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The skies grow dark over Sterich. A huge dark cloud castle has come to Istivin. Like a malignant stain upon the sky, it hovers high above the capital. There is panic in the streets and the militia mobilizes but all they do is watch and wait. Lords Errant are summoned and the general call-to-arms goes out for only the very bravest to fly to Istivin. The giants have returned to Sterich. 

A Sheldomar Metaregional adventure for APLs 6-18 and Part One of the Dark Clouds series.

Introduction

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

Preparation






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

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

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA 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 four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

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

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

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

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

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



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

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

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.

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

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

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

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

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

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

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 Metaregion.  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.

Adventure Background

This is a one round Sheldomar Metaregional event that advances the giants plotline within the Sheldomar valley. It introduces a new and distinct cloud giant island with which the giants conquer Sterich. The cloud giants in this adventure are predominantly neutral or good aligned. They are trying to do the will of the Sakhut with minimal loss of life.  

This adventure takes heavily from the published TSR module, “Dark Clouds Gather”. This was notated UK7 and featured a cloud island wherein lived a good cloud giant named Lachlan. The adventure had Lachlan possessed by the leader of an evil race of flying apes, the Batuun. The possessed giant began ravaging the surrounding area. The adventurers go off to the tower of the wizard Devral and gain a great magical item known as the Sky Boat which allows them to assault the cloud castle. The adventurers succeed and Lachlan regains control of his mind when he is defeated. He is able to imprison the malign spirit of the Batuun leader. Lachlan believes his wife, Reina, is dead by his own hand but her body is not found. His eldest child is dead and the two remaining children are now terrified of him. The noble silver dragon that enjoyed the hospitality of Lachlan was strangled by Lachlan as she slept. The dragon was butchered by Lachlan to feed the Batuun army. This history is taken from the old module.

Lachlan’s remorse was unsurprisingly great. He took steps to prevent this happening ever again. Firstly he arranged for his eldest child to be raised by his evil-aligned kinfolk, Magnus. He asked the  wizard Devral to fashion new magical rings which he placed upon the fingers of all of his family. The bone ring gives a permanent protection from evil effect but the ring cannot be removed once worn. He gave control of his castle to his children. Lachlan took possession of the iron flask containing the imprisoned Batuun queen and the Sky Boat. Then Lachlan went to the aged wizard Devral who at Lachlan’s request imprisoned him within the mage’s tower in the Crystalmists. This is my own addition to the story of Lachlan.

Presently Achim Lachlansen is master of the cloud island along with his two sisters, Annushka and Maira.  Annushka was unhinged by events around her and has lived in the family’s mausoleum since her resurrection. Maira used to have rooms within the main castle but since her recent outburst at the court of the Sakhut, she has made her home within a smaller manor house used previously for favored guests.  The cloud island consists of the grand central castle along with two independent buildings. 

Lachlansen has been ordered to further the Sakhut’s desires. He has been sent to gain dominion over Sterich. Lachlansen believes that if he were not to do this then the Sakhut would do it by more violent means and that this is in the best interests of all. He understands it is at best a shoddy, tainted choice he is now making but knows that he cannot directly defy the Sakhut. He has as guest within his castle, a kinsman named Magnussen. He is an evil cloud giant cleric and is there to observe on behalf of the Sakhut. They share a common bloodline and there is a strong blood debt. Magnus, the father of Magnussen, raised Annushka from the dead after the possessed Lachlan had killed her. Thus the Lachlan family is solidly in the debt of the evil cloud giant cleric family.  

There are a number of stone giants living on the cloud island at Maira’s house as they are fascinated by the cloudrock. They have been, at Lachlansen’s request, causing relatively small chunks to break away from the cloud island. Lachlansen places the cloud island above Istivin during the day to maximize the visibility (and hence the terror) of it. At night, he moves it away to lie above the main entry road. This is when the stone giants weave their stone magic and small chunks of cloudrock plummet to the ground. This is causing the ground quakes outside Istivin. The cloud island is presently surrounded by powerful storms which throw bolts of lightning and booming thunderclaps all around the perimeter of the cloud island. 

The ruler of Sterich has been invited to visit the cloud island to discuss matters. Lachlansen has indicated that negotiation is the only way for Sterich to survive. To safeguard Marchioness Resbin, two members of the Knights of the Dispatch have gone with her. So far the negotiations are stalled as Marchioness Resbin plays for time and the hope that others might come to the aid of Sterich. Magnussen grows impatient and has asked that the Sakhut allow him to take control of affairs.  The Sakhut is in contact with Lachlansen via a magical mirror which acts as a mutual scrying device. The Sakhut expects Lachlansen at the mirror at the beginning of each day. 

Presently the cloud island sits above Istivin terrorizing the population. A few people are fleeing though rumors of localized earthquakes and giant armies are convincing most that it is better to stay at Istivin. Marchioness Resbin has been gone for two days. Her advisors wait for news of aid for Sterich such as from the surrounding regions and the renowned Lords Errant of Sterich. Lachlansen has a simple requirement that Marchioness Resbin swear fealty to the rightful overlord of this land, the Sakhut. 

Adventure Summary

This is a one round Sheldomar Metaregional event that revolves around the arrival of a cloud castle over Istivin, capital of Sterich. The conclusion of the adventure is the occupation of Sterich. Characters may vary the method of the occupation but not the result. Given this, it is clear that there must be very distinct paths (clearly chosen by the characters) of how the occupation unfolds. 

The two choices offered are to defeat (possibly kill) the second-in-command, Magnussen, an evil-aligned cloud giant cleric. Magnussen is the main obstacle to a negotiated solution. This will permit Marchioness
 Resbin of Sterich to surrender to Achim Lachlansen, the good-aligned lord of the cloud island and agree to a relatively peaceful occupation of Sterich.

The alternative is to kill the good-aligned cloud giant commander and cause the cloud island to fall. This brings wrack and ruin to Istivin and the deaths of scores of giants. This deals a crushing blow to the giant armies but causes the cloud giants to unite. The giant armies advance under Magnussen’s command and Sterich surrenders. This is partly because of the approaching armies and partly at the callous win-at-all-costs nature of their adventurer ‘allies’. 

It is possible that some combination of events is possible but one result that is not possible is for the characters to gain control of the cloud island. 

Encounter 1: At Istivin

The characters start the adventure having heard of the call for heroes at Istivin. Allow them to purchase potions/scrolls of flying as they may need them. They begin at Istivin. If they enter by the trade gate of Istivin then they can see the result of the cloudrock attacks. There are many large misty craters with heavy dew upon them. It is assumed that they have met up and are together with introductions having been done on the road. 

Entering Istivin, their reception depends upon whether there is a Lord Errant of Sterich present. If so, they are quickly taken to the palace and given a private stateroom within which they are given their own private briefing. If not, the characters are shown to a large inn, The Unwise Adventurer where they wait alongside many other adventurers. They receive a similar briefing but given to a mass audience. They are sent to a private room at the inn (or stateroom at the palace) to wait for the signal to attack the cloud island.  The briefing will describe advancing fire giant armies, scouting reports of the Cloud Island and nature of giant delegation that came for Marchioness Resbin. 

Encounter 2: Heroes wanted

An ancient retainer (a befuddled genie named Aeroldoth) of Lachlan has come down from the island to find heroes in the final hours of the night. His faculties are severely diminished as a result of previous unspecified events. He appears as an old feeble Baklunish man walking with the assistance of an ornate cane. He carries a fine, rolled-up carpet under his arm. The characters observe one of a group of Suel nobles accost the old man, kicking his cane away and sending him sprawling to the floor. His carpet unrolls and reveals a faded but highly detailed design – a cloud giant alongside a silver dragon fighting many demons. The Suel noble from Keoland then begins to grind his muddy boot into the carpet, uncaring as the old man tries to keep the dirt off the carpet. 

If the characters do nothing then other Suel nobles pull away the bullying Suel noble and the old man moves on entirely unreceptive to any questions from the characters. If the characters kill the unarmed drunk Suel nobles then the genie leaves as other adventurers, town guards and the Lord Lieutenant arrive. The characters forfeit many of the favors earned in this module and their Lord Errant status to avoid imprisonment. 

 If the characters challenge the Suel in a non-lethal manner then his friends separate the Suel bully from them. However the old man sees that spark of heroism and will proclaim that he has found his heroes. He fails to answer questions but asks the party to send the bad giant away from the castle. Any discussion is quickly curtailed by the sound of a small bell that summons the genie back to his master. 

The genie provides safe passage through the storms. Storms are both lightning and sonic damage (APL dependent). He provides some instructions as what to do and little other information. He will not ask the party to kill the bad giant; just to send him away. If the characters fail to take the obvious plot hook then they are asked to scout out the island ahead of the planned attack as a pre-cursor rescue mission for Marchioness Resbin. They need to fly up themselves and have to provide their own protection against the storm around the castle. 

With the genie, the characters fly up on the carpet to the underside of the cloud castle. The genie gets them past the storms without damage. They need to stand around the carpet and then they will float up as a cloud. The genie provides the magic; the carpet is non-magical. The main cloud island areas are heavily patrolled. Characters get a glimpse of the upper castle where multiple evil giants, each with creatures such as winter wolves, hell hounds and retrievers, patrol. Four operational monoliths can be seen amidst this gaggle of giant folk. The worst of the evil giants are camped out in the open as Lachlansen does not permit them inside his castle.  Hopefully most players should get the unsubtle hint that frontal assault is not the way in. 

Encounter 3: Bitter Bones

Entering underneath the cloud castle, the characters come to a heavily barred door. Beyond the door, they pass an array of dragon skeletons which were assembled (from other skeletons) by the skeletal silver dragon to distract the characters. The large cave has a most evil feel due to the events that occurred here. This has an unnerving effect; any character who fails a will save starts to see visions of his comrades being literally butchered and that he is the willing butcher. The betrayal, murder and butchering of a silver dragon has left behind a most tainted aura. The dragon skeleton attacks but its destruction simply frees the silver dragon ghost. At low APLs, the dragon ghost leaves while at higher APLs, it fights.  The ghost begins on the ethereal plane (and out of line of sight of the characters) and pre-casts a number of spells while waiting for any short duration spells on the characters to wear off. Characters, who can see onto the ethereal, see the ghost dragon rocking back and forth (as might an agitated animal) as it casts its spells. The silver dragon has some coins and items that were in its original hoard. It has a large mithral grave marker; but taking this is grave-robbing. It may be taken but has consequences. The dragon fights more as the beast than a tactically savvy dragon. It thanks them after they defeat it. 

Encounter 4: Faithful Beasts

Beyond the cave of the dragon, the path carries PCs into the lair of some celestial lions (dire at higher APLs).  The door is locked but from the opposing side. The lions are fiercely loyal to Lachlansen and guard the lower levels from entry. They challenge any intruders. They can be persuaded to allow passage but they are initially hostile. They are unreceptive to diplomatic overtures but can be tricked, bluffed or just bypassed. The lions are up on ledges above the floor level ready to pounce down as large cats like to do. The lions are clearly Celestial in origin having brilliant white golden teeth.  One decaying tooth remains as a magical trophy if any of the lions are killed. It provides an unslotted +1 profane bonus to saves for neutral/evil characters only. 

Encounter 5: Exquisite Beauty

Steps within the lion’s lair lead up to a room with an ornate, high ceiling wherein a harp can be heard playing. This is Lachlan’s Fochlucan harp and is an intelligent good-aligned item. It can cast spells by playing various notes akin to a bard. Its magics were all designed to be more amusing than offensive.  It just loves to tell stories. It requires them to sit cross-legged with arms folded and listen as it relates the history of the cloud island and the present situation. If attacked, it calls telepathically to summon both Magnussen and Lachlansen, who come with many allies to its rescue (and the premature ending of the module).  The harp has the manner of an infant teacher and makes the characters sit in a circle. The harp does not respond to questions. It only tells stories. It tells of the history of Lachlan and the Batuun, if they are polite in its presence, the recent story of Maira’s fall from grace, and, on answer to a small puzzle, a story of Lachlan and Magnussen.  The history of Lachlan includes the location in the Crystalmists of the resting place for the Sky Boat.

The harp is fiercely loyal to Lachlansen and wishes to remain in the castle. It has no desire to be taken elsewhere. It ceases all activity if removed becoming in effect a large, richly decorated harp.  

Those characters, who have been polite and solved the riddle, may stay on the cloud island for up to 4 weeks where the harp will regale the character with old tales.  Each TU is rewarded by a cumulative +1 competence bonus to Perform skill to a maximum of 4 TUs spent. This reward is only possible if Lachlansen is not attacked. 

Encounter 6: Scarred Defiance

At the conclusion of the stories, Maira enters. Maira is the younger sister of Achim Lachlansen and a druidess. Maira is forbidden by the Sakhut to speak. Her throat, regardless of form, is marked by scars. These are ritualistic and don’t impede speech. If the scars are removed or Maira speaks then the Sakhut will know. All Maira’s communications are done entirely non-verbally. Maira gives them a small cloud construct which is in the form of a miniscule long boat. If the characters have not slaughtered the lions then Maira gives them a tooth, freely given by one of the celestial lions. This acts as an unslotted +1 sacred bonus to saves for a good-aligned character only. 

The harp speaks for Maira and provides an insight into the situation; mostly that Magnussen is the main obstacle to negotiations. Maira confides that Lachlansen is doing this to forestall a much worse fate for Sterich. The harp looks to get mercy for Magnussen as she likes him.

Encounter 7: Picnic Tables

Maira leads the characters to the main throne room where they may observe Lachlansen, Magnussen and Marchioness Resbin in final discussions from a curtained gallery.  The throne room is crowded with giants. Lachlansen implores Marchioness Resbin to agree to surrender terms as time has run out. He shows what the stone giants are doing with the rocks they are dropping from the cloud castle. Marchioness Resbin stalls and Lachlansen with some annoyance leaves. 

Magnussen explains that the armies are approaching and that the Fomorians are hungry. He inquires how many picnic tables will be available for his giants. Magnussen makes clear that diplomacy has ended and that he, Magnussen, has petitioned the Sakhut to take charge now. He will rejoin the Third Mark of the Imperial legion of Surtur.  They will crush the armies of Sterich. The Tyv have had their chances to surrender. Marchioness Resbin blanches at these words and Magnussen leaves the room. At low APLs, Magnussen sends his fire giant guards away to get food while he takes a nap. Marchioness Resbin speaks to her dwarven advisor and speculates that perhaps she should surrender.  Still amidst many giants, Marchioness Resbin and her advisors leave. When everyone has left the throne room, Maira escorts the characters to Magnussen’s door. 

Encounter 8: Unwelcome advice

As the characters gather outside Magnussen’s room, a disembodied voice (the Batuun leader) tempts them with an alternative plan. This is done within confines of a special time stop. It permits the characters to speak to each other after the offer is made. During this time they may not cast any preparatory spells.   She suggests that they strike against Lachlansen. In this way, they can kill many more giants as Lachlansen, and Lachlansen alone, keeps the island in the sky. If Lachlansen were to die then the island falls and many giants and their horrific pets would fall to their certain deaths. That would be a truly great victory.  Batuun leader illuminates Lachlansen’s door which is only a short walk away. Once her speech is given, the voice of Batuun is still but the time stop effect remains for characters to discuss what they choose to do. Thereafter the characters are left in front of either Magnussen’s or Lachlansen’s door. 

Encounter 9a/b: Magnussen/Lachlansen

This encounter is set up so that they may make some preparations prior to the fight. This time is dependent on APL.  At low APLs, this is potentially a very deadly fight. The situational modifiers reduce Magnussen’s effectiveness at lower APLs. If they are able to defeat him then it is their decision if he lives or dies. If they have a living but defeated Magnussen then he is beholden to them for his life. Regardless of his personal animosity towards the characters, this blood debt requires him to make the final negotiations go easier. Lachlansen arrives if it goes particularly badly. Alternatively they may attack Lachlansen. Giants rush to aid their masters once combat starts. At higher APLs, the characters may be discovered before the fight starts if they prepare too long outside the door of their chosen foe. 

After either the characters have been discovered by the goblin cleaning ladies of the cloud castle or simply the sounds of combat, a large group of giants arrives. If the characters are fighting Magnussen then Lachlansen arrives and provides an opportunity for surrender (mostly likely in return for Magnussen’s body). If characters are fighting Lachlansen then he sends them away prior to the party being attacked by Maira and the other giants. 

It is possible that characters decide that they wish to continue the fight, especially at high APLs. Simply note that the monoliths are with the throng of elite giants. The mere mention of Mordenkainen’s Disjunction followed by Anti-magic should rapidly dampen any enthusiasm for continuing the fight. 

Encounter 10: Resolutions 

This event plays out in five separate conclusions. These are based on the basic choice of whether the characters attack Lachlansen or Magnussen and the result of that fight.  Conclusion A is where the characters attack Lachlansen and kill him. Conclusion B is where the characters attack Lachlansen but fail to kill him. Conclusion C is where they attack and kill Magnussen. Conclusion D is where the characters defeat Magnussen but they spare his life. Conclusion E is where the characters attack Magnussen but fail to defeat him.  In all of these cases as the battle is concluding, the other cloud giants appear along with many allies. If the characters are fighting Magnussen and it is going badly, then Lachlansen allows the characters to surrender to him.

In conclusion A, the characters have successfully killed Lachlansen. His death causes the cloud island to fall.  Lachlansen steers the island away from Istivin in his final moments as a last heroic act. Thus reduces but does not prevent serious damage to Istivin. The characters must provide some way to fly from the island or they, like many of the giants, fall to their deaths. The central castle falls while the two other buildings remain in the air. Some giants are able to scramble to safety but most giants (and all monoliths) fall to the ground. Maira curses the characters and the Sakhut hear her and are pleased to gain a new convert to their cause. Marchioness Resbin sees the destruction wrought by her supposed allies and decides it is best to surrender to the giants. 

Regards Conclusion B, where they attack Lachlansen but fail to kill him, Lachlansen orders them from the cloud castle; dissolving the very ground beneath them; characters must fly or fall. Lachlansen speaks about how the cloud island would have fallen upon Sterich. Marchioness Resbin hears and pronounces the Hatred of Sterich upon them. She surrenders in face of such dangerous, uncaring allies.

For conclusion C, Magnussen is slain by the characters. Lachlansen demands the body of Magnussen. The characters are given their lives in return for the body but made to leave the island immediately; again they get to fly or fall. With Magnussen gone, it is easy for Marchioness Resbin to surrender to Lachlansen. 

In conclusion D, the characters have spared Magnussen’s life and are asked to stand down by Lachlansen. They are afforded hospitality as stalwart protectors of Marchioness Resbin. Grudgingly Magnussen recognizes their boldness if nothing else. They proceed to the Sakhut encounter where the peaceful occupation is agreed with the assistance of Magnussen.  The Sakhut appear at a large silver mirror which acts as a scrying portal.  Through it, it is possible to talk but nothing else. He asks for progress from Lachlansen. He commends Marchioness Resbin on the wisdom of her choice when the swearing of fealty is reported. The characters get to be levitated down by the cloud giants. They are honored by Sterich when they return from the cloud island.  

In conclusion E, the characters have been unable to defeat Magnussen. Lachlansen allows them to surrender. Magnussen is dismissive of the characters’ abilities. He permits Marchioness Resbin to surrender as he sees no threat worthy of his troops. Lachlansen then expels them from the castle. Yet again they must fly or die.  In this conclusion they are not honored by Sterich when they return from the cloud island. 

The end result is that Marchioness Resbin surrenders to the giants and Sterich becomes part of Greater Jotenheim paying fealty to the Sakhut. 

Introduction

The characters begin the adventure on the outskirts of Istivin, the capital of Sterich having heard of the summons for all Lords Errant and other heroes to rally to Sterich. The news of the arrival of the cloud island over Sterich has been spread far and wide. It is near the end of the day as they arrive in Istivin. The call to heroes is detailed in Players Handout 1. This was issued as a teaser for this module. 

Encourage players to buy standard (as per LGCS) equipment such as potions or scrolls of featherfall, levitate or fly as they might need them for this adventure. 

Encounter 1: At Istivin

“You have come to Istivin, the capital of Sterich in answer to either the particular call for Lords Errant or the general clarion call for heroes to form upon Istivin as it lies beneath the shadow of a storm-sheathed cloud island. About half a mile away down the road is the great gate of Istivin; however you have noticed at the sides of the road that there are many craters of varied sizes from 10 to 50 feet across. A few of them are wreathed in a few inches of light mist. 

In their journey to Istivin, you should allow any spells with long duration (days) spells to be put in place by characters. 

Above Istivin sits a thick bank of oily black clouds from which rolling thunder and streaks of lightning play. The lightning provides momentary glimpses of structures within. A large central castle with two other smaller buildings set away from it. The clouds and distance prevent any finer detail being made out. This dark and stormy scene sits a couple of thousand feet above the very centre of Istivin. It is late in the day and night will soon be falling. 

If the characters investigate the craters, they find:

Search DC10 - some craters have a thin film of water upon them. 

Track DC 15 - tracks can be found from a small mounted patrol who had investigated the craters. The tracks lead both to and from Istivin.

There is no magic here. 

Knowledge (Engineering) DC 10 - the craters are similar to those made by the impact of projectiles thrown by catapults or other devices. However there is no sign of the impacting object. Debris should be scattered. The depth of the craters suggests unearthly powerful impacts.

The truth is the craters were made by the giants (cloud and stone) dropping chunks of the cloud island from about 4,000 feet. The cloudrock makes a huge impact in its hard as granite rock form but then reverts to its true misty cloud form. Hence no debris can be found.   

Assuming the characters head towards Istivin (or if they loiter outside Istivin for long enough), they are challenged by a guard captain of Istivin along with a small gate patrol.

The gate of Istivin opens before you and a small group of guisarme-wielding troops stand forward. A lanky, close-cropped blonde man speaks to you, 

“Do you stand with Sterich in its hour of need? Do I find amongst you any of the Lords Errant of Sterich who have answered the call? Speak your piece and let me hear your names so that I may convey you swiftly to where you are most needed and most welcome.”

If any characters are a Lord Errant of Sterich (a certed position gained from the Core Special Event, Assault on the Vault) then they are treated with utmost respect and taken to a private stateroom within the palace of Istivin.  They have Favored status within Istivin. Any companions, who are not Lord Errant, are regarded as accompanying retainers/servants. 

If no one with the party is a Lord Errant then they are regarded as having Ordinary status. They are treated significantly differently within Istivin. They are taken to a room at a nearby inn, The Unwise Adventurer. They are still honored as heroes who have come to Sterich’s aid but the fawning is greatly reduced. 

If party has Favored status, read the following:

The lanky figure bows low and his men follow suit. He addresses the party,  

“My honored heroes, I would ask that you permit me to take you to the palace where a stateroom awaits you. I am Captain Garthan and I am at your service.” 

The captain and his men make a show of clearing the ordinary folk from the roadway announcing that, 

“Lord Errant {name} is coming through, clear the way you ruffians. {She/He} has no need of being detained by you unworthy peasants. Bow low and long for you are in the presence of the very epitome of greatness. Shield your eyes from the glare of their magnificence”

The palace gates soon loom ahead of you in the last few minutes of Pelor’s light. You are waved through with fanfares blaring. After a few sharp turns, you come to rest in an ornate stateroom just off the main processional to the throne room itself. Exquisitely carved Darkwood chairs and richly upholstered couches are arranged around a large table resplendent with a variety of food and drinks.  

A large bulbous nosed man bows so low as to almost topple over and says in a voice hushed as if he were communing with his god,

“My esteemed, noble heroes and their attendants, I am truly thrilled to have this opportunity to serve you. Please make my heart beat like that of a Flan war drummer with a request for a small libation; perhaps the Old 66 porter from Pemlo, a fine selection of elven ice wines and some rather impudent brews from Sterich itself. As to what may tickle your golden palates, may I suggest the boar’s heart in the Oeridian style? Perhaps I can tempt you with a few song birds spiced in the Bakluni style.  I have both serving wenches and lads to wait upon your orders. 

The Lord Lieutenant will be along in a few hours to brief you on how stands Sterich at this moment and give you all available intelligence regards that monstrosity that sits above us and haunts our dreams.”

Allow characters a few hours to be feasted and have their fevered brows mopped by some fulsome serving wenches. The stateroom has windows to the main palace courtyard and is 60 feet long and 40 feet wide. It has a set of double doors that leads out to 20 feet wide corridor. The corridor has many other staterooms off it. 

At this point it may be entertaining to draw the room and get characters placed on the battle mat so as to get the meta-gamers primed for ‘combat’.

The door of the stateroom swings open and a full bearded older man strides in. He wears full plate that makes only a light tinkling sound as he moves. 

“My lords and ladies, let us not stand on ceremony. I am Lord Lieutenant Balthazar and I am in charge. I have taken the liberty of providing a detailed report for you but felt I best highlight certain points that rather stood out in my mind. I’d appreciate it if the information I am about to impart didn’t leave this room as, to put it bluntly, we are up to our neck in the smelly stuff and the common folk are scared enough.” 

“I’ll tackle the key points and those of you with the vast intellects can read the briefing and extract all the minutiae.” 

Give out player handout 2.

 “Four days ago, the cloud castle came to sit above Istivin. We got at the same time reports of a large giant army emerging from the Crystalmists and heading in our direction.”

“During the night, we get numerous explosions outside Istivin. I suspect you’ve seen the craters. These have continued every night – getting worse and worse.” 

“Two days ago, a cloud giant came down with two fire giant guards and requested that Marchioness Resbin accompany him to discuss terms of surrender. Marchioness Resbin agreed to go up in order to buy us a little more time so that we could prepare an assault.” 

“We sent a druid, name of Roslyne the White Lily, who was suitably protected from the storms, to scout out the cloud island. She found a central cloud castle with two other manor houses on opposite sides of the castle. Many evil giants of various sorts were camped out in the plains around the cloud castle.” 

