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The Court of the Land calls you to battle! The mercenary lord Drakhmar builds an ever-growing force in service to the Spider Queen and only a daring assault can burn the web of shadow that threatens all of the Sheldomar. A combat-intensive Sheldomar metaregional battle and delve interactive for APLs 4-14 and an interlude in the "Shadows over the Sheldomar" series. It is strongly recommended that PCs play SHE7-06 A Topaz is Forever before participating in this event.
Resources: Players Handbook II [David Noonan], Complete Adventurer [Jesse Decker], Fiend Folio [Eric Cagle, Jesse Decker, James Jacobs, Erik Mona, Matt Sernett, Chris Thomasson, James Wyatt], Drow of the Underdark [Ari marmell, Anthony Pryor, Rober J. Schhwalb, Greg A. Vaughan], Monster Manual III [Rich Burlew, Eric Cagle, Jesse Decker, Andrew J. Finch, Gwendolyn F.M. Kestrel, Rich Redman, Matthew Sernett, Chris Thomasson, P. Nathan Toomey], Monster Manual IV [Jennifer Clarke Wilkes, Eric Cagle, Andrew Finch, Gwendolyn F.M. Kestrel, Christopher Lindsay, Kolja Raven Liquette, Chris Sims, Owen K.C. Stephens, Travis Stout, JD Wiker, Skip Williams, Matthew Sernett], SHE7-06 A Topaz is Forever [Dave Kayserman].
RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 

To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 

By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 

This adventure retires from RPGA-sanctioned play on December 31, 2008.
To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

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

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

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

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

Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.
APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives. 
Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.
 SHAPE  \* MERGEFORMAT 



Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

This is a standard one-round Metaregional interactive adventure, set in the Sheldomar Valley. Characters native to the Sheldomar Valley pay one Time Unit per round, all others pay two Time Units per round.
Adventurer’s Standard Upkeep costs 12 gp per Time Unit.  Rich Upkeep costs 50 gp per Time Unit.  Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.
A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.

More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

The notorious mercenary lord Drakhmar Darkfist’s power continues to grow within his fortress nestled in the Barrier Peaks to the north of Bissel. Furious over the insult of adventurer spies infiltrating his own fortress and goaded with promises of wealth and revenge by the devious Spider Queen, the duergar lord has thrown his lot in with the drow of House Tormtor, forming an alliance with the forces of the Spider Queen herself. Drakhmar has begun to amass an army founded with the very mercenaries he had previously hired out to his clients in preparation to serve the Spider Queen when called upon to do so. 

Seeking to protect House Tormtor’s budding investment, Verdaeth, matron of House Tormtor, has agreed to provide forces to guard the Underoerth passageways that many of Drakhmar’s clients have used to gain access to his fortress. Additionally, Verdaeth has reached out to Horthar, a powerful mind flayer and member of the Coven in an attempt to resume discussions of a coming alliance between the two rival powers. 

Horthar, seeing an opportunity for the Coven to establish a foothold in the midst of these machinations, has chosen to accept Verdaeth’s requests for the nonce. A broker in secrets, Horthar has seen to it that the Topaz Order caught wind of the Coven’s involvement with the Spider Queen’s intrigues. He has dispatched an agent known only as the “Architect” to bolster Drakhmar’s underground defenses and has made a spectacle of his own ambassadorial return to Drakhmar’s Fortress.
Adventure Summary
The Court of the Land has called for adventurers from all across the Sheldomar Valley to aid them in this time of need. With the pre-occupation of the Sheldomar Valley’s various great military organizations, the duty has fallen on the great adventurers of the Sheldomar to stage an assault upon the fortress of the mercenary lord Drakhmar Darkfist before he is able to muster an army in support of the Spider Queen. Representatives of the Topaz Order assist in the planning of this assault, hoping to quell any support lent to Drakhmar by the Coven’s forces.

The PCs meet with representatives from both the Court of the Land as well as the Topaz Order and are briefed on their mission. The assault on Drakhmar’s fortress is to be a two-pronged attack: One force of adventurering parties will stage a full frontal assault on the fortress in an attempt to draw the bulk Drakhmar’s forces to respond in defense. A second force will be tasked with clearing out the Underoerth tunnels that lead directly to Drakhmar’s fortress and taking out his underground defenses, creating a path for the Court of the Land’s army into the fortress itself from beneath. One group of PCs is designated as the command group of the mission and is asked to dispatch the other adventurers as they see fit.
The portion of the Interactive described in this adventure deals with Track 2 (Dungeon Delve) at the low APLs (APL 4 to 8). The PCs travel down an ancillary tunnel, searching for crucial mechanisms and intelligence to aid other groups clearing a way to the underground entrance to Drakhmar’s fortress.

Introduction: Muster
Estimated Time: 30 minutes

A command group is selected from among the PCs and is briefed on the mission. With the help of the command group, PCs muster into tables and are dispatched to their appropriate tracks. Once separated into their appropriate tracks, PCs are briefed by their track commander before beginning the assault.
Encounter 1: into the spider’s den
Estimated Time: 60 minutes

The PCs come to a large chamber filled with more than a dozen large spider statues in a field of magical webs. One of the statues is the triggering mechanism for their Strike Team playing elsewhere in the Interactive. The PCs must find and disable the trigger mechanism while dealing with the chamber’s guardian(s).
Encounter 2: leave room for mayaheine
Estimated Time: 60 minutes
Proceeding further underground, the PCs encounter the “Architect,” an agent of the Coven who built many of the traps and challenges in these tunnels and has turned a paladin of Mayaheine into her thrall. The PCs must defeat Drialla the Architect to gain vital information to help guide their Strike Team playing elsewhere in the Interactive through a maze.
Encounter 3: escape
Estimated Time: 60 minutes

After having dealt with the Architect and her thrall, the PCs attempt to make their escape out of the tunnels. Guarding the exit is a band of drow ambushers, waiting to end the PCs’ adventures.
Conclusion

Estimated Time: 15 minutes

The Command Group is debriefed before communicating the success or failure of the assault to the veteran PCs.
Preparation for Play
This interactive relies heavily on the cooperation between tables and thus, familiarity with the encounter mechanics and progression is a MUST. Tables playing at APL 10, 12 or 14 will be designated as Strike Teams, while tables playing at APL 4, 6 or 8 will be designated as Recon Teams. Each Recon team will be assigned to a Strike team and will be tasked with doing whatever is necessary to ensure the forward progress of the Strike Team. Each Strike Team will rely on its assigned Recon team to progress. The teams will play in one of two tracks – the Forward Assault (Track 1) or the Underground Assault (Track 2). In the likely occurrence that the number of low-APL tables is different from the number of high-APL tables, multiple Recon Teams can be assigned to a single Strike Team or vice versa. A single member of each team will be given a ring of communication (MIC, Page 122) in order to communicate with his or her Strike Team or Recon Team counterpart. Note that each pair of rings is attuned to the other ring in the pair – Strike Teams cannot communicate with other Strike Teams, and the same goes for Recon Teams.
In general, there are two cooperation mechanics throughout the Interactive for both tracks. In their first encounter, the Strike Teams will experience additional duress from an outside factor. The Recon Teams will be tasked with alleviating this duress by attacking the source as their first encounter. In their second encounter, the Strike Teams will meet an obstacle that prevents them from advancing to their third encounter. The Recon Teams will be tasked with bringing down this obstacle for the Strike Teams. The third and final battle for the Strike Teams will entail attempting to bring down a key NPC, while the Recon Teams will have their hands full trying to escape with their lives. It is extremely important that you coordinate with the DMs of other tables to ensure that appropriate cooperation is taking place between teams. Ultimately, the level of fun that the players will have depends on how prepared you are and how involved you keep your players. Consult with the Interactive coordinator at your convention to ensure you know what to do!
One of the creatures in encounter 2 of this portion of the Interactive is a beguiler, a new base class found in PHB II and described in the DM Aid: New Rules. Note that beguilers may cast any spell on their spell list at any time, so it is important that you familiarize yourself with the beguiler spell list, as many of the spells are not in the PHB. This is necessary so that you are well-equipped to provide a fun and challenging encounter for the players. These spells are also described in the DM Aid: New Rules.
Introduction
This adventure begins on the morning of the 23rd day of Readying in a Court of Land military camp located in the Barrier Peaks just outside of Bissel. All of the PCs participating in this interactive track have been dispatched to see Commander Toras “The Eagle” Cyndane for their mission briefing.
When all of the tables have been mustered and all of the players are ready to receive their mission briefing, deliver the following speech to the players as Commander Toras Cyndane.
[Commander Cyndane]: Attention! We don’t have much time and I’m not going to repeat myself. My name is Commander Toras Cyndane, Bissel Chapter Commander of the Topaz Order and you are here because you are the elite. You’ve been hired to do a job that no one else can do. We have received intel that Drakhmar is receiving support from not only the Spider Queen but also the Coven, a powerful illithid sept operating throughout the Sheldomar Valley.

The Court of the Land is assaulting Drakhmar’s fortress from above, but the fortress is protected on all three sides, making it impossible to establish a flank. However, our intelligence suggests that many of Drakhmar’s clients use Underoerth tunnels to gain access to his fortress. You will infiltrate these tunnels and clear a path to the underground entrance to Drakhmar’s fortress so that the army can move in and pin those bastards down.

You will be divided into Strike Teams, responsible for clearing a path to the fortress entrance, and Recon Teams, responsible for providing support to the Strike Teams in any way possible. Drakhmar’s tunnels are rife with traps and aberrant defenders, and are likely to be further reinforced with the servants of the Spider Queen. It is critical that Strike Teams and Recon Teams remain in contact at all times – you may encounter challenges that only your counterparts will be able to help you overcome.
To help you coordinate with one another, each team will be provided with a ring that allows its wearer to communicate with wearers of similar rings within one mile. You have five minutes to ask questions about your missions.

After delivering your mission briefing, allow the players to ask questions. Answer their questions to the best of your ability without being too cryptic but also without spoiling any of the encounters. Make sure that the players are clear on what is expected of them and the responsibilities of the Recon Teams and Strike Teams.

[Commander Cyndane]: Now prepare yourselves, adventurers. Say your prayers to any deities you wish. We move out in two hours.

Once the players are ready, muster them out to individual judges and work with the judges to determine the Strike Team and Recon Team pairings. Ideally, each Strike Team will be assigned to a Recon Team, but it is likely that the number of APL 4-8 tables and APL10-14 tables will vary. Ultimately, each Strike Team needs to be able to rely on a Recon Team. If there are too many Recon Teams present, extraneous Recon Teams may be assigned as auxiliary Recon Teams for a particular Strike Team, or can be assigned as floaters to help Strike Teams whose Recon Teams have failed.

Once all tables are mustered out and seated with their judges, the tabletop play portion of the interactive can begin at encounter 1.
Encounter 1: into the spider’s den
In this encounter the PCs enter a large chamber in which they will see a multitude of large spider statues, one of which is the trigger mechanism for an encounter trap that their Strike Team is dealing with. All the other statues are trapped. Consult DM Aid: Map #1 – Into the Spider’s Den for the exact layout of the chamber.
Note the following aspects of the area surrounding the fortress, as many spells and abilities will not work throughout the course of this Interactive:

The fortress and area around it are under the effects of a dimensional lock spell. From the first encounter onward, be mindful of which items the PCs attempt to place into or retrieve from any extra-dimensional spaces, as they are no longer able to do so. This also prevents the use of spells such as dimension door, teleport, blink, planeshift and many others.

Powerful divinations such as arcane eye, prying eyes, commune, augury, scrying and divination will also not work within or around the fortress.
The tunnels have been winding down and out, forming a complex maze below ground. The large group you started down this tunnel with has been getting progressively smaller as more and more passageways have split off from your path. Orders are to provide support for your Strike Team in any way you can, and you are determined to do just that. Eventually just your band travels alone. Sometimes the tunnels grow very small, allowing only single file passage on hands and knees, while other areas are nine or ten feet wide, and even fifteen feet tall. The stone is often worked and carved, but also shows signs of natural erosion. Patches of mold or fungus line the wet areas of the floor and walls, and drips frequently fall from the roof of the tunnels, plopping into pools or landing on your head. Sounds travel down the long corridors every so often, some from in front of you, some from the rear; not all are pleasant. You hear snippets of what must be battles, armor and weapons clashing. You also hear the occasional roar or cry of some unseen beast, the likes of which men were not meant to ever see.

The narrow tunnel you’ve been following opens into a large chamber. Filling the center of the chamber are sixteen stone statues arranged in rows extending beyond the range of your light source. Each statue is carved in the likeness of a bloated spider with the head of an elven woman whose countenance is contorted into a sneer of absolute malice. Stretching between many of the statues are thick webs.
There are no extant light sources in the chamber, so PCs without Darkvision must provide them in order to be able to see. The chamber is 70 feet long by 90 feet wide with a 15 foot high ceiling. Each statue of Lolth except for the encounter trap trigger is trapped. All 16 statues radiate faint conjuration magic.
 Statue of Lolth: 12 in. thick; hardness 8; hp 90; Break DC 35.

