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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, 2007.  
 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.  
 
Play ers Rea d No Farth er 
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.  
 
Prepar ing fo r  Pla y 
To get the most out of this adventure, you need copies of 
the following D&D rule books: Player’s Handbook, 
Dungeon Master’s Guide, and the Monster Manual.  
 Throughout this adventure, text in bo ld ital ics  
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 Appendix 1. For your 
convenience, that appendix is split by APL 

 Along with this adventure you’ll find a RPGA 
Session 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.  

# of Animals Mundane 
Animals Effect on 

APL 
1 2 3 4 

1/4 & 1/6 0 0 0 1 

1/3 & 1/2 0 0 1 1 

1 1 1 2 3 

2 2 3 4 5 

3 3 4 5 6 

4 4 6 7 8 

5 5 7 8 9 

6 6 8 9 10 

C
R

 o
f A

ni
m

al
 

7 7 9 10 11 

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. 
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 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. 
 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 Core adventure, set in the 
Bright Desert. All characters pay 2 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 that 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 DC 20 
Survival check, 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 
Since her harrowing rescue from a doomed past, Princess 
Ulma of the Empire of Sulm has been consumed with 
caring for her dear friend Shemaya and undoing the 
terrible wrong her father, King Shattados of Sulm, 
wrought on what is now known as the Bright Desert. 
 For Ulma, the Empire of Sulm was consumed but a 
few weeks ago. The pain is fresh for Princess Ulma. She 
feels partially responsible for what has occurred and the 
far-reaching impact. 

 Shemaya, once Ulma’s contemporary, is now more 
akin to a grandmother. Princess Ulma has become a 
caregiver for Shemaya, soothing her troubled spirit and 
restoring her health and appearance. Ulma has learned 
much from her mentor. Shemya has much to teach about 
the prophecy surrounding the Scorpion Crown and its 
unmaking. With access to this resource, Ulma has 
learned everything the High Chapel of Pelor unearthed 
as described in COR6-02 Rallying Point for the Bright 
Sands. This information has been repeated for 
convenience as DM Aid 1. 
 Ulma also understands a bit more about the Bright 
Desert, the ties this land once had to the Flan peoples 
inhabiting it, and a primary cause of the change wrought 
by the Scorpion Crown. The Flan have ever been closely 
tied to Oerth, primarily through Beory and the practices 
of the Old Faith. The Old Faith holds to a small pantheon 
of deities (Pelor, Beory, Ehlonna, Obad-Hai, and Nerull), 
and assigns them roles in the natural order. Underlying 
this ancient belief are various powerful nature entities. 
Chief among these is the Green Man. This quasi-deity 
holds some sway over the verdant health of the land and 
its natural creatures. The Green Man may or may not be a 
single entity. When the Green Man was said to be 
“asleep” in Geoff during CY583 to CY595, this did not 
seem to affect other areas. Some speculate the Green Man 
is only a force of nature in areas settled by the Flan 
peoples. Ulma, through her long tutelage in the Old 
Faith, suspects the Scorpion Crown was somehow able to 
corrupt the Green Man of Sulm, twisting its nature to 
cause the horrific changes now seen in the land and its 
peoples. She believes the destruction of the crown will 
free the Green Man from this change, allowing the land 
to return to its natural state. She also believes this may 
result in the return of Sulm, possibly even a restoration of 
its peoples. 
 Ulma wants the land restored. Her goal is to seek the 
party most able to complete this task. If that is Rary and 
his forces, so be it. If the paladin, Karistyne can 
accomplish this task, that is just as acceptable.  
 

ADVENTURE SUMMARY 
Introduct io n: Princess Ulma summons the dewis-un 
(Chosen Ones) to Hardby, City of the Scorned for a 
meeting. At the Spotted Cow Inn in the Dock District she 
explains her need and asks the PCs to travel to the former 
capitol of Sulm, Utaa, to retrieve an item of evil, the “Bane 
of Itar”, to further her goal to see the Scorpion Crown 
destroyed and the land restored. 
 Encount er 1—Acr os s the Sea: During the 
voyage from Hardby, Geven (disguised as a sailor) 
approaches the PCs. Geven is keenly interested in why 
the PCs are traveling to the Bright Lands and he tries to 
make a bargain with at least one PC to deliver the Bane of 
Itar into his hands, all in the name of regional stability. 
 Encount er 2—T he Port  of  H ista k: The newly 
uncovered ancient port of Histak is a flurry of activity – 
all directed by a minion of Rary and Robilar, Morik. 
Morik may be approached by those PCs sympathetic to 
Rary and certain bargains made to deliver the Bane of Itar 
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into his hands. Supplies for the impending desert trek 
may also be had in Histak. The PCs may also wish to visit 
the famed Healers of Histak. 
 Encount er 3—Acr os s the Sand s: While no dire 
molestation occurs, the PCs are approached by 
Scorimongishaz, the pseudodragon familiar and ally of 
Tensor. Scorimongishaz urges the PCs to help forge an 
alliance between Ulma and Shemaya and Karistyne. 
Delivering the Bane of Itar to Karistyne should seal this 
alliance and help Karistyne to stymie Rary’s plans.
 Encount er 4 —Th e Appr oach to Utaa : PCs 
may either approach by land or air. Three broad avenues 
reach up to the central city on the great Plateau of Utaa. 
Or they may decide to fly, bypassing the potential 
dangers of the road. The air is not without its hazards. 
 Encount er 5 —Ancient Utaa : Despite millennia 
of neglect, the central portion of the city (the portion PCs 
visited in COR5-17 Time’s Tide on Bright Sands) is 
relatively intact. During the day, the streets are clear of 
deadly packs of incorporeal undead, so time is short. 
Despite their absence, the cursed dead of Utaa send forth 
visions to the PCs. Some visions are helpful, some 
harmful. A series of mini-encounters may take place, 
depending upon where the PCs investigate. 
 Encount er 6—T he Ban e of  Itar : PCs battle to 
possess the dread sword, still in the hands of Captain 
Angau, Chief Magistrate and Captain of the Royal Guard 
of Sulm. 
 Conclu sion: The PCs must decide the fate of the 
Bane of Itar, provided they were able to wrest it from 
Captain Angau. 
 

PREPARATION FOR PLAY 
Determine if any of the PCs have the following items: 

 Yugoloth Trident from COR5-06 Blood on 
Bright Sands. 

 Gana Spirit Tattoo from COR5-09 Gateway to 
the Bright Sands. 

 Banner of Robilar from COR5-11 Dark Deceit 
on Bright Sands. 

 Banner of Law from COR6-02 Rallying Point for 
the Bright Sands. 

 Geven’s Ring from COR6-02 Rallying Point for 
the Bright Sands. 

 
Determine if any of the PCs have the following favors: 

 Worked for Scor from COR5-09 Gateway to the 
Bright Sands. 

 Chosen from COR5-17 Time’s Tide on Bright 
Sands. 

 Favor of Karistyne/Geven/Robilar from COR6-
02 Rallying Point for the Bright Sands. 

 
Have each PC make a single Will save (using their 
standard bonus) and record the results for use during 
encounter 5. This save may have to be adjusted later with 
situational modifiers such as those bestowed by 
protective spells. 

 Prior to reading the Introduction, inform each PC 
they have received a sending (see Player’s Handbook page 
275 for details). The message was as follows: 
 
Dew is-un.  I  call on y ou to me et me in the grea t  
city of  Har dby in thre e day s at  the Spott ed Co w  
Inn.  Dest in y com pe ls you.  
 
The recipient of this message knows it originated from 
Princess Ulma of Sulm. Any PC who does not wish to act 
on the sending is done with the module. Any PC with the 
Gana spirit tattoo and/or has the Chosen favor has a 
strong feeling that they must meet Ulma. PCs that have 
not played COR5-17 Times Tide on Bright Sands are 
contacted by mistake, but may still undertake to meet 
Ulma. 
 

INTRODUCTION 
The Sp otte d C ow Inn,  situat ed  within Har dby’ s  
Dock Distr ict ,  is  u nd erstan dab ly p opu lar .  To da y  
as it  o ften  is ,  it  is  pac ke d with  sa i lor s,  
long shor em en,  an d f ish erm en,  inclu ding a  go o d  
number of  ha lf -orc s.  The plac e is  so cr owd e d  
that  a  person in heav y armo r would hav e  
diff icu lty  m ov ing ar ound  in  he re;  you hav e t o  
adm ire t he sk i ll of  th e two waitr es ses  as th e y  
exp ert ly s l ip throug h tight s paces w ithou t  
spi l ling the ir  tra ys of  drink s and f ood.  
 Inside,  th e tav ern ar ea  i s  ful l of  patron s.  A  
rake-th in ma n stan ds beh in d the bar ,  s erv in g  
drin k s and s wapp ing stor ie s.  As y ou ent er,  h e  
manage s to n otic e you abo ve a l l the hubbub.  
Motion ing to o ne of  th e bux om wa itre ss es t o  
take o ve r at  the bar ,  he a pproac hes you.  
 “W elc om e,  my frien ds!  Or shou ld I  say,  
dew is-un? Hah! You  hav e th e loo k of  be in g  
chose n,  I  dar e sa y!”  He  laugh s h earti ly at  h is  
own,  so mew hat inscrutab le,  humo r.  “I  a m  
Or ema l and th is is  my p lac e.”  
  
This is Oremal Thelk (NG male human expert 4) the 
owner of the Spotted Cow Inn. He is a friendly sort, who 
cannot work out why the tavern is so successful 
(although he is not complaining). Once the PCs ask after 
Ulma, continue: 
 
“What y ou se e k awaits up stairs.  I  have pr ov id e d  
the best  o f  my su ite s for  such a  on e!”  Ore ma l  
adapts  a  con sp irator ia l to ne.  “ Do n ot wo rry,  m y  
frie nd,  secr ets  are  safe  w ith me.  I  wou ld  no t  
have l iv e d this long ha d I  not  bee n able t o ke e p  
a  short  tongu e.  Pr oce ed t o cha mber  10  – I ’ l l  
have d rin ks,  br ead,  ch ees e,  and meat  s ent up.”   
 Or ema l pu she s bac k into  the  tave rn ar ea  t o  
the d el ight o f  his patro ns.  
 
