din of hoof beats in the distance grows louder, bit by bit.  Slowly, a sense of danger awakens as the hoof beats pound closer, finally arriving in a thunder just outside. Suddenly, with a crash, the rider smashes the door aside and stumbles into the room, mount lathered and foaming at the mouth.  The rider bears the brooch of a Heraldic messenger and pants heavily from effort and strain.  After catching his breath, he calls out in a loud voice rich in timbre: “Arise, if ye be friend of this realm! Dire deeds are at hand!” 

As those around you blink and attempt to rally themselves to answer, the messenger shouts, “A group of ambassadors of the Sheldomar nations is besieged and facing death! If you are a foe of such evils, mount up while I roust others!  A wizard will arrive to teleport you shortly!” The messenger tries the other local recruiting sites and drafts any actual military detachments he can find as well.   A pair of wizards arrive. One is a Sea Mage, while the other is a captain in the wizard’s arm of the  Keoish Royal Standards.  King Kimbertos and Duke Luschan of Gradsul working together??  It must be serious....

Geoff PCs are recruited from within Geoff at various locales:

Whether enjoying cider at the Boar’s Other Knuckle or Defiant Gesture, waxing longbow strings, or gathering spell components, your routine is interrupted by telltale scent, sight, and sound - of mushrooms.  An Old Lore bard stumbles out of the fey-ring, bloodied rapier in hand and somewhat the worse for the wear.  “Bore da,” he says, ever courteous, despite the circumstances.  You almost instantly recognize him as Gwydion of the Twained Elm, ambassador to Keoland and holder of Gyruff’s vote on the Council of the Land. 

“If you are a friend of the land - or at the very least, of our Brenin and Brenines - gather spell and sword and faith and bow and follow me through the Paths.”  He invokes that which is reserved for Old Faith druids and Old Lore bards and takes you through the Ways of the World.  The paths are even narrower than usual - Gwydion’s choosing, you believe, as he leads you past vargouilles and guidestones alike.  “I know I need not remind you to stay on the path; my pursuers were unaware of the rules of this world.”  He smiles grimly.  “They will not be returning to interrupt any more diplomatic assemblies or to report to their Coven....”  The shrieks that rend the air around you do not end.  Even to seasoned adventurers, the Unending Screams of Those Lost in the Ways are some of the most horrific and soul-chilling sounds you will ever hear.
Animal companions, bonded mounts and familiars, up to large size can travel the Ways unhindered. A PC must make a Handle Animal DC 15 check to bring other creatures in to the Ways. Creatures greater than Large size cannot fit through the Ways.
 Gran March and Bissel PCs are gathered from areas near military posts. Gran March and Bissel PCs are assumed to be part of the military camps near Thornward or Hookhill or adventurers billeting in that area. 

These PCs see the following: 

With an audible “pop”, a pair of human-size figures appears in front of you. One is clearly a Knight of the Watch, the other is a spare man, dressed in fine robes, leaning wearily on a staff. This one says, “No matter the need, I am nearly spent. This group and one other are all. It will have to be enough.”  The Knight replies, “You have served well, Wayfarer, I will not forget this.” He steps up to you, “Take me to the detachment commander at once! It is a matter of life and death!” 

The Knight storms up to the local commander and demands his best men at once for a mission to break a siege. The commander is unwilling to send the cream of his crop, but he does ask for volunteers, picking a select few.

Ask each PC whether or not they volunteer for the Knight’s mission.

Then, they both look at the adventurers assembled nearby. The Knight speaks, “I can take only a handful of you. This is not for glory but to save the lives of leaders of all the Sheldomar Valley realms. Look in your hearts and tell me true, which are the best of you?” He waits while the adventurers shuffle a bit, with a few stepping forward at last. “I have mounts for you where we’re going,” he says, “so if you use a lance, get it to hand. Our travel today is through the Wayfarers, so we’ll be near the battle in just minutes. Prepare yourselves.” 

The players, minus animals and mounts, are then teleported to an assembly area near the siege. 
NOTE: Medium or smaller familiars will be teleported, as well as one Small or Medium animal companion per Druid/Ranger.

Principality of Ulek PCs are assumed to be part of the military camps near Havenhill or adventurers billeting in that area. 

With an audible “pop”, a pair of human-size figures appears in front of you. One is clearly a Gran March Army junior officer, the other is a spare man, dressed in fine robes, leaning wearily on a staff. This one says, “No matter the need, I am nearly spent. This group and one other are all. It will have to be enough.”  The officer replies, “You have served well, Wayfarer, I will not forget this.” He steps up to you, “Take me to the detachment commander at once! It is a matter of life and death!”

The Marcher storms up to the local Royal Army commander and barks out, “I need your best men, at once, for a mission to break a siege.” Before he can utter another word, the dwarven commander, Major Thateen Bosco, rises from his seat, inflates his lungs and bellows, “Oh, ye do, do ya! Well, you may not know this, what with that visor in your helm blockin’ out the light o’ day, but we’re havin’ ourselves a bit of a war here. Now perhaps ye should collect yer breath, and state yer business meekly here afore ye go makin’ demands.” Bosco scowls, furrowing his brows, “There are those who might raise a hand to pound some manners through that tin hat of yers, and I’m like to be one of them.” 

The Marcher, much abashed, quietly makes his case to Bosco, who seems to take an interest as the story of the plea for aid unfolds. Even with the story politely told, Bosco is unwilling to send the cream of his crop, but he does ask for volunteers from the Royal Army troops present, picking a select few. “Do us proud, soldiers, and let no foe harm a hair of our delegation, or you’ll answer to me in the end.”

Ask each PC whether or not they volunteer for the Knight’s mission.

Then both the Marcher and Major Bosco scan the adventurers assembled nearby. The officer speaks, “I can take only a handful of you. This is not for glory but to save the lives of leaders of all the Sheldomar Valley realms. Look in your hearts and tell me true, which are the best of you?” He waits while the adventurers shuffle a bit, with a few stepping forward at last. “I have mounts for you where we’re going,” he says, “so if you use a lance, get it to hand. Our travel today is through the Wayfarers, so we’ll be near the battle in just minutes. Prepare yourselves.” 





The players, minus animals and mounts, are then teleported to an assembly area near the siege. 
NOTE: Medium or smaller familiars will be teleported, as well as one Small or Medium animal companion per Druid/Ranger.

Yeomanry PCs have their own beginning. Each has received a letter from the enigmatic Diviner, Nanny O. In it, they are directed to report to a location near Axegard on the fateful day and meet Knight Commander Margyle on the road just west of Knibbock’s Hill. The PCs are to be mounted and arrayed for immediate battle. When the day arrives, they plod up the hill on horseback and meet the Knight Commander as he comes barreling over the hill, riding for reinforcements. He has no idea they’ll be there and is very flustered by their appearance, even as he begins to outline the mission.

Note 1: There are plenty of riderless mounts around from the just-fought battle, so PCs teleported or carried in can get an equivalent mount (horse, pony, or dog only) for the duration of this mission. Any gear not brought along is unavailable to them without some form of magical retrieval.

Note 2: This is the Full Moon period of the month, although it is obscured until the last encounter. In addition, the weather is miserable. There is a constant cloud cover and steady rain and drizzle, which limits visibility to 120 ft. in the daylight (including those using the fire eyes spell). Darkvision works to normal range, but non-magical light sources are reduced in effectiveness by 50%. In the rain, there is a penalty of -4 to Spot, Listen and Search checks and ranged attacks. Dawn is 7AM, and nightfall is 8PM. 

Special Note: This event is scheduled to premiere immediately following a battle interactive at TriCon (Florida) 2004. The interactive is the battle in and around the ruined keep. PCs involved in the interactive begin this premiere event “as is”, as though this is the second round of a two-round event. Wounds, spell effects, etc. are carried in to this scenario. There is no time interval to support crafting or purchase of anything not present on the battlefield. XP for the interactive will be awarded, and PCs can level after the interactive, but all else is carried forward, only at the premiere. When this event is run after the premiere as a stand alone adventure, this “post-battle feel” will have to be simulated as below.
It is raining here, but the smell of smoke and burned flesh is all about.  People are rushing about in the pitch black night, illuminated by fitful lanterns and some magical torches. A nameless Knight of the Watch strides by, then spins back to face your small group. He says, “We’ll be stepping off shortly to break these rotters’ siege of the keep.”  He points to the left and continues, “There are mounts tethered there. Take what you need and be ready to fight on five minutes notice.” He strides off. 

Fifteen minutes later, another Knight gathers your group and says, “Follow those scouts there. Take out any outposts you find and crack your way into that keep! They’re moving out in two minutes.” He points to a group of Yeomanry warriors just behind you, “They’ll follow you in.” He turns and hastens off, bellowing at some new arrivals.

Two minutes later, the scouts step off. 

The PCs now fight an off-screen, grueling 6-hour series of combats to break the siege. The unending fighting wears them down physically and mentally. To simulate this post-battle situation, the PCs are adjusted as follows.

1. Each PC loses 20% of their normal hit points, plus any temporary hit points gained before the combats above.

2. Each spellcaster loses any spells cast for the combats above (although some durations might still be in effect), plus one spell of every four, per level, ignoring 0-level (player’s choice of spells). For example, a spellcaster with the following spells per level: 6-1st, 6-2nd, 5-3rd, 4-4th, 3-5th and 1-6th would lose 2-1st, 2-2nd, 2-3rd, 1-4th, 1-5th, and 1-6th.

3. Magic items typically used in combat have their remaining daily durations halved (round down), for use during the battle. Examples are Boots of Speed, Feathered Armor, Lion Shields, Keen Scabbards, etc.

4. PCs able to turn undead lose 50% of their turning attempts.

5. The PCs have fought hard, and they and their mounts are as weary as if they had force-marched 6 hours. They must begin checking for Fatigue and Exhaustion after 2 more hours of work or marching (PHB pages 164, 308).

Development: At the end of the Introduction, the PCs are weakened and at the edge of fatigue due to the hours-long battle and must go on into Encounter One in this state.

Encounter One: Recovery and Mission Assignment

After the fighting in the Introduction ends, read the following to the party:

The sounds of fighting move off into the night as the raiders withdraw, escaping your straining ears at last. As you gaze wearily around you, the knight beside you slumps to the ground, dropping his blood-streaked blade in the soft mud. He lifts his dented helm from his head, wincing as it scrapes over a deep gash on his forehead, and tosses it aside. “By the gods,” he says, “I hope I never see the like of that again.” Though the soft rain continues to fall, fires gutter on determinedly in the windows and collapsed rooms of the keep. The moans of the wounded men couple with the shrill whinnies of horses in pain to form a somber backdrop in the post-battle silence. 

Just a few hours ago, duergar ambushed the ambassadors’ caravan, and the survivors fled to this long-abandoned keep. The escorts apparently fought like tigers in the face of overwhelming odds, but it seems to you that they would have perished to a man without your relief force. Assembled in haste and thrown blindly into the battle, you somehow carved a swathe through the besiegers and drove them off at last. Rushing to embrace, both saved and saviors wept in joy of deliverance and in pain for the fallen heaped around them. 

Now, sword arms droop with a thousand swings, empty potion flasks and wands reduced to mere sticks litter the ground, and all about you move in a fog of bone-weary lassitude. The wounded must be tended, and the last crannies checked for foes, then rest is called for - the bliss of sleep and recovery.

A Knight of the Watch officer presides over the broken, crumbled remains of the keep, littered with bodies and broken weapons. His gaze sweeps over the vast charnel ground and settles on you and a knot of others nearby you. He strides in your direction and speaks in low, steady tones with the air of someone delivering unwelcome news. 

“I am Most Dauntless Bulette Justyn Margyle, Knight of the Watch and  commander of this abattoir. My friends, you have done heroes’ work this night. Regretfully, I find that I must call on you again. I have debriefed the survivors in the keep and found that the duergar raid force has made off with several of the ambassadors, some of them taken alive. My superior officer and the conclave’s Duchy of Ulek host, the Lord of Embassy are missing as well. Will you assist me in recovering those taken?”

PCs are asked to assist with the interrogation of prisoners to determine the raid’s origin and current destination. The PCs are unsupervised during the interrogation. Disorganization and interrogation time allow the raiders to get a head start. The Knight of the Watch in charge is not too concerned initially, as he has some riders trailing the raiders. There are three duergar prisoners to interrogate; a dead leader, a live warrior and an unconscious warrior (hp –3).

Both of the living duergar reveal the following (once revived), with Intimidate or Diplomacy (DC 8 + APL) or other reasonable means. Note that torture of helpless prisoners is an evil act.

· We were teleported somehow from a cave entrance in the Lortmil Mountains to a lightly wooded area.

· We marched for hours through some woods. Then, we raided some villages before the big attack.

· There are powerful duergar and derro mages in the raid force.

The dead leader can repeat all of the above, plus the following. He does not wish to be raised.
· A Mind Flayer seems to be the leader.

· The means of travel was a permanent teleportation circle.

The Circle was shrouded in deeper darkness, so no prisoners in this scenario can really describe it. 
In a chamber next to the prisoners lies an elderly Knight of the Watch on a straw pallet. He is being tended by an acolyte of Heironeous, who bends close to hear whispered words. The acolyte looks up at your group. “Are any of you good folk Watchers or Dispatchers?”

If the PCs are not, he resumes tending his charge. If any of the PCs state that they are members, the acolyte evaluates them briefly. If they seem to be Knights, he waves them close and says, “Corem needs to speak to you.”  He  then leans away,  to afford you some privacy.
The old knights exhaustion and pain is clear on his face. He takes in your trappings and mumbles to you. “Fading…all fading… the light goes at last… Who bears this burden now? Petros…his fate…his fate…was, but no, he abdicated, and what I saw then was… No, I cannot reveal what I saw in that room.” He looks at you, eyes blazing for a moment, “The Commandant must know! Tell him I…”, the voice trails off as his heads flops lifelessly on the pallet. You watch for a moment and see his chest hitch as he resumes breathing. The acolyte leans in to minister to him and waves you away.

Allow the PCs to complete the interrogations, then proceed.
When Watcher Margyle returns, he says, “What have you learned?” 
Allow PCs to answer in their own words.
He listens to you and then states, “I have no doubts now that I need you. I will need all the able-bodied warriors I can get to block the intruders’ escape. I know that we have reinforcements on the way, but we need to keep contact with the raiders so that we can re-engage them. They cannot be allowed to escape with their prizes! If you will aid in following and reporting on them, we may yet prevail! I know you are weary, but will you rise to this deed?”

Watcher Margyle awaits an answer, then he continues:
” I will provide six homing birds for you to report in with and signal flags to mark your trail. Double slashes on trees will be helpful as well.” His voice deepens, “Bear in mind that time is of the essence if we are to prevent their escape. Here is a rough map, drawn on cloth to resist the rain and a crude compass. Follow them, and report!” 

If the PCs told the Knight about the teleportation circle, read this:

After handing you the map and compass, he strokes his chin thoughtfully and muses, “Come to think of it, gaining control of a teleportation circle to their staging area could be quite useful. If you could control the Circle, we could be down their throats by this time tomorrow.” A feral grin lights his dark face. He shows you to your mounts. 

As your party mounts up, Margyle steps aside and greets new arrivals, including a pair of hard-faced elven mages (from the look of them). “You fellows don’t look like much for tracking, but when we pin them down, I’ll warrant you can make them squeal.”

One of the pair looks at your group, inclines his head, and says, “It will be our pleasure to assist then, as we can. Until that time, godspeed.” They turn away. 

The weather is heavily overcast with light-medium rain. When the sun rises, visibility will be limited to 120 ft. in all directions.

Development: If the PCs accept the assignment, go on to Encounter Two. Otherwise, the scenario is over; hand out the ARs.

Encounter Two: First Impressions

Once the party has decided to proceed with the mission, read the following to them:

Knight Captain Fanglifer, Guerdon Vigil, directs the PCs in an easterly course. “They bore off that way when they withdrew. I sent some trailers after them, so you might run into some friendlies out there. Have a care not to gut a Keoish standard, or it’ll go ill with you. Here. (He hands PCs two sunrods.) The “friendly” signal is two lights held steady, 10 feet apart. That should keep the scouts from firing on you. Now, be off with you. We’ll meet again when I have the men to make it count.” 

The overcast sky and misty, light rain continue, eliminating any dust cloud. The visibility is about 120 ft. The start time for this encounter is 2 A.M. Dawn comes at 7 A.M., but even then, maximum visibility is 120 ft.

The visibility is limited by raindrops, so spells such as fire eyes and true seeing have no effect. There are also virtually no tracks from the withdrawing raid force, who are using several pass without trace scrolls (CL4) and  several applications of dust of tracelessness out to 1.2 miles from the keep. The only tracks seen have been left by the Keoish scouts trailing the raiders.

You see before you a trail of hoof prints left in the beaten grass and mud. They lead roughly east. 

Following the tracks is automatic for anyone with the Tracking feat, 5 ranks of Survival, or 10 ranks of Search. The riders want to be followed. Finding tracks of the large raid force is a different matter. Using the dust of tracelessness, they can only be found by a PC with the Track feat on a DC 34 Survival check. This is calculated: 10 for Soft ground + 6 for Overcast night + 1 Hour of rain – 3 Every 3 creatures being tracked = 20 dust of tracelessness. 
After 30 minutes of following the tracks, you hear muffled thudding from ahead of you.

Have PCs make Listen checks (DC 10) to note two riders on horseback 2 rounds away. If the PCs make no sound, the riders approach until they Spot the PCs, then bolt around them to the Southwest. If the PCs signal them with the lights as detailed by Captain Fanglifer, read the following:

The riders halt about 60 feet away. They are muttering unintelligibly and (if seen) are thrashing around on their mounts, side by side. After a few moments, a feeble glow springs up from one of their hands and begins to wave from side to side erratically.

“Don’t shoot! We’re friends! We’re reporting to the Captain! We only got the one light left!”

If allowed to make contact, the riders relate their story.

The riders are young, fresh-faced Keoish Standards.

The soldiers stammer: “We were shadowing the raiders under orders from a Knight of the Watch to keep them in sight. A couple miles ahead, they passed through a village, and we heard lots of screaming. We broke orders and rode in after they moved on, looking for survivors we could aid. The town was full of slaughtered people, plain old town folks. A small bug-eyed dwarf cast a spell, and most of our group was stunned while a couple of grinning, walking dead pulled them down and ripped them apart. We gave up their trail and rode like the wind out of there. It’s up to someone else. We’re not going in there again!”

PCs can recruit one of the riders as a courier, but one demands to go report in. If the Keoish soldiers are asked to describe the “bug-eyed dwarf” PCs might recognize him as a Derro, a DC 13 Knowledge (dungeoneering or nature) check. The PCs can enter the village of Pykkersdell, hoping to slay the undead and rescue survivors, but this turns out to be unnecessary. 

The raiders have used this tactic on settlements they encounter: Kill quickly those they can and loose a wight or two into the settlement, which means the eventual conversion of the remaining residents into undead troops. In this village, Packtoh, a Centaur cleric, survived the slaughter and is just finishing off the second of two wights that were left in the village. 

The raiders use several applications of dust of tracelessness when leaving the ravaged village, to a distance of about 1.2 miles.

As you approach the village, at about 120 ft., you can make out flickering flames. Smells waft on the breeze, the tang of burnt hair, and the coppery scent of blood. You hear a piercing battle cry from the village – then, silence, aside from the pattering of the rain.

When the PCs advance into visual range of the main street (60 ft. for all hands, as the firelight illuminates it), they see the following:

A mounted horseman is in close combat with a man and woman on foot. He runs his short-spear through one’s chest, dropping her, then turns to the other. 

Pause a moment for PC response. If they ask to Spot, a DC 20 check reveals a centaur battling humans.

The horse lashes out, striking the last opponent. Caught off guard, he is an easy mark for the rider, who neatly spears him through the mouth, with the spearhead jutting from the base of his neck. He gurgles briefly and slumps to the ground. 

If PCs approach within 30 ft., they see the horseman is a centaur.

The centaur starts briefly when he sees your group, then bends to yank his spear from his kill. He glowers at you briefly and turns away.

If the PCs attempt to speak with him, they find that Packtoh (a human barbarian/cleric of Ehlonna reincarnated as a Centaur) is very wary of strangers and is nearly mindless with rage over the slaughter of the villagers. He is full of bluster and condemnation for the PCs’ tardy arrival. Feel free to use the sample statements below in portraying Packtoh:

“Where were you when the blood ran in the streets?” 

“All dead! My friends, my flock, all dead! And now you arrive! Some rescue!”

PCs that are successful in calming and befriending him (Diplomacy DC 15 + APL) can learn two things. They learn the direction the raiders were heading (east/southeast), and that he (with another start) recognizes one of the wights as a reclusive druidess named Tsondira from somewhere in the northeast Axewood area, whom he has heard vowed never to leave her grove. (This statement is another clue to the location of the teleportation circle.) PCs who do not befriend Packtoh get neither the directional clue or the clue about Tsondira.
Clerics of Ehlonna automatically calm the Centaur, and any PC who is a member of an Ehlonna-based metaorg gets a +5 on their Diplomacy check to calm him. 

All APLs

Packtoh: male centaur Bbn2/Clr3; hp 33.
Development: Depending on how they treat Packtoh, they will gain more details about their ultimate destination. Proceed to Encounter Three.

Encounter Three: On the Trail Again 

Once the party has finished talking to Packtoh and go back to tracking, read the following:
You wonder if the sun will ever rise, or if this accursed rain will ever subside. Picking a direction, you set off once more in pursuit. The wet ground is remarkably undisturbed, considering the number of foes the scouts reported reported. There is obviously some magic involved in this. Trooping along in the mire, searching for tracks, the minutes creep by. 

Finding or following the actual trail is Survival (DC 34 where dust of tracelessness is used, DC 14 otherwise). 

The shortened horizon is frustrating to contemplate. They could be just ahead, and you would know nothing of them. Occasionally, you strain your ears, but the patter of rain and your squelching footsteps are your only reward.

The party might spot the duergar through use of flight, familiars, etc. although the duergar are more than 4 miles away from Pykkersdell (a 1-hour overland hustle), and visibility is still only 120 ft. (cloud cover and light rain). Flying PCs have a very real chance of losing the party in the murky night. If the party loses the trail, or in any case after 2 hours of attempted tracking pass, they meet an awakened dire wolf, a former companion/cohort of the slain druidess. 

After two hours have passed, read the following: 

A shadowy form coalesces on the trail behind you. As it slowly advances, the shadowy form becomes recognizable as a very large wolf. The beast closes to about 60 feet and snuffles at your tracks and the air in your direction. It is clearly a dire wolf, and you can make out a low growl as it breathes deep of your scent. 

Allow PCs to react before reading the next passage:
The wolf pads closer, clearly on its guard, with fur raised and tail held steady. It fixes its amber eyes directly on yours, and speaks! A series of whines, yips, and barks, punctuated by a low howl. It then eyes you expectantly.

The wolf speaks only Druidic, Lupine, Canine, and Velondi. It has tentatively identified the PCs as potential allies and speaks with them if possible. She leads PCs to the defiled grove if requested to. The wolf has been tracking the raiders from the druid’s grove in hopes of finding her druid friend. She can estimate the raiders’ route of approach to the keep if the PCs present the map. For PCs who cannot speak to the wolf, they can speak the name of the druidess (Tsondira) in conversation near the wolf, thus gaining its full attention, and can then attempt sign language or draw pictures to encourage the wolf to reveal the location of the grove if the map is presented. The judge should reward innovation with success in gaining the clue. The wolf will accompany the PCs if asked, so that she can avenge her druidess friend, who awakened her. She will only fight in the final combat.

All APLs

Blazen Moon: Female Dire Wolf, Awakened, Druid1; hp 58.

Development: The PCs have an opportunity to gain a valuable ally in Blazen Moon. Regardless of the outcome of this conversation, the trail proceeds to the thorp in Encounter Four.

Encounter Four: The Unlucky Thorp
The rain continues. Forging ahead, you set off again, seeking the elusive path. 

The Survival check for tracking is DC 34 for half a mile, but then drops to DC 14.

By luck or intent, the trail seems much easier to follow after the first mile or two. Perhaps the raiders are tired of hiding their tracks. As you follow, you encounter scattered farms and homesteads. Each has been plundered by the passing horde. Although there are no bodies to be found, the floors and walls are splashed with blood and gore, giving proof of the unlucky inhabitants’ fates. Chickens cluck in the yards, and cows low from the surrounding murk, but no human voices call out as you reel wearily past. Sets of tracks often diverge from the main trail. (These are groups going out to pillage a dwelling, or to scout the surroundings.)

If the PCs are successfully tracking the raiders, they find the thorp of Owlsthorpe automatically. If they are wandering in the general direction, the PCs have a chance to find this settlement by spotting approaching carrion birds, coyotes, and other scavengers. Fast moving groups or flying scouts have a greater chance of catching a glimpse of the scavengers or thorp (DC 20 + APL, PCs are +5 if base speed is 30 ft., +10 if base speed is 40 ft. or more, +5 additional if flying or scouting with flying familiar). The duergar have savaged the thorp of Owlsthorpe, continuing to use dust of tracelessness to cover their tracks for about a 1/2 mile from the thorp. They now move at a steady, 2 mph force-march pace. If the PCs discover the thorp, read the following:

A small thorp lies in ruins. The residents appear to be corpses, although a few large blood pools are bereft of the body that left them. 

Seven have become wights and wandered away out of range and outside the scope of the scenario. 
Development: This encounter serves to help the party understand the viciousness of their opposition. The trail continues to Encounter Five.

Encounter Five: Finding the Circle

The rain continues to beat against your skin. The gray, dismal horizon offers no clues to the next direction to march. Where are the raiders heading? How far ahead of them or behind them is your group? Are there truly Keoish troops hurrying up your back-trail, even now?

The PCs can begin to triangulate and estimate the raiders’ course to some degree as they now have the keep, a village, a hamlet and the grove as waypoints of the duergar path. This will be a Knowledge (geography) check (DC 20 minus 2 for each waypoint used), a very difficult Knowledge (nature) or Knowledge (local [Sheldomar Valley metaregion]) check (DC 15 + APL) or a very difficult Survival check (DC 20 + APL).

If the PCs can communicate with the awakened wolf and they get within a mile of Tsondira’s Grove, it speaks again:

“What do you seek, if not my foes? I thirst for their blood, and you have left their trail. What do you seek?”  

If the PCs do not answer or the Wolf senses a lie, it leaves them at this point. If the PCs reveal that they are looking for a magic teleportation circle in the woods, the wolf states that she might be able to help. Blazen Moon howls expressively to her wild sisters to locate where there is a disturbance in the natural ways of the forest. If the PCs have an Old Faith druid along, the druid can sense this area also if he gets within a mile of the circle site. Divination magic can help (see below), as can successfully estimating the duergars’ path or simply trailing them from a distance and then dashing ahead as they approach the woods. 

If the wolf is used thus for communication, it is impressed with the PCs’ creativity and dedication and trails them to the final encounter (not helping along the way).

Successful divination reveals the phrase, “from denkel springs the tide of spreading evil.” The spring is the source of the Denkel Creek in the northeast Axewood, where nearby is the teleportation circle. If PCs ask about “Denkel Springs, it is a Knowledge (geography) or Knowledge (local [Sheldomar Valley metaregion]) check at DC 10+APL check.

Development: The PCs should use this encounter to find their way to the teleportation circle in Encounter Six.

Encounter Six: Squaring Away the Circle

The rain continues, blurring your vision and muffling your footsteps (or hoof-beats). The Axewood is relatively open here, with scrub trees and considerable undergrowth. Your movement is slowed as you traverse the briars, underbrush, and long grasses. 

The terrain here is restricted by the undergrowth, bushes, and scattered trees. Normal movement is possible, but creatures attempting to run or charge must make a balance check (DC 10+APL) to do so (failure results in normal movement).

(See Map One for layout.) The duergar have left guards hidden at the teleportation site. They are going to a lot of trouble to conceal their movements as they would love to leave the circle hidden here as the basis for future raids. The circle itself is constructed of natural materials to appear as innocuous as possible. Outstanding Knowledge (nature) or Survival checks (DC 20 + APL) may tip off PCs to the circle location as PCs approach it. The guards are hidden in ambush, but have no dust of tracelessness, so they have left some prints in the area, especially visible from the air (Spot DC 15 + APL from ground, 10 + APL from the air).

APL 6 (EL 8)

Ranzak (1): Male duergar Wiz5; hp 25; see Appendix Two.

Barghest (1): hp 41; see Monster Manual, p. 23.

Buhmaan (1): Male duergar Drd1; hp 10; see Appendix Two.

Duergar War1 (3); hp 10; see Monster Manual, p. 91.

APL 8 (EL 10)

Ranzak (1): Male duergar Wiz7; hp 32; see Appendix Three.

Greater Barghest (1): hp 74; see Monster Manual, p. 23.

Buhmaan (1): male duergar Drd3; hp 23; see Appendix Three.

Duergar Ftr1 (3); hp 10; see Appendix Three.

APL 10 (EL 12)

Ranzak (1): Male duergar Wiz9; hp 47; see Appendix Four.

Advanced (13 HD) Greater Barghest (1): hp 126; see Appendix Four.

Buhmaan (1): male duergar Drd5; hp 38; see Appendix Four.

Duergar Ftr3 (3); hp 29; see Appendix Four.

APL 12 (EL 14)

Ranzak (1): Male duergar Wiz11; hp 58; see Appendix Five.

Advanced (17 HD) Greater Barghest (1): hp 178; see Appendix Five.

Buhmaan (1): male duergar Drd7; hp 53; see Appendix Five.

Duergar Ftr5 (3); hp 49; see Appendix Five.

APL 14 (EL 16)

Ranzak (1): Male duergar Wiz13; hp 68; see Appendix Six.

