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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], Dungeonscape [Jason Buhlman, Rich Burlew], Complete Warrior [Andy Collins, David Noonan, Ed Stark], 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 1 (Battle Interactive) at the low APLs (APL 4 to 8). The PCs storm one of the towers in Drakhmar’s fortress in order to cease the missile fire plaguing their Strike Team and open the gate to the inner keep so that their Strike Team can proceed into the 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: as above
Estimated Time: 60 minutes

The PCs fight their way into the tower, facing the tower’s defenders who have taken a defensible position above the PCs. Once they secure the tower, they must send out a “cease fire” signal to the archers unleashing volleys of arrows on their Strike Team and open the outer gates.
Encounter 2: open sesame
Estimated Time: 60 minutes
The PCs make their way along the battlements to the gatehouse in order to open the gates to the inner keep for their Strike Team. They must defeat the sentry ooze guarding the gatehouse. The gates to the inner keep must be manually overridden and require coordination between the PCs and their Strike Team.
Encounter 3: so below
Estimated Time: 60 minutes

After having opened the gates for their Strike Team, the PCs must take out the reavers, duergar crossbowmen mounted on manticores during their escape.
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!
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 Brigadier Volkur Thornwarden of the Great Army of Bissel 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 Brigadier Volkur Thornwarden:
[Volkur]: Listen up! We don’t have much time and I’m not going to repeat myself. I am Brigadier Volkur Thornwarden, of the Great Army of Bissel. You’ve been dispatched by your command group to my unit and from here on in, your team leaders will report directly to me. You are all here because you are the elite and this siege cannot possibly be a success without your assistance.
Those of you under my command will be engaging Drakhmar’s fortress in a full frontal assault. We’ve pinpointed a number of weak points in his defenses, but the fortress is protected on all three sides, making it impossible to establish a flank. The teams operating under the command of the Topaz Guardians are working on clearing a path into the fortress from below, but we need to draw Drakhmar’s attention in the meantime.
You will be divided into Strike Teams, responsible for clearing a path as far into the fortress as you can, and Recon Teams, responsible for providing support to the Strike Teams in any way possible.
Recon Teams, your first objective is to storm the watchtowers and take out the duergar signaling the archers – the Strike Teams won’t get very far if they’re taking heavy archer fire. You can open the outer gates from those towers as well. From there you’ll head along the battlements to the gatehouse and open the gates to the inner keep for the Strike Teams.

Strike Teams, your objectives are to kill everything that stands. If your Recon Team can get the inner keep doors open for you, make your way inside of the keep and clear a path for the army. If you find Drakhmar, kill him.
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.

[Volkur]: 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: as above
In this encounter the PCs storm a tower from which a group of duergar defenders controls the archer fire in other parts of the battle. The tower arcanist is signaling duergar archers (that are not statted) to unleash volleys of arrows on their Strike Team with signal flags from the top floor of the tower on its north side. The PCs must force their way into the tower and overcome the duergar before raising the “cease fire” flag for the archers and opening the outer gates to the fortress. Consult DM Aid: Map #1 – Duergar Watchower for the exact layout of the tower.
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 watchtower stands before you, all undergrowth removed for fifty yards around it. The structure is squat and square, using the geography more than construction to give it height. There are no windows save for a long, thin observation slit that runs the length of each side a few feet below the sloped, slate tile roof. Arrow slits are strategically placed every five feet that give the small tower a killing zone that encompasses the entire clearing.
The PCs approach the tower from the south side. The sky is overcast, enhancing the effectiveness of spells such as call lightning. The tower is 35 feet square and 40 feet high cut from granite stone with a pyramidal roof of slate shingles. The first floor of the tower is the largest, with a 20 foot high ceiling. The second and third floors each have 10 foot high ceilings. A metal ladder that rises through the center of each floor provides the only interior access to the second and third floors (Climb DC 0). The interior and exterior walls of the tower are smooth stone and thus cannot be climbed without the use of magic. The tower stands adjacent to the outer walls of the fortress and the only other way into the tower is across the battlement which leads into the top floor of the tower. Any PC that manages to make his way up to the battlement may enter the tower that way. Three tower defenders guard the second floor of the tower while the third floor is guarded by the tower arcanist. The tower door is locked.
 Locked Iron Door: 2 in. thick; hardness 10; hp 60; Break DC 28; Open Lock DC 30.
Should the PCs attempt to break through the tower walls or manage to get on top of the roof and break through, statistics for the roof and walls have been provided:

 Slate Roof: 4 in. thick; hardness 8; hp 37; Break DC 25.

 Stone Tower Wall: 36 in. thick; hardness 8; hp 540; Break DC 50.

The stone floor of the tower immediately in front of the door is trapped with a spiked pit trap.

Trap: The 5 by 10 foot section of the floor on the other side of the tower door is trapped. The first PC to enter the first or second square in front of the door is subject to the effects of the trap.
APL 4 (EL 4)

 Spiked Pit Trap: CR 4; mechanical; location trigger; automatic reset; DC 20 Reflex save avoids; 60 ft. deep (6d6, fall); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 each); Search DC 20; Disable Device DC 20.
APL 6 (EL 5)

 Spiked Pit Trap: CR 5; mechanical; location trigger; automatic reset; DC 20 Reflex save avoids; 80 ft. deep (8d6, fall); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 each); Search DC 20; Disable Device DC 20.
APL 8 (EL 6)

 Spiked Pit Trap: CR 6; mechanical; location trigger; automatic reset; DC 20 Reflex save avoids; 100 ft. deep (10d6, fall); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 each); Search DC 20; Disable Device DC 20.
When the PCs enter the tower, read the following, then ask for Initiative.
The door opens into a square chamber, thirty five feet across and twenty feet high. A metal ladder is built into the stone floor in the center of the chamber, climbing through the ceiling of the chamber to the floor above.