“So we have an army approaching and an aerial fortress above us. The plan is to try and destroy the aerial fortress, hoping that our success dissuades the giant ground forces from engaging. As to who takes out the aerial fortress, well that’s why you are here. The cream of the adventuring crop shall fly to face that castle in the clouds. Rest up, prepare and expect the call to arms soon.” 

“I’ve already taken the liberty of awarding you a rather ostentatious title. I always feel it fires up the belly to go to a war with a good name. So potential Lords Stalwart of Sterich, be prepared for an Assault on the Aerie of these Damned Cloudlords in 3 hours.” 

If not of Favored status then use the following: 

The party is escorted to a large assembly room at a nearby inn where some basic ales and hearty foods are provided. They get to eat and drink for a couple of hours. The Lord Lieutenant briefs the crowd within the large common room of the inn. It is standing room only. The same handout is provided; one copy to the party leader. 

You have been escorted through town to a large tavern called The Unwise Adventurer. It has a very large common room where many adventurers are gathered and a number of smaller rooms where each group is allowed to take their gear. There are tables laid out in the common room with food and drink aplenty. It is good wholesome stuff; beef and beer with the occasional vegetable for comic relief. The food, and more importantly, the drink is swiftly replenished as it is consumed. There is a good atmosphere and the main talk of the tavern is how to kill giants. 

Feel free to allow a little role-playing here where characters can gain information about how tough giants, particularly cloud giants, are. Everyone is saving their energies for the fight with the giants so no one wants to start any bar fights. 

After a couple of hours, the door of the tavern swings open and a full bearded older man strides in. He wears full plate that makes only a light tinkling sound as he moves. 

“Distinguished adventurers, let us not stand on ceremony. I am Lord Lieutenant Balthazar and I am in charge. I have taken the liberty of providing a detailed report for you but felt I best highlight certain points that rather stood out in my mind. I’d appreciate it if the information I am about to impart didn’t leave this room as, to put it bluntly, we are up to our neck in the smelly stuff and the common folk are scared enough.” 

“I’ll tackle the key points and those of you with the vast intellects can read the briefing and extract all the minutiae”. 

Give out player handout 2.

 “Four days ago, the cloud castle came to sit above Istivin. We got at about the same time reports of a large giant army emerging from the Crystalmists and heading in our direction.” 

“During the night, we get numerous explosions outside Istivin. I suspect you’ve seen the craters. These have continued every night – getting worse and worse.” 

“Two days ago, a cloud giant came down with two fire giant guards and requested that the Marchioness Resbin accompany him to discuss terms of surrender. Marchioness Resbin agreed to go in order to buy us a little more time.” 

“We sent a druid, name of Roslyne the White Lily, who was suitably protected from the storms, to scout out the cloud island. She found a central cloud castle with two other manor houses on opposite sides of the castle. Many evil giants of various sorts were camped out in the plains around the cloud castle.” 

“So we have an army approaching and an aerial fortress above us. The plan is to destroy the aerial fortress, hoping that our success dissuades the giant ground forces from engaging. As to who takes out the aerial fortress, well that’s why you are here. The cream of the adventuring crop shall fly to face that castle in the clouds. So be prepared for an Assault on the Aerie of these Damned Cloudlords in 3 hours.”

There is but one small difference at the end of the briefing the Lord Lieutenant points across to the palace and says,

“Just one final word of encouragement, those that do well for Sterich get our favor. It has happened before when some brave souls went down into the Underdark at our request. The recipients of that last gift are in the staterooms of the palace enjoying some of luxuries that Sterich can provide. They are Lords of Sterich. Perhaps the next time we speak, it will be in your own private stateroom.” 

If asked about how they will get up to (or more importantly down from) the cloud island, Balthazar will indicate there might be a few spare spells available but buying potions and scrolls sounds eminently sensible. 

If the characters have further questions, the Lord Lieutenant refers them to the briefing sheet as that is the complete extent of his knowledge. He happily speculates on matters (entirely erroneously) if pressed for answers.

The druid (Roslyne the White Lily) has gone to the court of Geoff to brief them on what she saw.  

Lord Lieutenant Balthazar: Male Human Oeridian Ftr10; hp 100. He wears full plate which is silent apart from a tinkling sound as a result of an adventure in Fey lands. Balthazar is a bluff, forthright chap who likes twirling his rather ample moustache. 

Encounter 2: Heroes wanted

See Map in Appendix Eight.

Characters are provided with silk cushions and rich cashmere blankets at the stateroom of the palace. While at the tavern, they get cotton pillows and travel rugs in a private room off the main common room. They are told to expect the call to attack in three hours – this corresponds to about 4 am in the morning.

It is the early hours of the morning as you wait for the order to attack the great aerial fortress that sits above Istivin. However it is disturbed by the easily recognizable sound of young chaps making merry along the corridor of this place. Their alcohol-lubricated voices carry into your rooms and your door flies open where one of four raffish young Suel noblemen looks in. He blinks a little as his eyes struggle to focus and the tankard in his hand spills out over the rugs of the room. He speaks in a slurred voice,

“Got any proper drink in here? I can’t stand those dwarven or elven brews. Those subhumans make beer that would make a catoblepas puke. And don’t get me started on the Oeridian crap – I wouldn’t give it to Nyrondian gnome. And I don’t even want to think about Flan beers. Who’d ever want to drink a big girlie cup of cider? 

Outside in the corridor, there is a single old Bakluni making his way slowly along the corridor. He taps his way along with the help of an ornate walking stick. His cloak is a swirl of light blues and pale creams. He struggles with a small prayer mat under his arm.

The Suel yahoos in their white silk shirts spot him in an instant and the largest of them moves forward. He kicks away the old man’s stick causing the old man to crash to the floor. He punctuates this with a slurred, sardonic appeal to his three drinking buddies,

“Bakluni boy, you can’t wander around here. It simply isn’t safe, you worthless dog.”

The old man’s prayer mat unfurls and reveals a scene caught mostly in silvers and reds. A giant and a dragon, both represented in silver, fight against hundreds of red demonic figures. The detail is swiftly obscured as the Suel man begins to prance like a Bakluni dancing girl atop the rug, his hands waving and clapping in the air. He wipes his muddy boots upon the mat while the old man tries desperately to stop him. 

Knowledge nobility DC 15 or Knowledge Local DC 25: the Suel man is Rabbeus of Gradsul, a ne’er do well son of very well connected  Keoish family. 

Rabbeus Hiward: Male Human Suel Ari3; hp 18; AC 10.

Rakes (3): Male Human Suel Ari1; hp 8; AC 10.

Development: allow the characters to act. The other nobles try and walk away from a fight claiming the party is “not worth it”. The raffish nobles have no weapons and lethal force used by the characters is inappropriate. Ensure the characters are aware that the nobles have no weapons or armor.  

 If any of the minor nobles are killed then the responsible characters lose all favors from Sterich and from the Four armies as they are used up to assuage the Keoish desire for justice to be done. Any Lord Errant loses that status as well. The old Bakluni leaves on seeing such unthinking brutality. 

If Rabbeus is hit with subdual damage, you may allow characters the satisfaction of seeing his nose explode with blood. He cries like a baby and screams dire threats (about assassins, exile and his father’s power) and the like but naught comes of it. The rakes and Rabbeus swiftly move away leaving only the old Baklunish man. 

As you land a blow upon the arrogant Suel noble, his nose explodes with blood. He begins to cry like a baby and screams amidst his tears, 

“My father will see that you pay for this. My father is a very important man and you’ll be exiled for this. And there’ll be fiendish assassins from Gradsul after you from this day forward. You’ll live a life forever looking for that dagger in your back.  You’ll pay for this. Mark my words.”  

The other rakes swiftly pull Rabbeus away leaving only the old Baklunish man. 

If characters do not interfere and ignore the old Baklunish man (and obvious plot hook) then they are asked by the Lord Lieutenant to scout out the cloud island. He informs them that divinations have uncovered an entrance on the underside of the cloud island. The characters have to provide their own means of flying to the island and surviving the storm that surrounds it. 

The storm causes damage in form of both sonic and lightning. Each character takes APL X 2 damage of each type. This occurs in distinct pieces. For example at APL 6, the character gets 12 sonic damage and 12 lightning damage on entering the dark clouds. This is then repeated as they pass through the exit of the dark clouds. There is no save (apart from not entering the clouds). Characters may choose to move back from the clouds on first taking damage and thus not take the secondary damage from passing though. 

The Lord Lieutenant gives them one hour in which to find and rescue Marchioness Resbin. After that time elapses the rest of the Lords Errant are sent to assault the cloud castle. 

The entrance is easily found and the characters are back on the normal plotline standing in the tunnel to the door to the ghost dragon.

However if the characters have made some non-lethal attempt to intervene between old man and the bullying nobles then the old man acknowledges the characters. 

The old Bakluni looks to the characters and says in a halting, distant manner, 

“I need your help. The bad must go away. Please gentle sirs, come with me and make the bad one leave. 

Old Bakluni : Genie; hp 60.

The genie named Aeroldoth is hidden under a permanent illusion though the main effect of this is simply to make him look smaller than he really is. His description is pretty much that of an old Baklunish man dressed in blues and pale creams. Those that engage in conversation or attempt to read his mind find nothing tangible. His mind is a kaleidoscope of millions of random thoughts making no sense at all.  He simply keeps asking for the characters to send the bad one away. The characters’ chances to probe him are strictly limited as within a round or two of speaking with him, there is the tinkling of a small bell and the genie is called back to the cloud castle. He leaves almost immediately. 

If the genie is restrained then a storm begins at Istivin. It is entirely natural but the wind just keeps getting stronger and stronger. The genie no longer helps them. The Lord Lieutenant comes along and suggests that they let him go before everything is blown to bits. The characters are provided with information about the newly-divined entrance as if they had simply ignored the plot hook. 

As you look upon the strange Baklunish man, there is the sound of a small tinkling bell and he spreads out the small carpet, perhaps no more than 5 feet across and half as much wide upon the ground in front of you. He looks pleadingly at you and says in desperation,

“My master calls. I must be away. Come now. Place a foot upon the carpet. I will take you. We go up to the castle.  I have directions to the bad one. You need to make him go away.”

Give the party Handout number 3.

If any character indicates that they intend to kill the bad one then the man shakes his head and says in a somewhat frenzied manner,

“No no no, effendi. He is still a guest. Just send him away.”

Assuming the characters step onto the carpet then they are taken up to the underside of the castle via the elemental plane of air. 

Spellcraft DC 21 Plane shift ability

Knowledge Planes DC 15 Elemental plane of air

“As you stand upon the carpet, you find yourselves suddenly standing in midair with no ground in sight. The skies are a radiant blue with a fresh wind blowing seemingly from all directions. The old man seems more alive than ever as he steers the carpet up this way and that. He stares intently at a particular patch of blue. For a brief moment it becomes a window and you look onto the top of the cloud castle. You can make one huge central structure with many delicate towers surrounding a roof garden resplendent with trees of greens and gold. On opposite sides of the castle are two smaller but still substantial houses. 

The first is a rundown ornate building which reminds you of a mausoleum; the other a simple manor house covered in ivy and surrounded by a great variety of wild plants.

Knowledge (Nature) DC 10 reveals that a high level of skill must be used in cultivating such an extensive range of plants.  

However these are small details compared to the army of giants camped out on the misty plains around the central castle. Fire, frost and hill varieties are all represented along with a separate group of Fomorian and crag giants. Amongst them walk a number of the lesser giants, mostly ettins. There are several of their pets such as various wolves and hounds. Around the corners of the camp stand four monoliths with their dull green beams flitting across the plains. This is but a small snapshot and the window closes suddenly as the carpet moves down a little and the old man releases his grip upon you. You drop a few feet down to a rough surface as hard as granite but with an inch of heavy mist atop it. It is dark and the carpet is at your feet but the old man is nowhere to be seen. 

Those that do not fly with the genie enter this tunnel at the end which is open to the skies. 

Knowledge (Local Sheldomar Valley) DC 10 Monoliths are dangerous constructs used by the giants. They come in different types; such as Anti-magic, Mordenkainen’s Disjunction or Greater Dispel Magic.

You stand in a long, natural tunnel a full 40 feet wide and tall. Behind you, the way is open to the skies and reveals the dark thunderous lightning–lit clouds that were around the cloud castle. Ahead the tunnel goes on into the darkness. It is quiet and the air is dank and dusty. 

Track DC 20 No recent (at least months, perhaps years) tracks. 

Track DC 35 booted feet (medium to huge in size) and large taloned feet, years old.

Track DC 50 the taloned feet were silver

Development 

The darkness hides a large stone door about 60 feet down the tunnel. It is locked with three huge padlocks. Etched into the stone in large elegant script is the following,

“Here rests Flavius, my steadfast friend. May she long remember the Song of the Seven.”

Bardic Knowledge DC 15, Flavius was a silver dragon. 

Bardic Knowledge DC 20 the Song of Seven is a reference to the seven golden wyrm bodyguards who take the form of songbirds while guarding their lord. It is said they sing most sweetly.

Bardic Knowledge DC 25, an old sage in Greyhawk once told you that the story of Flavius ended in such bitterness and shame that it is no longer told. The sage’s grey eyes twinkled as he told you. 

The door has no traps upon it. The locks are of huge size and simple masterwork quality. They require Open Locks DC 15 or can be forced STR check DC 25. The doors are very large and extremely heavy. They are counter-weighted so they open very slowly but they keep moving even if those pushing on them stop. Door opens slowly at a rate of a couple of inches each round.

When the door is open even a crack, call for Will saves from everyone.  

“The door has moved but a few fractions of an inch under your efforts. It moves so terribly slowly. The air is stale and carries up on the scent of much, much blood. For even the dullest of you can feel that the way ahead is tainted. 

Those that fail their Will saves DC (APL+10),

You see one of your comrades, a trusted friend, hanging from a butcher’s hook. A heavy cleaver in your hand swings down and begins to take chunks of flesh from him. 

Note which characters fail their saves as this is relevant when the dragon (both skeletal and ghost) first attacks. 

As the door continues to open slowly but surely, you can see the way ahead is faintly illuminated and the floor is obscured by a thick mist rising up a good three feet from the floor. The mist has a slight red tinge to it. As the door moves, you can hear that it is sweeping something like loose stones across the floor. 

The dull light ahead comes from a large metal grave marker about one hundred feet ahead. It glows with a silvery light and stands a good six feet high with a four foot cross-beam. By its weak light you can make out many passages that run either side of this 80 feet wide cavern. 

A full minute has gone by and the door is now open wide enough for a man to step through.

Detect Evil shows the entire area is evil. Strength is equivalent to that of the ghost dragon for the APL. For APLs 6 and 8, it is the APL 18 dragon. 

While the door is slowly opening, the skeletal dragon is getting spells cast upon it in readiness for the next encounter. 

Encounter 3: Bitter Bones

See Map in Appendix Nine.

“Moving inside the cave, the floor is uneven and splinters beneath your footsteps. 

If characters investigate beneath the mist they find bones and old silver coins,

Beneath the thick mist, the floor is covered in a layer of bones of various sorts, mostly of human size but some closer to that of ogres. There are also a few old silver coins. 

If looked at, the coins are all identical.  

From inside the large cave, the side passages can be seen. They are dark as the light of the grave marker does not reach into them. 

Darkvison or a light source reveals a skeletal Dragon in the first passage. As characters proceed deeper into the cave they can see more passages where in lurk more skeletal dragons. 

Looking into the dark side passages a motley assembly of old dried bones rises up out of the mist. It is a large, awkward looking skeleton with misshapen claws and distorted features. It appears to be a crude representation of a dragon. 

Knowledge Religion, Knowledge Nature or Heal DC 15: the dragon skeletons are assembled from a collection of other bones from many varied creatures such as ogres, manticores and wolves.

These skeletons may be destroyed without consequence. 

Getting within 30 feet of the grave marker, it is clear that the silvery metal is not in fact silver but it is mithral. It is however more lustrous and glows unlike any other mithral. There are inscriptions in many different languages upon it. One of them is scratched out. 

Languages are common, draconic, celestial, dwarven and giant. It is giant that is scratched out (as if by large talons). The words all say the same thing. 

“May the Song of the Seven give Flavius rest.”

Once a character gets within 20 feet of the grave marker (i.e. walking upon the dragon’s grave), the skeletal dragon attacks. At the same time, all of the passageways sound as if bones are moving. 

As you move into the large cave, there is a cacophony of noise as bones move all around you. From all of the passages off this room, you hear bones on the move. 

Emerging from the right passage ahead of you is a skeletal dragon though it is clearly more than a normal skeleton. Its bones have a distinctly silver sheen to them and its distorted skull has gemstone eyes, one pink and one blue. It moves rapidly toward you, seemingly intent on running its long bony claws through your weak flesh.  

At APLs 16 and 18 the skeleton is wreathed in silver flames (fire shield) and there are multiple images (mirror image). Other spell effects are in play at other APLs but they have no visual impact. 

Call for initiative. 

The dragon skeleton emerges from the second right passageway. This passage is a dead end if characters go down it. It is clearly a non-standard skeleton with its silvery bones and gemstone eyes (and possible spell effects on it). All Knowledge Religion checks about this creature are increased in difficulty by +20 as this is a unique creature. 

Those who failed the initial Will save see the following:

As you look upon the skeleton, your hand begins to get slick with blood from a large cleaver that now rests in it. Again you think of dismembering your friends. You feel a surging antipathy towards this butcher’s blade. You drop it from your hand and watch, as in slow motion whatever weapon you held in your hand (or two hands for two-handed weapons), falls into the mist before you. 

Those that had failed their will saves upon entry drop whatever is in their hand. For a brief moment they see their weapon become a bloody cleaver. The effect is akin to the 8th level spell Antipathy and is not a fear effect. They may pick up the weapon after dropping it – the effect is instantaneous. 

APLS 6 AND 8

APL 6 (EL7)

Flavius, Skeletal Silver Dragon (1); hp 104; see Appendix 1).

APL 8 (EL 8)

Flavius, Skeletal Silver Dragon (1); hp 123; see Appendix 2).

Resolve the fight with the skeletal dragon as normal. When the dragon is destroyed, the silver dragon ghost is immediately revealed. It flexes for a moment and then addresses the party. 

As the skeleton is finally pounded into dust, a ghostly silver dragon of huge size materializes. 

“You are fortunate that the beast has spent its rage. I apologize for my actions but there is much wrong with me. I need be elsewhere for my story is not yet complete. However for slaying a dragon, even a dead one, there should be recompense, take the scattered silver coins and the two gems if you wish. The coins come from a purse given by an old friend. He felt my hoard should be awash with silver and found a way to try to make it so. There are two old cursed items to be found. I believe the taint on them has been lifted with my passing.” 

The dragon’s eyes twinkle with a hint of mischievousness as she continues,  

“They were Boots of Dancing and Bracers of Defenselessness if I recall correctly. You really should wear them now.”

“However that grave marker of mithral, which some look upon with covetous eyes, is not mine to give. As you might expect, I was not the one who put it there.” 

The dragon spreads its wings and moves to fly off to the west.

If the characters attack the ghost dragon then it responds with a single bite attack against the instigator of the fight. Use the statistics for the ghost dragon at APL 18. It notes that,

“To attack me is either the act of a very brave man or a very foolish one. I am unsure which, perhaps it is both.” 

A thorough search reveals six thousand old silver coins, a small leather purse with short dedication upon it stating, “To Flavius, With wishes for a fine hoard in time, Bucknard”. Inside the purse is a single silver coin. There are a pair of boots and a set of bracers. The boots are boots of speed and the bracers are bracers of armor + 6. They may be used (and taken off as their curse is not yet apparent) as normal items of this type. There are the two gems with the dragon skeleton.

The mithral grave marker needs to be unearthed (a.k.a. grave robbing) and would not fit inside either a Haversack or a bag of holding. This is a sleazy, mean-spirited act. Warn any character that plans to take the grave marker that this action has consequences (especially for those that claim good-alignment). 

Once the characters are finished here then they find a passage way that leads to Encounter 4. 

APLS 10 TO 18 

Flavius, Skeletal Silver Dragon (1); hp 123; see Appendices 3 to 7).

APLs 10 to 18 use the same skeletal dragon as at APL 8 with the addition of some pre-cast spells from the ghost dragon. Note at each APL there are different pre-casts spells that make the dragon slightly more threatening. At higher APLs, it is intended to drain resources especially their spells against undead. As a DM, I intend having the Draconomicon open at the Dracolich page for this encounter to add to the fear factor. Congratulate them when they quickly smear this monster about the room. They may then search the area. 

The ethereal silver dragon hides out of sight in the passage that leads up to the celestial lions. It huddles over rocking back and forth as a distressed animal might do. It casts its spells in preparation for the fight with the party and it allows the party’s spells (ones that last rounds) to wear off. Once it is ready (assume about 2 minutes) or the party makes to leave the cavern, it manifests and the fight continues. It casts while on the ethereal plane so there is no sound of spell-casting. 

Though the battle with the skeleton has been won, a pale silver dragon has materialized in this chamber. It looked healthy and vibrant but in scant seconds it has transformed into ghostly mockery of its former self. It regal silver flanks run with blood as its body is rent with wounds and its flanks are butchered in front of you. 

Call for Fort saves from the horrifying effect of this transformation see the Horrific Appearance information in the Bitter Bones section of the APL-appropriate Appendix.  Characters, that can see onto the ethereal plane (see invisible and true seeing allow this), are not surprised. All others are surprised.  

Those that had failed their Will saves upon entry to this area again drop whatever is in their hand. For a brief moment, they see their weapon become a bloody cleaver. The effect is akin to an Antipathy spell and is not a fear effect. They may pick up the weapon after dropping it– the effect is instantaneous. 

As you look upon the ghost dragon, your hand again begins to get slick with blood from a large cleaver that now rests in it. Yet again you think of dismembering your friends. You feel a surging antipathy towards this butcher’s blade. You drop it from your hand and watch, as in slow motion whatever weapon you held in your hand (or two hands for two-handed weapons), falls into the mist before you. 

When a character takes ability damage that takes him to 0 then describe that character as having a sickly death grin upon their face. They look as if they are dead. Heal check DC 25 (as a standard action) to realize they are not dead. At APL 18, however, such damage means that they are dead.

Tactics

The dragon is in a self-destructive rage. It does not use overly clever tactics.  It wants to hurt rather than kill. If it defeats the characters then its rage ends. It will not kill those that fall. It will use its breath weapon (for cold damage not paralysis) early then rely on melee thereafter. 

It gives the speech below (modified if it hasn’t been defeated) as it leaves. 

APL 10 (EL 12)

Flavius, Ghost Juvenile Silver Dragon (1); hp 104; see Appendix 3).

APL 12 (EL 15)

Flavius, Ghost Young Adult Silver Dragon (1); hp 123; see Appendix 4).

APL 14 (EL 17)

Flavius, Ghost Adult Silver Dragon (1); hp 143; see Appendix 5).

APL 16 (EL 20)

Flavius, Ghost Mature Adult Silver Dragon (1); hp 162; see Appendix 6).

APL 18 (EL 22)

Flavius, Old Ghost Silver Dragon (1); hp 182; see Appendix 7).

When the silver dragon ghost is destroyed, its last remnants of spirit hover in the air for a while. It stretches for a moment and then addresses the party, 

“The beast has spent its rage. I apologize for my actions but there is much wrong with me. I will return for my story is not yet complete. However for slaying a dragon, even a dead one, there should be recompense, take the scattered silver coins and the two gems if you wish. The coins come from a purse given by an old friend. He felt my hoard should be silver and found a way to make it so. There are two old cursed items to be found. I believe the taint on them has been lifted with my passing.”

The dragon’s eyes twinkle with a hint of mischievousness as she continues, 

“They were Boots of Dancing and Bracers of Defenselessness if I recall correctly. You really should wear them now.”

“However that grave marker of mithral, which some look upon with covetous eyes, is not mine to give. As you might expect, I was not the one who put it there.” 

Flavius spread her wings and fades away. Her essence appears drawn to the west.

A thorough search reveals six thousand old silver coins, a small leather purse with short dedication upon it stating, “To Flavius, With wishes for a fine hoard in time, Bucknard”. Inside the purse is a single silver coin. There are also a pair of boots and a set of bracers. The boots are boots of speed and the bracers are bracers of armor + 6. They may be used (and taken off as their curse is not yet apparent) as normal items of this type. There are also the two gems with the dragon skeleton.

Some characters may be rendered comatose in mind or body by the ability drain of the ghost dragon. If they have no access to the Restoration spell then it is permissible to allow a Heal spell to permit a character to function – the character’s stat goes from 0 to 1 temporarily by the power of the Heal spell.  They can play the module but the penalty remains. Lesser Restoration spell is ineffective against ability drain. 

The mithral grave marker would need to be unearthed (a.k.a. grave robbing) and would not fit inside either a Haversack or a bag of holding. This is a sleazy, mean-spirited act and players should be warned it may lead to penalties particularly for good-aligned characters. 

Within this dungeon, anyone seen in possession of the grave marker is automatically attacked by the celestial lions in encounter 4. They lose favors from Maira, the harp and the genie.  In the final fight with Magnussen or Lachlansen, both will attempt to target the possessor until their foe is dead. 

 Encounter 4: Faithful Beasts

See Map in Appendix Ten.

Continuing deeper into the cloud caverns, the tunnel remains as wide as ever. A set of steps, each of 3 feet high, takes you up to a large cavern from which the smell of animals is strong and strangely sweet. 

Knowledge Nature or Survival DC 10 Big Cats

About 200 feet directly across from you, this cavern has a major exit while at various levels around the sides there are ledges.  

Assuming characters are either visible or are detected by scent, read the following once they enter. 

As you move into the large cave, a large (huge at apls 12 and above) golden lion with bright silver eyes leaps down from one of the ledges. Others emerge onto ledges above you. 

Knowledge Nature or Planes DC 10 these are Celestial lions.

