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Blurb.  A Sheldomar Valley metaregional adventure for APLs 2-14, and Part of the Reclamation series.

Note: This adventure will be of particular interest to characters who are sleeping in camp.

Resources: Races of Stone [Noonan, Decker, Lyons].

Adventure Background

The players have just completed their missions for the day and night has come upon the camp.  The rest of the regular Army forces have arrived in the camp and have set up tents/equipment for tomorrow’s battle.  Little do they know that they are going to be attacked in the middle of the night under cover of storm and darkness.

Adventure Summary

The PCs have returned and the army has arrived.  Talk about the camp’s general dispensation and how the tents are set up in neat rows.  Also, if they ask, sentries are posted at various points and the camp appears to be the model of modern military efficiency.  At around 10 PM, the rains start - any PCs who are awake can make DC 27 Knowledge (nature) check to realize that the storm is much stronger than is typical.  Those who make the check can follow it with a DC 27 Spellcraft check (Only if they ask) to determine that a control weather spell is taken hold over the area.  If it dispelled (difficult, but possible), another forms over the area in a short amount of time.  It takes 10 minutes to change the weather, even if it is dispelled.  The attack happens at 2 AM.  The PCs must be up at first light (around 7 AM) for reverie. 

Night Falls

As night falls, the last of the combined forces march into the long snaking camp that spreads out across the plain, crossing the road that leads back to Havenhill.  Most of the camp abuts a lightly wooded area.  The twinkling of campfires reaches tendrils of light into the steamy evening and the air is heavy with the smell of rain.


Ask the PCs what they’re doing at this time and where they are located.  If they are not together, have NPC sergeants gently push them back towards their campsite (on the outer reaches at low APLs, near the command tents in the center at high APLs).  Remind them that there is a battle on the morrow and that “tired fighters always lose”.


There is a relatively long time between arriving at camp and the attack at night - be sure PCs are not wearing their armor (if they are, see if they should be fatigued for the next day) or using spells that should have run out hours ago.


As fires are banked and the last of the troops bed down for the night, the promised rain comes with a vengeance.  Certainly Procan’s ire is raised against you tonight as the wind picks up and the rain drums mercilessly against the stretched canvas above your head.


Conditions: 


From now on until nearing the morning, the following conditions apply.


APL 2-6: Rain + Strong Wind: 1/2 Visibility, -4 Penalty on Spot and Search checks.  -6 Penalty on Listen checks.  Unprotected flames (torches, campfires) are extinguished, while protected flames (lanterns) have a 50% chance of being extinguished each round and dance wildly.  -6 penalty to ranged weapon attacks.  Tiny or smaller creatures are knocked down by the wind unless they succeed at a DC 10 Fortitude save.  See page 95 in the DMG for details.


APL 8-14: Thunderstorm: 1/2 Visibility, -4 Penalty on Spot/Search checks.  -6 Penalty on Listen checks.  Unprotected flames (torches, campfires) are extinguished, while protected flames (lanterns) have a 50% chance of being extinguished each round and dance wildly.  -8 penalty to ranged weapon attacks.  Tiny or smaller creatures are blown away, Small creatures are knocked down, and Medium creatures are checked unless they succeed on a DC 15 Fortitude save.  See page 95 in the DMG for details.


There are many soldiers camped nearby - most of them are warriors, not fighters.  A typical soldier is a warrior 2.

Typical Soldier: Male or Female Human or Dwarf Warrior 2 (HP 20, BAB +2).


Creatures: Creatures have been sent by the Earth Dragon cultists in league with the Mak to disrupt the camp the night before the assault.  Certain tracks could have had a bit of pre-warning about this (as can certain divination spells).  If not, the PCs (and the NPC soldiers) are completely surprised.


Listen checks to discover these creatures are extremely difficult - the burrowing creatures generally don’t make much, if any noise.  The incorporeal creatures are absolutely silent.  Their first targets are anyone wearing a uniform or equipment that marks them as an officer (including PCs and NPCs). 

