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The forces of the Pomarj have long held a critical strategic asset on the Jewel River, forcing the Principality of Ulek and its allies to fight around their position, but not for much longer. A plan has been conceived, a battle set - and you are to be the point of the spear. Come stand against the enemy and strike a blow for the Reclamation! 

This document is for APL2-16. A two-round intensive Sheldomar Valley Metaregional adventure for APLs 2-14, and Part of the Reclamation series.

Note: This adventure will be of particular interest to military and those interested in reclaiming the Disputed Territories.

Resources: MMII, MMIII, MMIV, CA, CD, CM, CW, RoD, HoB, MiC, SpC, PHBII, Lords of Madness, Draconomicon.

Preparation for Play

At Muster

Step 1:  Players are assigned tables as per the muster.  All tables of APL 14 or the highest APL tables must discern the following:  


Was the Table the Command Group for the previous round? If so, they remain the Command Group. Otherwise, the command group is determined as follows:

· Numbers and ranks of military PCs at the table

· The number of combined ranks of Profession (soldier) at the table

· The total number of levels at the table.

The Senior DM decides which table then becomes the command table.  At the command table, the players elect a High Commander.


During the time this takes, all other table judges portray a military squire collecting information about the groups.  The squire notes race, class, level, and military rank of all PCs on a note card.  This is also a good time for PCs to introduce each other and talk over tactics.  The PCs should also name their strike team.  Ex.: Riley’s Raiders

Step 2: The senior DM reads opening boxed text to all players.

Step 3:  The Command Group should assign missions now. These missions are full rounds, unlike the previous day’s encounters and may or may not deviate from the initial outline detailed below.

Mission possibilities include the following:

Base Defense



APL2-6

Monitor the gates, hospital tent, and seige engine repair station.

Base Defense



APL2-6

Patrol the Followers’ Tents, supply depot, and gates.

Base Defense



APL2-6

Guard the messenger relay station, supply depot, and perimeter pickets.

Trench Defense



APL8-10

Move along the trenches, reinforcing troops and helping fend off counter attacks.

Flank Strike



APL12

Circle wide and prevent any outlying patrols from harassing the flanks of the main force.

Deep Strike



APL12-16

Go deep into the enemy’s controlled territory and ensure that the proper force isn’t ambushed.

Assault on the Iron Oracle

APL12-16

There appears to be some kind of tower in a protected part of the battlefield.  Take it out.

Command Group


APL14-16

Lead by Example.

Missions

Step 1: Tables will disperse for the round.  Each of these missions have a point value assigned to them.  The success or failure of the mission is tracked by the table judge to the Senior DM, who keeps a tally of points earned (See Point System Sheet), deciding the final level of success throughout the day. Some missions will impact the outcome or conditions at other tables, possibly dictating what resource are available at different tables.

Step 2:  Some missions will impact the outcome or conditions at other tables, possibly dictating what resource are available at different tables.


If they look for help, let them. Base Defense and Trench Defense tables can assist one another outside of combat as long as all groups involved have at least three minutes of time between encounters. As long as such shifts are legal within the new table’s APL, they could exchange members, if they feel they need to do so. The time between many encounters is random; parties without enough time cannot benefit from help and cannot even exchange members.  


During this time the Command Table can assess the successes and failures and possibly send help from their own forces, should they choose and have a method for communicating with Flank and Deep Strike tables in order to learn their positions and join them.

Step 3:  Advise players that there is no time for Heroes’ Feast or other spells with casting times longer than 10 minutes at the start of this Round. The battle will not wait for the players to consume the food of the spell’s effect; the day begins early and fast. If they choose not to sleep after the Night attack, they have enough time to enjoy a Heroes’ Feast, but begin the day fatigued.

For DMs ONLY!

The true nature of the flank and deep strike missions will become apparent as those rounds begin, but the Command Group doesn’t get that sort of foreknowledge.

The Flank group must destroy the Teleportation screen effect, and the Deep Group will be sent to take down the SuperTrebuchet that will begin pounding the army, but neither group knows that as assignments are distributed.

The Command Group will become preoccupied as this round begins, as well, and essentially, most tables will be operating on their own—possibly interacting with the groups in their own category of mission, but there will be no reporting like the previous day.

R2L-1:  Camp 1

by Benjamin McFarland.

Adventure Summary

Encounter R2L-1A: On an encampment patrol, there is a cry from the gate—the Pomarjians are attacking the camp! The characters must rush to stop the flood of humanoids!

Encounter R2L-1B: After defeating the maruaders, the characters realize that the wounded are under attack. They must defend them!

Encounter R2L-1C: With the casualities safe, the characters hear another shout; the siege repair depot is being attacked! They must rush to kill the raiders and ensure there will be enough engines to the attack. 

Encounter R2L-1A: Hold the Gate!

Mounted units will find some difficulty in maneuvering their mounts in many of these encounters. Mounts stabled at one encounter will be safe for the rest of the Round.


It wasn’t your group’s first choice to guard the encampment on the second day of attack, but here you are, conducting a patrol. The morning has been quiet, so far—the columns marching out to the front not long ago. Today is supposed to be a breaking point in the siege, though you’re certain you heard something about deadly trebuchet fire.


The pickets have been reporting attacks, though, ever since daybreak. It would seem that the Pomarjians have mounted some kind of counter attack. Then just up ahead there comes a shout, “The gate! The gate! Hold them!”


It is 80 feet to the gate, through tents, wagons, the general debris, and clutter of the camp. Then there are screams and shouts for help up ahead. Continue when they reach the gate:


You run up to find a gate door thrown open; the bar lying haphazardly on the ground. Three or four sentries appear to be slain and one is running right for you. “Look out! Goblins! They’ve broken in—UKK!” he clatters to the dirt in a pile of bloodied armor, two dark fletchings sprouted from either side of his spine.


Lookng ahead, you see a mass of monsters hauling one of the great doors open and working to do the same with the second. One stands just beyond the open gateway, with bow drawn, grinning at his kill just moments ago. If you don’t stop them, they’ll burst in and attack the unprepared camp! You’ve got to stop them here!


Refer to DM’s Aid #1, Hold the Gate! for monster, character and item locations. The gate door weighs 250 pounds, hung as it is on the hinge. The counterbalance makes the thick oaken barrier seem lighter than it is. Its true weight is closer to 500 pounds. The crossbar to lock the gate lies on the ground. It weighs roughly 160 pounds. The monsters must be killed or pushed out the gate, the gate closed, and the bar put in place in order for the characters to succeed in this encounter.

Crossbar: 3 in. thick; hardness 3; hp 30; Break DC 25; weighs 160 pounds.


Creatures: These monsters are covered in gore, fetishes, dented armor, and battlefield trophies.

APL 2 (EL 4)

Goblin Grunts (3): hp 7 each; see Monster Manual, page 133.

Worg: hp 36 each; with Military Saddle; see Monster Manual, page 257.

Gammluk Manslayer, Male Goblin Fighter1: hp 9; see Appendix R2L-A.

APL 4 (EL 6)

Worg (2): hp 36; with Military Saddle; see Monster Manual, page 257.

Manslayer Twins (2): Male Goblin Fighter 2; hp 18; see Appendix R2L-1B.

APL 6 (EL 8)

Advanced Worg (2): hp 79; with Military Saddle; see Appendix R2L-1C.

Manslayer Twins (2): Male Goblin Fighter4: hp 36; see Appendix R2L-1C.

ONCE ACTIVATED: 

Large Earth Elementals (2): Outsiders: hp 72; see Monster Manual, pg 97.

Tactics: These monsters work to kill the party and sieze the gate. The mounted goblins try to rush inside and use their lances to occupy the characters.


APL6: The goblins activate their elemental gems on their turn and direct the elementals to kill the party while the worgs move into position.

REMEMBER!


Be sure to use a Ride check [APL2 =+12, APL4 =+13, or APL6 =+18] to negate an attack on the mounted worg once per round. This can be done as a reaction.


Treasure: 

APL 2: L: 7 gp, C: 7 gp, M: Potion of Haste (63 gp), Leather Armor +1 (105 gp).

APL 4: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Suits of Leather Armor +1(210 gp).

APL 6: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Elemental Gems [Earth] (375 gp).


Development: Defending this gate prevents the goblins from attacking a nearby messenger station and killing the mounts stabled nearby. If the Command Group approaches this table for mounts, there will be four horses available.

Encounter R2L-1B: Medic!

The following encounter occurs 1d10 minutes after the previous encounter. Some character spells might still be functional.


Then just up ahead, in the medics’ tent there comes a scream! There’s nothing but wounded and incapacitated soldiers there; you’ve got to help them!

The medics’ tent is 120 feet away, through tents, wagons, and the clutter of camp. So long as the characters are willing to assist, continue: 


Your short run brings you before the large pavillion tent acting as a battlefield hospital. The guards appear to have been overrun by several gnolls that now duck inside; the last one slipping inside carries a wicked looking battleaxe and a belt of scalps. They don’t seem to have noticed your approach and seem bent on terrible business within! You’ve got to stop them before a slaughter takes place!

The medics’ tent is 120 feet away, through tents, wagons, and the clutter of camp. Refer to DM’s Aid #2, Medic! for starting positions of monsters, characters, and casualties. The wounded are cowering in fear, begging not to be killed or simply blubbering. They are considered prone and helpless, and a monster may easily administer a coup de gras, or attack and cleave. The party must keep at least 18 casualties alive to succeed in this encounter.

Casualties: Male Human Warrior 1 (35): AC5, hp 1.


Creatures: 

APL 2 (EL 4)

Gnoll Raiders (4): hp 14; see Monster Manual, page 130.

APL 4 (EL 6)

Bonegnawer Manhunters, Male Gnoll Ranger1 (4): hp 23; see Appendix R2L-1B.

APL 6 (EL 8)

Bonegnawer Manhunters, Male Gnoll Ranger1/Fighter2 (4): hp 44; see Appendix R2L-1C.


Tactics: The monsters administer coup de gras attacks or attack and cleave all visible casualties before moving on to find new targets. They only attack the party members if engaged in melee. The wounded are prone and helpless. Once eighteen soldiers are killed, the monsters try to escape.


Treasure: 

APL 2: L: 24 gp, C: 20 gp, M: none.

APL 4: L: 150 gp, C: 20 gp, M: 4 Potion of Cure Moderate wounds (100 gp).

APL 6: L: 150 gp, C: 20 gp, M: 4 each: +1 Battleaxe, potion of cure serious wounds, potion of invisibility (1,100gp).


Development: Failure to save at least eighteen soldiers will destroy troop morale and reduce the chances of overall victory. If this occurs, note it on the critical event summary.

Encounter R2L-1C: Defend your Charge!

This encounter occurs 1d10 minutes after the last encounter. This may or may not allow some of the characters’ spells to remain functional.


You pause a moment to look over the carnage of the battle amidst the medics’ tent. Such a dispicable tactic is something to be expected from the Pomarjians. Without your intervention, they all would have been slain or worse.


Then, breaking the unpleasant reverie, another cry breaks the air, and another! The whole camp seems to be coming under attack! A clerk runs up to you, a light gash on his forehead making his face bloody.


“The repair depot! All the catapults! They’re…they’re just destroying them! Quick, you’ve got to stop them!” He points over his shoulder, back at a nearby portion of the camp dedicated to fixing the various broken parts tha inevitably occur during battle. Without those repairs, it’s going to be tough to breach the wall and end this seige! With a deep breath you make for the depot; the day’s a long way from over…


The depot is 120 feet away, through tents, wagons, and the clutter of camp. Refer to DM’s Aid #3, Defend Your Charge! for the positions of monsters and characters.

Heavy Catapults (2): 6 in. thick; hardness 6; hp 60; Break DC 25.

Light Catapults (2): 4 in. thick; hardness 4; hp 40; Break DC 25.

Ballistas (4): 2 in. thick; hardness 2; hp 20; Break DC 23; 3d8 Damage, Critical 19-20, 120 ft range increment, A ballista is essentially a Huge heavy crossbow fixed in place. Its size makes it hard for most creatures to aim it. Thus, a Medium creature takes a –4 penalty on attack rolls when using a ballista, and a Small creature takes a –6 penalty. It takes a creature smaller than Large two full-round actions to reload the ballista after firing. These Ballistae are already loaded with one round each.


Creatures: 

APL 2 (EL 4)

Ogre: hp 32; Potion of Cure Moderate Wounds; see Monster Manual, page 199.

Gnoll: hp 14; see Monster Manual, page 130.

APL 4 (EL 6)

Scalptaker Brothers, Male Ogre Barbarian1 (2): hp 48 each; see Appendix 2.

APL 6 (EL 8)

Scalptaker Brothers, Male Ogre Barbarian3 (2): hp 72 each; see Appendix 3.


Tactics: Until the party does any damage to the ogre or gnoll amidst the seige engines, it attacks them brutally. The other ogre tries to stop the party. If none of the characters uses them after three rounds, the ogre attacking the seige engines shift to the ballistae, firing one at a character and then moving on to fire another loaded ballista at a character. There are three spare ballista rounds piled next to each ballista.


APL6: Ogres take the first round to use Dust of Disappearance and move into killing positions. The dust is in hand, as they’ve been able to just smash things to this point.

Treasure: 

APL 2: L: 65 gp, C: 10 gp, M: Potion of Cure Moderate wounds (25 gp).

APL 4: L: 6 gp, C: 10 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes  (378 gp).

APL 6: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes (383gp), 2 Dust of Disappearance, 2 potions of cure moderate wounds (1,011 gp).


Development: They spend the rest of the day guarding the encampment. With the successful defense of the camp, the Command Group has a free hand to supervise and conclude the siege of the fortress. This group has ensured that will be possible. Congratulate them on a successful defense.

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 R2L-1A

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Bar the gate against the Pomarjians.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Encounter R2L-1B

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Prevent 18 of the wounded from being killed.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Encounter R2L-1C

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Save the seige engines.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Discretionary Roleplaying Award


APL 2: 15 xp.


APL 4: 22 xp.


APL 6: 30 xp.

Total possible experience


APL 2: 225 xp.


APL 4: 337 xp.


APL 6: 450 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2L-1A:

APL 2: L: 7 gp, C: 7 gp, M: Potion of Haste (63 gp).

APL 4: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Suits of Leather Armor +1(210 gp).

Encounter R2L-1B:

APL 2: L: 24 gp, C: 20 gp, M: none.

APL 4: L: 150 gp, C: 20 gp, M: 4 Potion of Cure Moderate wounds (100 gp). 

APL 6: L: 150 gp, C: 20 gp, M: 4 each: +1 Battleaxe, potion of cure serious wounds, potion of invisibility (1100gp).
Encounter R2L-1C:

APL 2: L: 65 gp, C: 10 gp, M: Potion of Cure Moderate wounds (25 gp).

APL 4: L: 6 gp, C: 10 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes  (378 gp).

APL 6: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes  (383gp), 2 Dust of Disappearance, 2 potions of cure moderate wounds (1,011 gp).

Items for the Adventure Record

Special

Outstanding Bravery: 

You faced difficult odds and held the gate to the siege encampment against numerous foes.  Those who survived will never forget your valor and dedication. You gain a +2 bonus to leadership reputation for outstanding bravery. The character gains metaregional access to one each of the following items: Badge of Valor (MIC 208) and the Medal of Steadfast Honor (MIC 196). (cross off each item after one is purchased.). The character receives free Rich Lifestyle for one calendar year when in the Sheldomar Valley.

Item Access

See AR.

Appendix R2L-1A – APL 2

Encounter R2L-1A: Hold the Gate

Gammlak Manslayer
CR 1

Male Goblin Fighter 1

NE Small Humanoid (Goblinoid)

Init +2; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 16, touch 13, flat-footed 14


(+1 size, +2 Dex, +2 armor, +1 shield)

hp 9 (1d10+2 HD);

Fort +4, Ref +2, Will +1

Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +3[+1 size, +1 BAB, +1 Str, (1d8+1) or/and


morningstar +3[+1 size, +1 BAB, +1 Str, (1d6+1)

Ranged Javelin +4[+1 size, +1 BAB, +2 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp -2

Atk Options Mounted Charge: Lance +5 [+1 size, +1 BAB, +1 Str, +2charge] (2d8+2)

Special Actions Ride check to negate hit on mount, +12 check

Combat Gear Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste
Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack

Skills total ranks: class 8 Move Silently +8 [+2 CCranks, +2 ability, -0 armor, +4 racial] Ride +10[+4 ranks, +2 ability, -0 armor, +4 racial, +2 circumstance saddle], 
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.

Appendix R2L-1B – APL4

Encounter R2L-1A: Hold the Gate

Manslayer Twins
CR 2

Male Goblin Fighter 2

NE Small Humanoid (Goblinoid)

Init +2; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 17, touch 13, flat-footed 15


(+1 size, +2 Dex, +3 armor, +1 shield)

hp 18 (2d10+4 HD);

Fort +5, Ref +2, Will +1

Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +4[+1 size, +2 BAB, +1 Str, (1d8+1) or/and


morningstar +4[+1 size, +2 BAB, +1 Str, (1d6+1)

Ranged Javelin +5[+1 size, +2 BAB, +2 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -1

Atk Options 

Mounted Spirited Charge: Lance +6 [+1 size, +2 BAB, +1 Str, +2charge] (3d8+3)

Special Actions 

Ride check to negate hit on mount, +13 check

Combat Gear Leather Armor +1, Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste
Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack, Spirited Charge 

Skills total ranks: class 10 Handle Animal +3 [+5 ranks, -2 ability] Ride +15[+5 ranks, +2 ability, -0 armor, +4 racial, +2 Synergy, +2 circumstance saddle]
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.


Encounter R2L-1B: Medic!


Bonegnawer Manhunters
CR 2

Male Gnoll Ranger 1

CE Medium Humanoid (Gnoll)

Init +2; Senses Darkvision 60 ft, Listen +3, Spot +3

Languages Gnoll 

AC 19, touch 12, flat-footed 17


(+0 size, +2 Dex, +0 class, +4 armor, +2 shield, +1 natural)

hp 23 (2d8+4 1d8+2 HD); 

Fort +7, Ref +4, Will +0

Speed 30 ft. in Chain Shirt (06 squares), base movement 30 ft.

Melee Battleaxe +6[+0 size, +2 BAB, +4 Str] (1d8+4) 

Ranged Shortbow +4[+0 size, +2 BAB, +2 Dex,] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +6

Atk Options 

Power Attack for +2 Battleaxe +4[+0 size, +2 BAB, +4 Str, -2 feat] (1d8+6)

Power Attack for +2 against Humans Battleaxe +5[+0 size, +2 BAB, +4 Str] (1d8+8)

Combat Gear Chain Shirt, Heavy Steel Shield, Battleax, shortbow, 20 arrows, longsword, potion of cure moderate wounds
Abilities Str 19, Dex 14, Con 15, Int 10, Wis 10, Cha 06 
SQ Darkvision 60 ft.
Feats Power Attack, Cleave, TrackB
Skills total ranks: class 11 Move Silently +2[+0 size, +2 ranks, +2 ability, -2 armor], Listen +3[+0 size, +3 ranks, +0 ability], Spot +3[+0 size, +3 ranks, +0 ability], Survival +3[+0 size, +3 ranks, +0 ability,],

Possessions combat gear plus 30gp

Favored Enemy [Human] (Ex) At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

Wild Empathy (Ex) A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but as with influencing people, it might take more or less time. The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a –4 penalty on the check. 

Description Slightly taller than a human, this beast has grey skin, a furry body, and a hyena-like head with a reddish-grey mane. It is covered in fetishes and trophies of skulls, scalps, ears and fingers.

Sources Monster (Monster Manual, PHB)

Encounter R2L-1C: Protect your Charge

Scalptaker Ogre


CR 4

Male ogre, Barbarian 1

NE Giant

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

Languages Giant, Goblin

AC 17, touch 8, flat-footed 17 (15, touch 6, flat-footed 15 when raging)
(-1 size, -1 Dex, +4 armor, +5 natural)

hp 48 (4d8+16 plus 1d12+4 HD) 58 when raging

Fort +10, Ref +1, Will +3 (+5 when raging)

Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee great ax +13[-1 size, +4 BAB, +8 Str, +1 weapon, +1 feat] (3d6+12) or +15 (3d6+15) when raging

Ranged throwing ax +3[-1 size, +4 BAB, +0 Dex, +0 weapon, +0 feat] (1d8+8 damage)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +16

Combat Gear master work great ax, chain shirt, 3 throwing axes, potion of cure serious wounds

Abilities Str 26 (30 raging), Dex 10, Con 18 (22 raging), Int 6, Wis 13, Cha 4 

Feats Weapon Focus (Great Ax), Power Attack

Skills total ranks: class 5 Spot +4[+3 ranks, +1 ability], Listen  +3[+2 ranks, +1 ability],Climb +3[+0 size, +0 ranks, +5 ability, -2 armor]
Possessions back pack, 6 water skins, 16 days food, 6 torches, 1 set manacles, 5 gp.

Rage (Ex) A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a -2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. (These extra hit points are not lost first the way temporary hit points are.) While raging, a barbarian cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except for Balance, Escape Artist, Intimidate, and Ride), the Concentration skill, or any abilities that require patience or concentration. He can use any feat he has. A fit of rage lasts for a number of rounds equal to 3 + the character’s (newly improved) Constitution modifier. A barbarian may prematurely end his rage. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter

Rage (Ex):  When it rages, the Ogre has the following changed statistics:


AC 16, touch 6, flat-footed 16


hp 56 (4d8+24 plus 1d12+6 HD)


Fort +14, Will +5,

 
Melee: Atk +15 melee greatax (3d6+15)


Grp +11


Abilities Str 30, Con 22

Description Adult ogres stand 9 to 10 feet tall and weigh 600 to 650 pounds. Their skin color ranges from dull yellow to dull brown. Their clothing consists of poorly cured furs and hides, which add to their naturally repellent odor.
Appendix R2L-1C – APL6

Encounter R2L-1A: Hold the Gate

Manslayer Twins
CR 4

Male Goblin Fighter 4

NE Small Humanoid (Goblinoid)

Init +3; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 18, touch 14, flat-footed 15


(+1 size, +3 Dex, +2 armor, +1 shield)

hp 36 (4d10+8 HD);

Fort +6, Ref +3, Will +2

Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +6[+1 size, +4 BAB, +1 Str, (1d8+1) or/and


morningstar +6[+1 size, +4 BAB, +1 Str, (1d6+1)

Ranged Javelin +8[+1 size, +4 BAB, +3 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +1

Atk Options 

Mounted Spirited Charge: Lance +8 [+1 size, +4 BAB, +1 Str, +2charge] (3d8+3)

Special Actions 

Ride check to negate hit on mount, +18 check

Combat Gear Leather Armor, Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste, elemental gem (earth)
Abilities Str 13, Dex 16, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack, Spirited Charge, Skill Focus (Ride), Power Attack

Skills total ranks: class 14 Move Silently +9 [+3.5 CCranks, +2 ability, -0 armor, +4 racial] Ride +18[+7 ranks, +2 ability, -0 armor, +4 racial, +3 feat, +2 circumstance saddle]
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.


Manslayer Mounts
CR 4

Male Advanced Worg

NE Large Magical Beast

Init +1; Senses Darkvision 60ft, Low-light vision, scent; Listen +6, Spot +6

Languages Worg, Goblin

AC 14, touch 10, flat-footed 13


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

hp 79 (7d10+35 HD);

Fort +10, Ref +6, Will +3

Speed 50 ft. (10 squares), base movement 50 ft.;

Melee Bite +9[-1 size, +7 BAB, +7 Str, (2d6+7)

Space 10 ft.; Reach 5 ft.

Base Atk +7; Grp +18

Atk Options Full Attack: Bite +13/+8[-1 size, +7 BAB, +7 Str] (2d6+7)

Special Actions Trip

Combat Gear Military Saddle

Abilities Str 25, Dex 13, Con 20, Int 06, Wis 14, Cha 10 

SQ Darkvision 60 ft.
Feats Alertness, Track, Improved Natural Attack (Bite)

Skills total ranks: class 13 Hide +4[+2 ranks, +2 ability, -0 armor] Listen +6[+3 ranks, +2 ability, +1 racial] Move Silently +6 [+3 ranks, +2 ability, -0 armor, +1 racial] Spot +6[+2 ranks, +2 ability, +2 racial] Survival +3*[+1 ranks, +2 ability, -0 armor] Speak Language (Goblin)

Trip (Ex): A worg that hits with a bite attack can attempt to trip the opponent (+11 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the worg.

Skills Worgs have a +4 racial bonus to Survival checks when tracking. Worgs have a +1 racial bonus to Listen, Move Silently, and Spot checks, a +2 racial bonus to Spot checks.

Description This worg has gray and black fur, grows to 10 feet long and stands 5 feet tall at the shoulder. It weighs 900 pounds. More intelligent than their smaller cousins, worgs speak their own language. Some can also speak Common and Goblin.


Encounter R2L-1B: Medic!


Bonegnawer Manhunters
CR 4

Male Gnoll Ranger 1/Fighter 2

CE Medium Humanoid (Gnoll)

Init +2; Senses Darkvision 60 ft, Listen +4, Spot +4

Languages Gnoll 

AC 19, touch 12, flat-footed 17


(+0 size, +2 Dex, +0 class, +4 armor, +2 shield, +1 natural)

hp 44 (2d8+6 plus 1d8+3 plus 2d10+6 HD); 

Fort +7, Ref +4, Will +0

Speed 30 ft. in Chain Shirt (06 squares), base movement 30 ft.

Melee Battleaxe +10[+0 size, +4 BAB, +4 Str, +1 weapon, +1 feat] (1d8+4) 

Ranged Shortbow +6[+0 size, +4 BAB, +2 Dex,] (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7

Atk Options 

Power Attack for +3 Battleaxe +7[+0 size, +4 BAB, +4 Str, +1 weapon, -3 feat, +1 feat] (1d8+7)

Power Attack for +3 against Humans Battleaxe +7[+0 size, +4 BAB, +4 Str, +1 weapon,  -3 feat, +1 feat] (1d8+9)

Combat Gear Chain Shirt, Heavy Steel Shield, Battleax, shortbow, 20 arrows, longsword, Battleaxe +1, potion of cure serious wounds, potion of invisibility
Abilities Str 19, Dex 14, Con 16, Int 10, Wis 10, Cha 06 
SQ Darkvision 60 ft.
Feats Power Attack, Cleave, TrackB, Weapon Focus (Battleaxe)B, Great CleaveB , 

Skills total ranks: class 11 Move Silently +2[+0 size, +2 ranks, +2 ability, -2 armor], Listen +3[+0 size, +4 ranks, +0 ability], Spot +3[+0 size, +4 ranks, +0 ability], Survival +3[+0 size, +3 ranks, +0 ability,],

Possessions combat gear plus 30 gp

Favored Enemy [Human] (Ex) At 1st level, a ranger may select a type of creature from among those given on Table: Ranger Favored Enemies. The ranger gains a +2 bonus on Bluff, Listen, Sense Motive, Spot, and Survival checks when using these skills against creatures of this type. Likewise, he gets a +2 bonus on weapon damage rolls against such creatures.

Wild Empathy (Ex) A ranger can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The ranger rolls 1d20 and adds his ranger level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. To use wild empathy, the ranger and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but as with influencing people, it might take more or less time. The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a –4 penalty on the check. 

Description Slightly taller than a human, this beast has grey skin, a furry body, and a hyena-like head with a reddish-grey mane. It is covered in fetishes and trophies of skulls, scalps, ears and fingers.


Encounter R2L-1C




Scalptaker Ogre


CR 6

Male ogre, Barbarian 3

NE Giant

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +5, Spot +5

Languages Giant, Goblin

AC 18, touch 9, flat-footed 18(-1 size, -0 Dex, +4 armor,+5 natural)

hp 72 (4d8+16 plus 3d12+12 HD) 

Fort +11, Ref +2, Will +4 Race F+4, R+1, W+1; Class F+3, R+1, W+1; Abilities Con +4, Dex +0, Wis +1
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee great ax +15[-1 size, +6 BAB, +8 Str, +1 weapon, +1 feat] (3d6+12) 

Ranged throwing ax +5[-1 size, +6 BAB, +0 Dex, +0 weapon, +0 feat] (1d8+8 damage)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +18 

Combat Gear +1 great axes, chain shirt, 3 throwing axes, potion of haste, dust of disappearance, potion cure moderate wounds.

Abilities Str 26, Dex 10, Con 18, Int 6, Wis 13, Cha 4 

Feats Weapon Focus (Great Ax), Power Attack, Cleave

Skills total ranks: class 5 Spot +5[+4 ranks, +1 ability], Listen  +5[+4 ranks, +1 ability], Climb +6[+0 size, +3 ranks, +5 ability, -2 armor]
Possessions combat gear plus 11gp, backpack, 6 water skins, 16 days food, 6 torches, 1 set manacles

Rage (Ex) A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a -2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. A fit of rage lasts for a number of rounds equal to 3 + the (newly improved) Constitution modifier. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter

When it rages, the Ogre has the following changed statistics:
AC 16, touch 7, flat-footed 16
hp 83 (4d8+24 plus 3d12+18 HD)
Fort +13, Will +6, 
Melee: Atk +17 melee greataxe (3d6+15)
Grp +20
Abilities Str 30, Con 22

Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Description Adult ogres stand 9 to 10 feet tall and weigh 600 to 650 pounds. Their skin color ranges from dull yellow to dull brown. Their clothing consists of poorly cured furs and hides, which add to their naturally repellent odor.
DM Aid: Map #R2L-1A – Hold the Gate!
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DM Aid: Map #R2L-1B – Medic!
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DM Aid: Map #R2L-1C—Defend your Charge!
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 Player Handout #R2L-1 – : Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy enemy fortifications and neutralize their sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!

Gods save the Prince!

Glory to Ulek!

R2L-2:  Camp 2

by Benjamin McFarland.

Adventure Summary

Encounter R2L-2A: On an encampment patrol, the characters realize the followers are under attack. They must defend them!

Encounter R2L-2B: After defeating the marauders, the characters realize that the supply depot is being attacked! They must rush to kill the raiders.

Encounter R2L-2C: With the supplies safe, there is a cry from the gate—the Pomarjians are attacking the camp! Stop the flood of humanoids!

Encounter R2L-2A: Save the Followers!


Mounted units will find some difficulty in maneuvering their mounts in many of these encounters. Mounts stabled at one encounter will be safe for the rest of the Round. 


It wasn’t your group’s first choice to guard the encampment on the second day of attack, but here you are, conducting a patrol. The morning has been quiet, so far—the columns marching out to the front not long ago. Today is supposed to be a breaking point in the siege, though you’re certain you heard something about deadly trebuchet fire. 


The pickets have been reporting attacks, though, ever since daybreak. It would seem that the Pomarjians have mounted some kind of counter attack. Then just up ahead, in the followers’ tents, there comes a scream! There’s nothing but women and children there; you’ve got to help them!


Refer to DM’s Aid #R2L-2A, Save the Followers for starting positions of monsters, characters, and camp followers. The followers cower in fear, begging not to be killed or simply blubbering. They are considered prone and helpless, and a monster may easily administer a coup de gras. The party must keep at least eight followers alive to succeed in this encounter.

Followers (15): Male and Female Human Commoner1; hp5.


Creatures: The gnoll is fearsome, with a belt of smaller skulls and fetishes. At APL 2 use the ogre furthest from the gnoll as the second creature. They do not engage the party until engaged in melee. Missile fire only draws their attention if there are no obvious nearby followers to kill. The tents provide superior cover but do not block line of sight.

APL 2 (EL 4)

Ogre: hp 32; Potion of Cure Moderate Wounds; see Monster Manual, page 199.

Gnoll: hp 14; Potion of Cure Moderate Wounds, Masterwork Items: Battleaxe, Leather Armor, and Heavy Steel Shield; see Monster Manual, page 130.

APL 4 (EL 6)

Scalptaker Brothers, Male Ogre Barbarian1 (2): hp 48 each; see Appendix R2L-2B.

APL 6 (EL 8)

Scalptaker Brothers, Male Ogre Barbarian3 (2): hp 72 each; see Appendix R2L-2C.


Tactics: 


All APLs: The monsters will use coup de gras attacks on all visible followers before finding new targets. They only attack the party if engaged in melee. The tents provide superior cover but don’t block line of sight. If eight followers are killed, the monsters try to escape.


APL6: Ogres take the first round to use Dust of Disappearance and move into killing positions. The dust is in hand, as they’ve been able to just step on heads up to this point.


Treasure: 

APL 2: L: 65 gp, C: 3 gp, M: Potion of Cure Moderate wounds (25 gp).

APL 4: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes (378 gp).

APL 6: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 +1 Great axes (383gp), 2 Dust of Disappearance, 2 potions of cure moderate wounds (1,011 gp).


Development: Failure to save at least eight followers destroys troop morale and reduces the chances of overall victory. If this occurs, note it on the critical event summary.

Encounter R2L-2B: That’s Not Yours!

The following encounter occurs 1d10 minutes after the previous encounter. Some character spells might still be functional.


You pause a moment to look over the carnage of the battle amidst the camp followers’ tents. Such a despicable tactic is something to be expected from the Pomarjians. Without your intervention, they all would have been slain or worse.


Then, breaking the unpleasant reverie, another cry breaks the air, and another! The whole camp seems to be coming under attack! A clerk runs up to you, a light gash on his forehead making his face bloody.


“The depot! The supplies! They’re…they’re just looting them! Quick, you’ve got to stop them!” He points over his shoulder, back at a nearby portion of the camp dedicated to food and medical supplies. Without those rations and healer’s kits, it’s going to be tough to maintain this siege! With a deep breath you make for the stockpile, the day’s a long way from over…


The depot is 120 feet away, through tents, wagons, and the clutter of camp. Refer to DM’s Aid #R2L-2B, That’s Not Yours! for the positions of monsters and characters. The monsters halt their looting to kill characters. If only one or two characters arrives at first, a mounted goblin and worg pair (and possibly two goblins at APL2) attack while another goblin goes to kill the mounts in the corral. The mounts are hobbled and considered helpless. The goblin (and possibly worg, at APL4+) may easily administer a coup de gras.


At APL2 or APL4, should the party arrive en masse, the goblins simply shriek and engage! At APL6, they activate their Elemental Gems on their turns; direct the elementals to attack as the worgs move into appropriate position—either engaging the party or into the corral to kill mounts.


Creatures: These goblins are hardened warriors and crafty saboteurs. They’re taking a glass vial of iodine from each healer’s kit and smashing it in a package of rations. If left unthwarted, they spoil the whole stockpile and slaughter the horses.

APL 2 (EL 4)

Goblin Grunts (3): hp 7 each; see Monster Manual, page 133.

Worg: hp 36 each; with Military Saddle; see Monster Manual, page 257.

Tammluk Manslayer, Male Goblin Fighter1: hp 19; see Appendix R2-L2A.

APL 4 (EL 6)

Worg (2): hp 36; with Military Saddle; see Monster Manual, page 257.

Manslayer Twins (2), Male Goblin Fighter2: hp 19; see Appendix R2-L2B.

APL 6 (EL 8)

Advanced Worg (2): hp 79; with Military Saddle; see Appendix R2-L2C.

Manslayer Twins (2): Male Goblin Fighter 4; hp 36; see Appendix R2-L2C.

ONCE ACTIVATED: 

Large Earth Elementals (2): Outsiders: hp 72; see Monster Manual, pg 97.

Tactics: If only one or two characters arrive at first, a mounted goblin and worg pair (and possibly two goblins at APL2) attack while another goblin goes to kill the mounts in the corral. The mounts are hobbled and considered helpless. The goblin (and possibly worg, at APL4) may easily administer a coup de gras. 


APL6: The goblins activate their elemental gems on their turns and direct the elementals to kill the party while the worgs move into position—one shifting to the corral to kill mounts and the other to engage the party. Once the mounts are slain, the other goblin engages the party.

REMEMBER!  Be sure to use a Ride check [APL2 +12, APL4 +13, or APL6 +18] to negate an attack on the mounted worg once per round. This can be done as a reaction.


Treasure: 

APL 2: L: 7 gp, C: 7 gp, M: Potion of Haste (63 gp), +1 Leather Armor (105 gp).

APL 4: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Suits of +1 Leather Armor (210 gp).

APL 6: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Elemental Gems [Earth] (375 gp).


Development: Be certain to track the number of horses killed by the goblins. It may become important when the Command Group comes looking for mounts.

Encounter R2L-2C: Hold the Wall!

This encounter occurs 1d10 minutes after the last encounter. This may or may not allow some of the characters’ spells to remain functional.


“The gate! The gate! Open the gate!” You can hear the shouts even as you catch your breath...whatever is happening at the gate sounds important, and with the supplies secured, you’d better go check it out...

It is 120 feet to the gate, again through tents, wagons, the general debris and clutter of the camp. At this point, some troops have come back from the front—eyes glazed, horrific crushing wounds, awful huge slash marks, some strangely apologizing to their brothers-in-arms, they’d “Never attacked a comrade before! Don’t know what came over me.” Then there are screams and shouts for help up ahead. Continue when they reach the gate:


You run up to find a gate door thrown open, the bar lying haphazardly on the ground. Three or four sentries appear to be slain, and one is running right for you. “Look out! Pomarjians! They’ve broken in—UKK!” he clatters to the dirt in a pile of bloodied armor, two dark fletchings sprouted from either side of his spine.


Looking ahead, you see a mass of monsters hauling one of the great doors open and working to do the same with the second. One stands in the open gateway with bow drawn, grinning at his kill just moments ago. If you don’t stop them, they’ll burst in on the disoriented troops you just passed. That sort of attack could have terrible results before it is quashed; you’ve got to stop them here!
Refer to DM’s Aid #R2L-2C, Hold the Wall! for monster, character, and item locations. 

The palisade wall is 12 feet tall and topped with pointed tree trunks. A Climb check (DC 20) allows one to climb the wall. Once at the top, a Balance check (DC 12) is needed to maneuver around the spikes or suffer a +3 attack for 1d6 damage.

The gate door weighs 250 pounds, hung as it is on the hinge. The counterbalance makes the thick oaken barrier seem lighter than it is. Its true weight is closer to 500 pounds. The crossbar to lock the gate lies on the ground. It weighs roughly 160 pounds. The monsters must be killed or pushed out the gate, the gate closed, and the bar put in place in order for the characters to succeed in this encounter.

Crossbar: 3 in. thick; hardness 3; hp 30; Break DC 25; weighs 160 pounds.


Creatures: These monsters are covered in gore, fetishes, dented armor, and battlefield trophies. It’s obvious they’ve been on the victorious side of many small skirmishes and have gotten bold to try for a big kill.

APL 2 (EL 4)

Bloody Eye Tribe Orc Warriors (9): hp 10 each; Replace Alertness with Toughness, each has 6 javelins; see Monster Manual, page 203.

APL 4 (EL 6)

Bonegnawer Tribe Gnoll Warriors (9): hp 17 each; Replace Power Attack with Toughness; see Monster Manual, page 130.

APL 6 (EL 8)

Blacktongue Tribe Ogre Warriors (6): hp 32 each; Replace javelin with short bow and 20 arrows; see Monster Manual, page 199.


Tactics: This is the vanguard of either tribe. Fearsome, fierce, and drunk on the savagery of today and yesterday, they fight until their number is killed. The elites of their tribe, they have good weapons and smart tactics. They should focus fire and know to aim missiles for spellcasters, to get into flanking positions. The characters must hold the gap here—make them pay for it!


APL6: Ogres behind doors have superior cover from area of effect spells like Fireball.


Treasure: 

APL 2: L: 80 gp, C: 10 gp, M: None.

APL 4: L: 35 gp, C: 10 gp, M: None.

APL 6: L: 51 gp, C: 10gp, M: None.


Development: With the successful defense of the camp, the Command Group will have a free hand to supervise and conclude the siege of the fortress. They will act as the guards at this post for the remainder of the day. This group has ensured that will be possible. Congratulate them on a successful defense.

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 R2L-2A

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Rescue at least 8 camp followers.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Encounter R2L-2B

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Prevent the horses from being killed.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Encounter R2L-2C

Defeat the monsters.


APL 2: 60 xp.


APL 4: 90 xp.


APL 6: 120 xp.

Story Award

Get the gate closed.


APL 2: 10 xp.


APL 4: 15 xp.


APL 6: 20 xp.

Discretionary Roleplaying Award


APL 2: 15 xp.


APL 4: 22 xp.


APL 6: 30 xp.

Total possible experience


APL 2: 225 xp.


APL 4: 337 xp.


APL 6: 450 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2L-2A:

APL 2: L: 65 gp, C: 3 gp, M: Potion of Cure Moderate wounds (25 gp).

APL 4: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 Great axes +1 (378 gp).

APL 6: L: 6 gp, C: 6 gp, M: 2 Potions of Haste (126 gp) 2 Great axes +1, 2 Dust of Disappearance, 2 potions of cure moderate wounds (1011 gp).

Encounter R2L-2B:

APL 2: L: 7 gp, C: 7 gp, M: Potion of Haste (63 gp).

APL 4: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Suits of Leather Armor +1(210 gp)

APL 6: L: 5 gp, C: 4 gp, M: 2 Potions of Haste (126 gp), 2 Elemental Gems [Earth](375 gp).

Encounter R2L-2C:

APL 2: L: 80 gp, C: 10 gp, M: None.
APL 4: L: 35 gp, C: 10 gp, M: None.
APL 6: L: 51 gp, C: 10gp, M: None.

Items for the Adventure Record

Special

Outstanding Bravery: 

You faced difficult odds and held the gate to the siege encampment against numerous foes.  Those who survived will never forget your valor and dedication. You gain a +2 bonus to leadership reputation for outstanding bravery. You gain metaregional access to the one each of the following items: Badge of Valor (MIC 208) and the Medal of Steadfast Honor (MIC 196). (cross off each item after one is purchased.). You receive free Rich Lifestyle for one calendar year when in the Sheldomar Valley.

Item Access

See AR.

Appendix R2L-2A – APL 2

Encounter R2L-2A




Tammluk Manslayer
CR 1

Male Goblin Fighter 1

NE Small Humanoid (Goblinoid)

Init +2; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 16, touch 13, flat-footed 14


(+1 size, +2 Dex, +2 armor, +1 shield)

hp 9 (1d10+2 HD);

Fort +4, Ref +2, Will +1

Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +3[+1 size, +1 BAB, +1 Str, (1d8+1) or/and


morningstar +3[+1 size, +1 BAB, +1 Str, (1d6+1)

Ranged Javelin +4[+1 size, +1 BAB, +2 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp -2

Atk Options Mounted Charge: Lance +5 [+1 size, +1 BAB, +1 Str, +2charge] (2d8+2)

Special Actions 

Ride check to negate hit on mount, +12 check

Combat Gear Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste
Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack

Skills total ranks: class 8 Move Silently +8 [+2 CCranks, +2 ability, -0 armor, +4 racial] Ride +10[+4 ranks, +2 ability, -0 armor, +4 racial, +2 circumstance saddle], 
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.

Appendix R2L-2B – APL4

Encounter R2L-2A




Scalptaker Ogre


CR 4

Male ogre, Barbarian 1

NE Giant

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

Languages Giant, Goblin

AC 18, touch 9, flat-footed 18(-1 size, -0 Dex, +4 armor, +5 natural)

hp 48 (4d8+16 plus 1d12+4 HD) 

Fort +10, Ref +1, Will +3 Race F+4, R+1, W+1; Class F+2, R+0, W+0; Abilities Con +4, Dex +0, Wis +1
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee great ax +13[-1 size, +4 BAB, +8 Str, +1 weapon, +1 feat] (3d6+12) 

Ranged throwing ax +3[-1 size, +4 BAB, +0 Dex, +0 weapon, +0 feat] (1d8+8 damage)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +16

Combat Gear great ax +1, chain shirt, 3 throwing axes, potion of haste

Abilities Str 26, Dex 10, Con 18, Int 6, Wis 13, Cha 4 

Feats Weapon Focus (Great Ax), Power Attack

Skills total ranks: class 5 Spot +4[+3 ranks, +1 ability], Listen +3[+2 ranks, +1 ability], Climb +3[+0 size, +0 ranks, +5 ability, -2 armor]
Possessions combat gear plus 11gp, backpack, 6 water skins, 16 days food, 6 torches, 1 set manacles

Rage (Ex) A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a -2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. A fit of rage lasts for a number of rounds equal to 3 + the (newly improved) Constitution modifier. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter

When it rages, the Ogre has the following changed statistics:
AC 16, touch 6, flat-footed 16
hp 56 (4d8+24 plus 1d12+6 HD)
Fort +12, Will +5, 
Melee: Atk +15 melee greataxe (3d6+15)
Grp +18
Abilities Str 30, Con 22

Description Adult ogres stand 9 to 10 feet tall and weigh 600 to 650 pounds. Their skin color ranges from dull yellow to dull brown. Their clothing consists of poorly cured furs and hides, which add to their naturally repellent odor.

Encounter R2L-2B




Manslayer Twins
CR 2

Male Goblin Fighter 2

NE Small Humanoid (Goblinoid)

Init +2; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 17, touch 13, flat-footed 15


(+1 size, +2 Dex, +3 armor, +1 shield)

hp 19 (2d10+4 HD);

Fort +5, Ref +2, Will +1

Race F+0, R+0, W+0; Class F+3, R+0, W+0; Abilities Con +2, Dex +2, Wis +1; other bonuses
Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +4[+1 size, +2 BAB, +1 Str, (1d8+1) or/and


morningstar +4[+1 size, +2 BAB, +1 Str, (1d6+1)

Ranged Javelin +5[+1 size, +2 BAB, +2 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -1

Atk Options Mounted Spirited Charge: Lance +6 [+1 size, +2 BAB, +1 Str, +2charge] (3d8+3)

Special Actions Ride check to negate hit on mount, +13 check

Combat Gear Leather Armor +1, Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste
Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack, Spirited Charge 

Skills total ranks: class 10 Move Silently +8 [+2.5 CCranks, +2 ability, -0 armor, +4 racial] Ride +13[+5 ranks, +2 ability, -0 armor, +4 racial, +2 circumstance saddle]
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.

Appendix R2L-2C – APL6

Encounter R2L-2A




Scalptaker Ogre


CR 6

Male ogre, Barbarian 3

NE Giant

Init -1; Senses Darkvision 60 ft., low-light vision, Listen +5, Spot +5

Languages Giant, Goblin

AC 18, touch 9, flat-footed 18(-1 size, -0 Dex, +4 armor,+5 natural)

hp 72 (4d8+16 plus 3d12+12 HD) 

Fort +11, Ref +2, Will +4 Race F+4, R+1, W+1; Class F+3, R+1, W+1; Abilities Con +4, Dex +0, Wis +1
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee great ax +15[-1 size, +6 BAB, +8 Str, +1 weapon, +1 feat] (3d6+12) 

Ranged throwing ax +5[-1 size, +6 BAB, +0 Dex, +0 weapon, +0 feat] (1d8+8 damage)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +18 

Combat Gear great axes +1, chain shirt, 3 throwing axes, potion of haste, dust of disappearance, potion cure moderate wounds.

Abilities Str 26, Dex 10, Con 18, Int 6, Wis 13, Cha 4 

Feats Weapon Focus (Great Ax), Power Attack, Cleave

Skills total ranks: class 5 Spot +5[+4 ranks, +1 ability], Listen  +5[+4 ranks, +1 ability], Climb +6[+0 size, +3 ranks, +5 ability, -2 armor]
Possessions combat gear plus 11gp, backpack, 6 water skins, 16 days food, 6 torches, 1 set manacles

Rage (Ex) A barbarian can fly into a rage a certain number of times per day. In a rage, a barbarian temporarily gains a +4 bonus to Strength, a +4 bonus to Constitution, and a +2 morale bonus on Will saves, but he takes a -2 penalty to Armor Class. The increase in Constitution increases the barbarian’s hit points by 2 points per level, but these hit points go away at the end of the rage when his Constitution score drops back to normal. A fit of rage lasts for a number of rounds equal to 3 + the (newly improved) Constitution modifier. At the end of the rage, the barbarian loses the rage modifiers and restrictions and becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, can’t charge or run) for the duration of the current encounter

When it rages, the Ogre has the following changed statistics:
AC 16, touch 7, flat-footed 16
hp 83 (4d8+24 plus 3d12+18 HD)
Fort +13, Will +6, 
Melee: Atk +17 melee greataxe (3d6+15)
Grp +20
Abilities Str 30, Con 22

Uncanny Dodge (Ex): At 2nd level, a barbarian retains his Dexterity bonus to AC (if any) even if he is caught flat-footed or struck by an invisible attacker. However, he still loses his Dexterity bonus to AC if immobilized. If a barbarian already has uncanny dodge from a different class, he automatically gains improved uncanny dodge (see below) instead.

