AHLS 5 - 01: In Deepest Oerth

A three-round special event for Living Greyhawk

Background:

A short time ago, a group of daring adventurers, hired by the church of Rao in Innspa, managed to salvage an ancient tome dedicated to the faith of Nerull. The book not only details complicated rituals, but also describes star constellations and specifies places in the Adri that are strongly imbued with magic. 

Since the Raoists could not decide whether it would be better to destroy the book or to keep it safe, they sent for an accomplished expert on ancient, cult-related writings, a lay priest of Boccob.

At the same time at the far end of the Adri, a secretive Vecna cult finds out about the book's new whereabouts. As they themselves can not muster the skills to steal the book, they hire the Arcanoloth for the task, promising him one page from his book in return (the cult leader knows of two pages, one was bound into the Nerull book, and the other one he owns himself). The Arcanoloth kills the book expert, impersonates him,steals the tome and gives it to the cultists, before the Raoists even suspect him.

All the PCs learn of these incidents at most is the theft of the book and the murder of the Boccobian (if they were involved in finding the book) or fitting rumours.

Meanwhile, the villagers of Twin Oaks in the Adri have sent one of their own out to find the heroes who helped them in the past. Lately, their home has been raided repeatedly by slave traders vom Sharpwall and the villagers are unable do defend themself.

Roughly at the same time, the slave traders have found a new partner (the Vecna cultists) and plan to abduct the whole village and share the prey.  

Encounter

0 – Pleas for help. 

As the messenger reaches the PCs, his village is raided. Many villagers fall in a feeble defence of their families, some of the raiders are severly wounded. To the slave traders surprise, their new colleagues turn all the fallen victims into undead; they don't tend to the injured. 

1 - Ambush

The PCs travel to Twin Oaks through days of rain and are attacked once on their way (random encounter).

Combat: (EL = APL)

APL 2: 2 Kreshars, HP 11 each, MM p.

APL 4: 2 Worgs, HP 30 each, MM p.

APL 6 : 4 Worgs, HP 30 each, MM p.

APL 8: 2 Ettins, HP 65 each, MM p.
APL 10: 2 Behirs, HP 94 each, MM p.
2 – Ghost Town 

In Twin Oaks, the PCs enter a deserted village. All shrines are defiled, there are obvious signs of a battle, houses are burned down, blood was spilled (though, because of the rain the stains are only visible inside the houses). After a short time, the PCs are joined by the three villagers who were able to flee. Fortunatly, they have recognised some of the slavetraders from former raids and point the PCs to Sharpwall; they are sick with fear for their loved ones and beg the heroes to make haste.

3 – Bandits of Sharpwall

In Sharpwall, the PCs meet the slavetraders who were left with only the elder villagers. Furious about the outcome of their bargain and unsettled by the recklessness of the Vecna cultists in spite of their own hardhearted attitudes, the bandids are willing to talk. 

Of course with all their expenses in money and colleagues, they are not very keen to do without their slaves, even though they aren't worth much on the market. 

The PCs can bargain or fight to free the villagers. The leader of the bandits possesses a trapped chest, which holds some valuables.

Melder, one of the bandits contacts the PCs on his own. He hasn't only lost his younger brother in the quarrel with the Vecna cultists, but also had to watch them turn him into an undead.

Combat: (EL = APL +3)

APL 2: Marshal 2, HP 15; Warrior 2, HP 17; Rogue 1 HP 7; Sorcerer 2, HP 9

APL 4: Marshal 4, HP 27; Fighter 2, HP 20; Rogue 2 HP 12; Sorcerer 2, HP 9

APL 6 : Marshal 4/Fighter 2, HP 43; Fighter 4, HP 36; Rogue 4 HP 22; Sorcerer 4, HP 17

APL 8: Marshal 4/Fighter 4, HP 61; Fighter 6, HP 54; Rogue 6 HP 32; Sorcerer 6, HP 25

APL 10: Marshal 4/Fighter 6, HP 79; Fighter 8, HP 70; Rogue 8 HP 42; Sorcerer 8, HP 33

Trap: (EL = APL/2)

APL 2: poison needle trap (CR 1)

APL 4: poison needle trap (CR 2)

APL 6: hail of needles (CR 3)

APL 8: poison dart trap (CR 4)
APL 10: fusillade of darts (CR 5)

Treasure

Encounter 2 – The bandits of Sharpwall

APL 2: Loot – 33 gp; Coin – 50 gp; Magic –  dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193)

APL 4: Loot – 33 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193)

APL 6: Loot – 0 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193) + aroma of dreams (125 gp) + ring of protection +1 (167 gp) + elven thinblade +1 (200 gp)

APL 8: Loot – 0 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + merciful heavy mace +1 (693) + aroma of dreams (125 gp) + ring of protection +1 (167 gp) + elven thinblade +1 (200 gp)

4 – On hot Pursuit

Melder leads the PCs into the woods to the clearing where the fight between the cultists and the bandits took place. From here the cultists track is good enough to follow. 