Creatures: Three duergar tower defenders have taken defensible positions on the second floor of the tower around the ladder. They lock their shields and prepare to hold the tower to the best of their abilities. The tower arcanist holds the third floor of the tower and prepares to rain fire down upon the PCs as they attempt to claim the tower. The EL of this encounter has been adjusted by +1 due to advantageous positioning for the duergar. Both the PCs and the duergar have ample time to prepare for this encounter.
APL 4 (EL 7)

 Tower Defender, Male Duergar Fighter 1 (3): hp 13; see Appendix 1.
 Tower Arcanist, Male Duergar Evoker 3: hp 26; see Appendix 1.

APL 6 (EL 9)

 Tower Defender, Male Duergar Fighter 3 (3): hp 29; see Appendix 2.
 Tower Arcanist, Male Duergar Evoker 5: hp 38; see Appendix 2.

APL 8 (EL 11)

 Tower Defender, Male Duergar Fighter 5 (3): hp 49; see Appendix 3.
 Tower Arcanist, Male Duergar Evoker 7: hp 63; see Appendix 3.

Preparation: All active spells are reflected in the duergars’ stat blocks. Furthermore, the tower defenders have activated their enlarge person and invisibility spell-like abilities while the PCs were making their way into the tower.
Tactics: The tower defenders position themselves at the base of the ladder and take benefit from their Phalanx Fighting feats as they prepare for any PCs that might climb the ladder. Note that they are enlarged and invisible and thus, only PCs that can see invisible creatures notice them. The tower arcanist rains offensive spells down from the third floor of the tower, preferring to use his Fiery Burst feat and saving his scorching ray and ray of flame spells for when he has a clear shot (such against PCs climbing the ladder that are denied their Dexterity bonus to AC). He will cast battering ram (SpC) to force PCs to fall from the ladder.
APL 4: Same as above.

APL 6: Same as previous APLs except the tower arcanist will cast haste upon himself and the defenders as soon as the PCs enter the tower. Note that he can empower one of his spells with the Sudden Empower feat and his spell assortment is more powerful.
APL 8: Same as previous APLs except the tower defenders have brute rings which they can use to bull rush PCs down the ladder. The tower arcanist will cast lesser globe of invulnerability to protect himself and the defenders from any spell effects under 4th level cast by the PCs. The tower arcanist can cast forcewave (SpC) (a swift action) for added protection against any PCs that make it up to the third floor and can also use his bracers of repulsion to force PCs to fall down the ladder.
Treasure: PCs may recover the following treasure from the bodies of the tower defenders and the tower arcanist:
APL 4: L: 439 gp, C: 0 gp, M: 250 gp, rod of viscid globs (167 gp), vest of resistance +1 (83 gp).
APL 6: L: 56 gp, C: 0 gp, M: 2,021 gp, +1 fullplate x2 (442 gp), +1 heavy steel shield x2 (195 gp), +1 short sword x2 (385 gp), iron ward diamond (least) x2 (83 gp), bracers of repulsion (333 gp), headband of intellect +2 (333 gp), rod of viscid globs (167 gp), vest of resistance +1 (83 gp).
APL 8: L: 56 gp, C: 0 gp, M: 2,770 gp, +1 fullplate x2 (442 gp), +1 heavy steel shield x2 (195 gp), +1 short sword x2 (385 gp), iron ward diamond (lesser) x2 (333 gp), bracers of repulsion (333 gp), headband of intellect +2 (333 gp), rod of viscid globs (167 gp), amulet of health +2 (333 gp), vest of resistance +1 x3 (249 gp).
Developments: Once the PCs have defeated the duergar, they may find the lever which opens the outer gates to the fortress as well as two flags, one red and one green placed in a stand by the arrow slit on the north side of the tower. When the PCs hold the red flag outside through the slit, the arrow fire ceases.
When the PCs pull the lever, the outer gates open for the Strike Team and when they raise the red flag, the arrow fire for their Strike Team ceases. Make sure to tell the DM of that table when this occurs!
Once the PCs have successfully opened the outer gates and ceased the arrow fire, they may proceed to the gatehouse along the battlement. Proceed to encounter 2.
Running this encounter

This encounter features 3D combat and combat situations taking place in multiple places. Therefore, it is recommended that you prepare appropriately by drawing out each floor of the tower in a separate section of the battle grid.

Line of sight, line of effect and cover may be problematic to adjudicate when determining how the duergar attack the PCs from above or below or vice versa. The following is a list of recommendations for running this encounter:

· Any creature standing adjacent to the ladder has line of sight and line of effect to any creature on the opposite side of the floor below him and vice versa, but not to a creature on the same side of the tower.

· Any creature standing adjacent to the ladder has line of sight and line of effect to any creature within 10 feet of the ladder on the opposite side of the floor two levels below him and vice versa, but not to a creature more than 10 feet away or on the same side of the tower.

· Any creature has cover from his opponent if they are on different levels of the tower unless he is on the ladder or at the base of the ladder.
Make sure you are familiar with the Climb skill rules described in the PHB before running this encounter and lastly, encourage the players to be creative in this encounter!

Encounter 2: open sesame
In this encounter the PCs travel across the battlement to the gatehouse in order to find the controls for the inner gate. As they enter the gatehouse and try to figure out how to manually override the inner gates to open them, a sentry ooze drops from the ceiling, surprising the PCs. They must defeat the ooze before they can open the inner gates. Consult DM Aid: Map #2 – Gatehouse for the exact layout of the encounter.

Traversing the battlement of the outer keep, the horrible sights of battle stretch out endlessly over the rocky terrain leading up to the fortress. Giants that seem to have been carved from the mountain face itself heave immense boulders at your allies while duergar crossbowmen mounted atop manticores strafe the battlefield, peppering soldiers with bolts. The bodies of duergar pin-cushioned with arrows lay strewn about the battlements.  You manage to avoid notice as you make your way to the gatehouse.
A locked, thick wooden door leads into the gatehouse.

 Locked Wooden Door: 2 in. thick; hardness 5; hp 20; Break DC 23; Open Lock DC 30.

When the PCs open the door, read the following:

The thick wooden door opens into another square chamber. The only item of note in this chamber is a strange apparatus with multi-colored levers set into the east wall. 