Half-Troll Advanced (17 HD) Greater Barghest (1): hp 229; see Appendix Six.

Buhmaan (1): male duergar Drd9; hp 68; see Appendix Six.

Duergar Ftr7 (3); hp 68; see Appendix Six.

APL 16 (EL 18)

Ranzak (1): Male duergar Wiz15; hp 79; see Appendix Seven.

Half-Troll Advanced (17 HD) Greater Barghest (2): hp 229; see Appendix Seven.

Buhmaan (1): male duergar Drd11; hp 83; see Appendix Seven.

Duergar Ftr9 (3); hp 88; see Appendix Seven.

APL 18 (EL 20)

Ranzak (1): Male duergar Wiz17; hp 89; see Appendix Eight.

Half-Troll Advanced (17 HD) Greater Barghest (4): hp 229; see Appendix Eight.

Buhmaan (1): male duergar Drd13; hp 98; see Appendix Eight.

Duergar Ftr11 (3); hp 107; see Appendix Eight.

Tactics: Initially, the guard force is being somewhat deceptive. All are sheltering part of their bodies in shallow foxholes, so they are 50% concealed. The barghests are in large goblinoid form, but are using their hats of disguise to appear half-fiendish by darkening their skin and making their eyes bright red. Ranzak carries a longsword on his belt and a shortbow, a quiver, and a small metal shield strapped on his back to appear as a ranger. At APL 14-18, he has a mordenkainen’s private sanctum spell around the entire campsite.

Buhmaan is wild shaped into an owl, hiding in a treetop, using as much concealment as possible. He casts in owl form using his Natural Spell feat. He favors languor and uses brambles or spikes on his or a barghest weapon if there is opportunity.

The entire guard force attempts to use the first 2-3 rounds of combat or pre-combat to prepare themselves for the battle before closing to melee with the PCs. If possible, they all go invisible and drink potions of fly and blur. Ranzak does the same, although at higher levels he uses his contingency (spoken word trigger) and quickening rod to get many spells off in the opening rounds. He wants to be greater invisible, flying, improved blinking before he really commits to the fray. He initially targets spellcasters with his Fort save spells.

The barghest use invisibility sphere and fly before closing for melee, if possible, also the mass bull’s strength may be cast. He flies or uses his dimension door ability to either close with soft targets like casters and archers or to escape grapplers. The barghest only uses its Feed ability on PCs of greater HD than the barghest, and only then if the barghest is under no threat from other combatants.

If not spotted, they prepare to ambush PCs as they approach the Circle. A mixed force attacks in two increments to draw out fighters and then to savage defenseless spell casters. The duergar turn invisible immediately and then enlarge before striking. These duergar have spears as additional weapons.

Encounter Seven: Dig In!

You stand triumphant over the captured teleportation circle. As the minutes pass, you police the area, gathering treasures and watching carefully for other opponents. The rain continues, soaking the blood from the recent battles into the soft ground. 

The terrain here is restricted by the undergrowth, bushes, and scattered trees. Normal movement is possible, but creatures attempting to run or charge must make a Balance check (DC 10+APL) to do so (failure results in normal movement).

If the PCs have been diligently marking their trail and sending back messenger birds (or equal communication via other means), then the following occurs at 4:30 AM. It is full dark and raining. If the PCs have not sent messages and marked their trail, then the only arrivals at the site will be the raid force at 5AM.

Have each PC on guard make a Listen check (DC 14 + APL). If made, read the following: 

You hear movement through the brush, coming from the northwest. It sounds like a large force. 

Give PCs a round to act; then read the following:

As they come into view, you see a Knight of the Watch leading twelve Keoish troops. 

If the Listen check is not made, read the following instead:

Suddenly, a group of armed men leading horses comes into view. It appears to be a Knight of the Watch leading twelve Keoish troops.

The Knight hails you, and you recognize him as Knight Captain Fanglifer, Guerdon Vigil. He apparently sees you in the dark; it might be those goggles he wears. “You have the circle, gods be praised! Reinforcements are on the way. We’ll clobber them here, then jaunt to their staging area and clean out the whole nest. Your trail markers did the trick alright. Good work!” He strolls over and examines the circle from a few feet away. “Not much to look at, but it might pack a wallop. I recommend we give this a wide berth.”

The Knight orders the soldiers to begin entrenching to defend the site. He recommends that the Circle be retained for counterattack purposes, destroying it only if necessary. The PCs must decide whether to disable the site, to defend the site to block its use by the withdrawing raiders, or to use the site to teleport to the raiders’ staging area in the Lortmils. 

The rain finally abates, but the clouds threaten more of the same (visibility in the woods is now 200 ft.). Once the men are at work, the Knight says, “When our forces get here, we’ll cut them off, with daylight near to hand. We’ll see how they fight under a noonday sun.”

It is likely that by now the PCs should have some idea that the raid force is too much for them to tackle successfully. They can role play with the Watcher Fanglifer and argue for disabling the device, with the Knight of the Watch again warning the PCs that the circle could be trapped. The Knight can be convinced to disable the Circle with Diplomacy (DC 15 + APL) or Intimidate (DC 20 + APL). The Knight and troops will not actually come to blows if the PCs attempt to disable the circle, but he will rail against them and threaten dire punishments for disobeying his orders. This circle is constructed with natural plant and stone materials so as to blend into the countryside. Therefore, it can be permanently deactivated by basically tearing it apart. The permanent teleportation circle is trapped.  The traps are “touch trigger” and have a password bypass (both from the alarm spell). None of the guard force here has the password. Only the leaders in the actual raid force know it. If the trap is set off, the spells take effect, and the undead are teleported in.

APL 6 (EL 6)

Bestow Curse Trap: CR 4; spell; touch trigger (alarm); no reset; spell effect (bestow curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28.

Shadows (2): hp 27; see Monster Manual, p. 221.

APL 8 (EL 8)

Slay Living Trap: CR 6; spell; touch trigger (alarm); no reset; spell effect (slay living, 9th-level cleric,  DC 17 Fortitude save for 3d6+9 damage); Search DC 30; Disable Device DC 30

Shadow (1): hp 27; see Monster Manual, p. 221.
Wraith (1): hp 45; see Monster Manual, p. 257.

APL 10 (EL 10)

Blasphemy Trap: CR 8; spell; touch trigger (alarm); no reset; spell effect (blasphemy, 13th-level cleric, DC 20 Will save avoids banishment); Search DC 32; Disable Device DC 32.

Wraith (1): hp 45; see Monster Manual, p. 257.

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

APL 12 (EL 12)

Horrid Wilting Trap: CR 9; spell; touch trigger (alarm); no reset; spell effect (horrid wilting, 15th-level wizard, 15d6 damage, DC 22 Fortitude save half damage); Search DC 33; Disable Device DC 33.

Blasphemy Trap: CR 8; spell; touch trigger (alarm); no reset; spell effect (blasphemy, 13th-level cleric, DC 20 Will save avoids banishment); Search DC 32; Disable Device DC 32.

Greater Shadows (2): hp 81; see Monster Manual, p. 221.

APL 14 (EL 14)

Horrid Wilting Trap: CR 9; spell; touch trigger (alarm); no reset; spell effect (horrid wilting, 15th-level wizard, 15d6 damage, DC 22 Fortitude save half damage); Search DC 33; Disable Device DC 33.

Heightened Mass Inflict Serious Trap: CR 9; spell; touch trigger (alarm); no reset; spell effect (heightened mass inflict serious wounds, 15th-level cleric, 3d8+15 damage, DC 22 Will save half damage); Search DC 33; Disable Device DC 33.

Dread Wraiths (2): hp 144; see Monster Manual, p. 258.

APL 16 (EL 16)

Horrid Wilting Trap: CR 9; spell; touch trigger (alarm); no reset; spell effect (horrid wilting, 15th-level wizard, 15d6 damage, DC 22 Fortitude save half damage); Search DC 33; Disable Device DC 33.

Heightened Mass Inflict Serious Trap: CR 9; spell; touch trigger (alarm); no reset; spell effect (heightened mass inflict serious wounds, 15th-level cleric, 3d8+15 damage, DC 22 Will save half damage); Search DC 33; Disable Device DC 33.
Nightwing: hp 179; see Monster Manual, p. 196.

Dread Wraiths (2): hp 144; see Monster Manual, p. 258.

APL 18 (EL 18)

Energy Drain Trap: CR 10; spell; touch trigger (alarm); no reset; Atk +8 ranged touch; spell effect (energy drain, 17th-level wizard, 2d4 negative levels for 24 hours, DC 23 Fortitude save negates); Search DC 34; Disable Device DC 34.

Heightened Horrid Wilting Trap: CR 10; spell; touch trigger (alarm); no reset; spell effect (heightened horrid wilting, 17th-level wizard, 17d6 damage, DC 23 Fortitude save half damage); Search DC 34; Disable Device DC 34.

Heightened Blasphemy Trap: CR 10; spell; touch trigger (alarm); no reset; spell effect (heightened blasphemy, 17th-level cleric, DC 23 Will save avoids banishment); Search DC 34; Disable Device DC 34.

Nightwings (2): hp 179; see Monster Manual, p. 196.

Dread Wraiths (4): hp 144; see Monster Manual, p. 258.

Tactics: In general the teleported undead strike at the closest or most appealing target (paladins and clerics if possible). The nightwings fly and use spell-like abilities to attack. If a PC flies to attack them, the nightwings target the flying PC with their Magic Drain ability to ground them. Any undead teleported in recognize the other guards and vice versa. They all fight the PCs together.

If the trap is disabled, there is an instant of magical clarity where PCs can see through to the east end of the teleportation circle. They glimpse a nightwing, two dozen wights, and a good hundred duergar milling around. There are two possible untiered combats here, in case one or more of the PCs steps in to the circle and is teleported. If a PC teleports east and immediately returns west, he is accosted by undead posted to guard the circle at the east side. If PCs come through the circle, they attack PCs who teleport east, then step through the circle and teleport west to engage PCs there.

All APLs (Untiered)

Dread Wraith: hp 144; see Monster Manual, p. 258.

Ghasts (2): hp 39 each; see Monster Manual, p. 119.

Wights (3): hp 36 each; see Monster Manual, p. 255.

If the PC or PCs teleport east and stay there, they face a duergar reinforcement group composed of the following.

All APLs (Untiered)

East teleport circle guard force: duergar War1 (100) MM p.91; duergar Ftr7 (6) App.6; duergar Ftr11 (1) App.8.  In addition, the main raid force from Encounter Eight begins teleporting east immediately as they arrive at the western Circle, triggering the Final Battle encounter before any of the good allies are in place. If this occurs, the PCs face the leaders from Encounters Eight and Eleven plus the extra duergar from the east Circle, detailed above. 

Note: The eastern ring of the permanent teleportation circle is of standard durability (hard to dispose of).

Development: The PCs take full possession of the permanent teleportation circle site. They are likely to defend it or observe it, leading to Encounter Eight.

Encounter Eight: Stand and Deliver?

This encounter takes place at 5 AM, full dark with no rain, maximum visibility is 200 ft.

A loud crashing clamor signals the approach of a force moving at top speed. As they heave into view, you note that they are mounted elves with Duchy of Ulek markings. It seems even elven steeds cannot dash silently through underbrush. This observation pales when they get close enough for you to make out their words. Their leader, a grim looking female with a purple plume in her helm, reins in and peers around her. Taking you all in with a glance, she speaks, “Unless there are more of you here, you must fly. The enemy is nigh and is bent on this place. We strove to delay them, but they shrugged us off. They are but a minute behind us!  Flee at once!” They wheel and ride off east.

The Knight’s immediate action depends on whether the circle has been disabled. If the circle is disabled, read the following: 

The Knight calls retreat, taking his men due west. He calls to you, “I will strike them from the west! Good luck!” 

If the circle is not disabled, read the following:

The Knight mutters, “Great Heironeous, what have I done?” His voice rises to a shout. “Quickly! Tear that place apart! They cannot be allowed to escape!”

Unless PCs restrain them with words or force, four of the Keoish troopers move to dismantle the circle. They will surely set off any remaining traps if the PCs do not intervene. 

The rest of the soldiers and the Knight move to intercept the raiders.

The Knight and soldiers will be slaughtered.

Whether or not the teleportation circle has been dismantled, the following occurs.

A minute after the Duchy patrol appears, a truly great noise of crashing through the brush comes down from the north. When they get within view (still full dark), you see a wave of foul duergar sweeping forward. Hundreds of larger humanoid forms move in the darkness. You hear a battle cry, and the Duchy patrol appears on the east flank. They loose a flight of arrows and then, “Wham! Wham!” Two fireballs detonate on the patrol. The wet wood shrugs off the flame, but the elves and horses are flung to the ground, smoking and silenced. The dark horde continues their advance toward the Circle.

Due to disarray back at the keep and bungled, hasty orders, the bulk of the promised Keoish and Duchy reinforcements do not arrive at the circle in time to defend it from the raid force. A small army of duergar, undead, and ogres come barreling toward the PCs, who are watching or defending the teleportation circle, and they don’t look like they’re stopping for anything. This is an untiered and overwhelming, cinematic encounter for PCs foolish enough to stand and fight. 

All APLs (Untiered): Raider main body: duergar War1(160) MM p.91; duergar Ftr7 (8) App. 6; duergar Ftr9 (3) App.7; ogres (40) MM p.199; ogre Bbn4 (25) MM p.199; ettins (12) MM p.106, wights (60) MM p.255; ghasts (30) MM p.119; duergar Wiz7 (5) App.3, plus all members of APL 16 foes from Encounter Eleven (App.7).  

The soldiers near the PCs flee, and the Knight of the Watch sounds an immediate retreat if the circle is deactivated. Otherwise, the Knight of the Watch rallies the PCs and allied NPCs and demands that they destroy the indefensible teleportation circle. This takes 18 rounds of one person working (3 rounds if 6 work, etc.). The enemy is 6 + 1d4 rounds away, and they have missile weapons and spellcasters to engage at range. If the raiders get within 3 rounds of the PCs, they begin using a fireball wand once per round to soften the PCs up for their arrival.

If the raiders recapture a working circle, they teleport home and escape with their prizes. They deactivate the eastern circle and return underground. The scenario ends unless the PCs somehow contrive to follow them, forcing a battle against overwhelming odds.

Encounter Nine: On the Road Again…

Your group has scrambled away, and the raiders seem to have no interest in pursuit. Creeping forward, you can see the evil leaders surveying their destroyed teleportation circle for a minute or two, then giving some orders. The raiders spread out in a defensive ring, forcing you to back further away. Before they are lost from sight, you see a few canvas sheets being lashed to poles. The raiders appear to be settling in. 

A few “plip-plops” begin in the leaves around you. In less than a minute, the rain has strengthened to its previous level. Your companions grumble and pull their collars up.

The raiders take a 1-hour rest break, and then at 6 AM begin a more measured trek back to their origin on foot across the Duchy of Ulek. This is a march of about 26 miles (13 hours). If the PCs harass them and keep reporting their position, the raiders speed up, and the conditions of the last battle encounter get more favorable. 

After about an hour, the raiders stir. Tearing down their hasty camp, they set off marching at a normal pace. They appear to be headed east-northeast. It is 6AM.

Following your last orders, you trail them as they depart. As you cautiously traverse their small camp, you see the smoldering remains of a fire that the rain is quickly extinguishing. The spattering ashes help conceal the agonizing sight of elven and human feet attached to gnawed shinbones. 

On the trail again, you follow the raiders for about 3 hours when you enter a small copse of trees, which has been cruelly hacked and set afire by the passing raiders. This behavior is puzzling, as the raiders have moved in stealth thus far. Suddenly, it becomes clear, as you come upon a slain dryad near a scarred and scorched oak. Several duergar bodies lie in the vicinity. Perhaps she charmed them in defense? 
The PCs may Spot (DC 10 + APL) or hear (Listen DC 15 + APL) a treant that can be persuaded to offer aid in the last battle.

The treant is enraged when the raid force passes through a small wood, slashing and burning as they go. He is preparing to attack the raiders, a suicidal tactic, when the PCs arrive. If the PCs can settle him down by putting out the fires, calm emotions spell, Diplomacy (DC 15 + APL, with a +5 on roll if PC has druid or ranger classes), etc., he accompanies (trails) them to gain vengeance on the raiders.

Glanzenbaum will exhort the PCs to harass the raiders, so that they quit stopping to slaughter innocent creatures.

“Harry them, good folk! Drive them on their way!” he says.

If the PCs listen to Glanzenbaum and allow him to travel along, he sends animated trees to crush any wight “terrorists” dropped off by the raid force before they do harm, another benefit of his friendship.

All APLs

Glanzenbaum: male treant; hp 69; see Monster Manual, p. 245.

Optional Encounter 9A or 10A: Quick Grab for Glory

Daring rogues can attempt to penetrate the enemy camp using stealth to snatch one of the bags of holding. This is an all-or-nothing affair that can be attempted once during one of the raiders’ rest breaks in encounter 8 or 9. The PC must make unopposed Hide and Move Silently checks (DC 15 + APL) to enter the camp. Invisible PCs do not need to roll the Hide check. To complete the mission, the PC must make an opposed check against the guards, who have Spot and Listen modifiers of plus (2 + APL) added to their die rolls and a functioning lantern of revealing. Silence spells do not work in the camp, as they are easy to single out. 

PCs failing the first roll are detected and repulsed without damage. PCs failing the in-camp roll are captured and placed in a bag of holding themselves. If the PC has a means of escape from the center of a large, hostile force intent on killing or capturing him, he can make an attempt. It is the judge’s call whether he succeeds (disguise, teleport, dimension door, etc.).

PCs who successfully retrieve the bag of holding can open it to find the battered and unconscious County of Ulek ambassador, Elyas Lamork. If cured and awakened, he remembers nothing but being overrun and struck hard on the head. 

Elyas Lamork; male human Ari5; hp 30 (currently -1, stabilized)

Encounter Ten: Harassment Package

The sun rises at 7 AM, but the overcast skies, rain, vegetation and rolling hills keep the maximum visibility at 120 ft. The raiders are now making little attempt to hide their trail. About once an hour they use some magic, it seems, to temporarily conceal their tracks and scent.

At about 1 PM, they stop again to rest, forming a ring and erecting their lean-tos. 

Pause for player actions. If they ask, they can see various raiders bedding down, including one that seems to be guarded and carrying a bag. (see optional encounter 9A/10A)

After about an hour, they rise up and begin marching again. 

The raid force marches resolutely along toward their origination point in the western Lortmil foothills, stopping midway for a 1-hour rest break. Through geography, tracking, plotting courses, interrogation, divination, etc. the PCs can try to reckon where the duergar are going and send word to allies around them. This again affects the final encounter strengths. Estimating the eastern terminus of the teleportation circle can be done with Knowledge (Geography or Sheldomar Valley) or DC 15 + APL (minus 2 for each hour tracking since the first Circle, minus 1 for every prisoner interrogated), or Tracking DC 20 + APL (modifiers per Knowledge above), or Divination. Successful Divination reveals “Ulaa’s fane, yet delvers’ bane”. Knowledge (local [Sheldomar Valley Metaregion]) or Knowledge (history) checks at DC 10 + APL recall to mind the Heartstone Ruby Mine Explosion tragedy in the Gorgon’s Spine spur of the Lortmil foothills, which is where the duerger burrowed out, very near the eastern teleportation circle.

The PCs can slow the raiders by attacking them at range (visibility is 120 ft.). Each time (up to three possible) the PCs inflict 30 total hit points of damage to the raiders, they get a benefit in the final encounter. The drawback is that each round, the raiders strike back with one of four methods:

· Damage inflicted by PCs <30 (Annoyance) Duergar fire 10 Light Crossbow shots +2 ranged with Derro poison on bolts.

· Damage inflicted by PCs 30 to 59 (Angered) Duergar fire 20 Light Crossbow shots +2 ranged with Derro poison on bolts, plus a wand of fireballs charge (5d6).

· Damage inflicted by PCs 60-89 (Threatening) Duergar fire 30 shots as above, plus two wand of acidballs charges (7d6) plus a wand of unholy blight (8th) charge.

· Damage inflicted by PCs =>90 (Targeted) The raid force pivots when the PCs approach and attacks to kill en mass (use enemy force from Enc.8).

All APLs

Duergar War2 (10, 20, or 30) hp 14 AC 15 Chain Shirt, Atk +3 Lt Crossbow 1d8 plus Poison (Medium Spider Venom, Fort Save DC 14, 1d4 Str/1d4 Str).

Encounter Eleven: Culmination Point

The long march approaches its end. The raiders are spreading out as they approach the hills of the Gorgon’s Spine, and you can now hear their excited jabbering. Clearly, they are nearing a place important to them. Just then, you hear horns from the murk ahead of you, then more from your left. At last! Some allies are at hand, at last!

[Note A.] 

It is 8 PM and full dark, but lo! As the dreary rain finally abates, the full moon comes from behind the clouds and lights the field. Darkvision has normal range and low-light vision is at 60 ft. due to the moonlight alone.

OR It is 7:30 PM. The harried raiders have scuttled back quicker than expected and now face their pursuers in the murky, rain drenched dusk, where darkvision is not a factor.
Then read the following:
As you prepare for battle, you hear the clash of arms and see glimpses of Keoish, Gran March, and Duchy warriors engaging the duergar raiders. A deep-throated roar erupts from the east, and you see hundreds more duergar issuing from a cavern up the hill that way. They rush to join the fight, and your spirits plummet. Is there no hope? But what’s that!? A cloud of arrows emerges from the woods around the cavern, whistling past your frontage. Few miss their mark, and stricken duergar gaze stupidly down at arrowheads sprouting from their chests. 

The elves have come! New hope surges in the allies, and they press the attack, drawing off the main duergar forces. You spot a group of enemy leaders in the midst of the melee and make your way toward them and the precious burdens they bear.

[Notes B, C, D.] 

You approach the duergar forces from [downhill (default position A) OR even ground (position B) OR uphill (position “C”)]; they grimace at you and appear (unafraid OR Shaken). 

[Note E.] 

A group of six duergar warriors bears at you from the left front. 
If the awakened dire wolf befriended the party, she intervenes, leading a small pack to clear away the duergar. If not, the PCs face six Duergar Warriors.) 

Fatigued Duergar War1 (6); hp 9; see Monster Manual p. 91.

[Note F.] 

Another group of six duergar targets you and approaches from the right front. 
If the treant befriended you, he intervenes with animated trees and crushes the duergar. If not, the PCs face six Duergar Warriors.

Fatigued Duergar War1 (6); hp 9; see Monster Manual p. 91. 
The leaders take note of you and turn to face you. The battle is joined.

Note that the leaders are about 120 ft. away, so if the battle begins at 8PM (fully dark), they are out of most PCs’ darkvision range.

As the raid force approaches its no-longer-secret tunnel entrance, a mixed force of Duchy cavalry and mounted infantry arrives, as well as some trailing Keoish and Gran March troops. A pitched battle is imminent, when suddenly a sortie of fresh duergar issues from the tunnel. The duergar fight from cover, uphill from the allies, and seem likely to make good their escape. Just as the two forces are about to meet, a whistling cloud of arrows emerges from the woods near the tunnel mouth, with very few missing their mark. A force of elves from Celene joins the fray, ambushing the duergar. Now, the battle rages, and either side might prevail. The PCs get to cut through a couple batches of base duergar and then pursue one of several enemy leader types (depending on APL) to prevent their escape with the ambassadors.

The PCs might have earned the following benefits due to actions through the scenario:

A. Delayed raiders by engaging them at least twice in Encounter 8A, 9 or 9A: Final Battle advanced to 7:30 PM in overcast daylight.

B. Engaged raiders once in Encounter Nine: Raiders lose height advantage of +1 to hit. PCs use starting position “B”, level with opponents.

C. Engaged raiders twice in Encounter Nine: PCs gain higher ground and +1 to hit. PCs use starting position “C”.

D. Engaged raiders thrice in Encounter Nine: All duergar opponents less than 6th level are Shaken by the reappearance of the PCs (-2 to hit, melee and ranged).

E. Befriended Dire Wolf: Wolf leads small pack to battle foes near PCs. PCs gain +1 morale bonus to hit.

F. Befriended Treant: Treant joins battle with animated trees nearby and battles duergar forces on the PCs’ flank.

The leaders have several important items with them. If the PCs slay the leaders below, they find some dust of tracelessness (4), bags of holding, type II (4), and necklace of adaptation (2). All four bags are carried by Ulytheniak at APL 6, with one bag issued to each “named” NPC at higher APLs.  For example, at APL 8, Dahkto carries one bag. They also find a lantern of revealing, but the armed forces take this away except at APL 18.
APL 6 (EL 9)

Ulytheniak, Coven Overseer (1): Male Mind Flayer; hp 54; see Monster Manual, p.187, with addition of potion of fly.

Fatigued Ettin (1): hp 75; see Monster Manual, p.106. 

Fatigued Duergar War1 (2): hp 9; see Monster Manual, p. 91.

APL 8 (EL 11)

Ulytheniak, Coven Overseer (1): Male Mind Flayer; hp 54; see Monster Manual, p.187, with addition of potion of fly.

Fatigued Ettin (2): hp 75; see Monster Manual, p.106.

Dahkto (1); Male duergar Wiz5; hp 25; see Appendix Three. 

Jorak (1); Female duergar Dru5; hp 38; see Appendix Three.

APL 10 (EL 13)

Ulytheniak, Coven Overseer (1): Male Mind Flayer Wiz5; hp 72; see Appendix Four.

Fatigued Ettin (1): hp 75; see Monster Manual, p.106.

Dahkto (1); Male duergar Wiz5; hp 25; see Appendix Four.

Valdiz Cordek (1): Male human Clr6; hp 46; see Appendix Four.

Jorak (1); Female duergar Dru5; hp 38; see Appendix Four.

APL 12 (EL 15)

Ulytheniak, Coven Overseer (1): Male Mind Flayer Wiz5; hp 72; see Appendix Five.

Dahkto (1); Male duerger (1) Wiz11; hp 58; see Appendix Five.

Valdiz Cordek (1): Male human Clr11; hp 84; see Appendix Five.

Jorak (1); Female duergar Dru7; hp 53; see Appendix Five.

Duergar Ftr5 (1): hp 49; see Appendix Five. 
APL 14 (EL 17)

Ulytheniak, Coven Overseer (1): Male Mind Flayer Wiz5; hp 72; see Appendix Six.

Dahkto (1); Male duerger (1) Wiz13; hp 68; see Appendix Six.

Valdiz Cordek (1): Male human Clr13; hp 99; see Appendix Six.

Jorak (1); Female duergar Dru9; hp 68; see Appendix Six.

Sir Muert Drago (1); Male human (Ur-Flan) death knight Ftr7/Blkgrd3; hp 90; see Appendix Six.

APL 16 (EL 19)

Ulytheniak, Coven Overseer (1): Male Mind Flayer Wiz7; hp ; see Appendix Seven.

Dahkto (1); Male duerger (1) Wiz15; hp 79; see Appendix Seven.

Valdiz Cordek (1): Male human Clr15; hp  ; see Appendix Seven.

Jorak (1); Female duergar Dru11; hp 83; see Appendix Seven.

Sir Muert Drago (1); Male human (Ur-Flan) death knight Ftr7/Blkgrd3; hp 90; see Appendix Seven.

Duergar Ftr13 (1); hp 127; see Appendix Seven.

APL 18 (EL 21)

Rhythillon Bakshar (1); Male elf Wiz (Enc) 11/MdB9; hp 77; see Appendix Eight.

Gaithin (1); Male elf Wiz (Ill)13; hp 52; see Appendix Eight.

Chadoth (1); Male human Clr17; hp 129; see Appendix Eight. 

Justyn Margyle (1); Male human Ftr6/KoW7; hp 126; see Appendix Eight. 

Tactics: The enemy force attempts to use the first 2-3 rounds of action to prep themselves. They go invisible, fly, and drink blur potions. The druid begins wild shaped into an eagle or owl and casts call lightning (Storm), using it as needed. Then, he casts animal growth on his companion. After that, he counterspells PC druids or slows them with movement barriers. He casts brambles or spikes on his club if he has time before entering melee. Jorak can also summon creatures for Sir Muert to use for cleave opportunities.

Sir Muert Drago, the Death Knight, activates Divine Favor, drinks potions of displacement then fly, and casts corrupt weapon before entering melee. He uses Spring Attack to sunder weapons and armor, gaining a Sundering Cleave attack if possible.
Utheniak flies as soon as possible, then uses his attacks per the Monster Manual entry. When he has wizard levels, he attempts to cast solid fog on the PCs, followed by a cloudkill centered on the entrapped PCs.

Note that APL 18 is a different type of encounter. The Mindbender wants the hostages for his own and opposes both the Death Knight and the Coven. He appears to aid the PCs when he arrives, using a wish against the raid leaders. For APL 18, the raid leaders are very weak and fall easily. Then, Rythillon turns on the PCs and attempts to beguile or kill them and escape with the ambassadors in their bags.

Conclusion

Complete Victory: The ambassadors are all rescued or recovered and raised. 

This occurs if the PCs successfully engage and defeat the main raid force, usually in Encounter Eleven.

The field falls silent, save for the groans of the wounded. Exhausted, bleeding warriors from the allied forces clasp hands over the twitching bodies of hundreds of vanquished duergar raiders. A rousing cheer of victory is raised as men raise their swords in salute to the timely elven host. The cheers die away as the elves pivot silently and disappear into the forested hills. 

Now, the looting of the dead begins. The foul beings are stripped of their ill-won possessions and carried to a pit to burn. Four magical bags and what is said to be a “portable hole” are opened, and the missing ambassadors are brought forth blinking into the torchlight, free again.

…Two days later, the host is assembled at the Spring Pavilion, the site originally picked for the Assemblage. The conclave is preparing to begin at last, even with many attendees sporting bandages and crutches. When the dull roar of the crowd has died down, Roedyn Muriir smiles in your direction and gives you a quick wink. Looking over the crowd, he holds his arms out upwards to the heavens.