APL 2 (EL 5)

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

APL 4 (EL 7)

Biter, Male Fiendish Advanced Ankheg (7 HD): hp 97; see Appendix 1.

APL 6 (EL 9)

Spectre: hp 63; see Monster Manual, page 232.

Wraith: hp 45; see Monster Manual, page 258.

APL 8 (EL 11)

Crusher, Male Advanced Delver (19 HD): hp 200; see Appendix 2.

APL 10 (EL 13)

Elder Xorn (4): hp 138 hp each; see Monster Manual, page 261.

APL 12 (EL 15)

Spectres (4): hp 63 each; see Monster Manual, page 232.

Burner, Male Advanced Half-Dragon Remorhaz (1): hp 264; see Appendix 3.

APL 14 (EL 16)


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

Jerek Bluebeard, Male Human Druid 5/Stormlord 10: hp 111; see Appendix 4.

Command Group (EL 18)

Jerek Bluebeard, Male Human Druid 5/Stormlord 10: hp 111; see Appendix 4.

Stormfront, Ghost Kraken (3): hp 180; see Appendix 5.


Include the following section for tactics by combatants:


Tactics: The burrowing and incorporeal creatures use their surprise rounds to move out from underground.  Attack people that look like officers and cause destruction and general mayhem.  Try and weaken the allied forces as much as possible.


Jerek has 29 rounds of Storm Tower to try and cause trouble - several area effect or continuous spells like lightning storm are highly effective.  Remember, you’re not here to just attack PCs - there are many NPCs that make juicy targets.  Decomposition will help here.  He casts healthful rest on himself and his companions so that if necessary, he can provide Fast Healing 2 via Lesser Vigor.  He also has many immunity and resistance buffs up to make sure he lasts the extent and can escape.  Do not hesitate to have him run if the PCs seriously threaten him - he is a mercenary, not a dedicated worshipper.


Include the following section for treasure:


Treasure: Only certain creatures have equipment/treasure.

APL 2: L: 0 gp, C: 0 gp, M: none.

APL 4: L: 0 gp, C: 0 gp, M: none.

APL 6: L: 0 gp, C: 0 gp, M: none.

APL 8: L: 0 gp, C: 0 gp, M: none.

APL 10: L: 0 gp, C: 0 gp, M: none.

APL 12: L: 0 gp, C: 0 gp, M: none.

APL 14: L: 315 gp, C: 10 gp, M: +3 Gold Dragonhide Breastplate (9,700 gp), +3 Gold Dragonhide Heavy Shield (9,314 gp), +2 Defending Shortspear (18,302 gp), Lesser Metamagic Rod of Extend (3,000 gp), Periapt of Wisdom +4 (16,000 gp), Ring of Protection +1 (2,000 gp).

APL 16: L: 315 gp, C: 10 gp, M: +3 Gold Dragonhide Breastplate (9,700 gp), +3 Gold Dragonhide Heavy Shield (9,314 gp), +2 Defending Shortspear (18,302 gp), Lesser Metamagic Rod of Extend (3,000 gp), Periapt of Wisdom +4 (16,000 gp), Ring of Protection +1 (2,000 gp).


Development: Depending on the PCs’ success rate, the camp is more or less in shambles.  Report the results of your table to the head judge to be adjudicated over the break.

Divine Spellcasters who pray in the morning for their spells may still do so—but cannot recover spells cast during the battle. Priests who pray at midnight will still have whatever spells not cast during the battle.

Arcane casters who have a ring of sustanence or a heward’s fortifying bedroll may still rest to recover spells, but cannot recover spells used in this combat. Arcane casters who slept eight hours prior to the battle may still study to memorize spells but cannot replace spells used in the battle.

The Army Command structure plans on supporting actions of the main body of troops with the characters’ groups the next day. They will be expected to move out early, but the Command will wait for the priests to complete their meditations, and capable magi to finish their study.

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 1

Defeat the nighttime attack.


APL 2: 75 xp.


APL 4: 105 xp.


APL 6: 135 xp.


APL 8: 165 xp.


APL 10: 195 xp.


APL 12: 225 xp.


APL 14: 240 xp.