A series of murder holes dots the ceiling of the chamber, which PCs may notice with a DC 18 + APL Spot check. These murder holes have long been unused in their traditional sense, however. A sentry ooze waits for intruders in an alcove above the gatehouse and once all of the PCs have entered the chamber, it drips down through the murder holes and attacks the PCs. Allow the PCs to begin to try and understand the mechanism in the gatehouse and ensure that all miniatures have been placed on the battle grid before springing the combat. 

The sentry ooze descends during the surprise round and thus, only PCs with Combat Reflexes or that have some means by which to act on the surprise round and have beat the ooze on its Initiative (such as with the Feign Surprise rewards card) and can reach the ooze may claim attacks of opportunity as the ooze drips down. When the ooze descends, read the following and ask for Initiative:
Suddenly, the smell of sulfur assails your nostrils as a viscous yellow liquid drips down from a series of small holes set into the ceiling of the chamber. To your surprise, the liquid amalgamates into a huge amoeba-like form and lashes out at your group with an immense pseudopod.

Creatures: The sentry ooze serves Drakhmar and does so happily because he keeps it well-fed. It has been commanded to defend the gatehouse and kill any non-duergar that enters. At APL 4, it is mindless, but at other APLs, it has the sentry ooze template and thus, attacks with more intelligent tactics than the typical ooze, using its feats to its advantage and attempts to devour any PCs it can.
APL 4 (EL 7)

 Sentry Ooze, Sentry Ozze Ochre Jelly: hp 78; see Appendix 1.
APL 6 (EL 9)

 Sentry Ooze, Sentry Ooze Advanced Ochre Jelly: hp 145; see Appendix 2.
APL 8 (EL 11)

 Sentry Ooze, Sentry Ooze Advanced Ochre Jelly: hp 261; see Appendix 3.
Trap: At APLs 6 and 8, the room is also trapped with a scything blade trap that is triggered to go off one round after the ooze descends from the ceiling. While this trap will likely be of little threat to the PCs, it will hit the ooze, causing it to split. Unless previously disarmed by the PCs, the trap goes off at the top of the Initiative after the ooze’s surprise round. Note that the location trigger for this trap is on the ceiling, so unless the PCs search the ceiling, they will not find this trap.
APL 6 & 8 (EL 1)

 Scything Blade Trap: CR 1; mechanical; location trigger; delayed onset; automatic reset; Atk +8 melee (1d8/x3); Search DC 21; Disable Device DC 20.
Preparation: The ooze takes no measures to prepare for this encounter.
Tactics: The ooze simply attacks the nearest PC, trying to grab and consume that PC before moving on to its next victim.
Treasure: No treasure may be gained from this encounter.
Developments: After the PCs have defeated the sentry ooze, they may proceed to figure out how to open the inner gates for their Strike Team. They will have to coordinate with their Strike team to open the gates and may have to wait until their Strike team completes their second encounter. They keys to the inner gate lock mechanism found in the gatehouse can be found upon the bodies of slain duergar located just outside of the gatehouse upon the battlements. The PCs should be able to find these quickly if they communicate with their Strike Team.
inner keep gate puzzle

The gate to the inner keep consists of a fortified door with three layers. For purposes of this interactive, the door is indestructible and impassable with the exception of the passwall spell. The door has three layers and a lock mechanism that can only be unlocked by two groups working together, one from the gatehouse and from the door itself. Hand the players Player Handout #1 – Inner Keep Gate Puzzle when they approach the gate.

When the PCs find the keys located on the bodies of two duergar on the battlements, read the following:

In addition to the armor and weapons you would expect these duergar to have in their possession you find four keys, numbered 2, 4, 6, and 8.
This puzzle is rather straightforward, but requires coordination with the Strike Team. The lock mechanism forms a triangle with 4 keyholes to a side (3 of which are common keyholes located on vertices of the triangle), for a total of 9 keyholes. The Recon Team has in their possession keys numbered 2, 4, 6 and 8. Their Strike Team PCs have in their possession (hopefully) keys numbered 1, 3, 5, 7 and 9 and an identical lock mechanism is located in the at the inner keep gate door.

The gatehouse contains three images that provide a hint as to how the keys must be placed in the locking mechanism and also serve as the triggers for activating the mechanism. The first image depicts a triangle with the number 17 drawn upon each of its three sides. The second image depicts the same triangle, only with the number 20, and the third image depicts the same triangle, only with the number 23. Hand the players Player Handout #2 – Gatehouse Images as visual representation of what they see.
They PCs must place their keys into the keyholes within the lock mechanism in such a way that when all 9 keys are placed in the mechanism, the numbers associated with each key on all three sides add up to the number indicated on one of the three images depicted in the gatehouse. Note that since each party only has half of the keys, both lock mechanisms will only be halfway filled with keys and the solution must be determined by “overlaying” the two lock mechanisms as if the keys were placed into a single mechanism. Be sure to work closely with the DM of the other table in order to determine whether or not the PCs arrived at the correct solution!
The PCs can unlock each of the three layers by correctly inserting the keys and then one of the Recon Team PCs placing his hand upon the appropriate triangle image depicted in the gatehouse.

The PCs may make Knowledge (arcana) checks DC 15 to figure out that someone must place his hand upon the image to trigger the lock mechanism.

When all three layers of the inner gate are unlocked (by repeating the same process three times, once for each number indicated in the image), the inner keep gate doors will open for the Strike Team. Proceed to encounter 3.
Encounter 3: so below
In this encounter the PCs receive word that they must pull out of the gatehouse before reinforcements arrive. As they make their way back from the battlements, they receive a final assignment to take out the duergar reavers that are harassing the main forces. Consult DM Aid: Map #3 – Kill Zone for the exact layout of the encounter. 
The command that comes through the ring couldn’t be clearer: “Duergar reinforcements are headed your way. Get out of there!”

