APL 8 

Encounter 5

Revised Tactics: If the alarm spell is triggered, Blagnar will first use his oil of corrupt weapon, and will then drink as many potions as he is able. He will try and stay behind the central stalactites and get off a surprise attack as the first creature comes into view. If the alarm goes off, the first spells the cleric will cast should be protection from good, living undeath, resist energy (fire), and bull’s strength, while the sorcerer will try and cast fly and invisibility on himself and the cleric. If the alarm spell isn’t triggered, the cleric will try and roughly duplicate the buff list if possible, while the kobold will use his scroll of haste.
Jimah; Kobold Sor7; CR 7; Small Humanoid; HD 7d4+7; 28 hp Init +1; Spd 30; AC 14 (T 13, FF 12) (+2 dexterity, +1 size, +1 natural); Base +2; Grp –4; Atk +0 melee [(1d3-2, dagger)] or Atk +3 ranged [(1d3-2, sling); SQ: light sensitivity, darkvision 60’; AL CN; SV Fort +2, Ref +2, Will +5; Str 6, Dex 12, Con 12, Int 10, Wis 12, Cha 19.


Skills and Feats: Concentration +8, Craft (Trapmaking) +2, Hide +6, Listen +2, Move Silently +2, Search +2, Spot +2, Profession (Miner) +2, Spellcraft +7; Silent Spell, Arcane Spell Preparation, Quicken Spell; 


Spells: (Sorcerer 6/7/5/5 DC 14+Spell Level) 0 Level: prestidigitation, detect magic, daze, dancing lights; 1st Level: ray of enfeeblement, hold person, reduce person, magic missile, true strike; 2nd Level: glitterdust, invisibility, snake’s swiftness; 3rd Level: wind wall, fly

Spells Memorized: 2nd Level: silent ray of enfeeblement, silent true strike


Possessions: Dagger, Scroll of Alarm (4th Level Caster), +2 cloak of charisma, scroll of haste;

Blagnar; Troll War1/WrHlk1/Bbn1; CR 7; Large Giant (9’ 11”); HD 6d8+60+1d8+10+1d12+10+1d12+10; 142 hp; Init +4; Speed 40 ft; AC 26, touch 14, flatfooted 22 (+4 dex, +6 for +1 mithril breast plate, +5 natural); Base Attack +6; Grp +19; Atk +16 melee (2d6+14/20x4, +1 scythe) or +10 Ranged (1d8+9/20, masterwork javelin); Full Atk +16/+11 melee (2d6+14/20x4 +1 scythe) or 2 claws +15 melee (1d6+9) or +10/+5 Ranged (1d8+9/20, masterwork javelin); SA: rend 2d6+13; SQ: darkvision 90 ft, low-light vision, regeneration 5, scent, rage (ex) 1/day, ability boost (Str +2), no time to think (ex), resistance to acid 10, cold 10, electricity 10, fire 10, sonic 10*; AL: CN; Saves: Fort +21, Reflex +6, Will +5; Str 29, Dex 18, Con 30, Int 6, Wis 12, Cha 4.

       While Raging 160 hp; AC 24; Atk +18 melee (2d6+17/20x4,+1 scythe); or Full Attack +18/+13 (2d6+17/x4, +1 scythe), Fort +23, Will +7;

        Skills and Feats: Jump +21; Cleave, Iron Will, Power Attack, Weapon Focus (scythe) 

        Ability Boost (Ex): As a war hulk gains levels in this prestige class, his Strength score increases as noted on table 1-12: The War Hulk. These increases stack.
          No Time to Think (Ex): A character with levels in war hulk is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously). The only exception is the Intimidate skill which functions normally.
        Possessions: +1  scythe, +2 amulet of health, +1 mithril breast plate, oil of corrupt weapon, potion of shield of faith (+3), potion of blur, potion of barksin (+3), potion of invisibility, 5 masterwork javelins, cold iron scythe, silver scythe, 

         *from favourable sacrifice
Dex; War1/Clr7; Male Baklunish Human; CR 7; Medium Humanoid (5' 6" tall); 1d8+2+7d8+14; hp 57; Init +1 (Dex); Spd 20 ft; AC 19 (T 11, FF 18) (+1 dexterity, +8 for full plate); BAB +5; Grapple +4; Atk +5 melee (2d4, [crit 20] [x2], masterwork scythe); Atk +5 ranged (1d8 [crit 19-20] [x2] light crossbow); Space/Reach 5 ft./5 ft.; SA; cast evil spells at +1 caster level; SQ trickery and evil; AL NE; SV Fort +9, Ref +3, Will +10; Str 10, Dex 12, Con 14, Int 10, Wis 20, Cha 12.