The lion bares its large golden sparkling teeth and says in broken common tongue,

“You are not welcome. This way is closed. Go away. We will speak no weasel words. We will not back down, never have, and never will.”

Allow characters to speak. They may converse freely with the celestial cats. Remember the cats have limited intelligence (INT 3). The cats are guardians and will not allow the characters to proceed. They will listen to arguments and can be persuaded by role-playing to allow the characters to see the Master’s Pleasure, which is the harp (especially if shown the genie’s note). 

If at any time, characters propose to use the Diplomacy skill then the lions become angry and are hostile. 

As you speak, all the lions begin to start howling and roaring making it almost impossible to communicate. Their voices repeat the phrase, “weasel words”, over and over. Their backs are arched and their fur stands to attention. They look to you and say,

“No more weasel words. Leave now.”  

Count to ten. If the characters are still there then the lions attack. If an attempt is made with Diplomacy the following modifiers apply. The lions are hostile and need to be made indifferent (DC 35), the attempt is rushed (+10 to DC) and the cats’ caterwauling drowns out the attempt (another +10 to DC). 

The cats are however not the smartest bunch, any attempt to Bluff them is likely to work; if PCs state that they are visiting the harp, or invited by the genie. Allow modifiers (+2) if they are shown the genie’s note. They can’t read it but it does look official. At APLs below 12, it is a Bluff against Sense Motive DC 11. At APL 12 and 14, it is a Bluff against Sense Motive DC 16. At APL 16 and 18, it is a Bluff against Sense Motive DC 20. If successful, the lions allow the PCs to pass them and move on.

Anyone who attacks the cats with subdual damage, will find the cats attack back with subdual damage. However they begin their attacks as real damage.

They will not accompany characters above as they must remain on guard. Asking them to leave will break any charm. Any stronger compulsion gets a repeat save every round they are away from this area. They would rather die than fail to guard the way. 

If any of the lions is killed then their bodies decay rapidly. Left behind is a single golden decaying tooth. 

“Having finally triumphed over the lions, their bodies decay rapidly to golden dust. However a single large tooth remains. It is already slightly discolored.” 

The tooth provides a +1 profane bonus to saves for Neutral and Evil characters only. 

APL 6 (EL6)

Celestial Lions (2); hp 32; see Monster Manual, p. 31).

APL 8 (EL 8)

Celestial Lions (4); hp 32; see Monster Manual, p. 31). 

APL 10 (EL 11)

Celestial Dire Lions (4); hp 60; see Appendix 3).

APL 12 (EL 13)

Celestial Advanced (17HD) Dire Lions (2); hp 127; see Appendix 4).

APL 14 (EL 15)

Celestial Advanced (17HD) Dire Lions (4); hp 127; see Appendix 5).

APL 16 (EL 17)

Celestial Advanced (23HD) Dire Lions (4); hp 173; see Appendix 6).

APL 18 (EL 18)

Celestial Advanced (23HD) Dire Lions (6); hp 173; see Appendix 7).

Encounter 5: Exquisite Beauty

This room is home to a golden harp named Sillselay. She is an intelligent item with the power of both speech and telepathy and the ability to cast spells as a high level bard. She has enhanced charisma-based skills, particularly Perform, and the manner of a rather strict infant school teacher.  

Leaving the large cavern of the celestial lions, the corridor proceeds up at a steep grade and ends in a large stone door. From the door can be heard the sound of a harp playing. 

DC 15 Knowledge (History) or Bardic Lore: tune is an old song. 

If the party opens the door they see,

This chamber is richly decorated with many fine mosaics upon the walls. They depict a variety of scenes, mostly showing a wide range of rugged and inspiring terrain. These include the Crystalmists, the Hellfurnaces, the Yatils and the Glorioles. The centre of the large room is dominated by a huge harp standing a good 10 feet tall. It is gilded and rather disconcertingly has begun to speak, 

“Greetings mortals, I am Sillselay of the Fochlucan line. I bid you welcome after your struggles below.  You seem to have brought some little ticks with you. I’ll just disintegrate them for you.” 

Bardic Knowledge, Knowledge Religion (Old Faith) DC 5 or Knowledge Religion (Non-Old Faith) DC 25 Fochlucan is one of the Old Lore Bardic Colleges.  

Two notes play and then a green ray arcs out and splits to turn two rather largish bugs resting on the front two characters into a fine dust. 

Sillselay is actually using a quickened Prestidigitation to disintegrate the bugs and a Minor Image to provide the green split beam. Her Bluff is quite convincing and results in a Bluff DC 30 + APL. It is opposed by any Spellcraft checks made by players. If Spellcraft fails to overcome the Bluff DC then describe the effect as a Split Ray Disintegrate spell.  

If the lions are following and harassing the party then the harp will indicate that they are guests and the lions may desist. The lions obey immediately. 

The harp continues to speak in an authoritative tone,

“Now come closer so I can see you all. I have some stories to tell and the sooner I start, the sooner we will be finished. Please sit down cross-legged and with arms folded in front of me. And put those nasty sharp weapons away – you could have someone’s eye out with them!” 

If any character does not comply,

“I can wait for an eternity. You are just punishing everyone else by your misbehavior.” 

If characters begin asking questions,

“I don’t do questions. I am of the Fochlucan line so I tell stories and allow those who have shown great politeness to play upon me. That sort of trust however takes months not minutes. So please do not ask for my indulgence as a refusal often offends.”

If any character threatens the harp then the harp warns them of the consequences. 

“There are many, many giants on this cloud island. I’d guess at over one hundred and most of them are elite warriors. Most would love nothing better to beat upon you until you were a thin red smear. I can call them here if you wish.  It won’t take me a second. Oh and one more word, monoliths.” 

Sense Motive DC 15 she is being truthful. 

She can alert giants in the castle telepathically and will do if she believes she will be harmed or taken away. At this point the adventure ends for the characters. If they leave quickly then they may escape.  

“You are in the Cloud Castle of Lachlan so it is only fair that I begin with a story about him. Lachlan was a brave cloud giant who knew no fear. This story will show how wrong he was.” 

Give Player Handout 5 (Story 1).

If the characters have generally obeyed the instructions from the Harp with politeness then she tells another story.

“You have been very well-behaved. I am so glad to see such deference. I feel that a second story might be useful. This is a story about Maira. You will meet her soon as she will take you on the next stage of your travels within the Castle.” 

Give Player Handout 6 (Story 2).

Finally the Harp poses a riddle and provides another story if answered correctly. 

“Here’s a little puzzle. I do rather like to see that spark of cleverness in those that I spend time with. I have very little time for fools. Looking upon you, I expect your answer momentarily.”

Give Player Handout 7 (Puzzle).

If players struggle then provide following clue: The answer is right in front of you. Award half XP for the puzzle if this is needed. 

Answer is Gwendolyne taken from the first letter of all of the first words reading down. 

If answer is given then the characters get the third story that tells of Lachlan, Magnussen and the Sakhut.  

“You are both polite and clever, such a potent combination. I feel a third and final story is in order. This concerns your enemy in many ways. This is about Magnussen, the Commander of the Third Mark of the Iron Legion of Surtur. He rather likes his title even if it is a bit pompous.”

Give Player Handout 9 (Story 3).

Characters that have shown their cleverness and politeness are invited to return to the cloud island to stay with the harp up to a month (up to 4 TUs) if they wish. She will instruct them in how to improve their skills in performance arts. She will add to their repertoire a few stories of the giants. This requires that Lachlansen was not attacked in the conclusion. Any character who threatened or was rude (including failure to sit down promptly) to the harp automatically loses her favor.

“You have been the most excellent company and I believe I would be happy to see you again. If you would wish to hear more stories, then I grant you permission to stay with me in the future.”

The harp telepathically summons Maira to begin Encounter 6.

Encounter 6: Scarred Defiance

Entering the room is a female cloud giant. She is well-built and has a rugged rather plain face. Her hair is a mass of pale brown curls. However what stands out is the criss-cross of scars on her throat.  It is some form of rune which is spelt out with bright red welts.  She looks to you but says nothing. She wears simple leather armor beneath a flowing cloak of red and black stripes. Hanging from her neck is a holy symbol which shows a spear surrounded by flames.

Knowledge (Religion) DC 20 Holy symbol of Hiatea, NG goddess of female giants.

Know Arcana DC 20 Rune is called “Still Thy Tongue”. Bearer must remain silent or the Sakhut will know. Removing rune also triggers the effect.

Maira Cloud Giantess Drd17 hp 357.
The harp speaks for a while then asks the characters to follow Maira. If Maira is attacked then the harp telepathically alerts all the giants who rush to her aid. At this point the adventure ends for the characters. If they leave quickly then they may escape.

The harp speaks,

“May I introduce you to Maira? She isn’t able to speak so she has presumed upon me to explain things for her. Firstly she has a gift for you. It won’t do much now but in time it will be very helpful.”

Maira gives a minuscule cloud construct in the form of a longboat to each character. This item can be safely stored in a backpack or large pouch.

If the characters did not kill any of the celestial lions below then she also offers a white golden tooth to the party. This is an unslotted item that provides a +1 sacred bonus to saves.

The harp notes,

 “For the mercy you showed to the lions below there is a second gift. You did not take their lives when others might have. This tooth is a reward for such good behavior.”  

The harp continues,

“Maira will take you to see what you need to see in the throne room of Achim Lachlansen, lord of this cloud island. Then she will leave you by the door of Magnussen. What you do then is your decision but I must confess I do have a fondness for Magnussen. He is a most skilled harpist and really is product of his nurture rather than his nature. However he is Commander so he will fight you. He will not show mercy to the Tyv but perhaps you can educate him.”   

With simple hand gestures, Maira leads you out of the Harp’s room to an old bedroom. Dust sheets cover all the furniture in it. The décor is very feminine but looks unused for years. Maira goes to the back wall and gestures but nothing happens. She looks sad for a moment but then silently casts and the wall begins to become soft and malleable. In a minute or so, there is a way through. She puts her finger to her lips and slowly pushes you to go through. 

Spellcraft DC 28 Maira attempted an at-will power to alter the wall. It failed.

Spellcraft DC 18 Maira successfully cast a Silent Stone Shape. 

If at any time the characters make to cast spells (unless silent) or interfere with the proceedings in the throne room then a huge hand from Maira is laid upon them and she will signal to be quiet and shake her head. If they ignore this then the characters will need to run for their lives as they are likely to be noticed. This results in the module ending for them.

Encounter 7: Picnic Tables

In the throne room of the cloud castle, the characters hear a summary of events. They see the threat to Sterich from the falling cloudrock. Marchioness Resbin has delayed but now thinks surrender is best for Sterich. Any peaceful surrender is blocked by Magnussen, the evil cloud giant. 

You emerge overlooking the main throne room of the castle. You are high up at the back of the room in a discrete curtained gallery. Directly ahead sitting in a chair a full 15 feet high and made from gilded hard wood is a cloud giant wearing pure white robes and fullplate that glistens beneath like silver. The giant plays nervously with a holy symbol which shows a garland of yellow and white flowers. A gargantuan morningstar stands by the side of his throne. He seems uncomfortable in the chair and looks from left to right. 

Knowledge (religion) DC 20, the holy symbol is from Iallanis, god of good cloud giants.

To his left is another towering cloud giant flanked by four fire giants. The cloud giant wears grey full plate and continually hefts a gargantuan morningstar. He seems to be talking to it and it responds with the crackle of thunder and lightning. Emblazoned on the front of his breast plate is a thin black obelisk. 

Knowledge (religion) DC 20, it is a symbol of  Memnor, god of evil cloud giants.

Behind this towering cloud giant is a huge mirror framed in silver. It is odd as it holds no reflection.

Knowledge (Arcana) DC 20, it is a scrying device.

To the right of the throne is a forlorn female figure trying her best to stand tall in comparison with these huge creatures. She has two smaller figures with her, one a robed halfling, the other a full plate armored dwarf. 

Knowledge (Nobility) DC 5, that the female is Marchioness Resbin of Sterich.

Filling the rest of the expanse of the room are a great many giants. Hill and stone are together while frost and fire form their own peer groups. Almost all of them are exceptional examples of their type. The frost giants look more like knights while the hill giants seem more bestial than normal. 

Intelligence check DC 10 or Spot DC 15, there is not a crag, glacial or Fomorian giant within the room.

This scene is some 120 feet from you but the acoustics in the throne room are superb. Even the voice of Marchioness Resbin carries perfectly up to your vantage point. 

The giant on the throne speaks in a mellifluous voice. There is a clear tone of exasperation and he throws his hands to his face.

“I simply do not understand what is going on here. I appear to have two mortal enemies doing their level best to aid each other in drawing out my attempt to broker a fair and just surrender for Sterich. Every time I think we are making progress, you find some new detail to vex me. I have Magnussen explaining that the Sakhut could never allow a Tyv to remain as ruler of Sterich while Marchioness Resbin tells me that a giant ruler would be unacceptable to her people. And you both agree with each other on this. It is madness.”

“I will speak to the Sakhut within the hour and if I cannot report a deal brokered then I must let Magnussen play his hand. His army should arrive at Istivin in a few hours. If you will but surrender Sterich and recognize that you live in this land by the grace of the Sakhut then your people will be spared a most terrible war that you simply cannot win. And let me show you why I can say that with such a note of certainty.” 

The cloud giant gestures effortlessly to the far right wall and it becomes misty as the very stone fades before your eyes. A group of four stone giants stand at the far edge of the cloud island. They look quite small but the way to them is clear and lit by a sheet of lightning above them. The cloud giant raises his hand and they all raise their hands in friendly acknowledgement. Then the stone giants begin chanting and working their way carefully along the edge of the cloud island. 

Knowledge (Arcana) DC 20, the cloud giant exercised an at-will power over the very fabric of the cloud island. 

Spellcraft DC 18 Stone giants cast Stoneshape

Players of GEO4-01, “A Necessary Evil” will recognize some of these Stone Giants were part of the delegation seen in that module.

Within a minute, a large chunk of the cloud island falls away. Achim winces with some discomfort as that happens but he regains his composure and he begins to count. He stops at fifteen and there is a thunderous crash from below.   The crashing noise drowns out the very lightning and rolling thunder that wards the cloud castle. Achim speaks softly and with a hint of menace,

“My stonefellows under Tarn Andressen could have broken away a much larger piece. They have such an affinity for the cloudrock. They are fascinated by it. I have moved us much closer to the main gate of Istivin. It would be easy to move us on top of the gate or the palace.  Not only that but we are at only 4,000 feet. I could happily take us to 14,000 feet. I prefer the more rarefied air; it is just that many of my guests wouldn’t like it. In fact some baulk at 4,000 feet; they’d much rather be at 4 feet. I trust this demonstration makes clear what I can and will do. We will speak again in one hour. I expect your surrender then.” 

Knowledge (Engineering) DC 15 the devastation of such bombardment would be akin to multiple Earthquakes and Meteor Storms. 

Achim walks down from the throne and over to where the wall was transformed and spends a fraction of a minute before it. The mists thicken and begin to solidify as the wall re-creates itself from the mist. Achim leaves the room looking a little drained of color.

With Achim gone, the other cloud giant, Magnussen turns towards Marchioness Resbin and speaks in a loud and contemptuous voice,

“Achim has played the good giant but that is coming to an end. I am going to have to be the evil giant. A point needs to be made and blood needs to be spilt. The two of us have delayed and danced but that ends now. I get to marshal my army and you get to see your Tyv heroes in action.” 

“However let me make one small request. I will need a great many picnic tables laid out. The Sakhut gave me a Fomorian rabble to add to my forces. They are the most despicable creatures and at Achim’s command, they have had to foreswear their usual diet as they marched here. They will be very hungry for some fresh plump Tyv by now. Very hungry indeed. So please, lots of tables for a Grand Feast.”  

As Magnussen ends his speech, some of the giants in the room break into raucous, brutal laughter. Most remain quiet, however, while a couple look rather discomfited. Magnussen turns and leaves accompanied by four fire giants warriors. 

Spot DC 15 At APLs 12 and below, the fire giant guards head off in a different direction than Magnussen.

Listen DC 15 At APLS 12 and below, Magnussen tells his guards to get some food; he wants to have a little time alone.

Marchioness Resbin looks very pale and leans on the dwarven fighter. Though her voice is weak, the acoustics carry it up to you. 

“Have I been a fool to hope for the Lords Errant to stand against such an enemy? Perhaps I should surrender.”  

The dwarf replies in a slow, gruff voice wincing every time he utters the word, “surrender”,

“If I may be so bold, my ladyship, I’d rather eat worms than surrender to a giant. However my time with the Dispatchers has taught me that not every battle has to be won. I have been known to observe a tactical withdrawal myself but please don’t tell my father; he’d have me scrubbing the latrines at the Temple for a couple of decades. Surrender may be best for Sterich. However, laughing boy, who just left, has been throwing up obstacles to any surrender all the time. I don’t think he’s going to change his tune.”

Maira ushers you from the room and back through the dust sheet covered chamber into a main corridor. Maira leaves you outside a large door and moves swiftly away. A thin black obelisk is painted upon the door. 

Encounter 8: Unwelcome advice

As characters stand at Magnussen’s door, they hear a disembodied voice who offers an alternative. Kill Lachlansen and they can bring down the entire castle. The characters get a small amount of time to choose their path. Splitting the party here is not a good idea.

You stand in a long corridor before a door where the cloud giantess, Maira, has left you. The corridor is 30 feet wide and high and extends 90 feet in both directions; there is a door to your left and stairs at either end. The huge door in front of you is oak-paneled with carvings of dragons upon it. In the centre is a recently painted thin black obelisk.

As you stand before the door, you hear a sultry, honeyed but ever so slightly manic voice that suspends time around you, 

“I want to help. I hate giants and I can offer an insight.  One dead giant is not enough except for if it were Achim Lachlansen. If he were dead, then this castle would quickly fall and then many, oh so many, giants would be dead.”

“Lachlansen would claim to be of good heart but his actions betray him. He’s here to conquer you with an army of evil giants. He deserves no mercy and you should give him none.”

“Great leaders would make such a bold move. You can strike a massive blow against the giants. Many of the giant scum will be dead if you can find the courage to do the deed. Kill Achim Lachlansen and let the sky rain down  dead giants.”

The door to the left glows gold for a brief moment. 

Allow the characters a short time to debate their actions within the Time stop effect. While in the Time Stop effect, preparatory spell casting is not possible. The voice does not continue the dialogue but the words echo around the characters. You may repeat the text to the players. 

Sense Motive DC 15 the voice, being disembodied and telepathic, is almost impossible to tell the veracity of. 

Sense Motive DC 40 the voice is truthful.

Knowledge (Arcana) DC 20, the death of Achim will cause the cloud castle to fall. 

Profession(Lawyer) DC 10 or Wisdom check DC 15 Achim can be fought.  Achim has come to Sterich to conquer it. He is the aggressor and a state of war exists. Good characters may attack Achim without any alignment penalty. The only difficulty would be for good characters (particularly lawful ones with a code of conduct such as paladins) as it would be a chaotic act to kill Lachlansen once he has fallen in battle and was bleeding out. 

As characters make their deliberations feel free to remind them if they kill Lachlansen then this castle would fall very close to Istivin. It will clearly bring ruin to Istivin. 

If they decide not to attack Lachlansen, remind them of the four monoliths that would not go crashing to the ground. This could be a great victory in the war against the giants. 

Knowledge (Local: Sheldomar Valley) DC 5 the combined might of the foremost adventurers within the Sheldomar Valley was able to take down a total of three monoliths at Pregmere. You could destroy four on your own. 

The characters have a free choice. Both options are valid.

Once they make a decision they are left outside of whichever door they have chosen. 

Encounter 9a: Magnussen the Unwelcome Visitor

JUDGE WARNING: 

THE FOLLOWING ENCOUNTERS RELY ON THE VARIOUS SITUATIONAL MODIFIERS BEING CORRECTLY APPLIED IN ORDER TO ALLOW THE LOWER APLS TO BE ABLE TO HAVE ANY CHANCE OF SUCCESS IN THE FOLLOWING FIGHT. 

See Maps in Appendices Eleven and Twelve.

APL 6 (EL 9)

Magnussen Cloud Giant Clr9, damaged, surprised, prone and with no armor or weapon; hp 161; see Appendix 1).

APL 8 (EL 11)

Magnussen Cloud Giant Clr9, prone and with no armor or weapon; hp 266; see Appendix 2).

APL 10 (EL 13)

Magnussen Cloud Giant Clr9, with no weapon; hp 266; see Appendix 3).

APL 12 (EL 15)

Magnussen Cloud Giant Clr9; hp 266; see Appendix 4).

APL 14 (EL 17)

Magnussen Cloud Giant Clr13; hp 266 

Fire Giants (4); hp 142 

Planar Ally; Hamatula(1);  hp 126; see Appendix 5).

APL 16 (EL 19)

Magnussen Cloud Giant Clr13; hp 266 

Fire Giant Ftr4 (4); hp 209 

Planar Ally; Hamatula(1);  hp 126; see Appendix 6).

APL 18 (EL 21)

Magnussen Cloud Giant Clr17; hp 266 

Fire Giant Ftr5 (4); hp 222 

Greater Planar Ally; Cornungon(1);  hp 172  see Appendix 7).

APL 6 and 8

The characters may take up to 10 minutes outside of the door before they are discovered by some of the giant’s weakest servants. There are no traps on the door.  Inform the characters that the corridor is very quiet and it appears most of the giants remained in the throne room.

Inside they will find Magnussen lazing (prone) on a large bed of cushions just across from the door. Both his armor and his morningstar are hanging against the wall on the other side of the room. He does wear his holy symbol of Memnor. At APL 6, he is automatically surprised when discovered. These situational modifiers allow the characters to face this encounter. 

The huge door opens easily and a richly furnished room is beyond it. The room is a full 90 feet square and huge pieces of furniture dominate it. Ten feet ahead of you stands an array of sky blue cushions. On them Magnussen lies, his eyes struggle to focus as his attention was clearly not on you. He wears only a black silk robe and his golden holy symbol which contrasts against the thick white hair of his chest. Across the other side of the room, some 60 feet away, his suit of full plate and gargantuan morningstar hangs on a huge weapon rack. 

At APL 6 ONLY, give the characters automatic surprise and they see the following attack upon him. This is the reason for his reduced hitpoints.

A sleek boat of purest white emerges from the very walls; its dragon head looks directly at Magnussen and engulfs him in pure white fire. He screams and burns for but an instant and then the flames and the boat are gone.

Spellcraft DC 24 Empowered Delayed Blast Fireball 

Spot DC 15 on side of the boat was the name, Conscience. 

At APL 8, roll for initiative normally. 

When Magnussen acts, he stands up and declares that,

“I am assailed by ants. By Memnor, I shall crush you beneath my feet. You are bold Tyv, I grant you that. But now you face the power of a true servant of the Sakhut.”

In an instant, Magnussen casts not one spell but two.  The first with hardly an action; the second he tries to cast while warding himself from your blows. The first spell has little apparent effect but the second causes him to assume gargantuan proportions. It is akin to facing a titan of legend. 

Spellcraft DC 20 Quickened Divine Favor & defensively cast Righteous Might.

APLs 10 and 12

The characters may take up to 1 minute outside of the doors before they are discovered by some of the giant’s weakest servants. They are aware that giants are moving around the castle but the noises are some distance away. 

The door is protected by a glyph of warding. Any non-giant triggers it.

Glyph of Warding (Blast): CR 4; spell; spell trigger; no reset; spell effect (glyph of warding [blast], 9th-level cleric, 4d8 sonic, DC 18 Reflex save half damage); multiple targets (all targets within 5 ft.); Search DC 28; Disable Device DC 28. 

The huge door opens easily and a richly furnished room is beyond it. The room is a full 90 feet square and huge pieces of furniture dominate it. Ten feet ahead of you, a large bed piled high with an array of sky blue cushions blocks the direct route to the cloud giant, Magnussen, who appears to be alone.  

APL 10 

Magnussen is wearing a suit of full plate armor over which is draped his holy symbol of Memnor.  However his morningstar is hanging on the wall opposite him. 

APL 12 

Magnussen is wearing his full plate armor and is wielding his gargantuan morningstar. Yet again he is whispering to it. It crackles with electricity and sounds like rolling thunder.

When Magnussen acts, he declares that,

“I am assailed by ants. By Memnor, I shall crush you beneath my feet. You are bold Tyv, I grant you that. But now you face the power of a true servant of the Sakhut.”

In an instant, Magnussen casts not one spell but two.  The first with hardly an action; the second he tries to cast while warding himself from your blows. The first spell has little apparent effect but the second causes him to assume gargantuan proportions. It is akin to facing a titan of legend. 

Spellcraft DC 20 Quickened Divine Favor & defensively cast Righteous Might.

APL 14 to 18

The characters have 2 rounds outside of the doors before they are discovered by some of the giant’s weakest servants. These are a large group of goblin cleaning women who raise the alarm on seeing the characters. This happens at the end of round two. 

The door is protected by a glyph of warding which gives sonic damage on the outside and a separate greater  glyph of warding which triggers a greater dispel magic on the inside of the door. Any non-giant triggers it. 

Glyph of Warding (Blast): CR 4; spell; spell trigger; no reset; spell effect (glyph of warding [blast], 13th-level cleric, 5d8 sonic, DC 18 Reflex save half damage); multiple targets (all targets within 5 ft.); Search DC 28; Disable Device DC 28. 

Greater Glyph of Warding (Greater Dispel Magic): CR11; spell; spell trigger; no reset; spell effect (greater glyph of warding [greater dispel magic], 13th-level cleric, greater dispel magic; single target; Search DC 31; Disable Device DC 31. 

At APL 18, the Glyph’s Greater Dispel Magic is cast at 17th level.

Magnussen has placed an illusion (Veil) over the room. Unless the characters can see through this then they get the description below. 

Magnussen wears black silk robes that contrast his cream colored skin. He lies on a large bed adorned with sky blue cushions. Six rust monsters circle around him uninterested in any of the full plate armor in the room. There are four fire giants guards with him; two stand rather inattentively by the door while the other two are napping in the far corner. A single morose dwarf in grubby leather armor stands against the left wall. 