Trap: 15 of the 16 statues of Lolth are trapped. The trap is triggered by any PC that touches or attacks a trapped statue. Any PC that moves adjacent to a trapped statue risks touching it unless that PC moves at half speed or succeeds at a DC 10 Balance check. Note that a failed Search check results in the statue appearing to be “not trapped.”
APL 4 (EL 3)

 Summon Monster I Trap: CR 3; magic device; touch trigger; automatic reset; spell effect (summon monster I, 3rd level wizard, summons 1 small fiendish monstrous spider for 3 rounds); Search DC 26; Disable Device DC 26.
APL 6 (EL 4)

 Summon Monster II Trap: CR 4; magic device; touch trigger; automatic reset; spell effect (summon monster II, 3rd level wizard, summons 1 medium fiendish monstrous spider for 3 rounds); Search DC 27; Disable Device DC 27.
APL 8 (EL 5)

 Summon Monster III Trap: CR 5; magic device; touch trigger; automatic reset; spell effect (summon monster III, 5th level wizard, summons 1d4-1 medium fiendish monstrous spiders for 5 rounds); Search DC 28; Disable Device DC 28.
When the Lolth’s Caress trap at the Strike Team’s table is triggered, all of the statues here begin to glow. Make sure the DM of that table lets you know when this occurs!

One of the 16 statues of Lolth is actually the central trigger for an encounter trap that the PCs’ assigned Strike Team is currently dealing with. If the PCs locate this trigger, they may disable or destroy it in order to help out their Strike Team. 

 Note that this statue is not trapped for the PCs at this table. The Search checks listed below represent the PCs’ ability to find and/or notice the central trigger mechanism within the statue, which can be detected from up to 20 feet away. Statistics for the central trigger statue are as follows:

APL 4
 Central Trigger: Search DC 19; Disable Device DC 25; AC 16; hp 18.
APL 6
 Central Trigger: Search DC 21; Disable Device DC 26; AC 19; hp 27.
APL 8
 Central Trigger: Search DC 23; Disable Device DC 27; AC 22; hp 36.
Hiding among the web is the guardian of the chamber, a web golem programmed to attack those who enter the chamber. The area of web between the statues was created by the web golem using its web ability. It has one more daily use of this ability. The web golem blends in well in the area of web, having a modified Hide check of +14. PCs who Spot the web golem before it rises to attack may act on the surprise round. The web golem rises to attack once a PC enters the area of the web spell:
Areas of the thick webbing begin to churn and ebb like the waters of the ocean. Arising from the mass is a hideous creature seemingly composed entirely of web, except its eight spider-like eyes and horrific fanged maw.
Creatures: A web golem has made its lair in this chamber and guards it warily as commanded by its drow creators. It attacks any intruders without mercy, using its adhesive coating and the webs it creates to its advantage. The EL of this encounter has been adjusted by +1 due to advantageous circumstances for the web golem(s).
APL 4 (EL 7)

 De-Evolved Web Golem: hp 83; see Appendix 1.

APL 6 (EL 9)

 De-Evolved Web Golem (2): hp 83; see Appendix 1.

APL 8 (EL 11)

 Advanced Web Golem (2): hp 135; see Appendix 2.

Preparation: The web golem(s) are not particularly prepared for this encounter.
Tactics: The web golem(s) attack the closest target mindlessly.
Treasure: No treasure may be gained from this encounter.
Developments: Once the PCs disable or destroy the statue of Lolth that serves as the trigger for the Strike Team’s encounter trap, the trap is disabled for the Strike Team immediately and you must communicate this to the DM of the Strike Team. They may continue to encounter 2 once they find the trap door hidden beneath the statue of Lolth in the top left corner of the chamber with a DC 20 Search check.
Encounter 2: leave room for mayaheine
In this encounter the PCs are traveling through the convoluted tunnels beneath Drakhmar’s fortress when they come upon a curious pair of creatures. One is the Architect, an illithid agent of the Coven and the creator of many of the traps and challenges within this lair of evil. Her voidmind thrall, a captured paladin whose will has been crushed by the Coven, accompanies the Architect. Consult DM Aid: Map #2 – Leave Room For Mayaheine for the exact layout of the encounter.

The ladder descends about twenty feet into another narrow tunnel, this one eerily quiet. A strange phosperecent fungus, purple in color, lights the tunnel that extends to the range of your vision. Your shadows are long in the dim and disconcerting violet light.

The sounds of heavy footfalls echo from somewhere ahead. These sounds preface the appearance of two figures that come into view after rounding a corner in front of you. They are both women; one human and the other a gnome. The human is an obvious athlete, dressed in heavy armor. Her face is barely visible from behind the visor of an ornate helmet. Her gnome companion stands behind her. She is lightly armored and regards you with a critical gaze from her striking visage. 

The woman in front lifts her shield in salute; you note that the shield is emblazoned with the image of a bastard sword behind a sunburst, flanked by two golden orbs and two victory runes. The woman calls to you. 

[Ibowen]: I am Ibowen, paladin of Mayaheine and this is my companion Drialla. How have you come into these tunnels of evil?

PCs that succeed at a Knowledge [religion] check DC 10 know the image on Ibowen’s shield to be the holy symbol of Mayaheine. Also known as the Shield Maiden, Mayaheine is a LG demigoddess whose areas of concern include protection, justice and valor. Mayaheine is a recently ascended mortal paladin sponsored into godhood by Pelor. Paladins are among her most common worshippers. 

PCs that succeed at a Knowledge [nobility], Knowledge [local – Sheldomar Valley] check DC 15 or a Bardic Knowledge check DC 20 have heard the name Ibowen as an active paladin of Mayaheine in the Sheldomar Valley.

The PCs have a chance to interact with Ibowen and Drialla at this point. Ibowen and Drialla wish to come off as legitimate do-gooders and convince the PCs that there is nothing of interest further down the tunnel. This is not true, as this particular tunnel leads to Drialla’s draft room, where the PCs can recover a map of a maze that leads to Horthar. This map can greatly aid their Strike Team, so seeing past Ibowen and Drialla’s deception is necessary for the PCs to succeed. Furthermore, Ibowen insists that they must turn back at once and warn the army of an imminent trap set by the Coven.
For interaction, Ibowen does all of the talking. Drialla is disguised with a disguise self spell, and appears quite striking (especially compared to her true form). While the PCs speak with Ibowen, Drialla telepathically cues her thrall, allowing the Coven agent to “aid another” Ibowen’s Bluff check. It is recommended that you use the alternative “aid another” rules on page 96 of Complete Adventurer. Since Drialla possesses more than 5 ranks in Bluff, the half-illithid can grant Ibowen a +2 circumstance bonus on a successful Bluff check of 10-19, a +3 circumstance bonus on a successful Bluff check of 20-29, or a +4 circumstance bonus on a successful Bluff check of 30-39. 

While cueing Ibowen, Drialla will quietly use her detect thoughts ability on the PCs. Now is the time to use those pre-rolled saving throws so as to not “tip-off” the PCs to any wrong-doing by Ibowen or Drialla.
Everything Ibowen says is a lie. PCs who request a Sense Motive check can do so opposed to Ibowen’s Bluff check, aided by Drialla. If the PCs ask any questions that might require a particularly creative lie, Drialla will chime in and answer the question. Likely questions by the PCs and Ibowen’s responses are given as follows: 

· “Who are you?”

“As I have said, I am Ibowen, paladin of Mayaheine. My companion is Drialla, well learned in the ways to battle horrors within these tunnels.”
· “What are you doing down here?”

“We have been sabotaging the Coven’s operations here for a long while, avoiding Drakhmar’s patrols. Mostly we engage in hit and run tactics. We slay the Coven’s agents when opportunity presents.”

· “How long have you been fighting the Coven?”

“It has been many months since we last laid eyes on the open sky. We have been living like hermits in the Underoerth, taking what supplies we can from the Coven agents we slay.”
·  “Uh…duh. I’m not sure what to say.”

“We have cleared out the corridors behind us. Before the coward died, a duergar we killed said that the Court of the Land army that assaults this place has been lured into a trap: the Coven and their soldiers are marshalling outside the tunnel entrances to trap us all in here like cattle in the coral. We must race back to the surface or all will be lost.”
If the PCs decide to believe Ibowen and Drialla, they begin moving as a group back to the surface. Ibowen and Drialla stay together toward the middle of the party. While traveling in a narrow corridor the pair will launch their attack. Ibowen will use her Cone of Slime on the rear of the party and Drialla will use her Mind Blast on the front of the party. 

If the PCs are onto Ibowen and Drialla’s deception, Drialla likely knows it from the results of her detect thoughts ability. They launch their attack then.
Creatures: Drialla is a half-illithid, a creature created from the most depraved arcane practices of the Coven. “Her” true appearance is similar to that of a full mind flayer, and “she” possesses many of the same abilities, though at diminished strength. Drialla is the genius architect of many of the traps and challenges within these tunnels. She will do all she can to keep her secrets from falling to her enemies, which means killing the PCs at the most convenient moment. 

Ibowen was once a paladin of Mayaheine. She was captured by the Coven and changed into a voidmind creature to serve as Drialla’s guardian. Her helmet covers the holes in her skull that mark her for what she truly is. She keeps her sentient tentacle concealed beneath her helmet and armor. When combat begins, her tentacle breaks free, tearing her helmet from her head and revealing her true appearance. The EL of this encounter has been reduced by 1 due to the fact that Drialla is essentially incapable of dealing any real damage to the party and Ibowen is considerably weak compared to each APL.
APL 4 (EL 6)

 Drialla the Architect, Female Half-Illithid Gnome Beguiler 4: hp 27; see Appendix 1.
 Ibowen of Mayaheine, Female Voidmind Human Ex-Paladin 1: hp 14; see Appendix 1.

APL 6 (EL 8)

 Drialla the Architect, Female Half-Illithid Gnome Beguiler 6: hp 47; see Appendix 2.
 Ibowen of Mayaheine, Female Voidmind Human Ex-Paladin 1/Fighter 2: hp 35; see Appendix 2.

APL 8 (EL 10)

 Drialla the Architect, Female Half-Illithid Gnome Beguiler 8: hp 68; see Appendix 3.
 Ibowen of Mayaheine, Female Voidmind Human Ex-Paladin 1/Fighter 4: hp 56; see Appendix 3.

Preparation: All active spells for both Drialla and Ibowen are factored into their stat blocks. Both of them are warded with an undetectable alignment spell.
Tactics: Drialla will focus first on protecting herself, using spells such as blinding color surge, mirror image and/or invisibility to gain some added safety. Once adequately protected, she will focus on neutralizing the PCs with crowd-control spells such as glitterdust or slow. She will save her mind blast ability for immediately after Ibowen has used her Cone of Slime ability in order to benefit from the PCs’ reduced Will saves. If the PCs are still able to easily reach Drialla, she will cast spider climb and make her way to the ceiling of this tunnel in order to get out of reach.
Ibowen will focus her efforts on defending Drialla, attacking the greatest threat in preference to others.
APL 4: Same as above.
APL 6: Same as previous APLs except Drialla can and will cast haste on herself and Ibowen at her earliest possible convenience. She uses her repelling gauntlets to force away any PCs that have engaged her in melee combat.
APL 8: Same as previous APLs except the protective spells available to Drialla improve significantly. She will cast greater invisibility on herself as soon as possible and if targeted with an attack, she will cast greater mirror image, which can be done as an immediate action. She will take advantage of the tight quarters by casting a solid fog on the party, including herself in the radius if necessary, since she is protected with a freedom of movement spell.
Treasure: The following treasure can be recovered from Drialla and Ibowen:

APL 4: L: 208 gp, C: 0 gp, M: 451 gp, +1 mithral shirt (175 gp), +1 mithral buckler (168 gp), potion of invisibility (25 gp), vest of resistance +1 (83 gp).
APL 6: L: 28 gp, C: 0 gp, M: 1,681 gp, +1 mithral shirt (175 gp), +1 bastard sword (195 gp), +1 fullplate (221 gp), +1 heavy steel shield (98 gp), +1 mithral buckler (168 gp), bracers of arcane freedom (192 gp), headband of intellect +2 (333 gp), potion of invisibility (25 gp), repelling gauntlets (192 gp), vest of resistance +1 (83 gp).
APL 8: L: 28 gp, C: 0 gp, M: 2,548 gp, +1 mithral shirt (175 gp), +1 bastard sword (195 gp), +1 fullplate (221 gp), +1 heavy steel shield (98 gp), +1 mithral buckler (168 gp), amulet of health +2 (333 gp), bracers of arcane freedom (192 gp), bracers of quickstrike (117 gp), headband of intellect +2 (333 gp), potion of invisibility (25 gp), repelling gauntlets (192 gp), ring of protection +1 (167 gp), vest of resistance +2 (333 gp).
Developments: After the PCs have defeated Drialla and Ibowen, they can continue down the corridor into Drialla’s workshop. 

Continuing down the corridor you come to what appears to be a workshop; a number of tools and sketches are meticulously arranged on a number of long tables. 

Searching the sketches, the PCs find a map to a maze marked with the locations of the entrance, the concealed exit, and the guardians’ quarters. If the PCs remain in communication with their Strike Team, they will quickly realize that the map they possess is the key to helping the Strike team navigate their way out of the maze. Give the players Player Handout #1 – Maps to the Maze. Furthermore, the PCs will find the following items within her workshop, likely recovered from hapless adventurers:
APL 4

· wand of cure light wounds (CL 1; 50 charges)

· potion of protection from evil (CL 1) (2)

APL 6 (items above plus the following)
· scroll of haste (CL 5)
APL 8 (items above plus the following)
· scroll of lightning bolt (CL 5)

Note that the players may communicate with one another verbally, represented by their PCs communicating via their rings of communication. The players may NOT go over to the table where their Strike team is playing and look at where in the maze they are located. Furthermore, the players in the Strike Team may NOT look at these player handouts unless the PCs have devised some way to send visual data to one another.

Once the PCs have helped their Strike Team navigate the maze, they will realize that their tunnel has come to an end and the only way to go is back out. Once they have chosen to do so, proceed to encounter 3.