Story Award

Save the majority of the soldiers near you.


APL 2-14: 100 xp.

Discretionary Roleplaying Award


APL Any: 0 xp.

Total possible experience


APL 2: 175 xp.


APL 4: 205 xp.


APL 6: 235 xp.


APL 8: 265 xp.


APL 10: 295 xp.


APL 12: 325 xp.


APL 14: 340 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 1:

APL 2: L: 0 gp, C: 0 gp, M: none.

APL 4: L: 0 gp, C: 0 gp, M: none.

APL 6: L: 0 gp, C: 0 gp, M: none.

APL 8: L: 0 gp, C: 0 gp, M: none.

APL 10: L: 0 gp, C: 0 gp, M: none.

APL 12: L: 0 gp, C: 0 gp, M: none.

APL 14: L: 315 gp, C: 10 gp, M: +3 Gold Dragonhide Breastplate (9,700 gp), +3 Gold Dragonhide Heavy Shield (9,314 gp), +2 Defending Shortspear (18,302 gp), Lesser Metamagic Rod of Extend (3,000 gp), Periapt of Wisdom +4 (16,000 gp), Ring of Protection +1 (2,000 gp).

APL 16: L: 315 gp, C: 10 gp, M: +3 Gold Dragonhide Breastplate (9,700 gp), +3 Gold Dragonhide Heavy Shield (9,314 gp), +2 Defending Shortspear (18,302 gp), Lesser Metamagic Rod of Extend (3,000 gp), Periapt of Wisdom +4 (16,000 gp), Ring of Protection +1 (2,000 gp).

Items for the Adventure Record

Item Access

APL 14: +3 Gold Dragonhide Breastplate, +3 Gold Dragonhide Heavy Shield, +2 Defending Shortspear, Lesser Metamagic Rod of Extend.

Appendix 1 – APL 4

Encounter 1

Biter
CR 6

Male Fiendish Ankheg 7 HD

NE Huge Magical Beast (Evil)

Init +0; Senses Listen +7, Spot +7

Aura: Evil 

Languages Infernal 

AC 21, touch 8, flat-footed 21


(-2 size, +0 Dex, +13 natural)

hp 97 (7 HD); DR 5/magic 

Resist 5/Cold and 5/Fire; SR 12

Fort +13, Ref +5, Will +4

Speed 30 ft. (6 squares), burrow 20 ft.;

Melee Bite +17 (3d6+18)

Space 15 ft.; Reach 10 ft.

Base Atk +7; Grp +23

Abilities Str 34, Dex 11, Con 26, Int 3, Wis 15, Cha 6 

SQ Darkvision 60 ft., low-light vision, tremorsense 60 ft., DR 5/magic, Resistance 5/cold and fire, SR 12

Feats Alertness, Ability Focus (Spit Acid), Improved Natural Armor

Skills Climb +16, Listen +7, Spot +7

Smite Good (Su): Once per day the creature can make a normal melee attack to deal +7 extra damage against a good foe. 

Improved Grab (Ex): To use this ability, an ankheg must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If the ankheg is damaged after grabbing its prey, it retreats backward down its tunnel at its land speed (not burrow speed), dragging the victim with it.

Spit Acid (Ex): 30-ft. line, once every 6 hours; damage 4d6 acid, Reflex DC 21 for half damage.  One such attack depletes the ankheg’s acid supply for 6 hours.  It cannot spit acid or deal acid damage during this time.  The save DC is Constitution-based.


Normally, an Ankheg does not use its ability to spit acid unless it is desperate or frustrated.  However, this fiendish ankheg will use its acid as soon as it can catch a large number of creatures in the blast.

Description An enormous insectile creature with oversized mandibles burst forth from the ground, snapping a sleeping soldier in two as it the tent he is in collapses into a tunnel that just appeared.  It is a dark red color and its eyes glow a dull, smoldering red.