Ask the players if they follow the command. If they do not, feel free to send waves of the same duergar  they fought in the first encounter until they do. Once the PCs pull back, read the following when they reach the bottom of the battlements, either by flying/floating/falling down the side of the battlement or exiting the tower that they cleared:

As you reach the foot of the battlements, you receive another command through your ring: “We’re under heavy fire! Reavers have us pinned down in the kill zone. We need all available forces to fall back for support!”
Ask the PCs once again if they follow the command. If they do not, the Interactive is over for them at this point. If they do, read the following:

The constant shouting of soldiers taking cover in the kill zone creates a ceaseless din that buzzes in your ears as you search for targets. Suddenly, coming into view from the mountains is a duergar in a leather bombardier cap perched atop a winged leonine creature with an elongated tail that ends in rows of long, barbed spikes. The duergar bites down on a thick cigar and aims a light crossbow at your group as the duo wheels around and prepares to strafe across the battlefield.
Allow the players to position themselves on the battle grid and ask for initiative.

Creatures: The darkfist reaver is a determined adversary and uses the flight and speed of his mount to his advantage. He and his mount strafe across the kill zone each round, unleashing volleys of spikes and crossbow bolts with each pass. At APL 8, there are two pairs of reavers and mounts. They begin combat flying 40 feet above the ground.
APL 4 (EL 7)

 Darkfist Reaver, Male Duergar Ranger 2/Fighter 1: hp 26; see Appendix 1.
 Elite Manticore, Advanced Manticore: hp 95; see Appendix 1.

APL 6 (EL 9)

 Darkfist Reaver, Male Duergar Ranger 2/Fighter 4: hp 66; see Appendix 2.
 Elite Manticore, Half-Fiend Advanced Manticore: hp 101; see Appendix 2.

APL 8 (EL 11)

 Darkfist Reaver, Male Duergar Ranger 2/Fighter 4 (2): hp 66; see Appendix 2.
 Elite Manticore, Half-Fiend Advanced Manticore (2): hp 101; see Appendix 2.

Preparation: At APL 6 and 8, the reaver(s) have applied all 7 doses of giant wasp poison to their crossbow bolts.
Tactics: The duergar reaver takes a full-attack action each round, firing as many shots as possible while his mount strafes across the battlefield. He uses his +1 shock bolts against targets that he knows he can hit with ease, and uses his poisoned bolts against any targets that are capable of returning fire with ranged attacks. The duergar will take cover behind his mount each time he is attacked, using the rules for the Ride skill listed in the PHB, page 80.
The manticore utilizes its Flyby Attack and Wingover feats to strafe across the battlefield and unleash a volley of spikes at targets that appear to be easiest to hit when positioned best to do so and then makes a 180 degree turn at the end of its movement in preparation for its following round. When the manticore runs out of spikes, it will descend and make claw attacks as it flies by.
APL 4: Same as above.

APL 6: Same as previous APLs except the manticore can make use of a number of useful spell-like abilities and will do so when the right opportunity presents itself. The reaver will use his enduring amulet to protect himself from spells that deal fire and cold damage.
APL 8: Same as previous APLs except that there are now two pairs of reavers and mounts. The reavers will coordinate their attacks in such a way so that they are never close enough to be caught in the same area spell, such as by strafing across at different times.
Treasure: PCs may recover the following treasure from the bodies of the reaver(s) and the minotaur(s):

APL 4: L: 120 gp, C: 0 gp, M: 264 gp, +1 light crossbow (195 gp), +1 shock bolts x5 (19 gp), crystal of acid assault (least) (50 gp).
APL 6: L: 28 gp, C: 0 gp, M: 1,956 gp, +1 light crossbow (195 gp), +1 mithral shirt (175 gp), +1 shock bolts x5 (19 gp), crystal of acid assault (lesser) (250 gp), gloves of dexterity +2 (333 gp), ring of protection +1 (167 gp), enduring amulet (117 gp), +1 mithral shirt barding (200 gp), amulet of mighty fists +1 (500 gp).
APL 8: L: 56 gp, C: 0 gp, M: 3,912 gp, +1 light crossbow x2 (390 gp), +1 mithral shirt x2 (350 gp), +1 shock bolts x10 (38 gp), crystal of acid assault (lesser) x2 (500 gp), gloves of dexterity +2 x2 (666 gp), ring of protection +1 x2 (333 gp), enduring amulet x2 (234 gp), +1 mithral shirt barding x2 (400 gp), amulet of mighty fists +1 x2 (1,000 gp).
Developments: Once the PCs have defeated the reaver(s), they have accomplished all of their objectives and the Interactive is over for them. The players can at this point cheer on their friends playing at other tables until every table is finished. When each table has completed its final encounter, proceed to the conclusion.
Running this encounter

This encounter features 3D combat, mounted combat, and tactical aerial movement. Therefore, it is recommended that you become familiar with the rules for aerial movement presented in the DMG, page 20. Note that the manticore has a clumsy fly speed and thus must fly a minimum of 25 feet each round and must move a minimum of 20 feet after descending before it can begin to ascend again. Furthermore, familiarize yourself with the rules on mounted combat presented under mounted combat and under the Ride skill in the PHB, pages 80 and 157.

Encourage and allow the players to be creative in coming with ways to take cover from the reaver and the manticore, but do not make this encounter too easy; it is the final combat!
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 tower defenders.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Encounter 2
Defeat the sentry ooze.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Encounter 3
Defeat the reaver(s).


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 150 xp.
Story Award

Help the Strike Team reach the inner keep.

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 1:

APL 4: L: 439 gp, C: 0 gp, M: 250 gp, rod of viscid globs (167 gp), vest of resistance +1 (83 gp).
APL 6: L: 56 gp, C: 0 gp, M: 2,021 gp, +1 fullplate x2 (442 gp), +1 heavy steel shield x2 (195 gp), +1 short sword x2 (385 gp), iron ward diamond (least) x2 (83 gp), bracers of repulsion (333 gp), headband of intellect +2 (333 gp), rod of viscid globs (167 gp), vest of resistance +1 (83 gp).
APL 8: L: 56 gp, C: 0 gp, M: 2,770 gp, +1 fullplate x2 (442 gp), +1 heavy steel shield x2 (195 gp), +1 short sword x2 (385 gp), iron ward diamond (lesser) x2 (333 gp), bracers of repulsion (333 gp), headband of intellect +2 (333 gp), rod of viscid globs (167 gp), amulet of health +2 (333 gp), vest of resistance +1 x3 (249 gp).
Encounter 3:

APL 4: L: 120 gp, C: 0 gp, M: 264 gp, +1 light crossbow (195 gp), +1 shock bolts x5 (19 gp), crystal of acid assault (least) (50 gp).
APL 6: L: 28 gp, C: 0 gp, M: 1,956 gp, +1 light crossbow (195 gp), +1 mithral shirt (175 gp), +1 shock bolts x5 (19 gp), crystal of acid assault (lesser) (250 gp), gloves of dexterity +2 (333 gp), ring of protection +1 (167 gp), enduring amulet (117 gp), +1 mithral shirt barding (200 gp), amulet of mighty fists +1 (500 gp).
APL 8: L: 56 gp, C: 0 gp, M: 3,912 gp, +1 light crossbow x2 (390 gp), +1 mithral shirt x2 (350 gp), +1 shock bolts x10 (38 gp), crystal of acid assault (lesser) x2 (500 gp), gloves of dexterity +2 x2 (666 gp), ring of protection +1 x2 (333 gp), enduring amulet x2 (234 gp), +1 mithral shirt barding x2 (400 gp), amulet of mighty fists +1 x2 (1,000 gp).
Total Possible Treasure (Maximum Reward Allowed)
APL 4: L: 559 gp, C: 0 gp, M: 514 gp – Total: 1,073 gp (325 gp).

APL 6: L: 84 gp, C: 0 gp, M: 3,977 gp – Total: 4,061 gp (450 gp).

APL 8: L: 112 gp, C: 0 gp, M: 6,682 gp – Total: 6,794 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




Tower Defender
CR 2
Male duergar fighter 1
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +1, Spot +1
Languages Common, Dwarven, Undercommon 

AC 21, touch 11, flat-footed 20

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

hp 13 (1 HD)

Immune paralysis, phantasms, poison
Fort +6 (+8 against spells), Ref +2 (+4 against spells), Will +0 (+2 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed 20 ft. in masterwork fullplate (4 squares), base movement 20 ft.

Melee masterwork short sword +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+3/19-20)
Ranged masterwork light crossbow +4[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4
Atk Options –
Special Actions Phalanx Fighting
Combat Gear masterwork short sword, masterwork fullplate, masterwork heavy steel shield, masterwork light crossbow
Spell-Like Abilities (CL 3rd):

1/day—enlarge person, invisibility
Abilities Str 17, Dex 14, Con 16, Int 9, Wis 10, Cha 4 
Feats Phalanx Fighting, Weapon Focus (short sword)
Skills Climb +1, Listen +1, Spot +1total ranks: class XX Spo

Possessions combat gear plus 

Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks.

Description This dark grey-skinned dwarf is protected from head to toe with platemail. He assumes a defensive position and hefts a razor-sharp short sword.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet.
Tower Arcanist
CR 4
Male duergar evoker 3
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +3, Spot +6
Languages Common, Draconic, Dwarven, Giant, Terran, Undercommon 

AC 20, touch 12, flat-footed 18

(+2 Dex, +4 armor, +4 shield)

hp 16 (+10 temporary) (3 HD) 

Immune paralysis, phantasms, poison
Fort +5 (+7 against spells), Ref +6 (+8 against spells), Will +4 (+6 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed base movement 20 ft. (6 squares)
Ranged masterwork light crossbow +4[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +0
Atk Options Fiery Burst
Combat Gear rod of viscid globs, vest of resistance +1, masterwork light crossbow
Wizard Spells Prepared (CL 3rd):


2nd—battering ram (SpC), false life, scorching ray


1st—magic missile, ray of flame (SpC), shield, mage armor

0—acid splash, detect magic (2), resistance

Spell-Like Abilities (CL 6th):

1/day—enlarge person, invisibility
Abilities Str 9, Dex 14, Con 16, Int 17, Wis 10, Cha 4 
SQ summon familiar (weasel)
Feats Combat Casting, Fiery Burst 

Skills Concentration +9 (+13 casting defensively), Knowledge (arcana) +9, Knowledge (architecture & engineering) +9, Spellcraft +11, Spot +6 C 

Possessions combat gear 

Spellbook spells prepared
Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks. 
Description This dark grey-skinned dwarf is garbed in a red wizard’s robe. Thinning white hair makes a ring around his otherwise bald head.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet. The following active spells are included in the tower arcanist’s stat block: false life, mage armor, shield.
Encounter 2




Sentry Ooze
CR 7
Sentry ooze ochre jelly
N Large ooze
Init -2; Senses blindsight 60 ft.; Listen +0, Spot +0
AC 9, touch 9, flat-footed 9

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

hp 78 (6 HD) 
SR 8
Immune critical hits, flanking, gaze attacks, paralysis, polymorph, poison, sleep, stunning, visual effects
Fort +6, Ref +0, Will +2
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 10 ft. (2 squares), climb 10 ft.
Melee slam +6 (2d6+3 plus 1d4 acid)
Space 10 ft.; Reach 5 ft.

Base Atk +4; Grp +10
Atk Options constrict, improved grab
Abilities Str 15, Dex 7, Con 22, Int –, Wis 11, Cha 11
SQ ooze traits, split
Feats Improved Natural Attack (slam), Improved Toughness, Weapon Focus (slam)
Abilities Str 24, Dex 7, Con 26, Int 2, Wis 11, Cha 11 
Skills Climb +10, Hide +3total ranks: class XX Cl
Acid (Ex) An ochre jelly secretes a digestive acid that dissolves only flesh. Any melee or constrict attack deals acid damage.
Constrict (Ex) An ochre jelly deals automatic slam and grapple damage with a successful grapple check.

Improved Grab (Ex) To use this ability, an ochre jelly must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.
Split (Ex) Slashing and piercing weapons and electricity attacks deal no damage to an ochre jelly. Instead the creature splits into two identical jellies, each with half of the original’s current hit points (round down). A jelly with 10 hit points or less cannot be further split and dies if reduced to 0 hit points.
Skills An ochre jelly has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened.