Encounter 3: escape
In this encounter the PCs receive word that they must exit the tunnels and escape to the surface. As they make their way out, some drow skirmishers ambush them. Consult DM Aid: Map #3 – Escape for the exact layout of the encounter. This encounter occurs in the same chamber as Encounter 1. However, the drow ambushers have deactivated the summoning traps on the statues. 
The command that comes through the ring couldn’t be clearer: “These tunnels are crawling with drow! Kill as many as you can and then get out!”
If the PCs left the web golem from encounter 1 alive, it fights alongside the drow but no longer has the use of its web ability. Should this occur, the PCs will likely be unable to handle the encounter and will have to flee. The drow will pursue them to the end of the chamber before you may consider the PCs to have escaped.
Creatures: The drow are here to prevent the PCs from escaping alive. They lay in ambush at the end of the chamber. 
· At APL 4, only the drow priestess has quaffed a potion of invisibility, while the drow warriors stay hidden behind statues in the middle of the chamber. The drow sniper is located on the ceiling using his slippers of spider climb. Note that the chamber ceiling is 15 feet high and thus, only PCs with ranged attacks, reach weapons or the ability to fly or climb smooth stone walls can reach the sniper.
· At APL 6, the drow sniper has also consumed his potion of invisibility before the encounter begins. 

· At APL 8, the drow sniper uses his cloak of the archnida to spider climb. Also at APL 8, all of the drow are invisible at the start of the encounter.
As the PCs make their way to the chamber’s exit, you may request Spot checks to see if they spot the drow warriors hiding behind the statues. Assume that the warriors take 10 on their Hide checks. PCs that spot the drow warriors are not surprised.
APL 4 (EL 7)

 Drow Priestess, Female Drow Cleric 3 of Lolth: hp 20; see Appendix 1.
 Drow Sniper, Male Drow Scout 2/Fighter 1: hp 23; see Appendix 1.
 Drow Warrior, Male Drow Warrior 2 (2): hp 12; see Appendix 1.
APL 6 (EL 9)

 Drow Priestess, Female Drow Cleric 5 of Lolth: hp 34; see Appendix 2.
 Drow Sniper, Male Drow Scout 5/Fighter 1: hp 42; see Appendix 2.
 Drow Warrior, Male Drow Warrior 4 (2): hp 24; see Appendix 2.
APL 8 (EL 11)

 Drow Priestess, Female Drow Cleric 7 of Lolth: hp 54; see Appendix 3.
 Drow Sniper, Male Drow Scout 7/Fighter 1: hp 64; see Appendix 3.
 Drow Warrior, Male Drow Warrior 6 (2): hp 36; see Appendix 3.
Tactics: The drow work as a cohesive team and make liberal use of their training with various poisons. The drow warriors fight with rapiers and hand crossbows, trying to sink an arrow or rapier blade into each PC at least once. The sniper focuses on attacking PCs that are flat-footed against him, so that he can utilize his Hit and Run Tactics ability to add his Dexterity bonus to damage. He will use his Skirmish ability each round if able, using his Tumble skill if necessary to avoid attacks of opportunity from PCs with reach weapons.
The priestess fights intelligently, using offensive spells when the right opportunity presents itself and supporting her allies when the tide of battles turns against them. She also makes liberal use of her ability to poison PCs via her Poison Spell feat. Once enough PCs have been struck with poisoned weapons, arrows and even touch spells, she activates her Lolth’s Caress feat to force a secondary save vs. poison on the PCs.
APL 4: Same as above. Note that the drow warriors must take Move actions to reload their crossbows and thus will only reload them if not in direct melee combat. 
APL 6: Same as previous APLs except the drow priestess will cast prayer in the first round of combat. She also activates the displacement quality of her armor to protect herself when engaged in melee. The drow warriors can now reload their hand crossbows as free actions each round.
APL 8: Same as previous APLs except the drow priestess will cast recitation in the first round of combat. The drow warriors can now reapply poison to their rapiers as swift actions, which they will do at the end of round. If they are near death, they will do this in between attacks in an attempt to poison multiple PCs or one PC multiple times. The drow sniper has skirmisher boots at this APL and will utilize them to make extra attacks while using his Skirmish ability. Note that these boots also grant him a +2 bonus on damage rolls when making a Skirmish attack.

Poison: A key element to this encounter is the drows’ use of poison. The number of doses that have been pre-applied to weapons and arrows varies by APL as follows:

APL 4
· Drow Priestess – 1 dose of drow poison on her dagger.
· Drow Sniper – 1 dose of drow poison on his rapier. The rest of the poison has been pre-applied to his arrows (2 drow poison and 3 medium spider venom).
· Drow Warrior – 1 dose of medium spider venom on their rapiers, 2 bolts poisoned with drow poison, and 1 bolt poisoned with medium spider venom.
APL 6
· Drow Priestess – 1 dose of drow poison on her dagger.
· Drow Sniper – 1 dose of drow poison on his rapier. The rest of the poison has been pre-applied to his arrows (4 drow poison and 5 medium spider venom).
· Drow Warrior – 1 dose of medium spider venom on their rapiers, 3 bolts poisoned with drow poison, and 2 bolts poisoned with medium spider venom.
APL 8
· Drow Priestess – 1 dose of drow poison on her dagger.
· Drow Sniper – 1 dose of drow poison on his rapier. The rest of the poison has been pre-applied to his arrows (4 drow poison and 5 large scorpion venom).
· Drow Warrior – 1 dose of large scorpion venom on their rapiers, 3 bolts poisoned with drow poison, and 2 bolts poisoned with large scorpion venom.
Note that the drow sniper at APL 6 and both the sniper and warriors at APL 8 have the Master of Poisons feat and may apply poison to a weapon, arrow or bolt as a Swift action without risking accidentally poisoning themselves. Note also that any drow without this feat suffer a 5% risk of accidentally poisoning themselves whenever applying poison to a weapon or attack, and must make DC 15 Reflex saves to avoid poisoning themselves whenever they roll a natural 1 on an attack roll. See the DMG (page 296) for poison statistics and more information on poisons.
Treasure: The following treasure can be recovered from the drow:

APL 4: L: 724 gp, C: 0 gp, M: 400 gp, slippers of spider climb (400 gp).
APL 6: L: 522 gp, C: 0 gp, M: 1,960 gp, +1 displacement fullplate (471 gp), +1 composite longbow +1 Str (208 gp), +1 hand crossbow x2 (400 gp), +1 heavy steel shield (98 gp), +1 mithral shirt (92 gp), cloak of resistance +1 (83 gp), tunic of steady spellcasting (208 gp), slippers of spider climb (400 gp).
APL 8: L: 510 gp, C: 0 gp, M: 4,072 gp, +1 displacement fullplate (471 gp), +1 chain shirt x2 (183 gp), +1 composite longbow +2 Str (216 gp), +1 hand crossbow x2 (400 gp), +1 heavy steel shield (98 gp), +1 mithral shirt (92 gp), +1 rapier x2 (387 gp), bracers of the entangling blast (167 gp), cloak of resistance +1 (83 gp), cloak of the arachnida (1,167 gp), periapt of wisdom +2 (333 gp), tunic of steady spellcasting (208 gp), skirmisher boots (267 gp).
Developments: After the PCs have defeated the drow, they may make their way safely to the exit of the tunnels. The players are welcome to watch their Strike Team partners finish off their final encounter.
conclusion
After each table has completed their encounters, tally the results. If more than half of the Strike Teams playing a particular track were successful, then that Track succeeded.
If the PCs were successful in beating both tracks, then proceed to Conclusion A. If only one of the two tracks was successful, then proceed to Conclusion B. If neither Track was successful, then proceed to Conclusion C.

conclusion a – outstanding victory

The front gates of Drakhmar’s fortress have been battered down, clearing a path for the Court of the Land’s forces. Supported by the Topaz Guardians, another force has penetrated Drakhmar’s fortress from below, thanks to the efforts of the PCs. Even with the support of the Spider Queen and the Coven, Drakhmar was unable to hold his fortress and was slain in the process. The PCs’ victory this day is unquestionable.

The PCs receive access to “Outstanding Victory,” “Fallen Foes,” and “To the Victor” on their ARs.
Report this information to the Command Group, who will be responsible for communicating the results to the remaining players in any way they see fit.
conclusion B – stalemate

With only one prong of the assault successful, the opposing armies have bunkered down for a long and drawn-out battle, the success of which is still to be determined. Although Drakhmar/Horthar (depending on which track was successful) has fallen, their forces have not yet relented.

Depending on which track was successful, the players all receive access to either “Fallen Foes” or “To the Victor” on their ARs.
Report this information to the Command Group, who will be responsible for communicating the results to the remaining players in any way they see fit.
conclusion c – tactical defeat

Both prongs of the assault were unsuccessful, leaving many adventurers dead or worse. The Court of the Land’s army was forced to retreat with numerous casualties. It appears that the Spider Queen shall have her army.

The PCs receive nothing on their ARs.
Report this information to the Command Group, who will be responsible for communicating the results to the remaining players in any way they see fit.
The End

Experience Point Summary

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

Encounter 1
Defeat the web golem (and spider at APLs 6 and 8).


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Encounter 2
Defeat Drialla.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Encounter 3
Defeat the drow.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Story Award

Guide the Strike Team through the maze.

APL 4: 75 xp.


APL 6: 100 xp.


APL 8: 125 xp.
Total possible experience

APL 4: 337 xp.


APL 6: 450 xp.


APL 8: 562 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 2:

APL 4: L: 208 gp, C: 0 gp, M: 451 gp, +1 mithral shirt (175 gp), +1 mithral buckler (168 gp), potion of invisibility (25 gp), vest of resistance +1 (83 gp).
APL 6: L: 28 gp, C: 0 gp, M: 1,681 gp, +1 mithral shirt (175 gp), +1 bastard sword (195 gp), +1 fullplate (221 gp), +1 heavy steel shield (98 gp), +1 mithral buckler (168 gp), bracers of arcane freedom (192 gp), headband of intellect +2 (333 gp), potion of invisibility (25 gp), repelling gauntlets (192 gp), vest of resistance +1 (83 gp).
APL 8: L: 28 gp, C: 0 gp, M: 2,548 gp, +1 mithral shirt (175 gp), +1 bastard sword (195 gp), +1 fullplate (221 gp), +1 heavy steel shield (98 gp), +1 mithral buckler (168 gp), amulet of health +2 (333 gp), bracers of arcane freedom (192 gp), bracers of quickstrike (117 gp), headband of intellect +2 (333 gp), potion of invisibility (25 gp), repelling gauntlets (192 gp), ring of protection +1 (167 gp), vest of resistance +2 (333 gp).
Encounter 3:

APL 4: L: 724 gp, C: 0 gp, M: 400 gp, slippers of spider climb (400 gp).

APL 6: L: 522 gp, C: 0 gp, M: 1,960 gp, +1 displacement fullplate (471 gp), +1 composite longbow +1 Str (208 gp), +1 hand crossbow x2 (400 gp), +1 heavy steel shield (98 gp), +1 mithral shirt (92 gp), cloak of resistance +1 (83 gp), tunic of steady spellcasting (208 gp), slippers of spider climb (400 gp).

APL 8: L: 510 gp, C: 0 gp, M: 4,072 gp, +1 displacement fullplate (471 gp), +1 chain shirt x2 (183 gp), +1 composite longbow +2 Str (216 gp), +1 hand crossbow x2 (400 gp), +1 heavy steel shield (98 gp), +1 mithral shirt (92 gp), +1 rapier x2 (387 gp), bracers of the entangling blast (167 gp), cloak of resistance +1 (83 gp), cloak of the arachnida (1,167 gp), periapt of wisdom +2 (333 gp), tunic of steady spellcasting (208 gp), skirmisher boots (267 gp).
Total Possible Treasure (Maximum Reward Allowed)
APL 4: L: 932 gp, C: 0 gp, M: 851 gp – Total: 1,783 gp (325 gp).

APL 6: L: 550 gp, C: 0 gp, M: 3,641 gp – Total: 4,191 gp (450 gp).

APL 8: L: 538 gp, C: 0 gp, M: 6,620 gp – Total: 7,158 gp (650 gp).
Items for the Adventure Record

Special

 (
Outstanding Victory: You have helped the Court of the Land and the Topaz Order dismantle Drakhmar’s forces. Drakhmar is dead and the drow of House Tormtor have been forced to retreat into the Underoerth with their tails between their legs. In light of your outstanding victory, the Court of the Land has arranged for a number of items to be made available to you. You gain access (frequency: meta-regional) to the following items: angelhelm (MIC), boots of the mountain king, greater (MIC), quiver of energy (frost) (MIC), ring of vanishing (MIC), runestaff of evocation (MIC) and the following weapon enhancements: sacred (MIC), spellstrike (MIC), transmuting (MIC).

 (
To the Victor: In exchange for your successful participation in the attack on Drakhmar Darkfist’s mercenary stronghold, the Court of the Land will permit you to purchase one of the adamantine dwarvencraft weapons seized from its stores. Up to 50 projectiles may be purchased as a single weapon. Mark this favor as used after purchasing the item.