A PC in heavy armor is going to have a tough time 
maneuvering through the crowd, but it can be done at 
1/3 normal speed. Large-sized desert centaur PCs can 
only move through the inn at 5 ft. per round due to the 
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crush. Other PCs can move at half normal speed in this 
place should they need to move quickly. Tumbling 
checks are at a -5 penalty due to the lack of space. The 
food and drinks, if ordered, are all better-than-average 
quality, though not tremendously so. 
 Should the PCs wish to question Oremal, they find 
he is surrounded by the bar patrons and nothing quieter 
than shouting would allow any meaningful conversation. 
 Read the following once the PCs proceed upstairs to 
the third floor. 
 
The chamb er doo r i s  clear ly mark ed  by a n  
engrav ed bro nzew oo d placar d.  The do or i s  
clos ed.  Fro m t he  op po sit e end  of  th e ha l l co m e  
two w om en,  eac h b earing tra ys  of  fo od  an d  
drin k.  The y co me t o a  halt  b efor e the doo r.  
 
The waitresses wait for the PCs for a bit, but then knock 
on the door if they take no action. Those trays are heavy! 
 Read the following after either a knock on the door 
or after a PC moves to open the door: 
 
The chamb er do or op ens.  In th e gap is  what  at  
best  ca n b e desc rib ed  as  a  fac simile  of  a  Fla n  
fema le.  Wh ile t he pro port ion s ar e qu it e  
correct ,  the ov eral l impr es sion is  of  a  l ife-s iz e  
do ll.  Th e th ing’s  ey es a re mer e b lack but ton s,  
sewn ont o a  wh it e c loth  face.  The  mout h is  a  
sl it ,  with wha t could be th ic k re d yarn f or  l ip s.  
 “W elc om e Dew is-un,”  the g olem sa ys in a  
st iff  but  p leasant s oun ding vo ice.  “Pr inc es s  
Ulma is  e xp ect ing y ou.  Plea se c ome in.”  
 The do ll  m ov es a side  an d g estur es f or  yo u  
to ent er  the su it e.  
 
The Ulma doll does not answer questions but continues 
to gesture for the PCs to enter. Should they hesitate, the 
waitresses enter first, placing their burdens upon a 
nearby table. 
 Once PCs enter the chamber, read the following: 
 
The roo m is quit e spac iou s and we l l app oint e d.  
Two d oor s lea d off  th e main  chamb er.  Acr os s  
from the d oor,  atten d ed by anoth er of  th e  
Ulma-go lems,  is  th e rea l Pr ince ss Ulma.  She is  
recl in ing on s eve ral p i llows.  Other p i llows ar e  
arrange d in an arc  a roun d her.  A s hort  tab le i s  
in the c ente r.  
 “W elc om e Dew is-un,”  Princ es s Ulma sa ys –  
the v oic e s o e er ily s im ilar  to  that  of  the g o le m.  
“I  thank  Pe lor a nd t he Earth Moth er you ha v e  
hee de d my su mm ons.  W e hav e much to discus s.  
Doubtles s you ar e hun gry  fro m your t rave ls.  
Plea se sit  and refr esh you rse lv es  while I  co m e  
dir ect ly to th e po int .  My t im e is  sh ort  her e in  
this  cit y.  I  pro m ise d S he maya I  wou ld  be  bac k  
soon.”  
 “Sinc e m y r escue  fro m d oo me d Su lm,  I  ha v e  
been stud ying the pro phec ie s w ith She ma ya.  
Poor,  p oor,  Sh ema ya!  But ye ste rda y we w er e  
conte mpo raries – and a lth ough s he ha s no t  

phy sica l ly age d th e we ight of  c enturies lie s  
heav ily up on h er!  Sh e is  not  a s sh e onc e wa s  
and I  cannot  tarr y h er e long ” Th e Pr inc es s  
pause s to rega in h er co mpo sure.  
 “I  see k to un do wha t my fat her ha s wrough t  
upon onc e great  Sulm.  I  see k the m eans t o  
dest ro y the w ic ke d to ol of  th e Dar k One.  I  wan t  
the Scorp ion Crown  dest ro ye d so th e Gr ee n  
Man may awa ke n and h eal th e la nd.”  
 “I  know you hav e alrea dy co mp le te d part  o f  
the que st . ”  
 “An other  ite m n ee de d f or  t he  cer em ony  t o  
undo th e Scor pion Crow n  is  an a ncient wea po n  
of  e vi l.  T he pro phec y is  vagu e ab out th e exac t  
nature of  the wea pon,  but  I  bel ieve it  mus t  
refer  to th e Ban e of  Itar .  This dr eadfu l bla d e  
was wielde d by t he Ch ie f  Mag istrat e an d  
Captain of  m y fath er ’s  arm ies.  I  s pea k of  n on e  
other tha n Capta in Angau,  my once t orm entor !”  
 “The weap on was creat ed in the Te mp le o f  
Darkn es s an d g iv en t o Angau  s o that  he  m igh t  
prot ect  m y fath er fr om th e malc onte nts s tirr in g  
throughout t he r ealm.  It  i s  sa id t hat  whe n i t  
was f irst  forg ed  it  tast ed  th e b loo d of  t he her o-
god Vathr is h im se lf !  Th is mus t  be the wea po n  
nee de d to un do th e Crown.”  
 “Shema ya b e liev es,  aft er  hear ing my  ta les  o f  
the Fal l of  Su lm,  that  th e wea pon is  st i l l  
som ewh ere in Utaa ,  trapp ed a long w ith Anga u  
when the f ol ly of  m y fath er bef el l th e cit y. ”  
 “Trave l t o th e ru in s of  Utaa  an d r etr ie ve  th e  
Bane of  Itar .  Do th is a nd w e wil l be o ne st e p  
clos er  in abo lish ing a  terr ib le e vi l. ”  
 
 k Pr inc es s Ulma:  female human (Flan) aristocrat 
10/wizard 2.  
 Physical Appearance: Fair, almost porcelain skin and 
jet black hair. There is a colorful tattoo on the right side 
of her face. Ulma is 5 feet, 2 inches tall and of solid build, 
yet retains a striking beauty. 
 
If a PC with either the Gana spirit tattoo from COR5-09 
Gateway to Bright Sands or the Chosen favor from COR5-
17 Time’s Tide on Bright Sands refuses this task the tattoo 
and/or the favor are immediately voided. Others must 
decide for themselves if they wish to undertake what 
could be a very dangerous mission. 
 The following information can be worked into 
conversation between the PCs and Princess Ulma. 

 Ulma has arranged passage on the ship 
Callamaraine. This ship is currently docked 
nearby. Ulma provides then with its dock 
number. The Callamaraine leaves tomorrow 
morning. The ship is scheduled to ferry the PCs 
to the Port of Histak. 

 The ancient Port of Histak was recently 
uncovered by a violent sea storm in the Gearnat. 
Ulma believes this is a sign from Beory or even 
Vathris. 
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 Ulma belives that Karistyne is collecting the 
items needed to unmake the Scorpion Crown 
but her intent may be to thwart the archmage 
Rary and not actually undo the curse. Ulma 
would like to establish an alliance between 
herself, Shemaya, and Karistyne. 

 Ulma provides one PC (preferably one with 
either the Chosen favor or the Gana spirit 
tattoo) with a ring of teleportation (see 
Appendix 2). If no one at the table has any of 
these favors, she proffers the ring to a good-
aligned PC. This ring casts teleport as 15th-level 
caster, allowing up to 6 medium-sized creatures 
to be teleported (5 plus the ring-bearer) and 
must be returned at the end of the adventure. 
Princess Ulma, if asked, says she has one as well. 

 Princess Ulma provides the PCs with a map of 
the city, provided they do not already have one. 
Provide them with Appendix 5. Princess Ulma 
also has a current map of the Bright Desert (with 
annotations); see Appendix 7. 

 While Ulma does not explicitly state that the 
PCs should return the Bane of Itar to her, she 
expects them to do the right thing. If asked, 
Princess Ulma suggests the weapon may be a 
powerful tool of persuasion – a gift to show her 
intentions should it be presented to Karistyne. 
If, however, Karistyne is unwilling to aid in 
unmaking the Crown, Princess Ulma would ask 
the PCs to bring the Bane of Itar to her at the 
Tower of Sleep. 

 Ulma, unlike Shemaya, can leave the Tower of 
Sleep. The curse does not seem to affect her. 
Princess Ulma speculates her mother’s flower 
protected her and this, along with her rescue 
before the curse was able to take full hold on the 
land, allowed her to escape its clutches.  

 Princess Ulma is in Hardby for reasons other 
than this meeting. She is interested in obtaining 
general information on this new world, 
particularly the politics between Hardy, 
Greyhawk, and the Bright Lands. Additionally 
she is here to meet another individual, but she 
does not share his name with the PCs. 

 Should any PCs inquire about the Green Man, 
Ulma relays the relevant information in the 
Adventure Background. 

 If asked about the current disposition of Captain 
Angau, Princess Ulma only speculates. She last 
saw Angau transform into a hideous 
manscorpion. Shemaya has gathered tales about 
these creatures and believes them to be 
immortal but consumed with self-loathing. The 
twisted magic that cursed them prevents the 
manscorpions from ending their own lives. 
Shemaya suspects their unmitigated violence, 
and lust for combat, is a method for enabling 
their extinction and release from the curse. 

 Ulma has arranged rooms at the Spotted Cow 
Inn for the Dewis-un. 

 Questions regarding payment for services are 
met with a cold but polite reply, “ You are th e  
dew is-un – fate has d ecre ed you d o this  
thing.  For such as y ou,  rewar ds ar e  
often def erre d.”  

 Ulma is wearing a circlet of tongues, created by 
Shemaya, allowing her words to sound like 
unaccented Common and translate speech 
spoken to Ulma into Flan. The item is attuned 
only to Ulma and cannot be utilized by anyone 
else. 

 
Once the PCs are finished speaking with Ulma, they are 
free to do as they please until the next morning. The 
resources of Hardby may be utilized or they may just 
decide to have a quiet evening at the inn. Either way, they 
are unmolested during the evening. 
 