Description This creature resembles a giant, dark yellow amoeba.
Sources –
Power-Up Suite None
Encounter 3




Elite Manticore
CR 6
Male advanced manticore
LE Large magical beast
Init +3; Senses darkvision 60 ft.; low-light vision; scent; Listen +5, Spot +12
Languages Common 

AC 18, touch 12, flat-footed 15

(-1 size, +3 Dex, +6 natural)

hp 95 (9 HD) 

Fort +10, Ref +9, Will +4

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

Speed 30 ft. (6 squares), fly 50 ft. (clumbsy)
Melee 2 claws +13[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+5) and bite +8 (1d8+2)
Ranged 6 spikes +12 (2d6+2/19-20)
Space 10 ft.; Reach 5 ft.

Base Atk +9; Grp +18
Atk Options Flyby Attack, spikes
Special Actions Wingover
Abilities Str 20, Dex 16, Con 19, Int 7, Wis 12, Cha 9 
Feats Flyby Attack, Improved Natural Attack (spikes), Track (B), Weapon Focus (spikes), Wingover 

Skills Listen +5, Spot +12
Spikes (Ex) With a snap of its tail, a manticore can loose a volley of six spikes as a standard action (make an attack roll for each spike). This attack has a range of 180 feet with no range increment. All targets must be within 30 feet of each other. The creature can launch only twenty-four spikes in any 24-hour period.
Skills Manticores have a +4 racial bonus on Spot checks.

Possessions military flyer’s saddle
Description This creature is a monster in every sense of the word. It has the head of a vaguely humanoid beast, the body of a lion, and the wings of a dragon. The creature’s back is set with curved barbs, and its long tail ends in a cluster of deadly spikes.
Sources –
Power-Up Suite None
Darkfist Reaver
CR 4
Male duergar ranger 2/fighter 1
LE Medium humanoid (dwarf)
Init +4; Senses darkvision 120 ft.; Listen +6, Spot +6
Languages Common, Dwarven, Undercommon 

AC 18, touch 14, flat-footed 14

(+4 Dex, +4 armor)

hp 26 (3 HD)

Immune paralysis, phantasms, poison
Fort +8 (+10 against spells), Ref +7 (+9 against spells), Will +0 (+2 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed 20 ft. in mithral chain shirt (4 squares), base movement 20 ft.

Melee masterwork dwarven waraxe +3[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d10-1/x3)
Ranged +1 light crossbow +9[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+3/19-20 plus 1 acid) or +1 light crossbow +7/+7 (1d8+3/19-20 plus 1 acid)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2
Atk Options Rapid Shot
Special Actions wild empathy
Combat Gear +1 light crossbow, +1 shock bolts (5), crystal of acid assault (least), mithral chain shirt, masterwork dwarven waraxe
Spell-Like Abilities (CL 6th):

1/day—enlarge person, invisibility
Abilities Str 8, Dex 18, Con 17, Int 10, Wis 10, Cha 4

SQ favored enemy (humans +2)
Feats Crossbow Sniper, Rapid Reload, Rapid Shot (B), Track (B), Weapon Focus (light crossbow)
Skills Handle Animal +4, Listen +6, Ride +13, Search +5, Spot +6, Survival +5total ranks: class XX Spo

Possessions combat gear plus 40 bolts 

Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks.

Description This dark-grey skinned dwarf wears a leather bombardier’s cap and tinted lenses. He grins maniacally as he bites down on a thick cigar and aims a light crossbow in your direction.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet.
Appendix 2 – APL 6

Encounter 1




Tower Defender
CR 4
Male duergar fighter 3
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +1, Spot +1
Languages Common, Dwarven, Undercommon 

AC 24, touch 11, flat-footed 23

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

hp 29 (3 HD); DR 1/– (limit 10)

Immune paralysis, phantasms, poison
Fort +7 (+9 against spells), Ref +3 (+5 against spells), Will +1 (+3 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed 20 ft. in +1 fulplate (4 squares), base movement 20 ft.

Melee +1 short sword +8[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+4/19-20)
Ranged masterwork light crossbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6
Atk Options –
Special Actions Phalanx Fighting
Combat Gear +1 fullplate, +1 heavy steel shield, +1 short sword, iron ward diamond (least), masterwork light crossbow
Spell-Like Abilities (CL 6th):

1/day—enlarge person, invisibility
Abilities Str 17, Dex 14, Con 16, Int 9, Wis 10, Cha 4 
Feats Combat Reflexes, Phalanx Fighting, Shield Specialization, Weapon Focus (short sword)
Skills Climb +5, Listen +1, Spot +1total ranks: class XX Spo

Possessions combat gear plus 

Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks.

Description This dark grey-skinned dwarf is protected from head to toe with platemail. He assumes a defensive position and hefts a razor-sharp short sword.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet.
Tower Arcanist
CR 6
Male duergar evoker 5
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +3, Spot +7
Languages Common, Draconic, Dwarven, Giant, Terran, Undercommon 

AC 20, touch 12, flat-footed 18

(+2 Dex, +4 armor, +4 shield)

hp 26 (+12 temporary) (5 HD) 

Immune paralysis, phantasms, poison
Fort +5 (+7 against spells), Ref +6 (+8 against spells), Will +5 (+7 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed base movement 20 ft. (6 squares)
Ranged masterwork light crossbow +5[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1
Atk Options Fiery Burst, Sudden Empower
Combat Gear bracers of repulsion, headband of intellect +2, rod of viscid globs, vest of resistance +1, masterwork light crossbow
Wizard Spells Prepared (CL 5th):


3rd—fireball, haste, magic circle against good

2nd—battering ram (SpC), false life, see invisibility, scorching ray


1st—grease, magic missile (2), ray of flame (SpC), shield, mage armor

0—acid splash, detect magic (2), resistance

Spell-Like Abilities (CL 10th):

1/day—enlarge person, invisibility
Abilities Str 9, Dex 14, Con 16, Int 20, Wis 10, Cha 4 
SQ summon familiar (weasel)
Feats Combat Casting, Fiery Burst, Sudden Empower
Skills Concentration +11 (+15 casting defensively), Knowledge (arcana) +13, Knowledge (architecture & engineering) +13, Profession (soldier) +1, Spellcraft +15, Spot +7 C 

Possessions combat gear

Spellbook spells prepared
Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks. 
Description This dark grey-skinned dwarf is garbed in a red wizard’s robe. Thinning white hair makes a ring around his otherwise bald head.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet. The following active spells are included in the tower arcanist’s stat block: magic circle against good, false life, see invisibility, mage armor, shield.
Encounter 2




Sentry Ooze
CR 9
Advanced sentry ooze ochre jelly
N Huge ooze
Init -3; Senses blindsight 60 ft.; Listen +0, Spot +0
AC 8, touch 8, flat-footed 8

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

hp 145 (10 HD)
Immune critical hits, flanking, gaze attacks, illusions, paralysis, polymorph, poison, sleep, stunning, visual effects

SR 12
Fort +11, Ref +3, Will +3

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 10 ft. (2 squares), climb 10 ft.
Melee slam +13 (3d6+7 plus 1d6 acid)
Space 15 ft.; Reach 10 ft.