“Noble lords and ladies, distinguished dignitaries, brave warriors,…I present to you His Noble Radiance, Scion of Lothromenoron, Protector of Tringlee, Archbaron of Glidinshar, Duke Palantine of the Duchy of the Greater Ulek Province, Grenowin of House Araglahel”.

As Roedyn steps aside, several purple clad anglarin, or high elven warlocks, part and raise their swords high to gleam in the afternoon sun. An older, but still well-built high elf, his long black hair groomed and framing his face strides forward slowly and deliberately. He is garbed in blue, silver, and gold as is fitting his station, and a sheathed longsword, presumably his ancestral inheritance Danzarda the Preserver swings easily at his side. His keen dark eyes survey the gathered crowd as he hesitates before speaking.

“Today is a great day, for hope and promise have triumphed…for now. Lothromenoron has known peace for nigh unto a century now, but despite our best efforts, this brazen assault is more than enough proof for me and those I trust that all goodly peoples of this great valley are not safe from the dangers that increasingly imperil us all. Thus, we must increase our vigilance and resolve…and put aside our differences, as we can no longer afford them.”

He then turns to you. “In that, I believe we can learn a lesson from these heroes. Often of different races and nations, of ability and agendas, underappreciated and even despised, these wandering souls, favored and chosen by the gods to champion those above and below their station…on this day…they are without peer, and I ask that you join me in giving thanks to those who so often go thankless.”

With that the Duke begins to clap, and he is soon joined by commoner and peer alike, from those with naught but the clothes on their back to those with titles beyond counting. After a minute, the clapping dies down. Grenowin looks to you again, and then turns to Roedyn who has stepped to the fore with a tray bearing several bottles, apparently one for each of you perhaps.
The Duke speaks again “I believe this is but a small token of my appreciation for ameliorating this disaster. These are bottles of Celenese finnaras (fin-uh-raas), the finest of elven brandies…despite what Margrave Evinglarch might think.” The joke is lost upon you, though many of the nobility in the crowd chuckle in soft laughter or smile at the Duke’s remark. 

“Whether you cherish it as a memento or simply as another drink, the choice is yours”. With that, the Duke hands you each a bottle in turn and goes to shake your hand as he quietly says what sounds like an elvish blessing.
If there are any half-orcs stupid or brazen enough to have come this far, the Duke scowls and refuses to shake that character’s hand, and they get an elven curse instead. They should be grateful that they are not baleful polymorphed and may escape the Duchy with their lives.
“I hope you appreciate this…it is not easy to come by. Know that you have gained my notice and earned my gratitude at least. Enjoy your rest, for you have earned it.”

With his duty done, the Duke turns with a flourish, his dark cloak snapping crisply. After walking perhaps a dozen steps, he chants and few arcane words, and with a flash of light, he disappears. The anglari reposition their swords held high to point to the southeast, presumably towards the capital city of Tringlee. They then lower and sheath their swords in precise practiced unison and within moments, they too disappear in a similar flash of light. (The Duke and the anglari cast teleport, and have indeed left to Tringlee.)
As they crowd disperses, Roedyn smiles again at you. “Don’t drink that all in one place now”.  He chuckles, and turns away from you, leaving you to a well earned rest and whatever challenges await.
Award the Renown of the Sheldomar Valley and all the Favors. Note that groups who killed Watcher Margyle lose the Favor of the Knights of the Watch.

Partial Victory: Some of the ambassadors are recovered, and some are lost.

This occurs if the PCs successfully capture or destroy one of the teleportation circles and rescue at least one ambassador (usually in encounter 9A/10A or 11).

<In your own words, summarize the end-state of the adventure as the PCs would see it.>

… Two days later, the survivors are assembled at the Spring Pavilion, the site originally picked for the Assemblage. The conclave is preparing to begin at last, even though the fate of those taken by the raiders is unknown. Several attendees are laden with bandages and move on crutches. As The conclave is preparing to begin at last, even with many attendees sporting bandages and crutches. When the dull roar of the crowd has died down, Roedyn Muriir gazes in your direction and gives you a reserved smile. Looking over the crowd, he holds his arms out upwards to the heavens.

“Noble lords and ladies, distinguished dignitaries, brave warriors,…I present to you His Noble Radiance, Scion of Lothromenoron, Protector of Tringlee, Archbaron of Glidinshar, Duke Palantine of the Duchy of the Greater Ulek Province, Grenowin of House Araglahel”.

As Roedyn steps aside, several purple clad anglarin, or high elven warlocks, part and raise their swords high to gleam in the afternoon sun. An older, but still well-built high elf, his long black hair groomed and framing his face strides forward slowly and deliberately. He is garbed in blue, silver, and gold as is fitting his station, and a sheathed longsword, presumably his ancestral inheritance Danzarda the Preserver swings easily at his side. His keen dark eyes survey the gathered crowd as he hesitates before speaking.


“Today is a day of both sadness and renewed hope. We have lost some of our most prominent diplomats and warriors,  but for the rest of us, the sun has risen again upon a land intact, but shaken. Lothromenoron has known peace for nigh unto a century now, but despite our best efforts, this brazen assault is more than enough proof for me and those I trust that all goodly peoples of this great valley are not safe from the dangers that increasingly imperil us all. Thus, we must increase our vigilance and resolve…and put aside our differences, as we can no longer afford them.”

He then turns to you. “In that, I believe we can learn a lesson from these heroes. Often of different races and nations, of ability and agendas, underappreciated and even despised, these wandering souls, favored and chosen by the gods to champion those above and below their station…they have shown us that we can put aside those differences and .”

“I truly thank you on behalf of myself and my nation, and on behalf of those assembled here. It is a shame that not everyone who began this promising journey is here to thank you, but I am assured that you did your best. Enjoy your rest, for I am certain that it will be all too short for all of us.”
With his duty done, the Duke turns with a flourish, his dark cloak snapping crisply. After walking perhaps a dozen steps, he chants and few arcane words, and with a flash of light, he disappears. The anglarin reposition their swords held high to point to the southeast, presumably towards the capital city of Tringlee. They then lower and sheath their swords in precise practiced unison and within moments, they too disappear in a similar flash of light. (The Duke and the anglari cast teleport, and have indeed left to Tringlee.)

 The crowd eventually disperses, leaving you to ponder your mixed fortune.
Award the Renown of the Sheldomar Valley and any Favors granted by the specific ambassadors that the PCs rescued. PCs requiring NPC Spellcasting to recover from the adventure can do so for half the standard cost of the casting including the spell components.

Total Defeat: All the captured ambassadors are lost to the raiders. 

This occurs if the PCs fail to prevent the raiders from using the teleportation circle to return east to the Lortmils and escape with all the ambassadors. 

The remaining ambassadors mount up and begin to depart for their homes, the conclave abandoned. Rumor is that Duke Grenowin has appeared to try and patch up relations as best he can given this disaster, but you have not seen him…though there are many anglarin about, looking upon all with much more suspicion. A Knight of the Watch, Watcher Jaansen, and a nameless Duchy of Ulek courtier approach, shake your hand, and thank you for your service. They quickly turn and resume their duties. The estate, once a beacon of hope and promise, now begins to clear out, eventually leaving naught but your group and a few stragglers. The wind blows from the east and faint smells of citrus and pollen linger in the air, and you turn to leave a land changed for your failure. It is only your imagination that carries a faint whisper of an evil laugh from the hills behind you.
The PCs receive no recognition and are swiftly forgotten by the participants here. The PCs’ only benefit is that PCs requiring NPC Spellcasting to recover from the adventure can do so 75% of the standard cost of the casting including the spell components.

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 Six

Defeat the guardians of the permanent teleportation circle.


APL6 240 xp; APL8 300 xp; APL10 360 xp; 

APL12 420 xp; APL14 480 xp; APL16 540 xp; APL18 600 xp.

Encounter Seven

Defeat the Trap on the permanent teleportation circle and destroy or successfully defend the circle itself. 

APL6 180 xp;  APL8 240 xp; APL10 300 xp; 

APL12 360 xp; APL14 420 xp; APL16 480 xp; APL18 540 xp.

Encounter Eleven

Defeat the raid force leaders and recover the ambassadors.

APL6 270 xp; APL8 330 xp; APL10 390 xp; 

APL12 450 xp; APL14 510 xp; APL16 570 xp; APL18 630 xp.

Discretionary roleplaying award:

Befriend centaur, wolf, treant, interact with NPCs.
APL6 175 xp; APL8 220 xp; APL10 265 xp; 

APL12 310 xp; APL14 355 xp; APL16 400 xp; APL18 445 xp.

Total possible experience: 


APL6 865 xp; APL8 1,090 xp; APL10 1,315 xp;

APL12 1,540 xp; APL14 1,765 xp; APL16 1,990 xp; APL18 2,215 xp.

Treasure Summary

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

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

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

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

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Meta-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.

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter Six:  Squaring Away the Circle

APL 6: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook I (13gp), 2 x potion of fly (125gp), scroll of greater invisibility (58gp), 2 x cloak of resistance +1 (166gp), scroll of entangle (2gp)

APL 8: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook II (23gp), 5 x potion of fly (312gp), scroll of greater invisibility (58gp), 2 x cloak of resistance +1 (166gp), scroll of entangle (2gp), helm of intellect +2 (333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +1 (166gp), eyes of the eagle (208gp), wand cure light wounds-50 charges (62gp)

APL 10: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook III (36), 5 x potion of fly (312gp), scroll of greater invisibility (58gp), 2 x cloak of resistance +1 (166gp), scroll of entangle (2gp), helm of intellect +2 (333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +1 (166gp), eyes of the eagle 208gp), wand cure light wounds-50 charges (62gp), amulet of health +2 (333gp), cloak of resistance +2 (333gp), +1 hide armor (97gp), +1 scimitar (192gp), 3 x +1 breastplate (287gp), hat of disguise (150gp), +1 mithral breastplate (433gp), +1 large greatsword (195gp), minor cloak of displacement (2000gp)

APL 12: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook IV (51gp), 6 x potion of fly (375gp), scroll of greater invisibility (58gp), 4 x cloak of resistance +1 (333gp), scroll of entangle (2gp), helm of intellect +4 (1333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +2 (666gp), eyes of the eagle (208gp), wand cure light wounds-50 charges (62gp), amulet of health +2 (333gp), cloak of resistance +2 (333gp), +1 hide armor (97gp), +1 scimitar (192gp), 3 x +1 breastplate (287gp), hat of disguise (150gp), +1 mithral breastplate (433gp), +1 large greatsword (195gp), minor cloak of displacement (2000gp), periapt of wisdom +2 (333gp), 3 x gauntlets of ogre power +2 (1000gp)

APL 14: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook V (75gp), 6 x potion of fly (375gp), scroll of greater invisibility (58gp), 4 x cloak of resistance +1 (333gp), scroll of entangle (2gp), helm of intellect +4 (1333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +2 (666gp), eyes of the eagle (208gp), wand cure light wounds-50 charges (62gp), amulet of health +2 (333gp), cloak of resistance +3 (750gp), +1 hide armor (97gp), +1 scimitar (192gp), 3 x +1 breastplate (287gp), hat of disguise (150gp), +1 mithral breastplate (433gp), +1 large greatsword (195gp), minor cloak of displacement (2000gp), periapt of wisdom +2 (333gp), 3 x gauntlets of ogre power +2 (1000gp), potion of haste (62gp), 3 x +1 battleaxe (577gp), +1 light wooden shield (96gp)

APL 16: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook VI (103gp), 7 x potion of fly (437gp), scroll of greater invisibility (58gp), cloak of resistance +1 (83gp), scroll of entangle (2gp), helm of intellect +4 (1333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +3 (1500gp), eyes of the eagle (208gp), wand cure light wounds-50 charges (62gp), amulet of health +2 (333gp), cloak of resistance +3 (750gp), +1 hide armor (97gp), +1 scimitar (192gp), 3 x +2 breastplate (1087gp), 2 x hat of disguise (300gp), 2 x +1 mithral breastplate (866gp), 2 x +1 large greatsword (390gp), 2 x minor cloak of displacement (4000gp), periapt of wisdom +2 (333gp), 3 x gauntlets of ogre power +2 (1000gp), 2 x potion of haste (124gp), 3 x +1 battleaxe (577gp), +1 light wooden shield (96gp), gloves of dexterity +2 (333gp), 3 x cloak of resistance +2 (1000gp), ring of protection +1 (166gp), lesser metamagic rod of quicken spell (2916gp), collar of resistance +2 (163gp)

APL 18: L: 0 gp; C: 0 gp; M: scroll of alter self (12gp), Ranzak Spellbook VII (120gp), 9 x potion of fly (562gp), scroll of greater invisibility (58gp), cloak of resistance +1 (83gp), scroll of entangle (2gp), helm of intellect +4 (1333gp), 3 x potion of blur (75gp), 3 x oil of align weapon (75gp), ring of protection +3 (1500gp), eyes of the eagle (208gp), wand cure moderate wounds-50 charges (375gp), amulet of health +2 (333gp), cloak of resistance +4 (1333gp), +2 hide armor (347gp), +1 scimitar (192gp), 3 x +2 breastplate (1087gp), 4 x hat of disguise (600gp), 4 x +1 mithral breastplate (1732gp), 4 x +1 large greatsword (780gp), 4 x minor cloak of displacement (8000gp), periapt of wisdom +4 (1333gp), 3 x gauntlets of ogre power +2 (1000gp), 4 x potion of haste (248gp), 3 x +1 battleaxe (577gp), +1 light wooden shield (96gp), gloves of dexterity +2 (333gp), 3 x cloak of resistance +2 (1000gp), ring of protection +1 (166gp), metamagic rod of quicken spell (6291gp), collar of resistance +3 (367gp), druid’s vestment (833gp)
Encounter Eleven:  Culmination Point

APL 6: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp)

APL 8: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), scroll of greater invisibility (58gp), scroll of alter self (12gp), scroll of entangle (2gp), +1 scimitar (192gp), +1 hide armor (97gp), 2 x  potion of fly (125gp), 2 x cloak of resistance +1 (166gp), Dahkto’s Spellbook I (13gp).

APL 10: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), scroll of greater invisibility (58gp), scroll of alter self (12gp), scroll of entangle (2gp), +1 scimitar (192gp), +1 hide armor (97gp), 3 x  potion of fly (187gp), 2 x cloak of resistance +1 (166gp), ring of protection +2 (666gp), ring of protection +1 (166gp), cloak of charisma +4 (1333gp), wand of invisibility (50 charges) (375gp), wand of magic missile CL5 (312gp), +1 full plate armor (220gp), amulet of natural armor +1 (166gp), gloves of dexterity +2 (333gp), wand of cure light wounds (62gp), +1 human bane heavy flail (692gp), pink ioun stone (666gp), dusty rose ioun stone (416gp), Dahkto’s Spellbook I (13gp), Utheniak’s Spellbook I (20gp)

APL 12: L: 0 gp; C: 0 gp; M: : 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), scroll of greater invisibility (58gp), scroll of alter self (12gp), scroll of entangle (2gp), +1 scimitar (192gp), +1 hide armor (97gp), 4 x  potion of fly (250gp), cloak of resistance +1 (166gp), 2 x ring of protection +2 (1332gp), cloak of charisma +4 (1333gp), wand of invisibility (50 charges) (375gp), wand of magic missile CL5 (312gp), +1 full plate armor (220gp), amulet of natural armor +1 (166gp), gloves of dexterity +2 (333gp), wand of cure light wounds (62gp), +1 human bane heavy flail (692gp), pink ioun stone (666gp), dusty rose ioun stone (416gp), Dahkto’s Spellbook II (58gp), 2 x amulet of health +2 (666gp), helm of intellect +4 (1333gp), cloak of resistance +2 (333gp), periapt of wisdom +2 (333gp), oil of align weapon (12gp), potion of blur (12gp), gauntlets of ogre power +2 (333gp), +1 breastplate (95gp), winged boots (1333gp), ring of resilience (1875gp), Utheniak’s Spellbook I (20gp)

APL 14: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), scroll of greater invisibility (58gp), scroll of alter self (12gp), scroll of entangle (2gp), +1 scimitar (192gp), +1 hide armor (97gp), 4 x  potion of fly (250gp), cloak of resistance +1 (166gp), 2 x ring of protection +2 (1332gp), cloak of charisma +4 (1333gp), wand of invisibility (50 charges) (375gp), wand of magic missile CL5 (312gp), +1 full plate armor (220gp), amulet of natural armor +1 (166gp), gloves of dexterity +2 (333gp), wand of cure light wounds (62gp), +1 human bane heavy flail (692gp), pink ioun stone (666gp), dusty rose ioun stone (416gp), Dahkto’s Spellbook III (81gp), 2 x amulet of health +2 (666gp), helm of intellect +4 (1333gp), cloak of resistance +3 (750gp), periapt of wisdom +2 (333gp), winged boots (1333gp), ring of resilience (1875gp), ring of protection +1 (166gp), potion of displacement (62gp), potion of haste (62gp), +1 light wooden shield (96gp), +2 mithral full plate armor (1208gp), +3 adamantine greatsword (2504gp), Utheniak’s Spellbook I (20gp)

APL 16: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), scroll of greater invisibility (58gp), scroll of alter self (12gp), scroll of entangle (2gp), +1 scimitar (192gp), +1 hide armor (97gp), 5 x  potion of fly (312gp), cloak of resistance +1 (166gp), ring of protection +2 (666gp), cloak of charisma +4 (1333gp), wand of invisibility (50 charges) (375gp), wand of magic missile CL5 (312gp), +1 full plate armor (220gp), amulet of natural armor +1 (166gp), 2 x gloves of dexterity +2 (666gp), wand of cure light wounds (62gp), +1 human bane heavy flail (692gp), pink ioun stone (666gp), dusty rose ioun stone (416gp), Dahkto’s Spellbook IV (103gp), 2 x amulet of health +2 (666gp), helm of intellect +4 (1333gp), cloak of resistance +3 (750gp), periapt of wisdom +2 (333gp), winged boots (1333gp), ring of resilience (1875gp), ring of protection +1 (166gp), potion of displacement (62gp), potion of haste (62gp), +1 light wooden shield (96gp), +2 mithral full plate armor (1208gp), +3 adamantine greatsword (2504gp), Utheniak Spellbook II (31gp), scroll of cloudkill  (93gp), ring of protection +3 (1500gp), collar of resistance +2 (163gp), potion of blur (12gp), oil of align weapon (12gp), cloak of resistance +2 (333gp), +2 breastplate (362gp), belt of giant strength +4 (1333gp), +1 keen battleaxe (692gp), lesser metamagic rod of maximize spell (1166gp)

APL 18: L: 0 gp; C: 0 gp; M: 4 x type II bag of holding (1666 gp), 2 x necklace of adaptation (1500gp), 4 x dust of tracelessness (83gp), cloak of charisma +4 (1333gp), +1 full plate armor (220gp), amulet of natural armor +1 (166gp), +1 human bane heavy flail (692gp), pink ioun stone (666gp), dusty rose ioun stone (416gp), helm of intellect +6 (3000gp), winged boots (1333gp), ring of resilience (1875gp), ring of protection +1 (166gp), lantern of revealing (2500gp), boots of elvenkind (208gp), cloak of elvenkind (208gp), eyes of the eagle (208gp), scroll of fly (31gp), scroll of Tenser’s floating disk (2gp), gloves of arrow snaring (333gp), brooch of shielding (125gp)



Total Possible Treasure


APL 6: L: 0 gp; C: 0 gp; M: 3625 gp

APL 8: L: 0 gp; C: 0 gp; M: 5406 gp

APL 10: L: 0 gp; C: 0 gp; M: 0 gp


APL 12: L: 0 gp; C: 0 gp; M: 0 gp

APL 14: L: 0 gp; C: 0 gp; M: 0 gp

APL 16: L: 0 gp; C: 0 gp; M: 0 gp


APL 18: L: 0 gp; C: 0 gp; M: 0 gp



Special

New Rules Content and Material from Other Sources:

Oil of align weapon: Per the spell align weapon.

Minor transmutation; CL 3rd; Brew Potion, align weapon; Price 300 gp.

Ring of Resilience: (This ring is basically a ring-based version of a periapt of wound closure). This ring is reddish-brown and lumpy, resembling a scab around the wearer’s finger. The wearer of the ring automatically becomes stable if his hit points drop to between -1 and -9 inclusive. The ring doubles the wearer’s normal rate of healing or allows normal healing of wounds that would not do so normally. Hit point damage that involves bleeding (such as damage caused by the horned devil’s infernal wound ability; see page 55 of the Monster Manual), is negated for the wearer of the ring, but he is still susceptible to damage from bleeding that causes Constitution loss, such as that from a wounding weapon. 

Moderate conjuration; CL 12th; Forge Ring, heal; Price 22,500 gp.











Items for the Adventure Record

Item Access

APL 6: type II bag of holding, scroll of alter self, necklace of adaptation, dust of tracelessness, Ranzak Spellbook I

APL 8: wand of cure light wounds, eyes of the eagle, oil of align weapon, Ranzak Spellbook II, Dahkto Spellbook I

APL 6 Items
APL 10: +1 large greatsword, wand of invisibility, wand of magic missiles (CL5), cloak of charisma +4, ring of protection +2, pink ioun stone, +1 human bane heavy flail, dusty rose ioun stone, Ranzak Spellbook III, Utheniak Spellbook I

APL 6&8 Items
APL 12: helm of intellect +4, cloak of resistance +2, +1 mithral breastplate, hat of disguise, winged boots, minor cloak of displacement, ring of resilience, Ranzak Spellbook IV, Dahkto Spellbook II

APL 6, 8 & 10 Items

APL 14: cloak of resistance +3, +2 mithral full plate armor, +3 adamantine greatsword, Ranzak Spellbook V, Dahkto Spellbook III, Utheniak Spellbook II.

APL 6, 8, 10 & 12 Items

APL 16: lesser metamagic rod of quicken spell, ring of protection +3, scroll of cloudkill, lesser metamagic rod of maximize spell, belt of giant strength +4, +1 keen battleaxe, collar of resistance +2, Ranzak Spellbook VI, Dahkto Spellbook IV


APL 6, 8, 10, 12 & 14 Items

APL 18: cloak of resistance +4, wand of cure moderate wounds, metamagic rod of quicken spell, periapt of wisdom +4, collar of resistance +3, +2 breastplate, boots of elvenkind, cloak of elvenkind, brooch of shielding, eyes of the eagle, gloves of arrow snaring, headband of intellect +6, Ranzak Spellbook VII

APL 6, 8, 10, 12, 14 & 16 Items
Renown of the Sheldomar Valley: For demonstrating bravery and fortitude in rescuing representatives from several nations from a fate worse than death, this PC has been widely recognized by those saved. The PC receives a +2 circumstance bonus to skill checks relating to interpersonal contact (Diplomacy, Sense Motive, Bluff, and Intimidate) with authorities of all the Sheldomar Valley nations, the Knights of the Watch/Dispatch, and the Knights of Luna. Fame is fleeting, so this benefit expires one calendar year from the date on this AR. If the PC participated in the companion Interactive, Cry of Despair, then their reputation is improved further, increasing the circumstance bonus to +3 and its lifespan to two calendar years from the date on this AR.

Favor of the Knights of Luna: The Knights wish to reward the daring and selflessness of this PC and inspire others to like deeds. They call on the craftsmen and artisans of the ancient realm of Celene to make suitable rewards. This favor may be exchanged for access (Frequency: Adventure) to purchase any four items listed below (circle them).  PCs who participated in the companion Interactive, Cry of Despair, gain more complete access from this favor, they may gain access (Frequency: Adventure) to purchase all items listed below instead of just four. All items purchased will be engraved with prominent sigils of the Knights of Luna.  Mark this favor as USED after it is used.  The items available are: elven chain, boot of elvenkind, cloak of elvenkind, armor of the unending hunt (CW), elven lightblade (CW), elven thinblade (CW), elven double bow (A&EG), elven rope (A&EG), elven tree tent (A&EG), elven mead (A&EG), elven aleeian wine (A&EG), elven moondrop (A&EG), forester’s cloak (A&EG), bow of songs (A&EG), elven leaf arrow (A&EG) – limit 5 arrows, Larethian protector (A&EG).

Favor of Duke Luschan of Gradsul: The Duke is pleased that you have salvaged his assemblage and is keen to reward you in a public manner. A PC who died in his “extended service” in this scenario will be raised at the Duke’s expense and lauded for their sacrifice. This consumes this favor. This favor may also be exchanged for access (Frequency: Adventure) to purchase any one cape, cloak, shirt, or robe listed below at a 10% discount negotiated by the Duke’s seneschal (circle the one selected).  PCs who participated in the companion Interactive, Cry of Despair, gain more complete access from this favor, they may gain access (Frequency: Adventure) to purchase any two capes, cloaks, shirts, or robes listed below at a 10% discount negotiated by the Duke’s seneschal (circle the ones selected). All items purchased will be patterned in the Duke’s colors with the symbol of his house prominently displayed on the visible side.  Mark this favor as USED after it is used.  The items available are: cape of the mountebank, cloak of arachnida, cloak of the bat, cloak of charisma, cloak of displacement, minor, cloak of elvenkind, cloak of the manta ray, cloak of resistance (+1 to +5), robe of blending, robe of scintillating colors, robe of useful items, cloak of elemental protection (MH), cloak of thorns (MH), shirt of resilience (MH), cloak of shelter (A&EG), dragonhide mantle (Draconomicon), mantle of the silver wyrm (Draconomicon).

Favor of the Knights of the Watch/Dispatch: The Knighthood was in danger of losing a major engagement and is eternally grateful for the heroic actions of the PC.  As such, Knight Commander Wainwright, Monster of the Earth, presents the heroes with a chalice (no gp value) commemorating their feats of arms this day.  This chalice may be redeemed at any of the Knighthood’s armories in exchange for access (Frequency: Adventure) to an upgrade (listed below) to the PC’s arms or armor.  PCs who participated in the companion Interactive, Cry of Despair, are further recognized with a signet ring of platinum (no gp value).  This ring may be redeemed with the chalice to increase the list of upgrades available and to allow a second pick off the list.  Circle the upgrade access gained and mark this favor as USED after it is used.  The upgrades available from the chalice are: +1 enhancement bonus (armor/shield/weapon); +2 enhancement bonus (armor/shield/weapon); armor special abilities: light fortification, spell resistance (13), glamered, slick, shadow, silent moves; shield special abilities: arrow catching, bashing, blinding, light fortification, arrow deflection, animated, spell resistance (13); weapon special abilities: any DMG +1 or +2 bonus equivalent (excluding vicious, unholy, and wounding).  The upgrades available if the signet ring is also redeemed are: +3 enhancement bonus (armor/shield/weapon); armor special abilities: improved slick, improved shadow, improved silent moves, acid resistance, cold resistance, electricity resistance, fire resistance, sonic resistance, ghost touch, invulnerability, moderate fortification, spell resistance (15), wild; shield special abilities: acid resistance, cold resistance, electricity resistance, fire resistance, sonic resistance, ghost touch, moderate fortification, spell resistance (15), wild; weapon special abilities: speed.

Favor of Duke Grenowin of the Duchy of Ulek: The relieved host of the assemblage has personally appeared to express his gratitude to the PCs for their decisiveness and daring-do. He expresses a desire to reward the valor of the PC through his many benevolent contacts in the area. As such, his Lord of Embassy will be directed to establish the PC’s desire and then act on it. This favor may be exchanged for access (Frequency: Adventure) to purchase any one masterwork or +1 PH-standard weapon, shield, or armor composed of one of the materials listed below at a 10% discount negotiated by the Duke’s seneschal (circle the material selected).  PCs who participated in the companion Interactive, Cry of Despair, are treated even more regally; the discount increases to 20% and the PC may choose access to two items, each made of the same or a different material (circle the materials selected).  All items purchased will be marked with the symbol of the Duke’s house prominently displayed.  Mark this favor as USED after it is used.  The materials available are: adamantine, dragonhide, mithral, darkwood, solarian truesteel (A&EG), bronzewood (A&EG), ysgardian heartwire (A&EG).

Ranzak’s Spellbook I: 1st--grease, mage armor, ray of enfeeblement, unseen servant; 2nd—glitterdust, mirror image, see invisible; 3rd—dispel magic, slow.

Ranzak’s Spellbook II: 1st--grease, mage armor, ray of enfeeblement , unseen servant; 2nd—flaming sphere, glitterdust, mirror image, see invisible; 3rd—dispel magic, slow; 4th—confusion, greater invisibility.

Ranzak’s Spellbook III: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—flaming sphere, glitterdust , mirror image, see invisible; 3rd—dispel magic , haste, slow; 4th—confusion, greater invisibility, solid fog; 5th—improved blink, baleful polymorph.

Ranzak’s Spellbook IV: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—flaming sphere, glitterdust , mirror image, see invisible; 3rd—dispel magic , haste, slow ; 4th—confusion, greater invisibility, solid fog; 5th—improved blink, baleful polymorph ; 6th—contingency, disintegrate, flesh to stone.

Ranzak’s Spellbook V: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—flaming sphere, glitterdust , mirror image, see invisible ; 3rd—dispel magic , fly, haste, slow ; 4th—confusion, greater invisibility , solid fog; 5th—improved blink, baleful polymorph , Mordenkainen’s private sanctum; 6th—contingency, disintegrate, flesh to stone, repulsion; 7th—forcecage, prismatic spray.

Ranzak’s Spellbook VI: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—flaming sphere, glitterdust , mirror image, see invisible ; 3rd—dispel magic , fly, haste, slow ; 4th—confusion, greater invisibility , solid fog; 5th—improved blink, baleful polymorph , hold monster, Mordenkainen’s private sanctum; 6th—contingency, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage, prismatic spray, spell turning; 8th—Bigby’s clenched fist, Otto’s irresistible dance.