Appendix 2 – APL 8

Encounter 1



Crusher
CR 10

Male Advanced Delver (19 HD)

NE Huge Aberration

Init +5; Senses Listen +24, Spot +24

Languages Terran, Undercommon 

AC 24, touch 9, flat-footed 23


(-2 size, +1 Dex, +15 natural)

hp 200 (19 HD);

Immune to Acid

Fort +14, Ref +7, Will +12

Speed 30 ft. (6 squares), burrow 10 ft.;

Melee 2 slams +24 (1d6+10 + 2d6 acid)

Space 15 ft.; Reach 10 ft.

Base Atk +14; Grp +32

Abilities Str 30, Dex 13, Con 23, Int 14, Wis 12, Cha 10 

SQ Darkvision 60 ft., immunity to acid, stone shape, tremorsense 60 ft.

Feats Blindfight, Great Fortitude, Improved Initiative, Power Attack, Improved Bull Rush, Awesome Blow, Ability Focus(Corrosive Slime)

Skills Knowledge (dungeoneering) +14, Knowledge (nature) +4, Listen +23, Move Silently +21, Spot +23, Survival +13 (+15 underground)

Corrosive Slime (Ex): A delver produces a mucus-like slime that contains a highly corrosive substance.  The slime is particularly effective against stone.



A delver’s mere touch deals 2d6 points of acid damage to organic creatures or objects.  Against metallic creatures or objects, a delver’s slime deals 4d8 points of damage, and against stony creatures (including earth elementals) or objects it deals 8d10 points of damage.  A slam attack by a delver leaves a patch of slime that deals 2d6 points of damage on contact and another 2d6 points of damage in each of the next 2 rounds.  A large quantity (at least a quart) of water or weak acid, such as vinegar, washes off the slime.



An opponent’s armor and clothing dissolve and become useless immediately unless the wearer succeeds on a DC 25 Reflex save.  Weapons that strike a delver also dissolve immediately unless the wielder succeeds on a DC 25 Reflex save.



A creature attacking a delver with natural weapons takes damage from its slime each time an attack hits unless the creature succeeds on a DC 25 Reflex save.  These save DCs are Constitution-based.

Stone Shape (Ex): A delver can alter its slime to temporarily soften stone instead of dissolving it.  Once every 10 minutes, a delver can soften and shape up to 30 cubic feet of stone, as a stone shape spell (caster level 19).

Description 

A huge creature burrows up through the solid earth.  Its teardrop-shaped rocky body glistens with slime, and it tears into a nearby tent full of soldiers with abandon.

Appendix 3 – APL 12

Encounter 1




Burner
CR 13

Male Advanced Half-Dragon Remorhaz (16 HD)

CE Gargantuan Dragon

Init +2; Senses Listen +25, Spot +21

Languages Understands: Draconic 

AC 27, touch 8, flat-footed 25


(-4 size, +2 Dex, +19 natural)

hp 264 (16 HD);

Immune to Fire, Sleep, Paralysis

Fort +20, Ref +12, Will +7

Speed 30 ft. (6 squares), Burrow 20 ft., Fly 60 ft. (Average);

Melee Bite +36 (3d8+30) and 2 claws +34 (2d6+10)

Space 20 ft.; Reach 15 ft.

Base Atk +16; Grp +48

Atk Options Improved Grab, Swallow Whole, Breath Weapon

Abilities Str 50, Dex 15, Con 30, Int 11, Wis 14, Cha 10 

SQ Darkvision 60 ft., immunity to fire, sleep, and paralysis, heat, low light vision, tremorsense 60 ft.

Feats Awesome Blow, Improved Bull Rush, Large and In Charge, Multiattack, Power Attack, Snatch, Rend

Skills Climb +29, Hide +21, Intimidate +19, Jump +30, Listen +25, Move Silently +21, Spot +21

Breath Weapon (Su): 30-foot cone, once per day, damage 6d8 fire, Reflex DC 28 half.  The save DC is Constitution-based. 

Improved Grab (Ex): To use this ability, a  remorhaz must hit an opponent at least one size category smaller than itself with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can attempt to swallow the opponent the following round. 