ENCOUNTER 1: ACROSS 

THE SEA 
This encounter begins when the PCs go to find the 
Callamaraine The weather looks to be typical for 
Flocktime, warm and sunny. 
 Read or paraphrase the following: 
 
The D oc k D ist rict  i s  larg e but  y ou s oon  f in d  
your wa y to th e bert h of  th e Calla marain e .  Th e  
ship is  current ly f lying a  stan dard w ith a  b lac k  
rampant lion on a  r ed bac kgroun d.  
 You ar e w e lco me d aboa rd the  sh ip  by  he r  
captain,  a  st out  Oerid ian hu man na me d Qu inc e.  
Captain Qu inc e has a  jac k s ee t o stow ing you r  
belong ings.  F or th is pa rticu lar  vo yage,  Cap tain  
Qu ince  is  r e lax ing his po lic y on larg e an imals –  
the animals do not  ha ve to be cage d.  He do e s  
ins ist  th e ir  “k ee per s”  sta y with the an imal at  a l l  
t im es and r equ ire s the m to be stow ed in th e  
hold.  
 Ap paren tly in sp it e of  the ir  dang erou s  
dest inat io n,  the mo od a mo ng th e crew  is  no t  
solem n.  
 Wh en a ll  i s  mad e r ead y,  th e Ca lla mara in e  
sai ls  s outh out into Wo olly Ba y.  
 
A DC 12 Knowledge (Core) check, or a DC 10 Knowledge 
(Sheldomar Valley) check, identifies the Callamaraine’s 
standard as that of Keoland. The jack who stows the PCs 
belongings is named Dirk. 
 Captain Quince is happy to speak to the PCs when 
he is not otherwise occupied seeing to the operation of 
his ship. Several days into the voyage he invites the PCs 
to dine with him in his quarters, providing a good 
opportunity for those PCs with questions to learn more. 
 
 k Ca ptain Qu ince:  CG male human (Oeridian) 
fighter 4/rogue 3/legendary captain 2 (Intimidate +9, 
Knowledge [geography] +8, Knowledge [core] +10, 
Profession [sailor] +16, Swim +13).  
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 Physical Appearance: Captain Quince is in his 30s 
and ruggedly handsome from his life at sea. 
 
Quince is pleasant but firm in all his decisions and brooks 
no dissent with his orders. The man has an uncanny 
ability to find the best sailing weather and conditions. 
His crew is apt to speak about the Captain’s past exploits: 
outrunning Pomarji pirates and slavers, saving passengers 
from sinking ships, always delivering their cargo on time, 
and that the Captain’s never, never sick at sea. 
 Inside his quarters is an obvious shrine to Procan 
which can be identified with a Knowledge (religion) 
check, DC 10. Captain Quince credits all his good fortune 
at sea to his propitiation of Procan. If asked why he’d take 
such a dangerous assignment, Quince says the pay was 
good and the cause is just. In addition, he wants to get a 
look at this ancient port. Should the PCs be worried about 
his ship being seized by the forces of Rary as it flies the 
standard of Keoland, Quince slyly replies he and his crew 
have a few tricks to fool the minions of Rary. 
 Immediately prior to this meal, Dirk tries to speak to 
a PC alone. The crewman is actually Geven (a.k.a Retep 
Mandel). Geven preferably speaks to a PC who has 
Geven’s ring or the Favor of Geven from COR6-02 
Rallying Point for the Bright Sands. If none of the PCs 
have either the item or the favor, Geven seeks out the 
most morally flexible PC, having observed them on the 
voyage. If more than one PC has Geven’s ring or the 
Favor of Geven, Retep contacts both PCs. 
 
 k Dir k a.k.a. Geve n a.k.a. R ete p Mand el:  LE 
(detects as N) male human rogue 5/assassin 4 (Bluff +14, 
Sense Motive +5), undetectable alignment, hat of 
disguise. 
 
Retep Mandel is a minion of the Directing Oligarchy of 
Greyhawk and of the Greyhawk Assassin’s Guild. He is 
cold and calculating, without feeling or mercy. During 
this voyage, Retep has assumed the identity of Dirk, a 
crewman taken on at Greyhawk after one of the regular 
crew fell ill. Retep is using a hat of disguise to look taller 
than normal with a sea-battered face of scars, lines, and 
age. Retep has cast alter self to change his voice. 

 Retep makes contact with the chosen PC and 
identifies himself as Geven. Should the PC not 
have met Geven before, he does not mention 
the name Geven and instead says he is an 
operative seeking information to use against the 
tyrant Rary. Retep thanks the PC for providing 
the time to talk with him. 

 Retep does not reveal who he works for; merely 
suggesting he may be in law enforcement. 

 Geven asks the PC to briefly describe their 
mission to the Bright Lands. 

 If the PC mentions the Bane of Itar, Geven asks 
them if they’d be willing to provide him the 
weapon in exchange for Geven owing them 
another favor. Should the PC hesitate, Geven 
reminds them the “s ecur ity  of  t he ent ir e  
region is  at  stak e and s om eth ing s o  

im portant  cannot b e tru ste d to b e lef t  
in the ha nds of  an ancient h erm it” . 

 In exchange for the Bane of Itar, Geven 
upgrades Geven’s ring or provides the PC (if 
they do not have the ring) with Geven’s ring. 
Should the PC work for Geven in COR6-02 
Rallying Point for the Bright Sands, instead of 
receiving the ring, they receive the upgrade 
instead as detailed on the AR for this adventure. 

 If the PC chooses to work with Geven, he 
provides them with a magic stone. The stone is 
enchanted with a word of recall. The PC has but 
to speak the word “deed” while grasping the 
stone and they will be teleported back to a room 
in the Spotted Cow Inn. Geven will wait there 
for the PC to deliver the Bane of Itar. Geven 
expects the PC to be alone. Should anyone 
accompany them, the deal is off, unless of 
course two PCs were approached by Geven 
initially as described above. (The stone must be 
returned at the end of the adventure if unused). 

 If the PC refuses to tell Geven anything, he 
thanks them and walks away to another part of 
the ship, continuing on with his duties as a 
sailor. Should he be threatened, he uses his cape 
of the mountebank to escape, then the stone of 
recall to travel back to Hardby. 

 Geven explains that if the PC attempts to 
double-cross him they will have made a 
powerful enemy. 

 Once the deal is made, Geven slips back 
amongst the crew, but is gone in the morning. 
Planted evidence suggests “Dirk” fell overboard 
during the night. 

 
The remainder of the voyage is uneventful. The weather 
is uncharacteristically gentle in the Sea of Gearnat. The 
Callamaraine reaches the ancient Port of Histak in less 
than a week. 
 

ENCOUNTER 2: THE PORT 

OF HISTAK 
The morning of the day the Callamaraine is due to reach 
the port, Captain Quince and his crew performs a 
practiced flurry of activity changing the appearance of 
the ship and themselves. The crew adopts meaner 
personas and attire befitting slavers while Captain 
Quince dons an eye-patch and a saucy swagger. The 
Keoland standard is no more, instead replaced with the 
dread banner of the Pomarj (a red medusa’s head on a 
slate grey background). (A DC 12 Knowledge (Core) 
check identifies the banner). Should the PCs become 
alarmed, Captain Quince is quick to reassure the PCs he 
and his crew are no slavers from Highport – but those at 
the Port of Histak have no such reassurances. The 
Captain suggests the PCs play along until they are safely 
ashore and away from Histak on their mission. 
 Read or paraphrase the following: 
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The ancient Por t  of  H ista k l ie s bef ore you !  
Buried  for  two  m illenn ia  b eneat h s ea  an d san d,  
now this po rtion of  Old Ronha ss has b ee n  
partia l ly unco ver ed by a  v io lent st orm.  Th e  
ston e p ier s an d d ock s are  re mar kably intact  –  
thos e that  are visib le.  The Ca lla mara ine – no w  
renam ed Th e Bloo dp oo l – careful ly sl ides int o  
an open b erth.  
 The doc k area  is  bust ling with act iv it y.  
Vi llag ers fr om n earby H ista k wor k to c lea r  
away sand an d bro ke n ston e.  The wor k ers ar e  
being  urge d in th eir  eff orts  by squat ,  leath er y-
sk inn ed gob l ino ids with long canine t eeth.  
 Ov er lo ok ing the e ntir e op erat ion fro m a  
tent  p itch ed  on a  hi l loc k n ot  far  fr om  sho re is  
what  loo ks  to b e a  human.  Wh ile  pr ecise  d etai ls  
are d iff icult  to a scerta in at  t his d ista nce,  wha t  
doe s sta nd out is  his sh in y m eta l leg.  Blaz in g  
bright in th e sunlight,  the hu man’s le g is  m eta l  
from  the  k ne e down.  On a  po le n earby,  th e  
banner of  Rar y the Arch mage r ip ples in th e se a  
breez e.  
 
A DC 11 Knowledge (local) check identifies the 
goblinoids as norkers, a strange goblin sub-species 
common in the Bright Desert. Norkers resemble goblins, 
except that they have three-inch-long canine teeth and no 
hair. Their tough, segmented hide ranges from reddish 
brown to dark grey. A norker usually wears only a 
loincloth and a belt, tying favorite possessions and 
trophies on its belt. A DC 20 bardic knowledge or 
Knowledge (nobility & royalty) check, or a DC 18 
Knowledge (Core) check, identifies the man in the tent as 
Morik. Morik is the chief administrator of Lord Robilar’s 
fortress at Kalki’s Leap. 
 
 k M or ik:  NE male human (Oeridian/Suel) fighter 
5 (Sense Motive +7).  
 Physical Appearance: Morik is of average height and 
build, with pale brown hair and blue eyes. Morik is 
deeply tanned and his face is scared from past battle but 
his most noticeable feature is his mithral false leg. 
Starting below the knee, the artificial limb is shaped like 
a normal leg and ends in a booted foot. The foot is jointed 
and affixed by gears. When Morik moves, a faint ticking 
sound can be heard coming from his false limb. 
 