Base Atk +7; Grp +22
Atk Options constrict, improved grab
Abilities Str 24, Dex 7, Con 26, Int 2, Wis 11, Cha 11 
SQ ooze traits, split
Feats Improved Natural Attack (slam), Improved Toughness, Lightning Reflexes, Weapon Focus (slam)
Skills Climb +15, Hide +3total ranks: class XX Cl
Acid (Ex) An ochre jelly secretes a digestive acid that dissolves only flesh. Any melee or constrict attack deals acid damage.
Constrict (Ex) An ochre jelly deals automatic slam and grapple damage with a successful grapple check.

Improved Grab (Ex) To use this ability, an ochre jelly must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.
Split (Ex) Slashing and piercing weapons and electricity attacks deal no damage to an ochre jelly. Instead the creature splits into two identical jellies, each with half of the original’s current hit points (round down). A jelly with 10 hit points or less cannot be further split and dies if reduced to 0 hit points.
Skills An ochre jelly has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened

Description This creature resembles a giant, dark yellow amoeba. It shows signs of an unnatural intelligence.
Sources Dungeonscape (Page 114)
Power-Up Suite None
Encounter 3




Elite Manticore
CR 8
Male advanced half-fiend manticore
LE Large magical beast
Init +5; Senses darkvision 60 ft.; low-light vision; scent; Listen +13, Spot +17
Languages Common 

AC 26, touch 14, flat-footed 21

(-1 size, +5 Dex, +5 armor, +7 natural)

hp 101 (9 HD); DR 5/magic
Immune poison

Resist acid 10, cold 10, electricity 10, fire 10; SR 19
Fort +11, Ref +11, Will +4

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

Speed 30 ft. (6 squares), fly 50 ft. (clumbsy)
Melee 2 claws +16[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (2d4+8) and bite +11 (1d8+4)
Ranged 6 spikes +15 (2d6+4/19-20)
Space 10 ft.; Reach 5 ft.

Base Atk +9; Grp +20
Atk Options Flyby Attack, smite good (1/day; +9 damage), spikes
Special Actions Wingover

Combat Gear +1 mithral shirt barding, amulet of mighty fists +1

Spell-Like Abilities (CL 9th):

3/day—darkness, poison (DC 15)


1/day—contagion (DC 14), desecrate, unholy blight (DC 14)
Abilities Str 24, Dex 20, Con 21, Int 11, Wis 12, Cha 11 
Feats Flyby Attack, Improved Natural Attack (spikes), Track (B), Weapon Focus (spikes), Wingover 

Skills Climb +19, Concentration +11, Hide +13, Jump +19, Listen +13, Search +12, Spot +17, Survival +13
Spikes (Ex) With a snap of its tail, a manticore can loose a volley of six spikes as a standard action (make an attack roll for each spike). This attack has a range of 180 feet with no range increment. All targets must be within 30 feet of each other. The creature can launch only twenty-four spikes in any 24-hour period.
Skills Manticores have a +4 racial bonus on Spot checks.

Possessions combat gear plus military flyer’s saddle

Description This creature is a monster in every sense of the word. It has the head of a vaguely humanoid beast, the body of a lion, and the wings of a dragon. The creature’s back is set with curved barbs, and its long tail ends in a cluster of deadly spikes.
Sources –
Power-Up Suite None
Darkfist Reaver
CR 7
Male duergar ranger 2/fighter 4
LE Medium humanoid (dwarf)
Init +4; Senses darkvision 120 ft.; Listen +6, Spot +7
Languages Common, Dwarven, Undercommon 

AC 21, touch 15, flat-footed 16

(+5 Dex, +5 armor, +1 deflection)

hp 66 (6 HD)

Immune paralysis, phantasms, poison
Fort +10 (+12 against spells), Ref +9 (+11 against spells), Will +1 (+3 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed 20 ft. in masterwork chain shirt (4 squares), base movement 20 ft.

Melee masterwork dwarven waraxe +6[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d10-1/x3)
Ranged +1 light crossbow +13/+8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8+5/19-20 plus 1d6 acid) or +1 light crossbow +11/+11/+6 (1d8+5/19-20 plus 1d6 acid)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2
Atk Options Rapid Shot
Special Actions wild empathy
Combat Gear +1 light crossbow, +1 mithral shirt, +1 shock bolts (5), crystal of acid assault (lesser), enduring amulet, gloves of dexterity +2, ring of protection +1, masterwork dwarven waraxe, 7 doses of giant wasp poison
Spell-Like Abilities (CL 12th):

1/day—enlarge person, invisibility
Abilities Str 8, Dex 20, Con 18, Int 10, Wis 10, Cha 4

SQ favored enemy (humans +2)
Feats Crossbow Sniper, Improved Toughness, Point Blank Shot, Rapid Reload, Rapid Shot (B), Track (B), Weapon Focus (light crossbow), Weapon Specialization (light crossbow)
Skills Handle Animal +5, Listen +6, Ride +16, Search +5, Spot +7, Survival +5total ranks: class XX Spo

Possessions combat gear plus 60 bolts 

Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks.