Swallow Whole (Ex): When a remorhaz begins its turn with a grappled opponent in its mouth, it can swallow that opponent with a successful grapple check.  Once inside, the opponent takes 3d8+30 points of bludgeoning damage plus 8d6 points of fire damage per round from the remorhaz’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 15).  Once the creature exist, muscular action closes the hole, another swallowed opponent must cut its own way out.  Burner’s interior can hold 2 Huge, 4 Large, 8 Medium, 16 Small, 64 Tiny, 256 Diminutive, or 1024 Fine or smaller opponents. 

Heat (Ex): An enraged remorhaz generates heat so intense that anything its body takes 8d6 points of fire damage.  Creatures striking a remorhaz with natural attacks or unarmed attacks are subject to this damage, but creatures striking with melee weapons do not take damage from the remorhaz’s heat.  This heat can melt or char weapons; any weapon that strikes a remorhaz is allowed a DC 23 Fortitude save to avoid destruction.  The save DC is Constitution-based.

Description This creature looks like a huge plated worm, with dozens of clawed insectoid legs, glowing red faceted eyes, and a wide mouth brimming with jagged teeth.  The rain turns to steam before it can touch its body and nearby tents catch on fire.

Sources Draconomicon

Appendix 4 – APL 14

Encounter 1




Jerek Bluebeard
CR 15

Male Human Druid 5/Stormlord 10

NE Humanoid (Human)

Init +3; Senses Listen +15, Spot +15

Languages Common, Druidic

AC 34, touch 16, flat-footed 31


(+3 Dex, +8 armor, +5 shield, +1 deflection, +5 natural, +2 defending)

hp 111 (15 HD) DR 10/Adamantine [150 points];

Immune to Electricity, Acid, Death Effects

Resist 30/Fire and Cold

Fort +23, Ref +13, Will +23

Speed 20 ft. in breastplate (4 squares), base movement 30 ft., fly 40 ft. as fly spell;

Melee +2 Defending Shortspear (shocking; thundering; shocking burst) +12/+7 (1d6+1 + 2d6 electricity) [2d6+2 + 2d6 electricity + 1d10 electricity + 1d8 sonic and save vs. deafness DC 14 Fortitude]

Ranged Shortspear +14/+9 (1d6+1 + 2d6 electricity) [2d6+2 + 2d6 electricity + 1d10 electricity + 1d8 sonic and save vs. deafness DC 14 Fortitude]

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +11

Combat Gear +3 Gold Dragonhide Breastplate, +3 Gold  Dragonhide Heavy Shield, +2 Defending Shortspear, 10 Shortspears

Class Spells Prepared (CL 15th):


8th— Extended Storm Tower (SpC)


7th— Control Weather; True Seeing


6th— Cometfall (SpC); Summon Greater Elemental (SpC); Energy Immunity (acid) (SpC); Resistance, Superior (SpC)


5th— Baleful Polymorph; Call Lightning Storm; Death Ward; Stoneskin; Wall of Fire


4th— Arc of Lightning (SpC); Cure Serious Wounds; Dispel Magic; Flame Strike; Ice Storm


3rd— Call Lightning; Dominate Animal; Extended Creeping Cold; Energy Vortex (Electricity) (SpC); Energy Vortex (Electricity) (SpC); Spike Growth


2nd— Barkskin; Bear’s Endurance; Cat’s Grace;  Decomposition (SpC); Resist Energy (Fire); Resist Energy (Cold); Snake’s Swiftness, Mass (SpC)


1st— Entangle; Faerie Fire; Healthful Rest (SpC); Snake’s Swiftness (SpC); Thunderhead (SpC); Vigor, Lesser (SpC); Vigor, Lesser (SpC); 

 
0— Create Water; Detect Magic; Detect Magic; Resistance; Resistance; Resistance

Spell-Like Abilities (CL 17th):


Storm of Elemental Fury (SpC)

Already cast

Abilities Str 12, Dex 17, Con 18, Int 10, Wis 22, Cha 8 

SQ Immunity to electricity, storm ride, storm walk

Feats Endurance, Great Fortitude, WF: Shortspear, SF: Conjuration, SF: Evocation, Augment Summoning, Extend Spell 

Skills Concentration +22, Listen +15, Spellcraft +9, Spot +15, Survival +14, Swim +8

Possessions combat gear plus Periapt of Wisdom +4, Ring of Protection +1, Metamagic Rod of Extend Spell, multiple spell component pouches.