 (
Fallen Foes: In exchange for ridding this world of Horthar, one of the Coven’s most powerful members, the Topaz Order has offered to train you in the use of its specialized divine magics. You may gain access to any two of the following spells: aligned aura (CC), angelskin (SpC), benediction (CC), bolster aura (CC), divine presence (CC), knight’s move (SpC), rhino’s rush (SpC), righteous fury (SpC), sacred item (CC), seed of life (CC), touch of restoration (CC), turn anathema (CC). Mark this favor as used after selecting the spells.
Item Access

APL 4:

· +1 Mithral Shirt (Adventure; DMG)
· +1 Mithral Buckler (Adventure; DMG)

· Dose of Medium Spider Venom (Limit 3; Adventure;DMG)
· Ring of Communication (Adventure; MIC)
· Rod of Viscid Globs (Adventure; MIC)
· Slippers of Spider Climb (Adventure; DMG)
APL 6:

· +1 Displacement Fullplate (Adventure; MIC)
· Bracers of Arcane Freedom (Adventure; MIC)
· Bracers of Repulsion (Adventure; MIC)

· Crystal of Acid Assault (Lesser) (Adventure; MIC)

· Repelling Gauntlets (Adventure; MIC)

· Tunic of Steady Spellcasting (Adventure; MIC)

APL 8:
· Bracers of the Entangling Blast (Adventure; MIC)

· Bracers of Quickstrike (Adventure; MIC)
· Cloak of the Arachnida (Adventure; DMG)
· Dose of Large Scorpion Venom (Limit 3; Adventure;DMG)
· Iron Ward Diamond (Lesser) (Adventure; MIC)
· Skirmisher Boots (Adventure; MIC)
Appendix 1 – APL 4

Encounter 1




De-Evolved Web Golem
CR 6
N Large construct (golem)

Init +3; Senses darkvision 60 ft., low-light vision; Listen +0, Spot +0
AC 20, touch 12, flat-footed 17

(-1 size, +3 Dex, +8 natural)

hp 83 (8 HD); fast healing 5; DR 5/adamantine
Immune magic (see description)
Fort +2, Ref +5, Will +2
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness vulnerability to fire
Speed 30 ft. (6 squares); spider climb
Melee 2 slams +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+7) and bite +5 (1d6+2 plus poison)
Space 10 ft.; Reach 15 ft.

Base Atk +6; Grp +15
Atk Options poison, web
Abilities Str 20, Dex 17, Con –, Int –, Wis 11, Cha – 
SQ adhesive, construct traits
Feats – 

Skills Hide -1 (+14 in webs)total ranks: class XX H
Adhesive (Ex) A web golem is extremely sticky. Anyone who makes an unsuccessful melee attack against a web golem must succeed on a DC 17 Reflex save, or the attacker’s weapon sticks to the web golem and is yanked out of the wielder’s grasp. Creatures using natural weapons are automatically grappled if they fail the save. Pulling a stuck weapon or limb loose from a web golem requires a DC 17 Strength check. The save DC and check DC are Strength-based and include a -2 reduction.
Immunity to Magic (Ex) A web golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells function differently against the creature, as noted below. A grease spell slows it (as the slow spell) for 2d6 rounds, with no saving throw. A web golem’s movement is not inhibited by a web spell.
Poison (Ex) Bite, Fortitude DC 14; initial and secondary damage 1d6 Str. The save DC is Constitution-based.
Spider Climb (Ex) A web golem has a continuous spider climb ability, as the spell.
Web (Ex) A web golem can use a web effect, as the spell (DC 13), three times per day. Caster level 10th.
Skills A web golem’s body allows it to blend in extremely effectively when hiding among other giant spider webs, conferring a +15 circumstance bonus on Hide check.
Description This vaguely humanoid-shaped creature is composed entirely of webs, except for its eight spider-like eyes and sharp mandibles.
Sources Monster Manual III (Page 74)
Power-Up Suite: None.

Encounter 2




Drialla the Architect
CR 7
Female half-illithid gnome beguiler 4
LE Small aberration (augmented humanoid)
Init +5; Senses darkvision 60 ft.; Listen +9, Spot +9
Languages Common, Dwarven, Elven, Gnome, Undercommon 

AC 22, touch 12, flat-footed 21

(+1 size, +1 Dex, +5 armor, +2 shield, +3 natural)

hp 27 (4 HD) 

SR 14
Fort +5, Ref +3, Will +7

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 mithral shirt (4 squares), base movement 20 ft.

Melee 4 tentacles +1[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d3-2)
Ranged masterwork light crossbow +5[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -4
Atk Options extract, improved grab, mind blast (1/day; DC 18), psionics, surprise casting
Combat Gear +1 mithral shirt, +1 mithral buckler, potion of barkskin +2, potion of invisibility, vest of resistance +1, masterwork light crossbow
Beguiler Spells Known (CL 4th): 

2nd (4/day)—chosen from beguiler list

1st (5/day)—nystul’s magic aura, plus others chosen from beguiler list

0 (6/day)—chosen from beguiler list
Psionics (Spell-Like Abilities) (CL 4th):

3/day—detect thoughts (DC 18), suggestion (DC 18, levitate
Abilities Str 6, Dex 13, Con 16, Int 20, Wis 14, Cha 16 
SQ advanced learning (nystul’s magic aura), armored mage, cloaked casting (+1 DC), telepathy 100 ft., trapfinding
Feats Improved Initiative, Spell Focus (enchantment) 

Skills total ranks: class XX Bluff +10, Concentration +10, Craft (trapmaking) +12, Disguise +12, Intimidate +6, Knowledge (architecture & engineering) +12, Listen +9, Sense Motive +9, Spellcraft +12, Spot +9, Tumble +8

Possessions combat gear 

Extract (Ex) A half-illithid that successfully maintains its hold with all four tentacles for 1 full round automatically extracts the opponent’s brain at the beginning of its next turn, instantly killing that creature.

Improved Grab (Ex) If Drialla hits an opponent that is her own size or smaller with a tentacle attack, she deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If Drialla gets a hold, she attaches the tentacle to the opponent’s head. After a successful grab, she can try to attach her remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or Escape Artist check, but Drialla gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn.

Mind Blast (Su) Drialla can use this attack once per day. It is a cone 40 feet long. Anyone caught in this cone must succeed on a Will save (DC 18) or be stunned for 1d4 rounds.
Description This gnome maiden would be stunningly attractive if it weren’t for the four stubby tentacles sprouting from where her mouth should be.
Sources Fiend Folio (Page 91)
Power-Up Suite: The following active spells are reflected in Drialla’s stat block: barkskin, disguise self, undetectable alignment. Her spells of each level per day have been adjusted accordingly.
Ibowen
CR 2
Female voidmind ex-paladin 1
LE Medium aberration (augmented humanoid)
Init +2; Senses Listen +2, Spot +2
Languages Common 

AC 25, touch 11, flat-footed 24

(+1 Dex, +8 armor, +2 shield, +4 natural)

hp 14 (1 HD); DR 5/magic
Immune ability damage/drain, acid, energy drain, mind-affecting
SR 11
Fort +8, Ref +2, Will +0

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in masterwork fullplate (4 squares), base movement 30 ft.

Melee masterwork bastard sword +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d10+5/19-20) and tentacle +6 (1d6+5)
Space 5 ft.; Reach 5 ft. (10 ft. with tentacle)
Base Atk +1; Grp +6 (+10 with tentacle)
Atk Options cone of slime (1d6; DC 14), constrict, improved grab, sentient tentacle
Combat Gear masterwork bastard sword, masterwork fullplate, masterwork heavy steel shield
Abilities Str 20, Dex 15, Con 18, Int 10, Wis 10, Cha 10 
Feats Alertness (B), Combat Reflexes (B), Exotic Weapon Proficiency (bastard sword), Great Fortitude (B), Weapon Focus (bastard sword) 

Skills Bluff +6, Diplomacy +4, Sense Motive +4\

Possessions combat gear 

Cone of Slime (Su) Once per day as a standard action, Ibowen can expel the psionically charged slime in her head in a 30-foot cone. This attack deals 1d6 points of acid damage. A successful Reflex save (DC 14) halves the damage. In addition, any creature that takes damage from the spray takes a –2 penalty on its Will saves and is stunned for 1d4+1 rounds (Fortitude save negates the stun; save DC same as above). The psionic slime replenishes itself automatically in 24 hours. The save DCs are Constitution-based.
Constrict (Ex) Ibowen gains the ability to constrict her victim with a successful grapple check. When she constricts, her tentacle deals 1d6+7 damage. 

Improved Grab (Ex) To use this ability, Ibowen must hit a creature of her size category or smaller with her tentacle attack. She can then attempt to start a grapple as a free action without provoking attacks of opportunity. Ibowen has a +4 racial bonus on grapple checks made with her tentacle. If she wins the grapple check, she establishes a hold and can constrict. 
Mind Flayer Host (Su) Three mind flayers form a bond with any voidmind creature they create. A different mind flayer cannot bond itself to a voidmind creature after creation. The creature's masters are instantly aware if the creature takes any damage, wanders out of range of their control, or is the target of any magic. Also as a result of this bond, the masters can, as a standard action, see and hear through the eyes and ears of their bonded voidmind creature to a range of five miles. Maintaining this link requires a mind flayer to concentrate, but the mind flayer remains aware of its surroundings and can move normally. Finally, any one of the three masters can take control of the voidmind creature, at will, as the dominate monster spell (no save). While controlling the voidmind creature in this fashion, a mind flayer can manifest its own innate psionic abilities through the voidmind creature, as though the creature were manifesting the ability itself. Any of the mind flayer's psionic powers used in this fashion can target or affect creatures within range, line of sight, and line of effect of the voidmind creature. So, for example, a mind flayer can use plane shift to send the voidmind creature to another plane, or it could send itself to another plane. Likewise, the mind flayer could use suggestion on a target it sees through the voidmind creature's eyes.

Sentient Tentacle (Ex): Ibowen’s tentacle attacks of its own accord. The creature can direct it to attack certain targets, but the psionic nature of the tentacle enables it to flex and move in combat without hindering the creature's other combat abilities. A voidmind creature that has successfully grappled a creature with its tentacle can attack another creature at no penalty, as long as that creature is within a distance equal to the tentacle's reach. 
Skills Ibowen have a +4 racial bonus on Bluff, Escape Artist and Intimidate checks. 
Description The noble figure before you is an athletic and striking woman dressed in heavy armor. Very little of her face can be seen through an ornate helmet.
Sources Monster Manual III (Page 187)
Power-Up Suite: The following active spells are reflected in Ibowen’s stat block: undetectable alignment.
Encounter 3




Drow Priestess
CR 4
Female drow cleric 3 of Lolth
CE Medium humanoid (elf)
Init +2; Senses darkvision 120 ft.; Listen +4, Spot +4
Languages Common, Elven, Undercommon 

AC 23, touch 11, flat-footed 22

(+1 Dex, +8 armor, +2 shield, +2 natural)

hp 20 (3 HD) 

Immune sleep
SR 14
Fort +4, Ref +3, Will +5 (+7 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 20 ft. in masterwork fullplate (4 squares), base movement 30 ft.
Melee masterwork dagger +4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3
Atk Options Poison Spell
Special Actions Lolth’s Caress, rebuke undead (4/day)
Combat Gear potion of barkskin +2, potion of invisibility, masterwork dagger, masterwork fullplate, masterwork heavy steel shield, 3 doses of drow poison, 3 doses of medium spider venom
Cleric Spells Prepared (CL 3rd):


2nd—silence, sound burst, invisibility (D)

1st—bless, cure light wounds, resurgence, protection from good (D)

0—detect magic (2), guidance, read magic
D: Domain spell. Deity: Lolth. Domains: Evil, Trickery 
SpC: Spell Compendium
Spell-Like Abilities (CL 3rd):

1/day—dancing lights, darkness, faerie fire
Abilities Str 13, Dex 14, Con 12, Int 10, Wis 15, Cha 12 
Feats Lolth’s Caress, Poison Spell 

Skills Concentration +7, Knowledge (religion) +6total ranks: class XX 
Possessions combat gear plus holy symbol of Lolth
Description The humanoid has smooth, black skin and pale silver hair. She is slightly shorter and slimmer than a human. She wears a blackened set of full-plate armor with an elf-headed spider embossed on it, and she carries a heavy shield with a similar decoration. 