Skills and Feats: Concentration +14, Knowledge (History) +7, Knowledge (Religion) +5, Spellcraft +4, Swim +2; Silent Spell, Reach Spell, Skill Focus: Concentration, Divine Metamagic (Silent Spell)

Spells (Cleric 6/6+1/4+1/3+1/2+1 DC 15+spell level) 0 Level: create water (4), detect magic (2) 1st Level: protection from good*, protection from good, favorable sacrifice (2),resurgence, bane, bless; 2nd Level: invisibility*, cure moderate wounds, living undeath,, bull’s strength, resist energy; 3rd Level: magic circle against good*, cure serious wounds, prayer, dispel magic; 4th Level: unholy blight*, dismissal, reach cure moderate wounds

Possessions: Masterwork full plate, +2 periapt of wisdom, masterwork scythe, 2 iron holy symbols, 2 scrolls of calm emotions, 
APL 10 

Encounter 5

Revised Tactics: As APL 8, except the Kobold will use greater invisibility if possible.

Jimah; Kobold Sor9; CR 9; Small Humanoid; HD 9d4+27; 54 hp Init +1; Spd 30; AC 14 (T 13, FF 12) (+2 dexterity, +1 size, +1 natural); Base +4; Grp –2; Atk +2 melee [(1d3-2, dagger)] or Atk +5 ranged [(1d3-2, sling); SQ: light sensitivity, darkvision 60’; AL CN; SV Fort +2, Ref +2, Will +5; Str 6, Dex 12, Con 14, Int 10, Wis 12, Cha 20.


Skills and Feats: Concentration +12, Craft (Trapmaking) +2, Hide +6, Listen +2, Move Silently +2, Search +2, Spot +2, Profession (Miner) +2, Spellcraft +7; Silent Spell, Arcane Spell Preparation, Quicken Spell, Improved Toughness; 


Spells: (Sorcerer 6/8/6/3/3 DC 15+Spell Level) prestidigitation, detect magic, daze, dancing lights; 1st Level: ray of enfeeblement, hold person, reduce person, magic missile, true strike; 2nd Level: glitterdust, invisibility, snake’s swiftness, see invisibility; 3rd Level: wind wall, fly, fireball 4th Level: summon monster IV, invisibility, greater;

Spells Memorized: 2nd Level: silent ray of enfeeblement, silent true strike; 3rd silent see invisibility, silent snake’s swiftness (2) ; 4th Level, silent fireball, silent wind wall


Possessions: Dagger, Scroll of Alarm (4th Level Caster), +2 cloak of charisma, scroll of haste (2)

Blagnar; Troll War1/WrHlk3/Bbn1; CR 9; Large Giant (9’ 11”); HD 6d8+66+1d8+11+1d12+11+3d12+33; 187 hp; Init +4; Speed 40 ft; AC 27, touch 14, flatfooted 23 (+4 dex, +7 for +2 mithril breast plate, +5 natural); Base Attack +6; Grp +21; Atk +18 melee (2d6+17/19-20x4, +1 keen scythe) or +10 Ranged (1d8+11/20, masterwork javelin); Full Atk +18/+13 melee (2d6+17/19-20x4, +1 keen scythe) or 2 claws +17 melee (1d6+11) +10/+5 Ranged (1d8+11/20, masterwork javelin); SA: rend 2d6+16, great swing (ex), mighty rock throwing (ex); SQ: darkvision 90 ft, low-light vision, regeneration 5, scent, rage (ex) 1/day, ability boost (Str +6), no time to think (ex), resistance to acid 10, cold 10, electricity 10, fire 10, sonic 10*; AL: CN; Saves: Fort +25, Reflex +9, Will +8; Str 33, Dex 18, Con 32, Int 6, Wis 12, Cha 4.

          While Raging 209 hp; AC 25; Atk +20 melee (2d6+20/19-20x4,+1 keen scythe); or Full Attack +20/+15 (2d6+20/x4, +1 keen scythe), Fort +27, Will +10;

         Skills and Feats: Jump +26; Cleave, Iron Will, Power Attack, Weapon Focus (scythe) 

            Ability Boost (Ex): As a war hulk gains levels in this prestige class, his Strength score increases as noted on table 1-12: The War Hulk. These increases stack.

            No Time to Think (Ex): A character with levels in war hulk is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously). The only exception is the Intimidate skill which functions normally.

            Great Swing (Ex): Starting at 2nd level, a war hulk is able to make a great sweeping swing with a melee weapon. As a full-round action, the war hulk can choose three squares adjacent to one another (he must threaten all of them). His attack applies to all creatures in those squares. Make one attack roll and apply that roll as an attack against each defender (such as disarm, trip, sunder), this special attack effects only the first target; the others are attacked normally. 