Once docked, Captain Quince suggests to the PCs they 
immediately disembark and lose themselves in the 
crowd. His ship and crew should provide ample 
distraction. Should the PCs take his advice and act on it 
immediately, the distraction provides them with a +5 
circumstance bonus on Hide checks to avoid being seen 
by the norkers or Morik. The port is full of people and 
there is an obvious garrison loyal to Archmage Rary up 
the hill in the settlement beyond. The village is a mile 
from the port. 
 To leave the port and enter the open desert takes one 
hour of careful movement and a successful Hide check 
against the norker patrol/work party’s Spot check. The 

norker’s Spot skill bonus is equal to the APL. If a PC is 
caught by a patrol, the norkers ask why they were 
sneaking around the port and other such obvious 
questions. If the PC is simply going to the city for 
supplies, have the PC make a DC 15 Diplomacy check, 
shifting the patrol from unfriendly to indifferent. Should 
this succeed, the norker patrol allows the PC to continue 
into Histak. The PC may alternatively make a Bluff check 
against the norker’s Sense Motive (bonus = APL÷2). 
Should the PC succeed, the norkers let them go but force 
them to pay a toll in gold equal to 2×APL. Failure to pay 
the toll causes them to summon more norkers and to 
bring the PC before Morik. Should the PC resist, the 
norkers respond by blowing horns. They tell the PCs that 
Lord Robilar is coming to deal with them. If the PC begs 
or otherwise pleads to be let go, the norkers agree but 
incrrase the toll to gold equal to 5×APL. If the PC and his 
companions decide to take on the garrison, this alerts 
Lord Robilar who strides in to take charge. Allow a DC 12 
Knowledge (Core) check to recall Lord Robilar has slain 
several dragons by himself and as Rary’s most trusted 
servitor, could call on Archmage Rary for assistance. PCs 
stupid enough to take on the Histak garrison inflict some 
damage but are eventually overwhelmed and imprisoned. 
In this instance, go to Conclusion C. 
 Any PC with the Banner of Law from COR6-02 
Rallying Point for the Bright Sands may, if the banner is 
displayed, travel about freely through the port and into 
the village. They may even request a consultation with 
Morik. Those PCs with the Banner of Robilar from 
COR5-11 Dark Deceit on Bright Sands have similar 
freedoms, but must pass a Bluff check against the Sense 
Motive of a norker patrol/work party (Sense Motive = 
APL÷2) or if brought before Morik or seeking a 
consultation with Morik, his Sense Motive check. While 
it is known within Kalki’s Leap Lord Robilar recently 
gifted some adventurers with a Banner of Law, he has not 
spoken of providing anyone with his own personal 
banner. 
 Any PC with the Favor of Robilar from COR6-02 
Rallying Point for the Bright Sands may use that favor in 
Histak. While watched, this PC is not molested by the 
norkers or Morik. 
 Should a PC wish a consultation with Morik and has 
either the Favor of Robilar or either of his banners, the 
consultation is granted. 
 Morik is busy but is not rude. He comes straight to 
the point, asking what the PC wants of him. Use the 
following information to assist in roleplaying this 
encounter: 

 If the PC asks for supplies (using the Favor of 
Robilar) for a trek across the desert, Morik 
writes the PC a pass allowing them free access to 
Histak but does not actually give them anything 
for free. This pass is rather generic and could be 
used by another PC. Clever PCs may seek to 
have their companions added to the pass. This 
may require a Bluff check as Morik does ask 
questions about their current whereabouts. 
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 Morik asks where in the Bright Lands the PC is 
planning on traveling. He asks out of courtesy, 
for the Bright is not a very forgiving place. 

 Should the PC tell Morik about their mission, 
he is quite interested. He himself has been near 
Utaa but has never desired to enter that cursed 
city. 

 Morik suggests that Lord Robilar and Archmage 
Rary would be very interested to acquire any 
artifacts uncovered from Utaa and would surely 
compensate the PC for their trouble. Morik does 
not enumerate the reward, but assures them 
Lord Robilar is likely to be generous. 

 If the PC agrees to turn over items found within 
the city (and Morik names the Bane of Itar 
specifically if it was mentioned), Morik provides 
the PC with a writ of passage across the desert 
and then takes a gold ring from a hidden storage 
compartment in his artificial limb. 

 The writ, Morik explains as he writes, allows the 
PC safe passage on this mission across the 
Bright. If the PC is accosted by any of the 
Archmage’s forces, this writ should satisfy them. 

 The ring is a ring of teleportation (described in 
Appendix 2). Morik keeps several in his leg in 
case of trouble – he uses them to teleport back 
to Kalki’s Leap to summon Lord Robilar. Once 
the PC has finished gathering artifacts, trigger 
the ring (command word “Rary”) and teleport 
back to Histak. In the meantime, Morik says he 
will inform Lord Robilar of this arrangement. 

 If asked about his mithral limb, Morik wryly 
smiles and says it is good to have powerful, 
highly-skilled friends. He lost the limb in a 
battle with a desert centaur. 

 
Normal gear may be purchased within the village of 
Histak. Favors are needed to purchase anything from 
Sandstorm. Desert ponies may be purchased for 30 gp 
each. One other notable feature of Histak is its famed 
healers. Somewhat a monastic order, the Healers of 
Histak keep themselves strictly neutral – they neither 
help nor hinder Rary’s efforts. Anyone injured brought to 
them are healed. In game terms, the Healers of Histak 
have access to all clerical and druidic healing spells save 
true resurrection. The Healers of Histak charge the 
normal Player’s Handbook costs for spellcasting. 
 

ENCOUNTER 3: ACROSS 

THE SANDS 
Travel from Histak to the Plateau of Utaa is uneventful 
except for the constant, oppressive heat of the Bright 
Desert. See Appendix 4 for rules on travel through the 
desert. The Plateau of Utaa is 100 miles travel 
north/northeast, with a respite at the Var Oasis in 
between. Provided the party travels by mundane means, 
this takes roughly 16 days, with the PCs reaching the Var 
Oasis on day 8. With the extreme temperatures of the 

Bright Desert, PCs need 2 gallons of water per day or risk 
becoming dehydrated. Any mounts not acclimatized to 
the desert need twice this amount of water per day. 
 The forces of Rary control the Var Oasis. However, 
due to its size, hundreds of nomads gather here each day 
to refresh themselves in its never-failing waters. As long 
as the PCs make some effort not to be noticed, they may 
replenish their water supplies. Any PC with Morik’s writ, 
the Banner of Law, or Robilar’s Banner may walk around 
with impunity. Should PCs make a nuisance of 
themselves, this draws the attention of the Paynim riders 
who watch and patrol this oasis. 
 On one evening during the trek to Utaa, a visitor 
comes quietly into the camp. 
 
 k Sco rimong is haz:  NG male pseudodragon 
familiar (Hide +20, Move Silently +2).  
 Physical Appearance: Scor is a tiny reddish dragon, 
about the size of a house cat and wears a gem-studded 
blue color. 
 
Scor enters the PCs encampment with as much stealth as 
he can muster. One of the gems on his collar acts as a 
stone of silence, producing the spell effect silence. PCs on 
watch may make Spot checks opposed by Scor’s Hide. 
 Scor attempts to communicate (telepathically) with 
any PC who has the favor Worked for Scor from COR5-
09 Gateway to the Bright Sands. Should no PC have this 
favor, Scor chooses a good-aligned PC closest to lawful 
good. If there is more than one lawful good PC, Scor gives 
preference to arcane spellcasters. If there are no good-
aligned PCs or no one has the favor, this encounter does 
not happen. 
 Read or paraphrase the following: 
 
There  is  a  f ee l ing in  y our min d a k in t o a  g ent le  
rapp ing at  a  door.  D irec tly in fr ont of  y ou,  
blen de d int o th e surroun d ings  is  a  l itt le  
dragon,  about the  s ize  of  a  cat .  It s  scarlet  ey e s  
pee r at  y ou in quisit iv e ly.  You h ear a  vo ic e in  
your h ead.  
 “Gr eet ings.  Pleas e d o n ot  b e a larm ed.  M y  
name is  Scor imong ishaz,  but  you may  cal l m e  
Scor.  I ’ve been s ent to com mun icate w ith yo u  
by m y Ma ster .  My  Mast er  is  int ere ste d in wha t  
you ho pe t o gain b y trav el ing t o curse d Utaa . ”  
 
A DC 12 Knowledge (arcana) check identifies the tiny 
creature as a pseudodragon and that such creatures are 
sometimes familiars to powerful wizards and sorcerers. A 
successful DC 17 Knowledge (arcana) check reminds the 
PC that pseudodragons only serve good-aligned masters. 
 Scor is an easy-going, good-natured creature. Use the 
following notes to assist in roleplaying this encounter: 

 If the PC(s) are not forthcoming, Scor tries to 
convince the PC by promising he and his master 
are not out to hurt anyone; they are just 
concerned about recent happenings suggesting 
something is happening with regards to the 
Scorpion Crown. 
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 Scor does not reveal who he works for, other 
than to say he’s a “goo d man”  who “who’ s  
ver y inter est ed  in p rot ectin g th e p eac e  
and s ecur ity  of  t his an d surr ound in g  
doma in s.”  

 If the PC(s) do not tell him their mission, Scor 
thanks them for their time and leaves. 

 If the PC(s) do tell Scor their mission, he nods 
his head knowingly when they speak about the 
Bane of Itar. “Th is  it em  is known  to m y  
Master  a nd is  in de ed so meth ing w hic h  
may b e use d,  in c onjunct ion w it h  
other s,  to des tro y the dr ead Sc orp io n  
Crown .  Th is pot ent ev il  wea pon mus t  
not  be a llowe d to c om e int o th e  
pos ses sion of  the  Trait or .  M y ma ste r  
has a  suggest ion o n what shou ld b e  
don e with th e Ba ne of  Itar . ”  

 “My ma ster  sugge sts the Lad y Kar ist yn e  
shou ld  be  al l ie d w ith  the  m yst er iou s  
Shema ya.  While  the Lad y Kar is tyn e ha s  
ver y goo d intent io ns,  sh e has not  ye t  
come  to  r eal ize  h er r ole in  th e  
unmak ing of  th e Scor pion Crow n.  
Shema ya can aid h er to se e her d est in y.  
The Ban e of  Itar  c ould not  b e in safe r  
hands than w ith Lad y Karisty ne.  Th is  
Prince ss Ulma ad ds a  fascinat in g  
add ition t o th is co mp le x ity.  Sh e is  tru ly  
the r ightfu l ruler  of  what  we now ca l l  
the Br ight Lan ds.  Upo n the res torat io n  
of  the lan d,  having Pr ince ss Ulma al lie d  
with La dy Kar ist yne w ould be h igh ly  
benef ic ial. ”  

 Scor suggests the PC(s) present the Bane of Itar 
to Lady Karistyne as a gift of trust and intent 
from Princess Ulma, the Rightful Ruler of the 
Bright Lands. The PCs should work to create a 
formal alliance between Karistyne and Ulma 
which includes the destruction of the Scorpion 
Crown. 