Description This dark-grey skinned dwarf wears a leather bombardier’s cap and tinted lenses. He grins maniacally as he bites down on a thick cigar and aims a light crossbow in your direction.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet.
Appendix 3 – APL 8

Encounter 1




Tower Defender
CR 6
Male duergar fighter 5
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +1, Spot +1
Languages Common, Dwarven, Undercommon 

AC 24, touch 11, flat-footed 23

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

hp 49 (5 HD); DR 3/– (limit 30)

Immune paralysis, phantasms, poison
Fort +9 (+11 against spells), Ref +4 (+6 against spells), Will +2 (+4 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed 20 ft. in +1 fulplate (4 squares), base movement 20 ft.

Melee +1 short sword +11 [+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+7/19-20)
Ranged masterwork light crossbow +8[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +9
Atk Options –
Special Actions Phalanx Fighting
Combat Gear +1 fullplate, +1 heavy steel shield, +1 short sword, brute ring, iron ward diamond (lesser), vest of resistance +1, masterwork light crossbow
Spell-Like Abilities (CL 10th):

1/day—enlarge person, invisibility
Abilities Str 18, Dex 14, Con 16, Int 9, Wis 10, Cha 4 
Feats Combat Reflexes, Phalanx Fighting, Shield Specialization, Weapon Focus (short sword), Weapon Specialization (short sword)
Skills Climb +10, Listen +1, Spot +1total ranks: class XX Spo

Possessions combat gear plus 

Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks.

Description This dark grey-skinned dwarf is protected from head to toe with platemail. He assumes a defensive position and hefts a razor-sharp short sword.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet.
Tower Arcanist
CR 8
Male duergar evoker 7
LE Medium humanoid (dwarf)
Init +2; Senses darkvision 120 ft.; Listen +3, Spot +8
Languages Common, Draconic, Dwarven, Giant, Terran, Undercommon 

AC 20, touch 12, flat-footed 18

(+2 Dex, +4 armor, +4 shield)

hp 49 (+14 temporary) (7 HD) 

Immune paralysis, phantasms, poison
Fort +7 (+9 against spells), Ref +7 (+9 against spells), Will +6 (+8 against spells)
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Weakness light sensitivity
Speed base movement 20 ft. (6 squares)
Ranged masterwork light crossbow +6[+/-X size, +X BAB, +X Dex, +X weapon, +X feat] (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2
Atk Options Fiery Burst, Sudden Empower
Combat Gear amulet of health +2, bracers of repulsion, headband of intellect +2, rod of viscid globs, vest of resistance +1, masterwork light crossbow
Wizard Spells Prepared (CL 7th):


4th—forcewave (SpC), lesser globe of invulnerability, wall of fire

3rd—fireball, haste, magic circle against good, protection from energy

2nd—battering ram (SpC), false life, see invisibility, scorching ray (2)

1st—grease, magic missile (3), ray of flame (SpC), shield, mage armor

0—acid splash, detect magic (2), resistance

Spell-Like Abilities (CL 14th):

1/day—enlarge person, invisibility
Abilities Str 9, Dex 14, Con 18, Int 20, Wis 10, Cha 4 
SQ summon familiar (weasel)
Feats Combat Casting, Fiery Burst, Improved Toughness, Sudden Empower
Skills Concentration +14 (+19 casting defensively), Knowledge (arcana) +12, Knowledge (architecture & engineering) +12, Profession (soldier) +3, Spellcraft +17, Spot +8 C 

Possessions combat gear

Spellbook spells prepared
Skills Duergar have a +4 racial bonus on Move Silently checks and a +1 racial bonus on Listen and Spot checks. 
Description This dark grey-skinned dwarf is garbed in a red wizard’s robe. Thinning white hair makes a ring around his otherwise bald head.
Sources –
Power-Up Suite When enlarged, a duergar has +2 Str, -2 Dex, and –1 to hit and AC due to Large size. An enlarged duergar has a reach of 10 feet. The following active spells are included in the tower arcanist’s stat block: protection from energy (fire), magic circle against good, false life, see invisibility, mage armor, shield.
Encounter 2




Sentry Ooze
CR 11
Advanced sentry ooze ochre jelly
N Huge ooze
Init -2; Senses blindsight 60 ft.; Listen +0, Spot +0
AC 8, touch 8, flat-footed 8

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

hp 261 (18 HD)
Immune critical hits, flanking, gaze attacks, illusions, paralysis, polymorph, poison, sleep, stunning, visual effects

SR 20
Fort +14, Ref +6, Will +6

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses
Speed 10 ft. (2 squares), climb 10 ft.
Melee slam +20 (3d6+8 plus 1d6 acid)
Space 15 ft.; Reach 10 ft.

Base Atk +13; Grp +29
Atk Options constrict, improved grab
Abilities Str 26, Dex 7, Con 26, Int 2, Wis 11, Cha 11 
SQ ooze traits, split
Feats Improved Bull Rush, Improved Natural Attack (slam), Improved Toughness, Lightning Reflexes, Power Attack, Shock Trooper, Weapon Focus (slam)
Skills Climb +16, Hide +11total ranks: class XX Cl
Acid (Ex) An ochre jelly secretes a digestive acid that dissolves only flesh. Any melee or constrict attack deals acid damage.
Constrict (Ex) An ochre jelly deals automatic slam and grapple damage with a successful grapple check.

Improved Grab (Ex) To use this ability, an ochre jelly must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict.
Split (Ex) Slashing and piercing weapons and electricity attacks deal no damage to an ochre jelly. Instead the creature splits into two identical jellies, each with half of the original’s current hit points (round down). A jelly with 10 hit points or less cannot be further split and dies if reduced to 0 hit points.
Skills An ochre jelly has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened

Description This creature resembles a giant, dark yellow amoeba. It shows signs of an unnatural intelligence.
Sources Dungeonscape (Page 114)
Power-Up Suite None
DM Aid: Map #1 – duergar watchtower
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DM Aid: Map #2 – gatehouse
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DM Aid: Map #3 – kill zone
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Player handout #1 – inner keep gate puzzle 

The image of a triangle with 9 keyholes along its edges is inscribed into the wall here. It radiates a faint aura of abjuration.
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Player handout #2 – gatehouse images 

The following images are inscribed in the wall of the gatehouse. Their purpose is unclear.
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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

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 --[image: image2.png]
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