      Walls and similar obstacles can block a great swing. Start with one square that the war hulk threatens. Each successive square chose must be adjacent to the previous square and have a line of effect to that square. Two squares separated by a wall, for instance, cannot be chosen as adjacent squares for a great swing. 

      The war hulk may skip creatures, attacking on creatures that he wants to. For example if there are three creatures in a row-an enemy, an ally, and an enemy-the war hulk can choose three squares for the great swing but may only strike the two enemies. 
       If a war hulk drops one of his foes with a great swing, he may make a cleave attack normally. However, he may only do so once for every time he swings even if he drops more than one foe.
        Mighty Rock Throwing (Ex): Starting at 3rd level, a war hulk gains a powerful rock throwing ability. The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet. (Like all thrown weapons they have a maximum of five range increments.) The war hulk uses his strength modifier instead of his Dexterity modifier on the attack roll. The rock must weight approximately 50 pounds.

       Mighty Swing (Ex): Starting at 4th level, a war hulk can make a mighty swing. A mighty swing is like a great swing, except that it is an attack action rather than a full-round action. Thus, the character can move and make a mighty swing or (if he can make multiple attacks) make multiple mighty swings in a round.
        Possessions: +1  keen scythe, +4 amulet of health, +2 mithril breast plate, +2 vest of resistance, ring of counterspells (dispel magic), oil of corrupt weapon, potion of shield of faith (+3), potion of blur, potion of barksin (+3), potion of barksin (+3), potion of invisibility, 5 masterwork javelins, cold iron scythe, silver scythe

        *from favourable sacrifice 

Dex; War1/Clr9; Male Baklunish Human; CR 9; Medium Humanoid (5' 6" tall); 1d8+2+9d8+18; hp 71; Init +1 (Dex); Spd 20 ft; AC 20 (T 11, FF 19) (+1 dexterity, +9 for +1 full plate); BAB +6; Grapple +6; Atk +6/+1 melee (2d4, [crit 20] [x2], masterwork scythe); Atk +7 ranged (1d8 [crit 19-20] [x2] light crossbow); Space/Reach 5 ft./5 ft.; SA; cast evil spells at +1 caster level; SQ trickery and evil; AL NE; SV Fort +10, Ref +4, Will +12; Str 10, Dex 12, Con 14, Int 10, Wis 22, Cha 12.

Skills and Feats: Concentration +16, Knowledge (History) +8, Knowledge (Religion) +6, Spellcraft +4, Swim +2; Silent Spell, Reach Spell, Skill Focus: Concentration, Divine Metamagic (Silent) 

Spells (Cleric 6/6+1/5+1/4+1/3+1/2+1 DC 15+spell level) 0 Level: create water (4), detect magic (2) 1st Level: protection from good*, protection from good, favorable sacrifice (2), resurgence, bane, bless; 2nd Level: invisibility*, restoration (lesser), resist energy, bull’s strength, cure moderate wounds, shatter; 3rd Level: magic circle against good*, cure serious wounds (2), prayer, dispel magic; 4th Level: unholy blight*, dismissal, reach cure moderate wounds, revenance; 5th Level: dispel good*, panacea, flame strike

Possessions: +1 Full plate, +2 periapt of wisdom, masterwork scythe, 2 iron holy symbols, 2 vials of oil of corrupt weapon
APL 12 

Encounter 5

Revised Tactics: At APL 12 the Trolls will take their potions, and the cleric will cast protection from good and living undeath on Gwardok and send him toward the entrance to keep the enemies occupied. He will hold Blagnar back and buff him as much as possible using his bull’s strength and resist energy on him. If there is time, the sorcerer will cast greater invisibility and fly on Blagnar as well.

Jimah; Kobold Sor10; CR 10; Small Humanoid; HD 10d4+30; 60 hp Init +1; Spd 30; AC 14 (T 13, FF 12) (+2 dexterity, +1 size, +1 natural); Base +5; Grp –2; Atk +2 melee [(1d3-2, dagger)] or Atk +7 ranged [(1d3-2, sling); SQ: light sensitivity, darkvision 60’; AL CN; SV Fort +2, Ref +2, Will +5; Str 6, Dex 12, Con 14, Int 10, Wis 12, Cha 20.


Skills and Feats: Concentration +14, Craft (Trapmaking) +2, Hide +7, Listen +2, Move Silently +2, Search +2, Spot +2, Profession (Miner) +2, Spellcraft +7; Silent Spell, Arcane Spell Preparation, Quicken Spell, Improved Toughness.