Trap Sense (Ex): Starting at 3rd level, a barbarian gains a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses rise by +1 every three barbarian levels thereafter (6th, 9th, 12th, 15th, and 18th level). Trap sense bonuses gained from multiple classes stack.

Description Adult ogres stand 9 to 10 feet tall and weigh 600 to 650 pounds. Their skin color ranges from dull yellow to dull brown. Their clothing consists of poorly cured furs and hides, which add to their naturally repellent odor.
Encounter R2L-2B




Manslayer Twins
CR 4

Male Goblin Fighter 4

NE Small Humanoid (Goblinoid)

Init +3; Senses Listen +1, Spot +1

Languages Common, Goblin

AC 18, touch 14, flat-footed 15


(+1 size, +3 Dex, +2 armor, +1 shield)

hp 36 (4d10+8 HD);

Fort +6, Ref +3, Will +2

Speed 30 ft. in Leather Armor (06 squares), base movement 30 ft.;

Melee Lance +6[+1 size, +4 BAB, +1 Str, (1d8+1) or/and


morningstar +6[+1 size, +4 BAB, +1 Str, (1d6+1)

Ranged Javelin +8[+1 size, +4 BAB, +3 Dex,] (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +1

Atk Options 

Mounted Spirited Charge: Lance +8 [+1 size, +4 BAB, +1 Str, +2charge] (3d8+3)

Special Actions 

Ride check to negate hit on mount, +18 check

Combat Gear Leather Armor, Lance, Morningstar, Light Steel Shield, 3 javelins, potion of haste, elemental gem (earth)
Abilities Str 13, Dex 16, Con 14, Int 10, Wis 12, Cha 6 

SQ Darkvision 60 ft.
Feats Mounted Combat, Ride-by attack, Spirited Charge, Skill Focus (Ride), Power Attack

Skills total ranks: class 14 Move Silently +9 [+3.5 CCranks, +2 ability, -0 armor, +4 racial] Ride +18[+7 ranks, +2 ability, -0 armor, +4 racial, +3 feat, +2 circumstance saddle]
Possessions combat gear plus 11gp

Skills Goblins have a +4 racial bonus to move silently and ride checks.

Manslayer Mounts
CR 4

Male Advanced Worg

NE Large Magical Beast

Init +1; Senses Darkvision 60 ft, Low-light vision, scent; Listen +6, Spot +6

Languages Worg, Goblin

AC 14, touch 10, flat-footed 13


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

hp 79 (7d10+35 HD);

Fort +10, Ref +6, Will +3

Speed 50 ft. (10 squares), base movement 50 ft.;

Melee Bite +9[-1 size, +7 BAB, +7 Str, (2d6+7)

Space 10 ft.; Reach 5 ft.

Base Atk +7; Grp +18

Atk Options Full Attack: Bite +13/+8[-1 size, +7 BAB, +7 Str] (2d6+7)

Special Actions Trip

Combat Gear Military Saddle

Abilities Str 25, Dex 13, Con 20, Int 06, Wis 14, Cha 10 

SQ Darkvision 60 ft.
Feats Alertness, Track, Improved Natural Attack (Bite)

Skills total ranks: class 13 Hide +4, [+2 ranks, +2 ability, -0 armor] Listen +6, [+3 ranks, +2 ability, +1 racial] Move Silently +6,[+3 ranks, +2 ability, -0 armor, +1 racial] Spot +6, [+2 ranks, +2 ability, +2 racial] Survival +3*,[+1 ranks, +2 ability, -0 armor] Speak Language (Goblin)

Trip (Ex): A worg that hits with a bite attack can attempt to trip the opponent (+11 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the worg.

Skills Worgs have a +4 racial bonus to Survival checks when tracking. Worgs have a +1 racial bonus to Listen, Move Silently, and Spot checks, a +2 racial bonus to Spot checks.

Description This worg has gray and black fur, grows to 10 feet long and stands 5 feet tall at the shoulder. It weighs 900 pounds. More intelligent than their smaller cousins, worgs speak their own language. Some can also speak Common and Goblin.


DM Aid: Map #R2L-2A – Save the Followers!
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DM Aid: Map #R2L-2B – Those aren’t Yours!
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DM Aid: Map #R2L-2C – Hold the Wall!
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 Player Handout #R2L-2 – : Orders

Greetings,
Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy enemy fortifications and neutralize their sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!

Gods save the Prince!

Glory to Ulek!
R2L-3:  Camp 3

by Benjamin McFarland.

Adventure Summary

Encounter R2L-3A: On an encampment patrol, the characters realize the messengers’ mounts are under attack in the corral. They must defend them, or orders will be delayed!

Encounter R2L-3B: After defeating the monsters, the characters realize that the supply depot is being attacked! They must rush to kill the raiders.

Encounter R2L-3C: With the supplies safe, there is a cry from a picket—the Pomarjians are trying to breach the camp! The characters must rush to stop the humanoids!

Encounter R2L-3A: Save the Mounts!

It wasn’t your group’s first choice to guard the encampment on the second day of attack, but here you are, conducting a patrol. The morning has been quiet, so far—the columns marching out to the front not long ago. Today is supposed to be a breaking point in the siege, though you’re certain you heard something about deadly trebuchet fire. 


The pickets have been reporting attacks, though, ever since daybreak. It would seem that the Pomarjians have mounted some kind of counter attack. Then just up ahead, at the messengers’ station, there comes a lone shout followed by a cacophony of animal screams! Without those mounts, orders will be delayed, the battle’s course changed; you’ve got to save them!


A short run brings you to the corral. The farrier lies dead in front of his tent, obviously mauled to death and beyond hope, his hammer knocked haphazardly aside.  There, in the corral, is some great beast trying to savage the horses! 

(APL6 Only)


Gliding over the corral, a second beast swoops in, flapping its wings and lashing out at horses with its stinger.


Refer to DM’s Aid #R2L-3A for monster positions and party’s starting location.


The corral is closed with a heavy rope knot. If it were opened, a Handle Animal check for each horse might be possible to urge a horse to flee. A character needs a Use Rope check DC 15 to open the gate. Alternatively, it could be cut:

Corral rope knot: 4 in. thick; hardness 0; hp 8; Break DC 25; (Increased break DC due to manner in which knot is tied.)


Creatures: This monster is a trained attack beast from the Pomarjian camp sent to decimate the allies’ mounts.

APL 2 (EL 4)

Griffon: hp 69; see Monster Manual, page 139.

Light Horses (6): hp 23; military saddle; see Monster Manual, page 273.

APL 4 (EL 6)

Wyvern: hp 74; see Monster Manual, page 259.

Light Horses (6): hp 23; military saddle; see Monster Manual, page 273.

APL 6 (EL 8)

Wyvern (2): hp 74; see Monster Manual, page 259.

Light Horses (6): hp 23; military saddle; see Monster Manual, page 273.


Tactics: At APLs 2 and 4 the monster continues to attack horses until a character hits him for 20 hp of damage in an attack or there are no more horses to attack. At APL6, the wyvern in the corral ignores the party until this condition is met, but the hovering wyvern immediately engages the party.


The horses aren’t trained for war and scream and press uselessly against the wall of the corral.


APL 2: The griffon focuses its attacks on a single opponent at a time. It leaps up in the air and pounces on a horse, then leaps to a different target. 


APL 4: The wyvern attempts to hit a different target every round with its stinger. Otherwise, it focuses its attack on the same target.


APL 6: The wyverns attempt to hit a different target every round with their stingers. Once the party makes their presence known, the wyvern flying charges a character on the ground and attacks the party, while the wyvern in the corral continues to attack horses until engaged by the party.

Treasure: None.


Development: Be certain to track the number of horses killed by the monsters. It may become important when the Command Group comes looking for mounts.

Encounter R2L-3B: Don’t Light my Fire!

This encounter occurs 1d10 minutes after the last encounter. This may or may not allow some of the characters’ spells to remain functional.


Then, breaking the unpleasant reverie, another cry breaks the air, and another! The whole camp seems to be coming under attack! A clerk runs up to you, a light gash on his forehead making his face bloody.


“The depot! The supplies! They’re…they’re just burning them! Quick, you’ve got to stop them!” He points over his shoulder, back at a nearby portion of the camp dedicated to food and medical supplies. Without those rations and healer’s kits, it’s going to be tough to maintain this siege! With a deep breath you make for the stockpile, the day’s a long way from over…


The depot is 120 feet away, through tents, wagons, the clutter of camp. Refer to DM Aid #R2L-3B, Don’t Light My Fire! for the positions of monsters and characters. The monsters halt their arson to kill characters. 

Crates: 1 in. thick; hardness 5; hp 10; Break DC 18; Ignore hardness for fire damage.

A create water spell at caster level 2 or greater puts out each fire. Two full waterskins on each fire also work.


Creatures: These creatures have been sent on the command of the ranking cleric of the Temple of the Earth Dragon in the Redoubt to wreak as much havoc as possible in the encampment, destroying as much as they can. They break off their attack when the PCs arrive, allowing for a standard initiative.

APL 2 (EL 4)

Thoqqua (2): hp 21; see Monster Manual, page 242.

APL 4 (EL 6)

Fire Mephits (3): hp 18; see Monster Manual, page 182.

APL 6 (EL 8)

Fire Salamanders (2): hp 68; see Monster Manual, page 219.


Tactics:  The tactics for these creatures vary by APL.


APL 2: The thoqqua focus their attacks on a single opponent at a time.


APL 4: The mephits are standing in the blaze of the burning crates. They have fast healing as long as these fires remain. They cast their heat metal on metal armored foes as they close, then save scorching ray for those who would try to attack at range. They attempt to catch as many targets as possible in their breath weapons.


APL 6: The salamanders spend the first round shifting to a position that has the crates protect their flanks and keeps opponents from flanking them. They continue to light crates on fire around them and when none remain, they move on to the wagons and tent.

Treasure: None. If pressed, the salamanders’ spears are too hot to handle without protective magics and are mundane, iron weapons.


Development: The characters must prevent at least half the supplies from burning to achieve complete success in this encounter.






Encounter R2L-3C: Defend the Picket!

This encounter occurs 1d10 minutes after the last encounter. This may or may not allow some of the characters’ spells to remain functional.


“Alarm! Alarm!” The cry calls out across the field and catches your attention. Just a hundred or so yards away is the closest picket, and you’re almost certain it came from there. It looks like the Pomarjians are making another raid at the encampment! Those guards will need help!


If the characters are willing to assist, continue:


Your short run brings you the base of a hill. The guards appear to have been overrun by several humanoids that pick over their bleeding bodies; one carries a wicked looking knife and a belt of scalps. They stop looting at your approach and shout challenges! It looks like you’re in for a fight!


Use DM’s Aid #R2L-3C for monster positions and character starting locations. Bleeding soldiers are located in the same squares as the monsters begin.

If the party takes their time getting to the picket or tries to sneak up—anything that entails getting there at less than full movement, the guards have bled out, and the characters cannot rescue them.

If the party decides someone else will handle the attack, then proceed with this encounter on the DM’s Aid #R2L-3C. The guards are dead, and the bag of silver lost.

Creatures: These monsters have been sent to make hit and run attacks, and their luck at this picket seemed just too good. They pressed the attack, killing the guards, but not before the alarm was raised. 

APL 2 (EL 4)

Gnoll Warrior: hp 17; replace Power Attack with Toughness; see Monster Manual, page 130

Ogre: hp 32; see Monster Manual, page 199.

APL 4 (EL 6)

Ogre Raiders (3): hp 32; see Monster Manual, page 199.

APL 6 (EL 8)

Garag Kneesplitter, Male Ogre Half-Dragon Rogue1: hp 53; see Appendix 1.

Loghir Fleshripper, Male Ogre Half-Dragon Barbarian1: hp 54; see Appendix 1.


Tactics: These monsters just attack with wild abandon, ignoring the soldiers bleeding out on the hill. They select a first target at random, attacking the character until unconscious and then selecting the next character that has inflicted the most damage. If no target qualifies, the next target is selected at random from those closest.


Treasure: These monsters have their arms and armaments and a sizable pouch of gold each—they’ve done a lot of looting on the field, and each carry a pouch of 60 gp. An ogre carries a bag full of silver flatware and utensils. It is marked with a prominent merchant’s family crest. If returned to a relative in the siege camp, they can be guaranteed full treasure for this round. 

APL 2: L: 8 gp, C: 10 gp, M: None
APL 4: L: 13 gp, C: 30 gp, M: None.
APL 6: L: 143 gp, C: 80 gp, M: Necklace of Fireballs Type II, Cloak of Elvenkind, Potion of Prot. From Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath.

Development: The commander of these troops will put the characters in for commendation if they rescue the dying soldiers and hold the picket.

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 R2L-3A

Defeat the monsters.


APL 2: 60 xp.

APL 4: 90 xp.

APL 6: 120 xp.

Story Award

Rescue at least 3 messenger mounts.


APL 2: 10 xp.

APL 4: 15 xp.

APL 6: 20 xp.

Encounter R2L-3B

Defeat the monsters.


APL 2: 60 xp.

APL 4: 90 xp.

APL 6: 120 xp.

Story Award

Prevent the supplies from being burnt.


APL 2: 10 xp.

APL 4: 15 xp.

APL 6: 20 xp.

Encounter R2L-3C

Defeat the monsters.


APL 2: 60 xp.

APL 4: 90 xp.

APL 6: 120 xp.

Story Award

Recover the fallen soldiers.


APL 2: 10 xp.

APL 4: 15 xp.

APL 6: 20 xp.

Discretionary Roleplaying Award


APL 2: 15 xp.

APL 4: 22 xp.

APL 6: 25 xp.

Total possible experience


APL 2: 225 xp.

APL 4: 337 xp.

APL 6: 450 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2L-3C:

APL 2: L: 8 gp, C: 3 gp, M: None
APL 4: L: 13 gp, C: 5 gp, M: None.

APL 6: L: 143 gp, C: 80 gp, M: Necklace of Fireballs Type II, Cloak of Elvenkind, Potion of Protection from Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath.
Items for the Adventure Record

Special

Outstanding Bravery: 

This character faced difficult odds and allowed many troops to retreat to the siege encampment in the face of numerous foes. Those who survived will never forget their your valor and dedication. This character gains a +2 bonus to leadership reputation for outstanding bravery. The character gains metaregional access to the one each of the following items: Badge of Valor (MIC 208) and the Medal of Steadfast Honor (MIC 196). (cross off each item after one is purchased.). The character receives free Rich Lifestyle for one calendar year when in the Sheldomar Valley.

Item Access

See AR.

Appendix R2L-3A – APL 6

Encounter R2L-3A




Garag Scalptaker
CR 6

Male Ogre Red Half-Dragon Rogue 1

CE Large Dragon (Giant)

Init +2; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 23, touch 11, flat-footed 21


(-1 size, +2 Dex, +3 armor, +9 natural)

Miss Chance 

hp 53 (4d10+20+1d6+5 HD); 

Immune: Fire, Sleep, Paralysis;
Fort +9, Ref +5, Will +2

Race F+4, R+1, W+1; Class F+0, R+2, W+0; Abilities Con +5, Dex +2, Wis +1; other bonuses
Speed 30 ft. in Studded Leather Armor (06 squares), base movement 40 ft, Fly 80 ft (Average Maneuverability);

Melee Greatclub +13[-1 size, +3 BAB, +10 Str, +1 feat] (2d8+15)


    Bite +12 [-1 size, +3 BAB, +10 Str] (1d8+10)

    Claw +12 [-1 size, +3 BAB, +10 Str] (1d6+10)
Ranged Javelin +4[-1 size, +3 BAB, +2 Dex] (1d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +17

Atk Options: Full attack, armed: Greatclub +15 (2d8+15) and Bite +9  (1d8+5)

Or Full Attack, unarmed: Bite +12 (1d8+10) and 2 claws +7 (1d6+5)

Or Full Attack, Ranged: Javelin +4 (1d8+10)

Or Breath Weapon 6d8 (Ref DC 17) 

Special Actions Breath Weapon 6d8 (Ref DC 17), Sneak Attack +1d6

Combat Gear Greatclub, MW Studded Leather, Necklace of Fireballs Type II, Cloak of Elvenkind

Abilities Str 31, Dex 14, Con 20, Int 8, Wis 12, Cha 6

SQ Darkvision 60 ft.
Feats Toughness, Weapon Focus (Greatclub) 

Skills total ranks: class 42 Climb +17[+7 ranks, +10 ability], Hide +11 [-4 size, +6 ranksCC+5 ranks, +2 ability +5 item] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +11[+0 size, +2 ranksCC, +10 ability]
Possessions combat gear plus 40 gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Description This is the ogre in position 1. This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back.  He has spiky black hair sticking out in clumps all over his head. The ogre wields a greatclub.
Loghir Scalptaker
CR 6

Male Ogre Red Half-Dragon Barbarian 1

CE Large Dragon (Giant)

Init +1; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 54 (4d10+16+1d12+4 HD); 

Immune: Fire, Sleep, Paralysis;
Fort +10, Ref +2, Will +2

Race F+4, R+1, W+1; Class F+2, R+0, W+0; Abilities Con +4, Dex +1, Wis +1; other bonuses
Speed 40 ft. in Hide Armor (06 squares), base movement 50 ft, Fly 100 ft (Avg Maneuverability);

Melee Greatclub +16[-1 size, +4 BAB, +12 Str, +1 feat] (2d8+18)


    Bite +15 [-1 size, +4 BAB, +12 Str] (1d8+12)

    Claw +15 [-1 size, +4 BAB, +12 Str] (1d6+12)
Ranged Javelin +4[-1 size, +4 BAB, +1 Dex] (1d8+12)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +20

Atk Options: Full attack, armed: Greatclub +16 (2d8+18) and Bite +10  (1d8+6)

Or Full Attack, unarmed: Bite +15 (1d8+12) and 2 claws +10 (1d6+6)

Or Full Attack, Ranged: Javelin +4 (1d8+12)

Or Breath Weapon 6d8 (Ref DC 17)
Special Actions: Breath Weapon 6d8 (Ref DC 17)

Combat Gear: Greatclub, Hide armor, Potion of Prot. From Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath

Abilities Str 34, Dex 13, Con 19, Int 8, Wis 12, Cha 6 
SQ:  Fast Movement, Rage, 1/Day
Feats Power Attack, Weapon Focus (Greatclub)

Skills total ranks: class 38 Climb +15[+7 ranks, +11 ability, -3 armor], Hide +1 [-4 size, +7 ranksCC/C, +1 ability] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +9 [+0 size, +2 ranksCC, +11 ability, -3 armor]
Possessions combat gear plus 40gp

Fast Movement (Ex):  A Barbarian’s base land speed is 10’ faster than the norm for his race. This benefit applies only when he is wearing no, light or medium armor.

Rage (Ex): A barbarian can fly into a screaming, blood frenzy a number of times per day. He gains +4 bonus to Strength and Constitution, a +2 morale bonus to Will Saves, and a –2 penalty to AC. A fit of rage lasts for a number of rounds equal to 3 plus the (augmented) Constitution modifier. At the end of the rage, the barbarian loses the modifiers and becomes fatigued. (-2 to Strength, Dexterity, cannot charge or run.) At this level, he can do so once a day (1/day).

When it rages, the giant has the following changed statistics:


AC 20, touch 8, flat-footed 19


hp 62 (4d10+24 plus 1d12+6)
Fort +13, Will +4


Melee: Atk Greatclub +18[-1 size, +4 BAB, +14 Str, +1 feat] (2d8+21)


Grp +22


Abilities Str 38, Con 23 

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Description This is the ogre in position 3. This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of red hair. The ogre wields a greatclub.
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DM Aid: Map #R2L-3B – Don’t Start my FIRE!
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DM Aid: Map #R2L-3C – Defend the Picket!
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 Player Handout #R2L-3 – : Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy enemy fortifications and neutralize their sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!

Gods save the Prince!

Glory to Ulek!

R2H1: Fallback Trench

No background needed. Welcome to the battle.

Adventure Summary

For this round, the adventurers are helping to cover the retreat of the troops across the battlefield as they regroup and recover. They are staying in a general area laid out in the first encounter. Should the characters leave the area, the troops will be caught and killed, and their objective will fail. 

Encounter R2H1A: You will Believe!

As this encounter begins, the characters have been dispatched to assist in covering the regrouping of the Principality’s troops for another attack later in the day. The survival of as many soldiers as possible is the overall objective. At least half the thirty soldiers of each retreating platoon must survive. When combat begins, assign a group of soldiers to each player. They are responsible for the movement of the men across the battlefield—but remind them that there should be no metagaming! Unless someone’s close and have been appropriately identified, the troops are just going to ignore the characters as long as they don’t attack them. The troops won’t try to fight these foes; they know they’re outclassed, they’re going try getting out of there as fast as possible. If a monster attacks a soldier, go ahead and roll to hit. If you don’t roll a one for that attack, consider that soldier at –1 hit points, unconcious and dying. The monster then moves on to another soldier unless preoccupied by characters. Statistics for the warriors are in Appendix R2H1C.


Conditions: Craters are considered rough terrain for purposes of moment.


The ramps going down into the trenches are not only spiked with spears, they’re mined, with three mines per five foot square. Moving through the square sets off a mine. A rogue, moving slowly through the square, could find and disable the mines.

All APLs (EL 4)

Alchemical Mines (96): Search DC 15; alchemical; touch trigger; see Appendix R2H1C.

The spears are set for a charge coming down into the trenches. Anyone bull rushed or otherwise knocked into the spear occupied squares suffers 1d4 attacks at +5 to hit for 1d6 plus half the strength modifier of the aggressor.


You arrive at the withdrawal site, a set of parallel trenches that stretch two hundred yards in either direction. Ten feet deep and twenty feet wide, the trenches are practically each a submerged road. There’s perhaps thirty feet between the pair. At this particular point the trenches both break, allowing an “S” shaped path originally intended to permit catapults and wagons to advance across the battlefield. All four of the ramps into the trenches are filled with sharpened spears pointed outward, a number have ribbons with small bells hanging from them.


You don’t have long to wait for the first retreating platoon to arrive. You’ve barely gotten there and had time to survey the field when a shout comes to you from across the trenches! There, hustling up the hill and stretched backwards in a fighting retreat, is a light infantry element. They pause to hurl a volley of javelins at a trio of bugbears bearing down on them, and with a cheer, the enemy falls. Optimistic, they call out to you and seem to be moving as quick as fatigue will allow. Distant shouts echo across the field, the smell of smoke and blood lingers in the air, and no one’s face seems clear of soot or dirt. The day has just begun, and it’s a long way from over…


At this point, ask the players to set their miniatures where they’ve arrived behind the second trench and then have everyone roll for initiative.


Trap: The ramps leading up from each trench are mined and spiked with spears. See the conditions section for details.


Creatures: These ogres have been sent out to strike at troops trying to regroup from the recent offensive. They’ve only had a few encounters and managed to remain unwounded. They relish this task, as the human troops have been mostly no match for the ogres’ spears and javelins. They each have a bag of fresh trophies—ears taken after each slaughter. See Appendices R2H1A and R2H1B for their descriptions.

APL 8 (EL 10)

Haakon Elfslayer, Ogre Cleric 6: hp 90; see Appendix R2H1A.

Elfslayer Disciples, Ogre Cleric 2 (2): hp 56 each; see Appendix R2H1A.

APL 10 (EL 12)

Elfslayer Priests, Ogre Cleric 6 (3): hp 90 each; see Appendix R2H1B.


Tactics:  As each combat round begins, another set of 5-6 Principality troops emerge from position #1 on the map until 30 have entered. Have the player in charge of this group move them appropriately, and then begin the round. In subsequent rounds, the group of soldiers move on the players’ initiative. 


The ogres come up the top trench, from off the right side of the map (Position A) on their initiative count. This group uses their obscuring mist to confuse the battlefield and move as a unit to attack groups of soldiers. Should the PCs attack, they shift their focus on them and perhaps send a summoned creature to attack and disrupt the soldiers’ numbers. They realize the party must become their focus and concentrate attacks on characters they seem best able to affect. They do nto shy away from using the potions of invisibility to get into proper position against a spell caster. Throwing Bestow Curse on fighter types, power attacking lighter armored opponents, perhaps keeping one of their number back from direct melee to lob javelins at a spell caster are all valid options. A sound burst will stop a group of soldiers from moving for a round. Death Knells should probably just be used on fallen troops, but if a character presents the opportunity, an ogre should use it. Don’t forget the Diehard feat allows them to fight to –10 hit points.


Treasure:

APL 8: L: 18 gp, C: 50 gp, M: +2 hide armor, Gauntlets of Ogre Power, 3 Amulets of Health +2, 2 potions of Invisibility (1,717 gp).

APL 10: L: 18 gp, C: 60 gp, M: 3 suits +2 hide armor, 3 sets of Gauntlets of Ogre Power, 3 Amulets of Health +2 (3,000 gp).


Development: The characters must make sure that at least half of each group of 30 soldiers makes it back across the field from the trenches to regroup. Extra members from one unit’s previous crossing can count towards losses the next crossing. For example, if 22 soldiers survive this crossing, then only seven would need to survive the next encounter.

Encounter R2H1B: Cold Shoulder

This encounter begins 1d10 minutes after the last one. Roll for it secretly as the last enemy is dispatched. Let the players sweat it out as they try to decide what they should do, what resources to spend, actions to take, etc. Keep an eye on time and when it hits, call out for initiatives. You want to keep the players off guard.


Conditions: See Encounter R2H1A for a list of conditions. Remember to adjust for tactics taken by the characters.


Taking a few moments to catch your breath, to heal wounds and survey the battlefield, you gaze over the fallen bodies of the attacking ogres and Principality soldiers. Today looks like it’s going to be a trial of your abilities.


Then, another cry catches your attention. Coming straight up the slope is another light infantry element. They call out to you, mixed shouts of “Help!” “Hey there!” and “Lookout!” A couple of them have wounded fellows carried over their shoulders to distribute the weight. The whole group looks harried.


A few point up in to the sky, at nowhere in particular. Their faces are panicked as they shout, “They’re out there, man! They’re coming!”


This group has been harrassed by Ogre Magi for a while, and the giants are playing with the troops. They could obliterate the whole unit with their cones of cold, but have chosen to slowly whittle away their numbers, using their at will abilities to slow them down and confuse their ranks, occasionally appearing to cut down the last members. Now they’ll do the same to the party. Have everyone roll for initiative.


Trap: The ramps leading up from each trench are mined and spiked with spears. See the Conditions section for details.


Creatures: The ogre magi are stereotypical for their kind: cunning, cruel, and rapacious. They carry greatswords and have been viciously cutting down soldiers all day like assassins. 

APL 8 (EL 10)

Ogre Mage (2): hp 50 each; see Monster Manual, page 200.

APL 10 (EL 12)

Ogre Mage (4): hp 50 each; see Monster Manual, page 200.


Tactics: As each combat round begins, another set of 5-6 Principality troops emerge from position #2 on the map until 30 have entered. Have the player in charge of this group move them appropriately, and then begin the round. In subsequent rounds, the group of soldiers move on the players’ initiative. 


The ogre magi are flying over the battlefield and can enter the combat from any position along the north edge of the map at an altitude of 10 to 25 feet (position B). These opponents realize what a threat the characters are and concentrate their offensive them, as opposed to the soldiers. They focus on single combatants, moving into flanking or surrounding positions, waiting to get a full action and appearing to obliterate that foe with greatsword attacks before disappearing and repeating the process. If anyone hits them for serious damage, they both use their cone of cold on that opponent the next opportunity. The Ogre Magi are brittle and know that; they try to keep isolated from heavy fighters, using the terrain as best they can. If defeat seems imminent, the ogre magi use their cone to strike a player and a group of soldiers, if possible. Soldiers caught by a cone of cold are dead; no saving throw is needed.


Treasure: 

APL 8: L: 100 gp, C: 50 gp, M: none (0 gp).

APL 10: L: 200 gp, C: 100 gp, M: none.


Development: The characters must make sure that at least half of each group of 30 soldiers makes it back across the field from the trenches to regroup. Extra members from one unit’s previous crossing can count towards losses the next crossing. For example, if 22 soldiers survive this crossing, then only 7 would need to survive the next encounter.


Encounter R2H1C: Get out of the Kitchen. 

This encounter begins 1d6 minutes after the last one. Roll for it secretly as the last enemy is dispatched. Let the players sweat it out as they try to decide what they should do, what resources to spend, actions to take, etc. Keep an eye on time and when it hits, call out for initiatives. You want to keep the players off guard.


Conditions: See Encounter R2H1A for a list of conditions. Remember to adjust for tactics taken by the characters.


A collective sigh of relief is released as the last ogre mage is slain. The trenches are littered with broken weapons, talus from catapult shot and random items dropped in the heat of battle or retreat. The cries of the wounded, the call of the occasional raven that has come early to dine, the smell of burning hair and meat; all of it fills the air and hammers the senses.


Once again, you have a moment to pause, survey the field; try to catch your breath in these short interludes before a crack of thunderous catapult shot or the clash of steel.


You don’t have long to wait before another shout draws your attention. A squad of infantry, breathing heavy in chain shirts and hauling heavy shields is trotting towards your crossing point. They’ve got swords drawn and a wary look in their eyes. They pause to observe the trench crossing. Satisfied, they begin moving towards you with a sense of caution.


This group is uncertain of the party after running into a group of slavers masquerading as Principality mercenaries. They’ll do everything to get across the space as quick as they can. At this point, everyone should roll for initiative.


Trap: The ramps leading up from each trench are mined and spiked with spears. See the conditions section for details.


Creatures: See Appendices R2H1A and R2H1B for full descriptions of these monsters. Each one has its own traits that should help in identifying them on the battlefield.

APL 8 (EL 10)

Ogre Red Half-Dragon Rogue 1: hp 53; see Appendix R2H1A.

Ogre Red Half-Dragon Barbarian 1 (2): hp 54 each; see Appendix R2H1A.

Ogre Red Half-Dragon Sorcerer 1: hp 50; see Appendix R2H1A.

APL 10 (EL 12)

Ogre Red Half-Dragon Rogue 1 (2): hp 53; see Appendix R2H1B.

Ogre Red Half-Dragon Barbarian 1 (3): hp 54 each; see Appendix R2H1B.

Ogre Red Half-Dragon Sorcerer 1 (2):  hp 50; see Appendix R2H1B.


Tactics:  As each combat round begins, another set of 5-6 Principality troops will emerge from position #3 on the map until 30 have entered. Have the player in charge of this group move them appropriately, and then begin the round. In subsequent rounds, the group of soldiers move on the players’ initiative.


The half-dragon ogres come up the bottom trench, from off the left side of the map (position C) on their initiative number. They are going for complete carnage. They begin with haste spells to speed their group, potion consumption, and missle weapons. They try to use their breath weapon on clusters of troops or characters, they attempt to flank and gain battlefield control. They use their necklace missles on groups attempting to flee. They use their flying movement to easily drop in and out of the trenches or cross them. This battle should be the most difficult for the characters with the greatest losses. Don’t hold back, and show them a real brawl—power attack spell casters, keep the rogues flanking heavier fighters, try to control the choke points at the center of the map or even consider bullrushing opponents into the trenches or the spear sections. They may not know about the mines, but the ogres are vicious and nearly invulnerable against standard troops, which gives them a crazed level of overconfidence.


Treasure: 

APL 8: L: 20 gp, C: 160 gp, M: Necklace of Fireballs Type II, Cloak of Elvenkind, 2 Potions of Prot. From Good, 2 Potion of Cure Moderate Wounds, 4 Gauntlets of Ogre Power, 2 Elixirs of Fire Breath, Necklace of Fireballs Type I, Wand of Magic Missle, Cloak of Elvenkind, Scroll of Haste (1867 gp).

APL 10: L: 35 gp, C: 280 gp, M: 2 Necklaces of Fireballs Type II, 2 Cloaks of Elvenkind, 3 Potions of Prot. From Good, 3 Potion of Cure Moderate Wounds, 6 Gauntlets of Ogre Power, 3 Elixirs of Fire Breath, 2 Necklaces of Fireballs Type I, 2 Wands of Magic Missle, Cloak of Elvenkind, Scroll of Haste (3267 gp).


Development: The characters must make sure that at least half of each group of 30 soldiers makes it back across the field from the trenches to regroup. Extra members from one unit’s previous crossing can count towards losses the next crossing. For example, if 22 soldiers survive this crossing, then only 7 would need to survive the previous encounter.

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 R2H1A

Defeat the Monsters.

APL 8: 150 xp.
APL 10: 180 xp.

Story Award

At least 15 soldiers survived.

APL 8: 33 xp.
APL 10: 39 xp.

Encounter R2H1B

Defeat the Monsters.

APL 8: 150 xp.
APL 10: 180 xp.

Story Award

At least 30 soldiers survived.

APL 8: 33 xp.
APL 10: 39 xp.

Encounter R2H1C

Defeat the Monsters.

APL 8: 150 xp.
APL 10: 180 xp.

Story Award

At least 45 soldiers survived.

APL 8: 33 xp.
APL 10: 39 xp.

Discretionary Roleplaying Award

APL 8: 18 xp.
APL 10: 18 xp.

Total possible experience

APL 8: 567 xp.
APL 10: 675 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2H1A:

APL 8: L: 18 gp, C: 50 gp, M: +2 hide armor, Gauntlets of Ogre Power, 3 Amulets of Health +2, 2 potions of Invisibility (1717 gp).

APL 10: L: 18 gp, C: 60 gp, M: 3 suits +2 hide armor, 3 sets of Gauntlets of Ogre Power, 3 Amulets of Health +2 (3000 gp).

Encounter R2H1B:

APL 8: L: 100 gp, C: 50 gp, M: none (0 gp).

APL 8: L: 200 gp, C: 100 gp, M: none (0 gp).

Encounter R2H1C:

APL 8: L: 20 gp, C: 160 gp, M: Necklace of Fireballs Type II, Cloak of Elvenkind, 2 Potions of Prot. From Good, 2 Potion of Cure Moderate Wounds, 4 Gauntlets of Ogre Power, 2 Elixirs of Fire Breath, Necklace of Fireballs Type I, Wand of Magic Missle, Cloak of Elvenkind, Scroll of Haste (1867 gp).

APL 10: L: 35 gp, C: 280 gp, M: 2 Necklaces of Fireballs Type II, 2 Cloaks of Elvenkind, 3 Potions of Prot. From Good, 3 Potion of Cure Moderate Wounds, 6 Gauntlets of Ogre Power, 3 Elixirs of Fire Breath, 2 Necklaces of Fireballs Type I, 2 Wands of Magic Missle, Cloak of Elvenkind, Scroll of Haste (3267 gp).

Items for the Adventure Record

Special

Outstanding Bravery: 

You faced difficult odds and allowed many troops to retreat to the siege encampment in the face of numerous foes.  Those who survived will never forget your valor and dedication. You gain a +1 circumstance bonus to leadership reputation for outstanding bravery.  You gains metaregional access to the one each of the following items: Badge of Valor (MIC) and the Medal of Steadfast Honor (MIC).  (cross off each item after one is purchased.).  The character receives free Rich Lifestyle when in the Sheldomar Valley for one calendar year.

Item Access

None

Appendix R2H1A- APL8

Encounter R2H1A




Hakkon Elfslayer:
CR 9
Male Ogre Cleric 6 of Gruumsh 
CE Large Giant
Init +1; Senses 60 foot Darkvision Vision; Listen +5, Spot +5
Languages Common, Giant
AC 22 (+1 Dex, +2 shield, +5 natural, +5 armor, -1 size) touch 10, flat-footed 20
hp 90  (4d8+16 plus 6d8+24)
Fort +10; Ref +3, Will +7
Speed 40 ft. (8 squares)
Melee Atk +13 melee Spear (2d6+10) or Full +13/+8 melee Spear (2d6+10)
Ranged Atk +7 ranged Javelin (1d8+8, 30 ft.) or Full +7/+2 ranged Javelin (1d8+8, 30 ft.) 
Space 10ft.; Reach 10ft.
Base Atk +7; Grp +17
Atk Options: Power Attack for 5 +8/+3 (2d6+22)
Special Actions: Strength Domain (+5 Str for one turn)
Combat Gear: +2 hide armor, Gauntlets of Ogre Power, Amulet of Health +2, Buckler 2 Holy Symbols
Abilities Str24, Dex 12, Con 18, Int 6, Wis 15, Cha 4 
SQ: Strength Domain Ability, Resistance to Fire/10
Feats Endurance, Diehard, Weapon Focus(Spear), Power Attack
Skills Listen +5, Spot +5, Climb +7, Concentration +6, Knowledge (Religion) +2
Possessions: Combat Gear, traveling equipment, 20gp.
Cleric Spells Prepared (CL 6th):

3rd—Bestow Curse, Dispel Magic, Magic Vestment( D

2nd—Resist Energy(Fire)(, Cure Moderate Wounds, Sound Burst, Hold Person, Spiritual Weapon D

1st—Bane, Protection from Good, Cure Light Wounds, Obscuring Mist, Magic Weapon D

0—Detect Magic, Guidance, Read Magic, Resistance, Mending
D: Domain spell. Deity: Gruumsh. Domains: Strength, War 

(Already cast
Description: This giant wears dark colored hide armor made from the pelts of reptiles and bears, and has a medallion about his neck of a stylized eye. He has painted his body in a series of patterns with blue woad. The ogre wields wicked looking spear and carries a large quiver of javelins on his back.
Elfslayer Disciple:
CR 5
Male Ogre Cleric 2 of Gruumsh 
CE Large Giant
Init +1; Senses 60 foot Darkvision Vision; Listen +4, Spot +4
Languages Common, Giant
AC 18 (+1 Dex, +5 natural, +3 armor, -1 size) touch 10, flat-footed 20
hp 54  (4d8+16 plus 2d8+8)
Fort +7; Ref +1, Will +4
Speed 40 ft. (8 squares)
Melee Atk +11 melee Spear (2d6+10)
Ranged Atk +4 ranged Javelin (1d8+7, 30 ft.) 

Space 10ft.; Reach 10ft.
Base Atk +4; Grp +15
Atk Options: Power Attack for 4 +7 (2d6+18)
Special Actions: Strength Domain (+2 Str for one turn)
Combat Gear: Amulet of Health +2, Potion of Invisibility, 2 Holy Symbols
Abilities Str25, Dex 12, Con 18, Int 6, Wis 13, Cha 4 
SQ: Strength Domain Ability
Feats Weapon Focus(Spear), Power Attack
Skills Listen +4, Spot +4, Climb +7, Concentration +5, Knowledge (Religion) -1
Possessions: Combat Gear, traveling equipment, 15gp.
Cleric Spells Prepared (CL 2th):

1st—Protection from Good, Cure Light Wounds, Obscuring Mist, Magic Weapon D

0—Detect Magic, Read Magic, Resistance, Mending
D: Domain spell. Deity: Gruumsh. Domains: Strength, War 

(Already cast
Description: This giant wears dark colored hide armor made from the pelts of reptiles and bears, and has a medallion about his neck of a stylized eye.  He has covered himself in a layer of soot to appear completely blackened, then painted a skull over his face. The ogre wields wicked looking spear and carries a large quiver of javelins on his back.

Encounter R2H1C




Jhakal Throatripper
CR 6

Male Ogre Red Half-Dragon Rogue 1

CE Large Dragon (Giant)

Init +2; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 23, touch 11, flat-footed 21


(-1 size, +2 Dex, +3 armor, +9 natural)

Miss Chance 

hp 53 (4d10+20+1d6+5 HD); 
Immune: Fire, Sleep, Paralysis;
Fort +9, Ref +5, Will +2

Speed 30 ft. in Studded Leather Armor (06 squares), base movement 40 ft, Fly 80 ft (Average Maneuverability);

Melee Greatclub +13[-1 size, +3 BAB, +10 Str, +1 feat] (2d8+15)


    Bite +12 [-1 size, +3 BAB, +10 Str] (1d8+10)

    Claw +12 [-1 size, +3 BAB, +10 Str] (1d6+10)
Ranged Javelin +4[-1 size, +3 BAB, +2 Dex] (1d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +17

Atk Options: Full attack, armed: Greatclub +15 (2d8+15) and Bite +9  (1d8+5)

Or Full Attack, unarmed: Bite +12 (1d8+10) and 2 claws +7 (1d6+5)

Or Full Attack, Ranged: Javelin +4 (1d8+10)

Or Breath Weapon 6d8 (Ref DC 17) 

Special Actions Breath Weapon 6d8 (Ref DC 17), Sneak Attack +1d6

Combat Gear Greatclub, MW Studded Leather, Necklace of Fireballs Type II, Cloak of Elvenkind

Abilities Str 31, Dex 14, Con 20, Int 8, Wis 12, Cha 6

SQ Darkvision 60 ft.
Feats Toughness, Weapon Focus (Greatclub) 

Skills total ranks: class 42 Climb +17[+7 ranks, +10 ability], Hide +11 [-4 size, +6 ranksCC+5 ranks, +2 ability +5 item] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +11[+0 size, +2 ranksCC, +10 ability]
Possessions combat gear plus 40 gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back.  He has spiky white hair sticking out in clumps all over his head. His chin and chest are stained a deep red. The ogre wields a greatclub.
Ghalir Eyeplucker
CR 6

Male Ogre Red Half-Dragon Barbarian 1

CE Large Dragon (Giant)

Init +1; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 54 (4d10+16+1d12+4 HD); DR –

Immune: Fire, Sleep, Paralysis;
Fort +10, Ref +2, Will +2

Speed 40 ft. in Hide Armor (06 squares), base movement 50 ft, Fly 100 ft (Avg Maneuverability);

Melee Greatclub +16[-1 size, +4 BAB, +12 Str, +1 feat] (2d8+18)


   Bite +15 [-1 size, +4 BAB, +12 Str] (1d8+12)

Claw +15 [-1 size, +4 BAB, +12 Str] (1d6+12)
Ranged Javelin +4[-1 size, +4 BAB, +1 Dex] (1d8+12)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +20

Atk Options: Full attack, armed: Greatclub +16 (2d8+18) and Bite +10  (1d8+6)

Or Full Attack, unarmed: Bite +15 (1d8+12) and 2 claws +10 (1d6+6)

Or Full Attack, Ranged: Javelin +4 (1d8+12)

Or Breath Weapon 6d8 (Ref DC 17)
Special Actions: Breath Weapon 6d8 (Ref DC 17)

Combat Gear: Greatclub, Hide armor, Potion of Prot. From Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath

Abilities Str 34, Dex 13, Con 19, Int 8, Wis 12, Cha 6 

SQ:  Fast Movement, Rage, 1/Day
Feats Power Attack, Weapon Focus (Greatclub)

Skills total ranks: class 38 Climb +15[+7 ranks, +11 ability, -3 armor], Hide +1 [-4 size, +7 ranksCC/C, +1 ability] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +9 [+0 size, +2 ranksCC, +11 ability, -3 armor]
Possessions combat gear plus 40 gp

Fast Movement (Ex):  A Barbarian’s base land speed is 10’ faster than the norm for his race. This benefit applies only when he is wearing no, light or medium armor.

Rage (Ex): A barbarian can fly into a screaming, blood frenzy a number of times per day. He gains +4 bonus to Strength and Constitution, a +2 morale bonus to Will Saves, and a –2 penalty to AC. A fit of rage lasts for a number of rounds equal to 3 plus the (augmented) Constitution modifier. At the end of the rage, the barbarian loses the modifiers and becomes fatigued. (-2 to Strength, Dexterity, cannot charge or run.) At this level, he can do so once a day (1/day).

When it rages, the giant has the following changed statistics:


AC 20, touch 8, flat-footed 19


hp 62 (4d10+24 plus 1d12+6)


Fort +13, Will +4


Melee: Atk Greatclub +18[-1 size, +4 BAB, +14 Str, +1 feat] (2d8+21)


Grp +22


Abilities Str 38, Con 23 

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Description This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of red hair. A net with four dwarf heads is tied to his belt. The ogre wields a greatclub.
Malghir Eyeplucker
CR 6

Male Ogre Red Half-Dragon Barbarian 1

CE Large Dragon (Giant)

Init +1; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 54 (4d10+16+1d12+4 HD); 
Immune: Fire, Sleep, Paralysis;
Fort +10, Ref +2, Will +2

Speed 40 ft. in Hide Armor (06 squares), base movement 50 ft, Fly 100 ft (Avg Maneuverability);

Melee Greatclub +16[-1 size, +4 BAB, +12 Str, +1 feat] (2d8+18)


    Bite +15 [-1 size, +4 BAB, +12 Str] (1d8+12)

    Claw +15 [-1 size, +4 BAB, +12 Str] (1d6+12)
Ranged Javelin +4[-1 size, +4 BAB, +1 Dex] (1d8+12)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +20

Atk Options: Full attack, armed: Greatclub +16 (2d8+18) and Bite +10  (1d8+6)

Or Full Attack, unarmed: Bite +15 (1d8+12) and 2 claws +10 (1d6+6)

Or Full Attack, Ranged: Javelin +4 (1d8+12)

Or Breath Weapon 6d8 (Ref DC 17)
Special Actions: Breath Weapon 6d8 (Ref DC 17)

Combat Gear: Greatclub, Hide armor, Potion of Prot. From Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath

Abilities Str 34, Dex 13, Con 19, Int 8, Wis 12, Cha 6 

SQ:  Fast Movement, Rage, 1/Day
Feats Power Attack, Weapon Focus (Greatclub)

Skills total ranks: class 38 Climb +15[+7 ranks, +11 ability, -3 armor], Hide +1 [-4 size, +7 ranksCC/C, +1 ability] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +9 [+0 size, +2 ranksCC, +11 ability, -3 armor]
Possessions combat gear plus 40 gp

Fast Movement (Ex):  A Barbarian’s base land speed is 10’ faster than the norm for his race. This benefit applies only when he is wearing no, light or medium armor.

Rage (Ex): A barbarian can fly into a screaming, blood frenzy a number of times per day. He gains +4 bonus to Strength and Constitution, a +2 morale bonus to Will Saves, and a –2 penalty to AC. A fit of rage lasts for a number of rounds equal to 3 plus the (augmented) Constitution modifier. At the end of the rage, the barbarian loses the modifiers and becomes fatigued. (-2 to Strength, Dexterity, cannot charge or run.) At this level, he can do so once a day (1/day).

When it rages, the giant has the following changed statistics:


AC 20, touch 8, flat-footed 19


hp 62 (4d10+24 plus 1d12+6)


Fort +13, Will +4


Melee: Atk Greatclub +18[-1 size, +4 BAB, +14 Str, +1 feat] (2d8+21)


Grp +22


Abilities Str 38, Con 23 

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Description This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of black hair. He wears a necklace of elf ears. The ogre wields a greatclub.
Sources Monster Manual
Rorig Skulltaker
CR 6

Male Ogre Red Half-Dragon Sorcerer 1

CE Large Dragon

Init -1; Senses Low Light Vision Darkvision 60 ft Listen +8, Spot +8

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 50 (4d10+19+1d4+4); 

Fort +8, Ref +2, Will +4

Speed 30 ft. in hide armor (6 squares), base movement 40 ft., Fly 100 ft (Avg Maneuverability);

Melee Greatclub +11[-1 size, +3 BAB, +8 Str, +1 feat] (2d8+12)


    Bite +11 [-1 size, +3 BAB, +8 Str] (1d8+8)

    Claw +11 [-1 size, +3 BAB, +8 Str] (1d6+8)
Ranged Javelin +3[-1 size, +3 BAB, +1 Dex] (1d8+8)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +15

Atk Options: Full attack, armed: Greatclub +11 (2d8+12) and Bite +9  (1d8+4)

Or Full Attack, unarmed: Bite +14 (1d8+8) and 2 claws +9 (1d6+4)

Or Full Attack, Ranged: Javelin +4 (1d8+8)

Or Breath Weapon 6d8 (Ref DC 16) 

Special Actions Breath Weapon

Combat Gear MW Studded Leather Armor, Greatclub, Necklace of Fireballs Type I, Wand of Magic Missle, Cloak of Elvenkind, Scroll of Haste

Sorcerer Spells Known (CL 1st):


1st (3/day)— Ray of Enfeeblement, Grease


0 (5/day)— Resistance, Acid Splash, Message, Mending, Prestidigitation

(Already cast

Abilities Str 26, Dex 12, Con 19, Int 8, Wis 12, Cha 13 

SQ Summon Familiar
Feats Toughness, Weapon Focus(Greatclub) 

Skills total ranks: class 36 Climb +15[+7 ranks, +8 ability], Hide +6 [-4 size, +8 ranksCC, +1 ability, +5 Item] Jump +11 [+0 size, +6 ranksCC, +8 ability] Listen +8[+0 size, +7 ranks, +1 ability], Spot +8[+0 size, +7 ranks, +1 ability], Swim +8

 [+0 size, +1 ranksCC, +8 ability]

Possessions combat gear plus 40 gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Summon Familiar (Sp):  Rorig has summoned a raven familiar:


Eyeplucker Raven


NE Tiny Magical Beast


Init +2; Senses Low Light Vision; Listen +5, Spot +7


Languages: Giant, Common


AC: 15 (+2 size, +2 dex, +1 natural)


Hp: 25 (5HD) 


Fort +8, Ref +2, Will +4


Speed: 10ft, Fly 40 ft (average)


Attack: Claws +6 melee (1d2-5)


Space: 2.5ft Reach: 0ft 


BAB: +3/Grp: -10 


Attack Options: Full Atk Claws +6 melee (1d2-5)


Abilities Str 1,Dex 15,Con 10,Int 6, Wis 14, Cha 6


SQ: Alertness, Improved Evasion, Share Spells, And Empathic Link

Feats Weapon Finesse


Skills: Listen +5, Spot +7

Description: This is a scraggly, but very large, black crow. Its beak is stained a dark red.

Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back. He has a thick black mo-hawk and a belt of elf, dwarf, and human skulls. The ogre wields a greatclub.
Appendix R2H1B – APL 10

Encounter R2H1A




Hakkon Elfslayer:
CR 9
Male Ogre Cleric 6 of Gruumsh 
CE Large Giant
Init +1; Senses 60 foot Darkvision Vision; Listen +5, Spot +5
Languages Common, Giant
AC 22 (+1 Dex, +2 shield, +5 natural, +5 armor, -1 size) touch 10, flat-footed 20
hp 90  (4d8+16 plus 6d8+24)
Fort +10; Ref +3, Will +7
Speed 40 ft. (8 squares)
Melee Atk +13 melee Spear (2d6+10) or Full +13/+8 melee Spear (2d6+10)
Ranged Atk +7 ranged Javelin (1d8+8, 30 ft.) or Full +7/+2 ranged Javelin (1d8+8, 30 ft.) 
Space 10ft.; Reach 10ft.
Base Atk +7; Grp +17
Atk Options: Power Attack for 5 +8/+3 (2d6+22)
Special Actions: Strength Domain (+5 Str for 1 turn)
Combat Gear: +2 hide armor, Gauntlets of Ogre Power, Amulet of Health +2, Buckler, 2 Holy Symbols, 8 javelins
Abilities Str24, Dex 12, Con 18, Int 6, Wis 15, Cha 4 
SQ: Strength Domain Ability, Resistance to Fire/10
Feats Endurance, Diehard, Weapon Focus (Spear), Power Attack
Skills Listen +5, Spot +5, Climb +7, Concentration +6, Knowledge (Religion) +2
Possessions: Combat Gear, traveling equipment.
Cleric Spells Prepared (CL 6th):

3rd—Bestow Curse, Dispel Magic, Magic Vestment( D

2nd—Resist Energy(Fire)(, Cure Moderate Wounds, Death Knell, Hold Person, Spiritual Weapon D

1st—Bane, Protection from Good, Cure Light Wounds, Obscuring Mist, Magic Weapon D

0—Detect Magic, Guidance, Read Magic, Resistance, Mending
D: Domain spell. Deity: Gruumsh. Domains: Strength, War 

(Already cast
Description: This giant wears dark colored hide armor made from the pelts of reptiles and bears, and has a medallion about his neck of a stylized eye. He has painted his body in a series of patterns with blue woad. The ogre wields wicked looking spear and carries a large quiver of javelins on his back.
Gammalk Elfslayer:
CR 9
Male Ogre Cleric 6 of Gruumsh 
CE Large Giant
Init +1; Senses 60 foot Darkvision Vision; Listen +5, Spot +5
Languages Common, Giant
AC 22 (+1 Dex, +2 shield, +5 natural, +5 armor, -1 size) touch 10, flat-footed 20
hp 90  (4d8+16 plus 6d8+24)
Fort +10; Ref +3, Will +7
Speed 40 ft. (8 squares)
Melee Atk +13 melee Spear (2d6+10) or Full +13/+8 melee Spear (2d6+10)
Ranged Atk +7 ranged Javelin (1d8+8, 30 ft.) or Full +7/+2 ranged Javelin (1d8+8, 30 ft.) 
Space 10ft.; Reach 10ft.
Base Atk +7; Grp +17
Atk Options: Power Attack for 5 +8/+3 (2d6+22)
Special Actions: Strength Domain (+5 Str for 1 turn)
Combat Gear: +2 hide armor, Gauntlets of Ogre Power, Amulet of Health +2, Buckler, 2 Holy Symbols, 8 javelins
Abilities Str24, Dex 12, Con 18, Int 6, Wis 15, Cha 4 
SQ: Strength Domain Ability, Resistance to Fire/10
Feats Endurance, Diehard, Weapon Focus(Spear), Power Attack
Skills Listen +5, Spot +5, Climb +7, Concentration +6, Knowledge (Religion) +2
Possessions: Combat Gear, traveling equipment.
Cleric Spells Prepared (CL 6th):

3rd— Summon Monster III, Invisibility Purge, Magic Vestment( D

2nd—Resist Energy(Fire)(, Cure Moderate Wounds, Death Knell, Sound Burst, Spiritual Weapon D

1st—Bane, Protection from Good, Cure Light Wounds, Obscuring Mist, Magic Weapon D

0—Detect Magic, Guidance, Read Magic, Resistance, Mending
D: Domain spell. Deity: Gruumsh. Domains: Strength, War 

(Already cast
Description: This giant wears dark colored hide armor made from the pelts of reptiles and bears, and has a medallion about his neck of a stylized eye. He has covered himself in a layer of soot to appear completely blackened, then painted a skull over his face. The ogre wields wicked looking spear and carries a large quiver of javelins on his back.

Zhaalig Elfslayer:
CR 9
Male Ogre Cleric 6 of Gruumsh 
CE Large Giant
Init +1; Senses 60 foot Darkvision Vision; Listen +5, Spot +5
Languages Common, Giant
AC 22 (+1 Dex, +2 shield, +5 natural, +5 armor, -1 size) touch 10, flat-footed 20
hp 90  (4d8+16 plus 6d8+24)
Fort +10; Ref +3, Will +7
Speed 40 ft. (8 squares)
Melee Atk +13 melee Spear (2d6+10) or Full +13/+8 melee Spear (2d6+10)
Ranged Atk +7 ranged Javelin (1d8+8, 30 ft.) or Full +7/+2 ranged Javelin (1d8+8, 30 ft.) 
Space 10ft.; Reach 10ft.
Base Atk +7; Grp +17
Atk Options: Power Attack for 5 +8/+3 (2d6+22)
Special Actions: Strength Domain (+5 Str for one turn)
Combat Gear: +2 hide armor, Gauntlets of Ogre Power, Amulet of Health +2, Buckler, 2 Holy Symbols, 8 javelins
Abilities Str24, Dex 12, Con 18, Int 6, Wis 15, Cha 4 
SQ: Strength Domain Ability, Resistance to Fire/10
Feats Endurance, Diehard, Weapon Focus(Spear), Power Attack
Skills Listen +5, Spot +5, Climb +7, Concentration +6, Knowledge (Religion) +2
Possessions: Combat Gear, traveling equipment.
Cleric Spells Prepared (CL 6th):

3rd—Bestow Curse, Searing Light, Magic Vestment( D

2nd—Resist Energy(Fire)(, Cure Moderate Wounds, Hold Person, Sound Burst, Spiritual Weapon D

1st—Bane, Protection from Good, Cure Light Wounds, Obscuring Mist, Magic Weapon D

0—Detect Magic, Guidance, Read Magic, Resistance, Mending
D: Domain spell. Deity: Gruumsh. Domains: Strength, War 

(Already cast
Description: This giant wears dark colored hide armor made from the pelts of reptiles and bears, and has a medallion about his neck of a stylized eye. He wears a cloak made of scalps and beards of many colors and carries a bag of freshly taken ones to add. The ogre wields wicked looking spear and carries a large quiver of javelins on his back.
Encounter R2H1C




Jhakal Throatripper
CR 6

Yassir Facecrusher
CR 6

Male Ogre Red Half-Dragon Rogue 1

CE Large Dragon (Giant)

Init +2; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 23, touch 11, flat-footed 21


(-1 size, +2 Dex, +3 armor, +9 natural)

Miss Chance 

hp 53 (4d10+20+1d6+5 HD); 

Immune: Fire, Sleep, Paralysis;
Fort +9, Ref +5, Will +2

Speed 30 ft. in Studded Leather Armor (06 squares), base movement 40 ft, Fly 80 ft (Average Maneuverability);

Melee Greatclub +13[-1 size, +3 BAB, +10 Str, +1 feat] (2d8+15)


    Bite +12 [-1 size, +3 BAB, +10 Str] (1d8+10)

    Claw +12 [-1 size, +3 BAB, +10 Str] (1d6+10)
Ranged Javelin +4[-1 size, +3 BAB, +2 Dex] (1d8+10)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +17

Atk Options: Full attack, armed: Greatclub +15 (2d8+15) and Bite +9  (1d8+5)

Or Full Attack, unarmed: Bite +12 (1d8+10) and 2 claws +7 (1d6+5)

Or Full Attack, Ranged: Javelin +4 (1d8+10)

Or Breath Weapon 6d8 (Ref DC 17) 

Special Actions Breath Weapon 6d8 (Ref DC 17), Sneak Attack +1d6

Combat Gear Greatclub, MW Studded Leather, Necklace of Fireballs Type II, Cloak of Elvenkind

Abilities Str 31, Dex 14, Con 20, Int 8, Wis 12, Cha 6

SQ Low-light vision, darkvision 60 ft.
Feats Toughness, Weapon Focus (Greatclub) 

Skills total ranks: class 42 Climb +17[+7 ranks, +10 ability], Hide +11 [-4 size, +6 ranksCC+5 ranks, +2 ability +5 item] Jump +14 [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9[+0 size, +8 ranks, +1 ability], Swim +11[+0 size, +2 ranksCC, +10 ability]
Possessions combat gear plus 40 gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Jhakal’s Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back.  He has spiky white hair sticking out in clumps all over his head. His chin and chest are stained a deep red. The ogre wields a greatclub.

Yassir’s Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back.  He has no hair on his head, but thick bony crests. There are bloody handprints all over his armor. The ogre wields a greatclub.
Borig Eyeplucker
CR 6

Ghalir Eyeplucker
CR 6

Malghir Eyeplucker
CR 6

Male Ogre Red Half-Dragon Barbarian 1

CE Large Dragon (Giant)

Init +1; Senses Low light vision, Darkvision 60 ft; Listen +9, Spot +9

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 54 (4d10+16+1d12+4 HD); 
Immune: Fire, Sleep, Paralysis;
Fort +10, Ref +2, Will +2

Speed 40 ft. in Hide Armor (06 squares), base movement 50 ft, Fly 100 ft (Avg Maneuverability);

Melee Greatclub +16[-1 size, +4 BAB, +12 Str, +1 feat] (2d8+18)


    Bite +15 [-1 size, +4 BAB, +12 Str] (1d8+12)

    Claw +15 [-1 size, +4 BAB, +12 Str] (1d6+12)
Ranged Javelin +4[-1 size, +4 BAB, +1 Dex] (1d8+12)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +20

Atk Options: Full attack, armed: Greatclub +16 (2d8+18) and Bite +10  (1d8+6)

Or Full Attack, unarmed: Bite +15 (1d8+12) and 2 claws +10 (1d6+6)

Or Full Attack, Ranged: Javelin +4 (1d8+12)

Or Breath Weapon 6d8 (Ref DC 17)
Special Actions: Breath Weapon 6d8 (Ref DC 17)




Power attack for 4: +12 (2d8+26)

Combat Gear: Greatclub, Hide armor, Potion of Prot. From Good, Potion of Cure Moderate Wounds, Gauntlets of Ogre Power, Elixir of Fire Breath

Abilities Str 34, Dex 13, Con 19, Int 8, Wis 12, Cha 6 
SQ:  Fast Movement, Rage, 1/Day
Feats Power Attack, Weapon Focus (Greatclub)

Skills total ranks: class 38 Climb +15[+7 ranks, +11 ability, -3 armor], Hide +1 [-4 size, +7 ranksCC/C, +1 ability] Jump +14, [+0 size, +6 ranksCC, +11 ability] Listen +9[+0 size, +8 ranks, +1 ability], Spot +9, [+0 size, +8 ranks, +1 ability], Swim +9 [+0 size, +2 ranksCC, +11 ability, -3 armor]
Possessions combat gear plus 40gp

Fast Movement (Ex):  A Barbarian’s base land speed is 10 ft. faster than the norm for his race. This benefit applies only when he is wearing no, light or medium armor.

Rage (Ex): A barbarian can fly into a screaming, blood frenzy a number of times per day. He gains +4 bonus to Strength and Constitution, a +2 morale bonus to Will Saves, and a –2 penalty to AC. A fit of rage lasts for a number of rounds equal to 3 plus the (augmented) Constitution modifier. At the end of the rage, the barbarian loses the modifiers and becomes fatigued. (-2 to Strength, Dexterity, cannot charge or run.) At this level, he can do so once a day (1/day).

When it rages, the giant has the following changed statistics:


AC 20, touch 8, flat-footed 19


hp 62 (4d10+24 plus 1d12+6)


Fort +13, Will +4


Melee: Atk Greatclub +18[-1 size, +4 BAB, +14 Str, +1 feat] (2d8+21)


Grp +22


Abilities Str 38, Con 23 

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Borig’s Description This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of red hair. A chain of six gnome heads is tied to his belt. The ogre wields a greatclub.
Ghalir’s Description This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of red hair. A net with four dwarf heads is tied to his belt. The ogre wields a greatclub.

Malghir’s Description This giant wears dark colored hide armor and has a pair of bat-like wings on his back.  He has a great mane of black hair. He wears a necklace of elf ears. The ogre wields a greatclub.
Rorig Skulltaker
CR 6

Male Ogre Red Half-Dragon Sorcerer 1

CE Large Dragon

Init -1; Senses Low Light Vision Darkvision 60 ft Listen +8, Spot +8

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 50 (4d10+19+1d4+4); DR -- 
Resist --; SR --

Fort +8, Ref +2, Will +4

Speed 30 ft. in hide armor (6 squares), base movement 40 ft., Fly 100 ft (Avg Maneuverability);

Melee Greatclub +11[-1 size, +3 BAB, +8 Str, +1 feat] (2d8+12)


    Bite +11 [-1 size, +3 BAB, +8 Str] (1d8+8)

    Claw +11 [-1 size, +3 BAB, +8 Str] (1d6+8)
Ranged Javelin +3[-1 size, +3 BAB, +1 Dex] (1d8+8)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +15

Atk Options: Full attack, armed: Greatclub +11 (2d8+12) and Bite +9  (1d8+4)

Or Full Attack, unarmed: Bite +14 (1d8+8) and 2 claws +9 (1d6+4)

Or Full Attack, Ranged: Javelin +4 (1d8+8)

Or Breath Weapon 6d8 (Ref DC 16) 

Special Actions Breath Weapon

Combat Gear MW Studded Leather Armor, Greatclub, Necklace of Fireballs Type I, Wand of Magic Missle, Cloak of Elvenkind, Scroll of Haste

Sorcerer Spells Known (CL 1st):


1st (3/day)— Ray of Enfeeblement, Grease


0 (5/day)— Resistance, Acid Splash, Message, Mending, Prestidigitation

(Already cast

Abilities Str 26, Dex 12, Con 19, Int 8, Wis 12, Cha 13 
SQ Summon Familiar
Feats Toughness, Weapon Focus(Greatclub) 

Skills total ranks: class 36 Climb +15[+7 ranks, +8 ability], Hide +6 [-4 size, +8 ranksCC, +1 ability, +5 Item] Jump +11 [+0 size, +6 ranksCC, +8 ability] Listen +8[+0 size, +7 ranks, +1 ability], Spot +8[+0 size, +7 ranks, +1 ability], Swim +8

 [+0 size, +1 ranksCC, +8 ability]

Possessions combat gear plus 40 gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Summon Familiar (Sp):  


Eyeplucker Raven


NE Tiny Magical Beast


Init +2; Senses Low Light Vision; Listen +5, Spot +7


Languages: Giant, Common


AC: 15 (+2 size, +2 dex, +1 natural)


Hp: 25 (5HD) 


Fort +8, Ref +2, Will +4


Speed: 10ft, Fly 40 ft (average)


Attack: Claws +6 melee (1d2-5)


Space: 2.5ft Reach: 0ft 


BAB: +3/Grp: -10 


Attack Options: Full Atk Claws +6 melee (1d2-5)


Abilities Str 1,Dex 15,Con 10,Int 6, Wis 14, Cha 6


SQ: Alertness, Improved Evasion, Share Spells, And Empathic Link

Feats Weapon Finesse


Skills: Listen +5, Spot +7

Description: This is a scraggly, but very large, black crow. Its beak is stained a dark red.

Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back. He has a thick black mo-hawk and a belt of elf, dwarf, and human skulls. The ogre wields a greatclub.
Vashek Heartripper
CR 6

Male Ogre Red Half-Dragon Sorcerer 1

CE Large Dragon

Init -1; Senses Low Light Vision Darkvision 60 ft Listen +8, Spot +8

Languages Giant 

AC 22, touch 10, flat-footed 21


(-1 size, +1 Dex, +3 armor, +9 natural)

hp 50 (4d10+19+1d4+4); 
Fort +8, Ref +2, Will +4

Speed 30 ft. in hide armor (6 squares), base movement 40 ft., Fly 100 ft (Avg Maneuverability);

Melee Greatclub +11[-1 size, +3 BAB, +8 Str, +1 feat] (2d8+12)


    Bite +11 [-1 size, +3 BAB, +8 Str] (1d8+8)

    Claw +11 [-1 size, +3 BAB, +8 Str] (1d6+8)
Ranged Javelin +3[-1 size, +3 BAB, +1 Dex] (1d8+8)

Space 10 ft.; Reach 10 ft.

Base Atk +3; Grp +15

Atk Options: Full attack, armed: Greatclub +11 (2d8+12) and Bite +9  (1d8+4)

Or Full Attack, unarmed: Bite +14 (1d8+8) and 2 claws +9 (1d6+4)

Or Full Attack, Ranged: Javelin +4 (1d8+8)

Or Breath Weapon 6d8 (Ref DC 16) 

Special Actions Breath Weapon

Combat Gear MW Studded Leather Armor, Greatclub, Necklace of Fireballs Type I, Wand of Magic Missle, Cloak of Elvenkind, Scroll of Haste

Sorcerer Spells Known (CL 1st):


1st (3/day)— Magic Missle, Grease


0 (5/day)— Resistance, Acid Splash, Message, Mending, Prestidigitation

(Already cast

Abilities Str 26, Dex 12, Con 19, Int 8, Wis 12, Cha 13 
SQ Summon Familiar
Feats Toughness, Weapon Focus(Greatclub) 

Skills total ranks: class 36 Climb +15[+7 ranks, +8 ability], Hide +6 [-4 size, +8 ranksCC, +1 ability, +5 Item] Jump +11 [+0 size, +6 ranksCC, +8 ability] Listen +8[+0 size, +7 ranks, +1 ability], Spot +8[+0 size, +7 ranks, +1 ability], Swim +8 [+0 size, +1 ranksCC, +8 ability]

Possessions combat gear plus 40gp

Breath Weapon (Su): A Red half-dragon gains a breath weapon of a 30-foot cone of fire, usable once per day. A half-dragon’s breath weapon deals 6d8 points of damage. A successful Reflex save (DC 17) reduces damage by half.

Summon Familiar (Sp):  


Heartripper Raven


NE Tiny Magical Beast


Init +2; Senses Low Light Vision; Listen +5, Spot +7


Languages: Giant, Common


AC: 15 (+2 size, +2 dex, +1 natural)


Hp: 25 (5HD) 


Fort +8, Ref +2, Will +4


Speed: 10ft, Fly 40 ft (average)


Attack: Claws +6 melee (1d2-5)


Space: 2.5ft Reach: 0ft 


BAB: +3/Grp: -10 


Attack Options: Full Atk Claws +6 melee (1d2-5)


Abilities Str 1,Dex 15,Con 10,Int 6, Wis 14, Cha 6


SQ: Alertness, Improved Evasion, Share Spells, And Empathic Link

Feats Weapon Finesse


Skills: Listen +5, Spot +7

Description: This is a scraggly, but very large, black crow. Its beak is stained a dark red.

Description This giant wears dark colored studded leather armor and has a pair of bat-like wings on his back. He has a white skull painted over his face and no hair on his head. His claws are stained deep red to the elbows. He carries a bag of hearts that seem pulled from the very chests of their previous owners. The ogre wields a greatclub.
Appendix R2H1C – All APLs

All Encounters




Alchemical Mines
CR 4

Description “A small bump in the ground, patch of fresh earth, are you sure you disabled it?” 

These are brittle ceramic spheres buried in the bottom of a conical hole with a stone beneath them to ensure breakage.

Search DC 15; Type Alchemical

Trigger Movement triggers, Init --

Effect: roll a d10: 

1-2, Alchemist’s fire: take 1d6 fire damage, Reflex save DC18 or start on fire.

3-4, Tanglefoot bag: Reflex save DC20 or be stuck to the ground. Move equivalent DC15 strength check to free foot. Alternatively, a character could just decide to lose the boot.

5-6, Acid ball: Reflex save DC 18 or Take 1d4 acid damage a round for three rounds.

7-8, Thunderstone: stunned for one round, Fortitude save DC18 or be deafened for one hour.

9, Poisoned Caltrops: +5 to hit, 1hp damage, movement rate halved and Sassone Leaf Residue, Fortitude save DC16, Initial: 2d12hp, Secondary: 1d6 Con damage.

10, A Dud. The mine fails to trigger this time. Roll again later if the location is triggered.

Duration instantaneous
Destruction Attacking the location on the ground with a blunt or piercing attack for 6hp of damage.

Disarm DC18
NOTE: Warriors begin these encounters fatigued and cannot run.

Fallback Round 1-3




Principality of Ulek:  
CR2

Male Human Warrior 2
LN Medium Humanoid

Init -1; Senses: None; Listen +1, Spot +1

Languages: Common. 

AC: 16 (+0 Dex, +4 armor, +2 shield) touch 10, flat-footed 16

Hp: 14  (2d8+2)

Fort +4; Ref -1, Will +0

Speed 20 ft. (4 squares); base movement 30 ft (6 squares)

Melee Atk +4 longsword (1d8+1/19-20) or +3 dagger (1d4+1)

Ranged Atk +2 javelin (1d6+1)
Space 5ft.; Reach 5ft.

Base Atk +2; Grp +0

Atk Options  melee +4 longsword (1d8+1/19-20)

Or

+3 dagger (1d4+1)
Or

Ranged +2 javelin (1d6+1)

Combat Gear: Longsword, Scalemale, Large Wooden Shield, 4 javelins, dagger
Abilities Str 13, Dex 9, Con 12, Int 10, Wis 11, Cha 8

SQ: Fatigued, Medium Encumbrance (77lbs. 52 without pack. [51-100lbs])
Feats: Endurance, Weapon Focus(Longsword)

Skills: 14 ranks +1 Spot[+1  CCranks, +0 ability], +1 Listen[+1 CCranks, +0 ability], +0 Climb[+5 ranks, +1 ability, -6 armor], +0 Jump[+5 ranks, +1 ability, -6 armor]
Possessions Travellers Clothes, Backpack, Blanket, 2 days iron rations, waterskin, shovel, handax, 30ft rope

Description: These are the heart of the corps of the Ulek standards, armed with longswords and wearing armor with a tabard bearing the Ulek standard. Their javelins are in long quivers slung over their shoulders, their shields kept ready, their longswords held in hand. Their packs are worn near the small of their back and tied with a knot that will allow easy dropping. They look tired, haggard, blood and dirt smeared, but resolute. These are hard men that know they fight for their homeland’s reclamation.

Principality of Ulek:  
CR2

Male Dwarf Warrior 2
LN Medium Humanoid

Init +0; Senses: Darkvision 60 feet; Listen +1, Spot +1

Languages: Common, Dwarf. 

AC: 16 (+0 Dex, +4 armor, +2 shield), 20(+4 dodge vs giants) touch 11, flat-footed 16

Hp: 15  (2d8+4)

Fort +5 (+7 vs poison, spells or spell-like effects.); Ref +0 (+2 vs spells, spell-like effects.), Will –1 (+1 vs spells, spell-like effects.)

Speed 20 ft. (4 squares); base movement 20 ft (6 squares)

Melee Atk +4 Dwarven Waraxe (1d10+1 x3) or +3 dagger (1d4+1)

Ranged Atk +2 javelin (1d6+1)
Space 5ft.; Reach 5ft.

Base Atk +2; Grp +0

Atk Options  melee +4 Dwarven Waraxe (1d10+1 x3)

Or

+3 dagger (1d4+1)
Or

Ranged +2 javelin (1d6+1)

Combat Gear: Dwarven Waraxe, Scalemale, Large Wooden Shield, 4 javelins, dagger
Abilities Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 6

SQ: Stability, Fatigued, Medium Encumbrance (81lbs., 56 without pack. [51-100lbs])
Feats: Weapon Focus(Dwarven Waraxe)

Skills: 10 ranks +1 Spot[+1  CCranks, +0 ability], +1 Listen[+1 CCranks, +0 ability], -2 Climb[+3 ranks, +1 ability, -6 armor], -2 Jump[+3 ranks, +1 ability, -6 armor]
Possessions Travellers Clothes, Backpack, Blanket, 2 days iron rations, waterskin, shovel, handax, 25ft rope

Description: These are the heart of the corps of the Ulek standards, armed with Dwarven Waraxes and wearing armor with a tabard bearing the Ulek standard. Their javelins are in a long quiver slung over one shoulder, their shields kept ready, their axes held in hand. Their packs are worn near the small of their back and tied with a knot that will allow easy dropping. Their beards are kept braided and tucked inside their tunics. They look tired, haggard, blood and dirt smeared, but resolute. These are hard men that know they fight for their homeland’s reclamation.

Each group of 30 troops will have two officers. These are not necessarily all from the same units, but conglomerations of troops that have massed together for the retreat with a majority of the troops from the designated unit.
RANKING Officer (Roll 1d10)

	1
	Major

	2
	Captain

	3-4
	Lieutenant

	5
	Sergeant Major

	6-7
	Sergeant

	8-0
	Corporal


Units (Roll of 1d12)

1
7th Havenhill

2
3rd Thunderstrike

3
5th Rittermarch

4
4th Dreki

5
13th Gryrax

6
10th Eastpass

7
Yeomanry Freemen

8
Yeomanry Freemen Auxilliaries

9
Army of Victory

10
Army of Victory Auxillaries

11
Keoish Royal Standards, Earldom of Gand

12
Keoish Royal Standards, County of Nimlee

Soldier Race (Roll of 1d10):

1-8:

Human
9-10:
Dwarf (Will be a Ulek unit member.)

Human Soldier Names:

Marcus
Stephan
Tavish
Thom
Geoff
William
Rolf
Andrik
Valerian
Alexander

Dwarf Soldier Names:

Bolri
Eiri
Eolo
Hegtih
Hor
Lmelc
Ragi
Rhuk
Rlitr
Tor
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 Player Handout #R2H1 – : Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy fortifications and neutralize their sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!
Gods save the Prince!

Glory to Ulek!

R2H2:  Teleport Screen

by Benjamin McFarland.

Adventure Summary

The PCs have been quickly pushed back in action - at this stage, they are no longer sneaking about.  This is a do or die mission, and the fate of the siege and the combined armies hang in the balance!  This table is being sent to destroy the magics that are preventing the assault teams from teleporting to the supertrebuchets and ending the devastating bombardment of the columns.


Once taken, the site must be held until the supertrebuchets are destroyed, in order to prevent the teleportation screen from being repaired and trapping the assault team behind enemy lines and in the thick of hostile foes. 


With the supertrebuchet destroyed and the assault team exfiltrated, the characters can retreat back to friendly territory.


This is an extremely difficult series of encounters. 

Encounter R2H2A: To the Crest!


As this encounter begins, the characters have been dispatched to assist in eliminating the magics that are preventing the demolitions teams from assaulting the supertrebuchets. They arrive about 100 feet from the hill.


Conditions: This hill is really more of a big hump in the plain, but the Pomarjians have fortified it. Brush should be considered rough terrain that provides cover and prevents charging. 


The spears are set for a charge coming up the hill and count as hindered terrain. Anyone bull rushed or otherwise knocked into the spear occupied squares suffers 1d4 attacks at +5 to hit for 1d6 plus half the strength modifier of the aggressor.


The mage lying in wait here has been waiting all day; he and his minion are ready to be attacked and respond appropriately. This encounter can be complex through its use of illusions and enchantments. Be sure to review it carefully.


A Rope Trick has been cast 150 feet up in the air above the dome. A Major Image has been cast around the dome; it is discussed below. A Mirage Arcana has been cast inside the dome; it is discussed in Encounter R2H2B, Not the Blue… Veil and Ooze Puppet have been cast on the Ooze. Veil and Overland Flight have been cast on Ducaru.


“Within a shield of rock, you’ve got to destroy the bone clad idol!” That was the augury the blind dwarven seer gave you. “Swiftly, or all will be lost!” His handler, a human intelligence officer referenced a few maps and then pointed to your group. 

“Go, by all you hold holy, go!” 


Hustling, your group finally reaches its objective—shouted to you by the officer in charge of reconnaissance and his Talon Diviner assistant as you left the siege encampment’s intelligence section—a low hill, capped with a stone dome circled by three small walls. It is fairly steep for its size, perhaps the ruined remnant of a motte for a watchtower. Brush covers portions, and it looks like someone took the time to excavate a trench along the side facing you to eliminate an easy line of ascent. Spears bristle from a few different points, also impeding less difficult paths to the top. You’re perhaps one hundred feet away from the hill at your concealed vantage point.


What catches your eye though, is not the stone dome or even the walls or the trench. It’s the massive xorn that appears to be sitting next to the dome, consuming bits and pieces from the pile of armor lying next to him. You can see it rise above the height of the small walls, and he is picking through it, finding choice bits with his many arms and popping them in his huge, crowning maw. Every so often, a few birds fly out of the tall grass and settle back down a few paces from where they were aloft, trying their best to ignore the lunching xorn.


See DM Aid: Map #R2H2A – Big Trouble Little Hill for monster, spear, wall, and image locations.


The pile of armor and the birds are a major image cast by Ducaru. It interacts appropriately with the false Xorn, but anyone else interacting with it or the birds receive a DC 19 Will save to realize it is all an illusion.


The Xorn isn’t even a xorn, it’s an elder black pudding with a veil cast over it. The mage controlling it is Ducaru. He’s also veiled and nearby, appearing as a small songbird in the grass. Should the Xorn be attacked, Ducaru has the image sink into the ground as a xorn would until the characters approach. Depending on the sort of attack, he may have the xorn appear dead, while commanding the ooze to remain in place or shift to someplace nearby, such that the image is appropriate, but attacks may fail—dropping the body behind a wall or into the ground. Once the party approaches to investigate the dome, he initiates proper combat. 


Spot: (Remember: +1 to the DC per 10 ft away.)


DC 40: One small songbird in the grass never flies; he just sits there pecking the ground.

Knowledge (Planes): 

DC 25: Xorns are best hurt by bludgeoning weapons.
DC 30: Xorns are immune to cold and fire.
DC 35: Xorns are fairly resistant to electricity.
DC 40: Xorns have tremorsense for 60 feet.


Creatures: Ducaru is a short, wiry Oerdian man with a well-trimmed goatee ending in a point, a thick head of black hair topped with a goatskin cap. His clothing is rich and finely tailored.


The ooze is just that—an enormous black pudding, kept under control by Ducaru for this engagement. It has already consumed numerous troops on patrol near this hill and hungers for more. If it splits due to combat, the newly separated ooze continues to battle the characters, seeking to devour them as well. So far, the ruse of the veil has caused troops to attack with bludgeoning weapons, keeping the ooze whole.

APL 12 (EL 14)

Elder Black Pudding: hp 285; see Monster Manual, page 201.

Ducaru Shadowspinner, Male Human Illusionist7/Loremaster3/Fatespinner2: hp 54; see Appendix R2H2A.


Tactics:  Ducaru has a number of options open to him as this encounter begins—many things depend on the actions of the party. Without some sort of True Seeing effect, his Veil won’t be lifted, and he can act with impunity as a small bird for some time, casting from the edges, commanding the ooze, causing havoc amidst the battle. If he is somehow immediately spotted, he likely dimension doors up to 150 feet, near the rope trick—his overland flight allows him to remain in place, and this creates a –15 penalty to any Spot check to see him. Ducaru’s tactics in combat are:


Cast haste using the metamagic silent rod, affecting him and the pudding, and then directing the pudding to attack a fighter-looking character-- Doing so is a telepathic move equivalent action. At this time, he continues to appear as a diminutive songbird. Characters attacked by the Xorn/Pudding may make a DC 22 Will save to see through the Veil. Ducaru’s raven familiar flies off to alert Godo Stormbringer that the location is under attack.


Cast Phantasmal Killer on a rogue-looking character, utilizing all of his spin and utilizing the metamagic silent rod. This should result in a DC 23 Will save to disbelieve and a DC 23 Fortitude save or die. He uses his move action to flutter across the area as the songbird. His image’s size provides a +12 to his Hide check, combined with the circumstance bonus of +3 for other illusory birds flying away, a racial bonus of +4 for the songbird’s coloration, and his Dexterity bonus for a total of +20 to hide.


Cast Disintegrate utilizing the metamagic silent rod on a wizard or sorcerer-appearing character and then shift locations. His movement imposes a –20 on his Hide check for a +0 check to spot the bird after the Disintegrate.


Cast Dominate Person on an archer or Hold Monster on the fighter engaging the pudding utilizing the metamagic silent rod for a DC 22 Will save. Archers are told, “Keep your bow, draw a clubbing weapon, and grapple the monster!” Held warriors are ignored by Ducaru afterwards, to be grappled by the ooze(s). He then shifts locations, having a +20 to his Hide check. 


If necessary, Ducaru casts Dimension Door up to 150 feet, near the entrance to the Rope Trick. His applicable Hide Check, if still Veiled, is  +28. He redirects his Ooze Puppet as necessary. Otherwise, he casts another Phantasmal Killer on a roguish character.


Ducaru casts Whispering Wind, alerting Godo to the attack if his familiar was somehow neutralized. If still memorized, he casts another Phantasmal Killer on a roguish character.


Repeat 4th round tactics, hiding in the Rope Trick if the controlled ooze is slain.


From this point, if the battle continues, Ducaru summons 1d3 Bearded Devils with his scroll, to attack, utilizing Greater Invisibility and his remaining conjurations and enchantments to occupy the characters until Godo and his wyvern arrive and attack those characters who hold the site.


Treasure:

APL 12: L: 7 gp, C: 8 gp, M: Rod of Metamagic Silent, Cape of the Mountebank, Headband of Intellect +2, Potion of Cure Moderate Wounds, 1 Scroll of Dispel Magic, Scroll of Resist Energy, Scroll of Summon Monster VI (2221 gp).


Development: Once Ducaru and his pudding servant are defeated, the party can go about destroying the idol being used to prevent the rest of the troops from finding and destroying the super trebuchet. Godo and the Wyvern arrive 20 rounds after being notified of the attack. Keep track of this passage of time through the next encounter.

Encounter R2H2B: Not The Blue…

This encounter deals with the idol within the stone dome on the top of the hill; text, description, and traps are all within that space. Be sure to track the passage of rounds since Godo Stormbringer’s notification of the attack. When 20 rounds have passed, Godo and the Wyvern attack, regardless of the state of the idol—either to secure it or repair it.


The dome on the top of the hill is twenty feet across and ten feet high, sunk into the earth from its own wieght. The stone feels solid and you’re fairly sure what you need to destroy must be inside.

The characters must find a way in before they can destroy their objective. Allow creativity, but count off a round for every 30 seconds of party discussion.


Dome of Stone: 3 in. thick; hardness 8; hp 45; Break DC 28; Cast by Godo Stormbringer.


Once you’ve managed to create an opening into the stone hemisphere, you find the inside of the dome is filled with bones, skulls, ribcages, and spines. It seems that the object you seek must be dumped somewhere within. Glancing about, you think you see it—a pagoda of blue stone peeks out from mass of skeletal arms and random bone fragments.


The bones are not really there, just the result of a Mirage Arcana spell cast by Ducaru. Those picking through the bones to reach the buried idol must make a DC 21 Will Save to realize the jumbled hazard is illusory. Failure prevents the idol from being sundered without moving it, as the bones prevent attacks from being effective against the idol.


The area around the idol and the idol itself are trapped:


Trap: These traps surround the idol, hidden by the illusion of the Mirage Arcana cast inside the dome. The scythe claw guards the idol itself, and the mines are scattered on the ground around it as noted on the map. If the illusions are not disbelieved, add a +5 circumstance penalty to the Search DCs for the traps.

APL 12 (EL 14)

Scythe Claw: Search DC 29; mechanical no reset; touch trigger; see Appendix R2H2.

Burnt Othur Mines (4): Search DC 20; alchemical, no reset; location trigger; see Appendix R2H2.

If the Idol is moved or the illusion disbelieved:

This small stone pagoda is about three feet high, laced with what might be cold iron. It radiates a chilling, uneasy feeling.

The idol is what is maintaining the Veil and Dimensional Anchor around the SuperTrebuchet. It radiates potent Illusion and Abjuration magic. 


Idol of Veiling Anchor: 3 in. thick; hardness 10; hp 45; Break DC 28; Metal reinforced stone, weighs 75 pounds.

Once the idol is destroyed:

The pagoda crumbles into a shattered pile of fragments, and a dull whine you hadn’t noticed before builds a moment at the base of your skull before dissappating on the wind. 


In the distance, the ground shimmers, and there is a quick flash of emerald green. Where once had been gentle rolling hills now stands two of the largest siege engines you may have ever laid eyes on. Each is nearly as tall as the Redoubt itself, and you watch as the massive arm swings and hurls a cyclopean stone across the battlefield to cartwheel through a scattering, screaming knot of soldiers that seem so very small at this distance. 


Now revealed, the assault teams can teleport in and stop the terrible bombardment raining down upon the retreating army. If ever you could say your actions saved hundreds of lives, this was it.


Unless it has already occurred, proceed to Encounter R2H2C.

Treasure: 

APL 12: None, unless the traps are bypassed and collected, then L: 2,900gp.


Development: Once the idol is destroyed, the characters assaulting the Super Trebuchet are free to teleport in and attack. Until then, they are forced to battle other monsters. Should this group fail, notify the Senior DM, as the groups attacking the Super Trebuchet cannot teleport away and will be forced to face additional forces on the ground as they retreat.

Encounter R2H2C: So Below.

This encounter begins 20 rounds after Godo is notified in Encounter R2H2A. It is possible this encounter will occur before Encounter R2H2B.


It hardly feels as if you’ve a moment to catch your breath before a fearsome thunder of draconic screams splits the air. Looking up, you see it, a trio of enormous wyverns, winging through the low, misty clouds and swooping down to attack.


The wyvern and Godo begin this encounter 90 feet up and 90 feet away from the party.


Creatures: These enormous two-legged lizards have long tails tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. They have leathery bat wings and huge jaws filled with long, sharp teeth.


Godo Stormbringer is an Oeridian human with a shaven head and has painted his armor, face and equipment white, giving him a very ghostly appearance even when not in gaseous form. A quiver of javelins peeks over his shoulder, and he clasps a wicked looking spear with an intense look. Around his neck is an amulet of a dragon’s head holding a mountain in its jaws

APL 12 (EL 14)

Greater Wyvern (3): hp 157; see Appendix 1.

Godo Stormbringer, Male Human Cleric5/Stormlord7: hp 101; see Appendix R2H2A.


Tactics: The wyverns just attack the characters, selecting the character that damaged them the most in the previous round. If a wyvern has not selected a target yet, it follows the actions of its fellows and attacks the same target its companions are attacking. The initial target is selected at random.


Godo is flying 90 feet from ground, 90 feet from the dome. He uses his spells to hinder and attack characters that try to focus fire on a single wyvern. He save his Deific Vengeance spells to disrupt character spellcasters, watching for those attempting Summonings. His Disguise check should be opposed the characters’ Spot checks as he is trying to look like a cloud, rather than hide. He has a +29 Disguise check (+9 skill, +10 item [Ring], +10 circumstance [WindWalking on an overcast day while wearing white clothing]). Characters attempting to Spot Godo have a –10 penalty for distraction and distance. Once he has used his short ranged spells—Deific Vengeance—he quickly rises up to a range of 200 feet off the ground (a move action), where he can cast his medium ranged spells with near impunity. This makes the penalty to Spot checks –25. The weather conditions allow that Godo’s Call Lightning spell cause 3d10 damage, instead of 3d6.


His spells are memorized to take advantage of his Wind Walked condition—he’s gaseous and nearly indistinguishable from the cloud cover behind him. In this form he can only cast spells memorized with the Silent and Still Feats. Should a character appear to have spotted him, he casts his Obscuring Mist spell and uses the fog to shift location and confuse characters. Only when it seems imminent (a round or two) that the wyverns will be dead or disabled and if there are two or fewer characters remaining to engage does Godo reassume physical form and begin melee combat. This takes five rounds, so he will drop to a secluded location, such as inside the stone dome, and cast Call Lightning, and begin the transformation. This allows him to continue attacking, even as he transforms. Even the residual smoke from the fires should help camouflage him, giving a Disguise check of +24. 


If defeat seems apparent, he surrenders and hopes that his captors don’t realize he’s Wind Walked. As they review his equipment and gear, he begins to transform again, and then flees at a movement rate of 600. If this occurs, consider him defeated, but the characters earn the Emnity of the Earth Dragon Cult on their ARs.

Treasure:

APL 12: L: 208 gp, C: 8 gp, M: Full Plate Armor, Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Potion of Haste (2083 gp).


Development: The characters must hold this location from Godo and his wyverns, or Godo will repair the idol and reinstate the magics that prevent other adventurers from escaping easily. If they fail to do so, notify the Senior DM as the groups attacking the Super Trebuchet cannot teleport away and will be forced to face additional forces on the ground as they retreat.

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 R2H2A

Defeat the monsters


APL 12: 210 xp.

Story Award

Prevent Ducaru’s escape.


APL 12: 40 xp.

Encounter R2H2B

Defeat the traps


APL 12: 210 xp.

Story Award

Destroy the Idol.


APL 12: 40 xp.

Encounter R2H2C

Defeat the monsters


APL 12: 210 xp.

Story Award

Prevent Godo’s escape.


APL 12: 40 xp.

Discretionary Roleplaying Award


APL 12: 37 xp.

Total possible experience


APL 12: 787 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2H2A:

APL 12: L: 7 gp, C: 8 gp, M: Rod of Metamagic Silent, Cape of the Mountebank, Headband of Intellect +2, Potion of Cure Moderate Wounds, 1 Scroll of Dispel Magic, Scroll of Resist Energy, Scroll of Summon Monster VI (2,221 gp).

Encounter R2H2B:

APL 12: L: 2,900 gp, but only if all traps disarmed and bypassed, then recovered.

Encounter R2H2C:

APL 12: L: 208 gp, C: 8 gp, M: Full Plate Armor, Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Potion of Haste (2,083 gp).

Items for the Adventure Record

Special

Enmity of the Earth Dragon Cult: 

In interactions with members of the Earth Dragon Cult, this character is always the target for attacks, and begin all diplomatic interactions at “Hostile.”  In addition, the character is cursed with the Ire of the Earth Dragon. This curse causes all elemental creatures of the Earth type also treat the character as would a member of the Earth Dragon Cult. Should the character ever visit Mount Drachenkopf, the curse applies a -2 penalty to all saving throws, initiative rolls, and opposed checks, and if they find their way to the Temple of the Earth Dragon in Kalen Lekos, this penalty doubles. Only a remove curse cast by an evil divine spellcaster of 13th level or higher will remove this curse.

Item Access

APL 12:

Winged Boots (Adventure, DMG) 

Cloak of the Bat (Adventure, DMG) v 

Rod of Metamagic Extend (Limit 2) (Adventure, DMG) 

Ring of Improved Jumping (Adventure, DMG) 

War Wizard Cloak (Limit 1) (Adventure, MIC) 

Quiver of Energy (Limit 1) (Adventure, MIC) 

Sign of the Favored (Limit 1) (Adventure, HoB ) v

Appendix R2H2A – APL 12

Encounter R2H2A: To the Crest


Ducaru Shadowspinner
CR 12

Male Human Illusionist 7/Loremaster 3/Fatespinner 2

LE Medium Human

Init +1; Senses Normal vision; Listen +1, Spot +1
Languages Common, Ignan, Infernal, Draconic
AC 12, touch 12, flat-footed 11 (+1 Dex + 1 Dodge)

hp 54 (7d4+14 plus 3d4+6 plus 2d4+4);  

Fort +5, Ref +4, Will +12Class F+2, R+2, W+5; Abilities Con +2, Dex +1, Wis +1; other +1 cloak
Speed 30 ft. (06 squares), base movement 30 ft;

Melee Staff +4[+3 BAB, -1 Str] (1d6) 

Ranged Light Crossbow +5[+3 BAB, +1 Dex] (1d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options 

Special Actions: Spin Fate, Fickle Finger of Fate.

Combat Gear: Rod of Metamagic Silent, Cape of the Mountebank, Headband of Intellect +2, Potion of Cure Moderate Wounds, 1 Scroll of Dispel Magic, Scroll of Resist Energy, Scroll of Summon Monster VI, 2 Spell Component Pouches.
Illusionist Spells Prepared (CL 12th) (Prohibited: Necromancy, Evocation):


6th— Disintegrate, Ooze Puppet(, VeilB(

5th— Dominate Person, Overland Flight(, Hold Monster, Mirage ArcanaB(
  4th— Confusion, Greater Invisibility, Lesser Globe of Invulnerability, Phantasmal Killer, Phantasmal Killer B

3rd— Deep Slumber, Dispel Magic, Haste, Hold Person, Major ImageB(

2nd— Whispering Wind, Rope Trick(, Sting Ray, Tasha’s Uncontrollable Laughter, Tasha’s Uncontrollable Laughter, InvisibilityB

1st— Feather Fall, Lesser Sonic Orb x4, Sleep, Color SprayB

0— Acid Splash, Flare, Read Magic, Detect Magic, Ghost SoundB
B: Bonus Specialist Spell

(Already cast

Abilities Str 10, Dex 13, Con 14, Int 20, Wis 12, Cha 8 
SQ: Summon Familiar (Raven)
Feats Scribe Scroll, Spell Focus (Enchantment), Silent Spell, Eschew Material Components, Craft Wonderous ItemB, Skill Focus (Knowledge: Dungeoneering), Greater Spell Focus (Enchantment), Spell Focus (Illusion)
Skills (101 total) total ranks: class 54 Concentration +17 [+10 ranks, +2 Con], Craft (Alchemy) +9[+4 ranks, +3 Int][+4 ranks, +0 Cha], Decipher Script +19[+8 ranks, +3Int], Knowledge (Arcana) +17[+8 ranks, +3Int], Knowledge (Dungeoneering) +17[+7 ranks, +3Int], Knowledge (Planes) +17[+7 ranks, +3Int], Profession (Gambler) +10, Spellcraft +19[+6 ranks, +3Int]
Possessions combat gear plus backpack, 10 days iron rations, Spell book, 2 Spell Component Pouches, 20 gp.
Spellbook spells prepared plus Comprehend languages, True Strike, Clairaudience/Clairvoyance, Arcane Sight, Tongues, See Invisibility.

Description Ducaru is a short, wiry Oerdian man with a well-trimmed goatee ending in a point, a thick head of black hair topped with a goatskin cap. His clothing is rich and finely tailored.

Secret (Ex): At 1st level and every two levels higher than 1st (3rd, 5th, 7th, and 9th), the loremaster chooses one secret from the table below. Her level plus Intelligence modifier determines the total number of secrets she can choose. She can’t choose the same secret twice.


Instant mastery: 4 ranks of a skill in which the character has no ranks. Profession (gambler) was chosen in this case.


Dodge trick: +1 dodge bonus to AC 

Lore (Ex): At 2nd level, a loremaster gains the ability to know legends or information regarding various topics, just as a bard can with bardic knowledge. The loremaster adds her level and her Intelligence modifier to the lore check, which functions otherwise like a bardic knowledge check.

Spin Fate (Ex): A mage of many fates understands that “chance” is not as random as many believe it to be, and he can adjust the probability of certain events by applying a force that fatespinners refer to as “spin.” Each day, a fatespinner can use a number of points of spin equal to his fatespinner class level.