Sources –
Power-Up Suite: The following active spells are reflected in the drow priestess’ stat block: barkskin, invisibility.
Drow Sniper
CR 4
Male drow scout 2/fighter 1
CE Medium humanoid (elf)
Init +6; Senses darkvision 120 ft.; Listen +8, Spot +8
Languages Common, Elven, Undercommon 

AC 19, touch 13, flat-footed 16

(+3 Dex, +4 armor, +2 natural)

hp 23 (3 HD) 

Immune sleep
SR 14
Fort +4, Ref +6, Will +1 (+3 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 30 ft. in mithral shirt (6 squares), base movement 30 ft.; spider climb 20 ft.
Melee masterwork rapier +4[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1/18-20 plus poison)

Ranged masterwork composite longbow (+1 Str) +7 (1d8+1/x3 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3
Atk Options hit and run tactics, Point Blank Shot, Precise Shot, skirmish (+1d6)
Combat Gear mithral shirt, potion of barkskin +2, slippers of spider climb, masterwork composite longbow (+1 Str), masterwork rapier, 3 doses of drow poison, 3 doses of medium spider venom
Spell-Like Abilities (CL 3rd):

1/day—dancing lights, darkness, faerie fire
Abilities Str 13, Dex 17, Con 12, Int 10, Wis 12, Cha 10 
SQ battle fortitude +1, trapfinding, uncanny dodge
Feats Point Blank Shot, Precise Shot, Weapon Focus (composite longbow) 

Skills Balance +10, Climb +7, Hide +8, Jump +9, Listen +8, Move Silently +8, Spot +8, Tumble +12total ranks: class XX Ba
Possessions combat gear plus 40 arrows

Hit and Run Tactics (Ex) A drow fighter gains a +2 bonus on Initiative checks. In addition, when attacking a flat-footed opponent within 30 feet, he can add his Dexterity bonus as a competence bonus on weapon damage rolls.
Description A drow holds his bow at the ready, a murderous gleam in his eye.
Sources Complete Adventurer (Page 12)

Power-Up Suite: The following active spells are reflected in the drow sniper’s stat block: barkskin. 
Drow Warrior
CR 2
Male drow warrior 2
CE Medium humanoid (elf)
Init +3; Senses darkvision 120 ft.; Listen +3, Spot +3
Languages Common, Elven, Undercommon 

AC 19, touch 13, flat-footed 16

(+3 Dex, +4 armor, +2 natural)

hp 12 (2 HD) 

Immune sleep
SR 13
Fort +3, Ref +3, Will +1 (+3 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 30 ft. in masterwork chain shirt (6 squares), base movement 30 ft.
Melee masterwork rapier +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+2/18-20 plus poison) or masterwork rapier +3 (1d6+3/18-20 plus poison) and masterwork hand crossbow +4 (1d4+1/19-20 plus poison)
Ranged masterwork hand crossbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4

Atk Options Versatile Combatant

Combat Gear potion of barkskin +2, masterwork chain shirt, masterwork hand crossbow, masterwork rapier, 3 doses of drow poison, 3 doses of medium spider venom
Spell-Like Abilities (CL 3rd):

1/day—dancing lights, darkness, faerie fire
Abilities Str 15, Dex 16, Con 11, Int 10, Wis 12, Cha 10 
Feats Versatile Combatant 

Skills Climb +6, Jump +6total ranks: class XX Ba
Possessions combat gear plus 20 bolts
Description From the shadows charges an elf with dark skin and silver hair. It brandishes a rapier in one hand and aims a hand crossbow at you with the other.
Sources –
Power-Up Suite: The following active spells are reflected in the drow warrior’s stat block: barkskin. 
Appendix 2 – APL 6

Encounter 2




Drialla the Architect
CR 9
Female half-illithid gnome beguiler 6
LE Small aberration (augmented humanoid)
Init +5; Senses darkvision 60 ft.; Listen +11, Spot +11
Languages Common, Dwarven, Elven, Gnome, Undercommon 

AC 24, touch 13, flat-footed 23

(+1 size, +1 Dex, +5 armor, +1 deflection, +2 shield, +4 natural)

hp 47 (6 HD) 

SR 16
Fort +6, Ref +4, Will +8

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 mithral shirt (4 squares), base movement 20 ft.

Melee 4 tentacles +2[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d3-2)
Ranged masterwork light crossbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -3
Atk Options extract, improved grab, mind blast (1/day; DC 19), psionics, Silent Spell, surprise casting (move action)
Combat Gear +1 mithral shirt, +1 mithral buckler,  bracers of arcane freedom, headband of intellect +2, potion of barkskin +3, potion of invisibility, repelling gauntlets, vest of resistance +1, masterwork light crossbow
Beguiler Spells Known (CL 6th): 

3rd (4/day)—chosen from beguiler list


2nd (7/day)—chosen from beguiler list

1st (5/day)—nystul’s magic aura, plus others chosen from beguiler list

0 (6/day)—chosen from beguiler list
Psionics (Spell-Like Abilities) (CL 6th):

3/day—detect thoughts (DC 19), suggestion (DC 19), levitate
Abilities Str 6, Dex 13, Con 16, Int 22, Wis 14, Cha 16 
SQ advanced learning (nystul’s magic aura), armored mage, cloaked casting (+1 DC), telepathy 100 ft., trapfinding
Feats Improved Initiative, Improved Toughness, Silent Spell (B), Spell Focus (enchantment)
Skills total ranks: class XX Bluff +12, Concentration +12, Craft (trapmaking) +15, Disguise +14, Intimidate +8, Knowledge (architecture & engineering) +15, Listen +11, Sense Motive +11, Spellcraft +15, Spot +11, Tumble +10

Possessions combat gear 

Extract (Ex) A half-illithid that successfully maintains its hold with all four tentacles for 1 full round automatically extracts the opponent’s brain at the beginning of its next turn, instantly killing that creature.

Improved Grab (Ex) If Drialla hits an opponent that is her own size or smaller with a tentacle attack, she deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If Drialla gets a hold, she attaches the tentacle to the opponent’s head. After a successful grab, she can try to attach her remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or Escape Artist check, but Drialla gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn.

Mind Blast (Su) Drialla can use this attack once per day. It is a cone 40 feet long. Anyone caught in this cone must succeed on a Will save (DC 19) or be stunned for 1d4 rounds.
Description This gnome maiden would be stunningly attractive if it weren’t for the four stubby tentacles sprouting from where her mouth should be.
Sources Fiend Folio (Page 91)
Power-Up Suite: The following active spells are reflected in Drialla’s stat block: barkskin, disguise self, undetectable alignment. Her spells of each level per day have been adjusted accordingly.
Ibowen
CR 4
Female voidmind ex-paladin 1/fighter 2
LE Medium aberration (augmented humanoid)
Init +2; Senses Listen +2, Spot +2
Languages Common 

AC 27, touch 11, flat-footed 26

(+1 Dex, +9 armor, +3 shield, +4 natural)

hp 35 (3 HD); DR 5/magic
Immune ability damage/drain, acid, energy drain, mind-affecting
SR 13
Fort +9, Ref +4, Will +0

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 fullplate (4 squares), base movement 30 ft.

Melee +1 bastard sword +10[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d10+6/19-20) and tentacle +8 (1d6+5)
Space 5 ft.; Reach 5 ft. (10 ft. with tentacle)
Base Atk +3; Grp +8 (+12 with tentacle)
Atk Options cone of slime (3d6; DC 14), constrict, improved grab, Power Attack, sentient tentacle
Combat Gear +1 bastard sword, +1 fullplate, +1 heavy steel shield

Abilities Str 20, Dex 15, Con 18, Int 10, Wis 10, Cha 10 
Feats Alertness (B), Blind-Fight, Combat Reflexes (B), Exotic Weapon Proficiency (bastard sword), Great Fortitude (B), Lightning Reflexes, Power Attack, Weapon Focus (bastard sword) 

Skills Bluff +8, Diplomacy +4, Sense Motive +4\

Possessions combat gear 

Cone of Slime (Su) Once per day as a standard action, Ibowen can expel the psionically charged slime in her head in a 30-foot cone. This attack deals 3d6 points of acid damage. A successful Reflex save (DC 14) halves the damage. In addition, any creature that takes damage from the spray takes a –2 penalty on its Will saves and is stunned for 1d4+1 rounds (Fortitude save negates the stun; save DC same as above). The psionic slime replenishes itself automatically in 24 hours. The save DCs are Constitution-based.
Constrict (Ex) Ibowen gains the ability to constrict her victim with a successful grapple check. When she constricts, her tentacle deals 1d6+7 damage. 

Improved Grab (Ex) To use this ability, Ibowen must hit a creature of her size category or smaller with her tentacle attack. She can then attempt to start a grapple as a free action without provoking attacks of opportunity. Ibowen has a +4 racial bonus on grapple checks made with her tentacle. If she wins the grapple check, she establishes a hold and can constrict. 
Mind Flayer Host (Su) Three mind flayers form a bond with any voidmind creature they create. A different mind flayer cannot bond itself to a voidmind creature after creation. The creature's masters are instantly aware if the creature takes any damage, wanders out of range of their control, or is the target of any magic. Also as a result of this bond, the masters can, as a standard action, see and hear through the eyes and ears of their bonded voidmind creature to a range of five miles. Maintaining this link requires a mind flayer to concentrate, but the mind flayer remains aware of its surroundings and can move normally. Finally, any one of the three masters can take control of the voidmind creature, at will, as the dominate monster spell (no save). While controlling the voidmind creature in this fashion, a mind flayer can manifest its own innate psionic abilities through the voidmind creature, as though the creature were manifesting the ability itself. Any of the mind flayer's psionic powers used in this fashion can target or affect creatures within range, line of sight, and line of effect of the voidmind creature. So, for example, a mind flayer can use plane shift to send the voidmind creature to another plane, or it could send itself to another plane. Likewise, the mind flayer could use suggestion on a target it sees through the voidmind creature's eyes.

Sentient Tentacle (Ex): Ibowen’s tentacle attacks of its own accord. The creature can direct it to attack certain targets, but the psionic nature of the tentacle enables it to flex and move in combat without hindering the creature's other combat abilities. A voidmind creature that has successfully grappled a creature with its tentacle can attack another creature at no penalty, as long as that creature is within a distance equal to the tentacle's reach. 
Skills Ibowen have a +4 racial bonus on Bluff, Escape Artist and Intimidate checks. 
Description The noble figure before you is an athletic and striking woman dressed in heavy armor. Very little of her face can be seen through an ornate helmet.
Sources Monster Manual III (Page 187)
Power-Up Suite: The following active spells are reflected in Ibowen’s stat block: undetectable alignment.
Encounter 3




Drow Priestess
CR 6
Female drow cleric 5 of Lolth
CE Medium humanoid (elf)
Init +2; Senses darkvision 120 ft.; Listen +5, Spot +5
Languages Common, Elven, Undercommon 

AC 26, touch 11, flat-footed 25

(+1 Dex, +9 armor, +3 shield, +3 natural)

hp 34 (5 HD) 

Immune sleep
SR 16
Fort +6, Ref +4, Will +8 (+10 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 20 ft. in masterwork fullplate (4 squares), base movement 30 ft.
Melee masterwork dagger +5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4
Atk Options Poison Spell
Special Actions Lolth’s Caress, rebuke undead (4/day)
Combat Gear +1 displacement fullplate, +1 heavy steel shield, cloak of resistance +1, potion of barkskin +3, potion of invisibility, tunic of steady spellcasting, masterwork dagger, 5 doses of drow poison, 5 doses of medium spider venom
Cleric Spells Prepared (CL 5th):


3rd—prayer, protection from energy, magic circle against good (D)

2nd—silence, sound burst (2), invisibility (D)

1st—bless, cure light wounds (2), resurgence, protection from good (D)

0—detect magic (2), guidance, read magic
D: Domain spell. Deity: Lolth. Domains: Evil, Trickery 
SpC: Spell Compendium
Spell-Like Abilities (CL 5th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 13, Dex 14, Con 12, Int 10, Wis 16, Cha 12 
Feats Lolth’s Caress, Poison Spell 

Skills Concentration +14, Knowledge (religion) +8total ranks: class XX 
Possessions combat gear plus holy symbol of Lolth
Description The humanoid has smooth, black skin and pale silver hair. She is slightly shorter and slimmer than a human. She wears a blackened set of full-plate armor with an elf-headed spider embossed on it, and she carries a heavy shield with a similar decoration. 

Sources –
Power-Up Suite: The following active spells are reflected in the drow priestess’ stat block: protection from energy (fire), barkskin, invisibility. 
Drow Sniper
CR 7
Male drow scout 5/fighter 1
CE Medium humanoid (elf)
Init +7; Senses darkvision 120 ft.; Listen +11, Spot +11
Languages Common, Elven, Undercommon 

AC 22, touch 14, flat-footed 18

(+4 Dex, +5 armor, +3 natural)

hp 42 (6 HD) 

Immune sleep
SR 17
Fort +5, Ref +7, Will +2 (+4 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 40 ft. in mithral shirt (6 squares), base movement 40 ft.; spider climb 20 ft.
Melee masterwork rapier +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1/18-20 plus poison)

Ranged +1 composite longbow (+1 Str) +10[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+2/x3 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5
Atk Options Point Blank Shot, Precise Shot, skirmish (+4d6, +3)
Combat Gear +1 composite longbow (+1 Str), +1 mithral shirt, potion of barkskin +3, potion of invisibility, slippers of spider climb, masterwork rapier, 5 doses of drow poison, 5 doses of medium spider venom
Spell-Like Abilities (CL 6th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 13, Dex 18, Con 12, Int 10, Wis 12, Cha 10 
SQ battle fortitude +1, evasion, fast movement +10 ft., trackless step, trapfinding, uncanny dodge
Feats Improved Skirmish, Master of Poisons, Point Blank Shot, Precise Shot, Weapon Focus (composite longbow) 

Skills Balance +14, Climb +10, Hide +12, Jump +12, Listen +11, Move Silently +12, Spot +11, Tumble +16total ranks: class XX Ba
Possessions combat gear plus 40 arrows

Hit and Run Tactics (Ex) A drow fighter gains a +2 bonus on Initiative checks. In addition, when attacking a flat-footed opponent within 30 feet, he can add his Dexterity bonus as a competence bonus on weapon damage rolls.
Description A drow holds his bow at the ready, a murderous gleam in his eye.
Sources Complete Adventurer (Page 12)

Power-Up Suite: The following active spells are reflected in the drow sniper’s stat block: barkskin, invisibility.
Drow Warrior
CR 4
Male drow warrior 4
CE Medium humanoid (elf)
Init +3; Senses darkvision 120 ft.; Listen +3, Spot +3
Languages Common, Elven, Undercommon 

AC 20, touch 13, flat-footed 17

(+3 Dex, +4 armor, +3 natural)

hp 24 (4 HD) 

Immune sleep
SR 15
Fort +4, Ref +4, Will +2 (+4 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 30 ft. in masterwork chain shirt (6 squares), base movement 30 ft.
Melee masterwork rapier +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3/18-20 plus poison) or masterwork rapier +6 (1d6+3/18-20 plus poison) and +1 hand crossbow +7 (1d4+1/19-20 plus poison)
Ranged +1 hand crossbow +9[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4+1/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7

Atk Options Versatile Combatant

Combat Gear +1 hand crossbow, potion of barkskin +3, masterwork chain shirt, masterwork rapier, 5 doses of drow poison, 5 doses of medium spider venom
Spell-Like Abilities (CL 5th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 16, Dex 16, Con 11, Int 10, Wis 12, Cha 10 
Feats Hand Crossbow Focus, Versatile Combatant 

Skills Climb +9, Jump +9total ranks: class XX Ba
Possessions combat gear plus 20 bolts
Description From the shadows charges an elf with dark skin and silver hair. It brandishes a rapier in one hand and aims a hand crossbow at you with the other.
Sources –
Power-Up Suite: The following active spells are reflected in the drow warrior’s stat block: barkskin. 
Appendix 3 – APL 8

Encounter 1




Advanced Web Golem
CR 8
N Large construct (golem)

Init +3; Senses darkvision 60 ft., low-light vision; Listen +0, Spot +0
AC 20, touch 12, flat-footed 17

(-1 size, +3 Dex, +8 natural)

hp 135 (15 HD); fast healing 5; DR 10/adamantine
Immune magic (see description)
Fort +5, Ref +8, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness vulnerability to fire
Speed 30 ft. (6 squares); spider climb
Melee 2 slams +15[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d10+7) and bite +10 (1d6+2 plus poison)
Space 10 ft.; Reach 15 ft.