If the characters are able to penetrate the illusion then they see that Magnussen is in his full plate armor and stands between the two “napping” fire giants. They are both awake. The six rust monsters are just six domesticated cats. The dwarf is the planar ally of Magnussen under his own separate illusion spell.  See map for details.  

When Magnussen acts, he declares that,

“I am assailed by ants. By Memnor, I shall crush you beneath my feet. You are bold Tyv, I grant you that. But now you face the power of a true servant of the Sakhut. Magnussen’s gargantuan morningstar crackles and rumbles as he waits eagerly for your approach.”

In an instant, Magnussen casts not one spell but two.  The first with hardly an action; the second he tries to cast while warding himself from your blows.

Spellcraft DC 20 Quickened Divine Favor & defensively cast Righteous Might (or Time Stop at APL 18).

Tactics:

Magnussen has a number of spells pre-cast by APL. He has already called for a planar ally to aid him.  In battle, he favors casting Quickened spells and using his considerable melee attacks. 

At APL 18, Magnussen has cast Miracle in advance of the battle he expects with the forces of Istivin. He asked that the forthcoming battle be left to the giants and the Tyv to fight and that the gods stay their hand. Magnussen has petitioned that no casting of Gate or Miracle be allowed to work. This has been granted. Any casting of these spells fails for this encounter. 

If the characters KILL Magnussen go to Conclusion C.

If the characters DEFEAT BUT DO NOT KILL Magnussen go to Conclusion D.

If the characters FAIL TO DEFEAT Magnussen go to Conclusion E.

Encounter 9b: Lachlansen

JUDGE WARNING. 

THE FOLLOWING ENCOUNTERS RELY ON THE VARIOUS SITUATIONAL MODIFIERS BEIGN CORRECTLY APPLIED IN ORDER TO ALLOW THE LOWER APLS TO BE ABLE TO HAVE ANY CHANCE OF SUCCESS IN THE FOLLOWING FIGHT. 

See Maps in Appendices Eleven and Twelve.

APL 6 (EL 9)

Lachlansen Cloud Giant Clr9, damaged, surprised, prone and with no armor or weapon; hp 161; see Appendix 1).

APL 8 (EL 11)

Lachlansen Cloud Giant Clr9, prone and with no armor or weapon; hp 266; see Appendix 2).

APL 10 (EL 13)

Lachlansen Cloud Giant Clr9, with no weapon; hp 266; see Appendix 3).

APL 12 (EL 15)

Lachlansen Cloud Giant Clr9; hp 266; see Appendix 4).

APL 14 (EL 17)

Lachlansen Cloud Giant Clr13; hp 266 

Stone Giant Elder (4); hp 119; 

Planar Ally: Gray Slaad (1) hp 126; see Appendix 5).

APL 16 (EL 19)

Lachlansen Cloud Giant Clr13; hp 266 

Stone Giant Elder Ftr4 (4); hp 119; 

Planar Ally: Gray Slaad (1) hp 126; see Appendix 6).

APL 18 (EL 21)

Lachlansen Cloud Giant Clr17; hp 266 

Stone Giant Elder Ftr5 (4); hp 119  

Planar Ally: Death Slaad (1)  hp 126; see Appendix 7).

Note the summoned Death Slaad is of Chaotic Neutral alignment. 

APL 6 and 8

The characters may take up to 10 minutes outside of the door before they are discovered by some of the giant’s weakest servants. There are no traps on the door.  Inform the characters that the corridor is very quiet and it appears most of the giants remained in the throne room.

Inside they will find Lachlansen lazing (prone) on a large bed just across from the door. Both his armor and his morningstar are hanging against the wall on the other side of the room. He does wear his holy symbol of Iallanis. At APL 6, he is automatically surprised when discovered. These situational modifiers allow the characters to face this encounter. 

The huge door opens easily and a richly furnished room is beyond it. Fifteen feet ahead of you stands an array of sky blue cushions. On them Lachlansen lies, his eyes struggle to focus as his attention was clearly not on you. He wears only a white silk robe and his golden holy symbol which contrasts against the thick white hair of his chest. Across the other side of the room, some sixty feet away, his shiny fullplate and gargantuan morningstar hangs on a huge weapon rack. 

At APL 6 ONLY, give the characters automatic surprise and they see the following attack upon him. This is the reason for his reduced hitpoints.

A sleek winged ape of purest white emerges from the very walls; she looks directly at Lachlansen and engulfs him in pure white fire. He screams and burns for but an instant and then the flames and the albino ape are gone.

Spellcraft DC 24 Empowered Delayed Blast Fireball 

Sense Motive DC 15 the creature took immense pleasure from inflicting pain. 

At APL 8, roll for initiative normally. 

When Lachlansen acts, he stands up and declares that,

“You intrude upon the presence of Lachlansen, lord of this cloud castle and its environs. Two choices present themselves, talk or fight. Choose wisely for I am more than adequately prepared for either!”

In an instant, Lachlansen casts not one spell but two.  The first with hardly an action; the second he tries to cast while warding himself from your blows. The first spell has little apparent effect but the second causes him to assume gargantuan proportions. It is akin to facing a titan of legend. 

Spellcraft DC 20 Quickened Divine Favor & defensively cast Righteous Might.

After the first character dies, Lachlansen will allow characters to surrender.

APLs 10 and 12

The characters may take up to 1 minute outside of the doors before they are discovered by some of the giant’s weakest servants. Thus they may prepare and search the door. 

The huge door opens easily and a richly furnished room is beyond it. The room is a full 90 feet square and huge pieces of furniture dominate it. Ten feet ahead of you, a large bed piled high with an array of sky blue cushions blocks the direct route to the cloud giant, Lachlansen, who appears to be alone.  

APL 10 

Lachlansen is wearing fullplate armor over which is draped his holy symbol of Iallanis.  However his morningstar is hanging on the wall opposite him. 

APL 12 

Lachlansen is wearing his fullplate and is wielding his gargantuan morningstar. 

When Lachlansen acts, he declares that,

“You intrude upon the presence of Lachlansen, lord of this cloud castle and its environs. Two choices present themselves, talk or fight. Choose wisely for I am more than adequately prepared for either!”

In an instant, Lachlansen casts not one spell but two.  The first with hardly an action; the second he tries to cast while warding himself from your blows. The first spell has little apparent effect but the second causes him to assume gargantuan proportions. It is akin to facing a titan of legend. 

Spellcraft DC 20 Quickened Divine Favor & defensively cast Righteous Might.

APL 14 to 18

The characters may take up to 2 rounds outside of the doors before they are discovered by some of the giant’s weakest servants. These are a large group of goblin cleaning women who raise the alarm on seeing the characters. This happens at the end of round two.

Lachlansen stands in the far corner of the richly furnished room. A large bed adorned with sky blue cushions blocks the direct route to him. There are a number of stone giants who huddle conspiratorially together.  

When Lachlansen acts, he declares that,

“You intrude upon the presence of Lachlansen, lord of this cloud castle and its environs. Two choices present themselves, talk or fight. Choose wisely for I am more than adequately prepared for either!”

Lachlansen has a number of spells pre-cast by APL. He has already called for a planar ally to aid him.  In battle, he favors casting Righteous Might and then uses his considerable melee attacks. 

At APL 18 replace Blade Barrier with (Bigby’s) Crushing Hand of Iallanis. 

At APL 18 Lachlansen has cast Miracle in advance of the battle he expects with the forces of Istivin. He asked that the forthcoming battle be left to the giants and the Tyv to fight and the gods stay their hand. Lachlansen has petitioned that no casting of Gate or Miracle be allowed to work. This has been granted. Any casting of these spells fails for this encounter. 

If the characters KILL Lachlansen go to Conclusion A.

If the characters FAIL TO DEFEAT Lachlansen go to Conclusion B.

Encounter 10: Resolutions 

This event plays out in five separate conclusions. These are based on the basic choice of whether the characters attack Lachlansen or Magnussen and the result of that fight.  Conclusion A is where the characters attack Lachlansen and kill him. Conclusion B is where the characters attack Lachlansen but fail to kill him. Conclusion C is where they attack and kill Magnussen. Conclusion D is where the characters defeat Magnussen but they spare his life. Conclusion E is where the characters attack Magnussen but fail to defeat him.  

In all of these cases as the battle is concluding, the other cloud giants appear along with many allies. If the characters are fighting Magnussen and it is going badly then Lachlansen will allow the characters to surrender to him. The various results impact upon both how the Giants view the characters and how Sterich views the characters. 

In all of the conclusions assume that the giants on gaining Marchioness Resbin’s surrender remove the thunder and lightning warding around the cloud castle.  In many of the conclusions, the characters are unceremoniously dropped from the cloud castle and must be able to get back to ground safely. If they are unable to do this then they fall 4000 feet. 

Conclusion A

Conclusion A: If the characters have killed Lachlansen and caused the cloud castle to fall.

On Achim’s death, the cloud castle falls from sky upon the edge of Istivin. It is a mass panic amongst the giants on the cloud island as most of them are unable to fly.  The two outbuildings from the main castle do remain in the air and a small number of giants are able to flee to them. Most giants and all monoliths fall to the ground and are destroyed. Sterich is united against the characters for ruin of Istivin.

With the death of Lachlansen, the cloud castle begins to heave and shake and there are the sounds of rock shearing. Some of the walls become misty and many of the giants are panicking as they realize that the castle is about to drop to the ground. 

If the character cannot fly then they plummet from 4000 feet amidst tons of rubble (certain death without magical intervention). Once they are outside of the castle, they can see that the two other cloud buildings still remain in the air and a few giants have made their way to them. Some of the giants such as Magnussen can levitate and he will be seen with the harp and some of his bodyguard moving slowly over to the manor house. He is helped in that endeavor by Maira.  

Escaping from the castle, you watch as it falls upon the great gate of Istivin. The cloud giants, Maira and Magnussen, make their best efforts to save some of the giants but most fall to their deaths. Maira curses you for the murder of her brother and as she speaks the skies are split by a gigantic flash of lightning. Rather than thunder though the words of the Sakhut speak, 

“You see the ways of the Tyv. The Sakhut need punish you no more, sister of the storm. You may freely speak your vengeance.”

As Istivin has been assailed by several tons of cloudrock, Marchioness Resbin will give the adventurers the Hatred of Sterich. Any Lords Errant of Sterich are no more. The characters are under sentence of death within Sterich. No rewards are provided by any cloud giant or their allies. When characters return to their own region, they get the clandestine Commendation from leaders of the Four Armies raised against the giants.

If the party lands in Istivin then Marchioness Resbin, along with many of her troops, comes over to you. She is incandescent with rage as she looks upon the ruin that has been wrought upon Istivin. 

“You have brought ruin to Istivin and the Hatred of Sterich is yours. Drink deeply of it for it will be without end.  I would choose the giants rather than you. Sterich surrenders and you must depart or be slain.”

The characters gain the rewards: Hatred of Sterich and the Clandestine Commendation. 

Conclusion B

Conclusion B: This occurs if the characters have attacked Lachlansen but failed to kill him. Thus the cloud island remains in the sky. Sterich surrenders to the giants and the characters receive the Hatred of Sterich. No rewards are provided by any cloud giant or their allies. Characters get the clandestine commendation from leaders of the Four Armies raised against the giants.

The battle against Achim Lachlansen has been lost. You taste the bitter ashes of death and defeat. Achim begins to dissolve the very ground beneath your feet as he looks on you with great anger and declares to both you and to Marchioness Resbin. 

“I may have kept Marchioness Resbin here too long. A rescue was a bold move but to attack me was such folly. You would have brought ruin upon Istivin and I know that you knew that. That long forgotten voice rails at your failure. It cares nothing for you.” 

Lachlansen expels them from the castle. Yet again they must fly or die.

Marchioness Resbin looks at you. She is purple with rage as she thinks upon the ruin that could have been rained upon Istivin. 

“You would have brought ruin to Istivin so the Hatred of Sterich is yours. Drink deeply of it for it will be without end.  I choose the giants rather than you. Sterich surrenders and you are not welcome here.”

The characters gain the reward: Hatred of Sterich. 

Conclusion C

Conclusion C: This occurs if the characters killed Magnussen. Characters are ordered to give his body to Lachlansen or face annihilation by the other giants. If they comply then they are then dropped from island, otherwise they are attacked. As the characters leave, Marchioness Resbin declares her intention to surrender with the obstacle of Magnussen removed. 

The battle with Magnussen has been won and his corpse lies at your feet. Many giants come into the room to take revenge upon you. However Achim wishes to claim the body of Magnussen, 

“I offer you your lives for my kinsman’s body. There will be no other offers save your death.” 

Assuming characters comply, (if they refuse then they can try to escape or fight one hundred elite giants) 

With a simple gesture, Achim causes the cloudrock beneath your feet to become like mist. 

“Leave my domain Tyv, I would talk with Marchioness Resbin. Your part has been played and I wish you here no longer. I see no obstacle to your surrender now, Marchioness Resbin. 

Marchioness Resbin smiles wanly at you and says simply, 

“Sterich surrenders. We have seen one giant bested but it is this island I fear. I accede to the rule of the Sakhut.”

Shortly after the characters are upon the solid earth of Sterich, Marchioness Resbin will leave the cloud castle and seek them out,

“You have allowed Sterich to surrender to those damnable giants. This land survives because of you. You are forever welcome here. I grant you status as a proven Lord Stalwart of Sterich. With your title, there must come some of the trappings of nobility. From this day forward, a Bannerman of Sterich will accompany you in civilized places so that your status is properly raised. The Bannerman will see that you are no longer bothered by any trivial expenses as befits a Lord Stalwart.” 

The characters gain the rewards: Lord Stalwart of Sterich and the Gift of the Sky Boat. 

Conclusion D

Conclusion D: This occurs if the characters defeated Magnussen but let him live. Lachlansen orders an end of the fight. Magnussen’s debt to the characters means that he no longer opposes the surrender of Sterich. Marchioness Resbin and the characters may accompany Lachlansen as he speaks via magical mirror to the Sakhut. The Sakhut will commend Marchioness Resbin and the characters on the wisdom of their choice. 

The battle with Magnussen has been won and he is beaten into submission. However he is not dead. Many giants come into the room to press the fight against you. However Achim calls them to heel, 

“You have fought well, Tyv, and have shown mercy where I would not have expected it. We shall revive Magnussen shortly for I am sure he will be surprised by your actions.  I would talk with Marchioness Resbin. Your part has been played but you may see it through to its final conclusion. I see no obstacle to your surrender now Marchioness Resbin. Lachlansen looks across to Magnussen,  who (if conscious) nods his agreement curtly.

Marchioness Resbin smiles at you and says simply, 

“Sterich surrenders. We may have seen one giant bested but it is this island I fear. I accede to the rule of the Sakhut.”

Accompanied by many giants, Lachlansen takes you back to the throne room where he stands before the huge mirror on the west wall. Lachlansen takes a small amber rod from his cloak and concentrates upon it for a while. After about a minute, the mirror is filled with a huge handsome face of purest sky blue. A full beard of silver hair seems to crackle with electricity as the Sakhut asks for Lachlansen’s report. The news of Sterich’s surrender is greeted warmly. 

“This is a good resolution. The time of Tyv is ending. This land is ours now. And no one should forget it. I applaud your wisdom, Resbin of Greater Jotenheim. Your Sakhut is pleased.” 

The mirror swiftly grows dark and you are prompted to leave the cloud castle. Lachlansen and Magnussen levitate you down. When you are back upon the solid earth of Sterich, Marchioness Resbin speaks to you,

“You have allowed Sterich to surrender to those damnable giants. This land survives because of you. You are forever welcome here. I grant you status as a proven Lord Stalwart of Sterich. With your title, there must come some of the trappings of nobility. From this day forward, a Bannerman of Sterich will accompany you in civilized places so that your status is properly raised. The Bannerman will see that you are no longer bothered by any trivial expenses as befits a Lord Stalwart.” 

The characters gain the rewards: Lord Stalwart of Sterich, Favor of the Bitter Wind, Stories of the Harp and the Gift of the Sky Boat. 

Conclusion E

Conclusion E: This occurs if the characters have attacked Magnussen but failed to kill him. The cloud island remains in the sky as a threat to Sterich. Magnussen is dismissive of the characters’ abilities. He permits Marchioness Resbin to surrender as he sees no threat worthy of his troops. Lachlansen then expels them from the castle. Yet again they must fly or die. 

The battle against Magnussen has been lost. You taste the bitter ashes of death and defeat. Many giants come into the room to press the fight against you, but Achim calls them to heel, 

“I may have kept Marchioness Resbin here too long. A rescue was a bold move but you have failed. I shall spare you as is my right as Lord of this cloud castle.” 

Magnussen looks annoyed for a moment then laughs, 

“You fought poorly, Tyv, and do not deserve to be spared but I will accede to Achim’s request. You are no threat to me or my armies. My soldiers need do no work here if this is the best that can be brought against me. Marchioness Resbin, I give you leave to surrender. I shall go and look for challenges to my army elsewhere. I had thought the Tyv were wolves not sheep. Be gone, sheep pack.” 

The characters must fly or die once more.

Achim begins to dissolve the very ground beneath your feet as he looks to Marchioness Resbin who meekly surrenders. 

The characters gain the reward: Gift of the Sky Boat.

The End

Sterich has surrendered to the Sakhut and you leave as perhaps Lord Stalwart or Lord Sinister. From what you have learned, it appears an Expedition to the Crystalmists (Dark Clouds part 2) may be worth mounting.    

Experience Point Summary

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

Encounter  2

Defeat Nobles non-lethally


APL All – 60 xp.

Encounter  3

Defeat Skeleton/Ghost Dragon


APL 6 – 210 xp.


APL 8 – 240 xp.


APL 10 – 360 xp.


APL 12 – 450 xp.


APL 14 – 510 xp.


APL 16 – 600 xp.


APL 18 – 660 xp.

Encounter  4

Defeat or Bypass Celestial Lions


APL 6 – 180 xp.


APL 8 – 240 xp.


APL 10 – 330 xp.


APL 12 – 390 xp.


APL 14 – 450 xp.


APL 16 – 510 xp.


APL 18 – 540 xp.

Encounter  5

Solve Harp’s Puzzle


APL All – 60 xp.

Encounter  9a/b

Defeat Magnussen or Lachlansen


APL 6 – 270 xp.


APL 8 – 330 xp.


APL 10 – 390 xp.


APL 12 – 450 xp.


APL 14 – 510 xp.


APL 16 – 600 xp.


APL 18 – 660 xp.

Discretionary Roleplaying Award

Judge may allocate up to the following for good role-playing. Examples would be convincing reasons as to the choice they made between fighting Lachlansen and Magnussen. 


APL 6 – 180 xp.


APL 8 – 225 xp.


APL 10 – 270 xp.


APL 12 – 315 xp.


APL 14 – 360 xp.


APL 16 – 405 xp.


APL 18 – 450 xp.

Total Possible Experience


APL 6 – 900 xp.


APL 8 – 1125 xp.


APL 10 – 1350 xp.


APL 12 – 1575 xp.


APL 14 – 1800 xp.


APL 16 – 2025 xp.


APL 18 – 2250 xp.

Treasure Summary

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

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

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

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

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

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter 3:


APL 6: L: 0 gp; C: 200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 8: L: 0 gp; C: 200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 10: L: 0 gp; C: 200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 12: L: 0 gp; C: 200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 14: L: 0 gp; C: 200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 16: L: 0 gp; C: 2200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).


APL 18: L: 0 gp; C: 4200 gp; M: Cursed Boots of Speed (900 gp); Cursed Bracers of Armor +6 (2700 gp); Bucknard’s Everful Silver Purse (250 gp).

Encounter 4:


APL All: L: 0 gp; C: 0 gp; M: Decaying Celestial Tooth (417 gp).

Encounter 6:


APL All: L: 0 gp; C: 0 gp; M: Golden Celestial Tooth (417 gp).

Encounter 9a/b


APL 6: L: 0 gp; C: 0 gp; M: Rod of Extension, Lesser (250 gp), +1 Huge full plate (596 gp), +1 Gargantuan shock, thundering morningstar (697 gp), amulet of wisdom +2 (333 gp).


APL 8: L: 0 gp; C: 0 gp; M: Rod of Extension (250 gp), +1 Huge full plate (596 gp), +1 Gargantuan shock, thundering morningstar (697 gp), amulet of wisdom +2 (333 gp).


APL 10: L: 0 gp; C: 0 gp; M: Rod of Extension, Lesser (250 gp), +1 Huge full plate (596 gp), +1 Gargantuan shock, thundering morningstar (697 gp), amulet of wisdom +2 (333 gp).


APL 12: L: 0 gp; C: 0 gp; M: Rod of Extension (917 gp), +1 Huge full plate (596 gp), +1 Gargantuan shock, thundering morningstar (697 gp), amulet of wisdom +2 (333 gp), ring of force shield (708 gp).


APL 14: L: 0 gp; C: 0 gp; M: Rod of Extension (917 gp), +1 Huge full plate (596 gp), +1 Gargantuan shock, thundering morningstar (697 gp), amulet of wisdom +4 (1,333 gp), ring of force shield (708 gp).


APL 16: L: 0 gp; C: 0 gp; M: Rod of Extension, Greater (2042 gp), +1 Huge full plate (596 gp), +1 Gargantuan shocking burst, thundering morningstar (1530 gp), amulet of wisdom +4 (1,333 gp), ring of force shield (708 gp), ring of counterspells (333 gp).


APL 18: L: 0 gp; C: 0 gp; M: Rod of Extension, Greater (2042 gp), +1 Huge full plate (596 gp), +1 Gargantuan ghost touch, shock, thundering morningstar (2697 gp), amulet of wisdom +4 (1,333 gp), ring of force shield (708 gp), ring of counterspells (333 gp), boots of speed (1000 gp).

Total Possible Treasure (Maximum Reward Allowed)


APL 6: L: 0 gp; C: 200 gp; M: 6143 gp) – Total: 6343 gp (900 gp).


APL 8: L: 0 gp; C: 200 gp; M: 6143 gp) – Total: 6343 gp (1300 gp).


APL 10: L: 0 gp; C: 200 gp; M: 6143 gp) – Total: 6343 gp (2300 gp).


APL 12: L: 0 gp; C: 200 gp; M: 7518 gp) – Total: 7718 gp (3300 gp).


APL 14: L: 0 gp; C: 200 gp; M: 8518 gp) – Total: 8718 gp (6600 gp).


APL 16: L: 0 gp; C: 2200 gp; M: 10809 gp) – Total: 13009 gp (9900 gp).


APL 18: L: 0 gp; C: 4200 gp; M: 12976 gp) – Total: 17176 gp (17000 gp).

Special

GOLDEN CELESTIAL LION’S TOOTH 

This freely given tooth provides a +1 sacred bonus to saves for good-aligned characters only. It is an unslotted item. As a purely role-playing effect, it gives that character a dazzling smile. 


Faint abjuration; CL: 5th; Prerequisites: Cannot be crafted; Market Price: 5000 gp; Weight: 1 lbs.

DECAYING CELESTIAL LION’S TOOTH 

This rotting ugly tooth provides a +1 profane bonus to saves for neutral or evil aligned characters only. It is an unslotted item. As a purely role-playing effect, it causes the teeth to discolor and decay.


Faint abjuration; CL: 5th; Prerequisites: Cannot be crafted; Market Price: 5000 gp; Weight: 1 lbs.

BUCKNARD’S EVERFUL SILVER PURSE 

Every day but Godsday, this purse creates twenty silver coins from a single silver coin whereupon a permanent mage hand takes out all of the new coins. This purse generates silver coins equivalent to 12 gold every TU. 


Moderate transmutation; CL: 11th; Prerequisites: Cannot be crafted; Market Price: 3000 gp; Weight: 1 lbs.

Items for the Adventure Record

Item Access

APL 6:

· Cursed Boots of Speed (Metaregional, Special)

· Cursed Bracers of Armor +6 (Metaregional, Special)
· Bucknard’s Everful Silver Purse (Metaregional, Special)
· EITHER Decaying Celestial Tooth (Metaregional, Special)

· OR Golden Celestial Tooth (Metaregional, Special)
· Rod of Extension, Lesser (Adventure, DMG) 

· +1 Gargantuan shock, thundering morningstar (Adventure, DMG)

· +1 Huge fullplate (Adventure, DMG)

APL 12 (all items from lower APLs plus):

· Rod of Extension (Adventure, DMG) 

· Ring of Force Shield (Adventure, DMG)

APL 14 (all items from lower APLs plus):

· Amulet of wisdom +4 (Adventure, DMG)

· +1 Gargantuan Shocking Burst, Thundering morningstar (Adventure, DMG)

APL 16 (all items from lower APLs plus):

· Rod of Extension, Greater (Adventure, DMG) 

· Ring of Counterspells (Adventure, DMG)

APL 18 (all items from lower APLs plus):

· Boots of Speed (Adventure, DMG)

· +1 Gargantuan ghost touch, shock, thundering morningstar (Adventure, DMG)

Rewards

Lord Stalwart of Sterich: 

Sterich provides character with their own Bannerman to ensure that their newly ennobled status is recognized. Bannerman acts as herald, butler, tutor and confidante. The Bannerman provides for all life-style expenses as the Lord need not trouble himself with such trifling amounts. This provides free luxury life-style within the Sheldomar Valley for all characters who were Lords Errant; all others get free rich (luxury within Sterich) lifestyle within Sheldomar Valley. This effect lasts until Sterich is given cause to strip you of the title. The Bannerman will tutor you in your duties as a Lord. This requires 1 TU of study and gives you a +4 bonus to Knowledge Nobility. 