As a free action, a fatespinner can use stored spin to boost the save DC of a spell he casts, adding some or all of his spin to the DC, on a point for point basis.  For instance, an Illusionist7/Loremaster3/Fatespinner2 casting Phantasmal Killer could choose to boost the DC of the spell by 1 or 2 points. Once he uses up his spin for the day, his ability to tinker with proabability in this fashion is exhausted for the day.


A Fatespinner’s spin is replenished when he studies his spells for the day.

Fickle Finger of Fate (Ex): On reaching 2nd level, a fatespinner gains the ability to affect the luck of others. Once per day as an immediate action, he can force any other creature- friend or enemy – to reroll a roll that it has just made. A fatespinner must have line of sight to the creature to be affected. That creature must abide by the result of the reroll, whether it’s higher or lower than the original roll.
Encounter R2H2B: Not the Blue…

Scythe Claw
CR 12

Description This is a powerful, pincher-like orientation of black tar slathered scythe blades set to slash up and in, catching any that attempt to molest the statue. (Cost 10,800gp)

Search DC 29; Type Mechanical, No reset

Trigger: Touch trigger, Init +0

Effect: Atk +19 up to four individuals around the Idol, 4d4+5 + Wyvern poison. DC17 Fortitude save, initial 2d6 Con damage, secondary 2d6 Con damage.

Duration --
Destruction Hardness 10/15 hit points

Disarm Disable Device DC 30
Dispel --
Sources Trap Design Guidelines (DMG)

Burnt Othur Vapor Mines
CR 9

Description These small cannisters seem like a pair of plates held together with some sort of glue. The squat cannister is buried just under the ground, ready to be stepped upon and activated. Whatever the internal mechanism, it seems that jostling it too much just might set it off. (Cost 6,000 gp)

Search DC 20; Type Mechanical, no reset

Trigger Location trigger, Init +0

Effect Burnt Othur Poison released in 5’ square and lingers for 3 rounds. DC 18 Fortitude save, initial 1 Con drain, 3d6 Con damage.

Duration: fumes linger for 3 rounds after activation.
Destruction 10 points of bludgeoning damage will trigger the trap.

Disarm Disable Device DC 33
Dispel --
Sources Trap Design Guidelines (DMG)

Encounter R2H2C: So Below

Greater Wyvern
CR 9

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +17, Spot +20

Languages Draconic 

AC 22, touch 7, flat-footed 21


(-4 size, +1 Dex, +15 natural)

hp 157 (11d12+77 HD); 

Fort +15 Ref +8, Will +8Race F+7, R+7, W+7;Abilities Con +7, Dex +1, Wis +1; other bonuses
Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +19[-4 size, +11 BAB, +12 Str,]  (2d6+12 plus poison) and

talon +10[-4 size, +11 BAB, +12 Str,]  (4d6+12) and

bite +10[-4 size, +11 BAB, +12 Str,]  (4d6+12) and

wings +8[-4 size, +11 BAB, +12 Str,]  (3d6+12) 

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +19[-4 size, +11 BAB, +12 Str,](2d6+12 plus poison) and

bite +17[-4 size, +11 BAB, +12 Str, -2 multiattack] (4d8+6) and

2 wings +17[-4 size, +11 BAB, +12 Str, -2 multiattack] (3d6+6) and

2 talons +17[-4 size, +11 BAB, +12 Str, -2 multiattack] (4d6+6)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 35, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ 
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB
Skills total ranks: class XX Hide +11[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +15[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +20[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Godo Stormbringer
CR 12

Male Human Cleric 5/Stormlord 7

NE Medium Humanoid (Human)

Init -1; Senses Listen +3, Spot +3

Languages Common, Draconic

AC 24 [22], touch 14, flat-footed 22


(+0 size, -1 Dex, +11 armor, +2 shield, +2 deflection)

Miss Chance 20% from ranged attacks.
hp 101 (5d8+10 plus 7d8+14 HD + 11hp from Heroes Feast); DR 10/Magic (While wind walking)

Immune to Mental domination (while Protection from Good is up)
Resist 15/Electricity; SR 25 (With Spell Resistance up)

Fort +13, Ref +3, Will +14Feats F+2, R+0, W+0; Class F+10, R+3, W+10; Abilities Con +2, Dex -1, Wis +4; other bonuses
Speed 30 ft. in armor type (06 squares), base movement 30 ft., gaseous form flying 10 ft.;

Melee Spear +15 [+0 size, +9 BAB, +2 Str, +3 weapon, +1 feat] (1d8+5 plus 1d6 electricity plus 1d8 sonic) or/and

Ranged Javelin +10[+0 size, +9 BAB, -1 Dex, +1 weapon, +2 class] (1d6+4 plus 1d6 electricity plus 1d8 sonic)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +10

Atk Options Full Attack: Spear +15/+10 (1d8+5 plus 1d6 electricity plus 1d8 sonic) or

Javelin +10/+5 (1d6+5 plus 1d6 electricity plus 1d8 sonic) or

Spear +15 (1d8+5 plus 1d6 electricity plus 1d8 sonic) and Javelin +5 (1d6+4 plus 1d6 electricity plus 1d8 sonic)

Special Actions: Spell casting.

Combat Gear, Full Plate Armor, Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Potion of Haste, 2 holy symbols, Masterwork Spear, 3 Masterwork Javelins, 7 javelins, 50gp.

Cleric Spells Prepared (CL 12th):


6th—Heroes Feast(, Wind Walk(, Ice Storm DST 

5th—Cure Serious WoundsST, Dispel MagicST, Spell Resistance(, Call Lightning DST

4th—Deific VengenceST, Greater Magic Weapon(, SilenceST, Spiritual WeaponST, Gust of Wind DST

3rd—Cure Light WoundsST, Cure Serious Wounds, Magic Vestment(, Protection from Energy(, Shield of FaithST(, Obscuring Mist DST

2nd—Deific Vengeance, Make Whole, Silence, Shatter, Spiritual Weapon, DesecrateD

1st—Bless, Cure Light Wounds * 3, Entropic Shield(, Endure Elements(, Protection from GoodD(

0— Guidance, Resistance, Read Magic, Detect Magic, Create Water, Light

D: Domain spell. Deity: Earth Dragon. Domains: Earth, Weather 

S: Prepared with Still Spell Feat

T: Prepared with Silent Spell Feat

(Already cast

Abilities Str 14, Dex 8, Con 14, Int 10, Wis 19, Cha 12 

Feats Endurance1, Great Fortitude1, Weapon Focus (Spear)3, Eschew Materials6, Silent Spell9, Still Spell12, 

Skills total ranks: class 39 Concentration+16[+0 size, +9 ranks, +2 ability], Knowledge (Religion) +14[+8 ranks, +0 ability], Spellcraft +14[+8 ranks1rankCC, -0 ability], Disguise +9[+0 size, +10 ranks, -1 ability, +10 item], Speak Language (Draconic). [+2 ranks];
Possessions combat gear.

Storm Walk (Ex) Beginning at 3rd level, a stormlord (and his mount, if any) can walk or ride through storms (natural or magical) at his regular movement rate, completely unaffected by high winds (including gust of wind), pounding precipitation or waves, objects driven by the wind (which always seem to miss him), great claps of thunder, natural bolts of lightning, or any other natural symptom of the Earth Dragon’s fury. 

Storm Ride (Su) At 6th level, a stormlord gains the ability to fly during any storm as if using the fly spell. Adverse wind conditions do not affect him; for example, even hurricane-force winds cannot knock him down or blow him away when flying.

Enhanced Javelins (--) Any javelin thrown by a stormlord counts as a +1 magic weapon. This bonus increases at 6th level to +2 and at 10th level to +3.

Shock/Thundering Weapon (Su) For a stormlord of 5th level or higher, any spear or javelin he uses is treated as a thundering weapon. For a stormlord of 2nd level or higher, any spear or javelin he uses is treated as a shock weapon (see page 225 of the Dungeon Master’s Guide). The weapon loses this ability 1 round after leaving the hand of the stormlord. This effect stacks with that of the stormlord’s shock weapon ability

Resistance to Electricity (Ex) As a stormlord gains levels in this prestige class, he becomes increasingly resistant to electrical energy, gaining resistance to electricity 15 at 7th level.
Description This Oeridian human has a shaven head and has painted his armor, face and equipment white, giving him a very ghostly appearance even when not in gaseous form. A quiver of javelins peeks over his shoulder and he clasps a wicked looking spear with an intense look. Around his neck is an amulet of a dragon’s head holding a mountain in its jaws. He is the dedicated disciple of Stahlman Kilm, and second only to the Earth Dragon High Priest at the Redoubt.

Sources Stormlord (Complete Divine)

DM Aid: Map #R2H2A – Big trouble Little Hill
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Player Handout #R2H2 – Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy enemy fortifications and neutralize enemy personnel as encountered. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!
Gods save the Prince!

Glory to Ulek!

R2H3:  Battle

by Jeff Kramer.

Adventure Summary

The PCs have been quickly pushed back in action - at this stage, they are no longer sneaking about.  This is a do or die mission and the fate of the siege and the combined armies hang in the balance!  This table is assigned a wizard from the Talons of Retribution.  They have to advance through the columns towards the supertrebuchets, fighting off various and sundry enemies.  Until the teleportation screens come down, they have to continually fight off enemy cavalry elements (Encounter 1).  They must keep the wizard alive!  This encounter repeats every 5 rounds after the last group of spell-lancers die until the special forces sneak table disables the teleportation screens.  


Once this occurs, the wizard teleports the party directly into the Supertrebuchet hardpoint.  Due to an greater anticipate teleport, their entry is delayed and it gives the defenders and siege engineers time to get into position.  Two evil gnome artificers are the inventors and users of these enormous artillery pieces.  After defeating the gnomes and their giant robots, the PCs set up their blast disks on the supertrebuchets and have to escape before they explode.


As they maneuver back towards the camp, they are either assaulted in the open field or at the camp by a group of Earth Dragon creatures hellbent on revenge.


This is an extremely difficult series of encounters.

Encounter R2H3A: Yeehaw!

The PCs are continually harassed by human riders as they make their way to the supertrebuchet(ST) location.


If you have specific conditions in the Encounter that the DM may need to be aware of immediately, use the following:


Conditions: Chaotic Battle Conditions: -8 to Spot and Listen checks.


Until the teleportation screens drop, you need to walk your way across the battlefield to the supertrebuchet locations.  As you pick your way across the battlefield, you’re suddenly accosted by a group of humans riding enormous wolves!

APL 12 (EL 15)

Spell-lancer, Male Human Fighter 1/Wizard 6/Spellsword 5 (3): hp 83 each; see Appendix R2H3.

Gray, Male Winter Wolf Familiar (3): hp 42 each; see Appendix R2H3.

APL 14 (EL 17)

Spell-lancer, Male Human Fighter 1/Wizard 6/Spellsword 5 (6): hp 83 each; see Appendix R2H3 APL14.

Gray, Male Winter Wolf Familiar (6): hp 42 each; see Appendix R2H3 APL14.

APL 16 (EL 19)

Spell-lancer, Male Human Fighter 4/Wizard 6/Spellsword 5 (4): hp 112 each; see Appendix R2H3 APL16.

Gray, Male Winter Wolf Familiar (6): hp 42 each; see Appendix R2H3 APL16.


Tactics: The Spell-lancers try to hit different targets, looking to disable spellcasters first.  Their initial charge is extremely devastating - be sure to take into account the touch attack and the double enervation effect.  After a successful charge, they make partial charges after using a move action to channel spell a scorching ray.  Remember to take Ride checks to avoid having your mount hit- 1d20+20 to try and cause a miss once a round as a reactive check.  Also, take cover on your mount as a free action when being attacked - you make this check and get +4 AC.


Treasure: 

APL 12: L: 140 gp, C: 0 gp, M: 3 each: Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, +1 Chain Shirt, +1 Chainshirt Barding (5250 gp).

APL 14: L: 140 gp, C: 0 gp, M: 6 each: Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, +1 Chain Shirt, +1 Chainshirt Barding (11,500 gp).


Development: These attacks continue until the teleportation screens and Veil fails.


Encounter R2H3B: What in Disguise?!

The teleportation screens are down, and the wizard can teleport everyone in.  However, there is a greater anticipate teleport spell up, and that gives the defenders time to prepare.  The gnomes get into their robot familiar suits (advanced blade guardians) and get their rod of wands ready and prep for the PCs to arrive.


Once the PCs deal with the giant robots (and gnomes), they must destroy the supertrebuchet building.  They must set at least 16 of their 24 blast disks around the structure and set them on a timer (up to 10 rounds).  Once done, they must escape from the structure before it goes up.


Suddenly the mage you’re escorting raises his hand to his ear.  A moment later he turns to your group and shouts over the din of the battle “ALRIGHT!  THEY’RE DOWN!  GRAB MY HANDS!”


As soon as all the PCs grab his hands in a circle read the following:


The mage chants a few short words, and the scene around you changes.  You find yourself in a slightly darker area, the lines of darkness clearly defined.  In the center of this 90 ft. by 90 ft. area is an enormous trebuchet, taking up 35 feet on a side.  Flanking the trebuchet are two large constructs, a dull red glow emanating from each of the slots making up their eyes. Your accompanying mage tosses (Select the nearest character to the wizard) a bag that clatters as you catch it. "Blast disks!" he calls. "Set them all about this thing and blow it to Celestia! I've got to get back to Command! Good luck!" [As long as the idol from the Flank Team's mission hasn't been repaired] With an arcane gesture and muttering that fades from memory even as he says it, your guide disappears in a flash and burst of ozone as he disappears. Quickly glancing inside the bag, you would guess there are about two dozen Blast Disks for the task. Gods hope it's enough! Suddenly, a bright orange field appears around each of them and they spring into the air towards you! 

APL14 ONLY:

A third creature appears atop the trebuchet and moves towards your group.  Made of the enormous ropes that power this machine, the creature moves to attack. 

APL16 ONLY:

Two other creatures appear atop the trebuchet and move towards your group.  Made of the enormous ropes that power this machine, they prepare to attack.

Destroying the supertrebuchet takes the application of at least 16 blast disks at different points of the structure.

APL 12 (EL 16)

Kalek Steambinder, Male Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3.

Malen Steambinder, Female Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3.

Advanced Blade Guardian Familiar (2): hp 218 each; see Appendix R2H3.

APL 14 (EL 18)

Kalek Steambinder, Male Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3 APL14.

Malen Steambinder, Female Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3 APL14.

Advanced Blade Guardian Familiar (2): hp 218 each; see Appendix R2H3 APL14.

Hemp, Advanced Hangman Golem: hp 204; see Appendix R2H3 APL14. 

APL 16 (EL 19)

Kalek Steambinder, Male Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3 APL14.

Malen Steambinder, Female Gnome Wizard 10 / Initiate of the Sevenfold Veil 3: hp 103; see Appendix R2H3 APL14.

Advanced Blade Guardian Familiar (2): hp 218 each; see Appendix R2H3 APL14.

Hemp, Advanced Hangman Golem: hp 204; see Appendix R2H3 APL14.

Slipknot, Advanced Hangman Golem: hp 204; see Appendix R2H3 APL14.

Tactics:   

APL12: The gnomes are hidden inside of their familiars.  They are going to do their best to assist their familiars in attacking and defending.  Cast Forcecage on the most dangerous looking fighter.  Use wall spells to separate the party.  Use the wands to focus on a single character - look to take one person out at a time with them (two 9th level magic missiles and an enervation).  You can also enhance your familiar’s attacks/defenses - keen edge, enlarge person, and dragonskin are all viable choices.  Be sure to keep the warding up - orange is the best. Tenser’s Transformation wears off in 13 rounds - try to have the fight won by then.  If the familiar becomes too damaged, they’ll cast greater invisibility on themselves (and share it) before flying off.

APL14 and 16:
Additional Tactics: The Hangmen Golems attack until all the foes have been defeated.  If they are near death, they collapse via the unravel ability and heal before rejoining the fight.

Treasure: 

APL 12: L: 1 gp, C: 0 gp, M: 2 each: Rod of Many Wands loaded with 2 wands of magic missile (9th) and a wand of enervation, potion of cure serious wounds, potion of invisibility (10350 gp). 

APL 14 & 16: L: 2 gp, C: 0 gp, M: 2 Each: Rod of Many Wands loaded with 2 wands of magic missile (9th) and wand of enervation, potion of cure serious wounds, potion of invisibility (10,350 gp).

Development: The mage who accompanied them has died in this encounter or fled.  The PCs must find their own way back.

Encounter R2H3C: Like An Angry Vengeful...

Depending on how the players retreat from the supertrebuchets, they receive this encounter in one of two places - either on the battlefield or in the camp.  Either way, the encounter is the same.

APL12: Party Teleports to Camp.


After your encounter at the siege engines, you are relieved to have transported back to the camp’s teleportation tent.  Suddenly, the ground shakes and a massive thunderhead whips the sky and tears the tent up in a whirlwind of rain and debris.  Overhead, an enormous creature made of fire, electricity and earth is bearing down on you, accompanied by 3 reddish trolls with wings! It looks as if the enemy has followed you; you’ll need to stop these monsters before they rampage through the encampment!

APL 12: Party Retreats to Camp.


After your encounter at the siege engines, you are retreating back to the camp.  Suddenly, the ground shakes and you see a thunderhead begin to form up nearby.  An enormous creature made of fire, electricity and earth is bearing down on you, accompanied by 3 reddish trolls with wings! It looks as if the enemy has followed you; you’ll need to stop these monsters before they continue back and rampage through the encampment!
APL 12 (EL 16)

Omnimental: hp 408; see Appendix R2H3C APL12.

Earth Dragon Troll, Male Half-Dragon Troll of Legend (3): hp 137 each; see Appendix R3H3C APL12.


Tactics: The omnimental makes power attacks against the nearest creatures, while the Earth Dragon trolls engage spellcasters, hoping to reflect a single target spell back on them.

APL14: Party Teleports to Camp.

After your encounter at the siege engines, you are relieved to have transported back to the camp’s teleportation tent.  Suddenly, the ground shakes, and a massive thunderhead whips the sky and tears the tent up in a whirlwind of cinders and debris.  Overhead, a pair of enormous creatures made of fire, ash, and soot bears down on you, accompanied by a vanguard of eight great dark skinned giants! It looks as if the enemy has followed you!

APL14:  Party Retreats to Camp.

After your encounter at the siege engines, you are retreating back to the camp.  Suddenly, the ground shakes, and you see a glowing red thunderhead begins to form nearby.  A pair of enormous creatures made of fire, ash, and soot bears down on you, accompanied by a vanguard of eight great dark skinned giants! It looks as if the enemy has followed you!

APL 14 (EL 18)

Holocaust Disciple (2): hp 221; see Appendix R2H3 APL14.

Fire Giant (8): hp 146 each; see Monster Manual, page 121.


Tactics: The Holocaust disciples will fly 15 feet in the air and use their heat aura and flame waves against the PCs while the Fire Giants attempt to tie them up in melee and prevent them from escaping.



Treasure: None.

APL16: Party Teleports to Camp.

After your encounter at the siege engines, you are relieved to have transported back to the camp’s teleportation tent.  Suddenly, the ground shakes, and a massive thunderhead whips the sky and tears the tent up in a whirlwind of cinders and debris.  Overhead, a pair of enormous creatures made of fire, ash, and soot bears down on you, accompanied by a vanguard of three great creatures made of fire, electricity and earth! It looks as if the enemy has followed you!

APL16:  Party Retreats to Camp.

After your encounter at the siege engines, you are retreating back to the camp.  Suddenly, the ground shakes, and you see a glowing red thunderhead begins to form nearby Overhead, a pair of enormous creatures made of fire, ash, and soot bears down on you, accompanied by a vanguard of three great creatures made of fire, electricity and earth! It looks as if the enemy has followed you!

APL 16 (EL 19)

Holocaust Disciple (2): hp 221; see Appendix R2H3C APL16.

Omnimental (3): hp 408; see Appendix R2H3C APL16.


Tactics: The Holocaust disciples will fly 15 feet in the air and use their heat aura and flame waves against the PCs while the Omnimentals attempt to tie them up in melee and prevent them from escaping.



Treasure: None.

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 R2H3A

Survive to transport to the Super Trebuchet.


APL 12: 225 xp.

APL 14 255 xp.

APL 16 285 xp.

Story Award

Keep the Wayfinder Mage alive.

APL 12: 20 xp.
APL 14: 26 xp
APL 16: 32 xp

Encounter R2H3B

Destroy the Super Trebuchet.

APL 12: 240 xp.
APL 14: 270 xp.
APL 16: 285 xp.

Story Award

Prevent escapees.

APL 12: 20 xp.
APL 14: 26 xp.
APL 16: 32 xp.

Encounter R2H3C

Defeat the monsters.

APL 12: 240 xp.
APL 14: 270 xp.
APL 16: 285 xp.

Story Award

Prevent escapees.


APL 12: 20 xp.

APL 14: 26 xp.

APL 16: 32 xp.

Discretionary Roleplaying Award


APL 12: 22 xp.

APL 14: 27 xp.

APL 16: 32 xp.

Total possible experience

APL 12: 787 xp.
APL 14: 900 xp.
APL 16: 983 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2H3A:

APL 12: L: 140 gp, C: 0 gp, M: 3 each: Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, +1 Chain Shirt, +1 Chainshirt Barding (5250 gp).

APL 14: L: 140 gp, C: 0 gp, M: 6 each: Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, +1 Chain Shirt, +1 Chainshirt Barding (11,500 gp).

APL 16: L: 140 gp, C: 0 gp, M: 4 each: Large +1 Impaling Spellstoring Wounding Lance, Gloves of Fortunate Striking, +1 Chain Shirt, +1 Chainshirt Barding (19666 gp).

Encounter R2H3B:

All APLs: L: 1 gp, C: 0 gp, M: 2 each: Rod of Many Wands loaded with 2 wands of magic missile (9th) and a wand of enervation potion of cure serious wounds, potion of invisibility (10350 gp).

Items for the Adventure Record

Special

None.

Item Access

See AR.
Appendix R2H3 – APL 12

Encounter R2H3A




Spell-Lancer
CR 12

Male Human Fighter1/Wizard6/Spellsword5

LE Medium humanoid

Init +1; Senses Listen +2, Spot +2

Languages Common, Goblin, Draconic, Orc 

AC 25, touch 12, flat-footed 23


(+2 Dex, +5 armor, +4 shield, +4 natural)

Miss Chance 50% due to displacement (8 rounds remain)

hp 83 (1d10+3 plus 6d4+18 plus 5d8+15 12 HD); DR 10/Adamantine (90 points) DR 10/Magic vs. projectiles

Immune Sleep, paralysis

Fort +11, Ref +6, Will +9

Speed 30 ft. in light armor (6 squares), base movement 30 ft.;

Melee Large +1 Impaling Spellstoring Lance (keen edge) +16/+11 (2d6+8 19-20/x3)

Melee Charge Large +1 Impaling Spellstoring Lance (keen edge) +18 (6d6+24 19-20/x3)

Melee Charge/Impaling Full PA Large +1 Impaling Spellstoring Lance (keen edge) +18 touch (6d6+78 19-20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +14

Atk Options Reroll to Hit 1/day, Make Lance do touch attacks 3/day, first hit gives a double enervation (2d4 negative levels), use scorching rays to hit flyers and to channel into weapon for partial charges, sacrifice AC to increase damage via Power Attack.

Special Actions 

Combat Gear Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, Riding Boots, +1 Chain Shirt

Class Spells Prepared (CL 9th):


5th— Draconic Might


4th— Enervation, Stoneskin


3rd— Displacement, Fortify Familiar, Keen Edge, Ray of Exhaustion, Enhance Familiar


2nd— Protection from Arrows, Cat’s Grace, Scorching Ray, Scorching Ray, Scorching Ray


1st— Shield, Protection from Good, True Strike, True Strike, Enlarge Person


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 20, Dex 17, Con 16, Int 16, Wis 10, Cha 12 

SQ Ignore Spell Failure 20%, 

Feats Alertness, Mounted Combat, Obtain Familiar, Ride By Attack, Spirited Charge, Power Attack, Improved Familiar, Craft Wonderous Item (or Craft Arms and Armor), Scribe Scroll, Improved Bull Rush, Shock Trooper 

Skills Climb +9, Concentration +14, Handle Animal +5, Jump +9, Knowledge: Arcane +14, Ride +20, Spellcraft +14, Swim +9

Possessions combat gear plus +1 Chainshirt Barding, Masterwork Military Saddle

Spellbook spells prepared plus 

0th - all cantrips. 

1st - color spray; detect secret doors; feather fall; mage armor; ray of enfeeblement; shocking grasp; sleep

2nd - acid arrow; alter self; eagle's splendor; invisibility; owl's wisdom; scorching ray

3rd - fireball; fly; haste; lightning bolt; protection from energy

4th - enervation; invisibility, greater; summon monster IV; wall of fire

5th - feeblemind; wall of force

Channel Spell (Sp): Using this ability requires a move action, and the spellsword uses up the prepared spell or spell slot just as if he had cast the spell.  The channeled spell affects the next target that the spellsword successfully attacks with his weapon (saving throws and spell resistance still apply).  Even if the spell normally affects an area or is a ray, it affects only the target.  The spell is discharged from the weapon, which can then hold another spell.  A spellsword can channel his spells into only one weapon at a time.  Spells channeled into a weapon are lost if not used in 8 hours.

Description A humanoid form made of stone rides out of the general melee, laying about those around him.  A spell whisks from its fingers, and it turns to attack you.

Sources Impaling (MIC), Draconic Might (SpC), Fortify Familiar (SpC), Enhance Familiar (SpC), Obtain Familiar (CA), Improved Familiar (CW), Shock Trooper (CW), Spellsword (CW)

Gray (Familiar)
CR 0

Male Winter Wolf Familiar 11

NE Large Magical Beast (Cold)

Init +8; Senses Listen +4, Spot +4

Languages Common, Giant 

AC 36, touch 19, flat-footed 31


(-1 size, +3 Dex, +5 armor, +4 shield, +13 natural, +2 dodge)

Miss Chance 50% due to displacement (8 rounds remain)

hp 44 (11 HD); DR 10/Adamantine, DR 10/Magic vs. projectiles. 

Immune Sleep, paralysis, cold

SR 16

Fort +15, Ref +10, Will +12

Weakness Vulnerability to fire

Speed 50 ft. in +1 Chainshirt Barding (10 squares);

Melee Bite +13 (1d8+11 plus 1d6 cold)

Space 10 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Atk Options Breath Weapon, Freezing Bite, Trip

Combat Gear +1 Chainshirt Barding

Abilities Str 22, Dex 17, Con 20, Int 11, Wis 13, Cha 14 

SQ Darkvision 60 ft., immunity to cold, low-light vision, scent, vulnerability to fire

Feats Fleet of Foot, Improved Initiative, Run 

Skills Hide +1, Listen +4, Move Silently +9, Spot +4, Survival +1

Possessions combat gear plus nothing

Familiar Abilities (PHB 53)

Breath Weapon (Su): 15-foot cone, once every 1d4 rounds, damage 4d6 cold, Reflex DC 18 half.  The save DC is Constitution-based. 

Freezing Bite (Su): A winter wolf deals an extra 1d6 points of cold damage every time it bites an opponent, as if its bite were a frost weapon. 

Trip (Ex): A winter wolf that hits with a bite attack can attempt to trip the opponent (+10 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the winter wolf.

Skills Winter wolves have a +1 racial bonus on Listen, Move Silently, and Spot checks.  Winter wolves have a +2 racial bonus on Hide checks.  Their natrual coloration grants them a +7 racial bonus on Hide checks in areas of snow and ice.  A winter wolf has a +4 racial bonus on Survival checks when tracking by scent.

Description A mangy looking, huge white wolf breaths huge clouds of steam into the muggy air as it approaches you.

Sources Fleet of Foot (CW)

Encounter R2H3B




Kalek Steambinder
CR 13

Male gnome Wizard 10/Initiate of the Sevenfold Veil 3

NE Small humanoid

Init +X; Senses Listen +1, Spot +1

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 32, touch 24, flat-footed 27


(+1 size, +1 Dex, +4 armor, +4 shield, +8 cover)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 83 (13 HD); DR 10/adamantine - 130 points remaining (stoneskin) 

Immune paralysis, sleep

Fort +9, Ref +13, Will +11

Speed 20 ft. (4 squares)

Melee dagger +8/+3 (1d4+1 19-20/x2)

Ranged light crossbow +8 (1d8 19-20/x2)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +3

Special Actions Warding 2/day

Combat Gear 2 spell component pouches, Rod of Many Wands loaded with 2 wands of magic missile (9th) and wand of enervation, potion of cure serious wounds, potion of invisibility

Class Spells Prepared (CL 13th):


7th— Forcecage


6th— Anticipate Teleport, Greater; Tenser’s Transformation


5th— Wall of Force; Mordenkainen’s Private Sanctum; Telekinesis


4th— Stoneskin; Evard’s Black Tentacles; Invisibility, Greater; Wall of Fire


3rd— Dragonskin; Enhance Familiar; Keen Edge; Displacement; Dispel Magic


2nd— Cat’s Grace; False Life; Resist Energy; Resist Energy; Scorching Ray; Glitterdust


1st— Shield; Mage Armor; Protection from Good; Enlarge Person; True Strike


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 8, Dex 13, Con 16, Int 18, Wis 12, Cha 8 

SQ 

Feats Obtain Familiar, Skill Focus (Spellcraft), Craft Wand, Spell Focus (abjuration), Greater Spell Focus (abjuration), Craft Rod, Improved Familiar

Skills Concentration +19, Knowledge(Architecture and Engineering) +20, Knowledge(Arcana) +20, Knowledge(Nature) +20, Profession (Engineering) +17, Spellcraft +20

Possessions combat gear 
Spellbook spells prepared plus 

0th - all cantrips. 

1st - detect secret doors; disguise self; endure elements; expeditious retreat; magic missile; shield; silent image

2nd - alter self; flaming sphere; invisibility; knock; resist energy; see invisibility

3rd - dispel magic; fireball; flame arrow; fly; haste; summon Monster III

4th - confusion; dimension door; enervation; scrying; stoneskin

5th - baleful polymorph; dominate person; hold monster; teleport; transmute mud to rock

6th - antimagic field; disintegrate; shadow walk; summon monster VI; wall of iron

7th - limited wish; teleport, greater

Unanswerable Strike (Ex): Kalek has a +2 bonus on caster level checks to counter or dispel abjuration spells. 

Unimpeachable Abjuration (Ex):  Kalek’s abjuration spells are particularly difficult to defeat with spells or effects that dispel them.  He can add his class level (+3) to the DC to dispel any abjuration spell or effect she created.

Veils: Kalek knows the red, orange, and yellow veils, and she can imbue any warding he creates with one of them.


Red Veil: This veil blocks all nonmagical ranged attacks and missiles.  A creature crossing a red veil takes 20 points of fire damage (Reflex DC 18 half).  A cone of cold spell or effect destroys a warding with this veil but is negated in the process.


Orange Veil: This veil halts magical ranged attacks, including spells that conjure missiles (such as Melf’s acid arrow) or effects that create rays (such as disintegrate or a beholder’s eye rays).  A creature crossing an orange veil takes 40 points of acid damage (Reflex DC 19 half).  A gust of wind spell or similar effect destroys the veil but is negated in the process.


Yellow Veil: This veil prevents gases or clouds from entering the warded area, and it defeats petrification attacks.  In addition, a character inside a personal or area warding imbued with a yellow veil has immunity to poison introduced from outside the warding (such as from a creature with an envenomed weapon striking through the barrier).  A creature crossing a yellow veil takes 80 points of electricity damage (Reflex DC 20 half).  A disintegrate spell destroys the veil but is negated in the process.

Warding (Sp): Kalek can create a personal warding (affects his space), an area warding (affects his space and all squares adjacent to him), or a warding wall (30 feet long and 15 feet high) twice per day, imbuing it with one of the three veils he knows.  The personal and area wardings have a duration of 4 minutes, and the warding wall has a duration of 40 minutes.

Description A little gnome in dirty, stained robes with oil on his face looks out from soot-stained goggles.

Sources Rod of Many Wands (CM), greater anticipate teleport, dragonskin, enhance familiar (SpC), Obtain Familiar, Initiate of the Sevenfold Veil (CA)

Malen Steambinder
CR 13

Female gnome Wizard 10/Initiate of the Sevenfold Veil 3 

NE Small humanoid

Init +X; Senses Listen +1, Spot +1

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 32, touch 24, flat-footed 27


(+1 size, +1 Dex, +4 armor, +4 shield, +8 cover)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 83 (13 HD); DR 10/adamantine - 130 points remaining (stoneskin) 

Immune paralysis, sleep

Fort +9, Ref +13, Will +11

Speed 20 ft. (4 squares)

Melee dagger +8/+3 (1d4+1 19-20/x2)

Ranged light crossbow +8 (1d8 19-20/x2)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +3

Special Actions Warding 2/day

Combat Gear 2 spell component pouches, Rod of Many Wands loaded with 2 wands of magic missile (9th) and wand of enervation, potion of cure serious wounds, potion of invisibility

Class Spells Prepared (CL Xth):


7th— Forcecage


6th— Dispel Magic, Greater; Tenser’s Transformation


5th— Wall of Force; Wall of Stone; Telekinesis


4th— Stoneskin; Evard’s Black Tentacles; Invisibility, Greater; Wall of Ice


3rd— Dragonskin; Enhance Familiar; Keen Edge; Displacement; Haste


2nd— Cat’s Grace; False Life; Resist Energy; Resist Energy; Scorching Ray; Glitterdust


1st— Shield; Mage Armor; Protection from Good; Enlarge Person; True Strike


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 8, Dex 13, Con 16, Int 18, Wis 12, Cha 8

SQ 

Feats Obtain Familiar, Skill Focus (Spellcraft), Craft Rod, Spell Focus (abjuration), Greater Spell Focus (abjuration), Craft Wand, Improved Familiar

Skills Concentration +19, Knowledge(Architecture and Engineering) +20, Knowledge(Arcana) +20, Knowledge(Nature) +20, Profession (Engineering) +17, Spellcraft +20 

Possessions combat gear plus potion of cure serious wounds, potion of invisibility

Spellbook spells prepared plus 

0th - all cantrips. 

1st - burning hands; identify; magic missile; protection from chaos/evil/good/law; sleep; summon monster I; true strike

2nd - acid arrow; bull's strength; darkness; Tasha’s hideous laughter; mirror image; scorching ray

3rd - dispel magic; fireball; lightning bolt; magic weapon, greater; slow; tongues

4th - dimension door; enervation; globe of invulnerability, lesser; scrying; stoneskin; wall of fire

5th - break enchantment; telekinesis; transmute rock to mud; wall of stone

6th -- bull's strength, mass; chain lightning; contingency; dispel magic, greater; summon monster VI

7th -- spell turning; summon monster VII

Unanswerable Strike (Ex): Malen has a +2 bonus on caster level checks to counter or dispel abjuration spells. 

Unimpeachable Abjuration (Ex):  Malen’s abjuration spells are particularly difficult to defeat with spells or effects that dispel them.  She can add his class level (+3) to the DC to dispel any abjuration spell or effect she created.

Veils: Malen knows the red, orange, and yellow veils, and she can imbue any warding she creates with one of them.


Red Veil: This veil blocks all nonmagical ranged attacks and missiles.  A creature crossing a red veil takes 20 points of fire damage (Reflex DC 18 half).  A cone of cold spell or effect destroys a warding with this veil but is negated in the process.


Orange Veil: This veil halts magical ranged attacks, including spells that conjure missiles (such as Melf’s acid arrow) or effects that create rays (such as disintegrate or a beholder’s eye rays).  A creature crossing an orange veil takes 40 points of acid damage (Reflex DC 19 half).  A gust of wind spell or similar effect destroys the veil but is negated in the process.


Yellow Veil: This veil prevents gases or clouds from entering the warded area, and it defeats petrification attacks.  In addition, a character inside a personal or area warding imbued with a yellow veil has immunity to poison introduced from outside the warding (such as from a creature with an envenomed weapon striking through the barrier).  A creature crossing a yellow veil takes 80 points of electricity damage (Reflex DC 20 half).  A disintegrate spell destroys the veil but is negated in the process.

Warding (Sp): Malen can create a personal warding (affects her space), an area warding (affects her space and all squares adjacent to her), or a warding wall (30 feet long and 15 feet high) twice per day, imbuing it with one of the three veils she knows.  The personal and area wardings have a duration of 4 minutes, and the warding wall has a duration of 40 minutes.

Description A little gnome in dirty, stained robes with oil on his face looks out from soot-stained goggles.

Sources Rod of Many Wands (CM), greater anticipate teleport, dragonskin, enhance familiar (SpC), Obtain Familiar, Initiate of the Sevenfold Veil (CA)

Advanced Blade Guardian Familiar
CR 11

Blade Guardian Familiar

N Large Construct

Init +1; Senses Listen +0, Spot +0

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 36, touch 16, flat-footed 33


(-1 size, +1 Dex, +2 dodge, +4 armor, +4 shield, +16 natural)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 218 (24 HD); fast healing 1; DR 10/adamantine - 130 points remaining (stoneskin) DR 5/-

Immune Construct Traits

Fort +15, Ref +11, Will +10

Speed 20 ft. (4 squares), fly (good) 60 ft.;

Melee Spare Trebuchet Parts (Huge Greatclub) +37/+32/+27/+22/+17 (3d8+29) or 2 claws +43/+43 (1d8+20)

Ranged Trebuchet Ammunition +23/+18/+13/+8/+3 (2d6+18)

Space 10 ft.; Reach 10 ft.

Base Atk +24; Grp +46

Combat Gear None

Abilities Str 36, Dex 12, Con -, Int -, Wis 10, Cha 1 

SQ Construct type, damage reduction 5/-, darkvision 60 ft., fast healing 1, find master, guard, low-light vision, spell storing

Feats None 

Skills None

Possessions None

Find Master (Su): No matter the distance, as long as it is on the same plane, a blade guardian can find its master. 

Guard (Ex): A blade guardian moves swiftly to defend its master by its side, blocking blows and disrupting foes.  All attacks against the master take a -2 penalty if the blade guardian is adjacent.

Spell Storing (Sp): A blade guardian can store one spell of 3rd level or lower that is cast into it by another creature.  It uses this spell when commanded or when a predetermined situation arises.  Once this spell is used, it can store another spell (or the same spell). 

Description This large metal humanoid creature is covered in spikes.  Where its hands should be are instead two whirling blades. 

Sources Blade Guardian (Complete Warrior)

Encounter R2H3C




Omnimental
CR 15

NE Gargantuan Elemental (Air, Earth, Extraplanar, Fire, Water)

Init +4; Senses Listen +37, Spot +37

Languages Aquan, Auran, Ignan, and Terran 

AC 32, touch 6, flat-footed 32


(-4 size, +26 natural)

hp 408 (32 HD); DR 10/-

Immune Electricity and Fire

Fort +27, Ref +18, Will +12

Weakness Vulnerability to cold

Speed 50 ft. (10 squares), fly 50 ft. (perfect), swim 50 ft.;

Melee 2 slams +32 (2d8+12 plus 2d8 fire and 1d8 electricity)

Ranged Elemental ball +20 (4d6+12 plus 1d8 fire)

Space 20 ft.; Reach 20 ft.

Base Atk +24; Grp +48

Special Actions Death birth, elemental ball

Combat Gear None

Abilities Str 35, Dex 10, Con 28, Int 10, Wis 11, Cha 11 

SQ Blindsight 120 ft., damage reduction 10/-, darkvision 60 ft., elemental traits, immunity to electricity and fire, vulnerability to cold

Feats Alertness, Awesome Blow, Blind-Fight, Cleave, Combat Reflexes, Great Cleave, Improved Bull Rush, Improved Initiative, Improved Natural Attack (slam), Iron Will, Power Attack 

Skills Listen +37, Spot +37, Swim +20

Possessions combat gear plus nothing

Death Birth (Su): When an omnimental reaches 0 hit points, it bursts into its component elemental parts, creating four 16 HD Huge elementals, one each of air, earth, fire, and water (see pages 96-100 of the Monster Manual for statistics). 

Elemental Ball (Ex): As a standard action, an omnimental can detach part of itself to create a clod of flaming earth that it can fling at an opponent up to 100 feet away.   

Skills An omnimental has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.

Description A coruscating being, shimmering with fire, electricity, water, and whirling air moves towards you, devastating all in its path.

Sources Monster Manual III (118)

Earth Dragon Troll
CR 11

Male Half-Black Dragon Troll of Legend Ranger 1

LE Large Dragon

Init +10; Senses Listen +12, Spot +12

Languages Giant, Draconic, Common 

AC 48, touch 20, flat-footed 42


(-1 size, +6 Dex, +6 armor, +3 shield, +5 deflection, +18 natural)

Miss Chance 20% vs. Ranged attacks

hp 137 (7 HD); regeneration 5 / fast healing 5

Immune fire, sleep, paralysis

Resist Acid 30, Cold 30

Fort +26, Ref +13, Will +6

Speed 30 ft. in +2 Mithral Chainshirt (6 squares), base movement 30 ft., fly (average) 60 ft.;

Melee 2 claws +32 (1d6+27) and bite +30 (1d8+17)

Space 10 ft.; Reach 10 ft.

Base Atk +5; Grp +34

Atk Options Breath Weapon 30 ft. Cone of Fire 1/day (6d8 DC 30 Reflex)

Special Actions Rend (2d6+40)

Combat Gear +2 Mithral Chainshirt, +2 Buckler

Class Spells Prepared (CL 5th):


3rd— Silence


2nd— Death Knell, Silence


1st— Entropic Shield, Cure Light Wounds, Divine Favor


0— Create Water, Cure Minor Wounds, Create Water, Cure Minor Wounds, Cure Minor Wounds,

Already cast

Abilities Str 50, Dex 23, Con 42, Int 10, Wis 12, Cha 10 

SQ Scent, Darkvision 60 ft., Low Light Vision, Favored Enemy: Dwarf +2, Wild Empathy +1, Reflective Hide, Regeneration 5, Fast Healing 5

Feats Power Attack, Improved Bull Rush, Awesome Blow, Improved Initiative, Multiattack, Track 

Skills Concentration +20, Spot +11, Listen +11, Balance +11, Tumble +11

Possessions combat gear plus 7 empty bottles (Barkskin +4, Shield of Faith +5, Greater Magic Fang +5, Resist Energy 30 (cold), Resist Energy 30 (acid), Bull’s Strength, Bear’s Endurance)

Reflective Hide (Su): Constant spell turning effect 

Favored Enemy: Dwarf +2 (Ex)

Scent (Ex)

Regeneration 5 (Ex)

Fast Healing 5 (Ex)

Description A tall, black scaly skinned troll stands here.

Sources Monster of Legend (MMII)

Appendix R2H3 – APL 14
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Spell-Lancer
CR 12

Male Human Fighter1/Wizard6/Spellsword5

LE Medium humanoid

Init +1; Senses Listen +2, Spot +2

Languages Common, Goblin, Draconic, Orc 

AC 25, touch 12, flat-footed 23


(+2 Dex, +5 armor, +4 shield, +4 natural)

Miss Chance 50% due to displacement (8 rounds remain)

hp 83 (1d10+3 plus 6d4+18 plus 5d8+15 12 HD); DR 10/Adamantine (90 points) DR 10/Magic vs. projectiles

Immune Sleep, paralysis

Fort +11, Ref +6, Will +9

Speed 30 ft. in light armor (6 squares), base movement 30 ft.;

Melee Large +1 Impaling Spellstoring Lance (keen edge) +16/+11 (2d6+8 19-20/x3)

Melee Charge Large +1 Impaling Spellstoring Lance (keen edge) +18 (6d6+24 19-20/x3)

Melee Charge/Impaling Full PA Large +1 Impaling Spellstoring Lance (keen edge) +18 touch (6d6+78/19-20x3)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +14

Atk Options Reroll to Hit 1/day, Make Lance do touch attacks 3/day, first hit gives a double enervation (2d4 negative levels), use scorching rays to hit flyers and to channel into weapon for partial charges, sacrifice AC to increase damage via Power Attack.

Combat Gear Large +1 Impaling Spellstoring Lance, Gloves of Fortunate Striking, Riding Boots, +1 Chain Shirt

Class Spells Prepared (CL 9th):


5th— Draconic Might


4th— Enervation, Stoneskin


3rd— Displacement, Fortify Familiar, Keen Edge, Ray of Exhaustion, Enhance Familiar


2nd— Protection from Arrows, Cat’s Grace, Scorching Ray, Scorching Ray, Scorching Ray


1st— Shield, Protection from Good, True Strike, True Strike, Enlarge Person


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 20, Dex 17, Con 16, Int 16, Wis 10, Cha 12 

SQ Ignore Spell Failure 20%, 

Feats Alertness, Mounted Combat, Obtain Familiar, Ride By Attack, Spirited Charge, Power Attack, Improved Familiar, Craft Wonderous Item (or Craft Arms and Armor), Scribe Scroll, Improved Bull Rush, Shock Trooper 

Skills Climb +9, Concentration +14, Handle Animal +5, Jump +9, Knowledge: Arcane +14, Ride +20, Spellcraft +14, Swim +9

Possessions combat gear plus +1 Chainshirt Barding, Masterwork Military Saddle

Spellbook spells prepared plus 

0th - all cantrips. 

1st - color spray; detect secret doors; feather fall; mage armor; ray of enfeeblement; shocking grasp; sleep

2nd - acid arrow; alter self; eagle's splendor; invisibility; owl's wisdom; scorching ray

3rd - fireball; fly; haste; lightning bolt; protection from energy

4th - enervation; invisibility, greater; summon monster IV; wall of fire

5th - feeblemind; wall of force

Channel Spell (Sp): Using this ability requires a move action, and the spellsword uses up the prepared spell or spell slot just as if he had cast the spell.  The channeled spell affects the next target that the spellsword successfully attacks with his weapon (saving throws and spell resistance still apply).  Even if the spell normally affects an area or is a ray, it affects only the target.  The spell is discharged from the weapon, which can then hold another spell.  A spellsword  can channel his spells into only one weapon at a time.  Spells channeled into a weapon are lost if not used in 8 hours.

Description A humanoid form made of stone rides out of the general melee atop an enormous stone wolf, laying about those around him.  A spell whisks from its fingers, and it turns to attack you.

Sources Impaling (MIC), Draconic Might (SpC), Fortify Familiar (SpC), Enhance Familiar (SpC), Obtain Familiar (CA), Improved Familiar (CW), Shock Trooper (CW), Spellsword (CW)

Gray (Familiar)
CR 0

Male Winter Wolf Familiar 11

NE Large Magical Beast (Cold)

Init +8; Senses Listen +4, Spot +4

Languages Common, Giant 

AC 36, touch 19, flat-footed 31


(-1 size, +3 Dex, +5 armor, +4 shield, +13 natural, +2 dodge)

Miss Chance 50% due to displacement (8 rounds remain)

hp 42 (11 HD); DR 10/Adamantine, DR 10/Magic vs. projectiles. 

Immune Sleep, paralysis, cold

SR 16

Fort +15, Ref +10, Will +12

Weakness Vulnerability to fire

Speed 50 ft. in +1 Chainshirt Barding (10 squares);

Melee Bite +13 (1d8+11 plus 1d6 cold)

Space 10 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Atk Options Breath Weapon, Freezing Bite, Trip

Combat Gear +1 Chainshirt Barding

Abilities Str 22, Dex 17, Con 20, Int 11, Wis 13, Cha 14 

SQ Darkvision 60 ft., immunity to cold, low-light vision, scent, vulnerability to fire

Feats Fleet of Foot, Improved Initiative, Run 

Skills Hide +1, Listen +4, Move Silently +9, Spot +4, Survival +1

Familiar Abilities (PHB 53)

Breath Weapon (Su): 15-foot cone, once every 1d4 rounds, damage 4d6 cold, Reflex DC 18 half.  The save DC is Constitution-based. 

Freezing Bite (Su): A winter wolf deals an extra 1d6 points of cold damage every time it bites an opponent, as if its bite were a frost weapon. 

Trip (Ex): A winter wolf that hits with a bite attack can attempt to trip the opponent (+10 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the winter wolf.

Skills Winter wolves have a +1 racial bonus on Listen, Move Silently, and Spot checks.  Winter wolves have a +2 racial bonus on Hide checks.  Their natrual coloration grants them a +7 racial bonus on Hide checks in areas of snow and ice.  A winter wolf has a +4 racial bonus on Survival checks when tracking by scent.

Description A mangy looking, huge white wolf breaths huge clouds of steam into the muggy air as it approaches you.