Ranzak’s Spellbook VII: 1st--grease, mage armor, ray of enfeeblement , shield, unseen servant; 2nd—flaming sphere, glitterdust , mirror image, see invisible ; 3rd—dispel magic , fly, haste, slow ; 4th—confusion, dimension door, greater invisibility, solid fog; 5th—baleful polymorph, hold monster, improved blink, Mordenkainen’s private sanctum; 6th—contingency, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage , prismatic spray, spell turning; 8th—Bigby’s clenched fist, horrid wilting, Otto’s irresistible dance 9th—wail of the banshee

Dahkto’s Spellbook I: 1st--grease, mage armor, ray of enfeeblement, unseen servant; 2nd—glitterdust, mirror image, see invisible; 3rd—dispel magic, slow.

Dahkto’s Spellbook II: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—acid sphere, glitterdust , mirror image, see invisible; 3rd—acidball, dispel magic, haste, slow ; 4th—confusion, greater invisibility, solid fog; 5th—improved blink, baleful polymorph, cone of acid; 6th—contingency, disintegrate, flesh to stone.

Dahkto’s Spellbook III: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—acid sphere, glitterdust , mirror image, see invisible ; 3rd—acidball, dispel magic, fly, haste, slow ; 4th—confusion, greater invisibility , solid fog; 5th—improved blink, baleful polymorph, cone of acid, Mordenkainen’s private sanctum; 6th—contingency, disintegrate, flesh to stone, repulsion; 7th—forcecage, prismatic spray.

Dahkto’s Spellbook IV: 1st--grease, mage armor, ray of enfeeblement, shield, unseen servant; 2nd—acid sphere, glitterdust , mirror image, see invisible ; 3rd—acidball, fly, haste, slow ; 4th—confusion, greater invisibility , solid fog; 5th—improved blink, baleful polymorph , hold monster, Mordenkainen’s private sanctum; 6th—contingency, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage, prismatic spray, spell turning; 8th—Bigby’s clenched fist, Otto’s irresistible dance.

Utheniak’s Spellbook I: 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf’s acid arrow, scorching ray; 3rd – dispel magic, haste.

Utheniak’s Spellbook II: 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf’s acid arrow, scorching ray; 3rd – dispel magic, displacement, greater magic weapon, haste; 4th- greater invisibility, solid fog.
Appendix One – Encounters at All APLs

Watcher Corem Valstier, Most Gallant Hippogriff: male human Pal10; CR 10; medium humanoid; HD 10d10(+20); hp 63 (83); Init +0; Spd 20 ft.; AC 18, flat-footed 18, touch 11; Base Atk +10; Grp +2; Atk +13 melee (1d10+2/19-20x3, +2 halberd) or +11 melee (1d8/19-20, masterwork longsword); Full Atk +13/+8 melee (1d10+2/19-20/x3, +2 halberd) or +11/+6 melee (1d8/19-20, masterwork longsword); SA Aura of courage, aura of good, divine grace, divine health, lay on hands 30 hp/day, remove disease 2/week, smite evil 3/day, special mount, turn undead 6/day (turn level 7) (turn damage 2d6+10); AL LG; SV Fort +10 (+12), Ref +6, Will +9; Str 10, Dex 10, Con 10 (14), Int 14, Wis 16, Cha 16. 


Skills and Feats: Concentration +12, Diplomacy +15, Gather Information +8, Knowledge (History) +8, Knowledge (Nobility and Royalty) +12, Knowledge (Religion) +12, Sense Motive +8; Improved Critical (Halberd), Weapon Finesse, Weapon Focus (Halberd). 

Possessions: amulet of health +4, +2 chainmail, +2 halberd, masterwork longsword, noble's outfit, ring of protection +1. 


Paladin Spells Prepared: (2/2; Base DC = 13 + Spell Level): 1st - bless weapon, divine favor; 2nd - bull's strength, zeal. 
This Knight of the Watch retired from adventuring some 15 years ago and is over 90 years old. His age has taken its toll; if he were to engage in combat, he would have to depend on enhancement spells just to get him to move quickly in his armor. Corem now uses his well-used halberd more as a walking cane than a weapon.
Knight Captain Velladen Ramanche: male human (half Oerdi / half Flan) Ftr10; Medium-sized humanoid; HD 10d10+10; hp 82 ; Init +2; Spd 20 ft.; AC 21 (touch 13, flat-footed 19); Base Atk: +10; Grp: +13; Atk +16 (1d8+5/17-20, +2 longsword); Full Atk +16 / +11 (1d8+5/17-20, +2 longsword); AL LG; SV Fort +8, Ref +5, Will +5; Str 15, Dex 14, Con 12, Int 14, Wis 10, Cha 12.

Skills and Feats: Sense Motive +6, Ride +17, Handle Animal +11, Profession (soldier) +7, Jump +8, Swim +7, Tumble +5; Dodge, Greater Weapon Focus (longsword), Improved Critical (longsword), Iron Will, Mounted Combat, Ride-by-Attack, Quick Draw, Spirited Charge, Leadership, Weapon Focus (longsword), Weapon Specialization (longsword).


Possessions: ring of protection +1, +1 heavy lance, +2 longsword, +2 chainmail, +1 buckler.


Languages: Flan, common, elven.


Physical Description: Knight Captain Ramanche is 26 years of age but has over 10 years of experience as an officer. He is an able leader and an expert horseman. He is also a fine swordsman. He has a light brown hair and a goatee. He comes from wealthy merchant stock but definitely does not come from a noble family. His previous positions in the army were far from the battlefield. His family told him that a safe place is where he wanted to be. He realized that where he “really wanted to be” is on the frontline being a true patriot of Gran March. He asked for and was finally granted a transfer. He is assigned to the Army of Retribution but is stationed in Orlane to ensure that supplies reach the AoR in Hochoch. He is trying to be the best officer he can and make a name for himself but would never disobey orders. He is persistent and diligent at his duties. It is obvious that he has the respect of the men under his command. 

In the past year, Knight Captain Ramanche has become engaged and has bought some land way to the north of Orlane near his parents' place. He still works one or two weeks a year teaching cavalry recruits advanced riding skills and general recruits some basic riding skills, thus many military PCs might have met him. Growing up in Orlane, Vell befriended many sylvan elves from the Dim and has a +4 to Diplomacy with those elves and has some influence with a leader or two. His mother is originally from Hochoch, and he speaks Gyri Flan flawlessly. He also can speak Elven with a Dim Forest accent and knows their dialects and jargon.
Knight Captain Ramanche is currently the Executive Officer for the 20th Battle stationed in Orlane. Recently, Ramanche received a Knighthood into the Knights of the March for actions resulting in the exposure of a band of thieves and assassins in Orlane. Rumor has it that he has been spending more time away from the 20th on special missions that are grooming him for taking command of the 20th.

(Knight Captain Velladen Ramanche was originally created by Brandon Mann for GRM2-01 Eyes on Orlane.)

Gwydion of the Twained Elm: Human (Flannae-Oeridian-Suel) Brd6/Drd6; CR 12; Medium Humanoid (human); HD 6d6+6d8+24; hp 80; Init +1; Spd 30 ft.; AC 17, touch 13, flat-footed 14 (+1 Dex, +4 leather, +2 deflection); Base Atk +8/+3; Grp +8; Atk +9 melee (1d6/18-20, rapier) or +10 ranged (1d6/20, shortbow); Full Atk +9/+4 melee (1d6/18-20, rapier) or +10/+5 ranged (1d6/20, shortbow); Space/Reach 5 ft./5 ft.; SA Bardic Music 6/day, Bardic Knowledge +9, Bardic Spells, Druid Spells, Spontaneous Casting; SQ Animal Companion (Quickstep), Bonus Language, Nature Sense, Resist Nature’s Lure, Trackless Step, Wild Empathy, Wild Shape 2/day, Woodland Stride; AL N; SV Fort +8, Ref +8, Will +12; Str 10, Dex 12, Con 10 (12), Int 14, Wis 14, Cha 18 (22).


Skills and Feats: Bluff +13, Concentration +16, Diplomacy +27, Disguise +9, Gather Information +11, Handle Animal +11, Intimidate +12, Knowledge (arcane) +7, Knowledge (geography) +7, Knowledge (history) +7, Knowledge (nature) +9, Knowledge (nobility) +7, Knowledge (Sheldomar) +7, Perform (Stringed Instruments) +17, Ride +9, Sense Motive +10, Spellcraft +12, Tumble +9; Arcane Strike, Improved Toughness, Natural Spell, Negotiator, Persuasive, Practiced Spellcaster (Druid).


Languages:  Common, Draconic, Druidic, Dwarven, Elven, Flan, Gnome, Halfling, Sylvan.


Bardic Music (6/day): fascinate, inspire courage +1, inspire competence, suggestion.

Bard Spells Known (3/4/3; save DC 16 + spell level): 0 – dancing lights, ghost sound, mage hand, message, prestidigitation, summon instrument; 1st – alarm, charm person, silent image, Tasha’s hideous laughter; 2nd – glitterdust, suggestion, tongues.

Druid Spells Prepared (5/4/4/2; save DC 12 + spell level): 0 – cure minor wounds, detect magic, detect poison, know direction, purify food and drink; 1st – entangle, faerie fire, longstrider, pass without trace; 2nd – barkskin, delay poison, resist energy, spider climb; 3rd – greater magic fang, windwall.

Possessions: masterwork shortbow, goodberries (5), masterwork harp, masterwork rapier, amulet of health +2, cloak of charisma +4, +2 glamered wild leather armor, gloves of arrow snaring, ring of protection +2, scroll of glibness, scroll of good hope, scroll of haste, scroll of invisibility, wand of cure light wounds.


Description: Gwydion of the Twained Elm is an immensely handsome man of mixed ancestry.  He is in his mid-thirties and is starting to gray a little bit, which has just made him more distinguished looking.  He is several inches shy of six feet, but he is slender and fit.  His skin is bronze in color, and he pulls his rich brown hair back into a loose tail.  His eyes are amber, which is not unheard among the Flannae, and he keeps his beard neatly trimmed.  His finely tailored clothes are mainly solid colors with elaborate knotwork trim.  His armor is glamered to appear as part of his clothing.  His enchanted cloak is a masterwork in needlepoint and he cherishes it greatly.

Gwydion is an Old Lore Bard and part of the College of Canaith.  Like many of his colleagues, he serves the nobility of Geoff and the druids of the Old Faith as a diplomat, advisor, and ambassador.  Through the years, he has traveled extensively and acted on Geoff’s behalf.  His adventures even took him to Faerie, where he met his friend Dewdrop, who now accompanies him.  He is currently serving as Grand Duke Owen’s representative to the Court of the Land in Niole Dra.

Geoff’s ambassador to Keoland is the nephew of Melwyn Greatarm, the late llwyr of Araul Anterth, which makes him a cousin of the beautiful Ffiona Ebontress.   He joined the College of Canaith at an early age and has mastered its instruction, lore, and secrets.  He knows many of the secrets of the Old Faith druids and the Fey, including the use of the Ways of the World.  In addition, his connections to nobility and magnetic personality allow him to work the halls of kings and further the goals of the Old Faith and the Grand Duke.

Gwydion wants to be liked and admired.  He constantly feels the need to make a positive impression and win people’s trust.  Fortunately, he is very good at it.  He has a way of looking at and talking with a person and making them feel incredibly important.  He prefers to reach accords and consensus where everyone is content and accepts the decision.  He has difficulty forcing difficult decisions and delivering unpopular news.  

Gwydion’s need to impress is even more acute when he deals with an attractive woman.  His looks and charm turn many heads, and Gwydion certainly does not resist their attentions.  Gwydion has not felt the need to settle down, and his frequent romantic liaisons remain liaisons. 

But for all of that, Gwydion is a very clever and insightful man.  He is wise enough to feel out the wants and needs of a person and then intelligent enough to leverage that.  He is skilled at convincing people that agreeing to his proposals fulfills their wants and needs.  He is one of the best diplomats in the College of Canaith and very well respected by his peers.


Tactics: Gwydion is not a melee fighter, and he knows it.  But he is incredibly resourceful.  He has escaped numerous attempts on his life and more forthright battles.  He prefers to avoid combat using his bardic abilities, spells or skills.  If at a disadvantage, Gwydion flees to find allies or negate the advantage.  His animal companion has safely carried him from more than one ambush. 


In combat, Gwydion uses his abilities wisely.  He prefers to cast spells and use his bardic abilities.  He casts barkskin and longstrider on himself and greater magic fang on Quicksilver.  With his practiced spellcaster feat, he casts these spells at 10th level.  He casts glitterdust, suggestion and Tasha’s hideous laughter, if his foes appear weak willed.  If melee combat is required, Gwydion shape changes into an animal.  He prefers taking the shape of a leopard in combat, because he likes the speed.  When he is in an animal shape and making multiple attacks in one round, he will use his arcane strike feat to sacrifice arcane spells to increase his attack and damage.  Because he has the natural spell feat, he can cast spells (including his bardic spells) in animal form.  

Gwydion uses his wild shape ability in a variety of circumstances.  He takes the shape of an eagle when he wants to fly, a baboon when he wants to climb, a dog when he wants to be inconspicuous, and a porpoise when he wants to swim.

Quickstep: light warhorse; CR --; large animal; HD 7d8+28; hp 63; Init +2; Spd 90 ft.; AC 23, touch 11, flat-footed 21 (-1 size, +2 Dex, +8 natural, +4 chain shirt); Base Atk +5; Grp +13; Atk +9 melee (1d4+4/20, hoof); Full Atk +9 melee (1d4+4/20, 2 hooves) and +4 melee (1d3+2/20, bite); Space/Reach 10 ft./5 ft.; SQ Evasion, devotion, low-light vision, link, scent, share spells; AL N; SV Fort +8, Ref +7, Will +6; Str 18, Dex 15, Con 18, Int 2, Wis 13, Cha 6.

Skills and Feats: Listen +4, Spot +4, Survival +5; Endurance, Fleet of Foot, Run.


Tricks:  Attack, Come, Home, Defend, Stay, Track.



Possessions:  horseshoes of speed, masterwork chain shirt barding.

Dewdrop: female pixie; hp 4; see Monster Manual p. 236.

Gwydion as Leopard: Medium Animal; HD 6d6+6d8+36; hp 92; Init +4; Spd 40 ft., climb 20 ft.; AC 19, touch 14, flat-footed 15 (+4 Dex, +1 natural, +4 leather armor); Base Atk +8/+3; Grp +11; Atk +11 melee (1d6+3/20, bite); Full Atk +11 melee (1d6+3/20, bite) and +6 melee (1d3+1/20, 2 claws); Space/Reach 5 ft./5 ft.; SA Improved grab, pounce, rake; SV Fort +9, Ref +11, Will +12; Str 16, Dex 19, Con 15, Int 14, Wis 14, Cha 18.

Laith Filiadir: High Elf Ftr2/Wiz(conjurer)5/BldSngr6; CR 13; medium humanoid (elf); HD 2d10+5d4+6d8+13; hp 74; Init +3; Spd 30 ft.; AC 30, touch 20, flat-footed 20 (+5 Dex, +8 elven chainmail, +2 buckler, +5 Bladesong style); Base Atk +10/+5; Grp +11; Atk +17 melee (1d8+6/19-20, longsword) or +14 ranged (1d8+3/20, longbow); Full Atk +17/+12melee (1d8+6/19-20, longsword) or +14/+9 ranged (1d8+3/20, longbow); Space/Reach 5 ft./5 ft.; SA Fighter Feats, bladesong style, song of celerity; SQ Bonus meta-magic feat, greater spellsong, lesser spellsong, school specialization (transmutation) – opposition schools (evocation and necromancy), scribe scroll, summon familiar; AL CG; SV Fort +7, Ref +9, Will +8; Str 14(18), Dex 16, Con 12, Int 18, Wis 8, Cha 10.

Skills and Feats: Balance +8, Concentration +15, Hide +10, Knowledge (arcana) +9, Knowledge (nobilty) +9, Listen +3(+5), Move Silently +10, Perform (Sing) +4, Perform (Dance) +4, Ride +10, Spellcraft +12, Spot +3 (+5), Tumble +14; Alertness*, Arcane Strike, Combat Casting, Combat Expertise, Craft Arms and Armor, Dodge, Mobility, Spring Attack, Weapon Focus (longsword).


*Bestowed by familiar.


Languages:  Elvish, Celestial, Common, Dwarven, Gnome, Orc.


Familiar:  Cat; Int 8, improved evasion, share spells, empathic link, deliver touch spells, speak with master.

Bladesong Style (Ex): When wielding a longsword or rapier in one hand (and nothing in the other), a bladesinger gains a dodge bonus to Armor Class equal to his class level, up to a maximum of her Intelligence bonus.  If the bladesinger wears medium or heavy armor, she loses all benefits of the bladesong style.


Lesser Spellsong (Ex): When wielding a longsword or rapier in one hand (and nothing in the other), a bladesinger of 2nd level or higher can take 10 when making a Concentration check to cast defensively.


Song of Celerity (Ex): Once per day, a bladesinger of 4th level or higher may quicken a single spell of up to 2nd level, as if she had used the Quicken Spell feat, but without any adjustment to the spell’s effective level or casting time.  She may only use this ability when wielding a longsword or rapier in one hand (and nothing in the other).


Wizard Spells Prepared (4/6/8/5/4; save DC 14 + spell level): 0 – detect magic, ghost sound, message, prestidigitation; 1st – color spray, enlarge person, expeditious retreat, obscuring mist, truestrike  (2); 2nd – bear’s endurance, blur, cat’s grace, Melf’s acid arrow(2)*, mirror image, resist energy, see invisibility; 3rd – dispel magic, fly, haste, heroism, stinking cloud*; 4th – confusion, dimension door*, greater invisibility, lesser globe of invulnerability.


* Specialization school bonus spell.

Spellbook: 0 – acid splash, arcane mark, detect magic, detect poison, ghost sound, mage hand, mending, message, prestidigitation, read magic, resistance; 1st – alarm, color spray, endure elements, enlarge person, expeditious retreat, feather fall, identify, mount, shield, sleep, truestrike, unseen servant; 2nd – bear’s endurance, blur, bull’s strength, cat’s grace, fox’s cunning, invisibility, Melf’s acid arrow, minor image, mirror image, protection from arrows, resist energy, see invisibility; 3rd – dispel magic, displacement, fly, haste, heroism, magic circle against evil, major image, protection from arrows, protection from energy, slow, tongues, water breathing; 4th – charm monster, confusion, detect scrying, dimension door, greater invisibility, lesser globe of invulnerability, Rary’s mnemonic enhancer, stoneskin.



Possessions: masterwork composite longbow (Str +3), boots of elvenkind, +3 susalian chainweave elven chainmail, cloak of elvenkind, +1 buckler of moderate fortification, +2 holy longsword, belt of giant strength +4, quiver of Ehlonna, ring of wizardry (II).

Appendix Two – Encounters at APL 6

Ranzak: Male duergar Wiz5; Medium humanoid (dwarf) CR6; HD 5d4+10, hp 25; Init +1; Spd 20 ft.; AC 15, touch 11, flat-footed 14; Base Atk +2; Grp +1; Atk +1 melee (1d4-1/19-20, dagger) or +3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +8, Ref +3, Will +6; Str 8, Dex 12, Con 14, Int 19, Wis 12, Cha 4.


Skills and Feats: Concentration +11, Knowledge (arcana) +13, Knowledge (the planes) +11, Listen +7, Spellcraft +15, Spot +8; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, cloak of resistance +1. 


Spells prepared: (4/4/3/2: save DC 14 + spell level; save DC +1 for Transmutation spells; caster level 5th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement, unseen servant; 2nd—glitterdust, mirror image, see invisible; 3rd—dispel magic, slow.

Rat Familiar: CR 1; Tiny animal; HD 5d8; hp 12; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 18, touch 13, flat-footed 15 (+2 size, +3 Dex, +3 natural); Base Atk +2; Grp -10; Atk +5 melee (1d3-4/20/x2, bite); Full Atk +5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with master;  AL N; SV Fort +2, Ref +5, Will +5; Str 2, Dex 16, Con 10, Int 8, Wis 12, Cha 2.
Buhmaan: Male duergar Drd1; CR 2; Medium humanoid (dwarf); HD 1d8+2; hp 10; Init +1; Spd 20 ft; AC 15, touch 11, flat-footed 14; Base Atk +0; Grp +2; Atk +2 melee (1d6+2/18-20, scimitar), Atk +1 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +5, Ref +2, Will +6; Str 14, Dex 12, Con 14, Int 10, Wis 16, Cha 6.


Skills and Feats: Concentration +6, Handle Animal +2, Knowledge (nature) +4, Listen +5,  Spot +8, Survival +6; Combat Casting.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1. 


Spells prepared: (3/2 save DC 13 + spell level; caster level 1st) 0—cure minor wounds, detect magic, flare; 1st—entangle, faerie fire.

Appendix Three – Encounters at APL 8

Ranzak: Male duergar Wiz7; Medium humanoid (dwarf) CR8; HD 7d4+14, hp 32; Init +5; Spd 20 ft.; AC 16, touch 12, flat-footed 15; Base Atk +3; Grp +2; Atk +2 melee (1d4-1/19-20, dagger) or +4 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +9, Ref +4, Will +7; Str 8, Dex 12, Con 14, Int 21, Wis 12, Cha 4.


Skills and Feats: Concentration +13, Knowledge (arcana) +15, Knowledge (the planes) +11, Listen +9, Spellcraft +17, Spot +9; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Improved Initiative, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +2, cloak of resistance +1, ring of protection +1. 


Spells prepared: (4/5/4/3/2: save DC 15 + spell level; save DC +1 for Transmutation spells; caster level 7th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), unseen servant; 2nd—flaming sphere, glitterdust, mirror image, see invisible; 3rd—dispel magic (2), slow; 4th—confusion, greater invisibility.

Rat Familiar: CR 2; Tiny animal; HD 7d8; hp 16; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 19, touch 13, flat-footed 16 (+2 size, +2 Dex, +4 natural); Base Atk +3; Grp -9; Atk +5 melee (1d3-4/20/x2, bite); Full Atk +5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with animals of its kind, speak with master;  AL N; SV Fort +2, Ref +5, Will +6; Str 2, Dex 16, Con 10, Int 9, Wis 12, Cha 2.
Buhmaan: Male duergar Drd3; CR 4; Medium humanoid (dwarf); HD 3d8+6; hp 23; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +2; Grp +4; Atk +4 melee (1d6+2/18-20, scimitar), Atk +3 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +6, Ref +3, Will +7; Str 14, Dex 12, Con 14, Int 10, Wis 16, Cha 6.


Skills and Feats: Concentration +9, Handle Animal +3, Knowledge (nature) +4, Listen +5,  Spot +15, Survival +6; Combat Casting.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor. 


Spells prepared: (4/3/2 save DC 13 + spell level; caster level 3rd) 0—cure minor wounds, detect magic, flare, virtue; 1st—entangle, faerie fire, obscuring mist; 2nd—briar web, barkskin.

Fighters: Male duergar Ftr1; CR2; Medium humanoid (dwarf); HD 1d10+3, hp 10; Init +2; Spd 20 ft.; AC 18, touch 12, flat-footed 16; Base Atk +1; Grp +3; Atk +3 melee (1d8+2/20/x3, battleaxe; 1d8+3/20/x3, longspear) or +3 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +5, Ref +2, Will +2; Str 15, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +1, Ride +3, Spot +4, Swim -7; Blind-Fight, Power Attack.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon.

Dahkto: Male duergar Wiz5; Medium humanoid (dwarf) CR6; HD 5d4+10, hp 25; Init +1; Spd 20 ft.; AC 15, touch 11, flat-footed 14; Base Atk +2; Grp +1; Atk +1 melee (1d4-1/19-20, dagger) or +3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +8, Ref +3, Will +6; Str 8, Dex 12, Con 14, Int 19, Wis 12, Cha 4.


Skills and Feats: Concentration +11, Knowledge (arcana) +13, Knowledge (the planes) +11, Listen +7, Spellcraft +15, Spot +8; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, cloak of resistance +1. 


Spells prepared: (4/4/3/2: save DC 14 + spell level; save DC +1 for Transmutation spells; caster level 5th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement, unseen servant; 2nd—glitterdust, mirror image, see invisible; 3rd—dispel magic, slow.

Rat Familiar: CR 1; Tiny animal; HD 5d8; hp 12; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 18, touch 13, flat-footed 15 (+2 size, +3 Dex, +3 natural); Base Atk +2; Grp -10; Atk +5 melee (1d3-4/20/x2, bite); Full Atk +5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with master;  AL N; SV Fort +2, Ref +5, Will +5; Str 2, Dex 16, Con 10, Int 8, Wis 12, Cha 2.

Jorak: Female duergar Drd5; CR 6; Medium humanoid (dwarf); HD 5d8+10; hp 38; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +3; Grp +5; Atk +6 melee (1d6+3/18-20, +1 scimitar), Atk +4 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +7, Ref +3, Will +8; Str 14, Dex 12, Con 14, Int 10, Wis 17, Cha 6.


Skills and Feats: Concentration +11, Handle Animal +3, Heal +5, Knowledge (nature) +4, Listen +7,  Spot +13, Survival +7; Blind-fight, Combat Casting.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar. 


Spells prepared: (5/4/3/2 save DC 13 + spell level; caster level 5th) 0— cure minor wounds, detect magic (2), flare, virtue; 1st—entangle, faerie fire (2), obscuring mist; 2nd—barkskin, brambles, briar web; 3rd—call lightning, spike growth.
Appendix Four – Encounters at APL 10

 Ranzak: Male duergar Wiz9; Medium humanoid (dwarf) CR10; HD 9d4+27, hp 47; Init +5; Spd 20 ft.; AC 16, touch 12, flat-footed 15; Base Atk +4; Grp +3; Atk +3 melee (1d4-1/19-20, dagger) or +5 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +12, Ref +6, Will +11; Str 8, Dex 12, Con 16, Int 22, Wis 12, Cha 4.


Skills and Feats: Concentration +16, Knowledge (arcana) +18, Knowledge (the planes) +14, Listen +9, Sense Motive +3 Spellcraft +21, Spot +10; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Improved Initiative, Iron Will, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +2, amulet of health +2, cloak of resistance +2, ring of protection +1. 


Spells prepared: (4/5/5/4/3/2: save DC 16 + spell level; save DC +1 for Transmutation spells; caster level 9th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—flaming sphere, glitterdust (2), mirror image, see invisible; 3rd—dispel magic (2), haste, slow; 4th—confusion, greater invisibility, solid fog; 5th—improved blink, baleful polymorph.

Rat Familiar: CR 2; Tiny animal; HD 9d8; hp 23; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 20, touch 13, flat-footed 17 (+2 size, +3 Dex, +5 natural); Base Atk +4; Grp -8; Atk +7 melee (1d3-4/20/x2, bite); Full Atk +7 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with animals of its kind, speak with master;  AL N; SV Fort +3, Ref +6, Will +7; Str 2, Dex 17, Con 10, Int 10, Wis 12, Cha 2.

Buhmaan: Duergar Drd5; CR 6; Medium humanoid (dwarf); HD 5d8+10; hp 38; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +3; Grp +5; Atk +6 melee (1d6+3/18-20, +1 scimitar), Atk +4 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +7, Ref +3, Will +8; Str 14, Dex 12, Con 14, Int 10, Wis 17, Cha 6.


Skills and Feats: Concentration +11, Handle Animal +3, Heal +5, Knowledge (nature) +4, Listen +7,  Spot +18, Survival +7; Blind-fight, Combat Casting.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar. 


Spells prepared: (5/4/3/2 save DC 13 + spell level; caster level 5th) 0— cure minor wounds, detect magic (2), flare, virtue; 1st—entangle, faerie fire (2), obscuring mist; 2nd—barkskin, brambles, briar web; 3rd—call lightning, spike growth.

Fighters: Male duergar Ftr3; CR4; Medium humanoid (dwarf); HD 3d10+9, hp 29; Init +2; Spd 20 ft.; AC 19, touch 12, flat-footed 17; Base Atk +3; Grp +5; Atk +5 melee (1d8+2/20/x3, battleaxe; 1d8+3/20/x3, longspear) or +5 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +7, Ref +4, Will +4; Str 15, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +3, Ride +3, Spot +5, Swim -5; Blind-Fight, Close-Quarters Fighting, improved Sunder, Power Attack.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +1, +1 breastplate.

Advanced (13 HD) Greater Barghest: CR 8; large outsider (Evil, Extraplaner, Lawful, Shapechanger); HD 13d8+65; hp 126; Init +7; Spd 40 ft; AC 30, flat-footed 27, touch 12; Base Atk +13; Grp +20; Atk +20 melee (3d6+11/19-20, +1 large greatsword) or +19 melee (1d8+7, bite) or +16 ranged (2d6/19-20, large light crossbow); Full Atk +20/+15/+10 (3d6+11/19-20, +1 large greatsword) and +15 melee (1d8+7, bite) or +19 melee (1d8+7, bite) and +14 melee (1d6+3, 2 claws) or +16/+11/+6 ranged (2d6/19-20 large light crossbow); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, Feed; SQ Change shape, DR 10/magic, Darkvision 60’, Scent; AL LE; SV Fort +13, Ref +11, Will +12; Str 24, Dex 16, Con 20, Int 18, Wis 18, Cha 18.


Skills and Feats: Bluff +16, Climb +17, Concentration +15, Diplomacy +8, Disguise +4(+6 acting), Hide +10, Intimidate +18, Jump +21, Listen +16, Move Silently +14, Sense Motive +16, Spot +16, Survival +16 (+18 following tracks), Tumble +16; Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Track.