 If any mention of reward for this service is 
made, Scor looks offended but promises the PC 
will be rewarded in time. 

 Scor does offer one word of advice to PC(s) who 
take on his assignment. “The T rait or  ha s  
many ears in this la nd,  s om e of  h is ow n  
dev is ing.  B e carefu l of  what  y ou sa y –  
but  doubly carefu l of  how y ou say it . ”  A 
DC 20 Knowledge (arcana) check suggests Scor 
is referring to the Rary’s telepathic bond spell. 
There are rumors that anything said over the 
mental link created by this spell may be 
intercepted by Rary when such communication 
takes place within the Bright Lands. 

 If Scor is treated in a hostile fashion at any time, 
he uses dimension door to flee. This ability is 
usable by him once per day and was gained 
through the use of a wish. 

 

Proceed to Encounter 4. 
 

ENCOUNTER 4:  THE 

APPROACH TO UTAA 
The Plat eau of  Utaa  towe rs abo ve th e de ser t  
f lo or.  The  surr ound ing c it y has  long sinc e b ee n  
burie d by the de sert ,  with on ly th e top s of  a  
few watchtow ers mark ing th e onc e broa d  
avenu es whic h led fro m the out sk irt s to th e  
switch-bac k h ighwa ys  that  c l imb  th e p er im ete r  
of  the p lateau.  Ma ny watc htow ers an d o the r  
build ings ha ve b ee n carv ed int o the  s id es o f  th e  
plat eau.  
 
Upon the plateau, the remains of the center of Utaa can 
be seen, baking in the scorching desert sun. The largest 
structures are triangular in shape. 
 The plateau can be reached in one of two ways. PCs 
can follow the remnants of the Southern or Eastern 
Roads which eventually lead to the base of the plateau. 
The Northern Road leads into the Uplands of Unath. All 
three roads converge at a large intersection just north of 
the Gatehouse to the main citadel on the plateau. The 
second way is to fly to the plateau from the desert floor. 
 PCs using teleport or use some other form of 
dimensional travel to reach the plateau, avoid this 
encounter. Ask the PCs how they wish to get to the main 
citadel atop the plateau. Once the decision has been made 
(land or air), proceed to the appropriate encounter. 
 
Land E nc ou nter  (APL 2- 12) 
The road is 40 feet wide with a 10-foot shoulder on either 
side. The shoulder is considered rough terrain. Have the 
PCs provide a marching order and position themselves on 
the road (or the shoulder if they prefer). At the time of 
the encounter, the fall from the outer shoulder to the 
desert below is equal to the APL×10 in feet. 
 
Trudging a long  the  anc ient,  crack ed  bou le var d,  
you pas s by sa nd-cho ke d bui ldin gs an d  
watchtowe rs.  The wind ows in th e tow ers ar e  
like  b lack  e ye s,  loo k ing in a l l dir ect ion s,  th eir  
malevo lent gaze r each ing for  mile s.  
 Climb ing h igher,  th e roa d start s to w in d  
around the p lat eau.  Stil l  a  goo d forty f eet  wid e,  
the roa d is  boun de d by a  n ear ly vert ica l wal l o n  
one s id e and an e ver increa sing dro p to th e  
des ert  f loor  on  th e ot her.  Bu ild ings  are  carv e d  
into  the  s id e of  the  p lateau a nd ha ng o ve r  
port ion s of  th e roa d,  but  th eir  shad ows pro vid e  
no res pit e fro m the h eat .  Dark doo rway s l in e  
the cl iff - s id e,  be lch ing forth f oul br eez es.  
 As you pas s on e of  the se porta ls,  a  grea t  
scuttl ing mas s pour s forth.  The scor pions o f  
Utaa  ha ve s ens ed pre y!  
 
APL 2  (E L 4)  
 d M ed ium Mon strou s Scor pion (4) :  hp 13, 13, 
 each; MM 287. 
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APL 4  (E L 6)  
 d M ed ium Mon strou s Scor pion (3) :  hp 13, 13, 
13; MM 287. 
 d Large Mon strou s Scor pions  (2) :  hp 32, 32; 
MM 287. 
 
APL 6  (E L 8)  
 d Large Mon strou s Scor pions  (5) :  hp 32, 32, 
32, 32, 32; MM 287. 
 
APL 8  (E L 10)  
 d Large Mon strou s Scor pions  (4) :  hp 32, 32, 
32, 32; MM 287. 
 d Dun e sta lk er:  hp 39; Appendix 1. 
 
APL 10 (E L 12)  
 d Hug e Mo nstr ous Scor p ion s (3) :  hp 75, 75, 
75; MM 287. 
 d Adva nce d Dune Sta lker:  hp 54; Appendix 1. 
 
APL 12 (E L 14)  
 d Hug e Mo nstr ous Scor p ion s (3) :  hp 75, 75, 
75; MM 287. 
 d Gargantuan Mon strou s Scor pion:  hp 130; 
MM 288. 
 d Adva nce d Dune Sta lker:  hp 90; Appendix 1. 
 
The scorpions erupt from a doorway (of appropriate size) 
in the cliff-side in the middle of a 60-foot long section of 
road. At roughly 15, 30 and 45 feet, 10-foot by 10-foot 
sections of buildings and pieces of architectural ruin jut 
out from the cliff side and hang over the shoulder. 
 If a PC should happen to be pushed off the side of 
the road, allow a DC 10+APL Reflex save to avoid falling. 
The increased difficulty in the save is reflected by 
differences in the terrain at each APL – at lower APLs the 
fall is shorter, the sides less steep, and there are more 
handholds than at higher APLs.  
 Tactics (Scor p ions) :  Catch and eat! 
 Tactics  (Dune  Sta lk er) :  The dune stalker 
approaches the PCs stealthily, using cover, while they are 
distracted by the scorpions, taking the -5 penalty on Hide 
and Move Silently, if necessary, so that it is ready to strike 
on the third round. If the dune stalker gets close to the 
PCs without being noticed, it climbs upon a piece of ruin 
jutting out of the cliff so that it can leap down onto the 
PCs. 
 The dune stalker primarily uses its shout 
(particularly against spellcasters and bards) and kiss 
(knightly-types are preferred targets), freely employing 
Combat Expertise on the latter at APL 12. The dune 
stalker avoids standing and slugging things out if possible 
and retreats for good if sorely pressed. It is not concerned 
about catching scorpions in its shout but does not go out 
of its way to harm them as long as they are fighting PCs. 
 Dune Sta lk er —Sup plem enta l: A dune stalker 
appears humanoid. It stands 7 feet tall, but it would be 
taller if stretched out or forced to stand erect. Its head is 
triangular, and the neck attaches near the top of the head, 
causing its leering, toothy face and pointed chin to hang 

below its shoulders. The dune stalker’s gangly body is 
hairless, and its red, dusty, abrasive skin has no pores. The 
combination of short legs, long arms, and stooped posture 
causes its hands to drag on the grounds. Its fingers and 
toes (four on each limb) are long and bony. The creature 
has massive shoulders and an enormous chest, which 
tapers to a narrow waist and hips. 
 Dev elop ment:  Once the encounter is over, the 
PCs can reach the citadel without further trouble. 
Proceed to encounter 5. 
 
Air  E nc ou nter  (APL 6 -12) 
This encounter has a minimum APL of 6, accounting for 
the likely lack of mass flying ability at APLs 2 and 4. If a 
table lower than APL 6 wishes to take the flying route, 
provide them with a hint that this would be unwise. Have 
a PC make a Spot check to notice dark shapes in the 
distance. If this does not dissuade the party, they 
encounter the APL 6 encounter described below. The PCs 
eventually have to reach an elevation of 500 feet to reach 
the citadel on the plateau. 
 
Des pit e th e bre eze c reat ed b y y our f lig ht,  th e  
heat  is  st il l  un pleasa nt.  The  sun  s ee ms t o catc h  
mor e of  y ou in its  dea dly e mbrace.  
 Shadow s be gin  to  fal l on you  and  as yo u  
squin t  toward th e sun,  dark sha pes ap pear in it s  
disc .  The y so on r es olve  the ms elve s as  h id eou s  
le onine crea ture s plu mm et ing towar ds you! 
 
APL 6  (E L 8)  
 d H ierac osp hin x (3) :  hp 67 each; MM 234. 
 
APL 8  (E L 10)  
 d Advanc ed  H ierac os phinx  (4) :  hp 90 each; 
Appendix 1. 
 
APL 10 (E L 12)  
 d Croc os phin x:  hp 172; Appendix 1. 
 
APL 12 (E L 14)  
 d Adva nce d Croc osph in x:  hp 243; Appendix 1. 
 
Tactics ( he iraco sph in xes) :  Because of their poor 
flight maneuverability, they favor using Flyby Attack 
against airborne opponents and a dive-charge with 
pounce on opponents who land. Any heiracosphinxes 
reduced to less than 15 hp retreat and do not molest the 
PCs again. 
 Tactics (cr ocos ph inx) :  This creature dislikes 
fighting in the air, so it starts by doing an aerial charge 
and pounce on one target. If it succeeds at an Improved 
Grab, the crocosphinx uses its weight to force its prey to 
the ground. This descent is at full speed and does not 
require a grapple check to force this movement, unless 
the target is capable of staying aloft with 900 pounds of 
creature on it. If the target has less than Good 
maneuverability and cannot hold the weight then it must 
descend one full move each round whether or not it 
breaks free. Prior to hitting the ground, the crocosphinx 
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initiates a Bull Rush to drive the PC into the sand. The 
crocosphinx then lands 10 feet away. 
 Dev elop ment:  Once the encounter is over, the 
PCs can reach the citadel without further trouble. 
Proceed to Encounter 5. 
 