Favor of the Four Armies: 

This is a clandestine commendation from some elements of the leadership of the four armies opposing the giants. They note that you took a strong leadership decision even at the cost of your own personal popularity. The possessor may upgrade one magical item chosen from the following list: weapon, armor, shield, ring of protection or cloak of resistance. It only affects enhancement bonus for armor, shield or weapon. This is a single upgrade which is equal to or less than +4 e.g. from +1 to +2, from +2 to +3 or from +3 to +4. Cross off this favor when used. 

Hatred of Sterich: 

Since you were identified as the cause of the ruination of Sterich, you may no longer play any events set in Sterich. For every adventure in the Sheldomar Valley, there is a 50% chance of being noticed (Bluff check DC 25 to avoid) as one of the Wreckers of Sterich. If discovered, then all charisma based skills are at -8 modifier as you are titled a Bane of Sterich. You may wear colors openly as a Lord Sinister of the Sheldomar Valley and then penalty to charisma based skills is reduced to -4. In either case, for the Intimidate skill only, a +4 bonus replaces the penalty as people fear your proven ruthlessness. 

Mithril Grave Marker of Flavius:

This provides access to ONE mithral item, a weapon, armor or shield.  However your mind is troubled by the dreams of seven caged birds who sing of grave robbers and punishments. This preys upon your mind imposing a -4 penalty to all Will saves. This effect cannot be removed from the item created from the mithral.

Stories of the Harp: 

You may spend up to 4 TU in the company of the harp, Silsellay. She will provide a treasure trove of stories which will enhance your perform skill. You gain +1 permanent competence bonus (max +4) to the Perform skill for each TU spent.

Cursed Boots of Speed: 

10% cost reduction. Curse not yet revealed.

Cursed Bracers of Armor +6: 

10% cost reduction. Curse not yet revealed.

Favor of the Bitter Wind (Genie): 

The nature of this favor will be revealed in future modules. It presently provides a +2 bonus on charisma based skills with Auran creatures. 

Gift of the Sky Boat: 

This is tiny cloud replica of a small sail boat. It will come into play in the next module in this series.

DM Aid: Reward Matrix

This table spells out for each conclusion what favors and gifts are provided to the characters. 

	
	Gift of the Sky Boat
	Hatred of Sterich
	Clandestine Commendation of Four Armies
	Favor of Bitter Wind (Genie)
	Lord Stalwart of Sterich
	Stories of the Harp

	Lachlansen Killed
	(
	(
	(
	(
	(
	(

	Lachlansen Attacked but not Killed
	(
	(
	(
	(
	(
	(

	Magnussen Killed 
	(
	(
	(
	(
	(
	(

	Magnussen Defeated but Life Spared
	(
	(
	(
	(
	(
	(

	Magnussen Attacked but not Defeated
	(
	(
	(
	(
	(
	(


Note: if the characters killed any of the Suel nobles in encounter 2 then they lose either the Clandestine Commendation reward or Lord Stalwart of Sterich reward in order to avoid consequences of their criminal act. 

Appendix 1: APL 6

Encounter 3: Bitter Bones

Skeletal Juvenile Silver Dragon; CR 7; Large Undead (Cold); HD 16d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +8; Grp +16; Atk +11 melee (2d6+4, bite); Full Atk +11 melee (2d6+4, bite), +6 melee (1d8+2 2 claws), +6 melee (1d6+2, 2 wings), +6 melee (1d8+6, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +5, Ref +6, Will +10; Str 19, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

Encounter 4: Faithful Beasts

Celestial Lions (2): CR 5; Large Magical Beast; Monster Manual.


Possessions: none.


Description: The creature is a large lion with white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite.

Encounter 9a: Unwelcome Visitor

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. THE GIANT IS DOZING IN HIS ROOM. HE WILL BE SURPRISED BY THE CHARCTERS. HE IS DAMAGED, PRONE AND WITHOUT ARMOR OR WEAPONS. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Magnussen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 161; Init +1; Spd 50 ft.; AC 21, touch 9, flat-footed 20 (-2 size, +1 Dex, +12 natural); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +11, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, lesser rod of extension.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Woundsx2, Entropic Shield, Protection from Good*, Divine Favor; 2nd - Aid, Bear’s Endurance, Bull's Strength, Invisibility*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds, Dispel Magic, Invisibility Purge, Magic Vestment, Non-detection*; 4th - Freedom of Movement, Greater Magic Weapon, Spell Immunity, Unholy Blight*; 5 – Quickened Shield of Faith, Righteous Might, False Vision*.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Shield of Faith along with Righteous Might. Thereafter he uses his slam attack.  He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 24, touch 10, flat-footed 23 (-4 size, +1 Dex, +14 natural, +3 Deflection);  

Atk +28 melee (1d6+14, slam); Full Atk +28 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Good.

Encounter 9b: Master’s Shadow

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. THE GIANT IS DOZING IN HIS ROOM. HE WILL BE SURPRISED BY THE CHARCTERS. HE IS DAMAGED, PRONE AND WITHOUT ARMOR OR WEAPONS. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Achim Lachlansen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 161; Init +1; Spd 50 ft.; AC 21, touch 9, flat-footed 20 (-2 size, +1 Dex, +12 natural); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +11, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +2, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, lesser rod of extension.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Wounds*, Entropic Shield, Protection from Evilx2, Divine Favor; 2nd - Aid, Bear’s Endurance, Bull's Strength, Cure Moderate Wounds*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds*, Dispel Magic, Invisibility Purge, Magic Vestment, Prayer; 4th – Cure Critical Wounds*, Freedom of Movement, Greater Magic Weapon, Spell Immunity; 5 – Mass Cure Light Wounds*, Quickened Shield of Faith, Righteous Might.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Shield of Faith along with Righteous Might. Thereafter he uses his slam attack. He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 24, touch 10, flat-footed 23 (-4 size, +1 Dex, +14 natural, +3 Deflection);  

Atk +28 melee (1d6+14, slam); Full Atk +28 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Evil.

Appendix 2: APL 8

Encounter 3: Bitter Bones

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

Encounter 4: Faithful Beasts

Celestial Lions (4): CR 5; Large Magical Beast; Monster Manual.


Possessions: none.


Description: The creature is a large lion with white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite.

Encounter 9a: Unwelcome Visitor

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. THE GIANT IS DOZING IN HIS ROOM. HE WILL BE SURPRISED BY THE CHARCTERS. HE IS DAMAGED, PRONE AND WITHOUT ARMOR OR WEAPONS. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Magnussen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 21, touch 9, flat-footed 20 (-2 size, +1 Dex, +12 natural); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +11, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, lesser rod of extension.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Woundsx2, Entropic Shield, Protection from Good*, Divine Favor; 2nd - Aid, Bull's Strength, Bear’s Endurance, Invisibility*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds, Dispel Magic, Invisibility Purge, Magic Vestment, Non-detection*; 4th - Freedom of Movement, Greater Magic Weapon, Spell Immunity, Unholy Blight*; 5 – Quickened Shield of Faith, Righteous Might, False Vision*.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Shield of Faith along with Righteous Might. Thereafter he uses his slam attack. He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 24, touch 10, flat-footed 23 (-4 size, +1 Dex, +14 natural, +3 Deflection);  

Atk +28 melee (1d6+14, slam); Full Atk +28 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Good.

Encounter 9b: Master’s Shadow

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. THE GIANT IS DOZING IN HIS ROOM. HE WILL BE SURPRISED BY THE CHARCTERS. HE IS DAMAGED, PRONE AND WITHOUT ARMOR OR WEAPONS. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Achim Lachlansen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 21, touch 9, flat-footed 20 (-2 size, +1 Dex, +12 natural); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +11, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +2, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, lesser rod of extension.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Wounds*, Entropic Shield, Protection from Evilx2, Divine Favor; 2nd - Aid, Bear’s Endurance, Bull's Strength, Cure Moderate Wounds*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds*, Dispel Magic, Invisibility Purge, Magic Vestment, Prayer; 4th – Cure Critical Wounds*, Freedom of Movement, Greater Magic Weapon, Spell Immunity; 5 – Mass Cure Light Wounds*, Quickened Shield of Faith, Righteous Might.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Shield of Faith along with Righteous Might. Thereafter he uses his slam attack.  He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 24, touch 10, flat-footed 23 (-4 size, +1 Dex, +14 natural, +3 Deflection);  

Atk +28 melee (1d6+14, slam); Full Atk +28 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Evil.

Appendix 3: APL 10

Encounter 3: Bitter Bones (part one)

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

The skeletal dragon benefits from the following spells cast by its ghostly counterpart: mage armor, shield, true strike. Its AC is thus raised to 20. 
Encounter 3: Bitter Bones (part two)

Ghost Juvenile Silver Dragon; CR 12; Large Undead (Incorporeal); HD 16d12; hp 104; Init +4; Spd Fly 150 ft. (perfect); AC 15, touch 15, flat-footed 15 ( -1 size, +6 Deflection); Base Atk +16; Grp -; Atk +16 incorporeal touch (1d4, bite); Full Atk +16 incorporeal touch (1d6, bite), +11 incorporeal touch (1d6, 2 claws), +11 incorporeal touch (1d6, 2 wings), + 11 incorporeal touch (1d6, tail slap); Face/Reach 10 ft./ 5ft. (10 ft. with bite); SA Breath weapon SQ immunity to acid, cold, sleep & paralysis, featherfall 2/day, blindsense, keen senses, alternate form, cloudwalking, undead immunities (sleep, paralysis, energy drain), incorporeal traits; AL LE; SV Fort +10, Ref +10, Will +14; Str 19, Dex 10, Con -, Int 18, Wis 19, Cha 22.


Skills and Feats: Bluff +25, Concentration +19, Diplomacy +25, Intimidate +14, Jump + 25, Knowledge Arcana +23, Listen +31, Search +20, Sense Motive +23, Spellcraft +23, Spot +31; Cleave, Fly-by-Attack, Hover, Improved Initiative, Power Attack, Wingover.


Breath Weapon (Su): Cone of Cold, 40 ft., once every 1d4 rounds, damage 8d8, Reflex save (DC 21) for half OR Cone of Paralyzing Gas, 40 ft., once every 1d4 rounds, paralyzed for 1d6 + 4 rounds, Fortitude save (DC 21) negates.


Blindsense (Ex): Dragons can pinpoint creatures within a distance of 60 feet. Opponents, the dragon can’t actually see, still have total concealment against the dragon.


Keen Senses (Ex): A dragon sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Alternate Form (Su): A silver dragon can assume any animal or humanoid form of Medium size or smaller as a standard action three times per day. This ability functions as a polymorph spell cast on itself at its caster level, except that the dragon does not regain hit points for changing form and can only assume the form of an animal or humanoid. The dragon can remain in its animal or humanoid form until it chooses to assume a new one or return to its natural form.


Cloudwalking (Su): A silver dragon can tread on clouds or fog as though on solid ground. The ability functions continuously but can be negated or resumed at will.


Skills: Bluff, Disguise, and Jump are considered class skills for silver dragons.


Sorcerer Spells Known (6/7; base DC = 16 + spell level; caster level 3rd): 0- dancing lights, detect magic, ghost sound, mage hand, read magic; 1st- mage armor, shield, true strike.

Given time, the ghost dragon benefits from the following spells: mage armor, shield, true strike. Its AC is thus raised to 23.


Incorporeal Subtype: A ghost can be harmed only by other incorporeal creatures, +1 or better magic weapons, spells and spell-like abilities and supernatural abilities. The creature has a 50% chance to ignore any damage from a corporeal source, except for force effects or attacks made with ghost touch weapons. A ghost can pass through solid objects, but not force effects at will. Its attacks ignore natural armor, armor and shields but deflection bonuses and force effects work normally against them. A ghost always moves silently and cannot be heard with Listen checks if it doesn’t wish to be.


Turn Resistance (Ex): A ghost gains turn resistance +4.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).

Ghost Abilities 


Manifestation (Su): Every ghost has this ability. A ghost dwells on the Ethereal Plane and, as an ethereal creature, it cannot affect or be affected by anything in the material world. When a ghost manifests, it partly enters the Material Plane and becomes visible but incorporeal on the Material Plane. A manifested ghost can be harmed only by other incorporeal creatures, magic weapons, or spells, with a 50% chance to ignore any damage from a corporeal source. A manifested ghost can pass through solid objects at will, and its own attacks pass through armor. A manifested ghost always moves silently. A manifested ghost can strike with its touch attack or with a ghost touch weapon (see Ghostly Equipment, below). A manifested ghost remains partially on the Ethereal Plane, where is it not incorporeal. A manifested ghost can be attacked by opponents on either the Material Plane or the Ethereal Plane. The ghost’s incorporeality helps protect it from foes on the Material Plane, but not from foes on the Ethereal Plane.


When a spellcasting ghost is not manifested and is on the Ethereal Plane, its spells cannot affect targets on the Material Plane, but they work normally against ethereal targets. When a spellcasting ghost manifests, its spells continue to affect ethereal targets and can affect targets on the Material Plane normally unless the spells rely on touch. A manifested ghost’s touch spells don’t work on non-ethereal targets.


A ghost has two home planes, the Material Plane and the Ethereal Plane. It is not considered extraplanar when on either of these planes.


Corrupting Touch (Su): A ghost that hits a living target with its incorporeal touch attack deals 1d6 points of damage. Against ethereal opponents, it adds its Strength modifier to attack and damage rolls. Against nonethereal opponents, it adds its Dexterity modifier to attack rolls only.


Frightful Moan (Su): A ghost can emit a frightful moan as a standard action. All living creatures within a 30-foot spread must succeed on a Will save DC 24 or become panicked for 2d4 rounds. This is a sonic necromantic mind-affecting fear effect. A creature that successfully saves against the moan cannot be affected by the same ghost’s moan for 24 hours.


Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save DC 24 or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage. A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours.


Special Qualities: A ghost has all the special qualities of the base creature as well as those described below.

Rejuvenation (Su): In most cases, it’s difficult to destroy a ghost through simple combat: The “destroyed” spirit will often restore itself in 2d4 days. Even the most powerful spells are usually only temporary solutions. A ghost that would otherwise be destroyed returns to its old haunts with a successful level check (1d20 + ghost’s HD) against DC 16. As a rule, the only way to get rid of a ghost for sure is to determine the reason for its existence and set right whatever prevents it from resting in peace. The exact means varies with each spirit and may require a good deal of research.

Turn Resistance (Ex): A ghost has +4 turn resistance.

Skills: Ghosts have a +8 racial bonus on Hide, Listen, Search, and Spot checks. 


Possessions: None.

Encounter 4: Faithful Beasts

Celestial Dire Lions (4): CR 7; Large Magical Beast; HD 8d8+24; hp 60; Init +2 (+2 Dex); Spd 40 ft.; AC 15, touch 11, flat-footed 13 (-1 size, +2 Dex, +4 natural); Base Atk +6; Grp +17; Atk +13 melee (1d6+7, claw); Full Atk +13 melee (1d6+7, claw), +7 melee (1d8+3, bite); Face/Reach 10 ft./5 ft.; SA Improved grab, pounce, rake, smite evil; SQ Low-light vision, scent , darkvision 60 ft.; acid, cold and electricity resistance 10, DR 5/magic; SR 13; AL NG; SV Fort +9, Ref +8, Will +7; Str 25, Dex 15, Con 17, Int 3, Wis 12, Cha 10.


Skills and Feats: Hide +2*, Listen +7, Move Silently +5, Spot +7; Alertness, Run, Weapon Focus (claw).


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.


Rake (Ex): Attack bonus +12 melee, damage 1d6+3.


Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks. 


*In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


Damage Reduction (Ex): A celestial dire lion has damage reduction 5/magic.


Smite Evil (Su): Once per day a celestial dire lion can make a normal attack deal an additional 8 hp of damage against an evil foe.


Possessions: none.


Description: The creature is a large, feral looking lion with unkempt white fur spotted with gold marking and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite.

Encounter 9a: Unwelcome Visitor

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. HE WILL BE WITHOUT HIS MORNINGSTAR. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Magnussen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 31, touch 9, flat-footed 30 (-2 size, +1 Dex, +12 natural, +10 armor with magic vestment); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +11, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, rod of extension.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Woundsx2, Entropic Shield, Protection from Good*, Shield of Faith; 2nd - Aid, Bear’s Endurance, Bull's Strength, Invisibility*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds, Dispel Magic, Invisibility Purge, Magic Vestment, Non-detection*; 4th - Freedom of Movement, Greater Magic Weapon, Spell Immunity, Unholy Blight*; 5 – Quickened Divine Favor, Righteous Might, False Vision*.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his slam attack. He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Good.

Encounter 9b: Master’s Shadow

NOTE THE SITUATIONAL MODIFIERS FOR THIS APL. HE WILL BE WITHOUT HIS MORNINGSTAR. HENCE THE MODIFICATIONS TO HIS STATS BELOW; IT IS INTENDED THAT SOME OF HIS FEATS BE USELESS FOR THIS ENCOUNTER.

Achim Lachlansen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 31, touch 9, flat-footed 30 (-2 size, +1 Dex, +12 natural, +10 armor with magic vestment); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam); Full Atk +28 melee (1d6+12, slam x 2); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +11, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +2, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, lesser rod of extension, ring of force shield.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Wounds*, Entropic Shield, Protection from Evilx2, Shield of Faith; 2nd - Aid, Bear’s Endurance, Bull's Strength, Cure Moderate Wounds*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds*, Dispel Magic, Invisibility Purge, Magic Vestment, Prayer; 4th – Cure Critical Wounds*, Freedom of Movement, Greater Magic Weapon, Spell Immunity; 5 – Mass Cure Light Wounds*, Quickened Divine Favor, Righteous Might.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his slam attack.  He favors using his Awesome Blow to send the most dangerous fighters to the floor and then daring them to stand up within his extensive reach.  He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Evil.

Appendix 4: APL 12

Encounter 3: Bitter Bones (part one)

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

The skeletal dragon benefits from the following spells cast by its ghostly counterpart: mage armor, shield, true strike, protection from arrows and resist energy (fire [10]). Its AC is thus raised to 20. 
Encounter 3: Bitter Bones (part two)

Ghost Young Adult Silver Dragon; CR 15; Large Undead (Incorporeal); HD 19d12; hp 123; Init +4; Spd Fly 150 ft. (perfect); AC 15, touch 15, flat-footed 15 ( -1 size, +6 Deflection); Base Atk +19; Grp -; Atk +19 incorporeal touch (1d4, bite); Full Atk +19 incorporeal touch (1d4 STR, bite), +14 incorporeal touch (1d4 STR, 2 claws), +14 incorporeal touch (1d4 STR, 2 wings), + 14 incorporeal touch (1d4 STR, tail slap); Face/Reach 10 ft./ 5ft. (10 ft. with bite); SA Breath weapon, frightful presence SQ immunity to acid, cold, sleep & paralysis, featherfall 2/day, blindsense, keen senses, alternate form, cloudwalking, DR 5/magic, SR 20, undead immunities (sleep, paralysis, energy drain), incorporeal traits; AL LE; SV Fort +11, Ref +11, Will +17; Str 23, Dex 10, Con -, Int 18, Wis 19, Cha 22.


Skills and Feats: Bluff +28, Concentration +22, Diplomacy +28, Intimidate +17, Jump + 28, Knowledge Arcana +26, Listen +34, Search +23, Sense Motive +26, Spellcraft +26, Spot +34; Cleave, Fly-by-Attack, Hover, Improved Initiative, Power Attack, Iron Will, Wingover.


Breath Weapon (Su): Cone of Cold, 40 ft., once every 1d4 rounds, damage 10d8, Reflex save (DC 23) for half OR Cone of Paralyzing Gas, 40 ft., once every 1d4 rounds, paralyzed for 1d6 + 5 rounds, Fortitude save (DC 23) negates.


Frightful Presence (Ex): Will save (DC 23) negates; 150 ft. radius affect. Creatures with 4 HD or fewer are panicked for 4d6 rounds and those with 5 HD or more are shaken for 4d6 rounds. Creatures with more than 18HD are unaffected.


Blindsense (Ex): Dragons can pinpoint creatures within a distance of 60 feet. Opponents, the dragon can’t actually see, still have total concealment against the dragon.


Keen Senses (Ex): A dragon sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Alternate Form (Su): A silver dragon can assume any animal or humanoid form of Medium size or smaller as a standard action three times per day. This ability functions as a polymorph spell cast on itself at its caster level, except that the dragon does not regain hit points for changing form and can only assume the form of an animal or humanoid. The dragon can remain in its animal or humanoid form until it chooses to assume a new one or return to its natural form.


Cloudwalking (Su): A silver dragon can tread on clouds or fog as though on solid ground. The ability functions continuously but can be negated or resumed at will.


Skills: Bluff, Disguise, and Jump are considered class skills for silver dragons.


Sorcerer Spells Known (6/8/6; base DC = 16 + spell level; caster level 5th): 0- dancing lights, detect magic, ghost sound, mage hand, prestidigitation, read magic; 1st- mage armor, shield, true strike, ventriloquism; 2nd – protection from arrows, resist energy.

Given time, the ghost dragon benefits from the following spells: mage armor, shield, true strike, protection from arrows and resist energy (fire [10]). Its AC is thus raised to 23.


Incorporeal Subtype: A ghost can be harmed only by other incorporeal creatures, +1 or better magic weapons, spells and spell-like abilities and supernatural abilities. The creature has a 50% chance to ignore any damage from a corporeal source, except for force effects or attacks made with ghost touch weapons. A ghost can pass through solid objects, but not force effects at will. Its attacks ignore natural armor, armor and shields but deflection bonuses and force effects work normally against them. A ghost always moves silently and cannot be heard with Listen checks if it doesn’t wish to be.


Turn Resistance (Ex): A ghost gains turn resistance +4.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).

Ghost Abilities 


Manifestation (Su): Every ghost has this ability. A ghost dwells on the Ethereal Plane and, as an ethereal creature, it cannot affect or be affected by anything in the material world. When a ghost manifests, it partly enters the Material Plane and becomes visible but incorporeal on the Material Plane. A manifested ghost can be harmed only by other incorporeal creatures, magic weapons, or spells, with a 50% chance to ignore any damage from a corporeal source. A manifested ghost can pass through solid objects at will, and its own attacks pass through armor. A manifested ghost always moves silently. A manifested ghost can strike with its touch attack or with a ghost touch weapon (see Ghostly Equipment, below). A manifested ghost remains partially on the Ethereal Plane, where is it not incorporeal. A manifested ghost can be attacked by opponents on either the Material Plane or the Ethereal Plane. The ghost’s incorporeality helps protect it from foes on the Material Plane, but not from foes on the Ethereal Plane.


When a spellcasting ghost is not manifested and is on the Ethereal Plane, its spells cannot affect targets on the Material Plane, but they work normally against ethereal targets. When a spellcasting ghost manifests, its spells continue to affect ethereal targets and can affect targets on the Material Plane normally unless the spells rely on touch. A manifested ghost’s touch spells don’t work on non-ethereal targets.


A ghost has two home planes, the Material Plane and the Ethereal Plane. It is not considered extraplanar when on either of these planes.


Draining Touch (Su): A ghost that hits a living target with its incorporeal touch attack drains 1d4 points from any one ability score it selects [STR at this APL]. On each such successful attack, the ghost heals 5 points of damage to itself. Against ethereal opponents, it adds its Strength modifier to attack rolls only. Against non-ethereal opponents, it adds its Dexterity modifier to attack rolls only.


Frightful Moan (Su): A ghost can emit a frightful moan as a standard action. All living creatures within a 30-foot spread must succeed on a Will save DC 25 or become panicked for 2d4 rounds. This is a sonic necromantic mind-affecting fear effect. A creature that successfully saves against the moan cannot be affected by the same ghost’s moan for 24 hours.


Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save DC 25 or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage. A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours.


Special Qualities: A ghost has all the special qualities of the base creature as well as those described below.


Rejuvenation (Su): In most cases, it’s difficult to destroy a ghost through simple combat: The “destroyed” spirit will often restore itself in 2d4 days. Even the most powerful spells are usually only temporary solutions. A ghost that would otherwise be destroyed returns to its old haunts with a successful level check (1d20 + ghost’s HD) against DC 16. As a rule, the only way to get rid of a ghost for sure is to determine the reason for its existence and set right whatever prevents it from resting in peace. The exact means varies with each spirit and may require a good deal of research.


Turn Resistance (Ex): A ghost has +4 turn resistance.


Skills: Ghosts have a +8 racial bonus on Hide, Listen, Search, and Spot checks. 


Possessions: None.

Encounter 4: Faithful Beasts

Advanced (17HD) Celestial Dire Lions (2): CR11; Huge Magical Beast; HD 17d8+102; hp 178; Init +1; Spd 40 ft.; AC 16, touch 9, flat-footed 15 (-2 size, +1 Dex, +7 natural); Base Atk +12; Grp +32; Atk +25 melee (1d8+12, claw); Full Atk +25 melee (1d8+12, claw), +20 melee (2d6+6, bite); Face/Reach 15 ft./10 ft.; SA Improved grab, pounce, rake, smite evil; SQ Low-light vision, scent, darkvision 60 ft., acid, cold and electricity resistance 10, DR 10/magic; SR 22; AL NG; SV Fort +16, Ref +11, Will +11; Str 34, Dex 13, Con 22, Int 3, Wis 12, Cha 10.


Skills and Feats: Hide +1*, Listen +7, Move Silently +4, Spot +7, Sense Motive+6; Alertness, Run, Weapon Focus (claw), Weapon Focus(Bite), Endurance, Diehard.


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.


Rake (Ex): Attack bonus +24 melee, damage 1d8+6.


Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks. 


*In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


Damage Reduction (Ex): A celestial dire lion has damage reduction 5/magic.


Smite Evil (Su): Once per day a celestial dire lion can make a normal attack deal an additional 17 hp of damage against an evil foe.


Possessions: none.


Description: The creature is a large, feral looking lion with unkempt white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite. They fight to their death q.v. Diehard feat in PHB.