Spell-Like Abilities: At will—blink, levitate, misdirection (DC 16), rage (DC 17), invisibility sphere; 1/day—mass bull’s strength, mass enlarge, charm monster (DC 18), crushing despair (DC 18), dimension door. Caster level equals the greater barghest’s HD. The save DCs are Charisma-based.


Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.


A barghest advances in Hit Dice by consuming corpses in this fashion. For every three suitable corpses a barghest devours, it gains 1 Hit Die, and its Strength, Constitution, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally.


The barghest only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A barghest that reaches 9 Hit Dice through feeding immediately becomes a greater barghest upon completion of the act.


Weapons Alignment (Su): A barghest’s natural weapons, as well as any weapons it wields, are treated as evil-aligned and lawful-aligned for the purpose of overcoming damage reduction. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction. Occasionally, a greater barghest uses a magic two-handed weapon in combat instead of its claws, giving it multiple attacks. It can also make one bite attack each round.


Change Shape (Su): A barghest can assume the shape of a goblin or a wolf as a standard action. In goblin form, a barghest cannot use its natural weapons but can wield weapons and wear armor. In wolf form, a barghest loses its claw attacks but retains its bite attack.


Possessions: large greatsword, large greatclub, large light crossbow, quiver of bolts; potion of fly, hat of disguise, +1 mithral breastplate, +1 large greatsword, minor cloak of displacement.


Description: the barghest is in large goblinoid form, and will use its hat of disguise to appear half-fiendish, as in ebony skin and red glowing eyes, in hopes of diverting energy spells away from it

Ulytheniak: male mind flayer Wiz5; CR 13; medium aberration; HD 8d8 + 5d4 + 13 (+13); hp 72 (85); Init +6; Spd 30 ft.; AC:17 (21), flatfooted 15 (19), touch:14; Base Atk:+8; Grp: +9; Atk +10 melee (1d4+1, tentacle); Full Atk +10 (1d4+1, 4 tentacles); SA Mind Blast (Sp), Psionics (Sp), Improved Grab (Ex), Extract (Ex); SQ SR 30, Telepathy (Su) 100 ft., Darkvision (Ex) 60 ft.; AL LE; SV Fort +4 (+5), Ref +5, Will +13; Str 12, Dex 14, Con 14, Int 20, Wis 17, Cha 17 (21).


Skills and Feats: Bluff +12, Concentration +15, Decipher Script +6, Diplomacy +7, Hide +10, Intimidate +9, Knowledge (arcana) +12, Knowledge (dungeoneering) +12, Knowledge (religion) +12, Listen +11, Move Silently +10, Sense Motive +7, Spellcraft +18, Spot +11, Tumble +3; Combat Casting, Empower Spell, Extend Spell, Improved Initiative, Scribe Scroll, Weapon Finesse.


Mind Blast (Sp): This psionic attack is a cone 60 feet long. Anyone caught in this cone must succeed on a DC 17 (DC 19 with cloak) Will save or be stunned for 3d4 rounds. Mind flayers often hunt using this power and then drag off one or two of its stunned victims. The save DC is Charisma-based. This ability is the equivalent of a 4th-level spell.


Psionics (Sp): At will – charm monster (DC 17 (19 with cloak)), detect thoughts (DC 15 (17 with cloak)), levitate, plane shift, suggestion (DC 16 (18 with cloak). Effective caster level 13th. The save DCs are Charisma-based.


Improved Grab (Ex): To use this ability, a mind flayer must hit a Small, Medium, or Large creature with its tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and attaches the tentacle to the opponent’s head. A mind flayer can graph a Huge or larger creature, but only if it can somehow reach the foe’s head.


If a mind flayer begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape a single successful grapple check or an Escape Artist check, but the mind flayer gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn. 


Extract (Ex): A mind flayer that begins its turn with all four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, instantly killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads, such as ettins and hydras.


Possessions:  amulet of health +2, cloak of charisma +4, ring of protection +2, toad familiar, wand of invisibility (3rd-level caster, 50 charges), wand of magic missile (5th-level caster, 50 charges), potion of fly.


Wizard Spells Prepared ( 4 / 4 / 3 / 2): 0 – detect magic, mage hand, ray of frost, resistance; 1st – magic missile (x2), ray of enfeeblement, shield; 2nd – bear`s endurance, extended mage armor, scorching ray; 3rd – dispel magic, haste.


Wizard Spellbook: 0 – acid splash, arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf`s acid arrow, scorching ray; 3rd – dispel magic, haste.

Grebek, male toad; CR 0; diminutive animal; HD 13d8; hp 36; Init +1; Spd 5; AC 18, flat-footed 17, touch 15; SQ Amphibious (Ex), Deliver touch spells, Improved evasion, Low-light vision (Ex), Share spells, Speak with master; AL N; SV Fort + 4, Ref + 5, Will + 12; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.


Skills and Feats: Bluff +12, Concentration +15, Diplomacy +7, Hide +21, Intimidate +9, Listen +11, Move Silently +10, Sense Motive +7, Spot +11; Alertness.

Dahkto: Male duergar Wiz5; Medium humanoid (dwarf) CR6; HD 5d4+10, hp 25; Init +1; Spd 20 ft.; AC 15, touch 11, flat-footed 14; Base Atk +2; Grp +1; Atk +1 melee (1d4-1/19-20, dagger) or +3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +8, Ref +3, Will +6; Str 8, Dex 12, Con 14, Int 19, Wis 12, Cha 4.


Skills and Feats: Concentration +11, Knowledge (arcana) +13, Knowledge (the planes) +11, Listen +7, Spellcraft +15, Spot +8; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, cloak of resistance +1. 


Spells prepared: (4/4/3/2: save DC 14 + spell level; save DC +1 for Transmutation spells; caster level 5th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement, unseen servant; 2nd—glitterdust, mirror image, see invisible; 3rd—dispel magic, slow.

Rat Familiar: CR 1; Tiny animal; HD 5d8; hp 12; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 187, touch 13, flat-footed 15 (+2 size, +3 Dex, +3 natural); Base Atk +2; Grp -10; Atk +5 melee (1d3-4/20/x2, bite); Full Atk +5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with master;  AL N; SV Fort +2, Ref +5, Will +5; Str 2, Dex 16, Con 10, Int 8, Wis 12, Cha 2.
Valdiz Cordek: male human Clr6; CR 6; medium humanoid; HD (6d8)+12; hp 46; Init +5; Spd 20 ft.; AC 23, flatfooted 22, touch 13; Base Atk +4; Grp +6; Atk +8 melee (1d10+4/19-20, +1 human bane heavy flail); Full Atk +8 melee (1d10+4/19-20, +1 human bane heavy flail); SA Rebuke Undead (Su) 8/day (turn level 6) (turn damage 2d6+7), Smite 1/day (Su); SQ: Spontaneous casting; AL: LE; SV: Fort +7, Ref +3, Will +8; Str 14, Dex 12, Con 14, Int 10, Wis 17, Cha 12.


Skills and Feats: Concentration +11, Knowledge (arcana) +4, Knowledge (religion) +5, Spellcraft +9; Combat Casting, Domain Spontaneity (Destruction), Extra Turning (1x), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (heavy flail). 


Domain Spontaneity [General] (Feat from Complete Divine): You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take the feat, it applies to a new domain.


Possessions: +1 full plate, pink ioun stone, +1 human bane heavy flail, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, ring of protection +1, cleric's vestments.


Cleric Spells Prepared: ( 5 / 4+1 / 4+1 / 3+1 ; Base DC = 13 + Spell Level): 0 - cure minor wounds, guidance (2), inflict minor wounds, resistance; 1st - bless, divine favor, * inflict light wounds, protection from good, shield of faith; 2nd - bull's strength, cure moderate wounds, * shatter, spiritual weapon; 3rd - * contagion, dispel magic, magic vestment.


* - Domain Spell; Deity: Hextor; Domains: War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Destruction - You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare the smite before making the attack.

Jorak: Female duergar Drd5; CR 6; Medium humanoid (dwarf); HD 5d8+10; hp 38; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +3; Grp +5; Atk +6 melee (1d6+3/18-20, +1 scimitar), Atk +4 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +7, Ref +3, Will +8; Str 14, Dex 12, Con 14, Int 10, Wis 17, Cha 6.


Skills and Feats: Concentration +11, Handle Animal +3, Heal +5, Knowledge (nature) +4, Listen +7,  Spot +13, Survival +7; Blind-fight, Combat Casting.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar. 


Spells prepared: (5/4/3/2 save DC 13 + spell level; caster level 5th) 0— cure minor wounds, detect magic (2), flare, virtue; 1st—entangle, faerie fire (2), obscuring mist; 2nd—barkskin, brambles, briar web; 3rd—call lightning, spike growth.

Appendix Five – Encounters at APL 12

Ranzak: Male duergar Wiz11; Medium humanoid (dwarf) CR12; HD 11d4+33, hp 58; Init +5; Spd 20 ft.; AC 17, touch 13, flat-footed 16; Base Atk +5; Grp +4; Atk +4 melee (1d4-1/19-20, dagger) or +6 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +12, Ref +6, Will +12; Str 8, Dex 12, Con 16, Int 24, Wis 12, Cha 4.


Skills and Feats: Concentration +18, Knowledge (arcana) +21, Knowledge (the planes) +15, Listen +10, Spellcraft +24, Spot +11; Alertness, Combat Casting, Great Fortitude, Greater Spell Focus (Transmutation), Improved Initiative, Iron Will, Scribe Scroll, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, cloak of resistance +2, ring of protection +2. 


Spells prepared: (4/5/5/5/4/3/2: save DC 17 + spell level; save DC +2 for Transmutation spells; caster level 11th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—flaming sphere, glitterdust (2), mirror image, see invisible; 3rd—dispel magic (2), haste, slow (2); 4th—confusion (2), greater invisibility, solid fog; 5th—improved blink, baleful polymorph (2); 6th—contingency: fly, disintegrate, flesh to stone.

Rat Familiar: CR 3; Tiny animal; HD 11d8; hp 29; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 21, touch 13, flat-footed 18 (+2 size, +3 Dex, +6 natural); Base Atk +5; Grp -7; Atk +8 melee (1d3-4/20/x2, bite); Full Atk +8 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with animals of its kind, speak with master, spell resistance SR16;  AL N; SV Fort +3, Ref +6, Will +8; Str 2, Dex 17, Con 10, Int 11, Wis 12, Cha 2.
Buhmaan: Male duergar Drd7; CR 8; Medium humanoid (dwarf); HD 7d8+14; hp 53; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +5; Grp +7; Atk +8 melee (1d6+3/18-20, +1 scimitar), Atk +6 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +8, Ref +4, Will +10; Str 14, Dex 12, Con 14, Int 10, Wis 19, Cha 6.


Skills and Feats: Concentration +13, Handle Animal +4, Heal +8, Knowledge (nature) +4, Listen +9,  Spot +21, Survival +8; Blind-fight, Combat Casting, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2. 


Spells prepared: (6/5/4/3/2 save DC 14 + spell level; caster level 7th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), obscuring mist; 2nd—barkskin (2), brambles, briar web; 3rd—call lightning, spike growth, wind wall; 4th—dispel magic, languor.

Joyo (animal companion): Female Dire Ape; CR 3; Large Animal; HD 5d8+13; hp 40; Init +2; Spd 30 ft., climb 15 ft.; AC 15 (-1size, +2 Dex, +4 natural, touch 11, flat-footed 13; Base Atk +3; Grp 13; Atk +8 melee (1d6+6/20/x2, claw); Full Atk +8 melee (1d6+6/20/x2, 2 claws) and +3 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Low-light vision, scent; AL Neutral; SV Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +6; Alertness, Toughness


Possessions: .


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.

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

Fighters: Male duergar Ftr5; CR6; Medium humanoid (dwarf); HD 5d10+15, hp 49; Init +2; Spd 20 ft.; AC 19, touch 12, flat-footed 17; Base Atk +5; Grp +9; Atk +9 melee (1d8+4/20/x3, battleaxe; 1d8+6/20/x3, longspear) or +7 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +8, Ref +4, Will +4; Str 18, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +5, Ride +3, Spot +6, Swim -3; Blind-Fight, Close-Quarters Fighting, Improved Sunder, Power Attack, Power Lunge.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +1, +1 breastplate, gauntlets of ogre power +2.
Advanced (17 HD) Greater Barghest: CR 10; large outsider (Evil, Extraplaner, Lawful, Shapechanger); HD 17d8+102; hp 178; Init +7; Spd 40 ft; AC 34, flat-footed 31, touch 12; Base Atk +17; Grp +24; Atk +24 melee (3d6+13/19-20, +1 large greatsword) or +23 melee (1d8+9, bite) or +20 ranged (2d6/19-20, large light crossbow); Full Atk +24/+19/+14/+9 (3d6+13/19-20, +1 large greatsword) and +15 melee (1d8+9, bite) or +19 melee (1d8+7, bite) and +14 melee (1d6+4, 2 claws) or +20/+15/+10/+5 ranged (2d6/19-20 large light crossbow); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, Feed; SQ Change shape, DR 10/magic, Darkvision 60’, Scent; AL LE; SV Fort +17, Ref +13, Will +14; Str 28, Dex 16, Con 24, Int 18, Wis 18, Cha 18.


Skills and Feats: Bluff +20, Climb +19, Concentration +19, Diplomacy +10, Disguise +8(+10 acting), Hide +14, Intimidate +22, Jump +25, Listen +20, Move Silently +18, Sense Motive +20, Spot +20, Survival +20 (+22 following tracks), Tumble +20; Blind-Fight, Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Track.


Spell-Like Abilities: At will—blink, levitate, misdirection (DC 16), rage (DC 17), invisibility sphere; 1/day—mass bull’s strength, mass enlarge, charm monster (DC 18), crushing despair (DC 18), dimension door. Caster level equals the greater barghest’s HD. The save DCs are Charisma-based.


Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.


A barghest advances in Hit Dice by consuming corpses in this fashion. For every three suitable corpses a barghest devours, it gains 1 Hit Die, and its Strength, Constitution, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally.


The barghest only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A barghest that reaches 9 Hit Dice through feeding immediately becomes a greater barghest upon completion of the act.


Weapons Alignment (Su): A barghest’s natural weapons, as well as any weapons it wields, are treated as evil-aligned and lawful-aligned for the purpose of overcoming damage reduction. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction. Occasionally, a greater barghest uses a magic two-handed weapon in combat instead of its claws, giving it multiple attacks. It can also make one bite attack each round.


Change Shape (Su): A barghest can assume the shape of a goblin or a wolf as a standard action. In goblin form, a barghest cannot use its natural weapons but can wield weapons and wear armor. In wolf form, a barghest loses its claw attacks but retains its bite attack.


Possessions: large greatsword, greatclub, large light crossbow, quiver of bolts; potion of fly, hat of disguise, +1 mithral breastplate, +1 large greatsword, minor cloak of displacement.


Description: the barghest is in large goblinoid form, and will use its hat of disguise to appear half-fiendish, as in ebony skin and red glowing eyes, in hopes of diverting energy spells away from it.

Ulytheniak: male mind flayer Wiz5; CR 13; medium aberration; HD 8d8 + 5d4 + 13 (+13); hp 72 (85); Init +6; Spd 30 ft.; AC:17 (21), flatfooted 15 (19), touch:14; Base Atk:+8; Grp: +9; Atk +10 melee (1d4+1, tentacle); Full Atk +10 (1d4+1, 4 tentacles); SA Mind Blast (Sp), Psionics (Sp), Improved Grab (Ex), Extract (Ex); SQ SR 30, Telepathy (Su) 100 ft., Darkvision (Ex) 60 ft.; AL LE; SV Fort +4 (+5), Ref +5, Will +13; Str 12, Dex 14, Con 14, Int 20, Wis 17, Cha 17 (21).


Skills and Feats: Bluff +12, Concentration +15, Decipher Script +6, Diplomacy +7, Hide +10, Intimidate +9, Knowledge (arcana) +12, Knowledge (dungeoneering) +12, Knowledge (religion) +12, Listen +11, Move Silently +10, Sense Motive +7, Spellcraft +18, Spot +11, Tumble +3; Combat Casting, Empower Spell, Extend Spell, Improved Initiative, Scribe Scroll, Weapon Finesse.


Mind Blast (Sp): This psionic attack is a cone 60 feet long. Anyone caught in this cone must succeed on a DC 17 (DC 19 with cloak) Will save or be stunned for 3d4 rounds. Mind flayers often hunt using this power and then drag off one or two of its stunned victims. The save DC is Charisma-based. This ability is the equivalent of a 4th-level spell.


Psionics (Sp): At will – charm monster (DC 17 (19 with cloak)), detect thoughts (DC 15 (17 with cloak)), levitate, plane shift, suggestion (DC 16 (18 with cloak). Effective caster level 13th. The save DCs are Charisma-based.


Improved Grab (Ex): To use this ability, a mind flayer must hit a Small, Medium, or Large creature with its tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and attaches the tentacle to the opponent’s head. A mind flayer can graph a Huge or larger creature, but only if it can somehow reach the foe’s head.


If a mind flayer begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape a single successful grapple check or an Escape Artist check, but the mind flayer gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn. 


Extract (Ex): A mind flayer that begins its turn with all four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, instantly killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads, such as ettins and hydras.


Possessions:  amulet of health +2, cloak of charisma +4, ring of protection +2, toad familiar, wand of invisibility (3rd-level caster, 50 charges), wand of magic missile (5th-level caster, 50 charges), potion of fly.


Wizard Spells Prepared ( 4 / 4 / 3 / 2): 0 – detect magic, mage hand, ray of frost, resistance; 1st – magic missile (x2), ray of enfeeblement, shield; 2nd – bear`s endurance, extended mage armor, scorching ray; 3rd – dispel magic, haste.


Wizard Spellbook: 0 – acid splash, arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf`s acid arrow, scorching ray; 3rd – dispel magic, haste.

Grebek, male toad; CR 0; diminutive animal; HD 13d8; hp 36; Init +1; Spd 5; AC 18, flat-footed 17, touch 15; SQ Amphibious (Ex), Deliver touch spells, Improved evasion, Low-light vision (Ex), Share spells, Speak with master; AL N; SV Fort + 4, Ref + 5, Will + 12; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.


Skills and Feats: Bluff +12, Concentration +15, Diplomacy +7, Hide +21, Intimidate +9, Listen +11, Move Silently +10, Sense Motive +7, Spot +11; Alertness.

Dahkto: Male duergar Wiz11; Medium humanoid (dwarf) CR12; HD 11d4+33, hp 58; Init +5; Spd 20 ft.; AC 17, touch 13, flat-footed 16; Base Atk +5; Grp +4; Atk +4 melee (1d4-1/19-20, dagger) or +6 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +12, Ref +6, Will +12; Str 8, Dex 12, Con 16, Int 24, Wis 12, Cha 4.


Skills and Feats: Concentration +18, Knowledge (arcana) +21, Knowledge (the planes) +15, Listen +10, Spellcraft +24, Spot +11; Alertness, Combat Casting, Energy Substitution (acid), Great Fortitude, Improved Initiative, Iron Will, Scribe Scroll, Still Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, cloak of resistance +2, ring of protection +2. 


Spells prepared: (4/5/5/5/4/3/2: save DC 17 + spell level; caster level 11th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—acid sphere, glitterdust (2), mirror image, see invisible; 3rd—acidball, dispel magic, haste, slow (2); 4th—confusion (2), greater invisibility, solid fog; 5th—improved blink, baleful polymorph, cone of acid; 6th—contingency: fly, disintegrate, flesh to stone.
Rat Familiar: CR 3; Tiny animal; HD 11d8; hp 29; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 21, touch 13, flat-footed 18 (+2 size, +3 Dex, +6 natural); Base Atk +5; Grp -7; Atk +8 melee (1d3-4/20/x2, bite); Full Atk +8 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with animals of its kind, speak with master, spell resistance SR16;  AL N; SV Fort +3, Ref +6, Will +8; Str 2, Dex 17, Con 10, Int 11, Wis 12, Cha 2.
Valdiz Cordek: male human Clr11; CR 11; medium humanoid; HD (11d8)+22; hp 84; Init +5; Spd 20 ft.; AC 23, flatfooted 22, touch 13; Base Atk +8; Grp +10; Atk +12 melee (1d10+4/19-20, +1 human bane heavy flail); Full Atk +12/+7 melee (1d10+4/19-20, +1 human bane heavy flail); SA Rebuke Undead (Su) 8/day (turn level 11) (turn damage 2d6+12), Smite 1/day (Su); SQ Spontaneous casting; AL: LE; SV: Fort +9, Ref +4, Will +11; Str 14, Dex 12, Con 14, Int 10, Wis 18, Cha 12.


Skills and Feats: Concentration +16, Knowledge (arcana) +7, Knowledge (religion) +7, Spellcraft +16; Combat Casting, Divine Vigor, Domain Spontaneity (Destruction), Extra Turning (1x), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (heavy flail). 


Possessions: +1 full plate, pink ioun stone, +1 human bane heavy flail, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, ring of protection +1, ring of resilience, winged boots,  cleric's vestments.


Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.


Domain Spontaneity [General] (Feat from Complete Divine): You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take the feat, it applies to a new domain.

Cleric Spells Prepared: ( 6 / 6+1 / 5+1 / 5+1 / 4+1 / 2+1 / 1+1 ; Base DC = 14 + Spell Level): 0 - cure minor wounds, detect magic, guidance (2), inflict minor wounds, resistance; 1st - bane, bless, divine favor, entropic shield, * inflict light wounds, protection from good, shield of faith; 2nd - aid, bull's strength, cure moderate wounds, hold person, * shatter, spiritual weapon; 3rd - * contagion, dispel magic, invisibility purge, magic circle against good, magic vestment; 4th - death ward, * divine power, freedom of movement, greater magic weapon, spell immunity; 5th - * flame strike, righteous might, slay living; 6th - * blade barrier, harm.


* - Domain Spell; Deity: Hextor; Domains: War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Destruction - You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare the smite before making the attack.

Jorak: Female duergar Drd7; CR 8; Medium humanoid (dwarf); HD 7d8+14; hp 53; Init +1; Spd 20 ft; AC 16, touch 11, flat-footed 15; Base Atk +5; Grp +7; Atk +8 melee (1d6+3/18-20, +1 scimitar), Atk +6 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +8, Ref +4, Will +10; Str 14, Dex 12, Con 14, Int 10, Wis 19, Cha 6.


Skills and Feats: Concentration +13, Handle Animal +4, Heal +8, Knowledge (nature) +4, Listen +9,  Spot +16, Survival +8; Blind-fight, Combat Casting, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2. 


Spells prepared: (6/5/4/3/2 save DC 14 + spell level; caster level 7th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), obscuring mist; 2nd—barkskin (2), brambles, briar web; 3rd—call lightning, spike growth, wind wall; 4th—dispel magic, languor.

Boyo (animal companion): Female Dire Ape; CR 3; Large Animal; HD 5d8+13; hp 40; Init +2; Spd 30 ft., climb 15 ft.; AC 15 (-1size, +2 Dex, +4 natural, touch 11, flat-footed 13; Base Atk +3; Grp 13; Atk +8 melee (1d6+6/20/x2, claw); Full Atk +8 melee (1d6+6/20/x2, 2 claws) and +3 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Low-light vision, scent; AL Neutral; SV Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +6; Alertness, Toughness


Possessions: .


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.

Skills: Dire apes have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.
Fighters: Male duergar Ftr5; CR6; Medium humanoid (dwarf); HD 5d10+15, hp 49; Init +2; Spd 20 ft.; AC 19, touch 12, flat-footed 17; Base Atk +5; Grp +9; Atk +9 melee (1d8+4/20/x3, battleaxe; 1d8+6/20/x3, longspear) or +7 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +8, Ref +4, Will +4; Str 18, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +5, Ride +3, Spot +6, Swim -3; Blind-Fight, Close-Quarters Fighting, Improved Sunder, Power Attack, Power Lunge.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +1, +1 breastplate, gauntlets of ogre power +2.
Appendix Six – Encounters at APL 14

Ranzak: Male duergar Wiz13; Medium humanoid (dwarf) CR14; HD 13d4+39, hp 68; Init +5; Spd 20 ft.; AC 17, touch 13, flat-footed 16; Base Atk +6; Grp +5; Atk +5 melee (1d4-1/19-20, dagger) or +7 ranged (1d4-1/19-20, dagger); Full Atk +5/+0 melee (1d4-1/19-20, dagger) or +7/+2 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +14, Ref +8, Will +14; Str 8, Dex 12, Con 16, Int 25, Wis 12, Cha 4.


Skills and Feats: Concentration +20, Knowledge (arcana) +22, Knowledge (the planes) +15, Listen +12, Sense Motive +7, Spellcraft +25, Spot +12; Alertness, Combat Casting, Eschew Materials, Great Fortitude, Greater Spell Focus (Transmutation), Improved Initiative, Iron Will, Scribe Scroll, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, cloak of resistance +3, ring of protection +2. 


Spells prepared: (4/6/6/6/5/4/3/2: save DC 17 + spell level; save DC +2 for Transmutation spells; caster level 13th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—flaming sphere, glitterdust (2), mirror image, see invisible (2); 3rd—dispel magic (2), fly, haste, slow (2); 4th—confusion (2), greater invisibility (2), solid fog; 5th—improved blink, baleful polymorph (2), Mordenkainen’s private sanctum; 6th—contingency: fly, disintegrate, flesh to stone, repulsion; 7th—forcecage, prismatic spray.
Rat Familiar: CR 4; Tiny animal; HD 13d8; hp 34; Init +4; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 23, touch 14, flat-footed 19 (+2 size, +4 Dex, +7 natural); Base Atk +6; Grp -6; Atk +10 melee (1d3-4/20/x2, bite); Full Atk +10/+5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, scry on familiar, share spells, speak with animals of its kind, speak with master, spell resistance SR18;  AL N; SV Fort +4, Ref +8, Will +9; Str 2, Dex 18, Con 10, Int 12, Wis 12, Cha 2.

Buhmaan: Male duergar Drd9; CR 10; Medium humanoid (dwarf); HD 9d8+18; hp 68; Init +1; Spd 20 ft; AC 17, touch 11, flat-footed 16; Base Atk +6/+1; Grp +9; Atk +9 melee (1d6+3/18-20, +1 scimitar), Atk +7 ranged (1d4+2/20, sling); Full Atk +9/+4 melee (1d6+3/18-20, +1 scimitar) or +7/+2 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +9, Ref +7, Will +12; Str 14, Dex 12, Con 14, Int 10, Wis 20, Cha 6.


Skills and Feats: Concentration +15, Handle Animal +5, Heal +9, Knowledge (nature) +5, Listen +13,  Spot +23, Survival +9; Blind-fight, Combat Casting, Lightning Reflexes, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2, +1 light wooden shield. 


Spells prepared: (6/5/5/4/3/2 save DC 15 + spell level; caster level 9th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), obscuring mist; 2nd—barkskin (2), brambles, briar web, resist energy; 3rd—poison, spike growth, spikes, wind wall; 4th—air walk, dispel magic, languor; 5th—animal growth, call lightning storm.

Joyo (animal companion): Female Dire Ape; CR 4; Large Animal; HD 7d8+17; hp 56; Init +2; Spd 30 ft., climb 15 ft.; AC 23 (+5 breastplate, -1 size, +3 Dex, +6 natural, touch 12, flat-footed 20; Base Atk +5; Grp +15; Atk +10 melee (1d6+6/20/x2, claw); Full Atk +10 melee (1d6+6/20/x2, 2 claws) and +5 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Evasion, low-light vision, scent; AL Neutral; SV Fort +7, Ref +6, Will +6; Str 23, Dex 16, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +8; Alertness,  Blind-fighting, Toughness


Possessions: black breastplate barding.


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.

Skills: Dire apes have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.
Advanced (17 HD) Half-Troll Greater Barghest: CR 12; large giant outsider (Evil, Extraplaner, Lawful, Shapechanger); HD 17d8+102; hp 229; Init +8; Spd 40 ft; AC 39, flat-footed 35, touch 13; Base Atk +17; Grp +24; Atk +27 melee (3d6+13/19-20, +1 large greatsword) or +26 melee (1d8+9, bite) or +20 ranged (2d6/19-20, large light crossbow); Full Atk +27/+22/+17/+12 (3d6+13/19-20, +1 large greatsword) and +18 melee (1d8+9, bite) or +19 melee (1d8+7, bite) and +14 melee (1d6+4, 2 claws) or +20/+15/+10/+5 ranged (2d6/19-20 large light crossbow); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, Feed, Rend (2d6 + 18); SQ Change shape, DR 10/magic, Darkvision 60’, Fast Healing, Scent; AL LE; SV Fort +20, Ref +11, Will +14; Str 34, Dex 18, Con 30, Int 16, Wis 18, Cha 16.


Skills and Feats: Bluff +11, Climb +19, Concentration +23, Diplomacy +10, Disguise +5(+7 acting), Hide +12, Intimidate +11, Jump +19, Listen +12, Move Silently +12, Sense Motive +11, Spot +11, Survival +12 (+13 following tracks), Tumble +11; Blind-Fight, Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Track.


Spell-Like Abilities: At will—blink, levitate, misdirection (DC 15), rage (DC 16), invisibility sphere; 1/day—mass bull’s strength, mass enlarge, charm monster (DC 17), crushing despair (DC 17), dimension door. Caster level equals the greater barghest’s HD. The save DCs are Charisma-based.


Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.


A barghest advances in Hit Dice by consuming corpses in this fashion. For every three suitable corpses a barghest devours, it gains 1 Hit Die, and its Strength, Constitution, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally.


The barghest only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A barghest that reaches 9 Hit Dice through feeding immediately becomes a greater barghest upon completion of the act.