Spells: (Sorcerer 6/8/5/4/4/2 DC 15+Spell Level) 0 Level: prestidigitation, detect magic, daze, dancing lights; 1st Level: ray of enfeeblement, hold person, reduce person, magic missile, true strike; 2nd Level: glitterdust, invisibility, see invisibility, snake’s swiftness; 3rd Level: wind wall, fly, fireball; 4th Level: enervation, invisibility, greater; 5th: arc of lightning


Spells Memorized: 2nd Level: silent ray of enfeeblement, silent true strike; 3rd silent see invisibility (2) silent bull’s strength; 4th Level, silent fireball, silent wind wall; 5th Level: quickened true strike, quickened true strike


Possessions: Dagger, Scroll of Alarm (4th Level Caster), +2 cloak of charisma, scroll of haste (2)

Blagnar; Troll War1/WrHlk4/Bbn1; CR 10; Large Giant (9’ 11”); HD 6d8+66+1d8+11+1d12+11+4d12+44; 205 hp; Init +4; Speed 40 ft; AC 28, touch 14, flatfooted 24 (+4 dex, +8 for +3 mithril breast plate, +5 natural); Base Attack +6; Grp +23; Atk +20 melee (2d6+20/19-20x4, +1 keen scythe) or or +10 Ranged (1d8+13/20, masterwork javelin); Full Atk +20/+15 melee (2d6+20/19-20x4, +1 keen scythe) or 2 claws +19 melee (1d6+19) +10/+5 Ranged (1d8+13/20, masterwork javelin); SA: great swing (ex), mighty rock throwing (ex), mighty swing (ex); SQ: darkvision 90 ft, low-light vision, regeneration 5, scent, rage (ex) 1/day, ability boost (Str +8), no time to think (ex), resistance to acid 10, cold 10, electricity 10, fire 10, sonic 10*; AL: CN; Saves: Fort +27, Reflex +10, Will +9; Str 36, Dex 18, Con 32, Int 6, Wis 12, Cha 4.

          While Raging 227 hp; AC 26; Atk +22 melee (2d6+23/19-20x4,+1 keen scythe); or Full Attack +22/+17 (2d6+23/x4, +1 keen scythe), Fort +28, Will +11;

         Skills and Feats: Jump +28; Cleave, Combat Reflexes, Iron Will, Power Attack, Weapon Focus (scythe) 

         Ability Boost (Ex): As a war hulk gains levels in this prestige class, his Strength score increases as noted on table 1-12: The War Hulk. These increases stack.

            No Time to Think (Ex): A character with levels in war hulk is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously). The only exception is the Intimidate skill which functions normally.

            Great Swing (Ex): Starting at 2nd level, a war hulk is able to make a great sweeping swing with a melee weapon. As a full-round action, the war hulk can choose three squares adjacent to one another (he must threaten all of them). His attack applies to all creatures in those squares. Make one attack roll and apply that roll as an attack against each defender (such as disarm, trip, sunder), this special attack effects only the first target; the others are attacked normally. 

      Walls and similar obstacles can block a great swing. Start with one square that the war hulk threatens. Each successive square chose must be adjacent to the previous square and have a line of effect to that square. Two squares separated by a wall, for instance, cannot be chosen as adjacent squares for a great swing. 

      The war hulk may skip creatures, attacking on creatures that he wants to. For example if there are three creatures in a row-an enemy, an ally, and an enemy-the war hulk can choose three squares for the great swing but may only strike the two enemies. 
       If a war hulk drops one of his foes with a great swing, he may make a cleave attack normally. However, he may only do so once for every time he swings even if he drops more than one foe.
        Mighty Rock Throwing (Ex): Starting at 3rd level, a war hulk gains a powerful rock throwing ability. The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet. (Like all thrown weapons they have a maximum of five range increments.) The war hulk uses his strength modifier instead of his Dexterity modifier on the attack roll. The rock must weight approximately 50 pounds.

       Mighty Swing (Ex): Starting at 4th level, a war hulk can make a mighty swing. A mighty swing is like a great swing, except that it is an attack action rather than a full-round action. Thus, the character can move and make a mighty swing or (if he can make multiple attacks) make multiple mighty swings in a round.
        Possessions: +1  keen scythe, +4 amulet of health, +3 mithril breast plate, +3 vest of resistance, ring of counterspells (dispel magic), oil of corrupt weapon, potion of shield of faith (+4), potion of blur, potion of barkskin (+3), potion of barksin (+3), potion of invisibility, 5 masterwork javelins, cold iron scythe, silver scythe 