ENCOUNTER 5:  ANCIENT 

UTAA 
The cita de l i s  unearth ly quiet .  Pelor ’s  m igh t  
pound s d own up on the r ock a nd st one w it h  
such se em ing f orce t he su rfaces shou ld crac k  
and cru mble int o du st .  Yet  th is cur se d c ity  ha s  
endur ed f or  two m illenn ia .  
 Not a l l of  the st ructure s have w iths too d th e  
ravages of  t im e and weath er.  Acc ord ing to th e  
map pro vide d b y  Princes s Ulma,  the  onc e gran d  
Temp le of  Human ities has be en re duce d to a  
crumbling ru in.  The four sur roun din g te mp le s,  
each a  thre e-s id ed tr iangu lar  bu ilding,  are st i l l  
intact .  
 I f  the  lore  of  th is  p lace  is  tru e,  your  t im e  
here is  l imit ed.  Nig ht bring s forth h ord es o f  
incor por eal  creatur es de d icate d to  th e  
prot ection of  th e c ity an d th e era dicat io n of  a l l  
who wou ld tr espa ss.  
 
Each potential encounter area is listed under a 
subheading in this section. This portion of the adventures 
is investigative. While they could head straight for the 
Temple of Darkness and confront Captain Angau, this 
city has a few wonders left. The PCs arrive with plenty of 
time to explore the citadel prior to nightfall. 
 Refer to Appendix 5 for all city map references. The 
PCs approach the citadel on the North Road heading for 
the Gatehouse (Area 2). Prior to reaching the Gatehouse, 
the spell turret trap detects them at 120 feet. Refer to the 
Gatehouse (Area 2) for details. 
 As the PCs wander the doomed citadel, the spirits of 
the departed send forth various visions. Some visions are 
harmful, some are beneficial, and some a mixture of both. 
A vision may be resisted with a DC 10+APL Will save. 
Use the Will saves rolled during the Preparation step 
(with any current situational modifiers) for the visions. 
Each PC receives a chance at only one vision and a PC 
may only have one vision. Roll (d8) on the table below: 
1. Darkn es s de scen ds up on you.  A tal l,  

distin guishe d F lan  man  app roach es yo u  
from within the dar kne ss.  He is  surr ound e d  
in a  halo of  go ld en l ight.  B eh ind h im,  
slo wly pus hin g back th e enc om pass in g  
darkn es s is  a  thre e-s id ed  tria ngula r  
build ing.  Th e man a ppea rs quit e surpr is e d  
to se e y ou.  He sm iles an d e xte nds his han d  
in gr eet ing.  As h e d oe s so,  h is face b ecom e s  
emac iate d,  the che ek s hol lo w,  and the ey e s  
feve rish.  His bod y tran sfor ms into san d an d  
then c ol la pse s onto  th e st on e pa ve men t.  
Des pit e h is c ol lap se,  you h ear in y our m in d,  

“The strugg le y et  cont inu es – lo ok t o th e  
Light. ”  
 The PC receiving this vision gains a +2 morale 
bonus to initiative for the duration of their stay in 
Utaa. If the PC having this vision has visited Utaa in 
the past (COR5-17 Time’s Tide on Bright Sands), a 
DC 12 Intelligence check allows them to recognize 
the man in the vision as Father Eordfyden of the 
Temple of Humanities. 

2. The stre et  su dd enly bec om es a  bus y  
thoroughfa re do wn wh ich  a  large  caravan  o f  
pon ie s,  m en an d wago ns ar e a pproac hin g.  
The pon ies are absu rd ly o ver load ed.  Th e  
bundles on the ir  bac ks t ower ab ov e th e  
anima ls,  bu lg ing out on th e s ides  t i l l  th e y  
see m to b loc k the ent ire stre et .  The lea de r  
of  the cara van ge sture s for  you t o get  out  o f  
the way just  as y ou wer e to be tro dd en o n  
by the nea rest  pon y.  As h e pas se s,  he win k s  
at  you con sp irato ria l ly an d tos se s y ou a  
coin.  Th e co in lan ds at  your f ee t  an d  
becom es a  scor pion that  v ic ious ly st ing s  
you on your an k le.  
 The PC receiving this vision gains a +2 luck 
bonus on Reflex saves but a -1 profane penalty on 
Fortitude saves. 

3. Ap pear ing su dd en ly b efor e y ou are thr e e  
Flan m en.  Each is  dr ess ed in d iff eren t  
attire.  Th ey ap pear t o be hagg l ing wit h on e  
another.  Th e man fac ing y ou is  c ov ere d in  
merchan d ise:  po ts an d br onze  la mp s han g  
from h is b e lt ,  tr in k ets a dorn h is ve st ,  an d  
eve n fro m the f ront,  a  bu lging pac k can b e  
see n on his back.  T he tra nsact ion f in is he d,  
the two othe r men m ov e off  into th e cit y,  
vanishing fro m s ight.  Th e re main in g  
merchan t appr oach es y ou an d re mov es on e  
of  his tr in ke ts fro m his ve st  and pre sse s i t  
into  y our ha nd s.  “I  ma de a  ki l lin g o n tha t  
sale!”  The man s miles,  and then erupts int o  
sand.  
 The PC receiving this vision is granted a +2 luck 
bonus on all damage rolls. If the PC having this 
vision has visited Utaa in the past (COR5-17 Time’s 
Tide on Bright Sands), a DC 12 Intelligence check 
allows them to recognize the man in the vision as 
Marsiandiwr. 

4. A cry p ierc es the air  and you  find  y ours el f  
on a  now crow de d stre et .  The m en an d  
wome n bef ore you beg in to f lee be for e a  
thunde ring  tea m of  hors es.  On t he ir  bac k s  
are arme d so ldiers,  led b y a  particu lar ly  
vic ious  loo king man w ielding an e nor mou s  
scimitar .  The ste e l b lad e,  gl int ing  in  th e  
sun,  i s  f leck ed  with gr een.  To  y our h orro r,  
you ar e r oot ed  to  the  sp ot!  T he hors es  bea r  
down up on y ou! Just  bef ore th ey r each y ou,  
a  terr ib le c hange  occur s.  The  r id ers  and  th e  
hors es m eld,  transf orm ing am idst  we t  
rip pin g sound s int o horr ific  ma nsco rp ion s.  
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The creatur es scatter  int o th e crow d an d  
sla y al l in th e ir  path!  
 The PC receiving this vision is granted a +2 
morale bonus on attack rolls but receives a -1 profane 
penalty to all fear-based saving throws. If the PC 
having this vision has visited Utaa in the past 
(COR5-17 Time’s Tide on Bright Sands), a DC 12 
Intelligence check allows them to recognize the man 
in the vision leading the soldiers as Captain Angau. A 
second DC 12 Intelligence check suggests the sword 
he was wielding could be the Bane of Itar. 

5. A hug e,  gre y elepha nt ap pear s bef ore  y ou.  
The creature is  teth ere d to an iro n pos t  
driven  in to th e ston e pa ve me nt.  Th e  
elephant is  b ein g taunte d by F lan ch ildre n,  
yet  th e beast  re ma ins st oic ,  ignor ing th eir  
taunts.  A grea t  b last  r ock s th e sc en e,  
sen ding t he ch ildre n tumb lin g to th e  
ground an d caus ing th e e le phant t o rear  u p.  
Bef ore th ey can r each the ir  fe et ,  th e  
childr en twist  and warp into sma l l  
mansco rp ion s and beg in t o feast  on th e  
elephant.  
 The PC receiving this vision is granted a +2 
sacred bonus to Will saves but receives a -1 profane 
penalty to Reflex saves 

6. A pa ir  of  youn g Flan si t  s id e-by-s id e in a  
sma ll,  a lc ov e surroun de d by f lower in g  
plant s.  The tw o are obv ious ly in love w it h  
one anot her.  A gr eat  bla st  roc ks the sc en e,  
causing a  port io n of  th e a lcov e to  co lla ps e.  
The young  man  is  ab le t o deft ly pu l l h is  
lov er away in t ime to avo id the d ebris.  As  
the two  e mbrace,  ha v ing e scap ed a  d ead ly  
fate,  the y agon izingly turn into san d an d  
col lap se ont o the ston e pav em ent.  
 The PC receiving this vision is granted a +2 
morale bonus on Reflex saves. 

7. You ar e e ncom pas se d by a  bui ld ing.  In s id e,  
a ll is  c haos – woun de d F lan lay ab out o n  
pal let s,  p eo ple run to an d fr o.  A ma n stan d s  
alon e,  cont em plat ing th e sc ene,  a  loo k o f  
fear  an d h orror  are  on his fac e.  H is r igh t  
hand mov es  to t he stum p wh ere  his left  ar m  
used  to  be.  This se ems  to  chang e h im  
som ehow.  His fac e f il ls  wit h re so lv e as  h e  
reache s o ver  and  p ick s up  a  sw or d.  He  an d  
other s turn to fac e a  hor de o f  scor pion s  
rushin g forward,  st op ping t o de vour th e  
wound ed wh o va in ly tr y to craw l fro m th eir  
grasp.  The man ent ers th e fra y and laughs.  
 The PC receiving this vision is granted a +2 
morale bonus to all fear-based saving throws and a +1 
circumstance bonus to attack rolls. If the PC having 
this vision has visited Utaa in the past (COR5-17 
Time’s Tide on Bright Sands), a DC 12 Intelligence 
check allows them to recognize the man in the 
vision as Reton Wijs, artist and former coward. 

8. A go ver nm ental  bui ld ing swims int o v ie w  
befor e you.  Th e str eets ar e in pan ic .  

Burst ing  forth  fro m the  bui lding  is  a n olde r  
Flan w oma n,  nob ly dre sse d.  S oon  after  is  a  
much sho rter  w oman w ear ing th ic k  
spectac les.  Th e sh orte r  wo man tra nsfo rm s  
into h id eou s scor pion creatur e.  It  grasp s  
the f lee ing nob le an d beg ins t o  
met iculous ly eat  her a l iv e,  se em ing t o  
rel ish ev ery b it e.  
 The PC receiving this vision is granted a +1 
circumstance bonus to damage rolls but receives a -2 
profane penalty on all Intelligence- and Wisdom-
based skill checks. If the PC having this vision has 
visited Utaa in the past (COR5-17 Time’s Tide on 
Bright Sands), a DC 12 Intelligence check allows 
them to recognize the noble woman as Sherryn 
Tweys, a Sulm Consul, and the shorter woman as 
Madame Klegg, her secretary. 