Weapons Alignment (Su): A barghest’s natural weapons, as well as any weapons it wields, are treated as evil-aligned and lawful-aligned for the purpose of overcoming damage reduction. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction. Occasionally, a greater barghest uses a magic two-handed weapon in combat instead of its claws, giving it multiple attacks. It can also make one bite attack each round.


Change Shape (Su): A barghest can assume the shape of a goblin or a wolf as a standard action. In goblin form, a barghest cannot use its natural weapons but can wield weapons and wear armor. In wolf form, a barghest loses its claw attacks but retains its bite attack.


Rend (Ex):  If a half-troll hits with two or more claw attacks against the same opponent, it latches upon the opponent’s body and tears the flesh.  This attack automatically deals an additional amount of damage based on the half-troll’s size.  A half-troll adds 1½ times its Strength modifier to this base rend damage.


Fast Healing (Ex):  A half-troll heals 5 points of damage each round so long as it has at least 1 hit point.  Fast healing does not restore hit points lost from starvation, thirst or suffocation, and it does not allow a half-troll to regrow or reattach lost body parts.


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


Possessions: large greatsword, greatclub, large light crossbow, quiver of bolts; potion of fly, potion of haste,  hat of disguise, +1 mithral breastplate, +1 large greatsword, minor cloak of displacement.

Description: the barghest is in large goblinoid form, and will use its hat of disguise to appear half-fiendish, as in ebony skin and red glowing eyes, in hopes of diverting energy spells away from it.

Fighters: Male duergar Ftr7; CR8; Medium humanoid (dwarf); HD 7d10+21, hp 68; Init +2; Spd 20 ft.; AC 19, touch 12, flat-footed 17; Base Atk +7; Grp +11; Atk +13 melee (1d8+7/20/x3, +1 battleaxe) or Atk +10 (1d8+6/20/x3, longspear) or +7 ranged (1d8/19-20, light crossbow); Full Atk +13/+8 melee (1d8+7/20/x3, +1 battleaxe) or +10/+5 melee (1d8+6/20/x3, longspear) or +9/+4 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +9, Ref +5, Will +5; Str 18, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +5, Listen +4, Ride +3, Spot +7, Swim -3; Blind-Fight, Close-Quarters Fighting, Improved Sunder, Power Attack, Power Lunge, Weapon Focus (battleaxe), Weapon Specialization (Battleaxe).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +1, +1 breastplate, gauntlets of ogre power +2, +1 battleaxe.
Ulytheniak: male mind flayer Wiz5; CR 13; medium aberration; HD 8d8 + 5d4 + 13 (+13); hp 72 (85); Init +6; Spd 30 ft.; AC:17 (21), flatfooted 15 (19), touch:14; Base Atk:+8; Grp: +9; Atk +10 melee (1d4+1, tentacle); Full Atk +10 (1d4+1, 4 tentacles); SA Mind Blast (Sp), Psionics (Sp), Improved Grab (Ex), Extract (Ex); SQ SR 30, Telepathy (Su) 100 ft., Darkvision (Ex) 60 ft.; AL LE; SV Fort +4 (+5), Ref +5, Will +13; Str 12, Dex 14, Con 14, Int 20, Wis 17, Cha 17 (21).


Skills and Feats: Bluff +12, Concentration +15, Decipher Script +6, Diplomacy +7, Hide +10, Intimidate +9, Knowledge (arcana) +12, Knowledge (dungeoneering) +12, Knowledge (religion) +12, Listen +11, Move Silently +10, Sense Motive +7, Spellcraft +18, Spot +11, Tumble +3; Combat Casting, Empower Spell, Extend Spell, Improved Initiative, Scribe Scroll, Weapon Finesse.


Mind Blast (Sp): This psionic attack is a cone 60 feet long. Anyone caught in this cone must succeed on a DC 17 (DC 19 with cloak) Will save or be stunned for 3d4 rounds. Mind flayers often hunt using this power and then drag off one or two of its stunned victims. The save DC is Charisma-based. This ability is the equivalent of a 4th-level spell.


Psionics (Sp): At will – charm monster (DC 17 (19 with cloak)), detect thoughts (DC 15 (17 with cloak)), levitate, plane shift, suggestion (DC 16 (18 with cloak). Effective caster level 13th. The save DCs are Charisma-based.


Improved Grab (Ex): To use this ability, a mind flayer must hit a Small, Medium, or Large creature with its tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and attaches the tentacle to the opponent’s head. A mind flayer can graph a Huge or larger creature, but only if it can somehow reach the foe’s head.


If a mind flayer begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape a single successful grapple check or an Escape Artist check, but the mind flayer gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn. 


Extract (Ex): A mind flayer that begins its turn with all four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, instantly killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads, such as ettins and hydras.


Possessions:  amulet of health +2, cloak of charisma +4, ring of protection +2, toad familiar, wand of invisibility (3rd-level caster, 50 charges), wand of magic missile (5th-level caster, 50 charges), potion of fly.


Wizard Spells Prepared ( 4 / 4 / 3 / 2): 0 – detect magic, mage hand, ray of frost, resistance; 1st – magic missile (x2), ray of enfeeblement, shield; 2nd – bear`s endurance, extended mage armor, scorching ray; 3rd – dispel magic, haste.


Wizard Spellbook: 0 – acid splash, arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf`s acid arrow, scorching ray; 3rd – dispel magic, haste.

Grebek, male toad; CR 0; diminutive animal; HD 13d8; hp 36; Init +1; Spd 5; AC 18, flat-footed 17, touch 15; SQ Amphibious (Ex), Deliver touch spells, Improved evasion, Low-light vision (Ex), Share spells, Speak with master; AL N; SV Fort + 4, Ref + 5, Will + 12; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.


Skills and Feats: Bluff +12, Concentration +15, Diplomacy +7, Hide +21, Intimidate +9, Listen +11, Move Silently +10, Sense Motive +7, Spot +11; Alertness.

Dahkto: Male duergar Wiz13; Medium humanoid (dwarf) CR14; HD 13d4+39, hp 68; Init +5; Spd 20 ft.; AC 17, touch 13, flat-footed 16; Base Atk +6; Grp +5; Atk +5 melee (1d4-1/19-20, dagger) or +7 ranged (1d4-1/19-20, dagger); Full Atk +5/+0 melee (1d4-1/19-20, dagger) or +7/+2 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +14, Ref +8, Will +14; Str 8, Dex 12, Con 16, Int 25, Wis 12, Cha 4.


Skills and Feats: Concentration +20, Knowledge (arcana) +22, Knowledge (the planes) +15, Listen +12, Sense Motive +7, Spellcraft +25, Spot +12; Alertness, Combat Casting, Energy Substitution (acid), Eschew Materials, Great Fortitude, Improved Initiative, Iron Will, Scribe Scroll, Silent Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, cloak of resistance +3, ring of protection +2. 


Spells prepared: (4/6/6/6/5/4/3/2: save DC 17 + spell level; caster level 13th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—acid sphere, glitterdust (2), mirror image, see invisible (2); 3rd—acidball, dispel magic, fly, haste, slow (2); 4th—confusion (2), greater invisibility (2), solid fog; 5th—improved blink, baleful polymorph, cone of acid, Mordenkainen’s private sanctum; 6th—contingency: fly, disintegrate, flesh to stone, repulsion; 7th—forcecage, prismatic spray.
Rat Familiar: CR 4; Tiny animal; HD 13d8; hp 34; Init +4; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 23, touch 14, flat-footed 19 (+2 size, +4 Dex, +7 natural); Base Atk +6; Grp -6; Atk +10 melee (1d3-4/20/x2, bite); Full Atk +10/+5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, scry on familiar, share spells, speak with animals of its kind, speak with master, spell resistance SR18;  AL N; SV Fort +4, Ref +8, Will +9; Str 2, Dex 18, Con 10, Int 12, Wis 12, Cha 2.

Valdiz Cordek: male human Clr13; CR 13; medium humanoid; HD (13d8)+26; hp 99; Init +5; Spd 20 ft.; AC 23, flatfooted 22, touch 13; Base Atk +9; Grp +11; Atk +13 melee (1d10+4/19-20, +1 human bane heavy flail); Full Atk +13/+8 melee (1d10+4/19-20, +1 human bane heavy flail); SA Rebuke Undead (Su) 8/day (turn level 13) (turn damage 2d6+14), Smite 1/day (Su); SQ Spontaneous casting; AL: LE; SV: Fort +10, Ref +5, Will +12; Str 14, Dex 12, Con 14, Int 10, Wis 19, Cha 12.


Skills and Feats: Concentration +18, Knowledge (arcana) +8, Knowledge (religion) +8, Spellcraft +18; Combat Casting, Divine Vigor, Domain Spontaneity, Extra Turning (1x), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (heavy flail). 


Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.


Domain Spontaneity [General] (Feat from Complete Divine): You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take the feat, it applies to a new domain.


Possessions: +1 full plate, pink ioun stone, +1 human bane heavy flail, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, ring of protection +1, ring of resilience, winged boots, cleric's vestments.


Cleric Spells Prepared: ( 6 / 6+1 / 6+1 / 5+1 / 5+1 / 3+1 / 2+1 / 1+1 ; Base DC = 14 + Spell Level): 0 - cure minor wounds, detect magic, guidance (2), inflict minor wounds, resistance; 1st - bane, bless, divine favor, entropic shield, * inflict light wounds, protection from good, shield of faith; 2nd - aid, bull's strength, cure moderate wounds, hold person (2), * shatter, spiritual weapon; 3rd - * contagion, dispel magic (2), invisibility purge, magic circle against good, magic vestment; 4th - death ward, * divine power, freedom of movement, greater magic weapon, spell immunity, weapon of the deity; 5th - * flame strike, righteous might, slay living, spell resistance; 6th - antilife shell, * blade barrier, harm; 7th - blasphemy, * disintegrate.


* - Domain Spell; Deity: Hextor; Domains: War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Destruction - You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare the smite before making the attack. 

Sir Muert Drago: Male human (Ur-Flan) death knight Ftr7/BlkGd3; CR13; medium undead; HD (10d12); hp 90; Init +5; Spd 20ft.; AC 26 (+1 Dex, +8 mithral full plate, +2 enhancement, +5 natural), touch 11, flat-footed 25; Base Atk +10; Grp +15; Atk +15 touch (1d8+1 plus 1 point Con), or +18 melee (2d6+10/19-20/x2, +3 adamantine greatsword), or +11 ranged (1d10/19-20/x2, heavy crossbow); Full Atk +15/+10 touch (1d8+1 plus 1 point Con), or +18/+13 melee (2d6+10/ 19-20/x2, +3 adamantine greatsword), or +11 ranged (1d10/19-20/x2, heavy crossbow); SA Abyssal blast, Constitution damage, fear aura 15 ft., smite good 1/day, command undead 3/day; SQ Aura of despair, dark blessing, detect good, DR 15/magic, immunities, poison use, SR 20, summon mount, turn immunity, undead followers, undead traits; AL: LE; SV Fort +9, Ref +5, Will +6; Str 20, Dex 13, Con -, Int 13, Wis 14, Cha 12.


Skills and Feats: Climb +3, Diplomacy +6, Handle Animal +4, Hide +1, Intimidate +5, Jump +3, Knowledge (religion) +2, Listen +3, Ride (horse) +6, Spot +7; Cleave, Combat Brute, Combat Expertise, Divine Vigor, Dodge, Improved Sunder, Mobility, Power Attack, Spring Attack.

Combat Brute [Tactical]: Feat from Complete Warrior): You employ strength and leverage to great effect in battle.


Prerequisite: Improved Sunder, Power Attack, base attack bonus +6.


Benefit: The Combat Brute feat enables the use of three tactical maneuvers.


Advancing Blows: To use this maneuver, you must make a successful bull rush attempt against a foe. During the next round, all you attacks against that foe gain a +1 bonus on attack and damage rolls for each square your bull rush moved that foe. For example, if you pushed an orc back 10 (2 squares) feet with a bull rush, you would gain a +2 bonus on attack and damage rolls against that orc on the following round. 


Sundering Cleave: To use this maneuver, you must destroy a foe’s weapon or shield with a successful sunder attempt (see page 158 of the Player’s Handbook). If you do so, you gain an immediate additional melee attack against the foe. The additional attack is with the same weapon and at the same attack bonus as the attack that destroyed the weapon or shield.


Momentum Swing: To use this maneuver, you must charge a foe in the first round, and you must make an attack using your Power Attack feat in the second round. The penalty you take on your attack roll must be -5 or worse. The attacks during the second round gain a bonus equal to your attack roll penalty x 1-1/2, or x 3 if you’re using a two-handed weapon or a one-handed weapon wielded in two hands. For instance, if you choose to take a -6 penalty on your attack roll, you can deal an extra 9 points of damage, or an extra 18 points if you’re using a two-handed weapon or a one-handed weapon wielded in two hands.

Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.

Abyssal blast (Su): Once per day, a death knight can unleash a blast of eldritch fire. The blast fills a 20-foot-radius spread anywhere within a range of 400 feet + 40 feet per HD of the death knight. The blast deals 1d6 points of damage per HD of the death knight (maximum 20d6), Half of the damage is fire damage, but the rest results directly from divine power and is therefore not subject to being reduced by protection from elements (fire), fire shield (chill shield), or similar magic. A Reflex save (DC10 +1/2 death knight’s HD + death knight’s Charisma modifier) reduces the damage by half. (Sir Muert Drago’s blast is 10d6, SV Ref DC 16 for half damage.)

Constitution Damage (Su): Death knights usually fight with martial weapons, but if disarmed they will use a touch attack. The death knight’s touch attack uses negative energy to deal damage equal to 1d8 + the death knight’s Charisma bonus to living creatures. Each successful touch attack also deals 1 point of Constitution damage. A Will save (DC 10 + ½ death knight’s HD + death knight’s Charisma modifier) reduces the damage by half and negates the Constitution damage. Characters with natural attacks can use their natural weaponry or use the touch attack, as they prefer.


Fear Aura (Su): Death Knights are shrouded in a dreadful aura of death and evil. Creatures of less than 5 HD within 15 feet of a death knight must succeed at a Will save (DC 10 + ½ death knight’s HD + death knight’s Charisma modifier) or be affected as though by a fear spell cast by a sorcerer of the death knight’s level.


Undead Followers (Su): A death knight attracts lesser undead creatures that happen to exist within a 200-mile radius. It may have up to twice its levels in Hit Dice of followers. The followers arrive monthly in the following increments: 1d6 ghouls, 1d4 ghasts, 1d12 medium skeletons, 1d4 wights, or 1d8 medium zombies once per week until destroyed. These creatures are in addition to any undead creatures the death knight might be able to command or rebuke as a class ability.


Immunities (Ex): Death knights are immune to cold, electricity, and polymorph in addition to those immunities possessed by undead.


Summon Mount (Su): A death knight has the ability to summon a mount, typically a nightmare, though it may be of any other species normally used as a mount. The mount may have no more Hit Dice than half the death knight’s levels. If the mount is lost or killed, the death knight may summon another one after a year and a day.


Turn Immunity (Ex): A death knight cannot be turned. It can be banished with holy word, however, just as if it were an evil outsider. (The banished death knight returns to the play of the evil god it serves.)


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Aura of Evil (Ex): The power of a blackguard’s aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.


Detect Good (Sp): At will, a blackguard can use detect good as a spell-like ability, duplicating the effect of the detect good spell.


Poison Use: Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.


Dark Blessing (Su): A blackguard applies his Charisma modifier (if positive) as a bonus on all saving throws.


Smite Good (Su): Once a day, a blackguard of 2nd level or higher may attempt to smite good with one normal melee attack.

He adds his Charisma modifier (if positive) to his attack roll and deals 1 extra point of damage per class level. If a blackguard accidentally smites a creature that is not good, the smite has no effect but it is still used up for that day.

At 5th level, and again at 10th level, a blackguard may smite good one additional time per day.


Aura of Despair (Su): Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 10 feet of him to take a –2 penalty on all saving throws.


Command Undead (Su): When a blackguard reaches 3rd level, he gains the supernatural ability to command and rebuke undead. He commands undead as would a cleric of two levels lower.

Blackguard Spells Prepared: 1st—corrupt weapon, divine sacrifice; 2nd—bull’s strength.

Possessions: +2 mithral full plate armor, +3 adamantine greatsword, potion of fly, potion of displacement, potion of haste, greatsword, heavy crossbow, locking gauntlet.

Jorak: Female duergar Drd9; CR 10; Medium humanoid (dwarf); HD 9d8+18; hp 68; Init +1; Spd 20 ft; AC 17, touch 11, flat-footed 16; Base Atk +6/+1; Grp +9; Atk +9 melee (1d6+3/18-20, +1 scimitar), Atk +7 ranged (1d4+2/20, sling); Full Atk +9/+4 melee (1d6+3/18-20, +1 scimitar) or +7/+2 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +9, Ref +7, Will +12; Str 14, Dex 12, Con 14, Int 10, Wis 20, Cha 6.


Skills and Feats: Concentration +15, Handle Animal +5, Heal +9, Knowledge (nature) +5, Listen +13,  Spot +18, Survival +9; Blind-fight, Combat Casting, Lightning Reflexes, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2, +1 light wooden shield. 


Spells prepared: (6/5/5/4/3/2 save DC 15 + spell level; caster level 9th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), obscuring mist; 2nd—barkskin (2), brambles, briar web, resist energy; 3rd—poison, spike growth, spikes, wind wall; 4th—air walk, dispel magic, languor; 5th—animal growth, call lightning storm.

Boyo (animal companion): Female Dire Ape; CR 4; Large Animal; HD 7d8+17; hp 56; Init +2; Spd 30 ft., climb 15 ft.; AC 23 (+5 breastplate, -1 size, +3 Dex, +6 natural, touch 12, flat-footed 20; Base Atk +5; Grp +15; Atk +10 melee (1d6+6/20/x2, claw); Full Atk +10 melee (1d6+6/20/x2, 2 claws) and +5 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Evasion, low-light vision, scent; AL Neutral; SV Fort +7, Ref +6, Will +6; Str 23, Dex 16, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +8; Alertness,  Blind-fighting, Toughness


Possessions: black breastplate barding.


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.


Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.


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

Appendix Seven – Encounters at APL 16

Ranzak: Male duergar Wiz15; Medium humanoid (dwarf) CR16; HD 15d4+45, hp 79; Init +5; Spd 20 ft.; AC 19, touch 15, flat-footed 17; Base Atk +7; Grp +6; Atk +6 melee (1d4-1/19-20, dagger) or +9 ranged (1d4-1/19-20, dagger); Full Atk +6/+1 melee (1d4-1/19-20, dagger) or +8/+3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +15, Ref +12, Will +15; Str 8, Dex 14, Con 16, Int 25, Wis 12, Cha 4.


Skills and Feats: Concentration +22, Knowledge (arcana) +22, Knowledge (nature) +11, Knowledge (the planes) +15, Listen +13, Sense Motive +9, Spellcraft +25, Spot +13; Alertness, Combat Casting, Eschew Materials, Great Fortitude, Greater Spell Focus (Transmutation), Improved Familiar, Improved Initiative, Iron Will, Lightning Reflexes, Scribe Scroll, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, gloves of dexterity +2, lesser metamagic rod of quicken spell, cloak of resistance +3, ring of protection +3. 


Spells prepared: (4/6/6/6/5/5/4/3/2: save DC 17 + spell level; save DC +2 for Transmutation spells; caster level 13th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—flaming sphere, glitterdust (2), mirror image, see invisible (2); 3rd—dispel magic (2), fly, haste, slow (2); 4th—confusion (2), greater invisibility (2), solid fog; 5th—improved blink, baleful polymorph (2), hold monster, Mordenkainen’s private sanctum; 6th—contingency: fly, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage, prismatic spray, spell turning; 8th—Bigby’s clenched fist, Otto’s irresistible dance.
Rat Familiar: CR 4; Tiny animal; HD 15d8; hp 39; Init +4; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 24, touch 14, flat-footed 20 (+2 size, +4 Dex, +8 natural); Base Atk +7; Grp -5; Atk +11 melee (1d3-4/20/x2, bite); Full Atk +11/+6 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, scry on familiar, share spells, speak with animals of its kind, speak with master, spell resistance SR20;  AL N; SV Fort +5, Ref +9, Will +10; Str 2, Dex 18, Con 10, Int 13, Wis 12, Cha 2.
Buhmaan: Male duergar Drd11; CR 12; Medium humanoid (dwarf); HD 11d8+22; hp 83; Init +1; Spd 20 ft; AC 18, touch 12, flat-footed 17; Base Atk +8/+3; Grp +10; Atk +11 melee (1d6+3/18-20, +1 scimitar), Atk +9 ranged (1d4+2/20, sling); Full Atk +11/+6 melee (1d6+3/18-20, +1 scimitar) or +9/+4 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +10, Ref +7, Will +13; Str 14, Dex 12, Con 14, Int 10, Wis 20, Cha 6.


Skills and Feats: Concentration +17, Handle Animal +5, Heal +9, Knowledge (nature) +7, Listen +14,  Spot +26, Survival +9; Blind-fight, Combat Casting, Lightning Reflexes, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2, +1 light wooden shield, ring of protection +1. 


Spells prepared: (6/6/5/5/4/3/1 save DC 15 + spell level; caster level 11th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), longstrider, obscuring mist; 2nd—barkskin (2), brambles, briar web, resist energy; 3rd—poison, spike growth, spikes, wind wall; 4th—air walk, dispel magic, flame strike, languor; 5th—animal growth, baleful polymorph,  call lightning storm; 6th--cometfall.

Joyo (animal companion): Female Dire Ape; CR 4; Large Animal; HD 7d8+17; hp 56; Init +2; Spd 30 ft., climb 15 ft.; AC 23 (+5 breastplate, -1 size, +3 Dex, +6 natural, touch 12, flat-footed 20; Base Atk +5; Grp +15; Atk +10 melee (1d6+6/20/x2, claw); Full Atk +10 melee (1d6+6/20/x2, 2 claws) and +5 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Evasion, low-light vision, scent; AL Neutral; SV Fort +9, Ref +8, Will +8; Str 23, Dex 16, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +8; Alertness,  Blind-fighting, Toughness


Possessions: black breastplate barding, collar of resistance +2.


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.

Skills: Dire apes have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.
Advanced (17 HD) Half-Troll Greater Barghest: CR 12; large giant outsider (Evil, Extraplaner, Lawful, Shapechanger); HD 17d8+102; hp 229; Init +8; Spd 40 ft; AC 39, flat-footed 35, touch 13; Base Atk +17; Grp +24; Atk +27 melee (3d6+13/19-20, +1 large greatsword) or +26 melee (1d8+9, bite) or +20 ranged (2d6/19-20, large light crossbow); Full Atk +27/+22/+17/+12 (3d6+13/19-20, +1 large greatsword) and +18 melee (1d8+9, bite) or +19 melee (1d8+7, bite) and +14 melee (1d6+4, 2 claws) or +20/+15/+10/+5 ranged (2d6/19-20 large light crossbow); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, Feed, Rend (2d6 + 18); SQ Change shape, DR 10/magic, Darkvision 60’, Fast Healing, Scent; AL LE; SV Fort +20, Ref +11, Will +14; Str 34, Dex 18, Con 30, Int 16, Wis 18, Cha 16.


Skills and Feats: Bluff +11, Climb +19, Concentration +23, Diplomacy +10, Disguise +5 (+7 acting), Hide +12, Intimidate +11, Jump +19, Listen +12, Move Silently +12, Sense Motive +11, Spot +11, Survival +12 (+13 following tracks), Tumble +11; Blind-Fight, Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Track.


Spell-Like Abilities: At will—blink, levitate, misdirection (DC 15), rage (DC 16), invisibility sphere; 1/day—mass bull’s strength, mass enlarge, charm monster (DC 17), crushing despair (DC 17), dimension door. Caster level equals the greater barghest’s HD. The save DCs are Charisma-based.


Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.


A barghest advances in Hit Dice by consuming corpses in this fashion. For every three suitable corpses a barghest devours, it gains 1 Hit Die, and its Strength, Constitution, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally.


The barghest only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A barghest that reaches 9 Hit Dice through feeding immediately becomes a greater barghest upon completion of the act.


Weapons Alignment (Su): A barghest’s natural weapons, as well as any weapons it wields, are treated as evil-aligned and lawful-aligned for the purpose of overcoming damage reduction. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction. Occasionally, a greater barghest uses a magic two-handed weapon in combat instead of its claws, giving it multiple attacks. It can also make one bite attack each round.


Change Shape (Su): A barghest can assume the shape of a goblin or a wolf as a standard action. In goblin form, a barghest cannot use its natural weapons but can wield weapons and wear armor. In wolf form, a barghest loses its claw attacks but retains its bite attack.


Rend (Ex):  If a half-troll hits with two or more claw attacks against the same opponent, it latches upon the opponent’s body and tears the flesh.  This attack automatically deals an additional amount of damage based on the half-troll’s size.  A half-troll adds 1½ times its Strength modifier to this base rend damage.


Fast Healing (Ex):  A half-troll heals 5 points of damage each round so long as it has at least 1 hit point.  Fast healing does not restore hit points lost from starvation, thirst or suffocation, and it does not allow a half-troll to regrow or reattach lost body parts.


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


Possessions: large greatsword, greatclub, large light crossbow, quiver of bolts; potion of fly, potion of haste,  hat of disguise, +1 mithral breastplate, +1 large greatsword, minor cloak of displacement.

Description: the barghest is in large goblinoid form, and will use its hat of disguise to appear half-fiendish, as in ebony skin and red glowing eyes, in hopes of diverting energy spells away from it.

Fighters: Male duergar Ftr9; CR10; Medium humanoid (dwarf); HD 9d10+27, hp 88; Init +2; Spd 20 ft.; AC 20, touch 12, flat-footed 18; Base Atk +9; Grp +13; Atk +15 melee (1d8+7/20/x3, +1 battleaxe) or Atk +12 (1d8+6/20/x3, longspear) or +11 ranged (1d8/19-20, light crossbow); Full Atk +15/+10 melee (1d8+7/20/x3, +1 battleaxe) or +12/+7 melee (1d8+6/20/x3, longspear) or +11/+6 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +12, Ref +7, Will +7; Str 19, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +5, Listen +7, Ride +3, Spot +10, Swim -3; Alertness, Blind-Fight, Close-Quarters Fighting, Combat Reflexes, Improved Sunder, Power Attack, Power Lunge, Weapon Focus (battleaxe), Weapon Specialization (Battleaxe).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +2, +2 breastplate, gauntlets of ogre power +2, +1 battleaxe.
Ulytheniak: male mind flayer Wiz7; CR 13; medium aberration; HD 8d8 + 7d4 + 15 (+15); hp 82 (97); Init +6; Spd 30 ft.; AC:17 (21), flatfooted 15 (19), touch:14; Base Atk:+9; Grp: +10; Atk +11 melee (1d4+1, tentacle); Full Atk +11 (1d4+1, 4 tentacles); SA Mind Blast (Sp), Psionics (Sp), Improved Grab (Ex), Extract (Ex); SQ SR 32, Telepathy (Su) 100 ft., Darkvision (Ex) 60 ft.; AL LE; SV Fort +5 (+6), Ref +6, Will +14; Str 12, Dex 14, Con 14, Int 20, Wis 17, Cha 17 (21).


Skills and Feats: Bluff +12, Concentration +17, Decipher Script +10, Diplomacy +7, Hide +10, Intimidate +9, Knowledge (arcana) +14, Knowledge (dungeoneering) +14, Knowledge (religion) +14, Listen +11, Move Silently +10, Sense Motive +7, Spellcraft +20, Spot +11, Tumble +3; Combat Casting, Empower Spell, Extend Spell, Improved Initiative, Leadership, Scribe Scroll, Weapon Finesse.


Mind Blast (Sp): This psionic attack is a cone 60 feet long. Anyone caught in this cone must succeed on a DC 17 (DC 19 with cloak) Will save or be stunned for 3d4 rounds. Mind flayers often hunt using this power and then drag off one or two of its stunned victims. The save DC is Charisma-based. This ability is the equivalent of a 4th-level spell.


Psionics (Sp): At will – charm monster (DC 17 (19 with cloak)), detect thoughts (DC 15 (17 with cloak)), levitate, plane shift, suggestion (DC 16 (18 with cloak). Effective caster level 15th. The save DCs are Charisma-based.


Improved Grab (Ex): To use this ability, a mind flayer must hit a Small, Medium, or Large creature with its tentacle attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and attaches the tentacle to the opponent’s head. A mind flayer can graph a Huge or larger creature, but only if it can somehow reach the foe’s head.


If a mind flayer begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape a single successful grapple check or an Escape Artist check, but the mind flayer gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn. 


Extract (Ex): A mind flayer that begins its turn with all four tentacles attached and that makes a successful grapple check automatically extracts the opponent’s brain, instantly killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. It is not instantly fatal to foes with multiple heads, such as ettins and hydras.


Possessions:  amulet of health +2, cloak of charisma +4, ring of protection +2, scroll of cloudkill, toad familiar, wand of invisibility (3rd-level caster, 50 charges), wand of magic missile (5th-level caster, 50 charges), potion of fly.


Wizard Spells Prepared ( 4 / 5 / 4 / 3 / 2): 0 – detect magic, mage hand, ray of frost, resistance; 1st – expeditious retreat, magic missile (x2), ray of enfeeblement, shield; 2nd – bear`s endurance, extended mage armor, glitterdust, scorching ray; 3rd – dispel magic, displacement, haste; 4th – greater invisibility, solid fog.


Wizard Spellbook: 0 – acid splash, arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, message, open/close, prestidigitation, ray of frost, read magic, resistance, touch of fatigue; 1st – burning hands, enlarge person, expeditious retreat, feather fall, mage armor, magic missile, protection from good, ray of enfeeblement, shield, shocking grasp; 2nd – bear`s endurance, glitterdust, Melf`s acid arrow, scorching ray; 3rd – dispel magic, displacement, greater magic weapon, haste; 4th- greater invisibility, solid fog.