5 – Oromandia again!

The PCs meet Oromandia the druid. Forest animals told her of strange man-creatures around Goldchasm. Because of her link to the element of air this earthbound place unsettles her, so she did not investigate the place on her own. Besides, since her former rash answers to percieved imbalances in the Adri have caused so much trouble in the past (comp. xxxx), she works hard on her laid-back attitude.

6 – Slave Train

A few hours before the PCs reach Goldchasm, they stumble upon a second group of Vecna cultists with a few hostages in tow. The cultists are heading for the chasm, where they are supposed to meet someone to take them to the backentrance of the node (who won't come for the PCs). These cultist are fanatics who will kill themselves on the first opportunity, if they are captured alive. Even if they are somehow persuaded to answer questions, they are not of much use, since they haven't been to the earthnode yet and don't know much about it.

But the PCs will find a scrap of a map with a cross on the location of the Goldchasm on one of those bandits. 

The hostages are not injured and confident that they can reach their farm on their own.

Combat: (EL = APL +1)

APL 2: Cleric 1, HP 9 ; Fighter 1, HP 12; Barbarian 1, HP 15

APL 4: Cleric 2, HP 15 ; Fighter 2, HP 20; Barbarian 2, HP 25
APL 6: Cleric 4, HP 27 ; Fighter 4, HP 36; Barbarian 4, HP 45

APL 8: Cleric 6, HP 39 ; Fighter 6, HP 52; Barbarian 6, HP 65
APL 10: Cleric 8, HP 51 ; Fighter 8, HP 68; Barbarian 8, HP 85

Treasure:

APL 2: Loot – 76 gp; Coin – 0 gp; Magic –  wand of silence (113 gp)

APL 4: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)
APL 6: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

APL 8: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

APL 10: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

7 – Down into the Goldchasm

When the PCs reach the chasm, a dangerous and difficult climb down to the bottom of the ever changing ravine will begin.

Combat: (EL = APL)

APL 2: several random encounters

APL 4: several random encounters

APL 6 : several random encounters

APL 8: several random encounters

APL 10: several random encounters
8 – Trouble with Earth

At the bottom, the PCs will have to fight an Earth Elemental before they can enter the long subterranean passageway that leads to the earth node.

Combat: (EL = APL +1)

APL 2: medium earth elemental, HP 30, MM p.

APL 4: large earth elemental, HP 68, MM p.

APL 6 : huge earth elemental, HP 152, MM p.

APL 8: greater earth elemental, HP 199, MM p.

APL 10: elder earth elemental, HP 228, MM p.
9 – The captured Xorn

On their long way through the darkness, they meet a group of xorns who plead them to save one of their own from the hands of a band of duergar. These xorns pose no threat to the PCs at all and they are a valuable source of information. 

The intended second part of this encounter is a battle against a group of duergar. Even if the PCs should choose to fight or ignore the Xorns, that group of dark dwarves will proof hard to avoid.

Combat: (EL = APL +3)

APL 2: duergar fighter 1, HP 13; duergar ranger 1, HP 10; duergar wizard 1, HP 6

APL 4: duergar fighter 3, HP 31; duergar ranger 3, HP 24; duergar wizard 3, HP 16

APL 6: duergar fighter 5, HP 49; duergar ranger 5, HP 38; duergar wizard 5, HP 26

APL 8: duergar fighter 7, HP 67; duergar ranger 7, HP 52; duergar wizard 7, HP 36

APL 10: duergar fighter 9, HP 85; duergar ranger 9, HP 66; duergar wizard 9, HP 46
Encounter  – The captured Xorn

APL 2: Loot – 70 gp; Coin – 0 gp; Magic – mithral heavy shield (85 gp) + spell book (24 gp) + spellsight spectacles (208 gp)

APL 4: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +1 (168 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 6: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +1 (168 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 8: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +2 (418 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 10: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +2 (418 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + Drow-bane battleaxe +1 (693 gp) + elemental-bane mighty [+2] shortbow +1 (710 gp)

10 - Symbols

After a lengthy journey through caves and tunnels, the PCs reach the margin of the earthnode. The entrance is guarded by a magic symbol.