      *from favourable sacrifice

Gwardok; Troll War1/WrHlk4/Bbn1; CR 10; Large Giant (9’ 11”); HD 6d8+66+1d8+11+1d12+11+4d12+44; 205 hp; Init +4; Speed 40 ft; AC 28, touch 14, flatfooted 24 (+4 dex, +8 for +3 mithril breast plate, +5 natural); Base Attack +6; Grp +23; Atk +20 melee (2d6+20/19-20x4, +1 keen scythe) or or +10 Ranged (1d8+13/20, masterwork javelin); Full Atk +20/+15 melee (2d6+20/19-20x4, +1 keen scythe) or 2 claws +19 melee (1d6+19) +10/+5 Ranged (1d8+13/20, masterwork javelin); SA: great swing (ex), mighty rock throwing (ex), mighty swing (ex); SQ: darkvision 90 ft, low-light vision, regeneration 5, scent, rage (ex) 1/day, ability boost (Str +8), no time to think (ex), resistance to acid 10, cold 10, electricity 10, fire 10, sonic 10*; AL: CN; Saves: Fort +27, Reflex +10, Will +9; Str 36, Dex 18, Con 32, Int 6, Wis 12, Cha 4.

          While Raging 227 hp; AC 26; Atk +22 melee (2d6+23/19-20x4,+1 keen scythe); or Full Attack +22/+17 (2d6+23/x4, +1 keen scythe), Fort +28, Will +11;

         Skills and Feats: Jump +28; Cleave, Combat Reflexes, Iron Will, Power Attack, Weapon Focus (scythe) 

           Ability Boost (Ex): As a war hulk gains levels in this prestige class, his Strength score increases as noted on table 1-12: The War Hulk. These increases stack.

            No Time to Think (Ex): A character with levels in war hulk is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously). The only exception is the Intimidate skill which functions normally.

            Great Swing (Ex): Starting at 2nd level, a war hulk is able to make a great sweeping swing with a melee weapon. As a full-round action, the war hulk can choose three squares adjacent to one another (he must threaten all of them). His attack applies to all creatures in those squares. Make one attack roll and apply that roll as an attack against each defender (such as disarm, trip, sunder), this special attack effects only the first target; the others are attacked normally. 

      Walls and similar obstacles can block a great swing. Start with one square that the war hulk threatens. Each successive square chose must be adjacent to the previous square and have a line of effect to that square. Two squares separated by a wall, for instance, cannot be chosen as adjacent squares for a great swing. 

      The war hulk may skip creatures, attacking on creatures that he wants to. For example if there are three creatures in a row-an enemy, an ally, and an enemy-the war hulk can choose three squares for the great swing but may only strike the two enemies. 
       If a war hulk drops one of his foes with a great swing, he may make a cleave attack normally. However, he may only do so once for every time he swings even if he drops more than one foe.
        Mighty Rock Throwing (Ex): Starting at 3rd level, a war hulk gains a powerful rock throwing ability. The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet. (Like all thrown weapons they have a maximum of five range increments.) The war hulk uses his strength modifier instead of his Dexterity modifier on the attack roll. The rock must weight approximately 50 pounds.

       Mighty Swing (Ex): Starting at 4th level, a war hulk can make a mighty swing. A mighty swing is like a great swing, except that it is an attack action rather than a full-round action. Thus, the character can move and make a mighty swing or (if he can make multiple attacks) make multiple mighty swings in a round.
        Possessions: +1  keen scythe, +4 amulet of health, +3 mithril breast plate, +3 vest of resistance, ring of counterspells (dispel magic), oil of corrupt weapon, potion of shield of faith (+4), potion of blur, potion of barkskin (+3), potion of invisibility, 5 masterwork javelins, cold iron scythe, silver scythe 

      *from favourable sacrifice

Dex; War1/Clr10; Male Baklunish Human; CR 10; Medium Humanoid (5' 6" tall); 1d8+2+10d8+20; hp 78; Init +1 (Dex); Spd 20 ft; AC 21 (T 11, FF 20) (+1 dexterity, +10 for +2 full plate); BAB +4; Grapple +4; Atk +5 melee (2d4, [crit 20] [x2], masterwork scythe); Atk +5 ranged (1d8 [crit 19-20] [x2] light crossbow); Space/Reach 5 ft./5 ft.; SA; Cast Evil Spells at +1 Caster Level; SQ Trickery and Evil; AL NE; SV Fort +10, Ref +4, Will +13; Str 10, Dex 12, Con 14, Int 10, Wis 22, Cha 12.