Immune to Electricity (Ex) 

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 one round after leaving the hand of the stormlord.  This effect stacks with that of the stormlord’s thundering weapon ability.

Description A wild looking individual, weathered by years in the open.  His clothing is salt-stained and heavily patched.  Although he is in the middle of a storm, his tricorn hat appears to stay perfectly in place above his breastplate of what appears to be gold scale.

Sources Stormlord (Complete Divine)

Appendix 5 – APL 14+ (Command Group)

Encounter 1




Stormfront
CR 14

Female Ghost Kracken

NE Gargantuan Undead (Incorporeal, Aquatic)

Init +6; Senses Listen +38, Spot +38

Languages Common and Aquan

Ethereal AC 22, touch 8, flat-footed 20


(-4 size, +2 Dex, +14 natural)

Manifested AC 17, touch 17, flat-footed 15


(-4 size, +2 Dex, +9 deflection)

Miss Chance 50% when manifested vs. magic weapons

hp 180 (20 HD);

Resist 10/Fire

Fort +12, Ref +14, Will +12

Speed 30 ft. fly (perfect);

Ethereal Melee 2 tentacles +31 (2d8+15) and 6 arms +26 (1d6+7) and bite +26 (4d6+7)

Manifested Melee 8 incorporeal touch attacks +22 (1d4 damage to one ability score)

Space 20 ft.; Reach 15 ft. (60 ft. with tentacle, 30 ft. with arms)

Base Atk +20; Grp +47

Ethereal Atk Options Improved grab, constrict 2d8+15 or 1d6+7

Manifested Atk Options Draining Touch, Malevolence

Spell-Like Abilities (CL 9th):


1/day - control weather, control winds, dominate animal (DC 22), resist energy

Already cast

Abilities Str 41, Dex 14, Con -, Int 20, Wis 18, Cha 29 

SQ Darkvision 60 ft., ink cloud, jet, low light vision, rejuvenation, turn resistance +4

Feats Ability Focus: Malevolence, Ability Focus: Horrific Appearance, Alertness, Blind-Fight, Expertise, Improved Initiative, Iron Will

Skills Concetration +12, Diplomacy +11, Hide +10, Intimidate +20, Knowledge (geography) +17, Knowledge (nature) +16, Listen +37, Search +36, Sense Motive +16, Spot +37, Survival +3 (+5 following tracks), Swim +23, Use Magic Device +20

Draining Touch (Su): A ghost that hits a living target with its incorporeal touch attack drains 1d4 points from any one ability score it selects.  On each such successful attack, the ghost heals 5 points of damage to itself. 

Horrific Appearance (Su): Any living creature within 60 feet that views a ghost must succeed on a Fortitude save (DC 31) or immediately take 1d4 points of Strength damage, 1d4 points of Dexterity damage, and 1d4 points of Constitution damage.  A creature that successfully saves against this effect cannot be affected by the same ghost’s horrific appearance for 24 hours. 

Malevolence (Su): Once per round, an ethereal ghost can merge its body with a creature on the Material Plane.  This ability is similar to a magic jar spell (caster level 20), except that it does not require a receptacle.  To use this ability the ghost must be manifested and it must try to move into the target’s space; moving into the target’s space to use the malevolence ability does not provoke attacks of opportunity.  The target can resist the attack with a successful Will save (DC 26).  A creature that successfully saves is immune to that same ghost’s malevolence for 24 hours and the ghost cannot enter the target’s space.  If the save fails, the ghost vanishes into the target’s body.

Description An immense ghostly squid, its eyes ruined drifts through the driving rains.  Its tentacles writhe slowly, stretching over 60 feet.

DM Aid: Map #1 – Night Falls.

For this location, consider an array of 20 ft. square tents, ten feet apart, two tents deep and three tents long. Have the Characters place themselves where they have set up camp.
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