Encounter 9a: Unwelcome Visitor

Magnussen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 31, touch 9, flat-footed 30 (-2 size, +1 Dex, +12 natural, +10 armor with magic vestment); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam) or Gargantuan +2 morningstar +31 melee (4d6+20/19-20); Full Atk +28 melee (1d6+12, slam x 2) or Gargantuan +2 morningstar +31/+26/+21/+16 melee (4d6+20/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +11, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, rod of extension, ring of force shield.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Woundsx2, Entropic Shield, Protection from Good*, Shield of Faith; 2nd - Aid, Bear’s Endurance, Bull's Strength, Invisibility*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds, Dispel Magic, Invisibility Purge, Magic Vestment, Non-detection*; 4th - Freedom of Movement, Greater Magic Weapon,  Spell Immunity, Unholy Blight*; 5 – Quickened Divine Favor, Righteous Might, False Vision*.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Atk Gargantuan +2 morningstar +34 melee (4d6+23/19-20); Full Atk Gargantuan +2 morningstar +34/+29/+24/+19 melee (4d6+23/19-20); Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Good.

Encounter 9b: Master’s Shadow

Achim Lachlansen: male cloud giant Clr9; CR 15; Huge-sized giant; HD17d8 + 102 plus 9d8 + 54; hp 266; Init +1; Spd 50 ft.; AC 31, touch 9, flat-footed 30 (-2 size, +1 Dex, +12 natural, +10 armor with magic vestment); Base Atk +18; Grp +38; Atk +28 melee (1d6+12, slam) or Gargantuan +2 morningstar +31 melee (4d6+20/19-20); Full Atk +28 melee (1d6+12, slam x 2) or Gargantuan +2 morningstar +31/+26/+21/+16 melee (4d6+20/19-20);  Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +22, Ref +9, Will +17; Str 35, Dex 13, Con 23, Int 12, Wis 20, Cha 13.


Skills and Feats: Climb +19, Craft (sculpture) +11, Diplomacy +3, Intimidate +11, Listen +16, Perform (stringed instruments) +2, Sense Motive +10, Spot +16, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 26).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +2, rod of extension, ring of force shield.


Spells Prepared (Clr 6/6/5/4/3/2; base DC = 15 + spell level): 0 - Cure Minor Wounds x3, Detect Magic, Guidance, Light; 1st - Bane, Bless, Cure Light Wounds*, Entropic Shield, Protection from Evilx2, Shield of Faith; 2nd - Aid, Bear’s Endurance, Bull's Strength, Cure Moderate Wounds*, Lesser Restoration, Remove Paralysis; 3rd - Cure Serious Wounds*, Dispel Magic, Invisibility Purge, Magic Vestment, Prayer; 4th – Cure Critical Wounds*, Freedom of Movement, Greater Magic Weapon, Spell Immunity; 5 – Mass Cure Light Wounds*, Quickened Divine Favor, Righteous Might.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Atk Gargantuan +2 morningstar +34 melee (4d6+23/19-20); Full Atk Gargantuan +2 morningstar +34/+29/+24/+19 melee (4d6+23/19-20); Face/Reach 20 ft./20 ft.;

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 26. 

Damage Reduction 3/Evil.

Appendix 5: APL 14

Encounter 3: Bitter Bones (part one)

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

The skeletal dragon benefits from the following spells cast by its ghostly counterpart: mage armor, shield, true strike, protection from arrows, resist energy (fire [20]), see invisibility, haste and heroism. Its AC is thus raised to 20. 
Encounter 3: Bitter Bones (part two)

Ghost Adult Silver Dragon; CR 17; Huge Undead (Incorporeal); HD 22d12; hp 143; Init +4; Spd Fly 150 ft. (perfect); AC 15, touch 15, flat-footed 15 ( -2 size, +7 Deflection); Base Atk +22; Grp -; Atk +22 incorporeal touch (1d4 INT, bite); Full Atk +22 incorporeal touch (1d4 INT, bite), +17 incorporeal touch (1d4 INT, 2 claws), +17 incorporeal touch (1d4 INT, 2 wings), + 17 incorporeal touch (1d4 INT, tail slap); Face/Reach 15 ft./ 10ft. (15 ft. with bite); SA Breath weapon, frightful presence SQ immunity to acid, cold, sleep & paralysis, featherfall 2/day, fog cloud 3/day, blindsense, keen senses, alternate form, cloudwalking, DR 5/magic, SR 22, undead immunities (sleep, paralysis, energy drain), incorporeal traits; AL LE; SV Fort +13, Ref +13, Will +20; Str 27, Dex 10, Con -, Int 20, Wis 21, Cha 24.


Skills and Feats: Bluff +32, Concentration +25, Diplomacy +32, Intimidate +21, Jump + 33, Knowledge Arcana +30, Listen +38, Search +27, Sense Motive +30, Spellcraft +30, Spot +38; Cleave, Fly-by-Attack, Hover, Improved Initiative, Power Attack, Iron Will, Snatch, Quicken Breath Weapon.


Breath Weapon (Su): Cone of Cold, 40 ft., once every 1d4 rounds, damage 12d8, Reflex save (DC 26) for half OR Cone of Paralyzing Gas, 40 ft., once every 1d4 rounds, paralyzed for 1d6 + 6 rounds, Fortitude save (DC 26) negates.


Frightful Presence (Ex): Will save (DC 26) negates; 150 ft. radius affect. Creatures with 4 HD or fewer are panicked for 4d6 rounds and those with 5 HD or more are shaken for 4d6 rounds. Creatures with more than 22HD are unaffected.


Blindsense (Ex): Dragons can pinpoint creatures within a distance of 60 feet. Opponents, the dragon can’t actually see, still have total concealment against the dragon.


Keen Senses (Ex): A dragon sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Alternate Form (Su): A silver dragon can assume any animal or humanoid form of Medium size or smaller as a standard action three times per day. This ability functions as a polymorph spell cast on itself at its caster level, except that the dragon does not regain hit points for changing form and can only assume the form of an animal or humanoid. The dragon can remain in its animal or humanoid form until it chooses to assume a new one or return to its natural form.


Cloudwalking (Su): A silver dragon can tread on clouds or fog as though on solid ground. The ability functions continuously but can be negated or resumed at will.


Skills: Bluff, Disguise, and Jump are considered class skills for silver dragons.


Sorcerer Spells Known (6/8/8/6; base DC = 17 + spell level; caster level 7th): 0- dancing lights, daze, detect magic, ghost sound, mage hand, prestidigitation, read magic; 1st- charm person, mage armor, shield, true strike, ventriloquism; 2nd – protection from arrows, resist energy, see invisibilty; 3rd – haste, heroism.

Given time, the ghost dragon benefits from the following spells: mage armor, shield, true strike, protection from arrows, resist energy (fire [20]), see invisibility, haste and heroism. Its AC is thus raised to 24. 

Incorporeal Subtype: A ghost can be harmed only by other incorporeal creatures, +1 or better magic weapons, spells and spell-like abilities and supernatural abilities. The creature has a 50% chance to ignore any damage from a corporeal source, except for force effects or attacks made with ghost touch weapons. A ghost can pass through solid objects, but not force effects at will. Its attacks ignore natural armor, armor and shields but deflection bonuses and force effects work normally against them. A ghost always moves silently and cannot be heard with Listen checks if it doesn’t wish to be.


Turn Resistance (Ex): A ghost gains turn resistance +4.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).

Ghost Abilities 


Manifestation (Su): Every ghost has this ability. A ghost dwells on the Ethereal Plane and, as an ethereal creature, it cannot affect or be affected by anything in the material world. When a ghost manifests, it partly enters the Material Plane and becomes visible but incorporeal on the Material Plane. A manifested ghost can be harmed only by other incorporeal creatures, magic weapons, or spells, with a 50% chance to ignore any damage from a corporeal source. A manifested ghost can pass through solid objects at will, and its own attacks pass through armor. A manifested ghost always moves silently. A manifested ghost can strike with its touch attack or with a ghost touch weapon (see Ghostly Equipment, below). A manifested ghost remains partially on the Ethereal Plane, where is it not incorporeal. A manifested ghost can be attacked by opponents on either the Material Plane or the Ethereal Plane. The ghost’s incorporeality helps protect it from foes on the Material Plane, but not from foes on the Ethereal Plane.


When a spellcasting ghost is not manifested and is on the Ethereal Plane, its spells cannot affect targets on the Material Plane, but they work normally against ethereal targets. When a spellcasting ghost manifests, its spells continue to affect ethereal targets and can affect targets on the Material Plane normally unless the spells rely on touch. A manifested ghost’s touch spells don’t work on non-ethereal targets.


A ghost has two home planes, the Material Plane and the Ethereal Plane. It is not considered extraplanar when on either of these planes.


Draining Touch (Su): A ghost that hits a living target with its incorporeal touch attack drains 1d4 points from any one ability score it selects [INT at this APL]. On each such successful attack, the ghost heals 5 points of damage to itself. Against ethereal opponents, it adds its Strength modifier to attack rolls only. Against non-ethereal opponents, it adds its Dexterity modifier to attack rolls only.


Frightful Moan (Su): A ghost can emit a frightful moan as a standard action. All living creatures within a 30-foot spread must succeed on a Will save DC 28 or become panicked for 2d4 rounds. This is a sonic necromantic mind-affecting fear effect. A creature that successfully saves against the moan cannot be affected by the same ghost’s moan for 24 hours.


Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save DC 28 or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage. A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours.


Special Qualities: A ghost has all the special qualities of the base creature as well as those described below.


Rejuvenation (Su): In most cases, it’s difficult to destroy a ghost through simple combat: The “destroyed” spirit will often restore itself in 2d4 days. Even the most powerful spells are usually only temporary solutions. A ghost that would otherwise be destroyed returns to its old haunts with a successful level check (1d20 + ghost’s HD) against DC 16. As a rule, the only way to get rid of a ghost for sure is to determine the reason for its existence and set right whatever prevents it from resting in peace. The exact means varies with each spirit and may require a good deal of research.


Turn Resistance (Ex): A ghost has +4 turn resistance.


Skills: Ghosts have a +8 racial bonus on Hide, Listen, Search, and Spot checks. 


Possessions: None.

Encounter 4: Faithful Beasts

Advanced (17HD) Celestial Dire Lions (2): CR11; Huge Magical Beast; HD 17d8+102; hp 178; Init +1; Spd 40 ft.; AC 16, touch 9, flat-footed 15 (-2 size, +1 Dex, +7 natural); Base Atk +12; Grp +32; Atk +25 melee (1d8+12, claw); Full Atk +25 melee (1d8+12, claw), +20 melee (2d6+6, bite); Face/Reach 15 ft./10 ft.; SA Improved grab, pounce, rake, smite evil; SQ Low-light vision, scent, darkvision 60 ft., acid, cold and electricity resistance 10, DR 10/magic; SR 22; AL NG; SV Fort +16, Ref +11, Will +11; Str 34, Dex 13, Con 22, Int 3, Wis 12, Cha 10.


Skills and Feats: Hide +1*, Listen +7, Move Silently +4, Spot +7, Sense Motive+6; Alertness, Run, Weapon Focus (claw), Weapon Focus(Bite), Endurance, Diehard.


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.


Rake (Ex): Attack bonus +24 melee, damage 1d8+6.


Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks. 


*In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


Damage Reduction (Ex): A celestial dire lion has damage reduction 5/magic.


Smite Evil (Su): Once per day a celestial dire lion can make a normal attack deal an additional 17 hp of damage against an evil foe.


Possessions: none.


Description: The creature is a large, feral looking lion with unkempt white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite. They fight to their death q.v. Diehard feat in PHB.

Encounter 9a: Unwelcome Visitor

Magnussen: male cloud giant Clr13; CR 17; Huge-sized giant; HD17d8 + 102 plus 13d8 + 78; hp 308; Init +1; Spd 50 ft.; AC 32, touch 9, flat-footed 31 (-2 size, +1 Dex, +12 natural, +3 fullplate); Base Atk +21; Grp +42; Atk +32 melee (1d6+13, slam) or Gargantuan +3 morningstar +36 melee (4d6+22/19-20); Full Atk +32 melee (1d6+13, slam x 2) or Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+22/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +24, Ref +10, Will +20; Str 36, Dex 13, Con 23, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +17, Perform (stringed instruments) +11, Sense Motive +11, Spot +17, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 29).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +4, rod of extension, ring of force shield.


Spells Prepared (Clr 6/7/7/5/5/4/3/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds x2, Detect Good, Protection from Good*, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Cure Moderate Wounds, Gentle Repose, Invisibility*, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds(x2), Dispel Magic, Magic Vestment, Non-detection*, Prayer, Protection from Energy(Fire); 4th – Confusion*, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration, Spell Immunity; 5th – Quickened Divine Favor, Quickened Shield of Faith, Righteous Might, True Seeing, False Vision*; 6th – Heroes Feast, Planar Ally, Quickened Bear’s Endurance, Mislead*; 7th –Blasphemy, Screen*.

Spell Immunity from Enervation, Scorching Ray, Ray of Enfeeblement.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 32, touch 7, flat-footed 31 (-4 size, +1 Dex, +14 natural, +11 armor);

Atk +32 melee (1d6+15, slam); Full Atk +32 melee (1d6+15, slam x 2); 

Atk Gargantuan +3 morningstar +36 melee (4d6+25/19-20); Full Atk Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+25/19-20); Face/Reach 20 ft./20 ft.;

Str 40, Dex 13, Con 25, Int 12, Wis 22, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 6/Good.

Male fire giant (4); As in the Monster manual apart from their use of the guisarme and dire pick as weapons of choice. 

Atk: Large guisarme +25 melee (2d6+15/x3) or Large dire pick +25 melee (2d6+15/x4); 

Full Atk Large guisarme +25/+20/+15 melee (2d6+15/x3) or Large dire pick +25/+20/+15 melee (2d6+15/x4); 

They have taken feats: Exotic Weapon Proficiency (dire pick) and Combat Reflexes in place of their Improved Overrun and Improved Sunder feats.


Tactics: These fire giants use the reach of their guisarme to trip any foes that try and close with their master, Magnussen. They will drop those weapons and use their dire pick for close combat. 

Encounter 9b: Master’s Shadow

Achim Lachlansen: male cloud giant Clr13; CR 17; Huge-sized giant; HD17d8 + 102 plus 13d8 + 78; hp 308; Init +1; Spd 50 ft.; AC 32, touch 9, flat-footed 31 (-2 size, +1 Dex, +12 natural, +3 fullplate); Base Atk +21; Grp +42; Atk +32 melee (1d6+13, slam) or Gargantuan +3 morningstar +36 melee (4d6+23/19-20); Full Atk +32 melee (1d6+13, slam x 2) or Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+23/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +24, Ref +10, Will +20; Str 36, Dex 13, Con 23, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +11, Diplomacy +3, Intimidate +11, Listen +17, Perform (stringed instruments) +2, Sense Motive +11, Spot +17, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 29).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shock, thundering morningstar, amulet of wisdom +4, rod of extension, ring of force shield.


Spells Prepared (Clr 6/7/7/5/5/4/3/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds*, Detect Evil, Protection from Evilx2, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Calm Emotions, Cure Moderate Wounds*, Gentle Repose, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds*, Dispel Magic, Magic Vestment, Prayer, Protection from Energy(Fire), Searing Light; 4th – Cure Critical Wounds*, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration, Spell Immunity; 5th – Quickened Divine Favor, Quickened Shield of Faith, Commune, Righteous Might*, True Seeing; 6th – Heal*, Heroes Feast, Planar Ally, Quickened Bear’s Endurance,; 7th –Holy Word, Iallanis Grasping Hand*.

Spell Immunity from Enervation, Scorching Ray, Ray of Enfeeblement.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 32, touch 7, flat-footed 31 (-4 size, +1 Dex, +14 natural, +11 armor);

Atk +32 melee (1d6+15, slam); Full Atk +32 melee (1d6+15, slam x 2); 

Atk Gargantuan +3 morningstar +36 melee (4d6+25/19-20); Full Atk Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+25/19-20); Face/Reach 20 ft./20 ft.;

Face/Reach 20 ft./20 ft.;

Str 40, Dex 13, Con 25, Int 12, Wis 22, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 6/Good.

Male stone giant elder(4); As in the Monster manual apart from their use of the guisarme and dire pick as weapons of choice. 

Atk: Large guisarme +25 melee (2d6+15/x3) or Large dire pick +25 melee (2d6+15/x4); 

Full Atk Large guisarme +25/+20/+15 melee (2d6+15/x3) or Large dire pick +25/+20/+15 melee (2d6+15/x4); 

They have taken feat, Exotic Weapon Proficiency (dire pick) in place of their Precise Shot feat.


Tactics: These stone giants use the reach of their guisarme to trip any foes that try and close with their master, Lachlansen. They will drop those weapons and use their dire pick for close combat. 

Appendix 6: APL 16

Encounter 3: Bitter Bones (part one)

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: None.

The skeletal dragon benefits from the following spells cast by its ghostly counterpart: mage armor, shield, true strike, protection from arrows, resist energy (acid [20]), see invisibility, mirror image (5 images), haste, heroism, fire shield (chill), spell immunity (scorching ray, searing light). Its AC is thus raised to 20. 
Encounter 3: Bitter Bones (part two)

Ghost Mature Adult Silver Dragon; CR 20; Huge Undead (Incorporeal); HD 25d12; hp 162; Init +4; Spd Fly 150 ft. (perfect); AC 15, touch 15, flat-footed 15 ( -2 size, +7 Deflection); Base Atk +25; Grp -; Atk +25 incorporeal touch (1d4 CHR, bite); Full Atk +25 incorporeal touch (1d4 CHR, bite), +20 incorporeal touch (1d4 CHR, 2 claws), +20 incorporeal touch (1d4 CHR, 2 wings), + 20 incorporeal touch (1d4 CHR, tail slap); Face/Reach 15 ft./ 10ft. (15 ft. with bite); SA Breath weapon, frightful presence SQ immunity to acid, cold, sleep & paralysis, featherfall 2/day, fog cloud 3/day, blindsense, keen senses, alternate form, cloudwalking, DR 10/magic, SR 24, undead immunities (sleep, paralysis, energy drain), incorporeal traits; AL LE; SV Fort +14, Ref +16, Will +21; Str 29, Dex 10, Con -, Int 20, Wis 21, Cha 24.


Skills and Feats: Bluff +35, Concentration +28, Diplomacy +35, Intimidate +24, Jump + 37, Knowledge Arcana +33, Listen +41, Search +30, Sense Motive +33, Spellcraft +33, Spot +41; Cleave, Fly-by-Attack, Hover, Improved Initiative, Power Attack, Iron Will, Snatch, Wingover, Lightning Reflexes.


Breath Weapon (Su): Cone of Cold, 40 ft., once every 1d4 rounds, damage 14d8, Reflex save (DC 27) for half OR Cone of Paralyzing Gas, 40 ft., once every 1d4 rounds, paralyzed for 1d6 + 7 rounds, Fortitude save (DC 27) negates.


Frightful Presence (Ex): Will save (DC 27) negates; 150 ft. radius affect. Creatures with 4 HD or fewer are panicked for 4d6 rounds and those with 5 HD or more are shaken for 4d6 rounds. Creatures with more than 25HD are unaffected.


Blindsense (Ex): Dragons can pinpoint creatures within a distance of 60 feet. Opponents, the dragon can’t actually see, still have total concealment against the dragon.


Keen Senses (Ex): A dragon sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Alternate Form (Su): A silver dragon can assume any animal or humanoid form of Medium size or smaller as a standard action three times per day. This ability functions as a polymorph spell cast on itself at its caster level, except that the dragon does not regain hit points for changing form and can only assume the form of an animal or humanoid. The dragon can remain in its animal or humanoid form until it chooses to assume a new one or return to its natural form.


Cloudwalking (Su): A silver dragon can tread on clouds or fog as though on solid ground. The ability functions continuously but can be negated or resumed at will.


Skills: Bluff, Disguise, and Jump are considered class skills for silver dragons.


Sorcerer Spells Known (6/8/8/8/5; base DC = 17 + spell level; caster level 9th): 0- dancing lights, daze, detect magic, ghost sound, light, mage hand, prestidigitation, read magic; 1st- charm person, mage armor, shield, true strike, ventriloquism; 2nd – mirror image, protection from arrows, resist energy, see invisibility; 3rd – haste, heroism, non-detection; 4th – fire shield, spell immunity.

Given time, the ghost dragon benefits from the following spells: mage armor, shield, true strike, protection from arrows, resist energy (acid [20]), see invisibility, mirror image (5 images), haste, heroism, fire shield (chill), spell immunity (scorching ray, searing light). Its AC is thus raised to 24. 

Incorporeal Subtype: A ghost can be harmed only by other incorporeal creatures, +1 or better magic weapons, spells and spell-like abilities and supernatural abilities. The creature has a 50% chance to ignore any damage from a corporeal source, except for force effects or attacks made with ghost touch weapons. A ghost can pass through solid objects, but not force effects at will. Its attacks ignore natural armor, armor and shields but deflection bonuses and force effects work normally against them. A ghost always moves silently and cannot be heard with Listen checks if it doesn’t wish to be.


Turn Resistance (Ex): A ghost gains turn resistance +4.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).

Ghost Abilities 


Manifestation (Su): Every ghost has this ability. A ghost dwells on the Ethereal Plane and, as an ethereal creature, it cannot affect or be affected by anything in the material world. When a ghost manifests, it partly enters the Material Plane and becomes visible but incorporeal on the Material Plane. A manifested ghost can be harmed only by other incorporeal creatures, magic weapons, or spells, with a 50% chance to ignore any damage from a corporeal source. A manifested ghost can pass through solid objects at will, and its own attacks pass through armor. A manifested ghost always moves silently. A manifested ghost can strike with its touch attack or with a ghost touch weapon (see Ghostly Equipment, below). A manifested ghost remains partially on the Ethereal Plane, where is it not incorporeal. A manifested ghost can be attacked by opponents on either the Material Plane or the Ethereal Plane. The ghost’s incorporeality helps protect it from foes on the Material Plane, but not from foes on the Ethereal Plane.


When a spellcasting ghost is not manifested and is on the Ethereal Plane, its spells cannot affect targets on the Material Plane, but they work normally against ethereal targets. When a spellcasting ghost manifests, its spells continue to affect ethereal targets and can affect targets on the Material Plane normally unless the spells rely on touch. A manifested ghost’s touch spells don’t work on non-ethereal targets.


A ghost has two home planes, the Material Plane and the Ethereal Plane. It is not considered extraplanar when on either of these planes.


Draining Touch (Su): A ghost that hits a living target with its incorporeal touch attack drains 1d4 points from any one ability score it selects [CHR at this APL]. On each such successful attack, the ghost heals 5 points of damage to itself. Against ethereal opponents, it adds its Strength modifier to attack rolls only. Against non-ethereal opponents, it adds its Dexterity modifier to attack rolls only.


Corrupting Gaze (Su): A ghost can blast living beings with a glance, at a range of up to 30 feet. Creatures that meet the ghost’s gaze must succeed on a Fortitude save DC 29 or take 2d10 points of damage and 1d4 points of Charisma damage.


Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save DC 29 or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage. A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours.


Special Qualities: A ghost has all the special qualities of the base creature as well as those described below.


Rejuvenation (Su): In most cases, it’s difficult to destroy a ghost through simple combat: The “destroyed” spirit will often restore itself in 2d4 days. Even the most powerful spells are usually only temporary solutions. A ghost that would otherwise be destroyed returns to its old haunts with a successful level check (1d20 + ghost’s HD) against DC 16. As a rule, the only way to get rid of a ghost for sure is to determine the reason for its existence and set right whatever prevents it from resting in peace. The exact means varies with each spirit and may require a good deal of research.


Turn Resistance (Ex): A ghost has +4 turn resistance.


Skills: Ghosts have a +8 racial bonus on Hide, Listen, Search, and Spot checks. 


Possessions: None.

Encounter 4: Faithful Beasts

Advanced (23HD) Celestial Dire Lions (4): CR13; Huge Magical Beast; HD 23d8+138; hp 241; Init +2; Spd 40 ft.; AC 17, touch 10, flat-footed 15 (-2 size, +2 Dex, +7 natural); Base Atk +17; Grp +37; Atk +28 melee (2d6+12, claw); Full Atk +28 melee (2d6+12, 2 claws), +26 melee (2d6+6, bite); Face/Reach 15 ft./10 ft.; SA Improved grab, pounce, rake, smite evil; SQ Low-light vision, scent, darkvision 60 ft., acid, cold and electricity resistance 10, DR 10/magic; SR 25; AL NG; SV Fort +19, Ref +15, Will +14; Str 34, Dex 14, Con 22, Int 3, Wis 12, Cha 10.


Skills and Feats: Hide +2*, Listen +8, Move Silently +5, Spot +8, Sense Motive+10; Alertness, Run, Weapon Focus (claw), Weapon Focus(Bite), Endurance, Diehard, Improved Natural Attack (Claw), Multi-attack.


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.


Rake (Ex): Attack bonus +27 melee, damage 1d8+6.


Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks. 


*In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


Damage Reduction (Ex): A celestial dire lion has damage reduction 10/magic.


Smite Evil (Su): Once per day a celestial dire lion can make a normal attack deal an additional 20 hp of damage against an evil foe.


Possessions: none.


Description: The creature is a huge, feral looking lion with unkempt white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite. They fight to their death q.v. Diehard feat in PHB.

Encounter 9a: Unwelcome Visitor

Magnussen: male cloud giant Clr13; CR 17; Huge-sized giant; HD17d8 + 102 plus 13d8 + 78; hp 308; Init +1; Spd 50 ft.; AC 32, touch 9, flat-footed 31 (-2 size, +1 Dex, +12 natural, +3 fullplate); Base Atk +21; Grp +42; Atk +32 melee (1d6+13, slam) or Gargantuan +3 morningstar +36 melee (4d6+22/19-20); Full Atk +32 melee (1d6+13, slam x 2) or Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+22/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +24, Ref +10, Will +20; Str 36, Dex 13, Con 23, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +17, Perform (stringed instruments) +11, Sense Motive +11, Spot +17, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 29).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shocking burst, thundering morningstar, amulet of wisdom +4, greater rod of extension, ring of force shield, ring of counterspells (contains Greater Dispel Magic).