Grebek, male toad; CR 0; diminutive animal; HD 15d8; hp 40; Init +1; Spd 5; AC 19, flat-footed 18, touch 15; SQ Amphibious (Ex), Deliver touch spells, Improved evasion, Low-light vision (Ex), Share spells, Speak with master, Speak with animals of its kind; AL N; SV Fort + 4, Ref + 5, Will + 12; Str 1, Dex 12, Con 11, Int 9, Wis 14, Cha 4.


Skills and Feats: Bluff +12, Concentration +15, Diplomacy +7, Hide +21, Intimidate +9, Listen +11, Move Silently +10, Sense Motive +7, Spot +11; Alertness.

Dahkto: Male duergar Wiz15; Medium humanoid (dwarf) CR16; HD 15d4+45, hp 79; Init +5; Spd 20 ft.; AC 19, touch 15, flat-footed 17; Base Atk +7; Grp +6; Atk +6 melee (1d4-1/19-20, dagger) or +9 ranged (1d4-1/19-20, dagger); Full Atk +6/+1 melee (1d4-1/19-20, dagger) or +8/+3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +15, Ref +12, Will +15; Str 8, Dex 14, Con 16, Int 25, Wis 12, Cha 4.


Skills and Feats: Concentration +22, Knowledge (arcana) +22, Knowledge (nature) +11, Knowledge (the planes) +15, Listen +13, Sense Motive +9, Spellcraft +25, Spot +13; Alertness, Combat Casting, Energy Substitution (acid), Eschew Materials, Great Fortitude, Improved Familiar, Improved Initiative, Iron Will, Lightning Reflexes, Scribe Scroll, Still Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, gloves of dexterity +2, lesser metamagic rod of maximize spell, cloak of resistance +3, ring of protection +3. 


Spells prepared: (4/6/6/6/5/5/4/3/2: save DC 17 + spell level; caster level 13th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—acid sphere, glitterdust (2), mirror image, see invisible (2); 3rd—acidball (3), fly, haste, slow (2); 4th—confusion (2), greater invisibility (2), solid fog; 5th—improved blink, baleful polymorph (2), hold monster, Mordenkainen’s private sanctum; 6th—contingency: fly, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage, prismatic spray, spell turning; 8th—Bigby’s clenched fist, Otto’s irresistible dance.
Rat Familiar: CR 4; Tiny animal; HD 15d8; hp 39; Init +4; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 24, touch 14, flat-footed 20 (+2 size, +4 Dex, +8 natural); Base Atk +7; Grp -5; Atk +11 melee (1d3-4/20/x2, bite); Full Atk +11/+6 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, scry on familiar, share spells, speak with animals of its kind, speak with master, spell resistance SR20;  AL N; SV Fort +5, Ref +9, Will +10; Str 2, Dex 18, Con 10, Int 13, Wis 12, Cha 2.
Sir Muert Drago: Male human(Ur-Flan) death knight Ftr7/BlkGd3; CR13; medium undead; HD (10d12); hp 90; Init +5; Spd 20ft.; AC 26 (+1 Dex, +8 mithral full plate, +2 enhancement, +5 natural), touch 11, flat-footed 25; Base Atk +10; Grp +15; Atk +15 touch (1d8+1 plus 1 point Con), or +18 melee (2d6+10/19-20/x2, +3 adamantine greatsword), or +11 ranged (1d10/19-20/x2, heavy crossbow); Full Atk +15/+10 touch (1d8+1 plus 1 point Con), or +18/+13 melee (2d6+10/ 19-20/x2, +3 adamantine greatsword), or +11 ranged (1d10/19-20/x2, heavy crossbow); SA Abyssal blast, Constitution damage, fear aura 15 ft., smite good 1/day, command undead 3/day; SQ Aura of despair, dark blessing, Darkvision 60 ft., detect good, DR 15/magic, immunities, poison use, SR 20, summon mount, turn immunity, undead followers, undead traits; AL: LE; SV Fort +9, Ref +5, Will +6; Str 20, Dex 13, Con -, Int 13, Wis 14, Cha 12.


Skills and Feats: Climb +3, Diplomacy +6, Handle Animal +4, Hide +1, Intimidate +5, Jump +3, Knowledge (religion) +2, Listen +3, Ride (horse) +6, Spot +7; Cleave, Combat Brute, Combat Expertise, Divine Vigor, Dodge, Improved Sunder, Mobility, Power Attack, Spring Attack.


Combat Brute [Tactical]: Feat from Complete Warrior): You employ strength and leverage to great effect in battle.


Prerequisite: Improved Sunder, Power Attack, base attack bonus +6.


Benefit: The Combat Brute feat enables the use of three tactical maneuvers.


Advancing Blows: To use this maneuver, you must make a successful bull rush attempt against a foe. During the next round, all you attacks against that foe gain a +1 bonus on attack and damage rolls for each square your bull rush moved that foe. For example, if you pushed an orc back 10 (2 squares) feet with a bull rush, you would gain a +2 bonus on attack and damage rolls against that orc on the following round. 


Sundering Cleave: To use this maneuver, you must destroy a foe’s weapon or shield with a successful sunder attempt (see page 158 of the Player’s Handbook). If you do so, you gain an immediate additional melee attack against the foe. The additional attack is with the same weapon and at the same attack bonus as the attack that destroyed the weapon or shield.


Momentum Swing: To use this maneuver, you must charge a foe in the first round, and you must make an attack using your Power Attack feat in the second round. The penalty you take on your attack roll must be -5 or worse. The attacks during the second round gain a bonus equal to your attack roll penalty x 1-1/2, or x 3 if you’re using a two-handed weapon or a one-handed weapon wielded in two hands. For instance, if you choose to take a -6 penalty on your attack roll, you can deal an extra 9 points of damage, or an extra 18 points if you’re using a two-handed weapon or a one-handed weapon wielded in two hands.

Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.



Abyssal blast (Su): Once per day, a death knight can unleash a blast of eldritch fire. The blast fills a 20-foot-radius spread anywhere within a range of 400 feet + 40 feet per HD of the death knight. The blast deals 1d6 points of damage per HD of the death knight (maximum 20d6), Half of the damage is fire damage, but the rest results directly from divine power and is therefore not subject to being reduced by protection from elements (fire), fire shield (chill shield), or similar magic. A Reflex save (DC10 +1/2 death knight’s HD + death knight’s Charisma modifier) reduces the damage by half. (Sir Muert Drago’s blast is 10d6, SV Ref DC 16 for half damage.)

Constitution Damage (Su): Death knights usually fight with martial weapons, but if disarmed they will use a touch attack. The death knight’s touch attack uses negative energy to deal damage equal to 1d8 + the death knight’s Charisma bonus to living creatures. Each successful touch attack also deals 1 point of Constitution damage. A Will save (DC 10 + ½ death knight’s HD + death knight’s Charisma modifier) reduces the damage by half and negates the Constitution damage. Characters with natural attacks can use their natural weaponry or use the touch attack, as they prefer.


Fear Aura (Su): Death Knights are shrouded in a dreadful aura of death and evil. Creatures of less than 5 HD within 15 feet of a death knight must succeed at a Will save (DC 10 + ½ death knight’s HD + death knight’s Charisma modifier) or be affected as though by a fear spell cast by a sorcerer of the death knight’s level.


Undead Followers (Su): A death knight attracts lesser undead creatures that happen to exist within a 200-mile radius. It may have up to twice its levels in Hit Dice of followers. The followers arrive monthly in the following increments: 1d6 ghouls, 1d4 ghasts, 1d12 medium skeletons, 1d4 wights, or 1d8 medium zombies once per week until destroyed. These creatures are in addition to any undead creatures the death knight might be able to command or rebuke as a class ability.


Immunities (Ex): Death knights are immune to cold, electricity, and polymorph in addition to those immunities possessed by undead.


Summon Mount (Su): A death knight has the ability to summon a mount, typically a nightmare, thoug it may be of any other species normally used as a mount. The mount may have no more Hit Dice than half the death knight’s levels. If the mount is lost or killed, the death knight may summon another one after a year and a day.


Turn Immunity (Ex): A death knight cannot be turned. It can be banished with holy word, however, just as if it were an evil outsider. (The banished death knight returns to the play of the evil god it serves.)


Undead Traits: An undead creature has the following features: no Constitution score; darkvision out to 60 feet; immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects); immunity to poison, sleep effects, paralysis, stunning, disease, and death effects; not subject to critical hits, nonlethal damage, ability drain, or energy drain; immune to damage to its physical ability scores (Strength, Dexterity, and Constitution), as well as to fatigue and exhaustion effects; cannot heal damage on its own if it has no Intelligence score, although it can be healed; negative energy (such as an inflict spell) can heal undead creatures (the fast healing special quality works regardless of the creature’s Intelligence score); immunity to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless); uses its Charisma modifier for Concentration checks; not at risk of death from massive damage, but when reduced to 0 hit points or less, it is immediately destroyed (unless noted otherwise); not affected by raise dead and reincarnate spells or abilities (resurrection and true resurrection can affect undead creatures. These spells turn undead creatures back into the living creatures they were before becoming undead.); proficient with its natural weapons, all simple weapons, and any weapons mentioned in its entry; proficient with whatever type of armor (light, medium, or heavy) it is described as wearing, as well as all lighter types (Undead not indicated as wearing armor are not proficient with armor. Undead are proficient with shields if they are proficient with any form of armor); and do not breathe, eat, or sleep.


Aura of Evil (Ex): The power of a blackguard’s aura of evil (see the detect evil spell) is equal to his class level plus his cleric level, if any.


Detect Good (Sp): At will, a blackguard can use detect good as a spell-like ability, duplicating the effect of the detect good spell.


Poison Use: Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.


Dark Blessing (Su): A blackguard applies his Charisma modifier (if positive) as a bonus on all saving throws.


Smite Good (Su): Once a day, a blackguard of 2nd level or higher may attempt to smite good with one normal melee attack.

He adds his Charisma modifier (if positive) to his attack roll and deals 1 extra point of damage per class level. If a blackguard accidentally smites a creature that is not good, the smite has no effect but it is still used up for that day.

At 5th level, and again at 10th level, a blackguard may smite good one additional time per day.


Aura of Despair (Su): Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 10 feet of him to take a –2 penalty on all saving throws.


Command Undead (Su): When a blackguard reaches 3rd level, he gains the supernatural ability to command and rebuke undead. He commands undead as would a cleric of two levels lower.

Blackguard Spells Prepared: 1st—corrupt weapon, divine sacrifice; 2nd—bull’s strength.

Possessions: +2 mithral full plate armor, +3 adamantine greatsword, potion of fly, potion of displacement, potion of haste, greatsword, heavy crossbow, locking gauntlet.

Valdiz Cordek: male human Clr15; CR 15; medium humanoid; HD (15d8)+30; hp 116; Init +5; Spd 20 ft.; AC 23, flatfooted 22, touch 13; Base Atk +11; Grp +13; Atk: +15 melee (1d10+4/19-20, +1 human bane heavy flail); Full Atk: +15/+10/+5 melee (1d10+4/19-20, +1 human bane heavy flail); SA Rebuke Undead (Su) 8/day (turn level 15) (turn damage 2d6+16), Smite 1/day (Su); SQ Spontaneous casting, Normal; AL: LE; SV: Fort +12, Ref +6, Will +15; Str 14, Dex 12, Con 14, Int 10, Wis 19, Cha 16.


Skills and Feats: Concentration +20, Knowledge (arcana) +9, Knowledge (religion) +9, Spellcraft +20; Combat Casting, Divine Might, Divine Vigor, Domain Spontaneity, Extra Turning (1x), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (heavy flail). 


Divine Might [Divine] (Feat from Complete Warrior): You can channel energy to increase the damage you deal in combat.


Prerequisite: Str 13, turn or rebuke undead ability, Power Attack.


Benefit: As a free action, spend one of your turn or rebuke undead attempts to add your Charisma bonus to your weapon damage for 1 full round.


Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.


Domain Spontaneity [General] (Feat from Complete Divine): You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take the feat, it applies to a new domain.


Possessions: +1 full plate, cloak of charisma +4, pink ioun stone, +1 human bane heavy flail, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, ring of protection +1, ring of resilience, winged boots, cleric's vestments,


Cleric Spells Prepared: ( 6 / 6+1 / 6+1 / 6+1 / 5+1 / 4+1 / 3+1 / 2+1 / 1+1  ; Base DC = 14 + Spell Level): 0 - cure minor wounds, detect magic, guidance (2), inflict minor wounds, resistance; 1st - bless, divine favor, entropic shield, * inflict light wounds, protection from good, shield of faith (2); 2nd - aid, bull's strength, cure moderate wounds, hold person (2), * shatter, spiritual weapon; 3rd - blindness/deafness, * contagion, dispel magic (2), invisibility purge, magic circle against good, magic vestment; 4th - cure critical wounds, death ward, * divine power, freedom of movement, greater magic weapon, weapon of the deity; 5th - * flame strike, flame strike, righteous might, slay living, spell resistance; 6th - * blade barrier, blade barrier, greater dispel magic, harm; 7th - blasphemy, * disintegrate, repulsion; 8th - * earthquake, unholy aura.


* - Domain Spell; Deity: Hextor; Domains: War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Destruction - You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare the smite before making the attack. 
Jorak: Female duergar Drd11; CR 12; Medium humanoid (dwarf); HD 11d8+22; hp 83; Init +1; Spd 20 ft; AC 18, touch 12, flat-footed 17; Base Atk +8/+3; Grp +10; Atk +11 melee (1d6+3/18-20, +1 scimitar), Atk +9 ranged (1d4+2/20, sling); Full Atk +11/+6 melee (1d6+3/18-20, +1 scimitar) or +9/+4 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +10, Ref +7, Will +13; Str 14, Dex 12, Con 14, Int 10, Wis 20, Cha 6.


Skills and Feats: Concentration +17, Handle Animal +5, Heal +9, Knowledge (nature) +7, Listen +14,  Spot +21, Survival +9; Blind-fight, Combat Casting, Lightning Reflexes, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure light wounds, +1 hide armor, +1 scimitar, periapt of wisdom +2, +1 light wooden shield, ring of protection +1. 


Spells prepared: (6/6/5/5/4/3/1 save DC 15 + spell level; caster level 11th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), longstrider, obscuring mist; 2nd—barkskin (2), brambles, briar web, resist energy; 3rd—poison, spike growth, spikes, wind wall; 4th—air walk, dispel magic, flame strike, languor; 5th—animal growth, baleful polymorph,  call lightning storm; 6th--cometfall.

Boyo (animal companion): Female Dire Ape; CR 4; Large Animal; HD 7d8+17; hp 56; Init +2; Spd 30 ft., climb 15 ft.; AC 23 (+5 breastplate, -1 size, +3 Dex, +6 natural, touch 12, flat-footed 20; Base Atk +5; Grp +15; Atk +10 melee (1d6+6/20/x2, claw); Full Atk +10 melee (1d6+6/20/x2, 2 claws) and +5 melee (1d8+3/20/x2, bite); Space/Reach 10 ft./10 ft.; SA Rend 2d6+9; SQ Evasion, low-light vision, scent; AL Neutral; SV Fort +9, Ref +8, Will +8; Str 23, Dex 16, Con 14, Int 2, Wis 12, Cha 7.


Skills and Feats: Climb +14, Listen +5, Move Silently +4, Spot +8; Alertness,  Blind-fighting, Toughness


Possessions: black breastplate barding, collar of resistance +2.


Description: A dire ape stands about 9 feet tall and weighs from 800 to 1,200 pounds.

Dire apes attack anything that enters their territory, even other dire apes. If an opponent’s armor foils a dire ape’s attacks, the creature will attempt to grapple and pin, then rend the prone opponent.


Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.


Skills: Dire apes have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.
Fighter: Male duergar Ftr13; CR14; Medium humanoid (dwarf); HD 13d10+39, hp 127; Init +6; Spd 20 ft.; AC 20, touch 12, flat-footed 18; Base Atk +13; Grp +19; Atk +21 melee (1d8+12/19-20/x3, +1 keen battleaxe) or Atk +18 (1d8+9/20/x3, longspear) or +15 ranged (1d8/19-20, light crossbow); Full Atk +21/+16/+11 melee (1d8+12/19-20/x3, +1 keen battleaxe) or +18/+13/+8 melee (1d8+9/20/x3, longspear) or +15/+10/+5 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +14, Ref +8, Will +8; Str 22, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +7, Listen +8, Ride +3, Spot +12, Swim -3; Alertness, Blind-Fight, Cleave, Close-Quarters Fighting, Combat Reflexes, Improved Initiative, Improved Sunder, Power Attack, Power Critical, Power Lunge, Weapon Focus (battleaxe), Weapon Specialization (Battleaxe).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +2, +2 breastplate, belt of giant strength +4, +1 keen battleaxe.
Appendix Eight – Encounters at APL 18

Ranzak: Male duergar Wiz17; Medium humanoid (dwarf) CR18; HD 17d4+51, hp 89; Init +5; Spd 20 ft.; AC 19, touch 15, flat-footed 17; Base Atk +8; Grp +7; Atk +7 melee (1d4-1/19-20, dagger) or +10 ranged (1d4-1/19-20, dagger); Full Atk +7/+2 melee (1d4-1/19-20, dagger) or +10/+5 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +16, Ref +13, Will +16; Str 8, Dex 14, Con 16, Int 22 (26), Wis 12, Cha 4.


Skills and Feats: Concentration +24, Knowledge (arcana) +25, Knowledge (nature) +14, Knowledge (the planes) +18, Listen +14, Sense Motive +10, Spellcraft +28, Spot +14; Alertness, Combat Casting, Eschew Materials, Great Fortitude, Greater Spell Focus (Transmutation), Improved Initiative, Iron Will, Lightning Reflexes, Scribe Scroll, Spell Focus (Transmutation), Spell Penetration.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +4, amulet of health +2, gloves of dexterity +2,  metamagic rod of quicken spell, cloak of resistance +4, ring of protection +3. 


Spells prepared: (4/6/6/6/6/5/5/4/3/1: save DC 18 + spell level; save DC +2 for Transmutation spells; caster level 17th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), shield, unseen servant; 2nd—flaming sphere, glitterdust (2), mirror image, see invisible (2); 3rd—dispel magic (2), fly, haste, slow (2); 4th—confusion (2), dimension door, greater invisibility (2), solid fog; 5th—baleful polymorph (2), hold monster, improved blink, Mordenkainen’s private sanctum; 6th—contingency: greater invisibility, disintegrate, flesh to stone, greater dispel magic, repulsion; 7th—forcecage (2), prismatic spray, spell turning; 8th—Bigby’s clenched fist, horrid wilting, Otto’s irresistible dance 9th—wail of the banshee.

Rat Familiar: CR 5; Tiny animal; HD 17d8; hp 44; Init +4; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 25, touch 14, flat-footed 21 (+2 size, +4 Dex, +9 natural); Base Atk +8; Grp -4; Atk +12 melee (1d3-4/20/x2, bite); Full Atk +12/+7 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, scry on familiar, share spells, speak with animals of its kind, speak with master, spell resistance SR22;  AL N; SV Fort +5, Ref +9, Will +11; Str 3, Dex 18, Con 10, Int 14, Wis 12, Cha 2.
Buhmaan: Duergar Drd13; CR 14; Medium humanoid (dwarf); HD 13d8+26; hp 98; Init +5; Spd 20 ft; AC 19, touch 12, flat-footed 18; Base Atk +9/+4; Grp +11; Atk +12 melee (1d6+3/18-20, +1 scimitar), Atk +10 ranged (1d4+2/20, sling); Full Atk +12/+7 melee (1d6+3/18-20, +1 scimitar) or +10/+5 ranged (1d4+2/20, sling); Space/Reach 5 ft./5 ft.; SA spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL NE; SV Fort +11, Ref +8, Will +14; Str 15, Dex 12, Con 14, Int 10, Wis 22, Cha 6.


Skills and Feats: Concentration +19, Handle Animal +7, Heal +9, Knowledge (nature) +9, Listen +16,  Spot +26, Survival +9; Blind-fight, Combat Casting, Improved Initiative, Lightning Reflexes, Natural Spell.


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: club, eyes of the eagle, potion of fly, scroll of entangle, cloak of resistance +1, wand of cure moderate wounds, +2 hide armor, +1 scimitar, periapt of wisdom +4, +1 light wooden shield, ring of protection +1,  druid’s vestment. 


Spells prepared: (6/6/6/5/5/4/3/1 save DC 16 + spell level; caster level 13th) 0—cure minor wounds, detect magic (2), flare (2), virtue; 1st—camouflage, entangle, faerie fire (2), longstrider, obscuring mist; 2nd—barkskin (2), bear’s endurance, brambles, briar web, resist energy; 3rd—infestation of maggots, poison, spike growth, spikes, wind wall; 4th—air walk, dispel magic (2), flame strike, languor; 5th—animal growth, baleful polymorph,  call lightning storm, wall of thorns; 6th—cometfall, greater dispel magic, fire seeds; 7th—slime wave.

Kragar (animal companion): Female Dire Bear; CR 7; Large Animal; HD 12d8+51; hp 111; Init +1; Spd 40 ft.; AC 22 (+5 breastplate, -1 size, +1 Dex, +7 natural, touch 10, flat-footed 21; Base Atk +9; Grp ++23; Atk +19 melee (2d4+10/20/x2, claw); Full Atk +19 melee (1d6+6/20/x2, 2 claws) and +13 melee (2d8+5/20/x2, bite); Space/Reach 10 ft./5 ft.; SA Improved grab; SQ Low-light vision, scent; AL Neutral; SV Fort +15, Ref +12, Will +12; Str 31, Dex 13, Con 19, Int 2, Wis 12, Cha 10.


Skills and Feats: Listen +10, Spot +10, Swim +13; Alertness, Endurance, Run, Toughness, Weapon Focus (claw).


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


Possessions: brown breastplate barding, collar of resistance +3.


Description: A dire bear is 12 feet tall and weighs up to 8,000 pounds.

Advanced (17 HD) Half-Troll Greater Barghest: CR 12; large giant outsider (Evil, Extraplaner, Lawful, Shapechanger); HD 17d8+102; hp 229; Init +8; Spd 40 ft; AC 39, flat-footed 35, touch 13; Base Atk +17; Grp +24; Atk +27 melee (3d6+13/19-20, +1 large greatsword) or +26 melee (1d8+9, bite) or +20 ranged (2d6/19-20, large light crossbow); Full Atk +27/+22/+17/+12 (3d6+13/19-20, +1 large greatsword) and +18 melee (1d8+9, bite) or +19 melee (1d8+7, bite) and +14 melee (1d6+4, 2 claws) or +20/+15/+10/+5 ranged (2d6/19-20 large light crossbow); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, Feed, Rend (2d6 + 18); SQ Change shape, DR 10/magic, Darkvision 60’, Fast Healing, Scent; AL LE; SV Fort +20, Ref +11, Will +14; Str 34, Dex 18, Con 30, Int 16, Wis 18, Cha 16.


Skills and Feats: Bluff +11, Climb +19, Concentration +23, Diplomacy +10, Disguise +5(+7 acting), Hide +12, Intimidate +11, Jump +19, Listen +12, Move Silently +12, Sense Motive +11, Spot +11, Survival +12 (+13 following tracks), Tumble +11; Blind-Fight, Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Track.


Spell-Like Abilities: At will—blink, levitate, misdirection (DC 15), rage (DC 16), invisibility sphere; 1/day—mass bull’s strength, mass enlarge, charm monster (DC 17), crushing despair (DC 17), dimension door. Caster level equals the greater barghest’s HD. The save DCs are Charisma-based.


Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.


A barghest advances in Hit Dice by consuming corpses in this fashion. For every three suitable corpses a barghest devours, it gains 1 Hit Die, and its Strength, Constitution, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally.


The barghest only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A barghest that reaches 9 Hit Dice through feeding immediately becomes a greater barghest upon completion of the act.


Weapons Alignment (Su): A barghest’s natural weapons, as well as any weapons it wields, are treated as evil-aligned and lawful-aligned for the purpose of overcoming damage reduction. Its natural weapons are treated as magic weapons for the purpose of overcoming damage reduction. Occasionally, a greater barghest uses a magic two-handed weapon in combat instead of its claws, giving it multiple attacks. It can also make one bite attack each round.


Change Shape (Su): A barghest can assume the shape of a goblin or a wolf as a standard action. In goblin form, a barghest cannot use its natural weapons but can wield weapons and wear armor. In wolf form, a barghest loses its claw attacks but retains its bite attack.


Rend (Ex):  If a half-troll hits with two or more claw attacks against the same opponent, it latches upon the opponent’s body and tears the flesh.  This attack automatically deals an additional amount of damage based on the half-troll’s size.  A half-troll adds 1½ times its Strength modifier to this base rend damage.


Fast Healing (Ex):  A half-troll heals 5 points of damage each round so long as it has at least 1 hit point.  Fast healing does not restore hit points lost from starvation, thirst or suffocation, and it does not allow a half-troll to regrow or reattach lost body parts.


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


Possessions: large greatsword, greatclub, large light crossbow, quiver of bolts; potion of fly, potion of haste,  hat of disguise, +1 mithral breastplate, +1 large greatsword, minor cloak of displacement.

Description: the barghest is in large goblinoid form, and will use its hat of disguise to appear half-fiendish, as in ebony skin and red glowing eyes, in hopes of diverting energy spells away from it.

Fighters: Male duergar Ftr11; CR12; Medium humanoid (dwarf); HD 11d10+33, hp 107; Init +2; Spd 20 ft.; AC 20, touch 12, flat-footed 18; Base Atk +11; Grp +15; Atk +17 melee (1d8+7/19-20/x3, +1 keen battleaxe) or Atk +14 (1d8+6/20/x3, longspear) or +13 ranged (1d8/19-20, light crossbow); Full Atk +17/+12/+7 melee (1d8+7/19-20/x3, +1 keen battleaxe) or +14/+9/+4 melee (1d8+6/20/x3, longspear) or +13/+8/+3 ranged (1d8/19-20, light crossbow); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +13, Ref +7, Will +7; Str 19, Dex 14, Con 16, Int 10, Wis 14, Cha 4.


Skills and Feats: Intimidate +7, Listen +7, Ride +3, Spot +11, Swim -3; Alertness, Blind-Fight, Close-Quarters Fighting, Combat Reflexes, Improved Sunder, Power Attack, Power Critical, Power Lunge, Weapon Focus (battleaxe), Weapon Specialization (Battleaxe).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.


Possessions: potion of fly, potion of blur, oil of align weapon, cloak of resistance +2, +2 breastplate, gauntlets of ogre power +2, +1 keen battleaxe.
Rythillon Bakshar. male grey elf; Ech11/Mindbender9; CR 20; medium humanoid (custom); HD (20d4)+20; hp 75; Init +2; Spd 30 ft.; AC 21, flatfooted 19, touch 12; Base Atk +9; Grp +9; Atk +10 melee (1d8+2/19-20, masterwork longsword) or +12 ranged (1d8/x3, masterwork longbow); Full Atk +9/+4 melee (1d8+2/19-20, masterwork longsword) or +11/+6 ranged (1d8/x3, masterwork longbow); SA Beguile (Su), Dominate (Su), Friends Forever (Su), Mass Beguile (Su), Mindread (Su), Skill Boost (Ex), Suggestion (Su); SQ +2 bonus to Spellcraft when learning Enchantment, +2 racial saving throw bonus against enchantment spells or effects, An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it, Immunity to magic sleep effects, Summon Familiar, Telepathy (Su), Low-light vision; AL: NE; SV: Fort +10, Ref +8, Will +13; Str 10, Dex 14, Con 12, Int 31, Wis 10, Cha 12.


Skills and Feats:  Bluff +25, Concentration +22, Diplomacy +28, Disguise +3, Intimidate +22, Knowledge (arcana) +12, Knowledge (geography) +12, Knowledge (history) +12, Knowledge (nature) +12, Knowledge (nobility and royalty) +12, Knowledge (the planes) +12, Listen +2, Move Silently +7, Search +12, Sense Motive +23, Speak Language +10, Spellcraft +31, Spot +7; Empower Spell, Extend Spell, Greater Spell Focus (enchantment), Greater Spell Penetration, Heighten Spell, Leadership, Maximize Spell, Scribe Scroll, Spell Focus (enchantment), Spell Penetration. 


Possessions:   +1 moderate fortification mithral buckler, boots of elvenkind, amulet of natural armor +3, potion of fly, eyes of the eagle, headband of intellect +6, Glyssyl, masterwork longbow, masterwork longsword, traveler's outfit.


Wizard Spells Prepared: ( 4+1 / 7+1 / 7+1 / 6+1 / 6+1 / 6+1 / 6+1 / 4+1 / 3+1 / 2+1 ; Base DC = 20 + Spell Level, + 2 if Enchantment):   0 - * daze (2), detect magic, mage hand, prestidigitation;  1st - * charm person (2), disguise self, feather fall, mage armor, mage armor, true strike, ventriloquism;  2nd - resist energy (3), see invisibility, shield (extended), * touch of idiocy (2);  3rd - dispel magic (2), fly, * hold person (2), protection from energy (2);  4th - * charm monster (2), crushing despair, displacement (extended), rainbow pattern (2), stoneskin;  5th - * dominate person (4), mind fog, teleport (2);  6th - dispel magic (greater) (2), * heroism (greater), * suggestion (mass) (3), true seeing;  7th - arcane sight (greater), * hold person, mass (2), repulsion (extended) , spell turning;  8th - * charm monster (mass) (2), moment of prescience, protection from spells;  9th - * hold monster (mass), power word kill, wish.  Note that Rythillon’s caster level is that of a 17th level wizard.  