 
Following are various encounter areas in the citadel. The 
preceding number matches the location of the area as 
noted in the map legend in Appendix 5. 
 
1 :  T he Nor th R oad 
This road leads north to a grand intersection connecting 
to the South and East Roads. The North Road continues 
further up into the Uplands of Unath. This road is made 
of large, sun-baked paving stones. 
 
2 :  T he Ga tehou se 
During the day, the gatehouse is not attended. At night, a 
half-dozen specters guard the egress to the North Road.  
 Trap:  The gatehouse is not without its defenses 
during the day. Located in the top center of the 20-foot 
tall, 20-foot wide arch is a deadly spell turret trap. 
Ironically, this magical device was created by Shemaya. 
When inactive, the spell turret is cloaked by a 
nondetection spell to hide its magical auras. The spell 
turret is programmed to recognize Flan bearing any of a 
series of facial tattoos. A PC with the Gana spirit tattoo 
who is also Flan does not activate or is targeted by the 
spell turret. Any Flan PC who is tattooed in the 
traditional manner has a 25% chance of bearing a tattoo 
which marks them as safe to the spell turret. 
 The spell turret has a visual trigger that utilizes true 
seeing to a range of 120 feet. If the turret detects an 
unrecognized target, it immediately activates. When it 
does, it emerges from the gatehouse ceiling quickly and 
quietly with a flash of colorful light. The turret is a 
cylindrical piece of grey marble studded with four large 
gemstones spaced evenly around the circumference of 
the cylinder. The spell turret unleashes one spell per 
round in the order listed below for four round, pausing 
every fifth round to cool down and magically repair 
4d8+20 points of damage to itself. The turret targets the 
closest unrecognized creature and has a 360 degree arc of 
fire. The order in which the turret casts its spells is set. 
 
APL 2  
 a Spe l l Turret  Tra p:  CR 1; diminutive magical 
device; visual trigger (true seeing); automatic reset; acid 
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splash, daze, ray of frost, touch of fatigue (as a ray); Save 
DC 10, Caster Level 1st; AC 7, hardness 8; hp 200; Search 
DC 25; Disable Device DC 25. 
 
APL 4  
 a Spe l l Turret  Tra p:  CR 2; diminutive magical 
device; visual trigger (true seeing); automatic reset; 
grease, sleep, magic missile, ray of enfeeblement; Save DC 
12, Caster Level 1st; AC 7, hardness 8; hp 200; Search DC 
26; Disable Device DC 26. 
 
APL 6  
 a Spe l l Turret  Tra p:  CR 3; diminutive magical 
device; visual trigger (true seeing); automatic reset; web, 
daze monster, scorching ray, blindness; Save DC 13, 
Caster Level 3rd; AC 7, hardness 8; hp 200; Search DC 27; 
Disable Device DC 27. 
 
APL 8  
 a Spe l l Turret  Tra p:  CR 4; diminutive magical 
device; visual trigger (true seeing); automatic reset; 
stinking cloud, deep slumber, fireball, ray of exhaustion; 
Save DC 14, Caster Level 5th; AC 7, hardness 8; hp 200; 
Search DC 28; Disable Device DC 28. 
 
APL 10 
 a Spe l l Turret  Tra p:  CR 5; diminutive magical 
device; visual trigger (true seeing); automatic reset; shout, 
confusion, ice storm, enervation; Save DC 16, Caster 
Level 7th; AC 7, hardness 8; hp 200; Search DC 29; 
Disable Device DC 29. 
 
APL 12 
 a Spe l l Turret  Tra p:  CR 6; diminutive magical 
device; visual trigger (true seeing); automatic reset; 
summon monster V (bearded devil), feeblemind, 
prismatic ray*, baleful polymorph; Save DC 17, Caster 
Level 9th; AC 7, hardness 8; hp 200; Search DC 30; 
Disable Device DC 30. 
  
3 :  Temple of Lig ht 
Close inspection, requiring a DC 15 Search check, of this 
three-sided triangular building shows it to be faintly 
glowing. The apex of the structure is made of crystal and 
these crystal panes are still intact. Symbols on the outer 
walls may be identified, with a DC 15 Knowledge 
(religion) check, as being ancient depictions of Pelor. Any 
member of the Old Faith receives a +2 circumstance 
bonus to the Knowledge (religion) check. 
 Should the PCs venture inside, they find the interior 
well lit by sun streaming in through the crystalline apex. 
The light has lost much of its harshness and the interior 
is surprisingly cool. 
 In the center of the structure is a large idol depicting 
a strong Flan man with golden skin. A copper disc 
surrounds his head. Surrounding this idol are 
semicircular benches. 
 If any PC moves forward to investigate the idol, read 
or paraphrase the following: 

 
As you ap proach th e ido l,  sp ectra l f igur e s  
eme rge fr om it  and mov e towar d y ou.  The y d o  
not  s eem to be threat en ing.  In fact ,  th e near es t  
ghost  ho lds forth h is han ds in a  sign of  no n-
aggres sion.  Th is one sp eak s,  it s  v oic e is  k in d  
but hol low-s ound ing an d ful l of  year s.  
 “Plea se,  d o not  be afra id !  W e recog niz e yo u  
as th e D ew is-un.  I  a m Father  Gwy dre d d,  o r  
what  is  left  of  h im.  W e hav e wa ite d fo r  
millenn ia  f or  such as  y ou to  co me t o th is  
accursed plac e.”  
 “Wh ile the ev il of  this plac e cannot b e ful ly  
purge d b y th is de ed,  we kn ow you se ek  th e  
Bane of  Itar ,  a  weap on m ost  fou l and ta int e d  
with the b lo od of  th ousan ds.  B e warne d,  it s  
pos ses sor,  Ca ptain Angau,  thoug h horr ib ly  
changed  int o a  tw is te d man scor pion,  co mman d s  
great  pow er h ere.  Throug h the r el ic  h e  
comma nds  the  ev i l un dea d guar dian s an d ha s  
som e effect  on u s as  we ll.  W e cann ot fac e h im  
alon e f or  w e ar e n ot  stron g e nough  but w e ca n  
act  through you an d with y ou to de feat  h im an d  
help y ou rid this p lace of  so me of  its  ta int . ”  
 “W il l y ou he lp u s he lp y ou?”  
 
The ghosts are all priests of Pelor, with Father Gwydredd 
being the high priest of Pelor. Should the PCs accept, 
they offer various assistance depending upon the APL. In 
addition, the PCs may rest in this temple without fear of 
attack by the nighttime patrols of undead. 
 If any PC possess the yugoloth trident and shows 
this to or ask Father Gwydredd about it he is visibly 
displeased at its presence and says “Th os e that  ma k e  
bargains  w ith such cr eature s ha ve  stra ye d fa r  
from Pe lor ’s  e mbrace an d risk b eing de vour e d  
in the pit s of  Geh enna s. ”  
  
 k Fath er Gw ydr ed d:  LG male human (Flan) 
ghost cleric 12.  
 Physical Appearance: Despite his once human form, 
close inspection reveals Father Gwydredd to have once 
been made of sand before his passage to the afterlife. He 
is wearing vestments appropriate to an Old Faith priest of 
Pelor and his head is shaved. 
 k Ac o lyt e of  Pe lo r (2) :  LG male human (Flan) 
ghost cleric 10.  
 Physical Appearance: Much like Father Gwydredd, 
these two are dressed appropriately and have shaved 
heads. Close inspection also shows them to have once 
been made of sand. The acolytes never speak, instead 
interacting through gesture. 
 
At APL 2 and 4, the priest-ghosts of Pelor use their 
telekinetic abilities to battle Captain Angau while the PCs 
defeat his retinue. Prior to battle, Father Gwyndredd and 
his acolytes cast aid on each PC. In addition, they offer 
one of the following: bull’s strength, bear’s endurance, or 
owl’s wisdom. During battle each priest can cast one cure 
light wounds as a ranged touch spell (+7). 
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 At APL 6 though 12, the priest-ghosts of Pelor 
provide spell-casting support only. They say they cannot 
harm Captain Angau while he has possession of the 
sword. Prior to battle, Father Gwyndredd and his acolytes 
cast aid on each PC. In addition, they offer one of the 
following: bull’s strength, bear’s endurance, or owl’s 
wisdom. During battle each priest can cast one cure light 
wounds and one cure moderate wounds as a ranged touch 
spell (+9). Father Gwydredd has a cure serious wounds (as 
a ranged touch spell) and a prayer. 
 All spellcasting in combat by the priest-ghosts may 
be called on as an immediate action. Treat the ghosts as 
having readied actions to cast spells on the party. 
 While Father Gwydredd does not mention this to 
the PCs now, should they be successful, he rewards them 
by showing them where the donation coffers are kept and 
allows them to take what gold they can carry. He also 
provides them access to a stock of wands of cure light 
wounds. 
 When the PCs are ready to assault the Temple of 
Darkness, Father Gwydredd says they may simply call 
forth his name and he and his acolytes will appear. 
 Al l AP Ls : Coin: 500 gp; Magic: wand of cure light 
wounds (63 gp each). 
 Detect  Mag ic  Re sult s: wand of cure light 
wounds (faint conjuration). 
 
4 :  Refr es hment H ous e 
This building has collapsed into ruin, long ago raided and 
fought over by the manscorpions. 
 
5 :  Refr es hment a nd Di nner  H ouse 
This building has collapsed into ruin, long ago raided and 
fought over by the manscorpions. 
 
6 :  Offic e of the City C onsu l  
This building is intact but thankfully not currently 
occupied by the murderous Madame Klegg. A DC 12 
Search check does indicate something lives here but is 
thankfully not currently present. Klegg is off hunting in 
the sewers. 
 