Sources Fleet of Foot (Complete Warrior)

Encounter R2H3B




Kalek Steambinder
CR 13

Male gnome Wizard 10/Initiate of the Sevenfold Veil 3

NE Small humanoid

Init +X; Senses Listen +1, Spot +1

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 32, touch 24, flat-footed 27


(+1 size, +1 Dex, +4 armor, +4 shield, +8 cover)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 83 (13 HD); DR 10/adamantine - 130 points remaining (stoneskin) 

Immune paralysis, sleep

Fort +9, Ref +13, Will +11

Speed 20 ft. (4 squares)

Melee dagger +8/+3 (1d4+1 19-20/x2)

Ranged light crossbow +8 (1d8 19-20/x2)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +3

Special Actions Warding 2/day

Combat Gear 2 spell component pouches, Rod of Many Wands loaded with 2 wands of magic missile (9th) and wand of enervation, potion of cure serious wounds, potion of invisibility

Class Spells Prepared (CL 13th):


7th— Forcecage


6th— Anticipate Teleport, Greater; Tenser’s Transformation


5th— Wall of Force; Mordenkainen’s Private Sanctum; Telekinesis


4th— Stoneskin; Evard’s Black Tentacles; Invisibility, Greater; Wall of Fire


3rd— Dragonskin; Enhance Familiar; Keen Edge; Displacement; Dispel Magic


2nd— Cat’s Grace; False Life; Resist Energy; Resist Energy; Scorching Ray; Glitterdust


1st— Shield; Mage Armor; Protection from Good; Enlarge Person; True Strike


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 8, Dex 13, Con 16, Int 18, Wis 12, Cha 8 

SQ 

Feats Obtain Familiar, Skill Focus (Spellcraft), Craft Wand, Spell Focus (abjuration), Greater Spell Focus (abjuration), Craft Rod, Improved Familiar

Skills Concentration +19, Knowledge(Architecture and Engineering) +20, Knowledge(Arcana) +20, Knowledge(Nature) +20, Profession (Engineering) +17, Spellcraft +20

Possessions combat gear 
Spellbook spells prepared plus 

0th - all cantrips. 

1st - detect secret doors; disguise self; endure elements; expeditious retreat; magic missile; shield; silent image

2nd - alter self; flaming sphere; invisibility; knock; resist energy; see invisibility

3rd - dispel magic; fireball; flame arrow; fly; haste; summon Monster III

4th - confusion; dimension door; enervation; scrying; stoneskin

5th - baleful polymorph; dominate person; hold monster; teleport; transmute mud to rock

6th - antimagic field; disintegrate; shadow walk; summon monster VI; wall of iron

7th - limited wish; teleport, greater

Unanswerable Strike (Ex): Kalek has a +2 bonus on caster level checks to counter or dispel abjuration spells. 

Unimpeachable Abjuration (Ex):  Kalek’s abjuration spells are particularly difficult to defeat with spells or effects that dispel them.  He can add his class level (+3) to the DC to dispel any abjuration spell or effect she created.

Veils: Kalek knows the red, orange, and yellow veils, and she can imbue any warding he creates with one of them.


Red Veil: This veil blocks all nonmagical ranged attacks and missiles.  A creature crossing a red veil takes 20 points of fire damage (Reflex DC 18 half).  A cone of cold spell or effect destroys a warding with this veil but is negated in the process.


Orange Veil: This veil halts magical ranged attacks, including spells that conjure missiles (such as Melf’s acid arrow) or effects that create rays (such as disintegrate or a beholder’s eye rays).  A creature crossing an orange veil takes 40 points of acid damage (Reflex DC 19 half).  A gust of wind spell or similar effect destroys the veil but is negated in the process.


Yellow Veil: This veil prevents gases or clouds from entering the warded area, and it defeats petrification attacks.  In addition, a character inside a personal or area warding imbued with a yellow veil has immunity to poison introduced from outside the warding (such as from a creature with an envenomed weapon striking through the barrier).  A creature crossing a yellow veil takes 80 points of electricity damage (Reflex DC 20 half).  A disintegrate spell destroys the veil but is negated in the process.

Warding (Sp): Kalek can create a personal warding (affects his space), an area warding (affects his space and all squares adjacent to him), or a warding wall (30 feet long and 15 feet high) twice per day, imbuing it with one of the three veils he knows.  The personal and area wardings have a duration of 4 minutes, and the warding wall has a duration of 40 minutes.

Description A little gnome in dirty, stained robes with oil on his face looks out from soot-stained goggles.

Sources Rod of Many Wands (CM), greater anticipate teleport, dragonskin, enhance familiar (SpC), Obtain Familiar, Initiate of the Sevenfold Veil (CA)

Malen Steambinder
CR 13

Female gnome Wizard 10/Initiate of the Sevenfold Veil 3 

NE Small humanoid

Init +1; Senses Listen +1, Spot +1

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 32, touch 24, flat-footed 27


(+1 size, +1 Dex, +4 armor, +4 shield, +8 cover)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 83 (13 HD); DR 10/adamantine - 130 points remaining (stoneskin) 

Immune paralysis, sleep

Fort +9, Ref +13, Will +11

Speed 20 ft. (4 squares)

Melee dagger +8/+3 (1d4+1 19-20)

Ranged light crossbow +8 (1d8 19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +3

Special Actions Warding 2/day

Combat Gear 2 spell component pouches, Rod of Many Wands loaded with 2 wands of magic missile (9th) and wand of enervation, potion of cure serious wounds, potion of invisibility

Class Spells Prepared (CL Xth):


7th— Forcecage


6th— Dispel Magic, Greater; Tenser’s Transformation


5th— Wall of Force; Wall of Stone; Telekinesis


4th— Stoneskin; Evard’s Black Tentacles; Invisibility, Greater; Wall of Ice


3rd— Dragonskin; Enhance Familiar; Keen Edge; Displacement; Haste


2nd— Cat’s Grace; False Life; Resist Energy; Resist Energy; Scorching Ray; Glitterdust


1st— Shield; Mage Armor; Protection from Good; Enlarge Person; True Strike


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 8, Dex 13, Con 16, Int 18, Wis 12, Cha 8

SQ 

Feats Obtain Familiar, Skill Focus (Spellcraft), Craft Rod, Spell Focus (abjuration), Greater Spell Focus (abjuration), Craft Wand, Improved Familiar

Skills Concentration +19, Knowledge(Architecture and Engineering) +20, Knowledge(Arcana) +20, Knowledge(Nature) +20, Profession (Engineering) +17, Spellcraft +20 

Possessions combat gear plus potion of cure serious wounds, potion of invisibility

Spellbook spells prepared plus 

0th - all cantrips. 

1st - burning hands; identify; magic missile; protection from chaos/evil/good/law; sleep; summon monster I; true strike

2nd - acid arrow; bull's strength; darkness; Tasha’s hideous laughter; mirror image; scorching ray

3rd - dispel magic; fireball; lightning bolt; magic weapon, greater; slow; tongues

4th - dimension door; enervation; globe of invulnerability, lesser; scrying; stoneskin; wall of fire

5th - break enchantment; telekinesis; transmute rock to mud; wall of stone

6th -- bull's strength, mass; chain lightning; contingency; dispel magic, greater; summon monster VI

7th -- spell turning; summon monster VII

Unanswerable Strike (Ex): Malen has a +2 bonus on caster level checks to counter or dispel abjuration spells. 

Unimpeachable Abjuration (Ex):  Malen’s abjuration spells are particularly difficult to defeat with spells or effects that dispel them.  She can add his class level (+3) to the DC to dispel any abjuration spell or effect she created.

Veils: Malen knows the red, orange, and yellow veils, and she can imbue any warding she creates with one of them.


Red Veil: This veil blocks all nonmagical ranged attacks and missiles.  A creature crossing a red veil takes 20 points of fire damage (Reflex DC 18 half).  A cone of cold spell or effect destroys a warding with this veil but is negated in the process.


Orange Veil: This veil halts magical ranged attacks, including spells that conjure missiles (such as Melf’s acid arrow) or effects that create rays (such as disintegrate or a beholder’s eye rays).  A creature crossing an orange veil takes 40 points of acid damage (Reflex DC 19 half).  A gust of wind spell or similar effect destroys the veil but is negated in the process.


Yellow Veil: This veil prevents gases or clouds from entering the warded area, and it defeats petrification attacks.  In addition, a character inside a personal or area warding imbued with a yellow veil has immunity to poison introduced from outside the warding (such as from a creature with an envenomed weapon striking through the barrier).  A creature crossing a yellow veil takes 80 points of electricity damage (Reflex DC 20 half).  A disintegrate spell destroys the veil but is negated in the process.

Warding (Sp): Malen can create a personal warding (affects her space), an area warding (affects her space and all squares adjacent to her), or a warding wall (30 feet long and 15 feet high) twice per day, imbuing it with one of the three veils she knows.  The personal and area wardings have a duration of 4 minutes, and the warding wall has a duration of 40 minutes.

Description A little gnome in dirty, stained robes with oil on his face looks out from soot-stained goggles.

Sources Rod of Many Wands (CM), greater anticipate teleport, dragonskin, enhance familiar (SpC), Obtain Familiar, Initiate of the Sevenfold Veil (CA)

Advanced Blade Guardian Familiar
CR 11

Blade Guardian Familiar

N Large Construct

Init +1; Senses Listen +0, Spot +0

Languages Common, Gnome, Draconic, Abyssal, Infernal, Orc 

AC 36, touch 16, flat-footed 33


(-1 size, +1 Dex, +2 dodge, +4 armor, +4 shield, +16 natural)

Miss Chance 50% chance due to displacement (13 rounds left)

hp 218 (24 HD); fast healing 1; DR 10/adamantine - 130 points remaining (stoneskin) DR 5/-

Immune Construct Traits

Fort +15, Ref +11, Will +10

Speed 20 ft. (4 squares), fly (good) 60 ft.;

Melee Spare Trebuchet Parts (Huge Greatclub) +37/+32/+27/+22/+17 (3d8+29) or 2 claws +43/+43 (1d8+20)

Ranged Trebuchet Ammunition +23/+18/+13/+8/+3 (2d6+18)

Space 10 ft.; Reach 10 ft.

Base Atk +24; Grp +46

Combat Gear None

Abilities Str 36, Dex 12, Con -, Int -, Wis 10, Cha 1 

SQ Construct type, damage reduction 5/-, darkvision 60 ft., fast healing 1, find master, guard, low-light vision, spell storing

Feats —
Skills —
Find Master (Su): No matter the distance, as long as it is on the same plane, a blade guardian can find its master. 

Guard (Ex): A blade guardian moves swiftly to defend its master by its side, blocking blows and disrupting foes.  All attacks against the master take a -2 penalty if the blade guardian is adjacent.

Spell Storing (Sp): A blade guardian can store one spell of 3rd level or lower that is cast into it by another creature.  It uses this spell when commanded or when a predetermined situation arises.  Once this spell is used, it can store another spell (or the same spell). 

Description This large metal humanoid creature is covered in spikes.  Where its hands should be are instead two whirling blades. 

Sources Blade Guardian (Complete Warrior)

Hemp
CR 16

Advanced Hangman Golem

N Huge Construct

Init +2; Senses Listen +1, Spot +1

Languages Common, Gnome 

AC 32, touch 9, flat-footed 31


(-2 size, +1 Dex, +4 armor (mage armor), +19 natural)

hp 204 (29 HD); DR 10/adamantine

Immune Immunity to Magic

Fort +9, Ref +10, Will +10

Weakness Vulnerability to Fire

Speed 30 ft. (6 squares)(can’t run)

Melee 2 slams +32 (3d8+19)

Space 15 ft.; Reach 30 ft.

Base Atk +21; Grp +42

Atk Options Constrict 3d8+19, improved grab, rope whirlwind, strangle

Special Actions Unravel

Combat Gear None

Abilities Str 36, Dex 12, Con -, Int -, Wis 12, Cha 1 

SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision, unravel, vulnerability to fire

Feats - 

Skills -

Possessions None

Constrict (Ex): Hemp deals automatic slam damage with a successful grapple check. 

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

Rope Whirlwind (Ex): Every 1d4 rounds, Hemp can extend a number of ropes and spin, making a single slam attack against every creature within 15 feet.  Hemp cannot use its improved grab ability in conjunction with this ability.

Strangle (Ex): When Hemp grapples a living opponent, it can make a strangle attack as a standard action against the foe it grapples.  Hemp and its foe make opposed grapple checks (or the foe can oppose with an Escape Artist check).  If Hemp exceeds its opponent’s grapple check by 10 or more, it squeezes the breath from that opponent, and in addition to taking constrict damage, the foe is dazed for 1 round if it fails a DC 29 Fortitude save.

Immunity to Magic (Ex): Hemp is immune to all spells, spell-like abilities and supernatural effects that allow spell resistance, except as follows.  Animate rope hastens the golem (as if by the haste spell) for 5 rounds.  Rope trick paralyzes the golem for 1 round (no save). 

Unravel (Ex): Once per day as a standard action, Hemp can unravel its form to become a heap of tangled ropes that fills a 15-foot-by-15-foot area.  While in this form, Hemp cannot attack or move, but it gains fast healing 10.  Hemp can reform into its humanoid appearance as a full-round action.

Description Two glowing eyes peer from this tall humanoid-shaped creature composed of twisted ropes.

Sources Hangman Golem (Monster Manual III)

Encounter R2H3C




Holocaust Disciple
CR 15

NE Large elemental (extraplanar, fire)

Init +9; Senses Listen +23, Spot +23

Aura heat (15 ft., DC 27)

Languages Common, Draconic, Ignan, Terran 

AC 21, touch 14, flat-footed 16


(-1 size, +5 Dex, +7 natural)

hp 221 (26 HD); fast healing 5; DR 10/magic

Immune fire, elemental immunities

SR 23

Fort +20, Ref +28, Will +21

Weakness vulnerability to cold

Speed 30 ft. (6 squares), fly 40 ft. (perfect)

Melee fire bolt +24 touch (8d6 fire/19-20)

Ranged fire bolt +24 touch (8d6 fire/19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +19; Grp +28

Atk Options magic strike

Special Actions flame wave

Spell-Like Abilities (CL 18th):


At will - fireball (DC 19), fire shield (warm only, DC 20)

 3/day - wall of fire

 1/day - meteor swarm (DC 25)

Already cast

Abilities Str 21, Dex 21, Con 19, Int 14, Wis 20, Cha 22 

SQ elemental grace, elemental traits

Feats Ability Focus (flame wave), Alertness, Combat Casting, Great Fortitude, Improved Critical (fire bolt), Improved Initiative, Iron Will, Lightning Reflexes, Weapon Focus (fire bolt) 

Skills Climb +21, Concentration +24, Knowledge (arcana) +18, Knowledge (the planes) +18, Listen +23, Spellcraft +20, Spot +23, Survival +5 (+7 on other planes)

Heat Aura (Su) At the end of each of their turns, creatures within 15 feet of a holocaust disciple must succeed on DC 27 Fortitude saves or be fatigued.  A successful save negates the effect.  A fatigued creature that fails its save becomes exhausted.  A creature must attempt this saving throw each round it is within range, whether or not it has succeeded on an earlier save.  A creature that has resistance or immunity to fire damage is immune to this effect, as is a creature that is not subject to the effects of extreme heat conditions.  The fatigued and exhausted conditions end 1 minute after leaving the aura’s area of effect.  The save DC is Constitution-based.

Fire Bolt (Su) A holocaust disciple can aim a bolt of fire at a single target as a melee or ranged touch attack.  The ranged touch attack has a maximum range of 200 feet with no range increment. 

Flame Wave (Su) Once per round as a standard action, a holocaust disciple can generate a wave of flame that rolls out from its body.  Any creature within 60 feet of the holocaust disciple must succeed on a DC 29 Reflex save or take 13d6 points of fire damage.  A successful save results in half damage.  The save DC is Constitution-based.  The flame wave damage increases by 1d6 for every 2 additional HD the holocaust disciple possesses.

Elemental Grace (Su) A holocaust disciple gains a bonus equal to its Charisma bonus on saving throws.

Description A tall, human-shaped creature composed of pure flame stands before you.  It wears a plain red robe that seems to float and billow in the tremendous heat, while the air shimmers around it.  Its lower body is a stream of flame that coils behind it like a snake’s tail.

Sources Holocaust Disciple (Monster Manual IV)
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Spell-Lancer
CR 15

Male Human Fighter4/Wizard6/Spellsword5

LE Medium humanoid

Init +1; Senses Listen +2, Spot +2

Languages Common, Goblin, Draconic, Orc 

AC 26 [28 vs good], touch 14 [16], flat-footed 23 [25]


(+3 Dex, +5 armor, +4 shield, +4 natural, +2 Deflect vs good)

Miss Chance 50% due to displacement (8 rounds remain)

hp 112 (4d10+12 plus 6d4+18 plus 5d8+15 12 HD); DR 10/Adamantine (90 points) DR 10/Magic vs. projectiles

Immune Sleep, paralysis

Fort +13, Ref +7, Will +10

Speed 30 ft. in light armor (6 squares), base movement 30 ft.;

Melee Large +1 Impaling Spellstoring Wounding Lance (keen edge) +19/+14/+9 (2d6+8/19-20x3 plus 1pt Con)

Melee Charge Large +1 Impaling Spellstoring Wounding Lance (keen edge) +21 (6d6+24 1pt Con 19-20/x3)

Melee Charge/Impaling +9 PA Large +1 Impaling Spellstoring Wounding Lance (keen edge) +12 touch (6d6+78 1pt Con /19-20x3)

Space 5 ft.; Reach 5 ft.

Base Atk +12/+7/+2; Grp +14

Atk Options Reroll to Hit 1/day, Make Lance do touch attacks 3/day, first hit gives a double enervation (2d4 negative levels), use scorching rays to hit flyers and to channel into weapon for partial charges, sacrifice AC to increase damage via Power Attack.

Combat Gear Large +1 Impaling Spellstoring Wounding Lance, Gloves of Fortunate Striking, Riding Boots, +1 Chain Shirt

Class Spells Prepared (CL 9th):


5th— Draconic Might


4th— Enervation, Stoneskin


3rd— Displacement, Fortify Familiar, Keen Edge, Ray of Exhaustion, Enhance Familiar


2nd— Protection from Arrows, Cat’s Grace, Scorching Ray, Scorching Ray, Scorching Ray


1st— Shield, Protection from Good, True Strike, True Strike, Enlarge Person


0— Detect Magic, Detect Magic, Daze, Prestidigitation

Already cast

Abilities Str 20, Dex 17, Con 16, Int 16, Wis 10, Cha 12 

SQ Ignore Spell Failure 20%, 

Feats Alertness, Mounted Combat, Obtain Familiar, Ride By Attack, Spirited Charge, Power Attack, Improved Familiar, Craft Wonderous Item (or Craft Arms and Armor), Scribe Scroll, Improved Bull Rush, Shock Trooper, Weapon Focus (lance), Weapon Focus (Ray), Point Blank Shot

Skills Climb +9, Concentration +14, Handle Animal +8, Jump +9, Knowledge: Arcane +14, Ride +23, Spellcraft +14, Swim +9

Possessions combat gear plus +1 Chainshirt Barding, Masterwork Military Saddle

Spellbook spells prepared plus 

0th - all cantrips. 

1st - color spray; detect secret doors; feather fall; mage armor; ray of enfeeblement; shocking grasp; sleep

2nd - acid arrow; alter self; eagle's splendor; invisibility; owl's wisdom; scorching ray

3rd - fireball; fly; haste; lightning bolt; protection from energy

4th - enervation; invisibility, greater; summon monster IV; wall of fire

5th - feeblemind; wall of force

Channel Spell (Sp): Using this ability requires a move action, and the spellsword uses up the prepared spell or spell slot just as if he had cast the spell.  The channeled spell affects the next target that the spellsword successfully attacks with his weapon (saving throws and spell resistance still apply).  Even if the spell normally affects an area or is a ray, it affects only the target.  The spell is discharged from the weapon, which can then hold another spell.  A spellsword can channel his spells into only one weapon at a time.  Spells channeled into a weapon are lost if not used in 8 hours.

Description A humanoid form made of stone rides out of the general melee atop an enormous stone wolf, laying about those around him.  A spell whisks from its fingers, and it turns to attack you.

Sources Impaling (MIC), Draconic Might (SpC), Fortify Familiar (SpC), Enhance Familiar (SpC), Obtain Familiar (CA), Improved Familiar (CW), Shock Trooper (CW), Spellsword (CW)

Gray (Familiar)
CR 0

Male Winter Wolf Familiar 11

NE Large Magical Beast (Cold)

Init +8; Senses Listen +4, Spot +4

Languages Common, Giant 

AC 36, touch 19, flat-footed 31


(-1 size, +3 Dex, +5 armor, +4 shield, +13 natural, +2 dodge)

Miss Chance 50% due to displacement (8 rounds remain)

hp 42 (11 HD); DR 10/Adamantine, DR 10/Magic vs. projectiles. 

Immune Sleep, paralysis, cold

SR 16

Fort +15, Ref +10, Will +12

Weakness Vulnerability to fire

Speed 50 ft. in +1 Chainshirt Barding (10 squares);

Melee Bite +13 (1d8+11 plus 1d6 cold)

Space 10 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Atk Options Breath Weapon, Freezing Bite, Trip

Combat Gear +1 Chainshirt Barding

Abilities Str 22, Dex 17, Con 20, Int 11, Wis 13, Cha 14 

SQ Darkvision 60 ft., immunity to cold, low-light vision, scent, vulnerability to fire

Feats Fleet of Foot, Improved Initiative, Run 

Skills Hide +1, Listen +4, Move Silently +9, Spot +4, Survival +1

Familiar Abilities (PHB 53)

Breath Weapon (Su): 15-foot cone, once every 1d4 rounds, damage 4d6 cold, Reflex DC 18 half.  The save DC is Constitution-based. 

Freezing Bite (Su): A winter wolf deals an extra 1d6 points of cold damage every time it bites an opponent, as if its bite were a frost weapon. 

Trip (Ex): A winter wolf that hits with a bite attack can attempt to trip the opponent (+10 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the winter wolf.

Skills Winter wolves have a +1 racial bonus on Listen, Move Silently, and Spot checks.  Winter wolves have a +2 racial bonus on Hide checks.  Their natrual coloration grants them a +7 racial bonus on Hide checks in areas of snow and ice.  A winter wolf has a +4 racial bonus on Survival checks when tracking by scent.

Description A mangy looking, huge white wolf breaths huge clouds of steam into the muggy air as it approaches you.

Sources Fleet of Foot (Complete Warrior)

Encounter R2H3C




Holocaust Disciple
CR 15

NE Large elemental (extraplanar, fire)

Init +9; Senses Listen +23, Spot +23

Aura heat (15 ft., DC 27)

Languages Common, Draconic, Ignan, Terran 

AC 21, touch 14, flat-footed 16


(-1 size, +5 Dex, +7 natural)

hp 221 (26 HD); fast healing 5; DR 10/magic

Immune fire, elemental immunities

SR 23

Fort +20, Ref +28, Will +21

Weakness vulnerability to cold

Speed 30 ft. (6 squares), fly 40 ft. (perfect)

Melee fire bolt +24 touch (8d6 fire/19-20)

Ranged fire bolt +24 touch (8d6 fire/19-20)

Space 10 ft.; Reach 10 ft.

Base Atk +19; Grp +28

Atk Options magic strike

Special Actions flame wave

Spell-Like Abilities (CL 18th):


At will - fireball (DC 19), fire shield (warm only, DC 20)

 3/day - wall of fire

 1/day - meteor swarm (DC 25)

Already cast

Abilities Str 21, Dex 21, Con 19, Int 14, Wis 20, Cha 22 

SQ elemental grace, elemental traits

Feats Ability Focus (flame wave), Alertness, Combat Casting, Great Fortitude, Improved Critical (fire bolt), Improved Initiative, Iron Will, Lightning Reflexes, Weapon Focus (fire bolt) 

Skills Climb +21, Concentration +24, Knowledge (arcana) +18, Knowledge (the planes) +18, Listen +23, Spellcraft +20, Spot +23, Survival +5 (+7 on other planes)

Heat Aura (Su) At the end of each of their turns, creatures within 15 feet of a holocaust disciple must succeed on DC 27 Fortitude saves or be fatigued.  A successful save negates the effect.  A fatigued creature that fails its save becomes exhausted.  A creature must attempt this saving throw each round it is within range, whether or not it has succeeded on an earlier save.  A creature that has resistance or immunity to fire damage is immune to this effect, as is a creature that is not subject to the effects of extreme heat conditions.  The fatigued and exhausted conditions end 1 minute after leaving the aura’s area of effect.  The save DC is Constitution-based.

Fire Bolt (Su) A holocaust disciple can aim a bolt of fire at a single target as a melee or ranged touch attack.  The ranged touch attack has a maximum range of 200 feet with no range increment. 

Flame Wave (Su) Once per round as a standard action, a holocaust disciple can generate a wave of flame that rolls out from its body.  Any creature within 60 feet of the holocaust disciple must succeed on a DC 29 Reflex save or take 13d6 points of fire damage.  A successful save results in half damage.  The save DC is Constitution-based.  The flame wave damage increases by 1d6 for every 2 additional HD the holocaust disciple possesses.

Elemental Grace (Su) A holocaust disciple gains a bonus equal to its Charisma bonus on saving throws.

Description A tall, human-shaped creature composed of pure flame stands before you.  It wears a plain red robe that seems to float and billow in the tremendous heat, while the air shimmers around it.  Its lower body is a stream of flame that coils behind it like a snake’s tail.

Sources Holocaust Disciple (Monster Manual IV)

Omnimental
CR 15

NE Gargantuan Elemental (Air, Earth, Extraplanar, Fire, Water)

Init +4; Senses Listen +37, Spot +37

Languages Aquan, Auran, Ignan, and Terran 

AC 32, touch 6, flat-footed 32


(-4 size, +26 natural)

hp 408 (32 HD); DR 10/-

Immune Electricity and Fire

Fort +27, Ref +18, Will +12

Weakness Vulnerability to cold

Speed 50 ft. (10 squares), fly 50 ft. (perfect), swim 50 ft.;

Melee 2 slams +32 (2d8+12 plus 2d8 fire and 1d8 electricity)

Ranged Elemental ball +20 (4d6+12 plus 1d8 fire)

Space 20 ft.; Reach 20 ft.

Base Atk +24; Grp +48

Special Actions Death birth, elemental ball

Combat Gear None

Abilities Str 35, Dex 10, Con 28, Int 10, Wis 11, Cha 11 

SQ Blindsight 120 ft., damage reduction 10/-, darkvision 60 ft., elemental traits, immunity to electricity and fire, vulnerability to cold

Feats Alertness, Awesome Blow, Blind-Fight, Cleave, Combat Reflexes, Great Cleave, Improved Bull Rush, Improved Initiative, Improved Natural Attack (slam), Iron Will, Power Attack 

Skills Listen +37, Spot +37, Swim +20

Possessions combat gear plus nothing

Death Birth (Su): When an omnimental reaches 0 hit points, it bursts into its component elemental parts, creating four 16 HD Huge elementals, one each of air, earth, fire, and water (see pages 96-100 of the Monster Manual for statistics). 

Elemental Ball (Ex): As a standard action, an omnimental can detach part of itself to create a clod of flaming earth that it can fling at an opponent up to 100 feet away.   

Skills An omnimental has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.

Description A coruscating being, shimmering with fire, electricity, water, and whirling air moves towards you, devastating all in its path.

Sources Monster Manual III (118)

DM Aid: Map #R2H3 – The Super Trebuchet
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Player Handout #R2H3 – Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy any enemy positions and neutralize their sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!

Gods save the Prince!

Glory to Ulek!

R2H4: Assault on the Iron Oracle

Adventure Background

by Jeff Kramer and Benjamin McFarland.

The Pomarjians have had uncannily good intelligence about the movement of various special operation forces on the battlefield.  The counterintelligence forces of the Allied Armies have discovered the reason why - there appears to be some kind of tower in a protected part of the battlefield from which many of these orders are generated.  Your team is sent to take it out. It is located in 6H, in the Point of Interest on the Greater Area Map of the Coordinating Instructions.


The tower is surrounded on four sides by various earthenworks and trenches, tenaciously defended by a large number of mercenary forces and ballistas.


Inside the tower, the master diviner and his bodyguards await.

Adventure Summary

The tower stands deep behind enemy lines, high on a 60’ tall hill.  It has excellent line of sight and is surrounded by earthen-works.  It stands 100’ tall, with a single door on the bottom floor but no entry to the roof.  It is made of iron.  The earthen-works are a deep set of trenches with pit traps and exploding spikes to defend against charges.

This is a very complex encounter, utilizing a number of items and abilities that are from different sources. Please make sure you’ve had a reasonable amount of time to review this scenario and are familiar with the mechanics described.

Encounter R2H4A: A Nest of Trouble

The approach to the tower is heavily guarded.  Four identical sets of trenches and traps surround the central tower.  Each trench has two magical ballistae in it.  Most approaches are covered by four of the eight ballistae.


Conditions: The mists are thinner here, as they don’t come far up the hill.  Sight distance is nearly unlimited.  It is cloudy out.


Your orders are set.  You are to make an assault on an intelligence-gathering position, take it out, and fade away.  According to scouting reports, this position is lightly defended and is a tower on a hill.

Your approach to the tower is relatively uneventful.  Dodging several patrols, you make your way towards the position.  Cutting through the woods in front of you, you come into a large clearing.  The tower stands in the distance, about 750 feet away.


Unless the PCs have taken pains to hide themselves, they come under fire immediately from four of the eight ballistae, as well as four self-launching stones.


Trap: There are two pit traps, two sets of jumping caltrops, and two sets of exploding spikes defending each side of the trenches.  The spikes are set out front, twenty feet from the start of the trench.  The pit traps defend the ramps down, as well as one per side set to trap the first person that comes near the trenches - this is due to the oracle in the tower.

All APLS (EL 5)

Pit Trap (2): Search DC 20; mechanical; location trigger;see Appendix R2H4 APL12/14.

Exploding Spike (4): See Appendix R2H4 APL12 or 14.

Jumping Caltrops (8): See DM’s Aid R2H4. 


Creatures: There are four teams of siege engineers and a war-weaver leader manning the burms behind the trenches.

APL 12 (EL 15)

Ballistae Leader, Female Human Evoker  5/WarWeaver5 (4): hp 60 each; see Appendix R2H4 APL12.

Siege Engineer, Human Male Fighter 2/ Ranger 1 (24): hp 26 each; see Appendix R2H4 APL12.

Ballistas (8), 3d8 dmg, critical 19–20, range 120 ft., crew of 1, medium creatures firing alone have –4 to hit unless they have Ballista Proficiency; see Appendix R2H4 APL12.
APL 14 & 16 (EL 17)

Ballistae Leader, Female Human Evoker  7/WarWeaver5 (4): hp 75 each; see Appendix R2H4 APL14.

Siege Engineer, Human Male Fighter 2/Rogue2/Ranger1 (24): hp 38 each; see Appendix R2H4 APL14.

Ballistas (8), 3d8 dmg, critical 19–20, range 120 ft., crew of 1, medium creatures firing alone have –4 to hit unless they have Ballista Proficiency; see Appendix R2H4 APL14.

Tactics: When the first half of the ballistae fire, the other remaining engineering teams move to assist them.  The ballistae fire every round, with assists from two loaders, giving the firer +6.  When the players come within striking range, the war weavers fire their quiescent weaves, cast haste, then begin to throw spells.  The engineering teams continue to fire the ballistae before switching to bows.  The engineering teams trigger the elemental gems when the players are near melee.


Treasure: 

APL 12: L: 1440 gp, C: 0 gp, lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire, (5333 gp).

APL 14 &16: L: 1440 gp, C: 0 gp, (12 of each) Potion of Haste, Potion of Cure Serious Wounds, Potion of Invisibility, (four sets of all.) Lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire, Ring of the Ram, Wand of Magic Missile (3rd), (9000 gp).


Development: The Oracle has, of course, foreseen the characters’ defeat of his lesser minions. He and his knights are awaiting the party at the top of the tower.

Encounter R2H4B: Tower of Clarity

The tower is 90 foot tall inside with a single floor inside. This encounter only occurs at APL 16, otherwise continue to Encounter R2H4C.


Conditions: Unhallow effect with a linked freedom of movement lies over the whole tower.


A 10-foot wide stairwell leads up inside the tower.


Half way up the stairwell are a pair of defenders, two cornugons. They have put persistent images of themselves a flight down, to draw fire and alert them of intruders.


Turning the corner, you see them, two creatures as big as an ogre, with a vaguely humanoid shape wrapped in scales with a long tail and wings. They wield spiked chains.

These two planar allies have been put here to defend the stairwell up.

APL 16 (EL 18)

Cornugons (2): hp 169; see Monster Manual, pg 55.

APL16: These devils have been bound to let no one but those with the password up the stair. Today’s password is “Crucible.” Otherwise they will fight without quarter. They are intimately familiar with the stairwell, and can teleport up and down as needed to harass. If need be, they will fall back and harry the party from the rear as they engage the Oracle.


Treasure: 

APL 16: None.


Development: Continue to Encounter R2H4C.

Encounter R2H4C: Tower of Clarity

The tower is 90 foot tall inside with a single floor inside.


Conditions: Unhallow effect with a linked freedom of movement lies over the whole tower.


A wide stairwell leads up inside the tower.


The tower takes 10 rounds to ascend at 40 feet per round.


When you finally reach the top, there are two heavily armored men surrounding the stairwell, and a smaller man in full plate standing behind them.  The smaller man cackles loudly and begins gesturing intensely!

At APL14, Henry has two additional Knights on the floor with him.

APL 12 (EL 15)

Henry deManola, Male Human Cleric 5/Divine Oracle 9 (1): hp 93; see Appendix R2H4 APL12.

Bodyguard, Male Human Knight 10(2): hp 120 each; see Appendix R2H4 APL12.

APL 14 (EL 17)

Henry deManola, Male Human Cleric 6/Divine Oracle 10 (1): hp 118; see Appendix R2H4 APL14.

Bodyguard, Male Human Knight 10(4): hp 120 each; see Appendix R2H4 APL14.

APL 16 (EL 19)

Henry deManola, Male Human Cleric 6/Divine Oracle 10 (1): hp 118; see Appendix R2H4 APL14.

Bodyguard, Male Human Knight 14(4): hp 120 each; see Appendix R2H4 APL16.


Tactics: 

APL12: There is a wall of dispel magic covering the stairwell.  The two knights have the stairway surrounded, standing next to each other.  The cleric is a little further back.  He leads off with dictum, and follows up by casting insanity on the fighter with the lowest charisma.  He then casts a blade barrier in order to separate the players.

APL14: There is a wall of dispel magic covering the stairwell and a Dimensional Lock on the room, forcing characters to arrive below the room.  The two knights have the stairway surrounded, standing next to each other.  The other two knights are prepared to respond as necessary—either at the stairwell, or elsewhere in the room. The cleric is a little further back.  He leads off with dictum, and follows up by casting insanity on the fighter with the lowest charisma.  He then casts a blade barrier in order to separate the players.


Treasure: 

APL 12: L: 190 gp, C: 0gp, M: 2 +2 Heavy Steel Shield, 2 +2 Full Plate, 2 +1 Longsword, +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, (6416 gp).

APL 14: L: 190 gp, C: 0gp, M: 4 +2 Heavy Steel Shield, 4 +2 Full Plate, 4 +1 Longsword, +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, Rod of Withering, Gauntlets of Ogre Power, Bead of Force (11750 gp).

APL 14: L: 190 gp, C: 0gp, M: 4 +2 Heavy Steel Shield, 4 +2 Full Plate, 4 +3 Keen Longsword, +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, Rod of Withering, Gauntlets of Ogre Power, Bead of Force (19500 gp).


Development: Should the characters succeed, they’ll need to return to the Command group and inform them of the outcome.

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 R2H4A: A Nest of Trouble

Breach the Tower.


APL 12: 225 xp.

APL 14: 255 xp.

APL 16: 255 xp.

Encounter R2H4B: A Nest of Trouble

Defeat the devils.


APL 16: 270 xp.

Encounter R2H4C: Tower of Seeing

Defeat the Oracle and his Bodyguards.


APL 12: 225 xp.

APL 14: 255 xp.

APL 16: 285 xp.

Story Award

Prevent the Oracle’s escape.


APL 12: 78 xp.

APL 14: 90 xp.

APL 14: 102 xp.

Discretionary Roleplaying Award


APL 12: 80 xp.

APL 14: 90 xp.

APL 14: 102 xp.

Total possible experience

APL 12: 787 xp.
APL 14: 900 xp.
APL 14: 1014 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2H4A:

APL 12: L: 1440 gp, C: 0 gp, lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire, (5333 gp).

APL 14: L: 1440 gp, C: 0 gp, (12 of each) Potion of Haste, Potion of Cure Serious Wounds, Potion of Invisibility, (four sets of all.) Lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire, Ring of the Ram, Wand of Magic Missile (3rd), (9000 gp).

Encounter R2H4C:

APL 12: L: 190 gp, C: 0gp, M: 2 +2 Heavy Steel Shield, 2 +2 Full Plate, 2 +1 Longsword, +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, (6416 gp).

APL 14: L: 190 gp, C: 0gp, M: 4 +2 Heavy Steel Shield, 4 +2 Full Plate, 4 +1 Longsword, +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, Rod of Withering, Gauntlets of Ogre Power, Bead of Force (11750 gp).

Items for the Adventure Record

Special

None, see AR.

Item Access

See AR.




Appendix R2H4 – APL 12

Encounter R2H4A




Ballistae Leader
CR 10

Female Human Evoker 5/War Weaver 5

LE Medium Humanoid (Human)

Init +6; Senses Listen +1, Spot +1

Languages Common, Elven, Draconic 

AC 24, touch 12, flat-footed 22


(+2 Dex, +4 armor, +4 shield, +4 natural)

Miss Chance 50% (Greater Invisibility)

hp 60 (5d4+20 plus 5d4+20 10 HD)

Immune Poison, Fear, Sleep, and Paralysis

Fort +6, Ref +4, Will +10

Speed 30 ft. (6 squares), fly 60 ft. (good);

Melee dagger +7 (1d4+2)

Ranged light crossbow, MW +8 (1d8)

Ranged touch attacks +7

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +6

Special Actions Quiescent Weave (Q) spells below, 5 possible weave targets, Horn of Resilience

Combat Gear MW light crossbow, dagger, lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire

Class Spells Prepared (CL 9th):


5th— Draconic Might (Q), Wall of Limbs, Cone of Cold (S)


4th— Greater Invisibility (Q), Greater Resistance (Q), Sword of Deception, Otiluke’s Resilent Sphere (S)


3rd— Fly (Q), Haste, Wind Wall, Dispel Magic, Fireball (S)


  2nd— Fox’s Cunning, Glitterdust, Glitterdust , Mirror Image, Scorching Ray, Scorching Ray (S)


1st— Grease, Mage Armor, Shield, Magic Missile, Magic Missile, Magic Missile (S)


0— Create Water, Read Magic, Detect Magic, Mage Hand, Flare(S)

Already cast, (Q) Quiescent Weave spells, (S) Specialist spells

Abilities Str 14, Dex 14, Con 18, Int 20, Wis 12, Cha 12 

SQ Eldritch Tapestry, Quiescent Weaving, Enlarged Tapestry

Feats Eschew Materials, Spell Focus: Evocation, Craft Wondrous Items, Greater Spell Focus: Evocation, Improved Initiative, Enlarge Spell

Skills Concentration +17, Craft: Weaving +15, Knowledge: Arcana +18, Knowledge: History +18, Profession: Gambler +12, Spellcraft +18

Possessions combat gear plus Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire

Spellbook spells prepared plus

0th -- all cantrips minus enchantment and necromancy 

1st -- expeditious retreat; feather fall; grease; mage armor; magic missile; shield; summon monster I

2nd -- acid arrow; cat's grace; eagle's splendor; invisibility

3rd -- displacement; nondetection

4th -- evard’s black tentacles; dimension door; stone shape; summon monster IV

5th -- teleport

Eldritch Tapestry (Su): Spellcaster and 5 allies are woven into the Eldritch Tapestry.  Although you cast but a single spell, you can have it affect every creature in  your eldritch tapestry as if the group were a single creature.  Only spells with the “harmless” designation in their saving throw entry or ones requiring willing targets can be cast into an eldritch tapesty.  The maximum level of spell that can be shared across the Eldritch Tapestry is 5.  You must be able to target all of the creatures with the spell at the time of casting (touch range spells, you must touch the creature)

Quiescent Weaving (Su): To make a quiescent weave, you must designate the eldritch tapestry as the target for the spell as you cast it (regardless of what the spell’s normal target is).  The spell is now woven into the eldritch tapestry in a dormant state; it doesn’t use up its duration or affect targets in any way.


As a move action, you can release all the the spells in your quiescent weaving.  They immediately and instantaneously take effect in the order that tehy were cast.  The same restrictions apply to a quiescent weaving that apply to any other spell woven into an eldritch tapestry. 


All spells marked with a (Q) above are set up for Quiescent - the bonuses are already applied to the wizard’s stats.

Enlarged Tapestry (Su): At 5th level, you can stretch your magic across your eldritch tapestry beyond normal distances.  Spells you cast through an eldritch  tapestry have their range category increased: touch spells become close range, close-range spells become medium range, and medium-range spells become long range.  Long-range spells and spells with fixed ranges are unaffected.

Description A tall human female with short cropped hair and a variety of small magical devices strapped to her body.  She wears a hat that is different than the rest of the troops.

Sources War Weaver (HoB), Wall of Limbs, Draconic Might, Greater Resistance, Sword of Deception (SpC)




Siege Engineer
CR 3

Male Human Fighter 2/Ranger 1

LE Medium Humanoid (Human)

Init +2; Senses Listen +0, Spot +4

Languages Common, Orc 

AC 18, touch 12, flat-footed 16 

(+2 Dex, +5 armor, +1 shield)

hp 26 (2d10+4 plus 1d8+2) 3 HD

Fort +7, Ref +4, Will +0

Speed 20 ft. in medium armor (4 squares);

Melee spiked gauntlet +4 (1d4+1)

Ranged masterwork composite +3 longbow +5 (1d8+1)

Ranged net +1 touch (special)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options Longbow, Net, Ballista

Special Actions Load Ballista

Combat Gear 2 nets, MW composite +3 longbow, chainmail, buckler, spiked gauntlet

Abilities Str 13, Dex 15, Con 14, Int 12, Wis 10, Cha 8 

SQ Favored Enemy: Human, Wild Empathy +2

Feats Ballista Proficiency, Weapon Focus: Ballista, Point Blank Shot, Far Shot, Precise Shot, Track 

Skills Climb +7, Handle Animal +5, Jump +7, Profession: siege engineer +6, Spot +4

Possessions combat gear plus nothing

Favored Enemy: Human 

Wild Empathy +2

Description A human male dressed in a crisp uniform stands next to a ballista.

Sources Ballista Proficiency (HoB)

Siege Engineer (Enhanced)
CR 3

Male Human Fighter 2/Ranger 1

LE Medium Humanoid (Human)

Init +2; Senses Listen +0, Spot +4

Languages Common, Orc 

AC 22, touch 12, flat-footed 20 

(+2 Dex, +5 armor, +1 shield, +4 natural armor)

Miss Chance 50% (Greater Invisibility)

hp 32 (3 HD)

Immune Sleep and Paralysis

Fort +10, Ref +7, Will +3

Speed 20 ft. in medium armor (4 squares);

Melee spiked gauntlet +6 (1d4+3)

Ranged masterwork composite +3 longbow +5 (1d8+3)

Ranged net +1 touch (special)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6

Atk Options Longbow, Net, Ballista

Special Actions Load Ballista

Combat Gear 2 nets, MW composite +3 longbow, chainmail, buckler, spiked gauntlet

Abilities Str 17, Dex 15, Con 18, Int 12, Wis 10, Cha 12 

SQ Favored Enemy: Human, Wild Empathy +4

Feats Ballista Proficiency, Weapon Focus: Ballista, Point Blank Shot, Far Shot, Precise Shot, Track 

Skills Climb +9, Handle Animal +7, Jump +9, Profession: siege engineer +6, Spot +4

Possessions combat gear plus nothing

Favored Enemy: Human 

Wild Empathy +4

Description A human male dressed in a crisp uniform stands next to a ballista.

Sources Ballista Proficiency (HoB)

+1 Light Ballista

Description A light ballista manned by three of the soldiers 

Ranged +7 (+2 for each “aid another”) (3d8+1) 19-20/x2

Range Increment 150 ft.

Maximum Range 1,500 ft.

Crew 2

Hardness 5

HP 25

Weight 400 lb.

Sources Ballista, light (HoB)

Self-Launching Stone
CR -

Description On command of one of the soldiers, this large stone rises up into the air and flies to strike you!

Ranged Autohit - DC 15 Reflex for half (4d6)

Maximum Range 750 ft.

Weight 40 lb.

Sources Self-Launching Stone (HoB)

Exploding Spikes
CR -

Description This plain, iron spike feels warm to the touch and pulses with stored energy.

Search Cannot be disarmed; Type Magic

Trigger Area - 10 foot

Effect 20-foot radius fireball 10d6 - Reflex DC 14 for half

Duration Instantaneous

Destruction After triggering, it is destroyed

Disarm Impossible

Sources Exploding Spike (HoB)

Jumping Caltrops
CR -

Description This leather bag periodically twitches and jerks, as though it holds something alive.

Search DC --; Type mechanical

See DM’s Aid: New Rules

Sources Jumping Caltrops (MiC)

Pit Trap
CR 3

Description An extremely deep hole opens up in the ground in front of you!

Search DC 20; Type Mechanical

Trigger Location

Effect 60 feet deep (6d6, fall); DC 20 to avoid

Duration Permanent

Disarm DC 20

Sources DMG

Encounter R2H4C




Henry DeManola
CR 14

Male Human Cleric 5/Divine Oracle 9

LE Medium Humanoid (Human)

Init +1; Senses Listen +5, Spot +5

Aura Evil, Law

Languages Common 

AC 28, touch 18, flat-footed 27


(+1 Dex, +10 armor, +7 shield)

hp 93 (5d8+5 plus 9d6+9 plus 12 from Heroes’ Feast) 14 HD

Immune fireball, lightning bolt, dispel magic, enervation, poison and fear

Resist 30/fire, acid, electricity; SR 30 vs. good spells

Fort +13, Ref +10, Will +17

Speed 20 ft. in +2 full plate (4 squares), base movement 30 ft.;

Melee dagger +6/+1 (1d4-1)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +6 (Freedom of Movement)

Special Actions Renewal Pact, extra +7 vs. trip, bull-rush, disarm, grapple

Combat Gear +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Dagger, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, 4x Holy Symbols

Class Spells Prepared (CL 14th [18th]):


7th— Insanity D, Greater Bestow Curse, Dictum


6th— Heal, Heroes’ Feast, Blade Barrier, Superior Resistance, Warp Destiny D


5th— Bolts of Bedevilment D, True Seeing, Wall of Stone, Wall of Dispel Magic, Righteous Wrath of the Faithful 


4th— Scrying D, Spell Immunity, Spell Immunity, Spell Immunity, Cure Critical Wounds, Wrack


3rd— Bestow Curse, Divination D, Magic Vestment, Mantle of Evil, Magic Vestment, Stone Shape


2nd— Augury D, Wave of Grief, Silence, Hold Person, Resist Energy, Resist Energy, Resist Energy, Eagle’s Splendor


1st— Lesser Confusion D, Healthful Rest, Resurgence, Resurgence, Omen of Peril, Conviction, Conviction, Doom


0— Cure Minor Wounds, Cure Minor Wounds, Cure Minor Wounds, Cure Minor Wounds, Create Water, Create Water

D: Domain spell. Deity: Vecna. Domains: Madness, Destiny, Oracle 

Already cast

Abilities Str 8, Dex 13, Con 14, Int 10, Wis 22, Cha 16 

Feats Skill Focus: Knowledge(religion), Shield Specialization (heavy), Shield Ward, Combat Focus, Sacred Healing, Craft Wonderous Items 

Skills Concentration +19, Knowledge(religion) +20, Spellcraft +17

Possessions combat gear

Madness Domain Ability: Once per day, you can see and act with the clarity of true madness: Add one-half your level to a single Wisdom-based skill check or Will save.  You must choose to use this benefit before the check or save is rolled. 

Destiny Domain Ability: Once per day as an immediate action, you can grant a willing creature within 30 feet the ability to reroll an attack, save, ability check, or skill check.  You must be able to see the creature to be affected.  You cannot use this power on yourself.  This is a supernatural ability.

Scry Bonus (Sp): A divine oracle adds a +1 sacred bonus to the save DC of all her divination (scrying) spells.

Prescient Sense (Ex): If a divine oracle makes a successful Reflex saving throw against an attack that normally inflicts half damage on a successful save, she instead takes no damage, since her prescience allowed her to get out of the way faster.  This form of evasion works no matter what armor the divine oracle wears, unlike the evasion ability used by monks and rogues.

Trap Sense (Ex): The divine oracle gains +3 dodge bonus to AC made against attacks by traps and +3 bonus on Reflex saves made to avoid them.