Skills and Feats: Concentration +16, Knowledge (History) +8, Knowledge (Religion) +6, Spellcraft +4, Swim +2; Silent Spell, Reach Spell, Skill Focus: Concentration, Divine Metamagic (Silent Spell)

Spells (Cleric 6/6+1/5+1/4+1/4+1/3+1 DC 15+spell level) 0 Level: create water (4), detect magic (2) 1st Level: protection from good*, protection from good, favorable sacrifice (2), resurgence, bane, bless; 2nd Level: invisibility*, restoration (lesser), resist energy, bull’s strength, cure moderate wounds, shatter; 3rd Level: magic circle against good*, cure serious wounds (2), prayer, dispel magic; 4th Level: unholy blight*, dismissal, reach cure moderate wounds (2), revenance 5th Level: dispel good*, panacea, flame strike (2)

Possessions: +1 Full plate, +2 periapt of wisdom, masterwork scythe, 2 iron holy symbols, 2 vials of oil of corrupt weapon, rod of silence

Player’s Handout #3

      Dex,

              I have just received word from one of my agents that the Threshers have discovered a formerly unknown temple in the Yatils, just north of Masha’a. This is the sign for which we have been waiting! We no longer need to invest significant amounts of resources in the Silvermoon mining company now that we have found it. 

     Shut it down. My interest lies less in how you do it and more that it gets done! 

     We don’t need anyone being suspicious of our takeover; after all, we kept it quiet for a reason. 

      No mistakes, Dex.

      As always, I’ll be watching

                    -R

Appendix 2: New Rules Items

Encounter 5

Arc of Lightning [CA]
Transmutation

Level: Druid 4, sorcerer/wizard 5, warmage 5, wu jen 5

Components: V, S, M/DF

Casting Time: 1 standard action

Range: Close (25 ft. +5 ft./2 levels)

Target: A line between two creatures

Duration: Instantaneous

Saving Throw: Reflex Half 

Spell Resistance: No

You create natural conductivity between two creatures and a bolt of electricity arcs between them. This bolt deals 1d6 points of electricity damage per caster level (maximum 15d6) to both creatures and anything in the line between them.

   Both creatures must be in range, and you must be able to target them (as if this spell had targets). Draw the line from any corner in one creature’s space to any one corner in the other’s space.

    Arcane Material Component: Two small iron rods

Arcane Preparation [General, Complete Arcane] You can prepare an arcane spell ahead of time as a wizard does.

Prerequisite: You must be able to cast spells as a bard or sorcerer before you can take this feat.

Benefit: Each day, you are able to prepare one or more spells as a wizard does. If you are a sorcerer or bard, this means you can prepare a spell with a metamagic feat ahead of time, instead of casting it as a full round action. The prepared spell remains in your mind and occupies one of your spell slots until you cast it, or change it. A prepared spell uses up a spell slot of the spell’s normal level, modified by any other metamagic feats.

Divine Metamagic [Metamagic, Complete Divine]

Prerequisite: Ability to turn undead or rebuke undead.

Benefit: When you take this feat, choose a metamagic feat. This feat applies only to that metamagic feat. As a free action, you can take the energy from turning or rebuking undead and use it to apply a metamagic feat to spells that you know. You must spend one turn or rebuke attempt, plus an additional attempt for each level increase in the metamagic feat you’re using. For example, Jozan the cleric could sacrifice three turn attempts to empower a holy smite he’s casting. Because you’re using positive or negative energy to augment your spells, the spell slot for the spell doesn’t change.

Special: This feat may be taken multiple times. Each time you take this feat choose a different metamagic feat to which to apply it.

Reach Spell [Metamagic, Complete Divine]: You can cast touch spells without touching the spell recipient.

Benefit: You may cast a spell that normally has a range of touch at any distance up to 30 feet. The Spell effectively becomes a ray, so you must succeed on a ranged touch attack to bestow the spell upon the recipient. A reach spell uses up a spell slot two levels higher than the spell’s actual level.
Favorable Sacrifice [MH]
Abjuration

Level: Cleric 1

Components: V, S, M

Casting Time: 1 standard action

Range: Touch

Target: Creature Touched

Duration: Instantaneous

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

The subject receives the protection of a divine power commensurate with the value of the expended material component. Only one of the benefits listed below applies per casting of this spell; they do not stack.

Sacrifice
Benefit

1000 GP
Damage reduction 10/magic; resistance to acid 10, cold 10, electricity 10, fire 10, sonic 10; spell resistance 10.

5000 GP
Damage reduction 15/magic; resistance to acid 15, cold 15, electricity 15, fire 15, sonic 15; spell resistance 15.

25000  GP
Damage reduction 20/magic; resistance to acid 20, cold 20, electricity 20, fire 20, sonic 20; spell resistance 20.

Material Component: Gems worth a total of 1000, 5000, or 25000 GP.