Trap: (EL = APL/2 +5)

APL 2: Symbol of Pain

APL 4: Heighened Symbol of Pain 

APL 6: Symbol of Weakness

APL 8: Heighened Symbol of Weakness
APL 10: heighened Symbol of Death
11 – Vecna forever

This is the final encounter: the PCs have to stop an ongoing ritual, save the villagers who are about to be sacrificed, battle the cultists and put their undead minions to rest.

The Highpriest has also a small chest with a deadly trap in his possession. It contains a strange book page (see AR).

Combat: (EL = APL)

APL 2: Cleric 3, HP 21; Cleric 1, HP 9; Wizard 2, HP 9; Warrior 2, HP 17; 3 human skeletons, HP 6 each; 2 human zombies, HP 16 each

APL 4: Cleric 3/Wizard 3, HP 33; Cleric 2, HP 15; Wizard 2, HP 9; Fighter 2, HP 20; troglodyte zombie, HP 29; 2 human zombies, HP 16 each

APL 6 : Cleric 3/Wizard 3/Mystic Theurge 2, HP 41; Cleric 4, HP 27; Wizard 4, HP 17; Fighter 4, HP 36; bugbear zombie, HP 42;  4 human zombies, HP 16 each 

APL 8 : Cleric 3/Wizard 3/Mystic Theurge 4, HP 49; Cleric 6, HP 39; Wizard 6, HP 25; Fighter 6, HP 52; minotaur zombie, HP 81;  9 human zombies, HP 16 each 

APL 10 : Cleric 3/Wizard 3/Mystic Theurge 6, HP 57; Cleric 8, HP 51; Wizard 8, HP 33; Fighter 8, HP 68; gray render zombie, HP 133;  12 human zombies, HP 16 each 

Trap: (EL = APL)

APL 2: Inflict light wounds trap (CR 2)

APL 4: lightning bolt trap (CR 4)
APL 6: flame strike trap (CR 6)

APL 8: earthquake trap (CR 8)

APL 10: energy drain trap (CR 10)

Treasure

APL 2: Loot – 154 gp; Coin – 0 gp; Magic – wand of magic missile (94 gp)
APL 4: Loot – 0 gp; Coin – 0 gp; Magic – wand of icestorm (175 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp)

APL 6: Loot – 0 gp; Coin – 0 gp; Magic – wand of icestorm (350 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp)

APL 8: Loot – 0 gp; Coin – 0 gp; Magic – staff of frost (469 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp) + headband of intellect +2 (333 gp)

APL 10: Loot – 0 gp; Coin – 0 gp; Magic – staff of frost (938 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp) + headband of intellect +2 (333 gp) + lesser strand of prayer beads (800 gp)

Experience Points

Encounter 1 – Ambush!

Defeating the monsters:

APL 2: CR 2 – 60 XP

APL 4: CR 4 – 120 XP

APL 6: CR 6 – 180 XP

APL 8: CR 8 – 240 XP

APL 10: CR 10 – 300 XP

Encounter 3 – Bandits of Sharpwall

Defeating the bandits:

APL 2: CR 5 – 150 XP

APL 4: CR 7 –  210 XP

APL 6: CR 9 –  270 XP

APL 8: CR 11 –  330 XP

APL 10: CR 13 –  390 XP

Opening the Chest:

APL 2: CR 1 – 30 XP

APL 4: CR 2 –  60 XP

APL 6: CR 3 –  90 XP

APL 8: CR 4 –  120 XP

APL 10: CR 5 –  150 XP

Freeing the villagers:

APL 2: 150 XP

APL 4: 195 XP

APL 6: 240 XP

APL 8: 285 XP

APL 10: 330 XP

Encounter 5 – Oromandia again

Talking with Oromandia:

APL 2: 30 XP

APL 4: 45 XP

APL 6: 60 XP

APL 8: 75 XP

APL 10: 90 XP

Encounter 6 – Slave Train

Defeating the Vecna cultists

APL 2: CR 3 – 90 XP

APL 4: CR 5 –  150 XP

APL 6: CR 7 –  210 XP

APL 8: CR 9 –  270 XP

APL 10: CR 11 –  330 XP

Freeing the slaves:

APL 2: 45 XP

APL 4:  90 XP

APL 6: 135 XP

APL 8: 180 XP

APL 10: 225 XP

Encounter 7 – Down into the Goldchasm

Entering the Goldchasm:

APL 2: CR 2 – 60 XP

APL 4: CR 4 –  120 XP

APL 6: CR 6 –  180 XP

APL 8: CR 8 –  240 XP

APL 10: CR 10 –  300 XP

Encounter 8 – Trouble with Earth

Getting past the Earth Element

APL 2: CR 3 - 90 XP

APL 4: CR 5 - 150 XP

APL 6: CR 7 - 210 XP

APL 8: CR 9 - 270 XP

APL 10: CR 11 - 330 XP

Encounter 9 – The captured Xorn

Defeating the Duergar

APL 2: CR 5 - 150 XP

APL 4: CR 7 - 210 XP

APL 6: CR 9 - 270 XP

APL 8: CR 11 - 330 XP

APL 10: CR 13 - 390 XP

Freeing the Xorn

APL 2: 45 XP

APL 4:  60 XP

APL 6: 75 XP

APL 8: 90 XP

APL 10: 105 XP

Encounter 10 – Symbols

Getting past the Symbol

APL 2: CR 6 - 180 XP

APL 4: CR 7 - 210 XP

APL 6: CR 8 - 240 XP

APL 8: CR 9 - 270 XP

APL 10: CR 10 - 300 XP

Encounter 11 – Vecna forever

Defeat the guardian:

APL 2: CR 6 – 180 XP

APL 4: CR 8 –  240 XP

APL 6: CR 10 –  300 XP

APL 8: CR 12 –  360 XP

APL 10: CR 14 –  420 XP

Bypassing the chest:

APL 2: CR 2 – 60 XP

APL 4: CR 4 –  120 XP

APL 6: CR 6 –  180 XP

APL 8: CR 8 –  240 XP

APL 10: CR 10 –  300 XP

Burying Melder’s brother

APL 2: 30 XP

APL 4:  45 XP

APL 6: 60 XP

APL 8: 75 XP

APL 10: 90 XP

Bringing back the tome

APL 2: 15 XP

APL 4:  30 XP

APL 6: 45 XP

APL 8: 60 XP

APL 10: 75 XP

Maximum possible XP per player:

APL 2: 1350 XP

APL 4: 2025 XP

APL 6: 2700 XP

APL 8: 3375 XP

APL 10: 4050 XP

Treasure

Encounter 2 – The bandits of Sharpwall

APL 2: Loot – 33 gp; Coin – 50 gp; Magic –  dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193)

APL 4: Loot – 33 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193)

APL 6: Loot – 0 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + heavy mace +1 (193) + aroma of dreams (125 gp) + ring of protection +1 (167 gp) + elven thinblade +1 (200 gp)

APL 8: Loot – 0 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +1 (338 gp) + merciful heavy mace +1 (693) + aroma of dreams (125 gp) + ring of protection +1 (167 gp) + elven thinblade +1 (200 gp)

APL 10: Loot – 0 gp; Coin – 50 gp; Magic – dust of tracelessness (21 gp) + oil of bless weapon (8 gp) + potion of jump (4 gp) + glamered breastplate +2 (588 gp) + merciful heavy mace +1 (693) + aroma of dreams (125 gp) + ring of protection +1 (167 gp) + deadly precision elven thinblade +1 (1533 gp)

Encounter 3 – Slave train

APL 2: Loot – 76 gp; Coin – 0 gp; Magic –  wand of silence (113 gp)

APL 4: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)
APL 6: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

APL 8: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

APL 10: Loot – 76 gp; Coin – 0 gp; Magic – wand of silence (113 gp) + vest of resistance +1 (83 gp)

Encounter  – The captured Xorn

APL 2: Loot – 70 gp; Coin – 0 gp; Magic – mithral heavy shield (85 gp) + spell book (24 gp) + spellsight spectacles (208 gp)

APL 4: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +1 (168 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 6: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +1 (168 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 8: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +2 (418 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + battleaxe +1 (193 gp) + mighty [+2] shortbow +1 (210 gp)

APL 10: Loot – 0 gp; Coin – 0 gp; Magic – mithral heavy shield +2 (418 gp) + spell book (24 gp) + spellsight spectacles (208 gp) + Drow-bane battleaxe +1 (693 gp) + elemental-bane mighty [+2] shortbow +1 (710 gp)

Encounter 6 – Vecna forever

APL 2: Loot – 154 gp; Coin – 0 gp; Magic – wand of magic missile (94 gp)
APL 4: Loot – 0 gp; Coin – 0 gp; Magic – wand of icestorm (175 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp)

APL 6: Loot – 0 gp; Coin – 0 gp; Magic – wand of icestorm (350 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp)