Uncanny Dodge (Ex)

Improved Uncanny Dodge (Ex)

Description A reedy looking man with an impressive handlebar mustache cackles gleefully as he raises his holy symbol in your general direction.

Sources Divine Oracle (Complete Divine), Renewal Pact, Greater Bestow Curse, Superior Resistance, Wall of Dispel Magic, Righteous Wrath of the Faithful, Wrack, Mantle of Evil, Wave of Grief, Lesser Confusion, Healthful Rest, Resurgence, Conviction, Madness and Oracle Domain (SpC), Warp Destiny, Destiny Domain (RoD)

Bodyguard
CR 10

Male Human Knight 10

LE Medium Humanoid (Human)

Init +1; Senses Listen +0, Spot +0

Languages Common 

AC 36, touch 21, flat-footed 35


(+1 Dex, +10 armor, +5 shield, +5 deflection (shield of faith), +5 natural (barkskin))

Miss Chance 20% (displacement)

hp 120 10d12+40 (10 HD);

Immune fireball, lightning bolt, dispel magic, enervation, poison and fear

Resist 10/fire, 10/cold

Fort +14, Ref +9, Will +14

Speed 30 ft. in full plate +2 (6 squares);

Melee +1 Longsword (corrupt weapon) +16/+11 (1d8+6)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15 (Freedom of Movement)

Atk Options Knight’s Challenge 7/day, Fighting Challenge, Test of Mettle, Call to Battle 

Special Actions Shield Ally

Combat Gear +2 Heavy Steel Shield (+4 w/ magic vestment), +2 Full Plate, +1 Longsword

Abilities Str 20, Dex 12, Con 18, Int 8, Wis 10, Cha 14 

Feats Power Attack, Cleave, Improved Sunder, Shield Specialization, Shield Ward, Mounted Combat, Great Fortitude, Iron Will

Skills Balance +6, Hide +6, Intimidate +4, Knowledge(religion) +1

Possessions combat gear plus empty potion bottles

Fighting Challenge (Ex): As a swift action, you can issue a challenge against a single opponent.  The target of this ability must have an Intelligence of 5 or higher, have a language of some sort, and have a CR greater than or equal to 8.  If it does not meet these requirements, a use of this ability is expended without effect.


If the target does meet the conditions given above you gain a +2 morale bonus on Will saves and a +2 morale bonus on attack rolls and damage rolls against the target of of this ability.  You fight with renewed vigor and energy by placing your honor and reputation on the line.  If your chosen foe reduces you to 0 or fewer hit points, you lose two uses of your knight’s challenge ability for the day because of the blow to your ego and confidence from this defeat.


The effect of a fighting challenge lasts for 7 rounds.

Test of Mettle (Ex): You can issue a challenge to all enemies, calling out for the mightiest among them to face you in combat.  Any target of this ability must have a language of some sort and an Intelligence score of 5 or higher.  Creatures that do not meet this requirements are immune to the test of mettle.  You must have line of sight and line of effect to the targets of this ability.


As a swift action you can expend one use of your knight’s challenge ability to cause all your enemies within 100 feet with a CR greater than or equal to 8 to make Will saves (DC 17).  Creatures that fail this save are forced to attack you with ranged or melee attacks in preference over other available targets.  If a foe attacks by casting a spell or using a supernatural ability, he must target you with the attack or include you in the effect’s area.


An opponent compelled to act in this manner is not thrown into a mindless rage and does not have to move to attack you in melee if doing so would provoke attacks of opportunity against him.  In such a case, he can use ranged attacks against you or attack any opponents he threatens as normal.  If anyone other than you attacks the target, the effect of the test of mettle ends for that specific target.


If you are reduced to 0 or fewer hit points by an opponent forced to attack you due to this ability, you gain one additional use of your knight’s challenge ability for that day.  This additional use comes from increased confidence and the knowledge that you  have proved your mettle as a knight against your enemies by calling out foes even against overwhelming odds.  This additional use disappears if you have not used it by the start of the next day.


The effect of a test of mettle lasts for 7 rounds.  Whether a creature fails or succeeds on its save against your test of mettle, it can only be targeted by this effect once per day.

Call to Battle (Ex): When all seems lost, you are a beacon of hope who continues to fight on despite the odds.  No cause is yet lost when a knight still battles on its name.


As a swift action, you can expend one use of your knight’s challenge ability to grant an ally another save against a fear effect.  The target gains a +2 bonus on this save.  If the target succeeds on this save, he gains the benefit for a successful save against the attack or spell.  This ability reflects your talent to inspire your allies in the face of a daunting foe.

Shield Block (Ex): You excel in using your armor and shield to frustrate your enemy’s attacks.  During your action, designate a single opponent as the target of this ability.  Your shield bonus to AC against that foe increases by 1, as you move your shield to deflect an incoming blow, possibly providing just enough protection to turn a telling swing into a near miss.

Bulwark of Defense (Ex): An opponent that begins its urn in your threatened area treats all the squares that you threaten as difficult terrain.  Your strict vigilance and active defensive maneuvers force your opponents to move with care.

Armor Mastery (Ex): Ignore the standard speed reduction.

Vigilant Defender (Ex): You stand your ground against all enemies, warding the spot where you make your stand to prevent foes from slipping past and attacking those you protect.  If an opponent attempts to se the Tumble skill to move through your threatened area or your space without provoking attacks of opportunity, the Tumble check DC to avoid your attacks of opportunity increases by an amount equal to your class level.

Shield Ally (Ex): As an immediate action, you can opt to absorb part of the damage dealt to an adjacent ally.  Each time this ally takes damage from a physical attack before your next turn, you can take half of this damage on yourself.  The target takes the other half as normal.  You can only absorb damage from physical melee attacks and ranged attacks.

Description Tall identical Suolise men in full plate stand guard here.

Sources Knight, Shield Ward, Shield Specialization (PHB II)
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Ballistae Leader
CR 12

Female Human Evoker 7/War Weaver 5

LE Medium Humanoid (Human)

Init +6; Senses Listen +1, Spot +1

Languages Common, Elven, Draconic 

AC 24, touch 12, flat-footed 22


(+2 Dex, +4 armor, +4 shield, +4 natural)

Miss Chance 50% (Greater Invisibility)

hp 75 (7d4+28 plus 5d4+20 12 HD)

Immune Poison, Fear, Sleep, and Paralysis

Fort +7, Ref +5, Will +10

Speed 30 ft. (6 squares), fly 60 ft. (good);

Melee dagger +7 (1d4+2)

Ranged light crossbow, MW +8 (1d8)

Ranged touch attacks +7

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Special Actions Quiescent Weave (Q) spells below, 5 possible weave targets, Horn of Resilience

Combat Gear MW light crossbow, dagger, lesser metamagic rod of Extend, Horn of Resilience, 2 Jumping Caltrops, 2 Exploding Spikes, Pearl of Power 2nd, Elemental Gem of Earth, Elemental Gem of Fire, Ring of the Ram, Wand of Magic Missile (3rd)

Class Spells Prepared (CL 11th):


6th— True Seeing, Chain Lightning(S)


5th— Draconic Might (Q), Teleport, Wall of Limbs, Cone of Cold (S)


4th— Greater Invisibility (Q), Evard’s Black Tentacles, Greater Resistance (Q), Sword of Deception, Otiluke’s Resilent Sphere (S)


3rd— Fly (Q), Haste, Wind Wall, Dispel Magic, Dispel Magic, Fireball (S)


  2nd— Fox’s Cunning, Glitterdust, Glitterdust , Mirror Image, Scorching Ray, Scorching Ray (S)


1st— Grease, Mage Armor, Shield, Magic Missile, Magic Missile, Magic Missile (S)


0— Create Water, Read Magic, Detect Magic, Mage Hand, Flare(S)

Abilities Str 14, Dex 14, Con 18, Int 21, Wis 12, Cha 12 

SQ Eldritch Tapestry, Quiescent Weaving, Enlarged Tapestry

Feats Eschew Materials, Spell Focus: Evocation, Craft Wondrous Items, Greater Spell Focus: Evocation, Improved Initiative, Enlarge Spell, Toughness

Skills Concentration +19, Craft: Weaving +17, Knowledge: Arcana +20, Knowledge: History +20, Profession: Gambler +14, Spellcraft +20

Possessions combat gear plus Spellbook.

Spellbook spells prepared plus

0th -- all cantrips minus enchantment and necromancy 

1st -- expeditious retreat; feather fall; grease; mage armor; magic missile; shield; summon monster I

2nd -- acid arrow; cat's grace; eagle's splendor; invisibility

3rd -- displacement; nondetection

4th -- evard’s black tentacles; dimension door; stone shape; summon monster IV

5th -- teleport

Eldritch Tapestry (Su): Spellcaster and 5 allies are woven into the Eldritch Tapestry.  Although you cast but a single spell, you can have it affect every creature in your eldritch tapestry as if the group were a single creature.  Only spells with the “harmless” designation in their saving throw entry or ones requiring willing targets can be cast into an eldritch tapesty.  The maximum level of spell that can be shared across the Eldritch Tapestry is 5.  You must be able to target all of the creatures with the spell at the time of casting (touch range spells, you must touch the creature)

Quiescent Weaving (Su): To make a quiescent weave, you must designate the eldritch tapestry as the target for the spell as you cast it (regardless of what the spell’s normal target is).  The spell is now woven into the eldritch tapestry in a dormant state; it doesn’t use up its duration or affect targets in any way.


As a move action, you can release all the the spells in your quiescent weaving.  They immediately and instantaneously take effect in the order that tehy were cast.  The same restrictions apply to a quiescent weaving that apply to any other spell woven into an eldritch tapestry. 


All spells marked with a (Q) above are set up for Quiescent - the bonuses are already applied to the wizard’s stats.

Enlarged Tapestry (Su): At 5th level, you can stretch your magic across your eldritch tapestry beyond normal distances.  Spells you cast through an eldritch tapestry have their range category increased: touch spells become close range, close-range spells become medium range, and medium-range spells become long range.  Long-range spells and spells with fixed ranges are unaffected.

Description A tall human female with shortcropped hair and a variety of small magical devices strapped to her body.  She wears a hat that is different than the rest of the troops.

Sources War Weaver (HoB), Wall of Limbs, Draconic Might, Greater Resistance, Sword of Deception (SpC)


Siege Engineer
CR 5

Male Human Fighter 2/Rogue2/Ranger 1

LE Medium Humanoid (Human)

Init +2; Senses Listen +0, Spot +4

Languages Common, Orc 

AC 19, touch 12, flat-footed 16 

(+3 Dex, +5 armor, +1 shield)

hp 38 (2d10+4 plus 2d6+4 plus 1d8+2) 5 HD

Fort +7, Ref +7, Will +0

Speed 20 ft. in medium armor (4 squares);

Melee spiked gauntlet +5 (1d4+1)

Ranged masterwork composite +7 longbow +5 (1d8+1)

Ranged net +1 touch (special)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Atk Options Longbow, Net, Ballista

Special Actions Load Ballista, Sneak Attack +1d6

Combat Gear 2 nets, MW composite +3 longbow, chainmail, buckler, spiked gauntlet, Potion of Haste, Potion of Cure Serious Wounds, Potion of Invisibility

Abilities Str 13, Dex 16, Con 14, Int 12, Wis 10, Cha 8 

SQ Favored Enemy: Human, Wild Empathy +2, Evasion

Feats Ballista Proficiency, Weapon Focus: Ballista, Point Blank Shot, Far Shot, Precise Shot, Track 

Skills Bluff +7, Climb +8, Handle Animal +5, Jump +7, Profession: siege engineer +7, Spot +4, Tumble +11

Possessions combat gear plus nothing

Favored Enemy: Human 

Wild Empathy +2

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.



The rogue’s attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.



Ranged attacks can count as sneak attacks only if the target is within 30 feet.



With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual –4 penalty.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 



Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.



Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.



A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Description A human male dressed in a crisp uniform stands next to a ballista.

Sources Ballista Proficiency (HoB)

Siege Engineer (Enhanced)
CR 5

Male Human Fighter 2/Rogue2/Ranger 1

LE Medium Humanoid (Human)

Init +2; Senses Listen +0, Spot +4

Languages Common, Orc 

AC 23, touch 12, flat-footed 20 

(+3 Dex, +5 armor, +1 shield, +4 natural armor)

Miss Chance 50% (Greater Invisibility)

hp 48 (5 HD)

Immune Sleep and Paralysis

Fort +10, Ref +7, Will +3

Speed 20 ft. in medium armor (4 squares);

Melee spiked gauntlet +6 (1d4+3)

Ranged masterwork composite +3 longbow +5 (1d8+3)

Ranged net +1 touch (special)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6

Atk Options Longbow, Net, Ballista

Special Actions Load Ballista

Combat Gear 2 nets, MW composite +3 longbow, chainmail, buckler, spiked gauntlet, Potion of Haste, Potion of Cure Serious Wounds, Potion of Invisibility

Abilities Str 17, Dex 15, Con 18, Int 12, Wis 10, Cha 12 

SQ Favored Enemy: Human, Wild Empathy +4, Evasion

Feats Ballista Proficiency, Weapon Focus: Ballista, Point Blank Shot, Far Shot, Precise Shot, Track 

Skills Bluff +7, Climb +8, Handle Animal +5, Jump +7, Profession: siege engineer +7, Spot +4, Tumble +11

Possessions combat gear plus nothing

Favored Enemy: Human 

Wild Empathy +4 

Sneak Attack: If a rogue can catch an opponent when he is unable to defend himself effectively from her attack, she can strike a vital spot for extra damage.



The rogue’s attack deals extra damage any time her target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it increases by 1d6 every two rogue levels thereafter. Should the rogue score a critical hit with a sneak attack, this extra damage is not multiplied.



Ranged attacks can count as sneak attacks only if the target is within 30 feet.



With a sap (blackjack) or an unarmed strike, a rogue can make a sneak attack that deals nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal nonlethal damage in a sneak attack, not even with the usual –4 penalty.

Trapfinding: Rogues (and only rogues) can use the Search skill to locate traps when the task has a Difficulty Class higher than 20. 



Finding a nonmagical trap has a DC of at least 20, or higher if it is well hidden. Finding a magic trap has a DC of 25 + the level of the spell used to create it.



Rogues (and only rogues) can use the Disable Device skill to disarm magic traps. A magic trap generally has a DC of 25 + the level of the spell used to create it.



A rogue who beats a trap’s DC by 10 or more with a Disable Device check can study a trap, figure out how it works, and bypass it (with her party) without disarming it.

Evasion (Ex): At 2nd level and higher, a rogue can avoid even magical and unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she instead takes no damage. Evasion can be used only if the rogue is wearing light armor or no armor. A helpless rogue does not gain the benefit of evasion.

Description A human male dressed in a crisp uniform stands next to a ballista.

Sources Ballista Proficiency (HoB)

+1 Light Ballista

Description A light ballista manned by three of the soldiers 

Ranged +7 (+2 for each “aid another”) (3d8+1) 19-20/x2

Range Increment 150 ft.

Maximum Range 1,500 ft.

Crew 2

Hardness 5

HP 25

Weight 400 lb.

Sources Ballista, light (HoB)

Self-Launching Stone
CR -

Description On command of one of the soldiers, this large stone rises up into the air and flies to strike you!

Ranged Autohit - DC 15 Reflex for half (4d6)

Maximum Range 750 ft.

Weight 40 lb.

Sources Self-Launching Stone (HoB)

Exploding Spikes
CR -

Description This plain, iron spike feels warm to the touch and pulses with stored energy.

Search Cannot be disarmed; Type Magic

Trigger Area - 10 foot

Effect 20-foot radius fireball 10d6 - Reflex DC 14 for half

Duration Instantaneous

Destruction After triggering, it is destroyed

Disarm Impossible

Sources Exploding Spike (HoB)

Jumping Caltrops
CR -

Description This leather bag periodically twitches and jerks, as though it holds something alive.

Search DC --; Type mechanical

See DM’s Aid: New Rules

Sources Jumping Caltrops (MiC)

Pit Trap
CR 3

Description An extremely deep hole opens up in the ground in front of you!

Search DC 20; Type Mechanical

Trigger Location

Effect 60 feet deep (6d6, fall); DC 20 to avoid

Duration Permanent

Disarm DC 20

Sources DMG

Encounter R2H4C




Henry deManola
CR 16

Male Human Cleric 6/Divine Oracle 10

LE Medium Humanoid (Human)

Init +1; Senses Listen +5, Spot +5

Aura Evil, Law

Languages Common 

AC 29, touch 19, flat-footed 27


(+2 Dex, +10 armor, +7 shield)

hp 118 (6d8+12 plus 10d6+20 plus 13 from Heroes’ Feast) 16 HD

Immune fireball, lightning bolt, dispel magic, enervation, poison and fear

Resist 30/fire, acid, electricity; SR 30 vs. good spells

Fort +10, Ref +7, Will +18

Speed 20 ft. in +2 full plate (4 squares), base movement 30 ft.;

Melee Rod of Withering +9/+4 touch attack (1d4Str and 1d4 Con DC17 Fort to negate)

            dagger +7/+2 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +6 (Freedom of Movement)

Special Actions Renewal Pact, extra +7 vs. trip, bull-rush, disarm, grapple, Moment of Prescience: +20 insight bonus to any one attack, opposed ability or skill check or to AC vs one attack.

Combat Gear +4 Heavy Steel Shield, +2 Full Plate, Lesser Metamagic Rod of Silent Spell, Lesser Metamagic Rod of Extend Spell, Rod of Withering, Gauntlets of Ogre Power, Bead of Force, Dagger, Periapt of Wisdom +4, Prayer Beads w/o Bead of Smiting, 4x Holy Symbols.

Class Spells Prepared (CL 16th [20th]):


8th—Dimensional Lock, Cure Critical Wounds, Mass, Moment of Prescience D (PHB, pg 255)


7th— Insanity D, Greater Bestow Curse, Dictum


6th— Heal, Heroes’ Feast, Blade Barrier, Superior Resistance, Warp Destiny D


5th— Bolts of Bedevilment D, True Seeing, Wall of Stone, Wall of Dispel Magic, Righteous Wrath of the Faithful 


4th— Scrying D, Spell Immunity, Spell Immunity, Spell Immunity, Cure Critical Wounds, Wrack


3rd— Bestow Curse, Divination D, Magic Vestment, Mantle of Evil, Magic Vestment, Stone Shape


2nd— Augury D, Wave of Grief, Silence, Hold Person, Resist Energy, Resist Energy, Resist Energy, Eagle’s Splendor


1st— Lesser Confusion D, Healthful Rest, Resurgence, Resurgence, Omen of Peril, Conviction, Conviction, Doom


0— Cure Minor Wounds, Cure Minor Wounds, Cure Minor Wounds, Cure Minor Wounds, Create Water, Create Water

D: Domain spell. Deity: Vecna. Domains: Madness, Destiny, Oracle 

Already cast

Abilities Str 8(10), Dex 14, Con 14, Int 10, Wis 22, Cha 16 

Feats Skill Focus: Knowledge(religion), Shield Specialization (heavy), Shield Ward, Combat Focus, Sacred Healing, Craft Wonderous Items, Weapon Finesse 

Skills Concentration +19, Knowledge(religion) +20, Spellcraft +17

Possessions combat gear.

Madness Domain Ability: Once per day, you can see and act with the clarity of true madness: Add one-half your level to a single Wisdom-based skill check or Will save.  You must choose to use this benefit before the check or save is rolled. 

Destiny Domain Ability: Once per day as an immediate action, you can grant a willing creature within 30 feet the ability to reroll an attack, save, ability check, or skill check.  You must be able to see the creature to be affected.  You cannot use this power on yourself.  This is a supernatural ability.

Scry Bonus (Sp): A divine oracle adds a +1 sacred bonus to the save DC of all her divination (scrying) spells.

Prescient Sense (Ex): If a divine oracle makes a successful Reflex saving throw against an attack that normally inflicts half damage on a successful save, she instead takes no damage, since her prescience allowed her to get out of the way faster.  This form of evasion works no matter what armor the divine oracle wears, unlike the evasion ability used by monks and rogues.

Trap Sense (Ex): The divine oracle gains +3 dodge bonus to AC made against attacks by traps and +3 bonus on Reflex saves made to avoid them.

Uncanny Dodge (Ex)

Improved Uncanny Dodge (Ex)

Immune to Surprise (Ex): At 10th level, the divine oracle’s sensitivity to danger is so great that she is never surprised. She can always take a standard action during a surprise round, unless she is physically restrained from doing so. If there is no surprise round then this ability doesn’t help.
Description A reedy looking man with an impressive handlebar mustache cackles gleefully as he raises his holy symbol in your general direction.

Sources Divine Oracle (Complete Divine), Renewal Pact, Greater Bestow Curse, Superior Resistance, Wall of Dispel Magic, Righteous Wrath of the Faithful, Wrack, Mantle of Evil, Wave of Grief, Lesser Confusion, Healthful Rest, Resurgence, Conviction, Madness and Oracle Domain (SpC), Warp Destiny, Destiny Domain (RoD)

Bodyguard
CR 10

Male Human Knight 10

LE Medium Humanoid (Human)

Init +1; Senses Listen +0, Spot +0

Languages Common 

AC 36, touch 21, flat-footed 35


(+1 Dex, +10 armor, +5 shield, +5 deflection (shield of faith), +5 natural (barkskin))

Miss Chance 20% (displacement)

hp 120 (10 HD);

Immune fireball, lightning bolt, dispel magic, enervation, poison and fear

Resist 10/fire, 10/cold

Fort +14, Ref +9, Will +14

Speed 30 ft. in full plate +2 (6 squares);

Melee +1 Longsword (corrupt weapon) +16/+11 (1d8+6)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15 (Freedom of Movement)

Atk Options Knight’s Challenge 7/day, Fighting Challenge, Test of Mettle, Call to Battle 

Special Actions Shield Ally

Combat Gear +2 Heavy Steel Shield (+4 w/ magic vestment), +2 Full Plate, +1 Longsword

Abilities Str 20, Dex 12, Con 18, Int 8, Wis 10, Cha 14 

Feats Power Attack, Cleave, Improved Sunder, Shield Specialization, Shield Ward, Mounted Combat, Great Fortitude, Iron Will

Skills Balance +6, Hide +6, Intimidate +4, Knowledge(religion) +1

Possessions combat gear plus empty potion bottles

Fighting Challenge (Ex): As a swift action, you can issue a challenge against a single opponent.  The target of this ability must have an Intelligence of 5 or higher, have a language of some sort, and have a CR greater than or equal to 8.  If it does not meet these requirements, a use of this ability is expended without effect.


If the target does meet the conditions given above you gain a +2 morale bonus on Will saves and a +2 morale bonus on attack rolls and damage rolls against the target of of this ability.  You fight with renewed vigor and energy by placing your honor and reputation on the line.  If your chosen foe reduces you to 0 or fewer hit points, you lose two uses of your knight’s challenge ability for the day because of the blow to your ego and confidence from this defeat.


The effect of a fighting challenge lasts for 7 rounds.

Test of Mettle (Ex): You can issue a challenge to all enemies, calling out for the mightiest among them to face you in combat.  Any target of this ability must have a language of some sort and an Intelligence score of 5 or higher.  Creatures that do not meet this requirements are immune to the test of mettle.  You must have line of sight and line of effect to the targets of this ability.


As a swift action you can expend one use of your knight’s challenge ability to cause all your enemies within 100 feet with a CR greater than or equal to 8 to make Will saves (DC 17).  Creatures that fail this save are forced to attack you with ranged or melee attacks in preference over other available targets.  If a foe attacks by casting a spell or using a supernatural ability, he must target you with the attack or include you in the effect’s area.


An opponent compelled to act in this manner is not thrown into a mindless rage and does not have to move to attack you in melee if doing so would provoke attacks of opportunity against him.  In such a case, he can use ranged attacks against you or attack any opponents he threatens as normal.  If anyone other than you attacks the target, the effect of the test of mettle ends for that specific target.


If you are reduced to 0 or fewer hit points by an opponent forced to attack you due to this ability, you gain one additional use of your knight’s challenge ability for that day.  This additional use comes from increased confidence and the knowledge that you  have proved your mettle as a knight against your enemies by calling out foes even against overwhelming odds.  This additional use disappears if you have not used it by the start of the next day.


The effect of a test of mettle lasts for 7 rounds.  Whether a creature fails or succeeds on its save against your test of mettle, it can only be targeted by this effect once per day.

Call to Battle (Ex): When all seems lost, you are a beacon of hope who continues to fight on despite the odds.  No cause is yet lost when a knight still battles on its name.


As a swift action, you can expend one use of your knight’s challenge ability to grant an ally another save against a fear effect.  The target gains a +2 bonus on this save.  If the target succeeds on this save, he gains the benefit for a successful save against the attack or spell.  This ability reflects your talent to inspire your allies in the face of a daunting foe.

Shield Block (Ex): You excel in using your armor and shield to frustrate your enemy’s attacks.  During your action, designate a single opponent as the target of this ability.  Your shield bonus to AC against that foe increases by 1, as you move your shield to deflect an incoming blow, possibly providing just enough protection to turn a telling swing into a near miss.

Bulwark of Defense (Ex): An opponent that begins its urn in your threatened area treats all the squares that you threaten as difficult terrain.  Your strict vigilance and active defensive maneuvers force your opponents to move with care.

Armor Mastery (Ex): You are able to wear your armor like a second skin and ignore the standard speed reduction.

Vigilant Defender (Ex): You stand your ground against all enemies, warding the spot where you make your stand to prevent foes from slipping past and attacking those you protect.  If an opponent attempts to se the Tumble skill to move through your threatened area or your space without provoking attacks of opportunity, the Tumble check DC to avoid your attacks of opportunity increases by an amount equal to your class level.

Shield Ally (Ex): As an immediate action, you can opt to absorb part of the damage dealt to an adjacent ally.  Each time this ally takes damage from a physical attack before your next turn, you can take half of this damage on yourself.  The target takes the other half as normal.  You can only absorb damage from physical melee attacks and ranged attacks.

Description Tall, identical Suolise men in full plate stand guard here.

Sources Knight, Shield Ward, Shield Specialization (PHB II)
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Bodyguard
CR 14

Male Human Knight 14

LE Medium Humanoid (Human)

Init +1; Senses Listen +0, Spot +0

Languages Common 

AC 36, touch 21, flat-footed 35


(+1 Dex, +10 armor, +5 shield, +5 deflection (shield of faith), +5 natural (barkskin))

Miss Chance 20% (displacement)

hp 168 (14 HD);

Immune fireball, lightning bolt, dispel magic, enervation, poison and fear

Resist 10/fire, 10/cold

Fort +15, Ref +10, Will +16

Speed 30 ft. in full plate +2 (6 squares);

Melee +3 Longsword (corrupt weapon) +23/+18/13 (1d8+8, 17-20)

Space 5 ft.; Reach 5 ft.

Base Atk +14; Grp +19 (Freedom of Movement)

Atk Options Knight’s Challenge 7/day, Fighting Challenge, Test of Mettle, Call to Battle 

Special Actions Shield Ally

Combat Gear +2 Heavy Steel Shield (+4 w/ magic vestment), +2 Full Plate, +3 Keen Longsword

Abilities Str 20, Dex 12, Con 19, Int 8, Wis 10, Cha 14 

Feats Power Attack, Cleave, Improved Sunder, Shield Specialization, Shield Ward, Mounted Combat, Great Fortitude, Iron Will, Weapon Focus (Longsword)

Skills Balance +6, Hide +6, Intimidate +8, Knowledge(religion) +1

Possessions combat gear plus empty potion bottles

Fighting Challenge (Ex): As a swift action, you can issue a challenge against a single opponent.  The target of this ability must have an Intelligence of 5 or higher, have a language of some sort, and have a CR greater than or equal to 8.  If it does not meet these requirements, a use of this ability is expended without effect.


If the target does meet the conditions given above you gain a +2 morale bonus on Will saves and a +2 morale bonus on attack rolls and damage rolls against the target of of this ability.  You fight with renewed vigor and energy by placing your honor and reputation on the line.  If your chosen foe reduces you to 0 or fewer hit points, you lose two uses of your knight’s challenge ability for the day because of the blow to your ego and confidence from this defeat.


The effect of a fighting challenge lasts for 7 rounds.

Test of Mettle (Ex): You can issue a challenge to all enemies, calling out for the mightiest among them to face you in combat.  Any target of this ability must have a language of some sort and an Intelligence score of 5 or higher.  Creatures that do not meet this requirements are immune to the test of mettle.  You must have line of sight and line of effect to the targets of this ability.


As a swift action you can expend one use of your knight’s challenge ability to cause all your enemies within 100 feet with a CR greater than or equal to 8 to make Will saves (DC 17).  Creatures that fail this save are forced to attack you with ranged or melee attacks in preference over other available targets.  If a foe attacks by casting a spell or using a supernatural ability, he must target you with the attack or include you in the effect’s area.


An opponent compelled to act in this manner is not thrown into a mindless rage and does not have to move to attack you in melee if doing so would provoke attacks of opportunity against him.  In such a case, he can use ranged attacks against you or attack any opponents he threatens as normal.  If anyone other than you attacks the target, the effect of the test of mettle ends for that specific target.


If you are reduced to 0 or fewer hit points by an opponent forced to attack you due to this ability, you gain one additional use of your knight’s challenge ability for that day.  This additional use comes from increased confidence and the knowledge that you  have proved your mettle as a knight against your enemies by calling out foes even against overwhelming odds.  This additional use disappears if you have not used it by the start of the next day.


The effect of a test of mettle lasts for 7 rounds.  Whether a creature fails or succeeds on its save against your test of mettle, it can only be targeted by this effect once per day.

Call to Battle (Ex): When all seems lost, you are a beacon of hope who continues to fight on despite the odds.  No cause is yet lost when a knight still battles on its name.


As a swift action, you can expend one use of your knight’s challenge ability to grant an ally another save against a fear effect.  The target gains a +2 bonus on this save.  If the target succeeds on this save, he gains the benefit for a successful save against the attack or spell.  This ability reflects your talent to inspire your allies in the face of a daunting foe.

Shield Block (Ex): You excel in using your armor and shield to frustrate your enemy’s attacks.  During your action, designate a single opponent as the target of this ability.  Your shield bonus to AC against that foe increases by 1, as you move your shield to deflect an incoming blow, possibly providing just enough protection to turn a telling swing into a near miss.

Bulwark of Defense (Ex): An opponent that begins its urn in your threatened area treats all the squares that you threaten as difficult terrain.  Your strict vigilance and active defensive maneuvers force your opponents to move with care.

Armor Mastery (Ex): You are able to wear your armor like a second skin and ignore the standard speed reduction.

Vigilant Defender (Ex): You stand your ground against all enemies, warding the spot where you make your stand to prevent foes from slipping past and attacking those you protect.  If an opponent attempts to se the Tumble skill to move through your threatened area or your space without provoking attacks of opportunity, the Tumble check DC to avoid your attacks of opportunity increases by an amount equal to your class level.

Shield Ally (Ex): As an immediate action, you can opt to absorb part of the damage dealt to an adjacent ally.  Each time this ally takes damage from a physical attack before your next turn, you can take half of this damage on yourself.  The target takes the other half as normal.  You can only absorb damage from physical melee attacks and ranged attacks.

Description Tall, identical Suolise men in full plate stand guard here.

Sources Knight, Shield Ward, Shield Specialization (PHB II)
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Dm Aid R2H4: New Rules

New Feats

Ballista Proficiency (Heroes of Battle, pg 96)
You have trained in ballista operation.
Benefit: You do not take the normal –4 nonproficiency penalty when making an attack roll with a ballista (see page 65).
Special: A fighter can select Ballista Proficiency as one of his fighter bonus feats (see page 38 of the Player’s Handbook)
New Items

Horn of Resilience (Magic Item Compendium)

Price (Item Level): 5000gp (9th)
Body Slot: -- (Held)
Caster Level: 8th
Aura: Moderate; (DC 19) Enchantment
Weight: --

This bone horn is banded with a golden-hued iron alloy. The image of an idealized fortress is scribed deeply on the horn’s side.


When you activate a Horn of Resilience, you and all allies within 30 feet gain damage reduction 5/-. This benefit lasts for 5 rounds, but allies who move more than 30 feet from you lose the benefit until they return within the area. If you are a marshal, you can activate a horn of resilience to increase the effect of your major aura by 1. This effect lasts for 5 rounds. If you have the bardic music ability to inspire greatness, you can activate a horn of resilience to grant the target of that ability an extra 50 temporary hit points. These hit points last until depleted or the duration of your inspire greatness ability ends, and they don’t stack with any other source of temporary hit points.

A horn of resilience functions two times per day.

Prerequisites: Craft Wonderous Item, Heroism, possession of a piece of the set. Cost to Create: 2500gp, 200 xp, 5 days.

Jumping Caltrops (Magic Item Compendium)


These unusual items are actually Diminutive animated objects. When released from their bag, they begin hopping around the 5-foot square in which they land. When someone tries to move into, through, or within that square on foot, the jumping caltrops immediately try to scurry under the interloper's feet.
Jumping caltrops can't move from the square in which they land.


The number of caltrop attacks a creature is subject to while within the affected area depends on its current speed: four if it moved into the square at normal speed, two if it moved into the square at half speed, and none if it moved into the square at one-quarter speed or less. (One-quarter speed assumes that the creature is shuffling forward without picking up its feet.) The target's shield, armor, and deflection bonuses don't count against these attacks. A target that is wearing shoes or other footwear, however, gets a +2 bonus to AC. The speed of any target that takes damage from the caltrop attack is reduced to
one-half normal because of the foot injury. 


Once they are released, jumping caltrops continue to move for 11 rounds, though the owner can order them back into the bag before the duration expires if desired. However, they can move (and thus attack on their own) only upon their first use; thereafter, they become normal caltrops.

Jumping Caltrop: CR 1/4; Diminutive construct; HD 1/4
d10; hp 1; Init +3; Spd n/a; AC 17, touch 17, flat-footed 14;
Base Atk +0; Grp –14; Atk or Full Atk +7 melee (1, impale); 
Space/Reach 1/2 ft. by 1/2 ft./0 ft.; SQ construct traits,
use Dexterity instead of Strength for melee attacks; AL N;
SV Fort +0, Ref +3, Will –5; Str 6, Dex 16, Con —, Int —,
Wis 1, Cha 1. 

Moderate transmutation; CL 11th; Craft Wondrous Item, animate objects; Price 250 gp; Weight 2 lb.


Rod of Many Wands (Complete Mage)

This device, perhaps one of the stranger rods ever created, allows you to utilize more than one wand at a single time.

Description: A rod of many wands is made of steel and constructed in two distinct parts. The handle end, wrapped in leather, is roughly as thick as the handle of a mace, while the top end is roughly twice that in diameter. Each makes up about half the length of the rod. The upper end contains three depressions running down its length, each one designed to hold a wand in place.

Activation: In order to make use of a rod of many wands, you must first load it with as many as three wands you wish to use. Each wand requires a full-round action to load (or a move action to remove). After one or more wands are loaded into the rod, they can all be activated by a single command word unique to the rod. This utterance is a complex phrase in Draconic, and speaking it requires a full-round action, rather than the standard action normally required for command word activation.

Effect: With this rod, you can trigger multiple wands at once. Although you are not required to fill all three depressions, you cannot selectively activate the wands that you have loaded; activating the rod triggers every wand connected to it. This process drains a number of charges from each wand equal to the number of wands loaded into the rod. For instance, if you have fully loaded the rod, each use drains three charges from each wand.

Aura/Caster Level: Moderate, no school. CL 17th.

Construction: Craft Rod, Craft Wand, 13,500 gp, 1,080 XP, 27 days.
Weight: 5 lb.
Price: 27,000 gp.

New Spells

BOLTS OF BEDEVILMENT (Spell Compendium)

Enchantment [Mind-Affecting]
Level: Bard 5, Madness 5
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Ray
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

With a strangled peal of laughter to complete the spell, you point your hand at your enemy and fire a black beam from your finger.

This spell grants you the ability to make one ray attack per round. You must succeed on a ranged touch attack with the ray to strike a target. A living creature struck by the ray is dazed for 1d3 rounds if it fails its save

DRACONIC MIGHT (Spell Compendium)
Transmutation
Level: Paladin 4, sorcerer/wizard 5
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: Living creature touched
Duration: 1 minute/level (D)
Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

Upon casting this spell, your ally’s face is covered briefly with a fine pattern of yellow scales. The scales fade, but the golden radiance remains.

The subject of the spell gains a +4 enhancement bonus to Strength, Constitution, and Charisma. It also gains a +4 enhancement bonus to natural armor. Finally, it has immunity to magic sleep and paralysis effects.

Special: Sorcerers cast this spell at +1 caster level.

RESISTANCE, GREATER (Spell Compendium)
Abjuration
Level: Bard 4, cleric 4, druid 4, sorcerer/wizard 4
Duration: 24 hours
Just as you touch the spell’s subject, a feeling of peace and watchful guardianship fills your being.
This spell functions like resistance (PH 272), except as noted here. You grant the subject a +3 resistance bonus on saves.
RESISTANCE, SUPERIOR (Spell Compendium)
Abjuration
Level: Bard 6, cleric 6, druid 6, sorcerer/wizard 6
Duration: 24 hours
As you finish casting the spell, you feel imbued with the feeling that something greater than yourself is protecting you. When you touch your intended subject and release the spell, the feeling disappears.

This spell functions like resistance (PH 272), except as noted here. You grant the subject a +6 resistance bonus on saves.

RIGHTEOUS WRATH OF THE FAITHFUL (Spell Compendium)
Enchantment (Compulsion) [Mind-Affecting]
Level: Cleric 5, Purification 7
Components: V, S, DF
Casting Time: 1 standard action
Range: 30 ft.
Targets: Allies within a 30-ft.-radius burst centered on you
Duration: 1 round/level
Saving Throw: None
Spell Resistance: Yes

When you cast this spell, you fire your allies and companions with a divine madness or fury, greatly enhancing their combat ability.


Allies gain one additional melee attack each round, at their highest attack bonus, when making a full attack. (This additional attack is not cumulative with other effects that grant extra attacks, such as a haste spell.) They also gain a +3 morale bonus on melee attack rolls and damage rolls. (This bonus on melee attack rolls does stack with the bonus provided by haste.)
WALL OF LIMBS (Spell Compendium)

Evocation
Level: Sorcerer/wizard 5
Components: V, S
Casting Time: 1 round
Range: Medium (100 ft. + 10 ft./level)
Effect: A wall of whirling limbs up to 20 ft. long/level, or a ring of whirling limbs with a radius of up to 5 ft./2 levels, either form 20 ft. high
Duration: 1 round/level (D)
Saving Throw: Reflex negates; see text
Spell Resistance: Yes

By flexing your arm and speaking the repetitive words of power, you unleash the spell. In the distance, the ground is covered in a writhing mass. As you watch, over the course of a few seconds, the writhing mass rises up and forms a wall of thousands of wriggling arms resembling your own. 


An immobile, vertical curtain of whirling limbs springs into existence. The limbs resemble your own forelimbs.

A creature attempting to move through the wall takes 5d6 points of damage and must succeed on a DC 18 Strength check or become stuck within the wall and unable to move (a charging creature gains a +2 bonus on the Strength check). The creature takes 5d6 points of damage each round at the beginning of your turn until freed. A creature can free itself with a DC 18 Strength check, or by dealing 30 points of damage to a 5-foot section of wall.

A creature that starts its turn next to a wall of limbs must succeed on a DC 18 Strength check or be grabbed by the flailing arms and become stuck, as above.

If you evoke the wall so that it appears where creatures are, each creature takes damage as if passing through the wall.

Each such creature can avoid the wall (ending up on the side of its choice) and thus take no damage by making a successful Reflex save.

A wall of limbs provides cover against attacks made through it.
Warp Destiny (Races of Destiny)

Transmutation
Level: Destiny 6
Components: V, S
Casting Time: 1 immediate action
Range: Personal
Target: You
Duration: Instantaneous
You reshape your personal fate to potentially avoid some tragic action, but the ripples caused in your destiny have unpleasant side effects for a brief period. After learning the result of a saving throw that you have rolled, you may cast this spell to reroll the save, but with an insight bonus equal to your caster level (maximum +20).

Alternatively, if you are struck in combat you can apply the insight bonus to your AC against the attack (even if flat-footed); if your new AC exceeds the attack roll, the attack misses you. Casting this spell has a side effect: until the start of your next turn, you take a –4 penalty on all saving throws and to your AC.

Destiny Domain

Deities: Heironeous, Istus, Vecna, 
Granted Power: Once per day as an immediate action, you can grant a willing creature within 30 feet the ability to reroll an attack, save, ability check, or skill check. You must be able to see the creature to be affected. You cannot use this power on yourself. This is a supernatural ability.
Destiny Domain Spells
1 Omen of Peril (F): You know how dangerous the future will be.
2 Augury (MF): Learns whether an action will be good or bad.
3 Delay Death: Losing hit points doesn’t kill subject.
4 Bestow Curse: –6 to an ability score; –4 to attack rolls, saves, and checks; or 50% chance of losing each action.
5 Stalwart Pact (X): Target gains combat bonuses automatically when reduced to half hit points or lower.
6 Warp Destiny: Reverse failed save or hit in combat.
7 Bestow Curse, Greater: As bestow curse, but more severe penalties.
8 Moment of Prescience: You gain insight bonus on single attack roll, check, or save.
9 Choose Destiny: Gain two chances for success on every action.

ORACLE DOMAIN

Core Deities: Boccob.
Other Deities: Celestian, Cyndor, Istus.
Granted Power: You cast divination spells at +2 caster levels.

Oracle Domain Spells

1 Identify(M): Determines single feature of magic item.
2 Augury(M, F): Learns whether an action will be good or bad.
3 Divination(M): Provides useful advice for specific, proposed action.
4 Scrying(F): Spies on subject from a distance.
5 Commune(X): Deity answers one yes-or-no question/level.
6 Legend Lore(M, F): Learn tales about a person, place, or thing.
7 Scrying, Greater: As scrying, but faster and longer.
8 Discern Location: Exact location of creature or object.
9 Foresight: “Sixth sense” warns of impending danger

New Class

KNIGHT CLASS FEATURES

 This class features involve mastering the use of armor and shields and learning how to manipulate your foes so that melee combat takes place on your terms, not theirs.
Weapon and Armor Proficiency: Knights are proficient with all simple and martial weapons and with all armor (heavy, medium, and light) and all shields (except tower shields).

Knight's Challenge: Your dauntless fighting spirit plays a major role in your fighting style, as important as the strength of your arm or the sharpness of your blade. In battle, you use the force of your personality to challenge your enemies. You can call out a foe, shouting a challenge that boosts his confidence, or issue a general challenge that strikes fear into weak opponents and compels strong opponents to seek you out for personal combat. By playing on your enemies' ego, you can manipulate your foes.

You can use this ability a number of times per day equal to 1/2 your class level + your Charisma bonus (minimum once per day). As you gain levels, you gain a number of options that you can use in conjunction with this ability.

Even if you and your foes lack a shared language, you can still effectively communicate through body language, tone, and certain oaths and challenges you learn from a variety of different tongues.

Fighting Challenge (Ex): As a swift action, you can issue a challenge against a single opponent. The target of this ability must have an Intelligence of 5 or higher, have a language of some sort, and have a CR greater than or equal to your character level minus 2. If it does not meet these requirements, a use of this ability is expended without effect.

If the target does meet the conditions given above, you gain a +1 morale bonus on Will saves and a +1 morale bonus on attack rolls and damage rolls against the target of this ability. You fight with renewed vigor and energy by placing your honor and reputation on the line. If your chosen foe reduces you to 0 or fewer hit points, you lose two uses of your knight's challenge ability for the day because of the blow to your ego and confidence from this defeat.

The effect of a fighting challenge lasts for a number of rounds equal to 5 + your Charisma bonus (if any).

If you are capable of issuing a knight's challenge more than once per day, you can use this ability more than once in a single encounter. If your first chosen foe is defeated or flees the area, you can issue a new challenge to a different foe. You cannot switch foes if your original target is still active.

At 7th level, the bonus you gain from this ability increases to +2. At 13th level, it rises to +3. At 19th level, it increases to +4.

Test of Mettle (Ex): Starting at 4th level, you can shout a challenge to all enemies, calling out for the mightiest among them to face you in combat. Any target of this ability must have a language of some sort and an Intelligence score of 5 or higher. Creatures that do not meet these requirements are immune to the test of mettle. You must have line of sight and line of effect to the targets of this ability.

As a swift action, you can expend one use of your knight's challenge ability to cause all your enemies within 100 feet with a CR greater than or equal to your character level minus 2 to make Will saves (DC 10 + 1/2 your class level + your Cha modifier). Creatures that fail this save are forced to attack you with their ranged or melee attacks in preference over other available targets. If a foe attacks by casting a spell or using a supernatural ability, he must target you with the attack or include you in the effect's area.

An opponent compelled to act in this manner is not thrown into a mindless rage and does not have to move to attack you in melee if doing so would provoke attacks of opportunity against him. In such a case, he can use ranged attacks against you or attack any opponents he threatens as normal. If anyone other than you attacks the target, the effect of the test of mettle ends for that specific target.

If you are reduced to 0 or fewer hit points by an opponent forced to attack you due to this ability, you gain one additional use of your knight's challenge ability for that day. This additional use comes from increased confidence and the knowledge that you have proved your mettle as a knight against your enemies by calling out foes even against overwhelming odds. This additional use disappears if you have not used it by the start of the next day. You can only gain one additional use of your knight's challenge ability in this manner per day.

The effect of a test of mettle lasts for a number of rounds equal to 5 + your Charisma bonus (if any). Whether a creature fails or succeeds on its save against your test of mettle, it can only be targeted by this effect once per day.

Call to Battle (Ex): Starting at 8th level, you become an inspiring figure on the battlefield. When all seems lost, you are a beacon of hope who continues to fight on despite the odds. No cause is yet lost when a knight still battles on its name.

As a swift action, you can expend one use of your knight's challenge ability to grant an ally another save against a fear effect. The target gains a bonus on this save equal to your Charisma bonus (if any). If the target succeeds on this save, he gains the benefit for a successful save against the attack or spell. This ability reflects your talent to inspire your allies in the face of a daunting foe.

For example, Lidda fails her save against a lich's fear spell. On his next action, Sir Agrivail uses his call to battle ability to grant Lidda another save. If she succeeds, she immediately shrugs off the effect of the fear spell.

The Knight's Code: You fight not only to defeat your foes but to prove your honor, demonstrate your fighting ability, and win renown across the land. The stories that arise from your deeds are just as important to you as the deeds themselves. A good knight hopes that her example encourages others to lead righteous lives. A neutral knight wishes to uphold the cause of his liege (if he has one) and win glory. An evil knight seeks to win acclaim across the land and increase her own personal power.

The knight's code focuses on fair play: A victory achieved through pure skill is more difficult, and hence wins more glory, than one achieved through trickery or guile.

A knight does not gain a bonus on attack rolls when flanking. You still confer the benefi t of a flanking position to your ally, but you forgo your own +2 bonus on attack rolls. You can choose to keep the +2 bonus, but doing so violates your code of honor (see below).

A knight never strikes a flat-footed opponent. Instead, you allow your foe to ready himself before attacking.

A knight never deals lethal damage against a helpless foe. You can strike such a foe, but only with attacks that deal nonlethal damage. 


If you violate any part of this code, you lose one use of your knight's challenge ability for the day. If your knight's challenge ability is not available when you violate the code (for example, if you have exhausted your uses for the day), you take a -2 penalty on attack rolls and saves for the rest of that day. Your betrayal of your code of conduct undermines the foundation of confidence and honor that drives you forward.
While you cleave to your view of honor, chivalry, and pursuit of glory, you do not force your views on others. You might chide a rogue for sneaking around a battlefield, but you recognize (and perhaps even feel a bit smug about) the reality that not everyone is fit to follow the knight's path.
Mounted Combat: At 2nd level, you gain Mounted Combat as a bonus feat.
Shield Block (Ex): Starting at 2nd level, you excel in using your armor and shield to frustrate your enemy's attacks. During your action, designate a single opponent as the target of this ability. Your shield bonus to AC against that foe increases by 1, as you move your shield to deflect an incoming blow, possibly providing just enough protection to turn a telling swing into a near miss. 