Living Undeath [MH]
Abjuration

Level: Cleric 2

Components: V, S, DF

Casting Time: 1 standard action

Range: Touch

Target: Creature Touched

Duration: Instantaneous

Saving Throw: Fortitude negates (harmless)

Spell Resistance: Yes (harmless)

This spell imparts a physical transformation upon the subject, not unlike the process that produces a zombie. While the subject does not actually become undead, its vital processes are temporarily bypassed with no seeming ill effect. The subject becomes not subject to sneak attacks and critical hits, just as undead are.

   While the spell is in effect, the subject takes –4 penalty to its Charisma score (minimum 1).

Panacea [MH]
Level: Cleric 4, Druid 5, Healer 4

Components: V, S

Casting Time: 1 standard action

Range: Touch

Target: Creature Touched

Duration: Instantaneous

Saving Throw: Will half (harmless); see text

Spell Resistance: Yes (harmless)

This spell channels positive energy into a creature to wipe away afflictions. It immediately ends any of the following conditions affecting the target: blinded, confused, dazed, dazzled, deafened, diseased, exhausted, panicked, paralyzed, shaken, sickened, and stunned. It negates sleep effects and the effects of the feeblemind spell, and ends any additional effects from poison, as the neutralize poison spell. It also cures 1d8 points of damage +1 point per caster level (up to +20).

   Panacea does not remove ability damage, negative levels, or permanently drained levels. It does not remove conditions caused by spells of 7th level or higher, or by spells or effects that cannot be dispelled. 

     Used against an undead creature, panacea deals damage instead of curing the creature (which takes half damage if it makes a Will saving throw), but it has no other effect.

Revenance [CD]
Conjuration (Healing)

Level: Blackguard 4, cleric 4, paladin 4

Components: V, S, DF

Casting Time: 1 standard action

Range: Touch

Target: Dead Ally Touched

Duration: 1 min./level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

You touch a recently slain ally and temporarily restore her to life so she may continue to fight. She functions as if a raise dead spell had been cast upon her except she does not lose and level and has half of her normal hit points. She is alive (not undead) for the duration of the spell and can be healed normally, but dies as soon as the spell ends. While the subject is under this spell, she is not affected by raise dead or resurrection.
   The target receives a +1 morale bonus on attacks, damage, saves, and checks against the creature that killed her.

Resurgence [CD]
Abjuration

Level: Blackguard 1, cleric 1, paladin 1

Components: V, S, DF

Casting Time: 1 standard action

Range: Touch

Target: Creature Touched

Duration: Instantaneous

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless)

By laying hands on a creature and saying a brief prayer, you can convince a higher power to grant a second chance to one of your allies. The target of resurgence can make a second attempt to save against an ongoing spell, spell-like ability, or supernatural ability, such as dominate person, a chaos beat’s corporeal instability, or the sickening effect (but not the damage) from unholy blight. If the target of resurgence us subject to more than one ongoing magic effect, the target chooses one of them to retry the save against. If the subject succeeds at the saving throw on the second attempt, the effect ends immediately. Resurgence never restores hit points or ability score damage, but it does eliminate any conditions such as shaken, fatigued, or nauseated that were caused by the spell, spell-like ability, or supernatural ability.

  If a spell, spell-like ability, or supernatural ability doesn’t allow a save (such as power word: stun), then resurgence won’t help the subject recover.

Snake’s Swiftness [MH]
Transmutation

Level: Drd 1, Sorc/Wiz 2

Components: V, S, M/DF

Casting Time: 1 standard action

Range: Close (25 ft. +5 ft./2 levels)

Target: One creature

Duration: Instantaneous

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless)

The subject may immediately make one melee or ranged attack, even if it has already take its action for the round. Taking this action doesn’t affect the subject’s normal place in the initiative order. This is a single attack and follows the standard rules for attacking.

    This spell does not allow the subject to make more than one additional attack in a round. If the subject has already made an addition attack, due to a prior casting of this spell, from the haste spell, or from any other source, this spell fails. 

   Arcane Material Component: A few scales from a snake.

War Hulk (from Miniatures Handbook)

Against the marshaled forces of the enemy army, the war hulk stands tall, confident in his power against lesser soldiers. And why not? He is a creature of great size and talent who is specifically trained to shock and awe opposing massed troops. A hulk indeed, he knows how to spread his mighty blows across a wide area, creating carnage on the battlefield. While a single opponent might evade this massive attack, a massed unit of terrified soldiers are meat on the pounding block.

   Drawn most often from the more intelligent individuals among the various giant kinds, war hulks are trained to fight by similarly large tutors. Other than being big, a war hulk must come to the training already knowing how to fight. Thus, the martial classes, such as fighter, ranger, paladin, and barbarian, are most often promoted into this prestige class-although many giants meet the requirements with no levels at all.