Beguile (Su): The mindbender can beguile any single living creature of size Large or smaller.  Once per day as a supernatural, mind-affecting ability, he can choose a target within 100 feet, which must succeed at a Will save (DC 18) to resist the effect.  The creature gains a +5 modifier on its saving throw if the mindbender or his allies are currently attacking it.  Beguiling a creature is a standard action that does not draw an attack of opportunity.  If successful, the creature regards the mindbender as its trusted friend and ally, as though under the effect of a charm person spell (see page 183 of the Player’s Handbook).  It is not necessary to know the creature’s language – the ability is exercised telepathically.


Dominate (Su): The mindbender can dominate any single living creature of size Large or smaller once a day.  He chooses a target within 100 feet, which must succeed at a Will save (DC 19) to resist.  This ability takes a standard action and does not draw an attack of opportunity.  The effect lasts for 3 days.  It is otherwise identical to the dominate person spell (see page 197 of the Player’s Handbook).

Friends Forever (Su): A creature the mindbender has beguiled (see above) becomes his permanent friend, unless the mindbender does something obviously harmful to the creature or orders it to take an action that is suicidal or utterly against its nature (which breaks the friendship).  This is a supernatural, mind-affecting ability.  A mindbender can have only two such friends at one time.  The effect is temporarily suppressed if the target is warded by protection from evil.  It is permanently broken by a successful dispel magic against caster level 14.  Rythillon has used this power on his cohort Gathin.


Mass Beguile (Su): This ability is usable once per day and effects up to 40 Hit Dice of creatures.  It is otherwise identical to the Beguile ability described above. 


Mindread (Su): Twice per day as a supernatural, mind-affecting ability, the mindbender can choose a target within 100 feet, which must succeed at a Will save (DC 17) to resist the effect.  Reading the mind of a creature requires concentration but draws no attack of opportunity.  Creatures of animal intelligence (Int 1 or 2) have simple, instinctual thoughts.  The ability can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it.  The effect lasts for up to 10 minutes, or when the mindbender ceases concentration.


Skill Boost (Ex): The mindbender has a +18 competence modifier on any of the following skills: Bluff, Diplomacy, Intimidate, and Sense Motive.  The mindbender can apply the entire bonus to one skill or split it among several, as he desires.  This bonus has already been applied and is included in Rythillon’s stat block.


Suggestion (Su): Also called “pushing”, this is a supernatural, mind-affecting ability that suggests a course of activity (limited to a sentence or two).  A target within 100 feet must succeed at a Will save (DC 17) to resist the suggestion.  The effect lasts until the target accomplishes what it was asked to do or after 6 hours, whichever occurs first.  It is otherwise identical to the suggestion spell (see page 257 of the Player’s Handbook).


Telepathy (Su): The mindbender has the ability to communicate telepathically with any creature within 100 feet that has a language.

Glyssyl:  Adamantine Staff; AL LE; Int 23, Wis 10, Cha 10; Speech, Telepathy; 120 ft. darkvision and hearing; Ego 22


History: This featureless adamantine staff holds the soul of an evil wizard named Glyssyl.  Glyssyl bound his life force to this staff in an effort to achieve immortality.  Rythillon has aided Glyssyl by keeping the staff charged.  In return Glyssyl has acted as a faithful servant to Rythillon.  Glyssyl’s greatest fear is that he will fall into the hands of the servants of good and be destroyed, ending his existence.  Glyssyl has the following spells:

· Edvard’s black tentacles (1 charge)

· Telekinesis (1 charge)

· Bigby’s grasping hand (2 charges)

· Sequester (2 charges)

· Teleportation, greater (2 charges)


Special: Glyssyl can absorb spells cast by its wielder to replenish its charges (1 charge per spell level).  However, Glyssyl cannot absorb spells originating from any other source other than its wielder.  Glyssyl currently holds 50 charges

Gaithin (Rythillon’s Cohort): male, Elf Wiz(Ilu)13; CR 13; Medium humanoid (elf); HD 13d4+13; hp 52; Init +6; Spd 30ft.; AC 16, touch 12, flat-footed 14; Atk +6 melee (1d8/19-20, longsword) or +8 ranged (1d8/x3, longbow); Full Atk +6/+1 melee (1d8/19-20, longsword), +8/+3 ranged (1d8/x3, longbow); SA Spells; SQ Immune to magic sleep spells and effects, low-light vision, +2 on saves vs. enchantment spells and effects, illusion school specialty, enchantment & evocation school opposition; AL N; SV Fort +5 Ref +6 Will +8; Str 10, Dex 14, Con 12, Int 21 (27), Wis 10, Cha 10.


Skills & Feats: Alchemy +21, Concentration +14, Decipher Script +21, Hide +12, Knowledge (geography) +9, Knowledge (history) +9, Knowledge (nobility & royalty) +9, Knowledge (the planes) +9, Knowledge (arcana) +21, Knowledge (nature) +21, Listen +2, Move Silently +12, Search +9, Speak Language (Ancient Suloise, Common, Draconic, Elven, Sylvan), Spellcraft +21, Spot +7; Craft Wondrous Item, Extend Spell, Greater Spell Focus (illusion), Heighten Spell, Improved Initiative, Martial Weapon Proficiency (longsword, longbow), Scribe Scroll, Silent Spell, Spell Focus (illusion).


Possessions: boots of elvenkind, brooch of shielding, cloak of elvenkind, eyes of the eagle, gloves of arrow snaring, headband of intellect +6, scroll of Tenser’s floating disk, scroll of fly.


Spells prepared (5/7/7/7/6/5/4/3, DC = 18 + spell level + 2 if Illusion):  0—dancing lights, detect magic, ghost sound, mage hand, prestidigitation; 1st—mage armor, shield, sleep x3; 2nd—alter self, glitterdust x2, invisibility, mirror image, protection from arrows, see invisibility; 3rd—dispel magic x2, displacement, invisibility sphere, major image x2, slow; 4th—hallucinatory terrain, improved invisibility, phantasmal killer x2, rainbow pattern x2; 5th—mirage arcane x2, Rary’s telepathic bond, shadow evocation, teleport]; 6th—[programmed image x3, veil; 7th—shadow conjuration (greater) x2, project image. Spells with a line through them have been precast.

Chadoth: male human Clr17; CR 17; medium humanoid; HD (17d8)+34; hp 129; Init +5; Spd 20 ft.; AC 23, flatfooted 22, touch 13; Base Atk +12; Grp +14; Atk: +16 melee (1d10+4/19-20, +1 human bane heavy flail); Full Atk: +16/+11/+6 melee (1d10+4/19-20, +1 human bane heavy flail); SA Rebuke Undead (Su) 8/day (turn level 17) (turn damage 2d6+18), Smite 1/day (Su); SQ Spontaneous casting, Normal; AL: LE; SV: Fort +12, Ref +6, Will +15; Str 14, Dex 12, Con 14, Int 10, Wis 20, Cha 16.


Skills and Feats: Concentration +22, Knowledge (arcana) +10, Knowledge (religion) +10, Spellcraft +22; Combat Casting, Divine Might, Divine Vigor, Domain Spontaneity, Extra Turning (1x), Heavy Armor Proficiency, Improved Initiative, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (heavy flail). 


Divine Might [Divine] (Feat from Complete Warrior): You can channel energy to increase the damage you deal in combat.


Prerequisite: Str 13, turn or rebuke undead ability, Power Attack.


Benefit: As a free action, spend one of your turn or rebuke undead attempts to add your Charisma bonus to your weapon damage for 1 full round.


Divine Vigor [Divine] (Feat from Complete Warrior): You can channel energy to increase your speed and durability.


Prerequisite: Turn or rebuke undead ability.


Benefit: As a standard action, spend one of your turn or rebuke undead benefits to increase your base speed by 10 feet and gain +2 temporary hit points per character level. These effects last a number of minutes equal to your Charisma level.


Domain Spontaneity [General] (Feat from Complete Divine): You are so familiar with one of your domains that you can convert other prepared spells into spells from that domain.


Prerequisite: Ability to turn or rebuke undead.


Benefit: Each time you take this feat, choose a domain that you have access to. You may now convert prepared divine spells into any spell from that domain. You expend a spell of equal or higher level, as well as expending one of your daily turn undead attempts. This works just as good clerics spontaneously cast prepared spells as cure spells.


Special: You can take this feat multiple times. Each time you take the feat, it applies to a new domain.


Possessions: +1 full plate, cloak of charisma +4, pink ioun stone, +1 human bane heavy flail, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, ring of protection +1,  ring of resilience, winged boots, cleric's vestments,


Cleric Spells Prepared: ( 6 / 7+1 / 6+1 / 6+1 / 6+1 / 5+1 / 4+1 / 3+1 / 2+1 / 1+1 ; Base DC = 15 + Spell Level): 0 - cure minor wounds, detect magic, guidance (2), inflict minor wounds, resistance; 1st - bane, bless, divine favor, entropic shield, * inflict light wounds, protection from good, shield of faith (2); 2nd - aid, bull's strength, cure moderate wounds, hold person (2), * shatter, spiritual weapon; 3rd - blindness/deafness, * contagion, dispel magic (2), invisibility purge, magic circle against good, magic vestment; 4th - cure critical wounds, death ward, * divine power, freedom of movement, greater magic weapon, spell immunity, weapon of the deity; 5th - * flame strike, flame strike (2), righteous might, slay living, spell resistance; 6th - * blade barrier, blade barrier, greater dispel magic (2), harm; 7th - blasphemy (2), * disintegrate, repulsion; 8th - * earthquake, fire storm, unholy aura; 9th - implosion, * power word kill. 


* - Domain Spell; Deity: Hextor; Domains: War - Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon. Destruction - You gain the smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare the smite before making the attack. 

 Watcher Justyn Margyle, Most Dauntless Bulette: male human Ftr11/KotW3; CR 14; medium humanoid; HD 14d10+28; hp 126; Init +2; Spd 30 ft.; AC 22 (24), flatfooted 20 (22), touch 15; Base Atk +14; Grp +18; Atk +20 melee (1d10+9/18-20x3, +1 adamantine keen thundering glaive) or +19 melee (1d8+5, +1 defending heavy mace); Full Atk +20/+15/+10 melee (1d10+9/18-20x3, +1 adamantine keen thundering glaive) or +19/+14/+9 melee (1d8+5, +1 defending heavy mace); SA; SQ Free Multiclassing; AL: LN; SV: Fort +16, Ref +10, Will +10; Str 18, Dex 14, Con 14, Int 13, Wis 10, Cha 14.


Skills and Feats: Climb +8, Craft (armorsmithing) +3, Craft (weaponsmithing) +3, Diplomacy +9, Gather Information +4, Handle Animal +8, Heal +2, Intimidate +16, Jump +6, Ride +18, Sense Motive +10, Swim +6; Cleave, Combat Expertise, Combat Reflexes, Great Cleave, Greater Weapon Focus (glaive), Heavy Armor Proficiency, Improved Sunder, Light Armor Proficiency, Martial Weapon Proficiency, Medium Armor Proficiency, Mounted Combat, Power Attack, Power Critical, Ride By Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (glaive), Weapon Specialization (glaive). 


Free Multiclassing: 
Paladins may freely multiclass as Knights of the Watch.  That is, they may take a level in this prestige class, and then return to the paladin class.  This is an exception to the normal rules for paladins.

Power Critical (Feat): Choose one weapon, such as a longsword or greataxe. With that weapon, you know how to hit where it hurts:

Prerequisites: Weapon Focus with weapon, base attack bonus +4.

Benefit: When using the weapon you selected, you gain a +4 on the roll to confirm a threat.

Special: A fighter may select Power Critical as one of his fighter bonus feats.

You can gain Power Critical multiple times. Each time you take the feat, it may be with a different weapon or the same weapon. If you take it with the same weapon, the effects of the feats stack (Complete Warrior, p. 103).


Possessions: +1 defending heavy mace, ring of sustenance, +1 adamantine keen thundering glaive, +2 mithral chain shirt, amulet of natural armor +1, gloves of dexterity +2, dusty rose ioun stone, pale blue ioun stone, traveler's outfit, potion of heroism, potion of shield of faith +4, ring of protection +2, cloak of resistance +4, potion of fly, oil of align weapon, +1 mithral buckler.


Description: (very brief, needs more filler) Follower of St. Cuthbert, has noble ties to Keoland, Definitely a law and order fellow. Joined the Knights out of family pressure.

Appendix Nine – Special Timeline of Events for Tri-Con Interactive

Timeline of Events

Cry of Despair Interactive

Previous day:

Midnight-1AM: Raiders establish permanent teleportation circle, bring troops west.

1-6 AM: March to edge of woods, bivouac. Spellcasters and engineers teleport to Keep and prep it.

Today:

6 AM-5 PM: Rest and recover spells.

5-7:30 PM: Move to assault caravan.

7:30-8 PM: Conclave caravan attacked, siege of abandoned keep begins. Messenger birds sent aloft.

8-9 PM: Darkness falls. Raiders use ranged fire and spells to soften up defenders.

9-10:30 PM: First wave set assaults keep, rescue force assembles.

10:30-11 PM: Sappers open breaches in walls, begin undermining keep.
11-12 PM: Second wave set assaults keep, defenders pulled to inner bailey, rescue force attempts to break siege.

12-1 AM: Third wave set assaults keep, final grand melee, rescue force penetrates siege ring.

1 AM: Raiders capture ambassadors and withdraw, siege lifted.

Breaking Point Metaregional

9 PM-1 AM: PCs arrive and join in the battle.

1-2:30 AM: Raiders march to village and slaughter inhabitants.

2:30-3:45 AM: Raiders march to thorp and slaughter inhabitants.

3:45-5 AM: Raiders march to permanent teleportation circle in Axewood, battle at Circle.

5-6 AM: Raiders rest and reorganize, prepare to march across Duchy of Ulek.

6 AM-1 PM: Raiders march East/Northeast, harried by PCs.

1-2 PM:  Rest break to recover Fatigue losses.

2-8 PM:  Complete the march to the tunnel in the Lortmils, begin Final Battle.

Appendix Ten-DM’s Map from Start to Encounter Six
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Appendix Eleven-DM’s Map for Encounter Six
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Appendix Twelve- DM’s Map for Encounter Seven to Eleven
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Appendix Thirteen- DM’s Map for Encounter Eleven: Final Battle

[image: image5.png]Ralder Picket
(o bataken
o bytrean)

Final Battle Map




Appendix Fourteen- Half Troll Template

Half-Troll Template (Fiend Folio, pp. 92-94)

Half-troll is an inherited template that can be added to any animal, dragon, fey, giant, humanoid, magical beast, monstrous humanoid or outsider (referred to hereafter as the base creature).  The creature’s type becomes giant, and a half-troll with an outsider as the base creature also gains the outsider subtype.  The half-troll uses all the base creature’s statistics and special abilities except as noted here.


Size:  Same as base creature.


Hit Dice:  Same as base creature..


Initiative:  Same as base creature.


Speed:  Same as base creature.


AC:  Natural armor improves by +4.


Attacks:  Half-trolls have bite and claw attacks.


Damage:  Half-trolls have bite and claw attacks.  If the base creature does not have these attack forms, use the appropriate damage values based on the half-troll’s size (see the table below).  Otherwise, use the values from the table or the base creature’s damage, whichever is greater.


Size

Bite Damage

Claw Damage

Fine

1


--


Diminutive

1d2


1


Tiny

1d3


1d2


Small

1d4


1d3


Medium-size
1d6


1d4


Large

1d8


1d6


Huge

2d6


1d8


Gargantuan

2d8


2d6   


Colossal

4d6


2d8


Face/Reach:  Same as base creature.

   
Special Attacks:  A half-troll retains all the special attacks of the base creature.  Half-trolls also gain two claw attacks (or the base creature’s number of claw attacks, whichever is higher) and the special ability to rend.


Rend (Ex):  If a half-troll hits with two or more claw attacks against the same opponent, it latches upon the opponent’s body and tears the flesh.  This attack automatically deals an additional amount of damage based on the half-troll’s size (see the table below).  A half-troll adds 1½ times its Strength modifier to this base rend damage.


Size

Bite Damage

Fine

--


Diminutive

1d2


Tiny

2d2


Small

2d3


Medium-size
2d4


Large

2d6


Huge

2d8


Gargantuan

4d6   


Colossal

4d8



Special Qualities:  A half-troll has all the special qualities of the base creature, plus darkvision with a range of 60 feet, fast healing 5 and scent.


Fast Healing (Ex):  A half-troll heals 5 points of damage each round so long as it has at least 1 hit point.  Fast healing does not restore hit points lost from starvation, thirst or suffocation, and it does not allow a half-troll to regrow or reattach lost body parts.


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


Base Saves:  Same as base creature.


Abilities:  Adjust from the base creature as follows:  Str +6, Dex +2, Con +6, Int –2 and Chr –2.


Skills:  A half-troll has skill points equal to (2 + its Int modifier, minimum 1) X (Hit Dice + 3).  Treat skills possessed by the base creature as class skills and other skills as cross-class.  If the creature has a class, it gains skill points for class levels normally.


Feats:  Half-trolls gain feats normally.  They tend to favor feats that take advantage of their strength, such as Power Attack and Cleave, or feats that offset their natural weakness, such as Iron Will.


Climate/Terrain:  Same as base creature or any land, aquatic or underground.


Organization:  Same as base creature or solitary.


Challenge Rating:  Same as base creature +2


Treasure:  None.


Alignment:  Usually chaotic neutral or chaotic evil.


Advancement:  Same as base creature.


Level Adjustment:  +4.

Appendix Fourteen- Fatigue, Exhaustion, Movement

Fatigued: Tired to the point of impairment. A fatigued character can neither run nor charge and takes a -2 penalty to Strength and Dexterity. Doing anything that would normally cause fatigue causes the fatigued character to become exhausted. After 8 hours of complete rest, fatigued characters are no longer fatigued. Player’s Handbook, p. 308.

Exhausted:  Tired to the point of significant impairment. An exhausted character moves at half speed and takes a -6 penalty to Strength and Dexterity. After 1 hour of complete rest, an exhausted character becomes fatigued. A fatigued character becomes exhausted by doing something else that would normally cause fatigue. Player’s Handbook, p. 308.

OVERLAND MOVEMENT (Player’s Handbook, p164)

Characters covering long distances cross-country use overland movement. Overland movement is measured in miles per hour or miles per day. A day represents 8 hours of actual travel time. 

Walk: A character can walk 8 hours in a day of travel without a problem. Walking for longer than that can wear him or her out (see Forced March, below).

Hustle: A character can hustle for 1 hour without a problem. Hustling for a second hour in between sleep cycles deals 1 point of nonlethal damage, and each additional hour deals twice the damage taken during the previous hour of hustling. A character who takes any nonlethal damage from hustling becomes fatigued.

A fatigued character can’t run or charge and takes a penalty of –2 to Strength and Dexterity. Eliminating the nonlethal damage also eliminates the fatigue.

Run: A character can’t run for an extended period of time.

Attempts to run and rest in cycles effectively work out to a hustle.

Forced March: In a day of normal walking, a character walks for 8 hours. The rest of the daylight time is spent making and breaking camp, resting, and eating.

A character can walk for more than 8 hours in a day by making a forced march. For each hour of marching beyond 8 hours, a Constitution check (DC 10, +2 per extra hour) is required. If the check fails, the character takes 1d6 points of nonlethal damage. A character who takes any nonlethal damage from a forced march becomes fatigued. Eliminating the nonlethal damage also eliminates the fatigue. It’s possible for a character to march into unconsciousness by pushing himself too hard.

Mounted Movement: A mount bearing a rider can move at a hustle. The damage it takes when doing so, however, is lethal damage, not nonlethal damage. The creature can also be ridden in a forced march, but its Constitution checks automatically fail, and, again, the damage it takes is lethal damage. Mounts also become fatigued when they take any damage from hustling or forced marches.

	Table: Movement and Distance

	
	——————— Speed ——–————

	
	15 feet
	20 feet
	30 feet
	40 feet

	One Hour (Overland)
	
	
	
	

	Walk
	1-1/2 miles
	2 miles
	3 miles
	4 miles

	Hustle
	3 miles
	4 miles
	6 miles
	8 miles


Healing Nonlethal Damage: You heal nonlethal damage at the rate of 1 hit point per hour per character level. When a spell or magical power cure hit point damage, it also removes an equal amount of nonlethal damage. Player’s Handbook, p. 146.
Appendix Fifteen- Spells from Other Sources
BLINK, IMPROVED

Transmutation

Level: Bard 5, Celerity 8, sorcerer/wizard 5

Components: V,S

Casting Time: 1 standard action

Range: Personal
Target: You

Duration: 1 round/level (D)

Like the 3rd-level arcane spell blink, you flicker back and forth between the Material and Ethereal planes. However, you are capable of controlling the timing of your blinks and therefore make better use of them. Blinking by means of this spell has several effects.


Physical attacks against you have a 50% miss chance, and the Blind-Fight feat doesn’t help the attacker. If the attack is capable of striking invisible or incorporeal creatures, the miss chance is only 20%. An attacker who can both see and strike ethereal creatures takes no penalty. You have no chance of interfering with your own attacks. 


Individually targeted spells have a 50% chance to fail against you while blinking, unless your attacker can target invisible, ethereal creatures. You have no chance of interfering with your own spells. You take only half damage from area attacks (or full damage from those that extend onto the Ethereal Plane).


While blinking, you strike as an invisible creature (+2 bonus on attack rolls), denying your target any Dexterity bonus to AC. You take only half damage from falling, since you are subject to gravity only while you are on the Material Plane.


You can ready an action to blink away from a specific enemy attack, physical or magical. If you do so, the attack misses automatically unless it can also affect ethereal targets.


You move at three-quarters speed, since movement on the Ethereal Plane is at half speed and you spend about half your time there and half your time material.


While blinking, you can step through (but not see through) solid objects. You do not risk materializing inside a solid object unless you actually end your move inside one, in which case you materialize and are shunted off to the nearest open space. You take 1d6 points of damage per 5 feet traveled in this manner.


Snce you spend about half your time on the Ethereal Plane, you can see and even attack ethereal creatures. You interact with ethereal creatures in roughly the same way you interact with material ones (their attacks have a 50% miss chance against you, and so on).
BRAMBLES

Transmutation
Level: Cleric 2, druid 2

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: Wooden weapon touched

Duration: 1 round/level

Saving Throw: None
Spell Resistance: No

Small magical thorns or spikes protrude from the surface of a wooden weapon, such as a club, greatclub, nunchaku, or quarterstaff. For the duration of the spell, the weapon deals both piercing and bludgeoning damage. It gains a +1 enhancement bonus on its attacks and deals an additional +1 point of damage per caster level (maximum +10). This spell works only on melee weapons with wooden striking surfaces. For instance, it does not work on a bow, an arrow, or a metal mace.


Material Component: A small thorn.

BRIAR WEB

Transmutation

Level: Cleric 3, druid 2, ranger 2

Components: V, S, DF

Casting Time: 1 standard action

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

Area: Plants in a 20-ft.-radius spread

Duration: 1 minute/level

Saving Throw: Reflex negates; see text

Spell Resistance: No

This spell causes grasses, weeds, bushes, and even trees to grow thorns and then wrap and twist around creatures in or entering the area.


Creatures that make their save against this spell are unaffected other than having to move at half speed within the area of effect.


If a creature fails its initial saving throw, it has three options: stay perfectly still, attempt to break free from the thorns, or continue to act normally.


A creature that fails its save but stands perfectly still is entangled (-2 attack, -4 Dexterity), but experiences no other effect and takes no damage. Anyone entangled in this way loses the entangled condition if they leave the area of the spell.
Each round in which a creature remains in the area, it may spend a full round action extricating themselves from the thorns. Doing so allows for a new saving throw. If successful, the creature is unaffected by the thorns except it may only move at half speed in the area of the spell. Successfully breaking free in this way is the only things a character can do that does not cause thorn damage to the character. A failed attempt to break free deals the normal 2d6 thorn piercing damage.


Those that attempt actions (such as attack, cast a spell with a somatic component, or move) take 2d6 points of piercing damage from the thorns. A creature that tries to cast a spell must also make a Concentration check (DC 15 + spell level + damage taken) or lose the spell.


The plants provide cover. A creature 5 feet away has cover. Creatures separated by 20 or more feet of briar webs have total cover.

COMETFALL

Conjuration (Creation)

Level: Cleric 6, druid 6

Components: V, S, DF

Casting Time: 1 standard action

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

Effect: 400-pound ball of rock and ice

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: No

You conjure a bright, glowing comet, which appears in midair above your enemies, then strikes the ground with tremendous force. The comet appears 5 feet per caster level above the ground or at the ceiling, whichever is lower. The comet immediately falls, dealing 2d6 points of damage per 10 feet fallen to everything in the 10-foot-square area directly below it.


The force of the comet can also knock creatures prone. Creatures who failed their Reflex save are subject to a trip attempt. The comet has a +11 bonus (+7 for effective Strength of 25 and +4 for being Large) on the trip check.


The comet breaks apart on impact, filling the 10-foot-square area with dense rubble (as described on page 90 of the Dungeon Master’s Guide).

DIVINE SACRIFICE

Evocation

Level: Blackguard 1, paladin 1

Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 round/level

You can sacrifice life force to increase the damage you deal. Once each round, as a free action, you can sacrifice up to 10 of your hit points (doing this does not trigger an attack of opportunity). For every 2 hit points you sacrifice, on your next successful attack you deal +1d6 damage, to a maximum of +5d6 on that attack. Your ability to deal this additional damage ends when you successfully attack or when the spell duration ends. You can make as many sacrifices as the spell duration allows. Sacrificed hit points count as normal damage. For example, an 8th-level paladin can cast this spell with a duration of 4 rounds. If she sacrifices 10 hit points a round and hits in every round, she can spend up to 40 hit points and deal up to +5d6 points of additional damage all 4 rounds.
INFESTATION OF MAGGOTS

Necromancy

Level: Druid 3

Components: V, S, M

Casting Time: 1 stadard action

Range: Touch

Target: Creature touched

Duration: 1 round/2 levels

Saving Throw: Fortitude negates

Spell Resistance: Yes

With a successful melee touch attack, you infest a creature with maggotlike creatures. They deal 1d4 points of temporary Constitution damage each round. The subject makes a new Fortitude save each round to negate the damage of that round and end the effect.


The infestation can be removed with a cure disease or heal spell.


Material Component: A handful of dead, dried flies.

LANGUOR

Transmutation

Level: Druid 4

Components: V, S

Casting Time: 1 standard action

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

Effect: Ray

Duration : 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes

This spell causes creatures it hits to become weak and slow. A subject who fails a Will save is slowed as the spell and suffers a cumulative enhancement penalty t Strength equal to 1d6-1 per two caster levels (minimum additional penalty of 0, maximum of -10) each round. If the subject’s Strength drops below 1, it is helpless. The spell’s slow effect counters and is countered by haste. However, the Strength penalty is not countered by haste.
SLIME WAVE

Conjuration (Summoning)

Level: Cleric 7, druid 7

Components: V, S, M

Casting Time: 1 standard action

Range: Close ( 25 ft. + 5 ft./2 levels)
Area: 15-ft.-radius spread

Duration: 1 round/level

Saving Throw: Reflex negates

Spell Resistance: No

You create a wave of green slime that begins at the range you choose and violently spreads to the limit of the area. The wave splashes and spatters as it passes; some slime clings to any wall or ceiling. Green slime devours flesh and organic materials on contact, and even dissolves metal. Each creature is covered with one patch of green slime for every 5 feet of its face.


A patch of green slime deals 1d6 points of temporary Constitution damage per round while it devours flesh. Against wood or metal, green slime deals 2d6 points of damage per round, ignoring metal’s hardness but not that of wood. It does not harm stone.


On the first round of contact, the slime can be scraped off a creature (most likely destroying the scraping device), but after that it must be frozen, burned, cut away (applying damage to the victim as well). Extreme cold or heat, sunlight, or a remove disease spell destroys the green slime. Unlike normal green slime, the slime created by this spell gradually evaporates, disappearing by the end of the duration.


Material Component: A few drops of stagnant pond water.
SPIKES

Transmutation

Level: Cleric 3, druid 3

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: Wooden weapon touched

Duration: 1 hour/level

Saving Throw: None

Spell Resistance: No

As brambles, except that the affected weapon gains a +2 enhancement bonus on its attacks, and the threat range is doubled.
Player Handout #1-Pursuit Map for Following Raid Force
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Critical Events Summary: SHE4-03 Breaking Point

Judges, this summary will be used to tabulate results from this event, for use in future scenarios. This data will be collected from August 1- October 31, 2004. Please answer the following questions and return the information to me at the address below.

1. Did the PCs accept the mission to pursue the raiders? Yes ___ No ___

2. Did the PCs befriend Packtoh, the centaur? Yes ___ No ___

3. Did the PCs befriend Blazen Moon, the dire wolf? Yes ___ No ___

4. Did the PCs successfully defend or destroy the teleportation circle in Encounter Six? 


Yes ___ No ___
5. Did the PCs befriend Glanzenbaum, the Treant? Yes ___ No ___

6. Did the PCs attempt the Quick Grab encounter Yes ___ No ___ If attempted, did they succeed? Yes ___ No ___

7. Did the PCs harass the raiders by attacking them in Encounter Ten? Yes ___ No ___

8. Did the PCs recover the ambassadors, by winning the Final Battle in Encounter Eleven or by other means? Yes ___ No ___

9. (APL 18 tables only) Was Rhythillon defeated in Encounter Eleven? Yes ___ No ___ If so, was his body teleported home by his staff Glyssyl?  Yes ___ No ___
Please send the completed form to me at:

Steve Enzor 

4615 Thomas Hoby Place

Sarasota, FL 34241

Or email the answers to me at enzors@comcast.net
You have my thanks. I hope you enjoyed the scenario.
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�What is this Knight’s Watcher title?  This is important to Knight of the Watch PCs.
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