This shield bonus increases to +2 at 11th level
Bulwark of Defense (Ex): When you reach 3rd level, an opponent that begins its turn in your threatened area treats all the squares that you threaten as difficult terrain. Your strict vigilance and active defensive maneuvers force your opponents to move with care.
Armor Mastery (Ex): Starting at 4th level, you are able to wear your armor like a second skin and ignore the standard speed reduction for wearing medium armor. Starting at 9th level, you ignore the speed reduction imposed by heavy armor as well.
Bonus Feat: At 5th level, you gain a bonus feat chosen from the following list: Animal Affinity, Diehard, Endurance, Great Fortitude, Iron Will, Quick Draw, Ride-By Attack, Spirited Charge, Trample, or Weapon Focus (lance). You must still meet any prerequisites for the feat. You gain an additional bonus feat from this list at 10th level and again at 15th level.
Vigilant Defender (Ex): Starting at 5th level, you stand your ground against all enemies, warding the spot where you make your stand to prevent foes from slipping past and attacking those you protect. If an opponent attempts to use the Tumble skill to move through your threatened area or your space without provoking attacks of opportunity, the Tumble check DC to avoid your attacks of opportunity increases by an amount equal to your class level.
Shield Ally (Ex): Starting at 6th level, as an immediate action you can opt to absorb part of the damage dealt to an adjacent ally. Each time this ally takes damage from a physical attack before your next turn, you can take half this damage on yourself. The target takes the other half as normal. You can only absorb damage from physical melee attacks and ranged attacks, such as an incoming arrow or a blow from a sword, not from spells and other effects.
Improved Shield Ally (Ex): At 14th level, your ability to absorb damage increases. Once per round you can absorb all the damage from a single attack directed against an adjacent ally. In addition, you continue to absorb half the damage from other physical attacks on an adjacent ally, if you so choose. You must decide whether to use this ability after the attacker determines that an attack has succeeded but before he rolls damage.

Table 1-4: The Knight Hit Die: d12
	Level
	Base
Attack
Bonus
	Fort
Save
	Ref
Save
	Will
Save
	Special

	1st
	+1
	+0
	+0
	+2
	Fighting challenge +1, knight's challenge, knight's code

	2nd
	+2
	+0
	+0
	+3
	Mounted Combat, shield block +1

	3rd
	+3
	+1
	+1
	+3
	Bulwark of defense

	4th
	+4
	+1
	+1
	+4
	Armor mastery (medium), test of mettle

	5th
	+5
	+1
	+1
	+4
	Bonus feat, vigilant defender

	6th
	+6/+1
	+2
	+2
	+5
	Shield ally

	7th
	+7/+2
	+2
	+2
	+5
	Fighting challenge +2

	8th
	+8/+3
	+2
	+2
	+6
	Call to battle

	9th
	+9/+4
	+3
	+3
	+6
	Armor mastery (heavy)

	10th
	+10/+5
	+3
	+3
	+7
	Bonus feat

	11th
	+11/+6/+1
	+3
	+3
	+7
	Shield block +2

	12th
	+12/+7/+2
	+4
	+4
	+8
	Daunting challenge

	13th
	+13/+8/+3
	+4
	+4
	+8
	Fighting challenge +3

	14th
	+14/+9/+4
	+4
	+4
	+9
	Improved shield ally


Class Skills (2 + Int modifier per level, x4 at 1st level): Climb, Handle Animal, Intimidate, Jump, Knowledge (nobility and royalty), Ride, Swim.

DIVINE ORACLE
Some people call them mad, and certainly some divine oracles are driven insane by the visions they see. Some people doubt their words; indeed, some divine oracles are destined never to be believed. Wherever the deities are known to speak to mortals, some mortals hear their voices with a unique clarity and gain insight into the past, the present, and the future by virtue of their unusual status. Divine oracles are such mortals, blessed—or cursed—by visions from their deities.
  All divine oracles are spellcasters, and most were clerics or druids before adopting the divine oracle prestige class. Whatever their other classes, all divine oracles share a particular devotion to the Divination school of magic, having mastered all available means to catch glimpses of the future. NPC divine oracles often live in out-of-the-way places, though usually close enough to civilization that people with pressing questions about the future can seek them out to have their questions answered. They frequently inhabit sacred shrines or ancient temples and rarely take an active part in world affairs.

Hit Die: d6.
REQUIREMENTS: To qualify to become a divine oracle, a character must fulfill the following criteria.
Skill: Knowledge (religion) 8 ranks.
Feat: Skill Focus (Knowledge [religion]).
Spells: Able to cast at least 2 divination spells.

CLASS SKILLS
The divine oracle’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Heal (Wis),Intimidate (Cha), Knowledge (arcana) (Int), Knowledge (religion) (Int), Profession (Wis), and Spellcraft (Int). See Chapter 4 of the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.


CLASS FEATURES
All of the following are class features of the divine oracle prestige class.
Weapon and Armor Proficiency: Divine oracles gain no weapon or armor proficiencies.

Spells per Day/Spells Known: A divine oracle continues advancing in spellcasting ability as well as gaining the abilities of her new class. Thus, when a new divine oracle level is gained, the character gains new spells per day (and spells known, if applicable) as if she had also gained a level in whatever spellcasting class she belonged to before she added the prestige class. She does not, however, gain any other benefi t a character of that class would have gained (improved chance of controlling or rebuking undead, wild shape ability, and so on). This essentially means that she adds the level of divine oracle to the level of whatever other spellcasting class the character has, then determines spells per day accordingly. For example, if Cassandra, a 10th-level cleric, gains a level as a divine oracle, she gains new spells as if she had risen to 11th level as a cleric, but uses the other divine oracle aspects of level progression such as base attack bonus and save bonuses. If she next gains a level as a cleric, making her an 11th-level cleric/1st-level divine oracle, she gains spells as if she had risen to 12th level as a cleric. If a character had more than one spellcasting class before she became a divine oracle, the player must decide which class to assign each level of divine oracle for the purpose of determining spells per day and spells known.

Oracle Domain: Upon adopting the divine oracle class, the character gains access to the Oracle domain, described
in Chapter 7: Domains and Spells. The character gains the granted power associated with the domain (+2 caster level for divination spells), and can choose the spells in that domain as her daily domain spells.


Scry Bonus (Su): A divine oracle adds a +1 sacred bonus to the save DC of all her divination (scrying) spells.
Prescient Sense (Ex): Beginning at 2nd level, if a divine oracle makes a successful Refl ex saving throw against an
attack that normally infl icts half damage on a successful save (such as a red dragon’s fiery breath or a fi reball spell), she instead takes no damage, since her prescience allowed her to get out of the way faster. This form of evasion works no matter what armor the divine oracle wears, unlike the evasion ability used by monks and rogues.
Trap Sense (Ex): At 2nd level, the divine oracle gains an intuitive sense that alerts her to danger from traps, giving
her a +1 bonus on Refl ex saves made to avoid traps and a +1 dodge bonus to AC against attacks by traps. This increases to +2 at level 5 and +3 at level 8.
Divination Enhancement (Ex): Beginning at 3rd level, a divine oracle may roll twice and take the better result when using divination spells such as augury or divination.
Uncanny Dodge (Ex): Starting at 4th level, a divine oracle gains the ability to react to danger before her senses would normally allow her to do so. The divine oracle retains her Dexterity modifier to AC (if any) regardless of being caught fl at-footed or struck by an invisible attacker. (She still loses her Dexterity modifi er to AC if immobilized.)
Improved Uncanny Dodge (Ex): At 6th level and higher, the divine oracle can no longer be fl anked, since she can react to opponents on opposite sides of her as easily as she can react to a single attacker. This defense denies rogues the ability to use fl ank attacks to sneak attack the divine oracle. The exception to this defense is when an attacker has at least 4 more rogue levels than the target has divine oracle levels. If a character already has levels of a class that could gain uncanny dodge, the levels from the classes that grant uncanny dodge stack to determine the minimum level a rogue must be to fl ank the character.
Immune to Surprise (Ex): At 10th level, the divine oracle’s sensitivity to danger is so great that she is never surprised. She can always take a standard action during a surprise round, unless she is physically restrained from doing so. If there is no surprise round then this ability doesn’t help.

  
Class 
Base 

Fort 
Ref 
Will
Level 
Attack Bonus 
Save 
Save 
Save 
Special 



Spells per Day
1st 

+0 

+0 
+0 
+2 
Oracle domain, scry bonus 

+1 level of existing class
2nd 

+1 

+0 
+0
 +3 
Prescient sense, trap sense +1 
+1 level of existing class
3rd 

+1 

+1 
+1 
+3 
Divination enhancement 

+1 level of existing class
4th 

+2 

+1 
+1 
+4 
Uncanny dodge (Dex bonus to AC)
+1 level of existing class
5th 

+2 

+1 
+1 
+4 
Trap sense +2 


+1 level of existing class
6th 

+3 

+2 
+2 
+5 
Improved uncanny dodge 

+1 level of existing class
7th 

+3 

+2 
+2 
+5 
— 



+1 level of existing class
8th 

+4 

+2 
+2 
+6 
Trap sense +3 


+1 level of existing class
9th 

+4 

+3 
+3 
+6 
— 



+1 level of existing class
10th 

+5 

+3 
+3 
+7 
Immune to surprise 


+1 level of existing clas

INITIATE OF THE SEVENFOLD VEIL

A master of defensive magic, the Initiate of the Sevenfold Veil approaches the prismatic barrier by mastering one by one its constituent veils or layers. Her skillful wardings can deflect many of the most perilous attacks enemy spellcasters or monsters can muster, shielding herself and her companions against harm. Her keen insight into the ultimate secrets of abjuration also allows her to easily unbind the defenses of others, and in time she learns the most dreadful of magical attacks: the spectacular and lethal kaleidoscopic doom. Initiates of the Sevenfold Veil are a loose society or fellowship of spellcasters who share this common obsession. They correspond regularly and meet at odd intervals, interested not only in the lore of their chosen specialty but also in the lore of the physical world and how magic and mundane knowledge intertwine. Most initiates are wizards, since the careful study of the magical and the mundane appeals more to the wizard's intellect than to the sorcerer' s forceful personality. 

Hit Die: d4. 

Requirements

To qualify to become an Initiate of the Sevenfold Veil, a character must fulfill all the following criteria. Skills: Knowledge (arcana) 12 ranks, Knowledge (nature) 4 ranks, Spellcraft 12 ranks. 

Feats: Greater Spell Focus (abjuration), Spell Focus (abjuration), Skill Focus (Spellcraft). 
Able to cast five abjuration spells, including at least two of 4th level or higher. 

Class Skills

The Initiate of the Sevenfold Veil's class skills (and the key ability for each skill) are Appraise (Int), Concentration (Con), Craft (Int), Decipher Script (Int), Knowledge (all skills, taken individually) (Int), Profession (Wis), and Spellcraft (Int). 
Skill Points at Each Level:  2 + Int modifier. 
Class Features

All the following are class features of the Initiate of the Sevenfold Veil prestige class. 

Weapon and Armor Proficiency: Initiates of the Sevenfold Veil gain no proficiency with any weapon or armor. 

Spells per Day/Spells Known: At each level, an Initiate of the Sevenfold Veil gains new spells per day (and spells known, if applicable) as if she had also gained a level in an arcane spellcasting class to which she belonged before adding the prestige class level. She does not, however, gain any other benefit a character of that class would have gained (such as the bonus feat sometimes gained by a wizard). If she had more than one arcane spellcasting class before becoming an Initiate of the Sevenfold Veil, she must decide to which class to add each level for the purpose of determining spells per day and spells known. 

Warding (Sp): An Initiate of the Sevenfold Veil can create a warding. She can choose one veil she knows (see below) to be imbued in the warding. A warding lasts for a certain amount of time as indicated in its description, unless it is dismissed (the same way a spell is dismissed; see page 176 of the Player's Handbook). When she creates a warding, she can choose one of three types. 

Personal: This warding is a sphere whose diameter is equal to an initiate's space (5 feet for Small or Medium creatures, 10 feet for Large, and so on) and encapsulates the initiate. It moves with her, but she cannot force another creature to pass through it (for example, by attempting to grapple an enemy). If she does force a creature to pass through, the warding has no effect on that creature. Any creature striking at her with a melee weapon or natural attack is subject to the veil 's effect (although creatures using reach weapons are not). The warding provides concealment to the initiate, but she can see out with no hindrance.  It lasts for 1 minute per level or until dismissed. 

Area: An area warding affects an initiate's space and all adjacent squares (a sphere 15 feet in diameter for a Small or Medium initiate, 20 feet in diameter for a Large initiate, and so on). Any creature who remains adjacent to the initiate gains the benefi t of the warding's protection, even if part of its body lies outside the sphere. Moving out of the warding (stepping away from the initiate) is completely safe, but anyone attempting to enter the warding—even someone who was formerly inside it and left —becomes subject to the effects of the chosen veil. The warding moves with the initiate, but she cannot force another creature to pass through it (for example, by moving adjacent to an enemy). If she does force a creature to pass through, the warding has no effect on that creature. This warding provides concealment to all within from creatures outside, but anyone inside the warding can see out with no hindrance. It lasts for 1 minute per level or until dismissed. 
Wall: This warding takes the form of a wall, up to 10 feet long and 5 feet high per initiate class level. For example, a 3rd-level Initiate of the Sevenfold Veil could create a warding wall 30 feet long and 15 feet high. The wall can be made smaller, but it is not otherwise shapeable. The wall must begin within 30 feet of the initiate, but can extend beyond that distance. The wall is immobile once created. An initiate may choose to make crossing through the wall in one direction safe, if she chooses. In any event, she can pass through her own warding wall with no danger. This warding provides concealment to creatures on either side. It lasts for 10 minutes per level or until dismissed. The save DC for an initiate 's warding is equal to 18 + her primary spellcasting ability modi fi er (Intelligence for wizards, Charisma for sorcerers and bards, and so on). The spell level equivalent of a warding depends on which veil is integrated into it.
Veils: When an initiate creates a warding, she can choose and imbue the warding with any one veil she knows how to create. These veils duplicate the layers of a prismatic wall and are described below. An initiate' s caster level for these veils is equal to her arcane spellcaster level.
Red Veil: The first veil an initiate learns is the red veil. A warding imbued with this veil blocks all nonmagical ranged attacks and missiles. A creature crossing a red veil takes 20 points of fire damage (Reflex half). A cone of cold spell or effect destroys a warding with this veil but is negated in the process. A warding with this veil is the equivalent of a 4th-level spell.
Orange Veil: At 2nd level, an initiate learns the secret of the orange veil. A warding with this veil halts magical ranged attacks, including spells that conjure missiles (such as Melf 's acid arrow) or create rays (such as disintegrate or a beholder's eye rays) but not spells that do not require a ranged attack(such as magic missile). A creature crossing an orange veil takes 40 points of acid damage (Re fl ex half). A gust of wind spell or similar effect destroys the veil but is negated in the process. A warding with this veil is the equivalent of a 5th-level spell.
Yellow Veil: An initiate of 3rd level or higher can create a yellow veil. This veil prevents gases or clouds from entering the warded area, and it defeats petri fi cation attacks. In addition, a character inside a personal or area warding imbued with a yellow veil has immunity to poison introduced from outside the warding (such as from a creature with an envenomed weapon striking through the barrier). A creature crossing a yellow veil takes 80 points of electricity damage (Re fl exhalf). A disintegrate spell destroys theveil but is negated in the process. A warding with this veil is the equivalent of a 6th-level spell.
Green Veil: A 4th-level initiate masters the green veil. This veil stops the passage of breath weapons. A creature crossing a green veil must succeed on a Fortitude save or die; on a successful save, the creature takes 1d6 points of Constitution damage. This veil is a poison effect. A passwall spell destroys a green veil. A warding with this veil is the equivalent of a 6th-level spell. 
Blue Veil: At 5th level, an initiate learns the blue veil. This veil blocks all divinations and mind-affecting spells and abilities. Any creature crossing a blue veil must succeed on a Fortitude save or be petri fi ed. A magic missile spell destroys a blue veil but is negated by it. A warding with this is the equivalent of a 6th-level spell. 
Indigo Veil: A 6th-level initiate can create the mighty indigo veil. This veil prevents the passage of all spells or spell-like abilities. Any creature crossing an indigo veil must succeed on a Will save or become confused, as if by an insanity spell. A daylight spell negates and is negated by an indigo veil. A warding with this veil is the equivalent of a 7th-level spell.
Violet Veil: At 7th level, an initiate masters the seventh and final veil: the violet veil. This barrier destroys all objects and effects that cross it, as if they were disintegrated. Living creatures passing a violet veil must succeed on a Will save or be shifted to a random place on a random plane (as the plane shift spell). A violet veil is destroyed by a successful dispel magic spell. A warding with this veil is the equivalent of an 8th-level spell.
Unimpeachable Abjuration (Ex): An initiate's abjuration spells are particularly difficult to defeat with spells or effects that dispel them. An initiate can add her class level to the DC to dispel any abjuration spell or effect she creates. 
Unanswerable Strike (Ex): Due to her study of magicaldefenses, an initiate learns how to defeat them more easily. At 2nd level and higher, she gains a +2 bonus on caster level checks to counter or dispel abjuration spells. At 6th level, this bonus increases to a +4 bonus. 
Reactive Warding (Sp): At 4th level, an initiate learns to create a warding (see above) in response to an attack. She can raise a warding as an immediate action (see page 86), after an opponent begins an action but before it is completed. For example, if she sees an enemy warrior charging her, she can raise a warding to protect herself. The opponent can choose to continue the charge through the warding or can halt outside it.
Double Warding: At 6th level and higher, an initiate can raise two veils at once any time she creates a warding. This still counts as only one use of her warding ability. The less powerful effect (progressing from red up through violet) is always considered to be " outside" the more powerful effect, so a double warding consisting of a blue veil and a green veil would subject any creature passing through to the green veil first, followed by the blue veil. To negate the entire warding, the outermost veil must be negated before the inner veil can be negated. 
Kaleidoscopic Doom (Sp): At 7th level, an Initiate of the Sevenfold Veil learns the secret of the awesome kaleidoscopic doom. Once per day as a standard action, she designates one creature within 60 feet and turns magical effects currently affecting the creature against it. This effect functions like a targeted greater dispel magic, except that for every spell or effect negated on the target, the effect of one veil (see above) is visited on the victim as if the subject had crossed it. The veils created around the victim proceed through the spectrum from red to violet, with one veil activated per spell negated. Thus, a creature with three spells negated would be subject to the effects of the red, orange, and yellow veils. The subject is still entitled to the normal saving throws allowed by each veil. This ability is the equivalent of a 9th level spell.

Table 2–12: The Initiate of the Sevenfold Veil


Base 



Attack 
Fort 
Ref 
Will
Level 
Bonus 
Save 
Save 
Save 
Special 



Spells per Day/Spells Known
1st 

+0 
+0 
+0 
+2 
Warding 1/day, unimpeachable   
+1 level of arcane spellcasting class
     





abjuration, red veil
2nd 

+1 
+0 
+0 
+3 
Unanswerable strike +2, 

+1 level of arcane spellcasting class
   





orange veil
3rd 

+1 
+1 
+1 
+3 
Warding 2/day, yellow veil 

+1 level of arcane spellcasting class
4th 

+2 
+1 
+1 
+4 
Reactive warding, green veil 
+1 level of arcane spellcasting class
5th 

+2 
+1 
+1 
+4 
Warding 3/day, blue veil 

+1 level of arcane spellcasting class
6th 

+3 
+2 
+2 
+5 
Unanswerable strike +4, double 
+1 level of arcane spellcasting class
   





warding, indigo veil
7th 

+3 
+2 
+2 
+5 
Kaleidoscopic doom, violet veil, 
+1 level of arcane spellcasting class  





Warding 4/day
WAR WEAVER

Entering this prestige class is a relatively straightforward matter: The class is open to any 5th-level wizard who has made the appropriate feat and skill point choices. It’s a little harder for sorcerers and bards to get into the class. Sorcerers don’t have as many feats as wizards, and bards don’t get access to 3rd-level spells until 7th level.

Entry Requirements

Skills: Craft (weaving) 6 ranks, Knowledge (arcana) 6 ranks
Feats: Enlarge Spell
Spells: Ability to cast 3rd-level arcane spells

CLASS FEATURES
As a war weaver, you gain abilities that allow your spells to affect multiple allies at once.

Eldritch Tapestry (Su): Upon entering the class, you gain an understanding of the rudiments of the war weaver’s craft. You can thread together unseen strands of life force to connect willing allies in a magically resonant network known as an eldritch tapestry. Doing so takes 10 minutes and requires a DC 15 Craft (weaving) check. (Most war weavers take 10 on the check.) When you weave an eldritch tapestry, you can connect a number of allies equal to your bonus in your arcane spellcasting ability score (Intelligence for wizards, Charisma for sorcerers and bards). Creatures must be within line of sight to have their life force woven into an eldritch tapestry, and they must be living creatures. An eldritch tapestry lasts for 24 hours or until you weave a new one. You’re always connected to your own eldritch tapestry, and you don’t count against the limit of allies that can be connected. Once you have woven an eldritch tapestry, you can send your spells across the life-force strands to your allies. Although you cast but a single spell, you can have it affect every creature in your eldritch tapestry as if the group were a single creature. The maximum level of spell you can cast into an eldritch tapestry is equal to your class level. For example, a 5th-level wizard/2nd-level war weaver with an Intelligence of 16 could cast a 2nd-level spell such as bull’s strength and have it affect herself and the three allies connected to her eldritch tapestry. Each of the four characters would gain a +4 enhancement bonus to Strength—at the cost of a single spell, not four separate castings. Only spells with the “harmless” designation in their saving throw entry or ones requiring willing targets can be cast into an eldritch tapestry. In addition, spells with a range of personal cannot be cast through an eldritch tapestry. If a spell has a costly material component or an XP cost, you must expend one casting’s worth of the material component or pay the XP cost for each creature targeted by the spell (including yourself). For example, sharing a stoneskin spell with four allies requires the expenditure of diamond dust worth a total of 1,250 gp. An eldritch tapestry doesn’t change the range of a spell. To cast bull’s strength, for example, you must touch all your allies. You can touch as many willing targets as you can reach as part of the casting, but all targets must be touched in the same round you finish casting the spell. You can exclude specific creatures connected to an eldritch tapestry from a spell if you like. If the spell requires decision-making on your part, you must make the same decision for everyone the spell is meant to affect. For instance, if you cast protection from energy through the eldritch tapestry, you must choose the same energy type for everyone affected by the spell. An eldritch tapestry doesn’t allow your spells to affect illegal targets. You can’t affect objects with spells cast into your eldritch tapestry, even if those objects are held by your allies (for instance, you can’t use eldritch tapestry to deliver a greater magic weapon spell).


Quiescent Weaving (Su): Beginning at 2nd level, you can weave a single spell into your eldritch tapestry for later use. For each level you gain beyond 2nd, you can store one additional spell as a quiescent weaving in your eldritch tapestry. The maximum level of spell that you can weave into your eldritch tapestry with this ability is equal to your class level. Quiescent weaving enables you to prepare beneficial spells you know your allies will need in a crisis. You can release the quiescent spells right away at the beginning of a fight, then commence with more offensive spellcasting.

To make a quiescent weave, you must designate the eldritch tapestry as the target for the spell as you cast it (regardless of what the spell’s normal target is). The spell is now woven into the eldritch tapestry in a dormant state; it doesn’t use up its duration or affect targets in any way. As a move action, you can release all the spells in your quiescent weaving. They immediately and instantaneously take effect in the order they were cast. The same restrictions apply to a quiescent weaving that apply to any other spell woven into an eldritch tapestry (they must be “harmless,” cannot have a range of personal, and require separate expenditures of material components or XP for each target). The quiescent spells affect only legal targets at the time you release them. For example, if you have bull’s strength and protection from energy in your eldritch tapestry as quiescent weavings, you still have to touch your allies during the move action to target them with the spells.

Spellcasting: At each level other than 1st level, you gain new spells per day (and spells known, if applicable) and an increase in caster level as if you had also gained a level in an arcane spellcasting class to which you belonged before adding the prestige class level. You do not, however, gain any other class feature a character of that class would have gained. If you had more than one arcane spellcasting class before becoming a war weaver, you must decide to which class to add each level for the purpose of determining spells per day, spells known, and caster level.

Enlarged Tapestry (Su): At 5th level, you can stretch your magic across your eldritch tapestry beyond normal distances. Spells you cast through an eldritch tapestry have their range category increased: touch spells become close range, close-range spells become medium range, and medium-range spells become long range. Long-range spells and spells with fixed ranges are unaffected.

Table 5–5: The War Weaver Hit Die: d4


Base



Attack 
Fort 
Ref 
Will

Level 
Bonus 
Save 
Save 
Save 
Special



      Spellcasting

1st 

+0 
+0 
+0 
+2 
Eldritch tapestry


            —
2nd 

+1 
+0 
+0 
+3 
Quiescent weaving1 

      +1 level of existing arcane class
3rd 

+1 
+1 
+1 
+3 
Quiescent weaving2 

      +1 level of existing arcane class
4th 

+2 
+1 
+1 
+4 
Quiescent weaving3 

      +1 level of existing arcane class
5th 

+2 
+1 
+1 
+4 
Enlarged tapestry, quiescent weaving4 
      +1 level of existing arcane class

Class Skills (2 + Int modifier per level): Concentration, Craft, Knowledge (arcana), Profession, Spellcraft.

Spellsword:

Feared by other martial characters because of his ability to use spells, and feared by spellcasters because of his ability to cast those spells while wearing armor, a spellsword often walks the world alone.

Hit Die: d8.

Requirements

To qualify to become a spellsword, a character must fulfill all the following criteria.

Base Attack Bonus: +4.

Skills: Knowledge (arcana) 6 ranks.

Feats: Proficiency with all simple and martial weapons and with all armor (heavy, medium, and light).

Spells: Able to cast 2nd-level arcane spells.

Special: Must have defeated a foe through force of arms alone, without recourse to spellcasting.

Class Skills

The spellsword’s class skills (and the key ability for each skill) are Climb (Str), Concentration (Con),

Knowledge (Int), Jump (Str), Profession (Wis), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifi er.

Class Features

All of the following are class features of the spellsword prestige class.

Spells per Day: At every odd-numbered level, a spell sword gains new spells per day as if he had also gained a level in an arcane spellcasting class he belonged to before adding the prestige class. He does not, however, gain any other benefi t a character of that class would have gained (improved chance of controlling or rebuking undead, metamagic or item creation feats, and so on), save for an increased effective level of spellcasting. If a character had more than one spellcasting class before becoming a spellsword, he must decide to which class he adds the new level for purposes of determining spells per day.

Ignore Spell Failure (Ex): Beginning at 1st level, a spell sword’s hard work and practice at merging spellcraft with weaponplay starts to pay off. As an extraordinary ability, he ignores a portion of the arcane spell failure chance associated with using armor. This reduction starts at 10% and gradually increases to 30%, as shown on the class table. A spellsword subtracts the given percentage value from his total spell failure chance, if any. For instance, a character wearing scale mail and carrying a small shield normally has a spell failure chance of 30%, but this drops to only 20% for a 1st-level spellsword.

Bonus Feat: At 2nd level, a spellsword advances his art, gaining a bonus feat. This bonus feat must be either a metamagic feat or one drawn from the list of bonus feats allowed to a fi ghter (see Table 5–1 on page 90 of the Player’s Handbook).

Channel Spell (Sp): At 4th level, a spellsword can channel any spell he can cast into his melee weapon. Using this ability requires a move action, and the spellsword uses up the prepared spell or spell slot just as if he had cast the spell. The channeled spell affects the next target that the spell sword successfully attacks with his weapon (saving throws and spell resistance still apply). Even if the spell normally affects an area or is a ray, it affects only the target. The spell is discharged from the weapon, which can then hold another spell. A spellsword can channel his spells into only one weapon at time. Spells channeled into a weapon are lost if not used in 8 hours.

Table 2–32: The Spellsword

Base 


Level 
Attack 
Fort 
Ref 
Will

Bonus 
Save 
Save 
Save 
Special 


Spells per Day

1st 
+1 
+2 
+0 
+2 
Ignore spell failure 10% 
+1 level of existing arcane spellcasting class

2nd 
+2 
+3 
+0 
+3 
Bonus feat

 —

3rd 
+3 
+3 
+1 
+3 
Ignore spell failure 15% 
+1 level of existing arcane spellcasting class

4th 
+4 
+4 
+1 
+4 
Channel spell 3/day
 —

5th 

+5 
+4 
+1 
+4 
Ignore spell failure 20% 
+1 level of existing arcane spellcasting class
Player Handout #1 – Orders

Greetings,

Know that the bearer of this letter and their companions are currently on temporary assignment for Colonel Krufec Brightsilver, Commander of the Mercenary-Operations branch of the Royal Army, and have been dispatched to Rourke’s Redoubt and its surrounding territories in order to perform any and all actions deemed necessary in the successful capture of that fortress by the designated Command Group. They are authorized to engage enemy personnel and recover what materiel they discover. They are ordered to seek out and destroy the Iron Tower Oracle and neutralize his sentinels. You are directed to provide any reasonable and legal aid requested in conjunction with the completion of their mission and will be compensated equitably for such support. It is a low crime to interfere with this operation unless the parties involved have directly violated the law of the land. It is a low crime to inappropriately use the authority granted by these orders or retain these orders beyond the completion of the mission. Good luck and good hunting!

Gods save the Prince!

Glory to Ulek!

R2H5:  The Command Group

by Benjamin McFarland.

Adventure Summary

The Command Group begins at the Command and Control Tent at the main encampment.  

Encounter R2H5A: As Above.


Conditions: This encounter begins with the party atop a 40-foot tall siege tower that has been converted to an observation post amongst the Command Group tents. The siege tower has two stairwells through the inside of the tower and a trio of ladders along the side. This tower hasn’t yet been hardened for actual sieges, however, and it burns if sufficiently set afire.


Your Command Group has gathered atop a converted siege tower to oversee the deployment of today’s troop movements, or at least that was the plan before the Pomarjian forces within the Redoubt began their own skullduggery. Now you stare out at the battlefield as another massive shot from the Super Trebuchet is lobbed across formations of soldiers with a distant, low boom. The screams of men as units scatter for nonexistent cover are audible even you’re your observation point, nearly a mile away.


Then there is another series of booms, these closer, and at first partially masked by yet another cyclopean projectile tumbling murderously through the Ulek forces. It takes a moment, but you differentiate these impacts as nearby, smaller. Quickly glancing about, you see the source as a number of large clay amphorae smash into the ground through two of the Command Tents, belching gouts of smoke and alchemist’s fire through the rent.


Scanning the nearby sky, you spot them against the grey and white of the overcast sky—a trio of gargantuan wyverns circled the camp and approached through the clouds to deliver their burning death from above. The last one releases his string of eight large urns and they crash in a line that engulfs two more tents and the lower portion of your siege tower with swaths of sapphire colored chemical fire. Smoke begins to fill the air and mingle with shouts of Command Staff soldiers. Some cry out for a medic, others in alarm, still others for a water. Random sheaves of parchment and paper blow across the ground and you realize what is ablaze—the intelligence you’ve been gathering for the last day and half!


The three wyverns wheel and begin another pass at the Command Tents, this time apparently content to attack soldiers with talon, bite and stinger. They must be stopped and the tents saved!


As this encounter begins, six of the fifteen tents and the siege tower are on fire, having taken 10 points of damage from fire and impact. These tents take another 2d6 damage from burning at the beginning of each round. When the tent is at 15 hp, it is sufficiently engulfed to spread its fire to surrounding tents. Tents are considered unattended and always start on fire when a fire spreads to them. When a tent starts on fire, it takes 1d6 the first round and 2d6 each round thereafter. 


A tent that has taken 5 hp or less of fire damage can be put out with a Create Water spell.


A tent that has taken 10 hp or less of fire damage can be put out with a Gust of Wind spell or a slam attack from a small water elemental. The elemental will take 2d6 fire damage.


A tent that has taken 15 hp or less of fire damage can be put out by a slam attack from a medium water elemental. The elemental will take 3d6 fire damage. A small water elemental can also extinguish such a blaze, but doing so consumes the elemental.


A tent that has taken 20 hp or less of fire damage can be put out by two slam attacks from a medium water elemental. The elemental will take 3d6 fire damage for each attack. Three small water elementals can also extinguish such a blaze, but doing so consumes the elementals.

 
A tent that has taken 25 hp or less of fire damage can be put out by a slam attack from a large water elemental. The elemental will take 3d6 fire damage for the attack. A medium water elemental can also extinguish such a blaze, but doing so consumes the elemental.


A Pyrotechnics spell puts out a single tent.


A Quench spell can put out adjacent tents, and if sufficient area of effect is available, possibly all the tents. 


The siege tower takes 2d6 damage every round it is on fire. The structure obviously has more than 160 hit points, but the fire has begun near its base, and once half the hit points of its lowest level are gone (160 hp) it collapses in a terrible crash of timber. Characters inside the tower at this time take 4d6 falling damage and 10d6 crushing damage from the structure. Abilities and skill checks cannot reduce the damage from falling, since the character is inside the structure. Characters on the top platform if this occurs can still use abilities and skill checks normally.


A water wagon next to one set of tents could be sundered to dump its contents on the nearby three tents. This, however, has a 20% chance of destroying the documents inside and rendering those tents effectively destroyed. A Control Water spell used in conjunction with this tactic negates the chance for harming the documents.

6 Burning Pavilion Tents: approx. 1 in. thick canvas; hardness 1; hp 30; Break DC 21; takes double damage from burning (2d6 vs. 1d6, hardness still applies).
9 Undamaged Pavilion Tents: approx. 1 in. thick canvas; hardness 1; hp 40; Break DC 21; takes double damage from burning (2d6 vs. 1d6, hardness still applies).

Siege Tower: approx. 2 in. thick wood; hardness 5; hp 160; Break DC 21; takes double damage from burning (2d6 vs. 1d6, hardness does not apply).

Wooden Supply Wagon: 3 in. thick wood; hardness 5; hp 30; Break DC 23.


Creatures: These enormous two-legged lizards have long tails tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. They have leathery bat wings and huge jaws filled with long, sharp teeth.


Kilman Stahl is an Oeridian human with a shaven head and has painted his armor, face, and equipment white, giving him a very ghostly appearance even when not in gaseous form. A quiver of javelins peeks over his shoulder and he clasps a wicked looking spear with an intense look. Around his neck is an amulet of a dragon’s head holding a mountain in its jaws.

APL 14 (EL 16)

Kilman Stahl, Male Human Cleric 5/Stormlord 8: hp 98; see Appendix R2H5 APL14.

Advanced Wyverns (3): hp 242; see Appendix R2H5 APL14.

APL 16 (EL 18)

Kilman Stahl, Male Human Cleric 5/Stormlord 10: hp 128; see Appendix R2H5 APL16.

Fearsome Wyverns (3): hp 299; see Appendix R2H5 APL16.


Tactics: The wyverns just attack the characters, selecting the character that damaged them the most in the previous round. If a wyvern has not selected a target yet, it follows the actions of its fellows and attacks the same target its companions are attacking. The initial target is selected at random.


Should anyone attempt to use the siege tower for cover, ducking in and out to attack the wyverns, they land on the edge of the siege tower and ready attacks. Two wyverns sitting on the edge of the tower topple it, just as if it had burnt out half of the lowest level. If this occurs, the wyverns hover and let the tower topple. See the previous paragraph regarding the seige tower for the effects of toppling the tower upon its occupants.


Kilman is flying 60 feet from ground, 20 feet above the top of the siege tower. He uses his spells to hinder and attack characters that try to put out fires. He saves his Deific Vengeance spells to disrupt character spellcasters, watching for those attempting Summonings. His Disguise check should be opposed the characters’ Spot checks as he is trying to look like a cloud, rather than hide. He has a +29 Disguise check (+9 skill, +10 item [Ring], +10 circumstance [WindWalking on an overcast day while wearing white clothing]). Characters attempting to Spot Kilman have a –10 penalty for distraction and distance. Once he has used his short ranged spells—Deific Vengeance—he quickly rises up to a range of 200 feet off the ground (a move action), where he can cast his medium ranged spells with near impunity. This makes the penalty to Spot checks –25. The weather conditions allow Kilman’s Call Lightning spell to cause 3d10 damage, instead of 3d6


His spells are memorized to take advantage of his Wind Walked condition—he’s gaseous and nearly indistinguishable from the cloud cover behind him. In this form he can only cast spells memorized with the Silent and Still Feats. Should a character appear to have spotted him, he casts his Obscuring Mist spell and uses the fog to shift location and confuse characters. Only when it seems imminent (a round or two) that the wyverns will be dead or disabled and if there are two or fewer characters remaining to engage does Kilman reassume physical form and begin melee combat. This takes five rounds, so he drops to a secluded location and casts Call Lightning, and begins the transformation. This allows him to continue attacking, even as he transforms. Even the residual smoke from the fires should help camouflage him, giving a Disguise check of +24. 


If defeat seems apparent, he surrenders and hopes that his captors don’t realize he’s Wind Walked. As they review his equipment and gear, he begins to transform again, and then flees at a movement rate of 600 ft. If this occurs, consider him defeated.

APL16: Kilman has used Divine Ward to ward all of the wyverns, and can use a turning attempt to channel a touch spell to any of them at a range of 60feet. This is done as a free action in conjunction with casting the spell. With this he can cast healing spells (in particular his Silent, Still Heal spell) on the on the wyverns, extending their survivability. He’s not above flame striking foes in a way that also hits a tent, possibly destroying it.


Treasure: 

APL 14: L: 875 gp, C: 50 gp, M: Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Brooch of Shielding, Potion of Haste (2,663 gp).

APL 16: L: 875 gp, C: 50 gp, M: Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Cloak of Minor Displacement, Brooch of Shielding, Potion of Haste (4,663 gp).


Development: There are fifteen command group tents here. The characters must ensure that at least seven of them survive this encounter to achieve success. Should Kilman survive, the characters earn the Enmity of the Earth Dragon Cult.

Encounter R2H5B: Rampage of Chaos.

Conditions: This encounter begins 1d8 minutes after the previous attack by the wyverns and Kilman Stahl. Allow the Command Group to issue orders to other tables or cast spells. Once they have done so, begin with the following text.


The slow, massive thunder of the trebuchet seems to pause. The screaming, however, does not. 


There is a clatter of hooves as a panicked soldier leaps from the saddle, giving a hurried salute that he doesn’t wait to be returned. His uniform is ragged, smeared with blood and dirt, his scabbard empty, and his eyes wide at the damage to the Command Area.


“Officers! Officers! There’s… there’s dragons attacking the troops! We…they… Gods! I …you’ve got to go! You’ve got to stop them!” He starts weeping, and you realize he can’t be much older than eighteen. “I couldn’t …they turned on each other. The dragons were just killing and killing, and then rest of the men, they turned on each other, or stood there…and I… I ran… I had to tell…oh Gods…” He collapses to his knees, crying and pointing back at the battlefield.


You clamber up on a nearby berm, looking out on the field, and there they are, maybe half a mile away. Enormous, immense black dragons with bodies probably twenty feet long, not considering their tails. They tear with abandon amongst the soldiers that seem to be thrown in complete chaos. Left unopposed, they could quite feasibly rout the army and finish the job started by the trebuchets.


If they choose to watch for a few rounds, they might notice that the dragons never use a breath weapon, despite masses of troops.


The Eidolons land in the rear formations of the retreating columns—those closest to the encampment, roughly 2500 feet away. The characters must reach them as quickly as possible. Each round they are left to attack troops, they kill one with each blow and cause confusion amongst all those within the area of their aura. If the Eidolons are not engaged within 10 rounds, they effectively rout a column. If the Eidolons are not engaged within 20 rounds, they effectively rout three columns. If the Eidolons are not engaged within 30 rounds, they effectively rout five columns, and the siege cannot continue.


Characters who ask learn that there is a messengers’ mount corral nearby, being defended by an APL 2-6 table. They could reach it in 5 rounds, or one round with a Dimension Door spell. If they choose to do so, pick one of the APL 2-6 Camp defense tables and ask them how many horses survived. That is the number of mounts available. If the table has not yet reached that encounter, then the table has a full corral of horses. The corral will still be resupplied with mounts for the lower APL encounter in this case. Once acquired, the horses will allow the characters to reach the battle in 10 rounds. 


There is no map for layout of the battlefield and starting positions. This is an open plain, and the players might begin engaging the eidolons even at long range. As boring as it might seem, a large, bare battlemat should suffice. If the players insist, put in a few random patches of ‘rough terrain’ to simulate the terrible numbers of corpses left in the wake of these statues. Confused soldiers surround the constructs until the party arrives, and then the eidolons move to engage them, allowing the soldiers to flee. The soldiers do not assist the characters in this combat; they know they are outmatched. 


Once the party gets within 150 feet, they can make knowledge checks to attempt identifying the creatures—note that such a check is a standard action in combat.

Knowledge (Arcana)

DC 30: Those aren’t dragons! They’re Elder Eidolons!

DC 35: Eidolons are difficult to damage without adamantine weapons. (DR 10/Adamantine)

DC 40: Eidolons warp the space around them, making even touch attacks more difficult. (Deflecton bonus +4)

DC 45: Eidolons seem to repair themselves as long as they still function. (Fast Healing 5)

DC 50: Eidolons radiate an aura of insanity, driving those around them into a bewildered state. (Aura of insanity: Confusion effect)

DC 55: Eidolons have immunity to most magics. (Spell Immunity)

DC 60: A dimensional anchor spell will daze an eidolon for one round. 

DC 65: A dimensional lock spell causes an eidolon to lose its deflection bonus to AC and its aura.

DC 70: A Transmute rock to mud spell slows an eidolon for 2d6 rounds.

DC 75: A mud to rock spell will heal an eidolon completely. 

DC 80: A Stone to flesh spell eliminates its DR for 1 round.

Creatures: These are two huge statues of black, glossy stone resembling an immense dragon with a curving jawline, two staring eyes, and rows of hornlets over the eyes. A crest begins just behind the eyes and runs the length of the body, rising to full height just behind the skull.

APL 14 (EL 18)

Adult Green Dragon Eidolons (2): hp 180 each; see Appendix R2H5.

APL 16 (EL 19)

Adult Green Dragon Eidolons (3): hp 180 each; see Appendix R2H5 APL 16.


Tactics: The eidolons focus their attacks on single opponents, until those opponents fall, and then turn on the next opponent. If, between foe selections, a small foe is available, an eidolon attempts its crush attack—to pin the enemy and allow the eidolon to continue attacking other characters. Once melee combatants are incapacitated, they turn on archers and spell casters.

Treasure: 

APL 14: L: 0 gp, C: 0 gp, M: none.
APL 16: L: 0 gp, C: 0 gp, M: Ring of Spell Turning, Ring of Spell Storing (Dimension Door).


Development: The eidolons have been commanded to kill any who engage them and then destroy the encampment. As long as the characters engage them, the eidolons hold off their rampage. Once the characters are killed, the eidolons smash amongst the reserve troops, turning them against one another.


If the Eidolons are not engaged within 30 rounds, they effectively rout five columns and the siege cannot continue.

Encounter R2H5C: So Below.

Conditions: This encounter begins 1d4 minutes after the previous attack by the eidolons is defeated.


There is a low, deep rumble beneath your feet as you look over the disintegrating forms of the eidolons. Men shake their heads, as if waking from a dream into a living nightmare. The moans of the wounded men are accented by the occasional cawing crow that has arrived early to dine. People blink, looking up and around, and spot your group. A sergeant pulls himself to his feet, leaning on the haft of his polearm.


“Officers? What? What happened? What…


What are your orders?”


There is a crash, and another crack of thunder; this one deeper, one that radiates along the ground and through your spine more than your feet. Looking back at the encampment, you see them—a clutch of purple worms burst up out of the ground, rising over the peaks of the pavilion tents that make up the Command Area. One of them has a large supply wagon in its jaws. They curl and arc downward, striking below your field of vision. 


If those worms were sent to destroy your supply train, it won’t matter what number of troops regroup—there won’t be rations or equipment enough to maintain the siege. You’ve got to get back there, kill those worms before they destroy the very backbone of your army!


Each round, so long as there are three or more purple worms, two worms focus their attacks on a wagon in an attempt to destroy the supply wagons. Until the characters arrive, the other two worms consume soldiers and mounts, keeping opposition from interfering with the destruction of wagons. See Map #R2H5C for layout of wagons and starting positions.


There are twelve supply wagons camped near the Command Tents:

Metal Reinforced Supply Wagon: 3 in. thick wood, reinforced with iron bands; hardness 10; hp 60; Break DC 26.


Creatures: These creatures look like massive worms covered with plates of dark purple, chitinous armor. Their toothy maws are as wide as a full-grown man.

APL 14 (EL 17)

Purple Worm (5): hp 204; see Monster Manual, page 211.

APL 16 (EL 19)

Markessa’s Purple Worms (5): hp 280; see Appendix R2H5 APL 16.


Tactics: Each round, so long as there are three or more purple worms, two worms will focus their attacks on a wagon in an attempt to destroy the supply wagons. They don’t need to roll to hit the wagons, just roll for damage. Only one worm can attack each wagon. When there are only two worms remaining, they will turn on the characters and focus all their attention on killing them before returning to smash supply wagons. There are twelve wagons and the characters need to prevent the destruction of six. Six wagons must remain whole in order to succeed in this encounter.


The purple worms have been sent to destroy the siege encampment’s supply train and wreck as much havoc as possible. The Pomarjians hope that if the supplies are disrupted, the troops inside the fortress might be able to hold out until reinforcements can break the siege.

Treasure: None.


Development: The worms are the Pomarjian’s last gasp. Once they are defeated, the Command Group will have a free hand to supervise and conclude the siege of the fortress. Congratulate them on a successful defense.

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 R2H5A

Defeat the Wyverns and Kilman Stahl.

APL 14: 240 xp.
APL 16: 270 xp.

Story Award

Prevent at least seven tents from burning.

APL 14: 55 xp.
APL 16: 55 xp.

Discretionary Roleplaying Award

APL 14: 10 xp.
APL 16: 20 xp.

Encounter R2H5B

Defeat the Eidolons

APL 14: 270 xp.
APL 16: 285 xp.

Discretionary Roleplaying Award


APL 14: 10 xp.


APL 16: 20 xp.

Encounter R2H5C

Purple worms defeated.

APL 14: 255 xp.
APL 16: 285 xp.

Story Award

At least four wagons saved.

APL 14: 50 xp.
APL 16: 50 xp.

Discretionary Roleplaying Award

APL 14: 10 xp.
APL 16: 25 xp.

Total possible experience

APL 14: 900 xp.
APL 16: 1010 xp.

Treasure Summary

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


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


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


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


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


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

Encounter R2H5A:

APL 14: L: 1250 gp, C: 50gp, M: Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Brooch of Shielding, Potion of Haste (30,900 gp).

APL 16: L: 1250 gp, C: 50gp, M: Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Cloak of Minor Displacement, Brooch of Shielding, Potion of Haste (54,900 gp).

Encounter R2H5B:

APL 14: L: 0 gp, C: 0 gp, M: none.

APL 16: L: 0 gp, C: 0 gp, M: Ring of Spell Turning, Ring of Spell Storing (Dimension Door).

Encounter R2H5C:

None.

Items for the Adventure Record

Special


Enmity of the Earth Dragon Cult: Kilman Stahl has identified this character as a known enemy of the Cult. In interactions with members of the Earth Dragon Cult, this character is always the target for attacks and begins all diplomatic interactions at “Hostile.”  In addition, the character is cursed with the Ire of the Earth Dragon. This curse causes all elemental creatures of the Earth type to treat the character as would a member of the Earth Dragon Cult. Should the character ever visit Mount Drachenkopf, the curse applies a -2 penalty to all saving throws, initiative rolls, and opposed checks, and if the character finds his or her way to the Temple of the Earth Dragon in Kalen Lekos, this penalty doubles. Only a remove curse cast by an evil divine spellcaster of 13th level or higher will remove this curse.


Outstanding Bravery: This character faced difficult odds and allowed many troops to retreat to the siege encampment in the face of numerous foes. Those who survived will never forget your valor and dedication. This character gains a +2 bonus to leadership reputation for outstanding bravery. The character gains metaregional access to the one each of the following items: Badge of Valor (MIC 208) and the Medal of Steadfast Honor (MIC 196). (cross off each item after one is purchased.). The character receives free Rich Lifestyle for one calendar year when in the Sheldomar Valley.

Item Access

See AR.