Base Atk +11; Grp +20
Atk Options poison, web
Abilities Str 21, Dex 17, Con –, Int –, Wis 11, Cha – 
SQ adhesive, construct traits
Feats – 

Skills Hide -1 (+14 in webs)total ranks: class XX H
Adhesive (Ex) A web golem is extremely sticky. Anyone who makes an unsuccessful melee attack against a web golem must succeed on a DC 22 Reflex save, or the attacker’s weapon sticks to the web golem and is yanked out of the wielder’s grasp. Creatures using natural weapons are automatically grappled if they fail the save. Pulling a stuck weapon or limb loose from a web golem requires a DC 22 Strength check. The save DC and check DC are Strength-based.
Immunity to Magic (Ex) A web golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells function differently against the creature, as noted below. A grease spell slows it (as the slow spell) for 2d6 rounds, with no saving throw. A web golem’s movement is not inhibited by a web spell.
Poison (Ex) Bite, Fortitude DC 17; initial and secondary damage 1d6 Str. The save DC is Constitution-based.
Spider Climb (Ex) A web golem has a continuous spider climb ability, as the spell.
Web (Ex) A web golem can use a web effect, as the spell (DC 13), three times per day. Caster level 10th.
Skills A web golem’s body allows it to blend in extremely effectively when hiding among other giant spider webs, conferring a +15 circumstance bonus on Hide check.
Description This vaguely humanoid-shaped creature is composed entirely of webs, except for its eight spider-like eyes and sharp mandibles
Sources Monster Manual III (Page 74)
Power-Up Suite: None.

Encounter 2




Drialla the Architect
CR 11
Female half-illithid gnome beguiler 8
LE Small aberration (augmented humanoid)
Init +6; Senses darkvision 60 ft.; Listen +13, Spot +131
Languages Common, Dwarven, Elven, Gnome, Undercommon 

AC 26, touch 14, flat-footed 24

(+1 size, +2 Dex, +5 armor, +1 deflection, +2 shield, +5 natural)

hp 68 (8 HD) 

SR 18
Fort +8, Ref +6, Will +10

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 mithral shirt (4 squares), base movement 20 ft.

Melee 4 tentacles +3[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d3-2)
Ranged masterwork light crossbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d6/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp -2
Atk Options extract, improved grab, mind blast (1/day; DC 19), psionics, Silent Spell, surprise casting (move action)
Combat Gear +1 mithral shirt, +1 mithral buckler, amulet of health +2, bracers of arcane freedom,  headband of intellect +2, potion of barkskin +4, potion of invisibility, repelling gauntlets, vest of resistance +2, masterwork light crossbow
Beguiler Spells Known (CL 8th): 

4th (3/day)—chosen from beguiler list


3rd (6/day)—shadow binding (SpC), plus others chosen from beguiler list


2nd (7/day)—chosen from beguiler list

1st (5/day)—nystul’s magic aura, plus others chosen from beguiler list

0 (6/day)—chosen from beguiler list

SpC: Spell Compendium
Psionics (Spell-Like Abilities) (CL 8th):

3/day—detect thoughts (DC 19), suggestion (DC 19), levitate
Abilities Str 6, Dex 14, Con 18, Int 22, Wis 14, Cha 16 
SQ advanced learning (nystul’s magic aura, shadow binding), armored mage, cloaked casting (+1 DC, +2 to overcome SR), telepathy 100 ft., trapfinding
Feats Improved Initiative, Improved Toughness, Silent Spell (B), Spell Focus (enchantment)
Skills total ranks: class XX Bluff +14, Concentration +15, Craft (trapmaking) +17, Disguise +16, Intimidate +10, Knowledge (architecture & engineering) +17, Listen +13, Sense Motive +13, Spellcraft +17, Spot +13, Tumble +13

Possessions combat gear 

Extract (Ex) A half-illithid that successfully maintains its hold with all four tentacles for 1 full round automatically extracts the opponent’s brain at the beginning of its next turn, instantly killing that creature.

Improved Grab (Ex) If Drialla hits an opponent that is her own size or smaller with a tentacle attack, she deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If Drialla gets a hold, she attaches the tentacle to the opponent’s head. After a successful grab, she can try to attach her remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or Escape Artist check, but Drialla gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn.

Mind Blast (Su) Drialla can use this attack once per day. It is a cone 40 feet long. Anyone caught in this cone must succeed on a Will save (DC 19) or be stunned for 1d4 rounds.
Description This gnome maiden would be stunningly attractive if it weren’t for the four stubby tentacles sprouting from where her mouth should be.
Sources Fiend Folio (Page 91)
Power-Up Suite: The following active spells are reflected in Drialla’s stat block: freedom of movement, barkskin, disguise self, undetectable alignment. Her spells of each level per day have been adjusted accordingly.
Ibowen
CR 6
Female voidmind ex-paladin 1/fighter 4
LE Medium aberration (augmented humanoid)
Init +3; Senses Listen +2, Spot +2
Languages Common 

AC 28, touch 12, flat-footed 27

(+1 Dex, +9 armor, +1 deflection, +3 shield, +4 natural)

hp 56 (5 HD); DR 5/magic
Immune ability damage/drain, acid, energy drain, mind-affecting
SR 15
Fort +10, Ref +5, Will +1

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in +1 fullplate (4 squares), base movement 30 ft.

Melee +1 bastard sword +12[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d10+8/19-20) and tentacle +10 (1d6+5)
Space 5 ft.; Reach 5 ft. (10 ft. with tentacle)
Base Atk +5; Grp +10 (+14 with tentacle)
Atk Options cone of slime (5d6; DC 14), constrict, improved grab, Power Attack, sentient tentacle
Combat Gear +1 bastard sword, +1 fullplate, +1 heavy steel shield, bracers of quick strike, ring of protection +1
Abilities Str 20, Dex 16, Con 18, Int 10, Wis 10, Cha 10 
Feats Alertness (B), Blind-Fight, Combat Reflexes (B), Exotic Weapon Proficiency (bastard sword), Great Fortitude (B), Lightning Reflexes, Power Attack, Weapon Focus (bastard sword), Weapon Specialization (bastard sword)
Skills Bluff +10, Diplomacy +4, Sense Motive +4\

Possessions combat gear 

Cone of Slime (Su) Once per day as a standard action, Ibowen can expel the psionically charged slime in her head in a 30-foot cone. This attack deals 5d6 points of acid damage. A successful Reflex save (DC 14) halves the damage. In addition, any creature that takes damage from the spray takes a –2 penalty on its Will saves and is stunned for 1d4+1 rounds (Fortitude save negates the stun; save DC same as above). The psionic slime replenishes itself automatically in 24 hours. The save DCs are Constitution-based.
Constrict (Ex) Ibowen gains the ability to constrict her victim with a successful grapple check. When she constricts, her tentacle deals 1d6+7 damage. 

Improved Grab (Ex) To use this ability, Ibowen must hit a creature of her size category or smaller with her tentacle attack. She can then attempt to start a grapple as a free action without provoking attacks of opportunity. Ibowen has a +4 racial bonus on grapple checks made with her tentacle. If she wins the grapple check, she establishes a hold and can constrict. 
Mind Flayer Host (Su) Three mind flayers form a bond with any voidmind creature they create. A different mind flayer cannot bond itself to a voidmind creature after creation. The creature's masters are instantly aware if the creature takes any damage, wanders out of range of their control, or is the target of any magic. Also as a result of this bond, the masters can, as a standard action, see and hear through the eyes and ears of their bonded voidmind creature to a range of five miles. Maintaining this link requires a mind flayer to concentrate, but the mind flayer remains aware of its surroundings and can move normally. Finally, any one of the three masters can take control of the voidmind creature, at will, as the dominate monster spell (no save). While controlling the voidmind creature in this fashion, a mind flayer can manifest its own innate psionic abilities through the voidmind creature, as though the creature were manifesting the ability itself. Any of the mind flayer's psionic powers used in this fashion can target or affect creatures within range, line of sight, and line of effect of the voidmind creature. So, for example, a mind flayer can use plane shift to send the voidmind creature to another plane, or it could send itself to another plane. Likewise, the mind flayer could use suggestion on a target it sees through the voidmind creature's eyes.

Sentient Tentacle (Ex): Ibowen’s tentacle attacks of its own accord. The creature can direct it to attack certain targets, but the psionic nature of the tentacle enables it to flex and move in combat without hindering the creature's other combat abilities. A voidmind creature that has successfully grappled a creature with its tentacle can attack another creature at no penalty, as long as that creature is within a distance equal to the tentacle's reach. 
Skills Ibowen have a +4 racial bonus on Bluff, Escape Artist and Intimidate checks. 
Description The noble figure before you is an athletic and striking woman dressed in heavy armor. Very little of her face can be seen through an ornate helmet.
Sources Monster Manual III (Page 187)
Power-Up Suite: The following active spells are reflected in Ibowen’s stat block: undetectable alignment.
Encounter 3




Drow Priestess
CR 8
Female drow cleric 7 of Lolth
CE Medium humanoid (elf)
Init +2; Senses darkvision 120 ft.; Listen +6, Spot +6
Languages Common, Elven, Undercommon 

AC 27, touch 11, flat-footed 26

(+1 Dex, +9 armor, +3 shield, +4 natural)

hp 54 (7 HD) 

Immune fire (up to 70), sleep
SR 18
Fort +7, Ref +5, Will +10 (+12 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 20 ft. in masterwork fullplate (4 squares), base movement 30 ft.
Melee masterwork dagger +7[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d4+1/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +6
Atk Options Poison Spell
Special Actions Lolth’s Caress, rebuke undead (4/day)
Combat Gear +1 displacement fullplate, +1 heavy steel shield, bracers of the entangling blast, cloak of resistance +1, periapt of wisdom +2, potion of barkskin +4, potion of invisibility, tunic of steady spellcasting, masterwork dagger, 5 doses of drow poison, 5 doses large scorpion venom
Cleric Spells Prepared (CL 7th):


4th—freedom of movement, recitation, unholy blight (D)

3rd—energy vortex, prayer, protection from energy, magic circle against good (D)

2nd—silence, sound burst (2), wave of grief, invisibility (D)

1st—bless, cure light wounds (2), resurgence (2), protection from good (D)

0—detect magic (2), guidance, read magic
D: Domain spell. Deity: Lolth. Domains: Evil, Trickery 
SpC: Spell Compendium
Spell-Like Abilities (CL 7th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 13, Dex 14, Con 12, Int 10, Wis 18, Cha 12 
Feats Improved Toughness, Lolth’s Caress, Poison Spell 

Skills Concentration +16, Knowledge (religion) +10total ranks: class XX 
Possessions combat gear plus holy symbol of Lolth
Description The humanoid has smooth, black skin and pale silver hair. She is slightly shorter and slimmer than a human. She wears a blackened set of full-plate armor with an elf-headed spider embossed on it, and she carries a heavy shield with a similar decoration. 