    When an NPC war hulk is spied at the head of an army, the event is too significant to call it merely an omen. Instead, it is a clear sign of deadly peril. 

    Hit Dice: d12
Requirements

To qualify to become a War Hulk, a character must fulfill the following criteria:

Base Attack Bonus:  +5

Feats:  Cleave

Special: Must be size large or larger.
Class Skills

The War Hulk’ class skills (and the key ability for each skill) are Climb (Str), Intimidate (Cha), Jump (Str). See Chapter 4 of the Player’s Handbook for all skill descriptions.

Skill Points at Each Level: 2 + Int Modifier
Table 1-12: The War Hulk

Level
B.A.B
Fort
Reflex
Will
Special

1st
+0
+2
+0
+0
No time to think, ability boost (Str +2)

2nd
+0
+3
+0
+0
Great swing, ability boost (Str +2)

3rd
+0
+3
+1
+1
Mighty rock throwing, ability boost (Str +2)

4th
+0
+4
+1
+1
Mighty swing, ability boost (Str +2)

5th
+0
+4
+1
+1
Ability boost (Str +2)

6th
+0
+4
+2
+2
Sweeping boulder, ability boost (Str +2)

7th
+0
+5
+2
+2
Ability boost (Str +2)

8th
+0
+6
+2
+2
Massive Sweeping Boulder, Toughness, ability boost (Str +2)

9th
+0
+6
+3
+3
Ability boost (Str +2), Toughness

10th
+0
+7
+3
+3
Massive Swing, Toughness, ability boost (Str +2)

Class Features

The following are class features of the War Hulk prestige class.

Weapon and Armour Proficiency: War hulks gain no proficiency with any weapon or armor. 

Ability Boost (Ex): As a war hulk gains levels in this prestige class, his Strength score increases as noted on table 1-12: The War Hulk. These increases stack.

No Time to Think (Ex): A character with levels in war hulk is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously). The only exception is the Intimidate skill which functions normally.

Great Swing (Ex): Starting at 2nd level, a war hulk is able to make a great sweeping swing with a melee weapon. As a full-round action, the war hulk can choose three squares adjacent to one another (he must threaten all of them). His attack applies to all creatures in those squares. Make one attack roll and apply that roll as an attack against each defender (such as disarm, trip, sunder), this special attack effects only the first target; the others are attacked normally. 

      Walls and similar obstacles can block a great swing. Start with one square that the war hulk threatens. Each successive square chose must be adjacent to the previous square and have a line of effect to that square. Two squares separated by a wall, for instance, cannot be chosen as adjacent squares for a great swing. 

      The war hulk may skip creatures, attacking on creatures that he wants to. For example if there are three creatures in a row-an enemy, an ally, and an enemy-the war hulk can choose three squares for the great swing but may only strike the two enemies. 

       If a war hulk drops one of his foes with a great swing, he may make a cleave attack normally. However, he may only do so once for every time he swings even if he drops more than one foe. 

       Mighty Rock Throwing (Ex): Starting at 3rd level, a war hulk gains a powerful rock throwing ability. The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet. (Like all thrown weapons they have a maximum of five range increments.) The war hulk uses his strength modifier instead of his Dexterity modifier on the attack roll. The rock must weight approximately 50 pounds.

       Mighty Swing (Ex): Starting at 4th level, a war hulk can make a mighty swing. A mighty swing is like a great swing, except that it is an attack action rather than a full-round action. Thus, the character can move and make a mighty swing or (if he can make multiple attacks) make multiple mighty swings in a round. 

       Sweeping Boulder (Ex): Starting at 6th level, a war hulk is able to throw his rocks with such force that they affect two adjacent squares. (The second square must be farther away from the war hulk than the first-they cannot be equidistant from him.) Make one attack roll and apply the result to each target. 

        As with the great swing, the war hulk must have line of effect from one square to the next. 

        Toughness: At 8th, 9th, and 10th, a war hulk gains Toughness as a bonus feat.

         Massive Sweeping Boulder (Ex): Starting at 8th level, a war hulk is able to throw his rocks with such force that they affect four squares in a line. (Each successive square chosen must be farther away from the character.) Only the first creature can be subject can be subject to damage from a critical hit or sneak attack.

          As with great swing, the war hulk must have line of effect from one square to the next. 

          Massive Swing (Ex): A 10th level war hulk can last out at all around himself with a single attack. Massive swing works like Mighty Swing but it is not limited to three squares. The war hulk’s swing affects all squares he threatens.