Appendix R2H5 – APL 14

Encounter R2H5A




Kilman Stahl
CR 13

Male Human Cleric 5/Stormlord 8

NE Medium Humanoid (Human)

Init -1; Senses Listen +3, Spot +3

Languages Common, Draconic

AC 24 [22], touch 14, flat-footed 22


(+0 size, -1 Dex, +11 armor, +2 shield, +2 deflection)

Miss Chance 20% from ranged attacks.
hp 109 (5d8+10 plus 8d8+16 HD + 11 from Heroes Feast); DR 10/Magic (While wind walking)

Immune to Mental domination (while Protection from Good is up)
Resist 15/Electricity; SR 25 (With Spell Resistance up)

Fort +14, Ref +3, Will +14

Speed 30 ft. in armor type (06 squares), base movement 30 ft., gaseous form flying 10 ft.;

Melee Spear +16 [+0 size, +9 BAB, +2 Str, +3 weapon, +1 feat] (1d8+2 plus 1d6 electricity plus 1d8 sonic) or/and

Ranged Javelin +12[+0 size, +9 BAB, -1 Dex, +1 weapon, +2 class] (1d6+2 plus 1d6 electricity plus 1d8 sonic)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Atk Options Full Attack: Spear +16/+11 (1d8+2 plus 1d6 electricity plus 1d8 sonic) or

Javelin +12/+7 (1d6+2 plus 1d6 electricity plus 1d8 sonic) or

Spear +16 (1d8+2 plus 1d6 electricity plus 1d8 sonic) and Javelin +7 (1d6+2 plus 1d6 electricity plus 1d8 sonic)

Special Actions: Spell casting.

Combat Gear, Full Plate Armor, Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Brooch of Shielding, Potion of Haste, 2 holy symbols, Masterwork Spear, 3 Masterwork Javelins, 7 javelins, 50gp.

Cleric Spells Prepared (CL 13th):


7th—Flame StrikeST, Wall of Stone DST

6th—Heroes Feast(, Wind Walk(, Ice Storm DST 

5th—Cure Serious WoundsST, Dispel MagicST, Spell Resistance(, Call Lightning DST

4th—Deific VengenceST, Deific VengeanceST, Greater Magic Weapon(, SilenceST, Spiritual WeaponST, Gust of Wind DST

3rd—Cure Light WoundsST, Cure Serious Wounds, Magic Vestment(, Protection from Energy(, Shield of FaithST(, Obscuring Mist DST

2nd—Deific Vengeance, Cure Moderate Wounds * 2, Silence, Shatter, Spiritual Weapon, DesecrateD

1st—Bless, Cure Light Wounds * 3, Entropic Shield(, Endure Elements(, Protection from GoodD(

0— Guidance, Resistance, Read Magic, Detect Magic, Create Water, Light

D: Domain spell. Deity: Earth Dragon. Domains: Earth, Weather 

S: Prepared with Still Spell Feat

T: Prepared with Silent Spell Feat

(Already cast

Abilities Str 14, Dex 8, Con 14, Int 10, Wis 19, Cha 12 

SQ None
Feats Endurance1, Great Fortitude1, Weapon Focus (Spear)3, Eschew Materials6, Silent Spell9, Still Spell12, 

Skills total ranks: class 39 Concentration+11[+0 size, +9 ranks, +2 ability], Knowledge (Religion) +8[+8 ranks, +0 ability], Spellcraft +9[+8 ranks1rankCC, -0 ability], Disguise +19[+0 size, +10 ranks, -1 ability, +10 item], Speak Language (Draconic). [+2 ranks];
Storm Walk (Ex) Beginning at 3rd level, a stormlord (and his mount, if any) can walk or ride through storms (natural or magical) at his regular movement rate, completely unaffected by high winds (including gust of wind), pounding precipitation or waves, objects driven by the wind (which always seem to miss him), great claps of thunder, natural bolts of lightning, or any other natural symptom of the Earth Dragon’s fury. 

Storm Ride (Su) At 6th level, a stormlord gains the ability to fly during any storm as if using the fly spell. Adverse wind conditions do not affect him; for example, even hurricane-force winds cannot knock him down or blow him away when flying.

Enhanced Javelins (--) Any javelin thrown by a stormlord counts as a +1 magic weapon. This bonus increases at 6th level to +2 and at 10th level to +3.

Shocking Burst/Thundering Weapon (Su) For a stormlord of 5th level or higher, any spear or javelin he uses is treated as a thundering weapon. For a stormlord of 8th level or higher, any spear or javelin he uses is treated as a shocking burst weapon (see page 225 of the Dungeon Master’s Guide). The weapon loses this ability 1 round after leaving the hand of the stormlord. This effect stacks with that of the stormlord’s shock weapon ability

Resistance to Electricity (Ex) As a stormlord gains levels in this prestige class, he becomes increasingly resistant to electrical energy, gaining resistance to electricity 15 at 7th level.
Description This Oeridian human has a shaven head and has painted his armor, face and equipment white, giving him a very ghostly appearance even when not in gaseous form. A quiver of javelins peeks over his shoulder and he clasps a wicked looking spear with an intense look. Around his neck is an amulet of a dragon’s head holding a mountain in its jaws.

Sources Stormlord (Complete Divine)

3 Advanced Wyverns
CR 12

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +23, Spot +26

Languages Draconic 

AC 24, touch 7, flat-footed 23


(-4 size, +1 Dex, +17 natural)

hp 242 (17d12+119 HD); 

Fort +17 Ref +11, Will +11

Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +26[-4 size, +17 BAB, +13 Str,]  (3d6+12 plus poison) and

talon +26[-4 size, +17 BAB, +13 Str,]    (4d6+12) and

bite +26[-4 size, +17 BAB, +13 Str,]  (4d8+12) and

wings +26[-4 size, +17 BAB, +13 Str,]  (3d6+12) and

Space 20 ft.; Reach 15 ft.

Base Atk +17; Grp +41

Atk Options Full attack: sting +25[-4 size, +17 BAB, +13 Str,]  (3d6+13 plus poison) and

bite +24[-4 size, +17 BAB, +13 Str, -2 multiattack] (4d8+7) and

2 wings +24[-4 size, +17 BAB, +13 Str, -2 multiattack] (3d6+7) and

2 talons +24[-4 size, +17 BAB, +13 Str, -2 multiattack] (4d6+7)

Full attack, Power Attack for 5: sting +20[-4 size, +17 BAB, +12 Str,]  (3d6+17 plus poison) and

bite +19[-4 size, +17 BAB, +13 Str, -2 multiattack] (4d8+12) and

2 wings +19[-4 size, +17 BAB, +13 Str, -2 multiattack] (3d6+12) and

2 talons +19[-4 size, +17 BAB, +13 Str, -2 multiattack] (4d6+12)

Special Actions When hovering, a full attack does not include wing attacks.

Abilities Str 37, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ 
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting) B, Power AttackB
Skills total ranks: class XX Hide +17[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Listen +23[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Move Silently +21[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +26[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor],

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Sources (Monster Manual)

Encounter R2H5B




2 Earth Dragon Elder Eidolons
CR 16

N Huge Construct (Adult Green Dragon Base)

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

Aura: Insanity, within 10 ft: Will DC20 or be confused

Languages Common 

AC 37, touch 14, flat-footed 35


(-2 size, +2 Dex, +4 deflection, +23 natural)

hp 180 (20d10+40 HD); fast healing/5; DR  10/adamantine

Immune to Magic
Fort +7, Ref +9, Will +7

Speed 40 ft. (08 squares), base movement 40 ft., fly 150 ft.; swim 40 ft;

Melee bite +30[-2 size, +20 BAB, +12 Str,] (3d8+12) and

claw +28[-2 size, +20 BAB, +12 Str,] (2d6+6) and

wing +28[-2 size, +20 BAB, +12 Str,]  (1d8+6) and

tail slap +28[-2 size, +20 BAB, +12 Str,]  (2d8+18) or

crush (4d6+18)

Space 15 ft.; Reach 10 ft (15ft with bite).

Base Atk +20; Grp +40

Atk Options Full attack: bite +30[-2 size, +20 BAB, +12 Str,] (3d8+12) and

2 claws +28[-2 size, +20 BAB, +12 Str,] (2d6+6) and

2 wings +28[-2 size, +20 BAB, +12 Str,]  (1d8+6) and

tail slap +28[-2 size, +20 BAB, +12 Str,]  (2d8+18)

Full attack with Power Attack 10: bite +20[-2 size, +20 BAB, +12 Str, -10 feat] (3d8+22) and

2 claws +18[-2 size, +20 BAB, +12 Str, -2 secondary,  -10 feat] (2d6+16) and

2 wings +18[-2 size, +20 BAB, +12 Str, -2 secondary,  -10 feat]  (1d8+16) and

tail slap +18[-2 size, +20 BAB, +12 Str, -2 secondary, -10 feat]  (2d8+28)

Special Actions 

Crush(Ex): A flying or jumping dragon may take a Standard Action for this attack affecting an Area 15ftx15ft; Small or smaller opponents take (2d8+18) points of bludgeoning damage and must succeed on a DC23 Reflex save or be pinned, grapple bonus +40.

Abilities Str 35, Dex 14, Con --, Int --, Wis 11, Cha 1 

SQ 
Feats Hover, Cleave, Power Attack, Wingover, Multiattack, Improved Natural Attack (bite), Flyby Attack. 

Skills total ranks: class 00 Jump +12[+x size, +x ranks, +12 ability, +x synergy, +x speed, -X armor], Listen +0[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +0[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor

Possessions None. 

Insanity Aura (Su): Any living creature in 10ft of an eidolon must make a successful will save DC21 (DC 10+1/2 HD+wis modifier) each round or become confused for one round. 

Otherworldly Geometry (Su) An Eidolon’s form incorporates what should be impossible geometrics. This warping of planar realities around an elder eidolon grants it a +4 deflection bonus to its Armor Class. 

Fast Repair (Ex) An Eidolon repairs itself at a rate of 5hp a round as long as it is over 0 hp.
Immunity to Magic (Ex) An Eidolon is immune to any spell that allows spell resistance, and certain spells affect it differently, as noted: etherealness repairs an eidolon a number hp equal to the spells caster level, dimensional anchor dazes an eidolon for one round, dimensional lock causes an eidolon to lose its deflection bonus to ac and its aura. Transmute rock to mud slows an eidolon for 2d6 rounds, mud to rock will heal an eidolon completely. Stone to flesh eliminates its DR for 1 round.
Description This huge statue of black, glossy stone resembles an immense dragon with a curving jawline, two staring eyes, and rows of hornlets over the eyes. A crest begins just behind the eyes and runs the length of the body, rising to full height just behind the skull.

Sources Lords of Madness (pg 147)

Appendix R2H5 – APL 16

Encounter R2H5A




Kilman Stahl
CR 15

Male Human Cleric 5/Stormlord 10

NE Medium Humanoid (Human)

Init -1; Senses Listen +3, Spot +3, True Seeing

Languages Common, Draconic

AC 24 [22], touch 14, flat-footed 22


(+0 size, -1 Dex, +11 armor, +2 shield, +2 deflection)

Miss Chance 20% from attacks.
hp 128 (5d8+10 plus 10d8+20 HD + 15 from Heroes Feast); DR 10/Magic (While wind walking)

Immune to Electricity, Mental domination (while Protection from Good is up)
Resist; SR 25 (With Spell Resistance up)

Fort +15, Ref +3, Will +15

Feats F+2, R+0, W+0; Class F+11, R+4, W+11; Abilities Con +2, Dex -1, Wis +4; other bonuses
Speed 30 ft. in armor type (06 squares), base movement 30 ft., gaseous form flying 10 ft.;

Melee Spear +16 [+0 size, +10 BAB, +2 Str, +3 weapon, +1 feat] (1d8+5 plus 1d6 electricity plus 1d8 sonic) or/and

Ranged Javelin +12[+0 size, +10 BAB, -1 Dex, +1 weapon, +2 class] (1d6+5 plus 1d6 electricity plus 1d8 sonic)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +12

Atk Options Full Attack: Spear +16/+11 (1d8+5 plus 1d6 electricity plus 1d8 sonic) or

Javelin +12/+7 (1d6+5 plus 1d6 electricity plus 1d8 sonic) or

Spear +16 (1d8+5 plus 1d6 electricity plus 1d8 sonic) and Javelin +7 (1d6+5 plus 1d6 electricity plus 1d8 sonic)

Special Actions: Spell casting.

Combat Gear, Full Plate Armor, Ring of Chameleon Power, Ring of force shield, Periapt of Wisdom +2, Circlet of Persuasion, Cloak of Displacement, Brooch of Shielding, Potion of Haste, 2 holy symbols, Masterwork Spear, 3 Masterwork Javelins, 7 javelins, 50gp.

Cleric Spells Prepared (CL 15th):


8th— HealST, Binding WindsDST

7th—Flame StrikeST*2, Wall of StoneDST

6th—True Seeing(, Heroes Feast(, Wind Walk(, Ice Storm DST 

5th—Cure Serious WoundsST, Dispel MagicST*2, Spell Resistance(, Call Lightning DST

4th—Deific VengenceST*2, Greater Magic Weapon(, SilenceST, Spiritual WeaponST, Gust of Wind DST

3rd—Cure Light WoundsST*2, Cure Serious Wounds, Magic Vestment(, Protection from Energy(, Shield of FaithST(, Obscuring Mist DST

2nd—Deific Vengeance, Cure Moderate Wounds * 2, Silence, Shatter, Spiritual Weapon, DesecrateD

1st—Bless, Cure Light Wounds * 3, Protection from Good, Endure Elements(, Protection from GoodD(

0— Guidance, Resistance, Read Magic, Detect Magic, Create Water, Light

D: Domain spell. Deity: Earth Dragon. Domains: Earth, Weather 

S: Prepared with Still Spell Feat

T: Prepared with Silent Spell Feat

(Already cast

Abilities Str 14, Dex 8, Con 14, Int 10, Wis 19, Cha 12 

SQ None
Feats Endurance1, Great Fortitude1, Weapon Focus (Spear)3, Eschew Materials6, Silent Spell9, Still Spell12, Divine Ward15
Skills total ranks: class 45 Concentration+14[+0 size, +12 ranks, +2 ability], Knowledge (Religion) +8[+8 ranks, +0 ability], Spellcraft +10[+8 ranks2rankCC, -0 ability], Disguise +21[+0 size, +12 ranks, -1 ability, +10 item], Speak Language (Draconic). [+2 ranks];
Possessions combat gear plus 

Storm Walk (Ex) Beginning at 3rd level, a stormlord (and his mount, if any) can walk or ride through storms (natural or magical) at his regular movement rate, completely unaffected by high winds (including gust of wind), pounding precipitation or waves, objects driven by the wind (which always seem to miss him), great claps of thunder, natural bolts of lightning, or any other natural symptom of the Earth Dragon’s fury. 

Storm Ride (Su) At 6th level, a stormlord gains the ability to fly during any storm as if using the fly spell. Adverse wind conditions do not affect him; for example, even hurricane-force winds cannot knock him down or blow him away when flying.

Enhanced Javelins (--) Any javelin thrown by a stormlord counts as a +1 magic weapon. This bonus increases at 6th level to +2 and at 10th level to +3.

Shocking Burst/Thundering Weapon (Su) For a stormlord of 5th level or higher, any spear or javelin he uses is treated as a thundering weapon. For a stormlord of 8th level or higher, any spear or javelin he uses is treated as a shocking burst weapon (see page 225 of the Dungeon Master’s Guide). The weapon loses this ability 1 round after leaving the hand of the stormlord. This effect stacks with that of the stormlord’s shock weapon ability

Resistance to Electricity (Ex) As a stormlord gains levels in this prestige class, he becomes increasingly resistant to electrical energy, gaining resistance to electricity 15 at 7th level. At 9th level, a stormlord gains immunity to electricity.
Storm of Elemental Fury (Sp): At 10th level, a stormlord can summon a storm of great magnitude and power. Once per day, a stormlord can use storm of elemental fury as if he were a 17th-level cleric.
Description This Oeridian human has a shaven head and has painted his armor, face and equipment white, giving him a very ghostly appearance even when not in gaseous form. A quiver of javelins peeks over his shoulder and he clasps a wicked looking spear with an intense look. Around his neck is an amulet of a dragon’s head holding a mountain in its jaws.

Sources Stormlord (Complete Divine), Divine Ward (PHBII)

3 Fearsome Wyverns
CR 14

Male Wyvern

N Gargantuan Dragon 

Init +1; Senses Listen +24, Spot +27

Languages Draconic 

AC 24, touch 7, flat-footed 23


(-4 size, +1 Dex, +17 natural)

hp 299 (21d12+147 HD); 

Fort +19 Ref +13, Will +13

Race F+12, R+12, W+12;Abilities Con +7, Dex +1, Wis +1; other bonuses
Speed 20 ft. (04 squares), base movement 20 ft., fly 60 ft (poor);

Melee Sting +31[-4 size, +21 BAB, +14 Str]  (3d6+14 plus poison) and

talon +31[-4 size, +17 BAB, +14 Str,]    (4d6+14) and

bite +31 [-4 size, +17 BAB, +14 Str,]  (4d8+14) and

wings +31[-4 size, +17 BAB, +14 Str,]  (3d6+14) and

Ranged --

Space 20 ft.; Reach 15 ft.

Base Atk +21; Grp +45

Atk Options Full attack: sting +31[-4 size, +21 BAB, +14 Str,]  (3d6+14 plus poison) and

bite +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d8+7) and

2 wings +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (3d6+7) and

2 talons +29[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d6+7)

Full attack, Power Attack for 6: sting +25[-4 size, +21 BAB, +14 Str]  (3d6+20 plus poison) and

bite +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d8+13) and

2 wings +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (3d6+13) and

2 talons +23[-4 size, +21 BAB, +14 Str, -2 multiattack] (4d6+13)

Single attack, Power Attack for 11: sting +20[-4 size, +21 BAB, +14 Str]  (3d6+25 plus poison)

Special Actions When hovering, a full attack does not include wing attacks.

Combat Gear None.

Abilities Str 38, Dex 12, Con 24, Int 6, Wis 12, Cha 9 

SQ 
Feats Ability Focus (Poison), Alertness, Flyby Attack, MultiattackB, HoverB, Improved Natural Attack (Sting)B, SnatchB, Large and In ChargeB, Power AttackB
Skills total ranks: class 84 Hide +18[-4 size, +21 ranks, +1 ability], Listen +24[+21 ranks, +1 ability, +2 feat], Move Silently +18[-4 size, +21 ranks, +1 ability,], Spot +27[+21 ranks, +1 ability, +2 feat, +3 racial],

Possessions None

Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. 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 stings. 

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Con. The save DC is Constitution-based. 

Skills: Wyverns have a +3 racial bonus on Spot checks. 

Description: This enormous two-legged lizard has a long tail tipped with a thick knot of cartilage from which protrudes a scorpion-like stinger. It has leathery bat wings and huge jaws filled with long, sharp teeth.

Sources (Monster Manual), (Draconomicon)

Encounter R2H5B




3 Earth Dragon Elder Eidolons
CR 16

N Huge Construct (Adult Green Dragon Base)

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

Aura: Insanity, within 10 ft: Will DC20 or be confused

Languages Common 

AC 37, touch 14, flat-footed 35


(-2 size, +2 Dex, +4 deflection, +23 natural)

hp 180 (20d10+40 HD); fast healing/5; DR  10/adamantine

Immune to Magic
Resist ; SR --

Fort +7, Ref +9, Will +7

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 40 ft. (08 squares), base movement 40 ft., fly 150 ft.; swim 40 ft;

Melee bite +30[-2 size, +20 BAB, +12 Str,] (3d8+12) and

claw +28[-2 size, +20 BAB, +12 Str,] (2d6+6) and

wing +28[-2 size, +20 BAB, +12 Str,]  (1d8+6) and

tail slap +28[-2 size, +20 BAB, +12 Str,]  (2d8+18) or

crush (4d6+18)

Ranged --

Space 15 ft.; Reach 10 ft (15ft with bite).

Base Atk +20; Grp +40

Atk Options Full attack: bite +30[-2 size, +20 BAB, +12 Str,] (3d8+12) and

2 claws +28[-2 size, +20 BAB, +12 Str,] (2d6+6) and

2 wings +28[-2 size, +20 BAB, +12 Str,]  (1d8+6) and

tail slap +28[-2 size, +20 BAB, +12 Str,]  (2d8+18)

Full attack with Power Attack 10: bite +20[-2 size, +20 BAB, +12 Str, -10 feat] (3d8+22) and

2 claws +18[-2 size, +20 BAB, +12 Str, -2 secondary,  -10 feat] (2d6+16) and

2 wings +18[-2 size, +20 BAB, +12 Str, -2 secondary,  -10 feat]  (1d8+16) and

tail slap +18[-2 size, +20 BAB, +12 Str, -2 secondary, -10 feat]  (2d8+28)

Special Actions 

Crush(Ex): A flying or jumping dragon may take a Standard Action for this attack affecting an Area 15ftx15ft; Small or smaller opponents take (2d8+18) points of bludgeoning damage and must succeed on a DC23 Reflex save or be pinned, grapple bonus +40.

Combat Gear: Ring of Spell Turning, Ring of Spell Storing (Dimension Door).

Abilities Str 35, Dex 14, Con --, Int --, Wis 11, Cha 1 

SQ 
Feats Hover, Cleave, Power Attack, Wingover, Multiattack, Improved Natural Attack (bite), Flyby Attack. 

Skills total ranks: class 00 Jump +12[+x size, +x ranks, +12 ability, +x synergy, +x speed, -X armor], Listen +0[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor], Spot +0[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor

Possessions None. 

Insanity Aura (Su): Any living creature in 10ft of an eidolon must make a successful will save DC21 (DC 10+1/2 HD+wis modifier) each round or become confused for one round. 

Otherworldly Geometry (Su) An Eidolon’s form incorporates what should be impossible geometrics. This warping of planar realities around an elder eidolon grants it a +4 deflection bonus to its Armor Class. 

Fast Repair (Ex) An Eidolon repairs itself at a rate of 5hp a round as long as it is over 0 hp.
Immunity to Magic (Ex) An Eidolon is immune to any spell that allows spell resistance, and certain spells affect it differently, as noted: etherealness repairs an eidolon a number hp equal to the spells caster level, dimensional anchor dazes an eidolon for one round, dimensional lock causes an eidolon to lose its deflection bonus to ac and its aura. Transmute rock to mud slows an eidolon for 2d6 rounds, mud to rock will heal an eidolon completely. Stone to flesh eliminates its DR for 1 round.
Description This huge statue of black, glossy stone resembles an immense dragon with a curving jawline, two staring eyes, and rows of hornlets over the eyes. A crest begins just behind the eyes and runs the length of the body, rising to full height just behind the skull.

Sources Lords of Madness (pg 147)

Encounter R2H5C




5 Markessa’s Purple Worms
CR 14

N Gargantuan Magical Beast 

Init +2; Senses Listen +24, Spot –1 Tremorsense 60 ft.

AC 23 (-4 size, +2 Dex, +15 natural), touch 8, flat-footed 21

hp 280 (22d10 HD +154); 

Fort +23 Ref +18, Will +6
Speed 20 ft. (4 squares), burrow 40 ft.*;

Melee Bite +31 melee (2d8+9) 
Ranged --

Space 20 ft.; Reach 15 ft.

Base Atk +22; Grp +47

Atk Options Full Attack: Bite +31 melee (2d8+9) and sting +26 melee (2d6+4 plus poison) OR

Power Attack for 10: Bite +21 melee (2d8+19) and sting +16 melee (2d6+14 plus poison) OR 

Charge w/Combat Brute+Power Attack for 12: Bite +21 melee (2d8+21) and sting +16 melee (2d6+16 plus poison) (AC drops to 9)

Special Actions Improved grab, swallow whole, poison

Abilities Str 28, Dex 14, Con 24, Int 1, Wis 8, Cha 8

SQ Tremorsense 60 ft.; *This Purple Worm was buffed with an Extended Rapid Burrow spell by a 12th lvl Druid. The spell increases the worm's normal burrow speed by 20 ft. and lasts 4 hours.  It has been active for 2.5 hours so far.
Feats Awesome Blow, Cleave, Improved Bull Rush, Power Attack, Dodge, Mobility, Spring Attack, Shock Trooper

Skills Listen +24, Swim +17

Improved Grab (Ex): To use this ability, a worm must hit with its bite. 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 attempt to swallow the foe the following round. 

Poison (Ex): Injury, Fortitude DC 25, initial damage 1d6 Str, secondary damage 2d6 Str. The save DC is Constitution-based.

Swallow Whole (Ex): A purple worm can try to swallow a grabbed opponent of a smaller size than itself by making a successful grapple check. Once inside, the opponent takes 2d8+12 points of crushing damage plus 8 points of acid damage per round from the worm’s gizzard. A swallowed creature can cut its way out by using a light slashing or piercing weapon to deal 25 points of damage to the gizzard (AC 17). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way out. A Gargantuan worm’s interior can hold 2 Large, 8 Medium, 32 Small, 128 Tiny, or 512 Diminutive or smaller opponents.

Skills: A purple worm has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Description: In battle, a purple worm forms into a coil 20 feet in diameter, biting and stinging anything within reach.  This worm was trained by the orcs of the Pomarj to be a servant of Markessa's domination.  His high dexterity and mobile feats come from the orcs laying meat on the ground and hitting it with metal clubs every time it came up for food.  The worm learned to grab the food and dive back down quickly, taking as few hits as possible (Spring Attack, note: remember to give the worm cover from the ground as he will never bring his body fully up out of the ground, and rely on his 15 foot reach to hit opponents).  The worm has been so successful at this that he has survived a long life and developed an ability to push around other creatures with it's bulk and to charge in and kill something instantly if he focuses on it (Shock Trooper feat).  While still very animalistic, it has learned cruelty in its old age, and enjoys playing with its food.  If the Worm doesn't feel threatened he will toss a piece of food in the air, and try to catch it in his jaws as it comes flying back down.  He will use his Awesome Blow feat from below a target and send it up in the air, then take an attack of opportunity against them as they fall back down, like a cat tosses mice.  The worm will only use his improved grab ability on these attacks of opportunity or when he uses his spring attack to grab someone (remember Improved Grab still allows you to move even if you're in a grapple).


The body of a mature purple worm is 5 feet in diameter and 80 feet long, weighing about 40,000 pounds. The creature has a poisonous stinger in its tail.
Sources (Monster Manual, Complete Warrior)
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Dm Aid R2H5: New Rules

New Spells

BINDING WINDS (Spell Compendium

Evocation [Air]
Level: Druid 2, Windstorm 2, Weather 5
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One creature
Duration: Concentration
Saving Throw: Reflex negates
Spell Resistance: Yes

Calling upon the power of elemental air, you encircle the target in whipping winds.

The subject can act normally, but it cannot move from its current location. The winds carry its voice away, so it can speak but cannot be heard, and it cannot hear anything but the roar of the winds. This spell distracts spellcasters, and so a Concentration check is required to successfully cast any spell (DC equal to this spell’s DC + the level of the spell being cast). Furthermore, no sonic or languagedependent spells or effects can be cast into or out of the winds (though spells cast by you upon yourself function normally). Ranged attacks made into or out of the winds take a –2 penalty.

Binding winds holds flying creatures in midair.

Deific Vengeance (Spell Compendium)

Conjuration (Summoning)
Level: Cleric 2, Purification 2
Components: V, S, DF
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes

You call out to your deity, declaring your foe’s crimes and asking your deity to punish him.

This spell deals 1d6 points of damage per two caster levels (maximum 5d6), or 1d6 points per caster level (maximum10d6) if the target is undead.

Dragonskin (Spell Compendium)
Transmutation
Level: Sorcerer/wizard 3
Components: S, M
Casting Time: 1 standard action
Range: Personal
Target: You
Duration: 10 minutes/level
You say nothing, but make the motions in the prescribed pattern and hold the dragon’s scale aloft. Your flesh erupts with hard, colorful scales.

Your skin toughens and becomes scaly like that of a chromatic dragon, of a color that you select. You gain an enhancement bonus to natural armor equal to +1 per two levels (to a maximum of +5 at 10th level), as well as energy resistance 10 against the type of energy appropriate to the color you select: acid (black or green), cold (white), electricity (blue), or fire (red). Your energy resistance increases to 20 at 10th level.

Material Component: A dragon’s scale.

Special: Sorcerers cast this spell at +1 caster level.
Enhance Familiar (Spell Compendium)
Universal
Level: Sorcerer/wizard 3
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: Familiar touched
Duration: 1 hour/level
Saving Throw: None
Spell Resistance: Yes (harmless)
After you touch the target familiar, the creature perks up and appears more alert.

You infuse your familiar with vigor, granting it a +2 competence bonus on saves, attack rolls, and melee damage rolls, as well as a +2 dodge bonus to Armor Class.
Lesser Orb of Sound (Spell Compendium)

Conjuration (Creation) [Sonic]
Level: Sor/Wiz1
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft + 5ft./2 levels)
Effect: One orb of sonic energy
Duration: Instantaneous
Saving Throw: None
Spell Resistance: None

Symbols recognizable as musical notation—the visual representation of sound—appear in midair within the curve of your palm accompanied by the fractious sounds they represent. The notes begin to whirl and stretch, forming into a spherical whirlwind of cacophonic chaos, as you make ready to release the spell. At last, you send the sphere of noise toward your chosen target.

This spell functions like lesser orb of acid, except that it deals 1d6 points of sonic damage, plus an additional 1d6 points of damage per two caster levels beyond 1st: 2d6 at 3rd level, 3d6 at 5th level, 4d6 at 7th level, and the maximum of 5d6 at 9th level or higher.

OOZE PUPPET (Spell Compendium)
Transmutation
Level: Sorcerer/wizard 6
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One ooze
Duration: 24 hours/level
Saving Throw: Fortitude negates
Spell Resistance: Yes
With a few chanted words and a mystic pass of your arm, your magic reaches out to invisibly surround the ooze, placing it under your control.

You telekinetically take control of the targeted ooze, manipulating it and forcing it to move and attack as you see fit. You can force the ooze to perform as you desire, within the limits of its abilities. Controlling the ooze’s actions for an entire round is a move action for you. When the ooze is not directed to move, attack, or undertake any actions by you, telekinetic force holds it immobile. Once control is established, you must have line of sight to the ooze to manipulate it, but distance is not otherwise a factor, unless you and the ooze are on different planes (at which point the spell ends). If a controlled ooze splits, such as a black pudding (MM 201) struck by a slashing weapon, you retain control of only one of the resultant oozes (choose randomly).
Sting Ray (Spell Compendium)

Enchantment (Compulsion) [Mind-Affecting]
Level: Sor/Wiz2
Components: V, S, M
Casting Time: 1 standard action
Range: Close (25 ft + 5ft./2 levels)
Effect: Ray
Duration: 1 round/level
Saving Throw: Will partial
Spell Resistance: Yes

From your outstretched hand leaps forth a ray of glittering energy apparently composed of countless minuscule writhing insects. The hum of minute chitinous bodies scrambling over one another fills the air.

You must succeed on a ranged touch attack with the ray to strike a target. When this ray successfully strikes, it creates a sensation of many tiny insects biting and crawling on the victim’s body. The target can attempt a Will save each round to shake off the effect. Until the spell is shrugged off, the victim is hampered by the unsettling feeling of all the stinging and biting, and is able to perform only a single move or standard action each round. The victim also takes a –2 penalty to AC. In addition, if the victim attempts to cast a spell, it must succeed on a Concentration check with a DC equal to the sting ray’s DC + the level of the spell the subject is attempting to cast. For example, if a 6th-level sorcerer with a Charisma score of 16 casts sting ray on a wizard casting a fireball, the Concentration check DC is 19 (16 [sting ray DC] + 3 [fireball spell level]).  

A successful Will save negates the effect restricting the subject’s action to one move or one standard action each round, nor does the subject need to make a Concentration check each time it wishes to cast a spell. However, the subject still takes the penalty to AC for the duration of the spell with a successful save.

Material Component: Four dried stinging insects (bees, wasps, and so on).

Storm of Elemental Fury (Spell Compendium)

Conjuration (Summoning)
Level: Druid 7
Components: V, S
Casting Time: 1 round
Range: Long (400 ft. + 40 ft./level)
Effect: 40-ft.-radius storm cloud, 200 ft. above the ground
Duration: 4 rounds
Saving Throw: See text
Spell Resistance: Yes

With a thunderous boom, a black storm cloud appears over your enemies, striking them with a terrifying combination of effects from the Elemental Planes.

Each round, the storm generates one of the following effects, starting with the first effect, then progressing to the second, until it has run its 4-round course.

1st Round: A storm of elemental fury buffets the area immediately beneath it with a whirling windstorm (DMG 94–95). Ranged attacks within the area of the storm are impossible, and Small or smaller creatures must succeed on a Fortitude save or be blown away. Medium creatures must make their Fortitude save or be knocked prone, and Large or larger creatures must succeed on a Fortitude save to move that round. Flying creatures that fail their saves are instead blown in a random direction, traveling 1d65 feet if Large or larger, 1d610 feet if Medium, and 2d610 feet if Small or smaller. Spells cast within the area are disrupted unless the caster succeeds on a Concentration check against a DC equal to the storm of elemental fury’s save DC + the level of the spell the caster is trying to cast.

2nd Round: Chunks of rock fall from the sky, dealing 5d6 points of damage (no save) to all creatures in the storm. 

3rd Round: A deluge of rain extinguishes unprotected flames and perhaps protected ones as well (50% chance). The torrential downpour reduces visibility to 5 feet and cuts movement in half.

4th Round: Flame pelts the area beneath the storm cloud, dealing 1d6 points of fire damage per caster level (maximum 15d6) (Reflex half).

New Feats

Fleet of Foot [Generic] (Complete Warrior)

Prerequisites: Dex 15, Run 
Benefit When running or charging, you can make a single direction change of 90 degrees or less. You can’t use this feat while wearing medium or heavy armor, or when carrying a medium or heavy load. If you are charging, you must move in a straight line for 10 feet after the turn to maintain the charge. 

Normal: Without this feat, you can run or charge only in a straight line. 
Large and in Charge (Draconomicon):


Prerequisites: Natural reach of 10 feet or more, size Large or larger.
Benefit: When you make a successful attack of opportunity against an opponent that is moving inside your threatened area, you can force the opponent back to the 5-foot space it was in before it provoked the attack of opportunity. After you hit with your attack of opportunity, make an opposed Strength check against your opponent. You gain a +4 bonus for each size category larger than your opponent you are, and an additional +1 bonus for every 5 points of damage you dealt with your attack of opportunity. If you win the opposed check, your opponent is pushed back 5 feet into the space it just left. An opponent you push cannot move any farther in this round.

Shock Trooper [Tactical] (Complete Warrior)
You are adept at breaking up formations of soldiers when you rush into battle.

Prerequisites: Improved Bull Rush, Power Attack, base attack bonus +6.
Benefit: The Shock Trooper feat enables the use of three tactical maneuvers.

Directed Bull Rush: To use this maneuver, you must make a successful bull rush attempt as part of a charge. For every square you push your foe back, you may also push that foe one square to the left or right.

Domino Rush: To use this maneuver, you must make a successful bull rush attempt that forces a foe into the same square as another foe. You may make a free trip attempt against both foes at the same time, and neither foe gets a chance to trip you if your attempt fails.

Heedless Charge: To use this maneuver, you must charge and make the attack at the end of the charge using your Power Attack feat. The penalty you take on your attack roll must be –5 or worse. In addition to normal charge modifiers (which give you a –2 penalty to AC and a +2 bonus on the attack roll), you can assign any portion of the attack roll penalty from Power Attack to your Armor Class instead, up to a maximum equal to your base attack bonus.
Special: A fighter may select Shock Trooper as one of his fighter bonus feats.
Sheild Specialization (PHB II)

You are skilled in using a sheild, allowin you to gain greater defensive benefits from it.
Prerequisite: Proficiency with shields.
Benefit: Choose one type of shield from the following list: Buckler, heavy, or light. When using a sheild of the appropriate type, you increase its sheild bonus to AC by1.

Special: You con take this feat more than once. Each time you select it, choose a different type of shield.
A fighter can select Sheild Specialization as one of his fighter bonus feats. 

Shield Ward (PHB II)

You use your shield like a wall of steel and wood. When an opponent attempts to draw in close to your, your shield forces him away or ruins his attacks.
Prerequisite: Proficiency with, shields, Shield Specialization.
Benefit: You apply your shield bonus to your touch AC , and on checks or rolls to resist bull rush, disarm, grapple, overrun, or trip attempts against you.
Special: A fighter can select Sheild Ward as one of his fighter bonus feats.

Divine Ward

You create a channel of divine energy between yourself and a willing ally. This link allows you to cast upon him from greater than normal range.
Prerequisite: Ability to turn or rebuke undead.
Benefit: Once every 24 hours, you can spend 10 minutes creating a magical ward between you and one willing target. For the rest of the 24-hour period, you can increase the range of a touch spell to short range (25 feet + 5 feet per 2 caster levels) if you target the creature, and only the warded creature. When you cast a spell in this manner, you must spend a turn or rebuke undead attempt.
You can create a ward between you and more than one target, so long as you expend the necessairy time and turning attempts. You must expend an turn or rebuke undead attempt to create each ward beyond the first.

New Items

Blast Disk (Heroes of Battle)


This item, resembling a jet-black plate with an eight inch diameter, can be set to explode via proximity or a timer. In either function, when the disk activates it explodes, dealing 5d6 points of fire damage to all creatures and objects within 10 feet of the disk (Reflex save DC 14 half).

If it is set to explode via proximity, a blast disk must be set down in a square on the battlefield. The next creature of Small or larger size to enter that square (either on the ground or airborne within 5 feet) sets off the blast disk. That creature receives a -2 penalty on the save against the blast. 

A blast disk can also be set to automatically explode up to 10 rounds after placement.

Faint evocation; CL 5th; Craft Wondrous Item, fireball; Price 900 gp.

Gloves of Fortunate Striking (Magic Item Compendium)
Price (Item Level): 2,000 gp (6th)
Body Slot: Hands
Caster Level: 3rd
Aura: Faint; (DC 16) divination
Activation: Immediate (mental)
Weight: -

These supple white leather gloves are embroidered with blue symbols of luck. 

You can activate gloves of fortunate striking to reroll an attack roll that you've made before you know whether the attack succeeded.  You must use the second result, even if it is lower.  You can't use this ability if you have already rerolled the attack for any reason.  This ability functions once a day. 
Prerequisites: Craft Wonderous Item, true strike.
Cost to Create: 1,000 gp, 40 XP, 2 days.

Impaling (Magic Item Compendium)
Price: +1 Bonus
Property: Piercing melee weapon
Caster Level: 9th
Aura: Moderate; (DC 19) transmutation
Activation: Swift (command)

This weapon has a particularly sharp and slim point. 

Three times per day, you can activate this weapon to treat its next attack (if made before the end of your turn) as a touch attack.  You must declare that you are using this property before making your attack roll.  If the attack misses, the use is wasted. 
Prerequisites: Craft Magic Arms and Armor, find the gap (SpC 91)


Rod of Many Wands (Magic Item Compendium) 
This device, perhaps one of the stranger rods ever created, allows you to utilize more than one wand at a single time.
Description: A rod of many wands is made of steel and constructed in two distinct parts.  The handle end, wrapped in leather, is roughly as thick as the handle of a mace, while hte top end is roughly twice that in diameter.  Each makes up about half the length of the rod.  The upper end contains three depressions running down its length, each one designed to hold a wand in place. 
Activation: In order to make us of a rod of many wands, you must first load it with as many as three wands you wish to use.  Each wand requires a full-round action to load (or a move action to remove).  After one or more wands are loaded into the rod, they can all be activated by a single command word unique to the rod.  This utterance is a complex phrase in Draconic, and speaking it requires a full-round action, rather than the standard action normally required for command word activation. 
Effect: With this rod, you can trigger multiple wands at once.  Although you are not required to fill all three depressions, you cannot selectively activate the wands that you have loaded; activating the rod triggers every wand connected to it.  This process drains a number of charges from each wand equal to the number of wands loaded into the rod.  For instance, if you have fully loaded the rod, each use drains three charges from each wand. 
Aura/Caster Level: Moderate, no school.  CL 17th.
Construction: Craft Rod, Craft Wand, 13,500 gp, 1,080 XP, 27 days. 
Weight: 5 lb.
Price: 27,000 gp.

New Templates

Elder Eidolon

Size and Type: Changes to Construct
Hit Dice: changes to d10, plus construct bonus hp, as per MM
Armor Class: +4 Natural Armor, +4 Deflection bonus
BAB: 3/4 * HD, as a cleric
Attacks: Retain natural attacks, manufactured weapon, weapon proficiencies of the original monster. If it has no natural attacks, then it gains a slam attack. Eidolons with 2 slams can use a slam as an off-hand attack at -5, with one half the strength bonus added to damage.

tiny
1 slam
1d2 + 1.5StrBonus
small
1 slam
1d3 + 1.5StrBonus
medium
1 slam
1d4 + 1.5StrBonus
large
2 slams
1d6 + 1.5StrBonus
huge
2 slams
2d6 + 1.5StrBonus
gargantuan
2 slams
3d6 + 1.5StrBonus
colossal
2 slams
4d6 + 1.5StrBonus

Special Attacks: Eidolons lose all Supernatural attacks, spell-like abilities, extraordinary attacks allowing a save based on Constitution. Retain those extraordinary attack that do not permit a save, (rend, rake, constrict) or permit a save based on strength, like trample.
An eidolon gains the following attack:
Insanity Aura: Any living creature in 10ft of an eidolon must make a successful will save (DC 10+1/2 HD+wis modifier) each round or become confused.

Special Qualities: Lose all special qualities of the source creature, gain construct traits, Damage reduction as per below:

HD     
Damage Reduction
1-3

1/adamantine
4-6

3/adamantine
7-10
5/adamantine
11-15
7/adamantine
16+

10/adamantine

Fast Repair: 5hp/round

Immunity to Magic: Elder Eidolons are immune to any spell that allows spell resistance, etherealness repairs an eidolon a number hp equal to the spells caster level, dimensional anchor dazes an eidolon for one round, dimensional lock causes an eidolon to lose its deflection bonus to Armor Class and its aura. Transmute rock to mud slows an eidolon for 2d6 rounds, Mud to Rock will heal an eidolon completely. Stone to flesh eliminates its DR for 1 round.

Other worldly Geometry: Eidolons get +4 deflection bonus to Armor Class.

Saves: Fort, Ref, Will are all 1/3 HD
Abilities are modified from the base creature: +8 str, +4 dex, no con, no int, Wis 11, Charisma 1
Skills and Feats: Eidolons gain no skills, no feats save those that augment its attacks, like Improved Natural Attack, multiattack, or weapon finesse.

CR Adjustment: CR+3

Source: From pg 147, Lords of Madness:

New Prestige Classes

Stormlord

Most stormlords are clerics, druids, or cleric/sorcerers, although other class combinations, particularly those including fighter or even barbarian, are not unknown. Wizards have their own means of destroying things, and bards rarely can generate enough force with their spells to be considered worthy by the Destroyer.

Stormlords often live as brigands, indulging their personal desires for wealth, food, luxury items, and wanton behavior as they crave random, spectacular acts of violence. They often pose as lunatics, in order to spread the word of Talos, and otherwise adopt disguises in order to scout out rich prizes to strike at.

Hit Die: d8.

REQUIREMENTS

To qualify to become a stormlord, a character must fulfill the following criteria.
Base Save Bonus: Fort +4.
Feats: Endurance, Great Fortitude, Weapon Focus (any spear or javelin).
Spells: Able to cast 3rd level divine spells.
Patron: Talos or other appropriate storm god, such as the Earth Dragon.
Special: The character must have been hit by a bolt of lightning, whether a natural bolt or one created by magic, and survived.

CLASS SKILLS

The class skills of a stormlord (and the key ability for each skill) are Concentration (Con), Disguise (Cha), Gather Information (Cha), Intimidate (Cha), Knowledge (nature) (Int), Knowledge (religion) (Int), Survival (Wis), and Swim (Str). See Chapter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

The following are class features of the stormlord prestige class.

Weapon and Armor Proficiency: Stormlords gain no weapon or armor proficiencies.

Spells per Day/Spells Known: At each stormlord level, the character gains new spells per day (and spells known, if applicable) as if he had also gained a level in a divine spellcasting class to which he belonged before adding the prestige class level. He does not, however, gain any other benefit a character of that class would have gained (improved chance of turning or destroying undead, additional favored enemies, and so on). If the character had more than one divine spellcasting class before becoming a stormlord, the player must decide to which class to add each stormlord level for the purpose of determining spells per day and spells known.

Enhanced Javelins: Any javelin thrown by a stormlord counts as a +1 magic weapon. This bonus increases at 6th level to +2 and at 10th level to +3.

Resistance to Electricity (Ex): As a stormlord gains levels in this prestige class, he becomes increasingly resistant to electrical energy, gaining resistance to electricity in the amount given on the table. At 9th level, a stormlord gains immunity to electricity.

Shock Weapon (Su): Any spear or javelin used by a stormlord of 2nd level or higher is treated as a shock

weapon (dealing an extra 1d6 points of electricity damage). The weapon loses this ability 1 round after leaving the hand of the stormlord.

Storm Walk (Ex) : Beginning at 3rd level, a stormlord (and his mount, if any) can walk or ride through storms (natural or magical) at his regular movement rate, completely unaffected by high winds (including gust of wind), pounding precipitation or waves, objects driven by the wind (which always seem to miss him), great claps of thunder, natural bolts of lightning, or any other natural symptom of Talos’s fury.

Thundering Weapon (Su) : For a stormlord of 5th level or higher, any spear or javelin he uses is treated as a thundering weapon (see page 225 of the Dungeon Master’s Guide). The weapon loses this ability 1 round after leaving the hand of the stormlord. This effect stacks with that of the stormlord’s shock weapon ability. 

Storm Ride (Sp) : At 6th level, a stormlord gains the ability to fly during any storm as if using the fly spell. Adverse wind conditions do not affect him; for example, even hurricane-force winds cannot knock him down or blow him away when flying.

Shocking Burst Weapon (Su) : For a stormlord of 8th level or higher, any spear or javelin he uses is treated as a shocking burst weapon. The weapon loses this ability 1 round after leaving the hand of the stormlord. This effect stacks with that of the stormlord’s thundering weapon ability.

Storm of Elemental Fury (Sp) : At 10th level, a stormlord can summon a storm of great magnitude and power. Once per day, a stormlord can use storm of elemental fury as if he were a 17th-level cleric.

Stormlord

Class 
Base 
Fort 
Ref 
Will
Level 
BAB
Save 
Save 
Save 
Special 


Spells per Day
1st 

+0 
+2 
+0 
+2
Enhanced javelins +1,   
+1 level of existing divine spellcasting class 
      

             



resistance to electricity 5
2nd 

+1 
+3 
+0 
+3 
Shock weapon             
+1 level of existing divine spellcasting class
3rd 

+2 
+3 
+1 
+3 
Storm walk                   
+1 level of existing divine spellcasting class
4th 

+3 
+3 
+1 
+3 
Resistance to electricity 10 
+1 level of existing divine spellcasting class
5th 

+3 
+4 
+1 
+4 
Thundering weapon 
+1 level of existing divine spellcasting class
6th 

+4 
+5 
+2 
+5 
Storm ride, 

+1 level of existing divine spellcasting class 
      





enhanced javelins +2
7th 

+5 
+5 
+2 
+5
 Resistance to electricity 15 
+1 level of existing divine spellcasting class
8th 

+6 
+6 
+2 
+6 
Shocking burst weapon 
+1 level of existing divine spellcasting class
9th 

+6 
+6 
+3 
+6 
Immunity to electricity, 
+1 level of existing divine spellcasting class 
     





Enhanced javelins +3
10th 

+7 
+7 
+3 
+7 
Elemental conflagration 
+1 level of existing divine spellcasting class
New Domains:

WEATHER DOMAIN

Core Deities: Fharlanghn, Obad-Hai.

Other Deities: Geshtai, Earth Dragon.

Granted Power: Inclement weather has less of an effect on you. Rain and snow don’t penalize your Spot and Search checks. You can move through snow-covered and icy terrain at your normal movement. Wind effects, whether natural or magical, affect you as if you were one size category larger.

Weather Domain Spells

1 Obscuring Mist: Fog surrounds you.
2 Gust of Wind: Blows away or knocks down smaller creatures.
3 Call Lightning: Calls down lightning bolts (3d6 per bolt) from sky.
4 Ice Storm: Hail deals 5d6 damage in cylinder 40 ft. across.
5 Binding Winds*: Air prevents target from moving, hinders ranged attacks.
6 Cloudwalkers*: Targets can walk on clouds, fl ying at high altitudes.
7 Control Weather: Changes weather in local area.
8 Whirlwind: Cyclone deals damage and can pick up creatures.
9 Whirlwind, Greater*: As whirlwind, but larger and more destructive.

Critical Event Summary: SHE7-I2 Rangers lead the Way

For use only at Brokon or before December 28, 2007

1. 
Did Ducaru escape or was he killed? 

Yes

No


If so, list player names/PC names here:

2.
Were the traps disabled and bypassed for loot?








Yes

No


If so, list player names/PC names here:

3.
Did Godo Stormbringer escape or was he killed?








Yes

No


If so, list player names/PC names here:

Notes: (Add anything that happened that might be considered out of the ordinary – strange occurrences, results that may not fit the above, etc.
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