Sources –
Power-Up Suite: The following active spells are reflected in the drow priestess’ stat block: barkskin, protection from energy (fire), freedom of movement, invisibility. 
Drow Sniper
CR 9
Male drow scout 7/fighter 1
CE Medium humanoid (elf)
Init +7; Senses darkvision 120 ft.; Listen +13, Spot +13
Languages Common, Elven, Undercommon 

AC 23, touch 14, flat-footed 19

(+4 Dex, +5 armor, +4 natural)

hp 64 (8 HD) 

Immune sleep, web
SR 19
Fort +6, Ref +8, Will +4 (+6 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 40 ft. in mithral shirt (6 squares), base movement 40 ft.; spider climb 20 ft.; flawless stride
Melee masterwork rapier +9[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+2/18-20 plus poison)

Ranged +1 composite longbow (+2 Str) +12/+7[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3/x3 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +7
Atk Options Point Blank Shot, Precise Shot, skirmish (+4d6, +4)
Combat Gear +1 composite longbow (+1 Str), +1 mithral shirt, cloak of the arachnida, potion of barkskin +4, potion of invisibility, skirmisher boots, masterwork rapier, 5 doses of drow poison, 5 doses large scorpion venom
Spell-Like Abilities (CL 8th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 14, Dex 18, Con 12, Int 10, Wis 12, Cha 10 
SQ battle fortitude +1, evasion, fast movement +10 ft., trackless step, trapfinding, uncanny dodge
Feats Improved Skirmish, Improved Toughness, Master of Poisons, Point Blank Shot, Precise Shot, Weapon Focus (composite longbow) 

Skills Balance +16, Climb +13, Hide +14, Jump +15, Listen +13, Move Silently +14, Spot +13, Tumble +18total ranks: class XX Ba
Possessions combat gear plus 40 arrows

Hit and Run Tactics (Ex) A drow fighter gains a +2 bonus on Initiative checks. In addition, when attacking a flat-footed opponent within 30 feet, he can add his Dexterity bonus as a competence bonus on weapon damage rolls.
Description A drow holds his bow at the ready, a murderous gleam in his eye.
Sources Complete Adventurer (Page 12)

Power-Up Suite: The following active spells are reflected in the drow sniper’s stat block: barkskin, invisibility.
Drow Warrior
CR 6
Male drow warrior 6
CE Medium humanoid (elf)
Init +3; Senses darkvision 120 ft.; Listen +3, Spot +3
Languages Common, Elven, Undercommon 

AC 22, touch 13, flat-footed 19

(+3 Dex, +5 armor, +4 natural)

hp 36 (6 HD) 

Immune sleep
SR 17
Fort +5, Ref +5, Will +3 (+5 vs. spells)

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light blindness
Speed 30 ft. in +1 chain shirt (6 squares), base movement 30 ft.
Melee +1 rapier +10/+5[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+4/18-20 plus poison) or +1 rapier +8/+3 (1d6+4/18-20 plus poison) and +1 hand crossbow +9/+4 (1d4+1/19-20 plus poison)
Ranged +1 hand crossbow +11/+6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d4+1/19-20 plus poison)
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +9
Atk Options Versatile Combatant

Combat Gear +1 chain shirt, 1 hand crossbow, +1 rapier, potion of barkskin +4, potion of invisibility, 5 doses of drow poison, 5 doses large scorpion venom
Spell-Like Abilities (CL 5th):

1/day—dancing lights, darkness, faerie fire
Abilities Str 16, Dex 16, Con 11, Int 10, Wis 12, Cha 10 
Feats Hand Crossbow Focus, Master of Poisons, Versatile Combatant 

Skills Climb +11, Jump +11total ranks: class XX Ba
Possessions combat gear plus 40 bolts
Description From the shadows charges an elf with dark skin and silver hair. It brandishes a rapier in one hand and aims a hand crossbow at you with the other. 
Sources –
Power-Up Suite: The following active spells are reflected in the drow warrior’s stat block: barkskin, invisibility. 
DM Aid: Map #1 – into the spider’s den
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DM Aid: Map #2 – leave room for mayaheine
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 Dm Aid: New Rules
New Feats

Improved Toughness (Complete Warrior)

You are significantly tougher than normal.

Prerequisite: Base Fortitude save bonus +2.

Benefit: You gain a number of hit points equal to you current Hit Dice. Each time you gain a HD (such as by gaining a level), you gain 1 additional hit point. If you lose a HD (such as by losing a level), you lose 1 hit point permanently.

Special: A fighter may select Improved Toughness as one of his fighter bonus feats.

New Items

Displacement Armor Upgrade (Magic Item Compendium, page 10)

When you activate displacement armor, you appear to be standing right next to your actual location, as if affected by a displacement spell. 

This displacement property functions once per day, and the effect lasts for 5 rounds.

Faint illusion; CL 5th; Craft Arms and Armor, displacement; Price +1 bonus

Repelling Gauntlets (Magic Item Compendium, page 121)

These gloves help keep enemies at a safe distance. You can activate repelling gauntlets only when a visible enemy moves into a square adjacent to you. That enemy must attempt a DC 17 reflex save; if this fails, it is immediately pushed 5 feet away from you and it loses any remaining movement allowed in that action, though it can use additional actions to move farther. This ability functions once per day.

Moderate Conjuration; CL 9th; Craft Wondrous Item, Bigby’s Interposing hand; Price 2,300 gp; Weight --

New Template

HALF-ILLITHID TEMPLATE (Fiend Folio pg. 91-92)

“Half-illithid” is an inherited template that can be added to any humanoid other than a human (referred to hereafter as the base creature). The creature’s type changes to aberration. It uses all the base creature’s statistics and special abilities except as noted here.  

Hit Dice: Change to d8. 

AC: Natural armor improves by +1. 

Attacks: A half-illithid loses its bite attack (if the base creature has one), but gains four tentacle attacks, in addition to the base creature’s attacks (except for a bite). 

Damage: If the base creature does not have tentacle attacks, use the appropriate damage value based on the half-illithid’s size (see the table below). Otherwise, use the value from the table or the base creature’s damage, whichever is greater. 

	Size
	Tentacle Damage

	Fine
	-

	Diminutive
	1

	Tiny
	1d2

	Small
	1d3

	Medium
	1d4

	Large
	1d6

	Huge
	1d8

	Gargantuan
	2d6

	Colossal
	2d8


Special Attacks: A half-illithid retains all the special attacks of the base creature. It gains the mind flayer special attacks of mind blast, improved grab, and extract, and may also have psionic powers. 

Mind Blast (Sp): A half-illithid can use this attack once per day. It is a cone 40 feet long. Anyone caught in this cone must succeed on a Will save (DC 13 + half-illithid’s Int modifier) or be stunned for 1d4 rounds. 

Improved Grab (Ex): If a half-illithid hits an opponent that is its own size or smaller with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it attaches the tentacle to the opponent’s head. After a successful grab, the half-illithid can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or Escape Artist check, but the half-illithid gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn. 

Extract (Ex): A half-illithid that successfully maintains its hold with all four tentacles for 1 full round automatically extracts the opponent’s brain at the beginning of its next turn, instantly killing that creature. 

Psionics (Sp): A half-illithid with Intelligence or Wisdom of 8 or higher (after the ability score adjustments noted below) gains psionic abilities. These abilities are as spells cast by an 8th-level sorcerer (save DC 13 + spell level). The table below lists the abilities available according to the Hit Dice of the half-illithid. These abilities are cumulative; a half-illithid with 3 HD can use detect thoughts as well as suggestion.  

	HD
	Psionic Abilities

	1-2
	Detect thoughts 3/day

	3-4
	Suggestion 3/day

	5-6
	Levitate 3/day

	7+
	Charm monster 1/day


Special Qualities: A half-illithid has all the special qualities of the base creature and also gains the qualities noted below. 

Darkvision (Ex): A half-illithid has Darkvision with a range of 60 feet (or as the base creature, whichever is better). 

Spell Resistance (Ex): A half-illithid has spell resistance equal to 10 + its HD. 

Telepathy (Su): A half-illithid can communicate with any creature within 100 feet that has a language. 

Abilities: Increase from the base creature as follows; Int +4, Wis +4, Cha +4. 

Climate/Terrain: Same as the base creature and any underground. 

Organization: Same as the base creature (to a maximum of about 10 creatures) or cult (6-10 plus 3-5 mind flayers). 

Challenge Rating: Same as base creature +3. 

Alignment: Usually evil (any). 

Level Adjustment: +5. 

VOIDMIND CREATURE (Monster Manual III pg. 188-189)

As much as mind flayers enjoy devouring the brains of lesser creatures, they remain interested in finding new ways to create minions. Many creatures are preserved in mind flayer cities and communities for research, or to serve as the basis for a new monstrous creation suitable as a servant for the illithids. 

The creation of a voidmind creature requires the joint effort of three illithids, one of which must be the mind flayer that succeeded in attaching all four tentacles to the creature's skull. They begin by eating portions of the subject's brain until just the part is left that allows the creature to move. Into the near-empty skull, through the holes created by the tentacles, is poured a quantity of psionically charged, translucent green goo. When the voidmind creature’s cranium is again full, the mind flayers fill the four holes in the skull with dabs of mucus that quickly solidify into loose- fitting plugs. At the end of the process, the creature is ready and willing to do the foul bidding of its masters. A voidmind creature can think for itself. Although its brain is nearly gone, the psionic slime put in to replace the gray matter gives the creature the ability to function even better intellectually than it could before the transformation. 

The voidmind process also leaves a creature faster, stronger, tougher, and (most important to the mind flayers) unchanged in physical appearance. A voidmind creature looks in every way like the creature from which it was made, except for the four plugged holes in its head (which are evident upon close inspection, should the opportunity arise) that occasionally leak a small amount of the greenish fluid. A voidmind creature makes a near perfect spy for the illithids, able to return to its home and its former life with little fear of detection while gathering information in preparation for the illithids inevitable onslaught. A voidmind creature is bound to its three mind flayer masters (see the mind flayer host special quality, below). 

However, some have won free of their masters. If all three of the illithids bonded to a voidmind creature are slain, the creature regains its free will, though it remains physically altered. In addition, a carefully worded wish or miracle spell can free a voidmind creature of its bond and even reverse the process, although the illithids bonded to the creature become aware of such an attempt and usually seek out their wayward servant for the purpose of recapturing it or killing it outright. 

CREATING A VOIDMIND CREATURE

"Voidmind" is an acquired template that can be added to any living aberration, animal, dragon, fey, giant, humanoid, magical beast, monstrous humanoid, or outsider (referred to hereafter as the base creature) of Tiny to Huge size. 

A voidmind creature uses all the base creature's statistics and special abilities except as noted here. 

Armor Class: Natural armor bonus improves by 4 (this stacks with any natural armor bonus the base creature has). 

Attacks: A voidmind creature gains a tentacle attack. At will, the creature can extrude a tentacle (resembling an oversized mind flayer tentacle) from the psionic slime in the creature's skull. This tentacle sprouts from the head of the voidmind creature and can attack with a reach 5 feet longer than the base creature's normal reach. If the base creature can use weapons, the voidmind creature retains this ability. A creature with natural weapons retains those natural weapons. A voidmind creature fighting without weapons uses the primary natural attacks of the base creature, or the tentacle attack if the base creature doesn’t 't have natural weapons. When it has a weapon, it usually uses the weapon instead. 

Full Attack: A voidmind creature fighting without weapons uses the natural weapons of the base creature, or its tentacle attack if the base creature doesn't have natural weapons. If armed with a weapon, it uses the weapon to make its full attack. 

Damage: A voidmind creature gains a tentacle attack. Even if the base creature already has a tentacle attack, use the damage value on the table below for its new tentacle. In addition, a voidmind creature gains the improved grab ability with its tentacle (see Special Attacks, below). 

	Size
	Damage

	Tiny
	1d3

	Small
	1d4

	Medium
	1d6

	Large
	1d8

	Huge
	2d6


Special Attacks: A voidmind creature retains all the special attacks of the base creature and also gains the following special abilities. 

Cone of Slime (Su): Once per day as a standard action, a voidmind creature can expel the psionically charged slime in its head in a 30-foot cone. This attack deals 1d6 points of acid damage per Hit Die of the voidmind creature (maximum 20d6). A successful Reflex save (DC 10 + 1/2 voidmind creature's racial Hit Dice + voidmind creature's Con modifier) halves the damage. In addition, any creature that takes damage from the spray takes a –2 penalty on its Will saves and is stunned for 1d4+1 rounds (Fortitude save negates the stun; save DC same as above). The psionic slime replenishes itself automatically in 24 hours. The save DCs are Constitution-based. 

Constrict (Ex): A voidmind creature gains the ability to constrict its victim with a successful grapple check. When it constricts, one of its tentacles deals damage based on the creature's size (see the table below), plus its Strength bonus × 1-1/2.

	Size
	Constrict Damage

	Tiny
	1d3

	Small
	1d4

	Medium
	1d6

	Large
	1d8

	Huge
	2d6


Improved Grab (Ex): To use this ability, a voidmind creature must hit a creature of its size category or smaller with its tentacle attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. A voidmind creature has a +4 racial bonus on grapple checks made with its tentacle. If the creature wins the grapple check, it establishes a hold and can constrict. 

Sentient Tentacle (Ex): A voidmind creature's tentacle attacks of its own accord. The creature can direct it to attack certain targets, but the psionic nature of the tentacle enables it to flex and move in combat without hindering the creature's other combat abilities. A voidmind creature that has successfully grappled a creature with its tentacle can attack another creature at no penalty, as long as that creature is within a distance equal to the tentacle's reach. 

Special Qualities: A voidmind creature retains all the special attacks of the base creature and also gains the following special abilities. 

Damage Reduction (Ex): A voidmind creature has damage reduction 5/magic. 

Immunities (Ex): A voidmind creature has immunity to acid and mind-affecting spells and abilities (charms, compulsions, phantasms, patterns, and morale effects). It is also immune to ability damage, ability drain, and energy drain. 

Mind Flayer Host (Su): Three mind flayers form a bond with any voidmind creature they create. A different mind flayer cannot bond itself to a voidmind creature after creation. The creature's masters are instantly aware if the creature takes any damage, wanders out of range of their control, or is the target of any magic. Also as a result of this bond, the masters can, as a standard action, see and hear through the eyes and ears of their bonded voidmind creature to a range of five miles. Maintaining this link requires a mind flayer to concentrate, but the mind flayer remains aware of its surroundings and can move normally. Finally, any one of the three masters can take control of the voidmind creature, at will, as the dominate monster spell (no save). While controlling the voidmind creature in this fashion, a mind flayer can manifest its own innate psionic abilities through the voidmind creature, as though the creature were manifesting the ability itself. Any of the mind flayer's psionic powers used in this fashion can target or affect creatures within range, line of sight, and line of effect of the voidmind creature. So, for example, a mind flayer can use plane shift to send the voidmind creature to another plane, or it could send itself to another plane. Likewise, the mind flayer could use suggestion on a target it sees through the voidmind creature’s eyes. 