Spells Prepared (Clr 6/7/7/5/5/4/3/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds x2, Detect Good, Protection from Good*, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Cure Moderate Wounds, Gentle Repose, Invisibility*, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds(x2), Dispel Magic, Magic Vestment, Non-detection*, Prayer, Protection from Energy(Fire); 4th – Confusion*, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration, Spell Immunity; 5th – Quickened Divine Favor, Quickened Shield of Faith, Righteous Might, True Seeing, False Vision*; 6th – Heroes Feast, Planar Ally, Quickened Bear’s Endurance, Mislead*; 7th –Blasphemy, Screen*.

Spell Immunity from Enervation, Scorching Ray, Ray of Enfeeblement.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 32, touch 7, flat-footed 31 (-4 size, +1 Dex, +14 natural, +11 armor);

Atk +32 melee (1d6+15, slam); Full Atk +32 melee (1d6+15, slam x 2); 

Atk Gargantuan +3 morningstar +36 melee (4d6+25/19-20); Full Atk Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+25/19-20); Face/Reach 20 ft./20 ft.;

Str 40, Dex 13, Con 25, Int 12, Wis 22, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 6/Good.

Male fire giant Ftr4 (4); CR 14; Large-sized giant; HD15d8 + 90 plus 4d10 + 24; hp 209; Init -1; Spd 30 ft.; AC 23, touch 8, flat-footed 23 (-1 size, -1 Dex, +8 natural, +7 half-plate); Base Atk +15; Grp +29; Atk +25 melee (1d4+10, slam) or Large guisarme +25 melee (2d6+15/x3) or Large dire pick +26 melee (2d6+17/19-20/x4); Full Atk +25 melee (1d4+10, slam x 2) or Large guisarme +25/+20/+15 melee (2d6+15/x3) or Large dire pick +26/+21/+16 melee (2d6+17/19-20/x4); Face/Reach 10 ft./10 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, rock catching; AL LE; SV Fort +19, Ref +5, Will +10; Str 31, Dex 9, Con 22, Int 10, Wis 14, Cha 11.


Skills and Feats: Climb +9, Craft (any one) +6, Intimidate +7, Jump +13, Spot +17; Cleave, Great Cleave, Iron Will, Power Attack, Exotic Weapon Proficiency (dire pick), Weapon Focus (dire pick), Improved Critical (dire pick), Weapon Specialization (dire pick), Quick Draw, Combat Reflexes.


Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks.


Possessions: dire pick.


Tactics: These fire giants use the reach of their guisarme to trip any foes who try and close with their master, Magnussen. They will drop those weapons and use their dire pick for close combat. 

Encounter 9b: Master’s Shadow

Achim Lachlansen: male cloud giant Clr13; CR 17; Huge-sized giant; HD17d8 + 102 plus 13d8 + 78; hp 308; Init +1; Spd 50 ft.; AC 32, touch 9, flat-footed 31 (-2 size, +1 Dex, +12 natural, +3 fullplate); Base Atk +21; Grp +42; Atk +32 melee (1d6+13, slam) or Gargantuan +3 morningstar +36 melee (4d6+22/19-20); Full Atk +32 melee (1d6+13, slam x 2) or Gargantuan +3 morningstar +36/+31/+26/+21/+16 melee (4d6+22/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +24, Ref +10, Will +20; Str 36, Dex 13, Con 23, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +17, Perform (stringed instruments) +11, Sense Motive +11, Spot +17, Knowledge(religion) +13, Spellcraft +13, Concentration +18; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 29).

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan shocking burst, thundering morningstar, amulet of wisdom +4, greater rod of extension, ring of force shield, ring of counterspells (contains Greater Dispel Magic).


Spells Prepared (Clr 6/7/7/5/5/4/3/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds*, Detect Evil, Protection from Evilx2, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Calm Emotions, Cure Moderate Wounds*, Gentle Repose, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds*, Dispel Magic, Magic Vestment, Prayer, Protection from Energy(Fire), Searing Light; 4th – Cure Critical Wounds*, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration, Spell Immunity; 5th – Quickened Divine Favor, Quickened Shield of Faith, Commune, Righteous Might*, True Seeing; 6th – Heal*, Heroes Feast, Planar Ally, Quickened Bear’s Endurance,; 7th –Holy Word, Iallanis Grasping Hand*.

Spell Immunity from Enervation, Scorching Ray, Ray of Enfeeblement.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Atk Gargantuan +2 morningstar +34 melee (4d6+23/19-20); Full Atk Gargantuan +2 morningstar +34/+29/+24/+19 melee (4d6+23/19-20); Face/Reach 20 ft./20 ft.;

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 6/Evil.

Male stone giant elder Ftr4 (4); CR 13; Large-sized giant; HD14d8 + 70 plus 4d10 + 20; hp 175; Init +3; Spd 30 ft.; AC 25, touch 11, flat-footed 23 (–1 size, +2 Dex, +11 natural, +3 hide); Base Atk +14; Grp +26; Atk +21 melee (1d4+8, slam) or Large guisarme +21 melee (2d6+12/x3) or Large dire pick +22 melee (2d6+14/19-20/x4); Full Atk +21 melee (1d4+8, slam x 2) or Large guisarme +21/+16/+11 melee (2d6+12/x3) or Large dire pick +22/+17/+12 melee (2d6+14/19-20/x4); Face/Reach 10 ft./10 ft.; SA Rock throwing, spell-like abilities; SQ Darkvision 60 ft., low-light vision, rock catching; AL N; SV Fort +18, Ref +7, Will +8; Str 27, Dex 15, Con 20, Int 10, Wis 12, Cha 15.


Skills and Feats: Climb +13, Hide +8*, Jump +13, Spot +14; Iron Will, Power Attack, Exotic Weapon Proficiency (dire pick), Weapon Focus (dire pick), Improved Critical (dire pick), Weapon Specialization (dire pick), Quick Draw, Combat Reflexes.


Rock Throwing (Ex): The range increment is 180 feet for a stone giant’s thrown rocks. It uses both hands when throwing a rock.


Rock Catching (Ex): A stone giant gains a +4 racial bonus on its Reflex save when attempting to catch a thrown rock.


Skills: *A stone giant gains a +8 racial bonus on Hide checks in rocky terrain.


Stone Giant Elder: Some stone giants develop special abilities related to their environment. These giant elders have Charisma scores of at least 15 and spell-like abilities, which they use as 10th-level sorcerers. Once per day they can use stone shape, stone tell, and either transmute rock to mud or transmute mud to rock (DC 17). The save DC is Charisma-based. 


Possessions: dire pick.


Tactics: These stone giants use the reach of their guisarme to trip any foes who try and close with their master, Lachlansen. They will drop those weapons and use their dire pick for close combat.

Appendix 7: APL 18

Encounter 3: Bitter Bones (part one)

Skeletal Young Adult Silver Dragon; CR 8; Large Undead (Cold); HD 19d12; hp 104; Init +5; Spd 40 ft.; AC 12, touch 10, flat-footed 11( -1 size, +1 Dex, +2 Natural); Base Atk +9; Grp +19; Atk +14 melee (2d6+6, bite); Full Atk +14 melee (2d6+6, bite), +9 melee (1d8+3 2 claws), +9 melee (1d6+3, 2 wings), +9 melee (1d8+9, tail slap); Face/Reach 10 ft. by 10 ft./5ft. (10 ft. with bite); SA; SQ Immunity (cold), DR 5/Bludgeoning; AL NE; SV Fort +6, Ref +7, Will +11; Str 23, Dex 12, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Improved Initiative.


Immunity to Cold (Ex): Skeletons are not affected by cold.


Damage Reduction (Ex): Skeletons have damage reduction 5/bludgeoning.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).


Possessions: none.

The skeletal dragon benefits from the following spells cast by its ghostly counterpart: mage armor, shield, true strike, false life (hp +15), protection from arrows, resist energy (acid [30]), mirror image (6 images), haste, heroism, fire shield (chill), spell immunity (scorching ray, searing light) and true seeing. Its AC is thus raised to 21. 
Encounter 3: Bitter Bones (part two)

Ghost Old Silver Dragon; CR 22; Huge Undead (Incorporeal); HD 28d12; hp 182; Init +4; Spd Fly 150 ft. (perfect); AC 16, touch 16, flat-footed 16 ( -2 size, +8 Deflection); Base Atk +28; Grp -; Atk +28 incorporeal touch (1d4 CON, bite); Full Atk +28 incorporeal touch (1d4 CON, bite), +23 incorporeal touch (1d4 CON, 2 claws), +23 incorporeal touch (1d4 CON, 2 wings), + 23 incorporeal touch (1d4 CON, tail slap); Face/Reach 15 ft./ 10ft. (15 ft. with bite); SA Breath weapon, frightful presence SQ immunity to acid, cold, sleep & paralysis, featherfall 2/day, fog cloud 3/day, control winds 3/day, blindsense, keen senses, alternate form, cloudwalking, DR 10/magic, SR 26, undead immunities (sleep, paralysis, energy drain), incorporeal traits; AL LE; SV Fort +16, Ref +18, Will +24; Str 31, Dex 10, Con -, Int 22, Wis 23, Cha 26.


Skills and Feats: Bluff +39, Concentration +31, Diplomacy +39, Intimidate +28, Jump + 41, Knowledge Arcana +37, Listen +45, Search +34, Sense Motive +37, Spellcraft +37, Spot +45; Cleave, Fly-by-Attack, Hover, Improved Initiative, Power Attack, Iron Will, Snatch, Wingover, Lightning Reflexes, Great Cleave.


Breath Weapon (Su): Cone of Cold, 40 ft., once every 1d4 rounds, damage 16d8, Reflex save (DC 30) for half OR Cone of Paralyzing Gas, 40 ft., once every 1d4 rounds, paralyzed for 1d6 + 8 rounds, Fortitude save (DC 30) negates.


Frightful Presence (Ex): Will save (DC 30) negates; 240 ft. radius affect. Creatures with 4 HD or fewer are panicked for 4d6 rounds and those with 5 HD or more are shaken for 4d6 rounds. Creatures with more than 28HD are unaffected.


Blindsense (Ex): Dragons can pinpoint creatures within a distance of 60 feet. Opponents, the dragon can’t actually see, still have total concealment against the dragon.


Keen Senses (Ex): A dragon sees four times as well a human in shadowy illumination and twice as well in normal light. It also has darkvision out to 120 feet.


Alternate Form (Su): A silver dragon can assume any animal or humanoid form of Medium size or smaller as a standard action three times per day. This ability functions as a polymorph spell cast on itself at its caster level, except that the dragon does not regain hit points for changing form and can only assume the form of an animal or humanoid. The dragon can remain in its animal or humanoid form until it chooses to assume a new one or return to its natural form.


Cloudwalking (Su): A silver dragon can tread on clouds or fog as though on solid ground. The ability functions continuously but can be negated or resumed at will.


Skills: Bluff, Disguise, and Jump are considered class skills for silver dragons.


Sorcerer Spells Known (6/8/8/8/7/5; base DC = 18 + spell level; caster level 11th): 0- dancing lights, daze, detect magic, detect poison, ghost sound, light, mage hand, prestidigitation, read magic; 1st- charm person, mage armor, shield, true strike, ventriloquism; 2nd – false life, mirror image, protection from arrows, resist energy, see invisibility; 3rd – haste, heroism, non-detection, tongues; 4th – evard’s black tentacles, fire shield, spell immunity; 5th – baleful polymorph, true seeing.

Given time, the ghost dragon benefits from the following spells: mage armor, shield, true strike, false life (hp +15), protection from arrows, resist energy (acid [30]), mirror image (6 images), haste, heroism, fire shield (chill), spell immunity (scorching ray, searing light) and true seeing. Its AC is thus raised to 25. 

Incorporeal Subtype: A ghost can be harmed only by other incorporeal creatures, +1 or better magic weapons, spells and spell-like abilities and supernatural abilities. The creature has a 50% chance to ignore any damage from a corporeal source, except for force effects or attacks made with ghost touch weapons. A ghost can pass through solid objects, but not force effects at will. Its attacks ignore natural armor, armor and shields but deflection bonuses and force effects work normally against them. A ghost always moves silently and cannot be heard with Listen checks if it doesn’t wish to be.


Turn Resistance (Ex): A ghost gains turn resistance +4.


Undead Traits: An undead creature is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects and any effect that requires a Fortitude save unless it also works on objects. It is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain or death from massive damage. An undead creature cannot be raised and resurrection works only if it is willing. The creature has darkvision (60-foot range).

Ghost Abilities 


Manifestation (Su): Every ghost has this ability. A ghost dwells on the Ethereal Plane and, as an ethereal creature, it cannot affect or be affected by anything in the material world. When a ghost manifests, it partly enters the Material Plane and becomes visible but incorporeal on the Material Plane. A manifested ghost can be harmed only by other incorporeal creatures, magic weapons, or spells, with a 50% chance to ignore any damage from a corporeal source. A manifested ghost can pass through solid objects at will, and its own attacks pass through armor. A manifested ghost always moves silently. A manifested ghost can strike with its touch attack or with a ghost touch weapon (see Ghostly Equipment, below). A manifested ghost remains partially on the Ethereal Plane, where is it not incorporeal. A manifested ghost can be attacked by opponents on either the Material Plane or the Ethereal Plane. The ghost’s incorporeality helps protect it from foes on the Material Plane, but not from foes on the Ethereal Plane.


When a spellcasting ghost is not manifested and is on the Ethereal Plane, its spells cannot affect targets on the Material Plane, but they work normally against ethereal targets. When a spellcasting ghost manifests, its spells continue to affect ethereal targets and can affect targets on the Material Plane normally unless the spells rely on touch. A manifested ghost’s touch spells don’t work on non-ethereal targets.


A ghost has two home planes, the Material Plane and the Ethereal Plane. It is not considered extraplanar when on either of these planes.


Draining Touch (Su): A ghost that hits a living target with its incorporeal touch attack drains 1d4 points from any one ability score it selects [CON at this APL]. On each such successful attack, the ghost heals 5 points of damage to itself. Against ethereal opponents, it adds its Strength modifier to attack rolls only. Against non-ethereal opponents, it adds its Dexterity modifier to attack rolls only.


Corrupting Gaze (Su): A ghost can blast living beings with a glance, at a range of up to 30 feet. Creatures that meet the ghost’s gaze must succeed on a Fortitude save DC 32 or take 2d10 points of damage and 1d4 points of Charisma damage.


Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save DC 32 or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage. A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours.


Special Qualities: A ghost has all the special qualities of the base creature as well as those described below.


Rejuvenation (Su): In most cases, it’s difficult to destroy a ghost through simple combat: The “destroyed” spirit will often restore itself in 2d4 days. Even the most powerful spells are usually only temporary solutions. A ghost that would otherwise be destroyed returns to its old haunts with a successful level check (1d20 + ghost’s HD) against DC 16. As a rule, the only way to get rid of a ghost for sure is to determine the reason for its existence and set right whatever prevents it from resting in peace. The exact means varies with each spirit and may require a good deal of research.


Turn Resistance (Ex): A ghost has +4 turn resistance.


Skills: Ghosts have a +8 racial bonus on Hide, Listen, Search, and Spot checks. 


Possessions: None.

Encounter 4: Faithful Beasts

Advanced (23HD) Celestial Dire Lions (6): CR13; Huge Magical Beast; HD 23d8+138; hp 241; Init +2; Spd 40 ft.; AC 17, touch 10, flat-footed 15 (-2 size, +2 Dex, +7 natural); Base Atk +17; Grp +37; Atk +28 melee (2d6+12, claw); Full Atk +28 melee (2d6+12, 2 claws), +26 melee (2d6+6, bite); Face/Reach 15 ft./10 ft.; SA Improved grab, pounce, rake, smite evil; SQ Low-light vision, scent, darkvision 60 ft., acid, cold and electricity resistance 10, DR 10/magic; SR 25; AL NG; SV Fort +19, Ref +15, Will +14; Str 34, Dex 14, Con 22, Int 3, Wis 12, Cha 10.


Skills and Feats: Hide +2*, Listen +8, Move Silently +5, Spot +8, Sense Motive+10; Alertness, Run, Weapon Focus (claw), Weapon Focus(Bite), Endurance, Diehard, Improved Natural Attack (Claw), Multi-attack.


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.


Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.


Rake (Ex): Attack bonus +27 melee, damage 1d8+6.


Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks. 


*In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


Damage Reduction (Ex): A celestial dire lion has damage reduction 10/magic.


Smite Evil (Su): Once per day a celestial dire lion can make a normal attack deal an additional 20 hp of damage against an evil foe.


Possessions: none.


Description: The creature is a huge, feral looking lion with unkempt white fur spotted with gold markings and gleaming white gold fangs.

Tactics:

If made hostile, these lions leap upon their foes. They attack for lethal damage unless they are attacked for subdual whereupon they attack to subdue. First attack uses their holy smite. They fight to their death q.v. Diehard feat in PHB.

Encounter 9a: Unwelcome Visitor

Magnussen: male cloud giant Clr17; CR 19; Huge-sized giant; HD17d8 + 119 plus 17d8 + 119; hp 391; Init +1; Spd 50 ft.; AC 33, touch 9, flat-footed 32 (-2 size, +1 Dex, +12 natural, +4 fullplate); Base Atk +24; Grp +45; Atk +35 melee (1d6+13, slam) or Gargantuan +4 morningstar +40 melee (4d6+23/19-20); Full Atk +35 melee (1d6+13, slam x 2) or Gargantuan +4 morningstar +40/+35/+30/+25/+20 melee (4d6+23/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL LE; SV Fort +27, Ref +11, Will +22; Str 36, Dex 13, Con 24, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +2, Diplomacy +3, Intimidate +11, Listen +20, Perform (stringed instruments) +14, Sense Motive +11, Spot +20, Knowledge(religion) +13, Spellcraft +13, Concentration +23; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 31), Combat Reflexes.

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan ghost touch, shocking burst, thundering morningstar, amulet of wisdom +4, greater rod of extension, ring of force shield, ring of counterspells (contains Greater Dispel Magic), boots of speed.


Spells Prepared (Clr 6/7/7/6/6/5/5/3/2/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds x2, Detect Good, Protection from Good*, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Cure Moderate Wounds, Gentle Repose, Invisibility*, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds(x2), Dispel Magic, Magic Vestment, Non-detection*, Prayer, Protection from Energy(Fire); 4th – Quickened Cure Minor Wounds, Confusion*, Death Ward, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration; 5th – Quickened Divine Favor, Quickened Shield of Faith, Mass Cure Light Wounds,  Righteous Might, True Seeing, False Vision*; 6th – Blade Barrierx2, Greater Dispel Magic,  Heroes Feast, Quickened Bear’s Endurance, Mislead*; 7th – Quickened Dispel Magic, Blasphemy, Greater Restoration, Screen*; 8th - Greater Planar Ally, Greater Spell Immunity , Unholy Aura*; 9th - Miracle, Time Stop*.

Greater Spell Immunity from Enervation, Quill Blast, Ray of Enfeeblement.

* Domain spell


Domains: 
Evil - You cast evil spells at +1 caster level.




Trickery - Add Bluff, Disguise, and Hide to your list of cleric class skills.


Description: Magnussen has a muscular build and handsome, well-defined features. His skin is milky white tinged with a hint of blue and he has brilliant white curly hair. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Magnussen begins by casting his Quickened Divine Favor (first to draw any readied attacks to stop spell-casting) followed by Time Stop. He uses the Time Stop to activate Righteous Might, Blade Barrier, True Seeing along with his other quickened spells. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells (Righteous Might & Divine Favor) are:

AC 33, touch 7, flat-footed 32 (-4 size, +1 Dex, +14 natural, +12 [+4] fullplate); 

Atk +38 melee (1d6+18, slam); Full Atk +38 melee (1d6+18, slam x 2); 

Atk Gargantuan +4 morningstar +43 melee (4d6+29/19-20); Full Atk Gargantuan +4 morningstar +43/+38/+33/+28/+23 melee (4d6+29/19-20);  

Face/Reach 20 ft./20 ft.;

Str 40, Dex 13, Con 26, Int 12, Wis 22, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 9/Good.

Male fire giant Ftr5 (4); CR 15; Large-sized giant; HD15d8 + 90 plus 5d10 + 30; hp 222; Init -1; Spd 30 ft.; AC 23, touch 8, flat-footed 23 (-1 size, -1 Dex, +8 natural, +7 half-plate); Base Atk +16; Grp +30; Atk +27 melee (1d4+11, slam) or Large guisarme +27 melee (2d6+16/x3) or Large dire pick +28 melee (2d6+18/19-20/x4); Full Atk +27 melee (1d4+11, slam x 2) or Large guisarme +27/+22/+17/+12 melee (2d6+15/x3)or Large dire pick +28/+23/+18/+13 melee (2d6+18/19-20/x4); Face/Reach 10 ft./10 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, rock catching; AL LE; SV Fort +19, Ref +5, Will +10; Str 32, Dex 9, Con 22, Int 10, Wis 14, Cha 11.


Skills and Feats: Climb +10, Craft (any one) +6, Intimidate +7, Jump +14, Spot +17; Cleave, Great Cleave, Iron Will, Power Attack, Exotic Weapon Proficiency (dire pick), Weapon Focus (dire pick), Improved Critical (dire pick), Weapon Specialization (dire pick), Quick Draw, Combat Reflexes.


Rock Throwing (Ex): The range increment is 120 feet for a fire giant’s thrown rocks.


Possessions: dire pick.


Tactics: These fire giants use the reach of their guisarme to trip any foes who try and close with their master, Magnussen. They will drop those weapons and use their dire pick for close combat. 

Encounter 9b: Master’s Shadow

Achim Lachlansen: male cloud giant Clr17; CR 19; Huge-sized giant; HD17d8 + 119 plus 17d8 + 119; hp 391; Init +1; Spd 50 ft.; AC 33, touch 9, flat-footed 32 (-2 size, +1 Dex, +12 natural, +4 fullplate); Base Atk +24; Grp +45; Atk +35 melee (1d6+13, slam) or Gargantuan +4 morningstar +40 melee (4d6+23/19-20); Full Atk +35 melee (1d6+13, slam x 2) or Gargantuan +4 morningstar +40/+35/+30/+25/+20 melee (4d6+23/19-20); Face/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities; SQ Low-light vision, oversized weapon, rock catching, scent; AL CG; SV Fort +27, Ref +11, Will +22; Str 36, Dex 13, Con 24, Int 12, Wis 22, Cha 13.


Skills and Feats: Climb +20, Craft (sculpture) +14, Diplomacy +3, Intimidate +11, Listen +20, Perform (stringed instruments) +2, Sense Motive +11, Spot +20, Knowledge(religion) +13, Spellcraft +13, Concentration +23; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Quicken Spell, Weapon Focus (morningstar), Improved Critical (morningstar), Three Mountains Style (DC 31), Combat Reflexes.

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.


Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.


Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.


Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.


Possessions: +1 huge full plate, +1 gargantuan ghost touch, shocking burst, thundering morningstar, amulet of wisdom +4, greater rod of extension, ring of force shield, ring of counterspells (contains Greater Dispel Magic),  boots of speed.


Spells Prepared (Clr 6/7/7/6/6/5/5/3/2/1; base DC = 16 + spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Light, Purify Food and Drink, Read Magic; 1st - Bless, Comprehend Languages, Cure Light Wounds*, Detect Evil, Protection from Evilx2, Sanctuary, Shield of Faith; 2nd - Augury, Bear’s Endurance, Calm Emotions, Cure Moderate Wounds*, Gentle Repose, Lesser Restoration, Remove Paralysis, Resist Energy; 3rd - Cure Serious Wounds*, Dispel Magicx2, Magic Vestment, Prayer, Protection from Energy, Searing Light; 4th – Quickened Cure Minor Wounds, Cure Critical Wounds*, Death Ward, Divine Power, Freedom of Movement, Greater Magic Weapon, Restoration; 5th – Quickened Divine Favor, Quickened Shield of Faith, Commune, Mass Cure Light Wounds,  Righteous Might*, True Seeing; 6th – Blade Barrier, Greater Dispel Magicx2, Heal*, Heroes Feast, Quickened Bear’s Endurance; 7th – Quickened Dispel Magic, Holy Wordx2, Iallanis Grasping Hand*; 8th - Greater Planar Ally, Greater Spell Immunity, Mass Cure Critical Wounds; 9th - Miracle, Iallanis Crushing Hand*.

Greater Spell Immunity from Enervation, Quill Blast, Ray of Enfeeblement.

* Domain spell


Domains: 
Healing - You cast healing spells at +1 caster level.




Strength - You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.


Description: Achim Lachlansen has a wiry build and sharp, angular features. His skin is milky white tinged with a hint of grey and he has grey-white hair worn long. 

Tactics:

The spells with strikethrough have been pre-cast in readiness for the forthcoming attack. Lachlansen begins by casting his Quickened Divine Favor along with Righteous Might. Thereafter he uses his morningstar. He starts by power attacking for 5 and increases it in increments of 5. 

The effects of those two spells are:

AC 31, touch 10, flat-footed 30 (-4 size, +1 Dex, +14 natural, +10 armor);

Atk +31 melee (1d6+14, slam); Full Atk +31 melee (1d6+14, slam x 2); 

Atk Gargantuan +2 morningstar +34 melee (4d6+23/19-20); Full Atk Gargantuan +2 morningstar +34/+29/+24/+19 melee (4d6+23/19-20); Face/Reach 20 ft./20 ft.;

Face/Reach 20 ft./20 ft.;

Str 39, Dex 13, Con 25, Int 12, Wis 20, Cha 13.