APL 8: Loot – 0 gp; Coin – 0 gp; Magic – staff of frost (469 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp) + headband of intellect +2 (333 gp)

APL 10: Loot – 0 gp; Coin – 0 gp; Magic – staff of frost (938 gp) + fullplate +1 (221 gp) + greatsword +1 (196 gp) + periapt of wisdom +2 (333 gp) + headband of intellect +2 (333 gp) + lesser strand of prayer beads (800 gp)

Maximum gold per player:

APL 2: 647 gp + 189 gp + 387 gp + 248 gp = 1471 gp (round down to 1350 gp)

APL 4: 647 gp + 272 gp + 803 gp + 592 gp = 2314 gp (round down to 1950 gp)

APL 6: 1106 gp + 272 gp + 803 gp + 1100 gp = 3281 gp (round down to 2700 gp)

APL 8: 1606 gp + 272 gp + 1220 gp + 1552 gp = 4650 gp (round down to 3900 gp)

APL 10: 3189 gp + 272 gp + 2220 gp + 2821 gp = 8502 gp (round down to 6900 gp)


Item Access

APL 2

glamered armor upgrade (Region, DMG, +2700gp)

mithral heavy shield (Region, DMG, 1020gp)

Duergar spell book (Adventure, 270gp, see above)

wand of magic missile (15 charges) (Region, CL 5th, DMG, 1125gp)

spellsight spectacles (Adventure, CV, p.135, 2500gp)

wand of silence (15 charges), (Region, CL 3rd, DMG, 1350gp)

elven thinblade (Region, RoW, p.166, 100gp)

dust of tracelessness (Region, DMG, 250gp)

APL 4 (All of APL 2 plus the following)

wand of icestorm (5 charges) (Region, CL 7th, DMG, 2100gp)

vest of resistance +1 (Region, CA, p.150, 1000gp)

APL 6 (All of APLs 2-4 plus the following)

wand of icestorm (10 charges) (Region, CL 7th, DMG, 4200gp)

aroma of dreams (Region, CA, p.147, 1500gp)

APL 8 (All of APLs 2-6 plus the following)

merciful weapon upgrade (Region, DMG, +1 bonus)

mithral heavy shield +2 (Region, DMG, 5020gp)

staff of frost (5 charges) (Region, CL 10th, DMG, 5625gp)

APL 10 (All of APLs 2-8 plus the following)

Drow-bane weapon upgrade (Region, DMG, +1 bonus)

elemental-bane weapon upgrade (Region, DMG, +1 bonus)

staff of frost (10 charges) (Region, CL 10th, DMG, 11250gp)

deadly precision weapon upgrade (Region, CW, p.??, +2 bonus)

strand of lesser prayer beads (Region, DMG, 9600gp)

Favour of Garwin: You have earned the favour of Garwin by laying to rest his brother’s body. Its effects will be determined in later adventures. (Only award this Favour if the PCs bury Garwin’s brother; if not, cross it off.)





A Strange Page Torn from a Book


You have found a strange book page. It is written in Infernal and seems to contain notes on business deals in cryptic shorthand. It also holds a formulaic sentence that, if read aloud, works like a suggestion spell (CL 14th) and has 10 charges left. Only one PC may leave the table with this item. It needs to be bought immediately at the end of the adventure. Price 6300 gp





Wizardly Lore: You have found the spell book of the duergar wizard. It contains some useful spells: transmute rock to mud, resilient sphere, fist of stone, slow, displacement, glitterdust, stonewall, stony grasp, lesser acid orb. Base price 270 gp





Ancient Knowledge: The spell book of the duergar wizard contains an encrypted spell. By spending 1 TU, the PC can restore the following spell: assay resistance (CA, p. 98)








Boccob’s Blessing


You thwarted the plans of the Vecna Cultists and prevented the strengthening of Vecna. Therefore, the church of Boccob grants you a one-time access to a magical item of your choice, up to a maximum gold value of 25.000 gp. This is subject to the rules of availability found in the LGCS and applies to purchase only, not to creation!


If you are a member of a MO of Boccob, the maximum gold value of the item is 36.000 gp.





Rao’s Gratitude


For recovering the stolen tome and defeating the Cult of Vecna, the church of Rao grants you a one-time free use of each of the following spells. All spells are cast at CL 14th.


__: break enchantment


__: restoration


__: heroes’ feast (consumable only in Innspa)


If you are a member of a MO of Rao, these two spells are also granted:


__: remove curse


__: heal