Spell Resistance (Ex): Voidmind creatures gain spell resistance equal to 10 + Hit Dice.

Abilities: Change from the base creature as follows: Str +4, Dex +2, Con +4, Int +2, Cha – 2 (minimum 1). 

Skills: Voidmind creatures have a +4 racial bonus on Bluff, Escape Artist, and Intimidate checks. Otherwise same as the base creature. 

Feats:  A voidmind creature gains Alertness, Combat Reflexes, and Great Fortitude, if the base creature meets the prerequisites and doesn’t already have these feats. 

Organization: Solitary. 

Challenge Rating: +1. 

Treasure: Standard. 

Alignment: Usually lawful evil (an enslaved voidmind creature has the alignment of its illithid masters, while a free willed voidmind creature has the alignment of the base creature). 

Level Adjustment: +3.

New Base Class

Scout (Complete Adventurer, 13)

Any force on the move, whether it’s an army or an adventuring group, needs information about what’s ahead and what’s behind and, more important, time to prepare for battle. A scout can navigate difficult terrain at good speed, and she specializes in seeing her foe before the opponent detects her presence. In a dungeon or in the wild, a scout is seen only when she wants to be.

Adventures: Scouts adventure for numerous reasons. Many have a role in a military organization. Whether serving as outriders for a large army or as foresters for a small border fort, these scouts venture into the wilderness under orders. Although more common than other scouts, those attached to the military are unlikely to have the time or permission necessary to undertake regular adventures. Instead, adventuring scouts come from rural villages, having honed their skills over a lifetime of wandering the woods. Others have left their military service behind and find themselves attracted to the adventuring lifestyle. Many adventuring scouts begin their careers as guides hired to lead other adventurers through the wilderness. Those who find the excitement and challenge of adventuring to their taste then seek out a group of their own. 

Characteristics: A scout has some training in weapons and a unique combat style that favors fast movement and devastating attacks. She excels in performing during running battles, which allow her to maximize her special fighting techniques and high movement rate. Although a scout can hold her own in a fight she’s at her best before combat begins, when she can use her powers of stealth and observation to find an enemy and give her companions accurate information about what they face. The scout is a backcountry expert, exceeding even the ranger’s ability to navigate rough terrain and lead a group of companions through the wilderness.

The scout also excels in a dungeon environment, and she can find and disable traps as well as any rogue. As a scout advances in level, her senses become amazingly acute, and she can eventually operate normally even in total darkness

Alignment: Scouts can be of any alignment, and a scout’s alignment is often shaped more by her personal background than from any training. The notable exceptions to this are the many scouts who receive their training in a military organization – such scouts are carefully and rigorously taught, and are almost always lawful in alignment. Outside of military organizations, more scouts are neutral than any other alignment, but every alignment and philosophy is represented within the class. 

Religion: Scouts have varied and individual takes on religion, and no single religion stands out as typical of the class. Scouts occasionally pay homage to deities of nature, but these devotions are more a personal choice on the part of an individual than any outgrowth of their training. Scouts don’t see nature as a force in its own right, and this belief is one of the most profound differences between the scout and the ranger classes. Where the ranger sees nature as something to be revered and protected, the scout sees it as the terrain over which she must do her job. Although a scout might love nature for its beauty or for the solitude she can find within it, she’ll never draw power from nature the way a ranger does.

Background: Many scouts receive military training and serve for a time as outriders for an army. They perfect their techniques while trying to spot and hide from large groups of foes. The crucible of military service turns out tough, independent scouts accustomed to working on their own or in small groups. Such steady individuals make great additions to adventuring parties, and their expertise is often sought by members of other classes. Other scouts come from a wide variety of backgrounds. Some train with foresters and rangers serving a rural lord, and others simply grow up among the common folk of the countryside, spending month after month exploring the wild in their leisure time. Scouts from such verse backgrounds often take up adventuring to leave their home communities behind. Having exhausted the potential for exploration in their home region, they seek wider variety of experience and wish to see a broader portion of the world.

Races: Humans make excellent scouts. Their adaptable nature allows them to perfect a wider variety of skills than most other races, and they make good use of the scout’s many abilities. Elves and halflings are the most naturally gifted scouts; both races have produced nimble scouts with amazing abilities of stealth and observation. While halflings have more innate talent for sneaking than elves do, the greater speed of elf scouts gives them advantages of their own. Dwarves and gnomes make respectable underground scouts, and the scout’s bonuses to speed offset one of these races’ greatest weaknesses. Combined with the dwarves knack for operating in areas of earth and stone, scout training can turn dwarves into impressive underground explorers—although most dwarves prefer a more straight-forward approach to combat and dislike the skirmish fighting style of the scout. 

Other Classes: Scouts work well with members of almost any other class. Skilled and adaptable, they thrive when they can complement a slower and louder group of adventurers or soldiers. Scouts move ahead of such a group for brief periods, stealthily checking the next room or forest clearing for foes, and then circling back again to ensure that enemies are not sneaking up on the group from behind. When combat is joined, however, the group remains as a stable base to which a scout can fall back when pressed. Clerics, wizards, and others willing cast spells that enhance a scout’s mobility make her job easier and are welcome companions in combat as well. 

Conversely, a scout also welcomes a group made up entirely of stealthy characters such as rogues, rangers, ninjas, and fellow scouts. This group moves much more quietly than a normal adventuring party, and it is seldom surprised. 

Role: A scout plays several roles in most adventuring groups. First and foremost, a scout excels at detecting an enemy or creature before being detected herself. Whether moving well ahead of the group or guarding the rear, a scout is the character most likely to discover a potential threat and be ready to act in combat. Serving as a backup melee combatant or ranged expert in battle, she provides support for the more straightforward fighters in the group and confuses and distracts the enemy. A scout’s stealth and trapfinding ability make her the natural choice for entering and searching dangerous areas. 

	Level
	Base Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1st
	+0
	+0
	+2
	+0
	Skirmish (+1d6), trapfinding

	2nd
	+1
	+0
	+3
	+0
	Battle fortitude +1, uncanny dodge

	3rd
	+2
	+1
	+3
	+1
	Fast movement +10 ft., skirmish (+1d6, +1 AC), trackless step

	4th
	+3
	+1
	+4
	+1
	Bonus feat

	5th
	+3
	+1
	+4
	+1
	Evasion, skirmish (+2d6, +1 AC)

	6th
	+4
	+2
	+5
	+2
	Flawless stride

	7th
	+5
	+2
	+5
	+2
	Skirmish (+2d6, +2 AC)

	8th
	+6/+1
	+2
	+6
	+2
	Camouflage, bonus feat

	9th
	+6/+1
	+3
	+6
	+3
	Skirmish (+3d6, +2 AC)

	10th
	+7/+2
	+3
	+7
	+3
	Blindsense 30 ft.

	11th
	+8/+3
	+3
	+7
	+3
	Battle fortitude +2, fast movement +20 ft., skirmish (+3d6,

+3 AC)

	12th
	+9/+4
	+4
	+8
	+4
	Bonus feat

	13th
	+9/+4
	+4
	+8
	+4
	Skirmish (+4d6, +3 AC)

	14th
	+10/+5
	+4
	+9
	+4
	Hide in plain sight

	15th
	+11/+6/+1
	+5
	+9
	+5
	Skirmish (+4d6, +4 AC)

	16th
	+12/+7/+2
	+5
	+10
	+5
	Bonus feat

	17th
	+12/+7/+2
	+5
	+10
	+5
	Skirmish (+5d6, +4 AC)

	18th
	+13/+8/+3
	+6
	+11
	+6
	Free movement

	19th
	+14/+9/+4
	+6
	+11
	+6
	Skirmish (+5d6, +5 AC)

	20th
	+15/+10/+5
	+6
	+12
	+6
	Battle fortitude +3, blindsight 30 ft., bonus feat


GAME RULE INFORMATION

Scouts have the following game statistics.

Abilities: Dexterity helps scouts become stealthy and overcome their lack of access to heavy armor. Wisdom also is important because it affects many skills, especially Spot and Listen, that most scouts consider vital to their ability to survive in the wild and to detect enemies efficiently.

Alignment: Any. Scouts in military service are usually lawful.

Hit Die: d8.

Starting Gold: 5d4x10 gp.

Class Skills

A scout’s class skills (and the key ability for each skill) are Balance (Dex), Climb (Sir), Craft (Int), Escape Artist (Dex), Hide (Dex), Jump (Str), Knowledge (dungeoneering) (Int), Knowledge (geography) (Int), Knowledge (nature) (Int), Listen (Wis),Move Silently (Dex), Ride (Dex), Search (Int), Speak Language (n/a), Spot (Wis), Survival (Wis), Swim. (Str), Tumble (Dex), and Use Rope (Dex).

Skill Points at 1st Level: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

Class Features

All of the following are class features of the scout.

Weapon and Armor Proficiency: Scouts are proficient with all simple weapons, plus the handaxe, throwing axe, short sword, and shortbow. Scouts are proficient with light armor, but not with shields.

Skirmish (Ex): A scout relies on mobility to deal extra damage and improve her defense. She deals an extra 1d6 points of damage on all attacks she makes during any round in which she moves at least 10 feet. The extra damage applies only to attacks taken during the scout’s turn. This extra damage increases by 1d6 for every four levels gained above 1st (2d6 at 5th, 3d6 at 9th, 4d6 at 13th, and 5d6 at 17th level).

The extra damage only applies against living creatures that have a discernible anatomy. Undead, constructs, oozes, plants, incorporeal creatures, and creatures immune to extra damage from critical hits are not vulnerable to this additional damage. The scout must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. Scouts can apply this extra damage to ranged attacks made while skirmishing, but only if the target is within 30 feet.

At 3rd level, a scout gains a +1 competence bonus to Armor Class during any round in which she moves at least 10 feet. The bonus applies as soon as the scout has moved 10 feet, and lasts until the start of her next turn. This bonus improves by 1 for every four levels gained above 3rd (+2 at 7th, +3 at 11th, +4 at 15th, and +5 at 19th level).

A scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load. If she gains the skirmish ability from another class, the bonuses stack.

Trapfinding (Ex): A scout can use the Search skill to locate traps with a DC higher than 20, and she can use Disable Device to bypass a trap or disarm magic traps. See the rogue class feature, page 50 of the Player’s Handbook.

Battle Fortitude (Ex): At 2nd level, a scout gains a ÷1 competence bonus on Fortitude saves and initiative checks. This bonus increases to +2 at 11th level and +3 at 20th level. A scout loses this bonus when wearing medium or heavy armor or when carrying a medium or heavy load.

Uncanny Dodge (Ex): Starting at 2nd level, a scout cannot be caught flat-footed and reacts to danger before her senses would normally allow her to do so. See the barbarian class feature, page 26 of the Player’s Handbook.

Fast Movement (Ex): Starting at 3rd level, a scout’s gains a ÷10 foot enhancement bonus to her base land speed. At 11th level, this bonus increases to ÷20 feet. See the monk class feature, page 41 of the Player’s Handbook.

A scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Trackless Step (Ex): Beginning at 3rd level, a scout cannot be tracked in natural surroundings. See the druid class feature, page 36 of the Player’s Handbook.

Bonus Feats: At 4th level and every four levels thereafter (8th, 12th, 16th, and 20th level), a scout gains a bonus feat, which must be selected from the following list: Acrobatic, Agile, Alertness, Athletic, Blind-Fight, Brachiation†, Combat Expertise, Danger Sense†, Dodge, Endurance, Far Shot, Great Fortitude, Hear the Unseen†, Improved Initiative, Improved Swimming†, Iron Will, Lightning Reflexes, Mobility, Point Blank Shot, Precise Shot, Quick Draw, Quick Reconnoiter†, Rapid Reload, Shot on the Run, Skill Focus, Spring Attack, Track. She must meet all the perquisites for the feat.

†New feat described in Chapter 3.

Evasion (Ex): Beginning at 5th level, a scout can avoid damage from certain attacks with a successful Reflex save. See the monk class feature, page 41 of the Player’s Handbook.

Flawless Stride (Ex): Starting at 6th level, a scout can move through any sort of terrain that slows movement such as undergrowth, rubble, and similar terrain) at her normal speed and without taking damage or suffering any other impairment.

This ability does not let her move more quickly rough terrain that requires a Climb or Swim check to navigate, nor can she move more quickly through terrain or undergrowth that has been magically manipulated to impede motion.

A scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Camouflage (Ex): Beginning at 8th level, a scout can use the Hide skill in any sort of natural terrain. See the ranger class feature, page 48 of the Player’s Handbook. She loses this benefit when wearing medium or heavy armor hen carrying a medium or heavy load.

Blindsense (Ex): At 10th level, a scout gains the Blindsense ability out to 30 feet. This ability functions as described on page 306 of the Monster Manual.

Hide in Plain Sight (Ex): Beginning at 14th level, a scout can use the Hide skill in natural terrain even while being observed. See the ranger class feature, page 48 of the Player’s Handbook. A scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Free Movement (Ex): At 18th level and higher, a scout can slip out of bonds, grapples, and even the effects of confining spells easily. This ability duplicates the effect of a freedom of movement spell, except that it is always active. A scout loses this benefit when wearing medium or heavy armor or when carrying a medium or heavy load.

Blindsight (Ex): A 20th-level scout gains the blind-sight ability out to 30 feet. Her senses become so acute that she can maneuver and fight flawlessly even in total darkness. Invisibility, darkness, and most kinds of concealment are irrelevant, though the scout must have line of effect to a creature or object to discern it.

Player Handout #1 – maps
These six designs were taken from the creature called Drialla. 
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