Hitpoints increase by 30. 

Damage Reduction 6/Evil.

Male stone giant elder Ftr5 (4); CR 14; Large-sized giant; HD14d8 + 70 plus 5d10 + 25; hp 185; Init +3; Spd 30 ft.; AC 25, touch 11, flat-footed 23 (–1 size, +2 Dex, +11 natural, +3 hide); Base Atk +15; Grp +27; Atk +22 melee (1d4+8, slam) or Large guisarme +22 melee (2d6+12/x3) or Large dire pick +23 melee (2d6+14/19-20/x4); Full Atk +22 melee (1d4+8, slam x 2) or Large guisarme +22/+17/+12 melee (2d6+12/x3) or Large dire pick +23/+18/+13 melee (2d6+14/19-20/x4); Face/Reach 10 ft./10 ft.; SA Rock throwing, spell-like abilities; SQ Darkvision 60 ft., low-light vision, rock catching; AL N; SV Fort +18, Ref +7, Will +8; Str 27, Dex 15, Con 20, Int 10, Wis 12, Cha 15.


Skills and Feats: Climb +13, Hide +10*, Jump +13, Spot +14; Iron Will, Power Attack, Exotic Weapon Proficiency (dire pick), Weapon Focus (dire pick), Improved Critical (dire pick), Weapon Specialization (dire pick), Quick Draw, Combat Reflexes.


Rock Throwing (Ex): The range increment is 180 feet for a stone giant’s thrown rocks. It uses both hands when throwing a rock.


Rock Catching (Ex): A stone giant gains a +4 racial bonus on its Reflex save when attempting to catch a thrown rock.


Skills: *A stone giant gains a +8 racial bonus on Hide checks in rocky terrain.


Stone Giant Elder: Some stone giants develop special abilities related to their environment. These giant elders have Charisma scores of at least 15 and spell-like abilities, which they use as 10th-level sorcerers. Once per day they can use stone shape, stone tell, and either transmute rock to mud or transmute mud to rock (DC 17). The save DC is Charisma-based. 


Possessions: dire pick.


Tactics: These stone giants use the reach of their guisarme to trip any foes who try and close with their master, Lachlansen. They will drop those weapons and use their dire pick for close combat.

Appendix Eight-Map of Encounter Two

[image: image1.emf]



Appendix Nine- Map of Encounter Three
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Appendix Ten- Map of Encounter Four [image: image3.jpg]i
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Appendix Eleven- Map of Encounter Nine APL 6-12
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Appendix Twelve- Map of Encounter Nine APL 14-18

[image: image5.emf]



DM Aids 1: On Issues of Alignment 

This is purely the author’s personal opinion of alignment for the NPCs within this adventure. It is intended to help understand the motivations of the major NPCs in this module. It is hoped to make their decisions seem more realistic. The three cloud giants in this adventure are unique examples of their species. The simplistic view is that Achim is the good giant, Magnussen is the evil giant and Maira is the neutral giant. There is more detail than that to their alignments and their personal motivations do make a difference to any interpretation of their actions. 

Taking Achim first, he is a good aligned giant who is now cooperating with the Sakhut to take control of Sterich. He had attempted to stay out of this conflict but was drawn in when the Sakhut required all giants to do their part. It is likely in the short term that his actions will save lives but his choice is a tawdry one. His alignment was NG, is now CG and is drifting towards CN. His fall from grace is not complete but the signs are clear. He has chosen creatures of chaos (slaad) for his planar allies as he was rightly worried that some celestial creatures might have refused his entreaties. 

He is being drawn more and more into the plans of the Sakhut for they are more than aware of the potential power of his cloud castle in the forthcoming battles. Achim is aware of this and hopes his schemes will forestall or prevent this. He is neither brave enough nor foolish enough to oppose the Sakhut directly. There is a strong element of cowardice (or perhaps a desire not to act which stems from his father’s history) in all he does. Achim’s schemes are focused on keeping control of his cloud island. 

Considering Maira, we see a neutral good giant already slid to neutrality. Maira is the most vengeful of the three and the most likely to act without thinking or planning. She is acting against the Sakhut. This is not from any high minded ideal but stems from their humiliation of her. If it is necessary for some Tyv or giant such as Magnussen to die in her plans then she will not care. She does have a strong bond to Lachlansen as family. She believes that he has some plan to ensure that they can disentangle themselves from the Sakhut. Maira is pre-occupied with vengeance against the Sakhut and stopping others taking control of the cloud castle. 

Magnussen in some ways is the most complex of the three. He is a lawful evil giant moving towards lawful neutral. His time as Commander has given him a new respect for the realities of war. He remains a dangerous, merciless enemy when given cause to fight. His hatred for the Fomorians is strong and the recent decisions by the Sakhut conflict with his beliefs. He remains the good soldier presently but is finding the orders more difficult to stomach. Some might wonder if Magnussen is playing the good and noble soldier rather too well as befits his elevated rank in the priesthood of Memnor, giant god of Trickery. 

DM Aids 2: Ecology of the Cloud Castle

Sky Rites are granted to cloud giants when they gain a certain age. They confer control of the family cloud island. This is normally a cooperative effort though only one giant is needed to maintain a cloud island’s flight. It is seen as the coming of age for a giant to gain Sky Rites. 

The ability is innate to any cloud giant and is predominantly mental rather than physical. The mind of a cloud giant is attuned to the clouds. Other creatures who have attempted to take on such a burden have been feebleminded by what they describe on their recovery as the weight of the island crushing their head from the inside out. Thus polymorphing to a cloud giant is of no benefit to gaining Sky Rites.

As a consequence of their ownership of Sky Rites, the cloud giant or giants that are responsible for the cloud castle are aware when any part of its fabric is damaged. Thus smashing through a wall will alert the cloud giant to precisely where the breach occurred. He will have no sense of whom or what made it just that it has happened. For example, Achim is aware that someone has tunneled through the wall when the characters observe the throne room. 

This connection with the fabric of the cloud castle is thought to give rise to the idea that the alignment of the cloud giant is revealed in the coloration of the cloud castle. This is not true. The coloration is closer to the present desire of the cloud giant and can be changed as necessary. 

The control over the cloud island allows giant to restore any damage. This makes it very hard to break through a wall if the giant opposes it as the wall will continue to repair itself. A cloud giant can restore a wall in 3 rounds. The cloudrock begins as a mist (as Fog Cloud), becomes a thickened fog (as in Solid Fog), takes on stone consistency (as limestone) and then becomes as hard as granite. 

This ability can be used in combat on the island either to form or remove walls to better aid the giant in combat. Alternatively it can be used within the context of an entire room. In this case, the entire room becomes misty. This obscures vision initially, slows movement secondly and finally acts as a Slow spell in its final form. With creatures in its area of effect, the giant is unable to cause it to solidify further. 

This effect can be reversed and the very ground beneath the enemy’s feet can be made to slowly over 3 rounds disappear and be replaced by mist. In the case of unwelcome visitors, this is a favorite tactic of a cloud giant against foes particularly those who are unable to fly. All of the uses of abilities derived from Sky Rites are move-equivalent actions. 

The removal of Sky Rites indicates a giant is in some unworthy of the trust of the community. It is reserved for those who criminally offend against the community or who are mentally deficient. 

A cloud castle is recognized a tremendously powerful weapon in the wrong hands and most good giants provide some safeguard against its use offensively. There is some speculation that the castle can act as a sentient item though this has never been proven. 

DM Aids 3: NPC descriptions

Maira Lachlansen 

Maira is female cloud giant druid. Her most striking feature is a runic ritual scar, “Still Thy Tongue”, across her throat by which the Sakhut keep check that she is maintaining a vow of silence which they imposed upon her. Maira had spoken out against the actions of the Sakhut; more so from her unhappiness of any cooperation with the Fomorians and others than any high-minded desire to stop the war against the Tyv. 

She has rather plain features and generous pale brown curls. She wears simple leather armor and has a flowing red and black stripped cloak. This is a cape of the mountebank. She uses this to escape if attacked. She carries a gargantuan greatclub as a weapon.  She lives away from the main cloud castle in what was once a private manor house for honored guests. She is impulsive and terribly tactless. She is very loyal to her brother, Achim. She wears a flaming spear holy symbol (Hiatea) and she has a burning vengeance in her heart for the Sakhut. This could easily turn on others. 

Maira is a 17th level druid. 

Silsellay

Silsellay is an intelligent harp. She is of huge size and made of ebony with gold inlay. Her face is entirely golden as are her strings. 

She has the domineering personality, reminiscent of a school teacher for young children. Her purpose is to maintain and tell stories. She is generally kind and helpful (NG-aligned) but does not suffer fools nor those that are ill-mannered. She has been very happy with her time with the giants. Particularly in Lachlan’s day, there were many interesting visitors. She likes Magnussen and often allows him to play upon her. She resists any attempt to take her from the cloud castle. 

She has the abilities of a 13th level bard with access to the following meta-magic feats, Quicken and Split Ray available to her. Her spells are crafted by the playing of certain notes. 

Aeroldoth

Aeroldoth is a genie. He wears flowing sky blue and cream robes and looks like an old confused Baklunish man. He was amongst the select group of allies of Lachlan. He styled himself as Lachlan’s servant and he still plays that role. He talks haltingly as he has great difficulty keeping focused on what he wants to do. The harp has sent him to find heroes and bring them back to the cloud island. Once he has done that he will forget all about it.  The cloud giants look upon him as a trusted retainer who they now need to look after. 

DM Aid 4: New Rules

Three Mountain Style from Complete Warrior 

You are a master of fighting with powerful bludgeoning weapons.

Prerequisites: STR 13, Cleave, Improved Bull Rush, Power Attack, Weapon focus (heavy mace, morningstar or greatclub). 

Benefit: If you strike the same creature twice in the same round with your heavy mace, morningstar or greatclub, it must make a Fortitude saving throw (DC 10 + ½ your character level + your STR modifier) or be nauseated by the pain for 1 round. 

Nauseated: Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn.

Quicken Breath from Draconomicon 

You can loose your breath weapon with but a thought.

Prerequisites: CON 19, breath weapon. 

Benefit: Using your breath weapon is a free action. When you use this feat, add +4 to the number of rounds you must wait before using your breath weapon again. 

Special: You cannot use this feat and the Maximize Breath  feat on the same weapon at the same time.

Dire Pick from Complete Warrior 

A dire pick resembles a heavy pick with a longer shaft and a more massive head. A dire pick is too large to use in one hand without special training (the appropriate exotic weapon proficiency feat). A character can use a dire pick two-handed as a martial weapon.

Exotic Weapon: One-Handed Melee Weapon - Dire Pick 

Cost


30gp

Dmg (S)

1d6

Dmg (M)

1d8

Dmg (L)

2d6

Critical


x4

Range Increment
-

Weight


12 lb.

Type


Piercing

Player Handout 1: Call to Arms

Sheldomar Teaser Dark Clouds 2: A Call to Arms by Steve Pearce (assist by Will S)

It is Patchwall and the light of Pelor is growing mellow. The Bellringer’s Feast is at its full noise and great peals ring out as good folk celebrate the festival. In cities, towns and villages across the Sheldomar Valley and further afield, from the rarefied atmosphere of the Silver Dragon Inn to the ale-stench of the Black Dragon Inn, street hawkers, town criers and other loud folk are paid to repeat the same message to all who will hear it. They speak upon behalf of Marchioness Resbin Dren Emondav of Sterich, Stewardess of the Great Western Gate. These voices call for heroes for the old meaning of Bellringer’s Feast is evident – it is once more a call to arms.

“Let any who fail to heed this call, 

Feel accurs'd to have missed this day. 

For this day we will storm the very heavens 

And show these giants of legend 

What it means to face the heroic might of the Sterich. 

We shall snatch their accursed cloud castle from the sky 

And break upon the good ground the Old Faith has gift'd us. 

We shall grind our boots upon it and it will be a good day.

Believe not those craven cowards

Nor consummate cretins that talk of three cloud castles. 

For they can only be rumors, 

Started by agents of these loathsome giants, 

To put fear in our hearts and we will have none of it. 

For we should remember that,

This day is call'd the Feast of the Bells. 

He that outlives this day, and comes safe home, 

Will stand a tip-toe when this day is nam'd, 

He that shall live this day, and see old age, 

Will yearly on the vigil feast his neighbours, 

And say 'To-morrow is Bellringers’ Feast.' 

Then will he strip his sleeve and show his scars, 

And say 'These wounds I had on Bellringers' day. 

Old men forget; yet all shall be forgot, 

But he'll remember, with advantages, 

What feats he did that day. 

I call upon any and all Lords Errant, or those that aspire to nobility, to form upon Istivin in this our darkest hour.”

Player Handout 2: Lord Lieutenant’s briefing

Cloud Castle Intelligence

We saw the castle arrive 4 days ago. We observe that is relatively slow moving (as fast as a walking man) and we suspect it maneuvers poorly. The storm around it is constant and damaging. An Old Faith druid took upon the task of scouting it out. She reported that both lighting and sonic damage struck her as she went through the dark clouds. Within the clouds, she observed 3 distinct buildings. The main castle is highly ornate with lots of towers and a large roof garden. We believe these may make excellent landing sites for an attack. She remained at the extremities of the castle as the four monoliths scared her and she feared her magic being lost. The castle does not appear to have been configured for war. Neither battlements nor artillery engines were in place. It was in her words rather picture book. 

The main giant forces occupied the misty plains between the main castle and the two outer buildings. The giants were huddled in various groups. She observed frost, fire, hill, crag, glacial and Fomorian. They seemed to form distinct units. Most were far better equipped than normal of their kind. They were well-supported by a wide range of war beasts such as winter wolves, hell hounds, hydras. She believes the numbers were of the order of one hundred giants. There were a number of servitor creatures such as ettins and trolls and the lesser races. Not a single dragon was seen.  The two outer buildings were an ornate but neglected building which looked akin to a mausoleum. The other was a rococo manor house with very extensive and, in her own words, delightful feature gardens. 

Lord Lieutenant: Damn woman – I am fighting a war not looking to buy a hanging basket – never send a druid scout again. I pressed her for exact numbers and all she could tell me about was the thirty-seven varieties of trees. 

Giant Army Intelligence

We observed hundreds of well-drilled fire giants supported by thousands of orcs and gnolls with red dragons acting as outriders. Force is moving carefully, traveling at night and digging in every morning. They have a large ancillary group of Fomorians giant with them but they move apart from the main force. They appear to be making every effort to avoid engaging us. They are on a direct course for Istivin. 

Giant Delegation Intelligence

Three giants came down from the castle. There were two fire giants who carried large dire picks and glaives. The leader was a cloud giant who announced himself as Magnussen. He required Marchioness Resbin to come to the castle to accept terms of surrender. We could not detect any magic upon him nor could we see into his mind. We observed a religious symbol of Memnor and speculate that he is blackguard or cleric. All the fire giants detected as evil; the cloud giant did not – we speculate this is more to do with his wardings than his nature. 

Marchioness Resbin agreed to go up to the cloud castle in order to buy more time for our Lords Errant to gather. She went with two of her specialist advisors, dwarven knight of the dispatch and a halfling wizard. They are an odd but resourceful pair. Later we attempted to scry upon the giants after they had left. We failed against the cloud giant but were able to observe the fire giants. There were two of them; one was asleep, the other was on guard though appeared less than diligent in his duties. The cloud giant was sat in a black silk robe on a bed of cushions. He was reading. The disturbing sight was six rust monsters crawling about the room apparently uninterested in the metal equipment of the giants. 

Player Handout 3: Old Bakluni’s note

Go old way where the Bitter Bones rest, up past the Faithful Beasts where you must be nice to she who was the Master’s Pleasure. She will introduce the Scarred Defiant and give gift of understanding. Leave alone Master’s Shadow but send away the Unwelcome Visitor. Beware the Castle’s Disgrace and be respectful of the Unrelenting Sorrow.

Player Handout 4: Lachlan’s story

Once upon a time, this cloud island was home to good and brave cloud giant named Lachlan. Lachlan earned the friendship of many creatures among them a silver dragon named Flavius. Lachlan was a watchword among giants for fearlessness. It was rumored the angelic host wanted Lachlan by their side. Lachlan took a wife and had three fine children, the eldest, Annushka, the middle, Achim and the youngest, Maira. Lachlan began to involve himself less in the affairs of his world and kept his cloud castle away from others. He had made many enemies and had decided to retire to tend to the roof gardens within his demesne. This was not to be. It was not an old enemy that led to his downfall but a new and cruel creature. Lachlan fell victim to possession by the leader of an evil race of flying apes, the Batuun. The Batuun hated all giants but were fixated upon Lachlan. 

The possessed giant began ravaging the surrounding area. Lachlan’s wife was never found. Given the cruelty of the Batuun leader, that is not a good thing.  His eldest child is dead and the two remaining children are terrified of him having been tortured by him. Lachlan’s hunting lions are suspicious of the possessed Lachlan and try to stop him going down to the caverns where sleeps Flavius the silver dragon. However with honeyed words, the lions are persuaded that all is as it should be and they defer to Lachlan. The noble silver dragon that enjoyed the hospitality of Lachlan is strangled by Lachlan as she sleeps. The dragon is butchered by Lachlan to feed the Batuun. The lions discover the truth and set to starve themselves to death.  

The stories of the attacks prompt a band of adventurers to investigate. They find that the cloud castle is the root of the problem and resolve to go to the tower of the wizard Devral. She was old and greatly infirm but spoke of the conscience of the cloud castle. The adventurers are led on a merry dance but gain the Sky Boat with which they assault the cloud castle. With the aid of other sky allies, the adventurers succeed in defeating and imprisoning the malign spirit of the Batuun leader. Lachlan regains control of his mind and finds he is standing in the very ruins of his life.

Lachlan’s remorse is unsurprisingly great. He takes steps to prevent this happening ever again. Firstly he arranges for his eldest child to be raised from the dead by his evil-aligned kinfolk, a great cleric of Memnor named Magnus. Between the two of them, they persuade (some have used harsher words to say what they did) Annushka to return to this world. it is clear that she would have preferred to have remained dead. She goes to live in the family mausoleum; few giants now trouble her or even remember her. He passes control of his castle to his son, Achim, and youngest daughter, Maira. Lachlan takes the Sky boat and the imprisoned Batuun queen. He goes to the wizard Devral who imprisons Lachlan at his own request.  This was where the Sharp Silver Peak rises in the Crystalmists. 

The consequences of Lachlan’s actions though continue to play. The betrayal of the silver dragon drives a great wedge between good dragons and giants. The silver dragon, Flavius does not rest easy- even after an old man visits the site of the atrocity. He brings a marker of quicksilver around which seven yellow songbirds sing in hopes that they may still the dragon’s anger.  The old man speaks to the adventurers and gets each one to agree that the events need not be spoken of. For giants, there is shame and for dragons, there is bitterness. All agree to see this tale die. 

What is left is a cloud island with the memories of what happened there suppressed. The lions resolve to die but find they have ascended and take on the gifts of Celestia. Achim discovers he is not known by his name but by the fact he is Lachlan’s son. The castle and he become known by many giants as Lachlansen in part derision, in part pity. 

Player Handout 5: Maira’s story

This tale is of recent times and concerns Maira who you will meet shortly. She is the youngest of Lachlan’s children and is more like him than any of the others. She could be described as brave though less charitable might say foolhardy. The story begins with the summons of many giants to the court of the Sakhut. Maira attended and took her place among the pre-eminent of the giants.  The Sakhut had also invited some Fomorian chieftains. Maira had been vociferous in her condemnation of any rapprochement with the Fomorians. At her most charitable, she calls them as scum.

The Sakhut waxed eloquently as the list of giants lost at Gorna was read.  As the names of Fomorians were spoken, Maira was less than respectful. The Sakhut chided her gently, “This war was for all giants and all giants must come together.”  Maira could not keep her tongue and railed against the Fomorian vermin. 

The Sakhut was more forceful as he noted, “Your dissent gives comfort to our enemies. This is terribly disrespectful as we read out the list of our own dead. Your opposition has long been tolerated, now is the time to still the voice of disquiet. The Fomorians are at court as equals in grief. No further disloyalty can be tolerated.”

The word, “equals”, struck a nerve in Maira. She heard nothing but that word. In part speech, part rant she lamented, “The last time Fomorians came to court, my father slaughtered their chief like a dog and that that was well deserved. Fomorians as equals, Lachlan would not have countenanced such a thing.” 

The Sakhut’s voice grew louder as he responded, “Lachlan is not here, child. And we all know why. His name no longer gains respect. He is less than the Fomorians now. It is the will of the Sakhut that we have the Fomorians with us to share the grief of Gorna. You are formally warned not to defy our will. We have excused much from you but no more. Be silent, child of Lachlan. Our patience is ended.” 

But Maira heard little bar the insults to her father and her response was loud and predictable. Lachlansen and Magnussen pleaded for her but the Sakhut simply noted that she explicitly defied them. The Sakhut pronounced sentence upon her, “Your throat shall be rune-carved so that any words reach the Sakhut. Be silent or speak repentance else you will be sent to the final mountain. You must surrender your Sky Rites. Its weight falls entirely upon the loyal Achim Lachlansen’s shoulders now.” 

With sentence pronounced, Maira was held down and the court waited for the rune sister of Surtur. The Sakhut had one further cruelty to play. From beneath his throne, the fool, a pale, wizen dwarf, came crawling out. He pulled out a long thin blade and began to work the runes upon Maira’s throat. A criss-cross of patterns was cut into her throat. The blood quickly welled up and then froze in a runic pattern known as “Still Thy Tongue”. The dwarf licked the knife clean of blood and slid back under the throne. 

Her brother, Achim watched it all while Magnussen was dragged away by Folkvar as the dwarf slithered out. They all took away scars from the court of the Sakhut that day. 

Player Handout 6: Magnussen’s story

This story is before Lachlan’s fall from grace. Lachlan had become reclusive but still commanded respect and no little fear. Magnussen was taking his first steps in the court and, under his father’s tutelage, his first vows to Memnor. They came to court as did other giants to consider a petition from the Fomorian chief, Huli, to attend court. 

The court was in good humor as it heard the case of a charming young hill giantess who had taken rather too many suitors for her ample charms. That was swiftly dispelled by the arrival of Huli as he pressed his claim to attend the court. Few believed that this was idea was conceived in the brutal sewer of the Fomorian’s mind. 

Huli pushed his way past the smaller giants with his traditional good grace. Once the Fomorian got closer to the Sakhut, his fawning nature emerged. The guttural cursing of a Fomorian is consistent with its nature but when a Fomorian turns on the charm, the effects are stomach turning. The court was spared that. Lachlan’s voice boomed out as he walked into the centre of the room, “Was it your mother I slaughtered or was it your father, Fomorian. I really can’t remember. After you’ve killed one pathetic, whining Fomorian, they blend into one shapeless pile of steaming dung.” 

Huli was not used to being insulted especially not by a pretty boy cloud giant. He moved to the center of the court and stood face to face with Lachlan.  Many say the Fomorian struck first but those more familiar with the fighting arts note that Lachlan moved first. He just didn’t go for his weapon. After the Fomorian’s flail had swung hard and low, Lachlan delivered a slash across the scalp of the Fomorian with his greatsword. Blood welled up but the Fomorian just laughed and chided Lachlan that he was old and feeble. The Fomorian rained wild blows about the body of Lachlan. The wiser giants knew how this would play out. Lachlan had lost a little of his strength but he was still a cunning bastard. As the battle raged, slowly but surely, some of the Fomorian’s blows begin to go astray as blood misted his eyes. Fomorian’s death was the result of this calculated performance in brutality.  

The Sakhut looked at the Fomorian corpse and his words were careful and considered, “Huli struck first but this fight was a terrible affront to the court. Huli had been a guest at the court and Lachlan had killed him. The court must be a safe haven.” 

It was then that fact and fiction diverge. The stories tell how the entire assembly declared that the Fomorian was there to see if they should be allowed at court. Strictly Huli should not be afforded the privileges of those at court as he was here to ask for them and so clearly they had not been granted.  And for those that believe that a hill giant chieftain can deliver such a hair-splitting legal opinion, ignorance is truly bliss. 

Fiction has some root in fact. The argument came from the cloud giants. It has been hard to find out who gave their support to it. Few speak of it given the fate of Lachlan. 

I had said this was a tale of Magnussen but have hardly mentioned him.  The young initiate of Memnor told me he stood with Lachlan. I asked him why and he simply said because Lachlan was right and the Sakhut were wrong. 

Player Handouts 7: Silsellay’s Riddle 

Great is the reward,

When you solve this perplexing puzzle,

Even the foolish can answer this question,

No special skill or dark knowledge is needed,

Don’t look anywhere but this TURGID text,

Only speak my Sweet-Voiced Sister’s name.

Like magic your golden gift will appear,

Yet some simpletons simply will not see,

Not even when it is right in front of them,

Expect Her melodious name to reveal old secrets.

Critical Event Summaries

APL played 
6
8
10
12
14
16
18

Region represented
Bissel
 

Geoff

Gran March
 Keoland





Principality of Ulek
Yeomanry
Mongrelmen of Oerth

Deaths 

NONE

1 

2+

TPK

Encounter 2: 
Keoland noble 

Killed 

Not Killed

Encounter 3:
Mithril 


Taken 

Not Taken

Encounter 4:
Celestial Lions

Killed

Not Killed

Encounter 5:
Harp Treated with 
Respect
No Respect 


Encounter 9a: 
Magnussen 

Attacked
Defeated 
Killed




Fire Giants 

Not applicable
Attacked 
Killed

If Magnussen was killed, was his body recovered by giants? 
Yes
No

Encounter 9b:
Lachlansen 

Attacked
Killed




Stone Giants

Not Applicable
Attacked
Killed

If Lachlansen was killed, was his body recovered by giants? 
Yes
No

Any other notable events: 
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� 1. The wife or widow of a marquis. 2. A noblewoman ranking above a countess and below a duchess. Pronounced Mar Show Ness.
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