7 :  Temple of the Sk y 
This three-sided triangular building has an impressive 
magical effect upon its apex. Ever changing dioramas of 
the sky play across the apex of the temple, moving from 
day to night, from clear to cloudy skies, and displaying 
the phases of the two moons. Should a PC observe this 
diorama, a DC 15 Knowledge (nature) check suggests the 
position and phases of Oerth’s two moons are not 
depicted in a manner consistent with the current 
movement of those celestial objects. 
 Inside, the temple has been ransacked. The remains 
of a large idol stand at the center. Close inspection and a 
DC 20 Knowledge (religion) check suggest the deity 
worshipped here appears to be some combination of 
Obad-Hai and another deity lost to time. 
 

8 :  Temple of Hu ma ni ties  
This once great structure is now in utter ruin. Nothing is 
left. Searching through the rubble takes considerable 
time. A DC 20 Search check coupled with a DC 15 
Knowledge (architecture & engineering) check uncovers 
evidence a titanic battle took place on this spot, 
ultimately resulting in the destruction of the temple. 
 
9 :  Temple of T ha t Whic h is  B el ow 
The walls of this three-sided triangular structure are of 
some red-veined black basalt. There is an open archway 
leading inside. Should the PCs enter to investigate read or 
paraphrase the following, reading the appropriate 
paragraph depending upon whether a PC has the 
yugoloth trident from COR5-06 Blood on Bright Sands. 
 No Yugoloth Trident:  
 
As you  ent er t he structur e,  a  st ench of  sulfu r  
and brimsto ne imm ed iat ely assa il your no stri ls .  
The on ly l ight within this structur e co mes fr o m  
a  pale cr ims on g low ema natin g an d  
surroun din g a  sta irca se de scen d ing into  th e  
earth.  Y ou s ee  se ve ral cr eatur es ab out t o  
desc en d the staircase.  On e is  p isc in e in  
appeara nce but  has b ir d- l ik e ta lon s o n its  f ee t  
and far  too ma ny t entacles about its  maw.  This  
thing is  fo l low ed b y two ins ecto id  
abom inat ions,  with  s ix le gs an d pa le re d-gra y  
sk in.  As y ou watch,  th e s kin of  o ne of  th e  
ins ecto id s change s co lor t o m ilk y whit e.  
 The p isc in e cr eature paus es an d sp eak s t o  
the oth er creatu res in a  s eries of  fou l,  guttura l  
sound s.  It  then turns to ward y ou.  A tho rough ly  
unpleasant v o ice en ter s unbidd en in you r  
min ds.  
 “Do y ou se ek t o purcha se our ser vic es ?  
Spea k qu ic kly meat  or  we  d epart  for  m or e  
temp erat e locales. ”  
 
A DC 23 Knowledge (the planes) check identifies the 
piscine creature as a piscoloth and a DC 19 Knowledge 
(the planes) check identifies the insectoid creatures as 
skeroloth. The yuguloths were conversing in Abyssal. 
The conversation was short, but boils down to them 
wondering if they could make some quick money. 
 If a PC would like to bargain with the yuguloths, the 
cost for a service (including combat) is gold or items 
totaling 200 x APL in value. 
 If the offer of a service is turned down, read or 
paraphrase the following: 
 
The creatur es pas s out  of  s ight d own the sta ir s  
and s oon you  hear  a  loud  “sna p” an d a  ru sh o f  
air .  
 
One or more PCs possess the Yugoloth Trident:  
 
As you  ent er t he structur e,  a  st ench of  sulfu r  
and brimsto ne imm ed iat ely assa il your no stri ls .  
The on ly l ight within this structur e co mes fr o m  
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a  pale cr ims on g low ema natin g an d  
surroun din g a  sta ircas e wh ich desc en ds int o  
the earth.  You s ee s ev eral cr eature s about t o  
desc en d the staircase.  On e is  p isc in e in  
appeara nce but  has b ir d- l ik e ta lon s o n its  f ee t  
and far  too ma ny t entacles about its  maw.  This  
thing is  fo l low ed b y two ins ecto id  
abom inat ions,  each ha ving s ix le gs an d pa le  
red-gra y s kin.  As y ou watch,  th e s k in o f  on e o f  
the in sect oids chan ges c olor to milk y wh ite.  
 The p isc ine c reatur e turns t owar d the part y.  
A th orough ly unp lea sant v oic e enter s unb id de n  
in y our m ind s.  
 “Do you s ee k to  com man d us? Th os e wh o  
bear the triden t have pa id for  a  ser v ice and w e  
must  hon or such th ings.  Sp ea k quic kly ma ste r  
or  we d epart  f or  m ore t em perat e locales. ”  
 
Should the possessor of the yugoloth trident choose, they 
may command a yugoloth to perform a service. This 
service must begin and end within the confines of this 
adventure. The type and abilities of the yugoloth available 
depend upon APL. (See Appendix 3 for full statistics). 
Provide the player who possesses the yugoloth trident 
with the statistics appropriate to the APL. The creature is 
nominally under that PCs control. The yugoloth leaves 
the moment it has fulfilled its service. While in Utaa, the 
yugoloth cannot use their summon yugoloth power. 
Commanding the service from the yugoloth consumes 
the trident once the service is complete. 
 These creatures are evil and dislike being forced into 
service, even if someone was paid – they were not directly 
paid. While the tenants of the contract represented by the 
trident force them not to harm its possessor, this says 
nothing about their associates should the wording of the 
service be vague. 
 Any PC either making a bargain with the yugoloths, 
through payment or using the yugoloth trident, is 
shunned by the ghost-priests of Pelor. During the battle 
with Captain Angau they do not cast any spells on 
shunned PCs. 
 PCs may not pass down the stairway. 
 
10:  Enclosed Marketplac e 
This area is completely devastated. 
 
11:  T emple of Dark ness 
The outer walls of this three-sided triangular temple are 
constructed on black stone with faint purple veins 
running throughout. The only opening is in the middle 
of the northern third of the east-facing side. The heavy 
stone door appears to slide into the temple wall. The door 
is 10-feet wide and 8-feet tall. The handle is a spiral design 
made from obsidian. The door handle is disturbingly cold 
to the touch. A DC 20 Knowledge (religion) suggests this 
temple may be dedicated to Tharizdun. 
 Trap:  Opening the temple door triggers the 
following trap. The trap only resets (for those that do) if 
the door is closed: 
 

APL 2  
 a Scyt hing B lad e Trap:  CR 1; mechanical; 
location trigger; automatic reset; Atk +8 melee (1d8/x3); 
Search DC 21; Disable Device DC 20. 
 
APL 4  
 a Br ic ks fr om C e il ing:  CR 2; mechanical; touch 
trigger; repair reset; Atk +12 melee (2d6, bricks); multiple 
targets (all targets in two adjacent 5-ft. squares); Search 
DC 20; Disable Device DC 20. 
 
APL 6  
 a Ce il ing Pen dulu m: CR 3; mechanical; timed 
trigger; automatic reset; Atk +15 melee (1d12+8/x3, 
greataxe); Search DC 15; Disable Device DC 27. 
 
APL 8  
 a Wa ll  Sc ythe  Trap:  CR 4; mechanical; location 
trigger; automatic reset; Atk +20 melee (2d4+8/x4, 
scythe); Search DC 21; Disable Device DC 18. 
 
APL 10 
 a Fa l ling  B loc k T rap:  CR 5; mechanical; 
location trigger; manual reset; Atk +15 melee (6d6); 
multiple targets (can strike all characters in two adjacent 
specified squares); Search DC 20; Disable Device DC 25. 
 
APL 12 
 a S pike d B loc ks f ro m Ce i ling:  CR 6; 
mechanical; location trigger; repair reset; Atk +20 melee 
(6d6, spikes); multiple targets (all targets in a 10-ft.-by-10-
ft. area); Search DC 24; Disable Device DC 20. 
 
Dev elop ment:  Once the PCs enter the Temple of 
Darkness, proceed to encounter 6. 
 
12:  Pu blic  Ba th H ous e 
This building has suffered during the ages. A portion has 
collapsed. PCs who visited Utaa in the past (COR5-17 
Time’s Tide on Bright Sands) notice the collapsed section 
once held the special pool. 
 

ENCOUNTER 6:  THE BANE 

OF ITAR 
The interior of this profane structure is incredibly dim. 
Light spilling in from outside is oddly muted. The entire 
interior space of this temple is under a darkness spell 
(APL 2 – 6) or deeper darkness (APL 8 – 10). A 30-foot 
radius area in centered on the open temple door is in 
normal light. The temple floor area is an equilateral 
triangle, 100 feet on side and 10 feet below the door. In 
front of the door is a 10-foot by 10-foot landing and then a 
staircase along the outer wall with a run of 30 feet.  
 In the center of the temple is a deeply disturbing 
hooded and robed statue. The interior of the hood is a 
pulsing swirling purple spiral. The statue is size Large and 
may not be moved through. See Appendix 6 for a map of 
the temple interior and for placement of opponents. 
 Once the PCs enter the temple, the statue speaks: 
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A low som ber v oic e is sue s forth fro m a  larg e  
statue dim ly  v is ible in t he c ent er o f  th e te mp le.  
The sta tue de p icts a  rob ed  and  ho od e d  
humano id f igure but the ho od is  f i lled w ith a  
puls ing swir l ing pur ple sp ira l.  
 “Your inten tions are ob v ious,  m orta ls.  Yo u  
covet  th e Ba ne of  Ita r  fo r  y ours elve s or  w ors e,  
you se ek  to u nd o that  cau se d b y th e f ol ly o f  
Shattado s an d the  Scor pion Cr own.  Th e Oute r  
Darkn es s forbids th is and co mman ds the s e  
inte rlop ers be stop pe d.”  
 Bo il ing f orth fr om t he dar kne ss you s e e  
arme d an d ar mor ed  ma nscor p ions  an d o the r  
creature s.  B eh ind  the m a ll  i s  a  gr eat  h orro r  
dre sse d in orna ment ed ar mor a nd bea ring a  
great  scim itar  whos e ste el b lad e is  f lec ke d wit h  
green.  A pa le tan g low surroun ds th e bla de.  
 The creatur e t ilt s  bac k it s  hea d an d let s  
forth a  bloo d-curd ling cr y!  
 “Nothing can stop m e! Y ou face th e  
Destr oy er of  Vat hris!  The Bane of  Itar!  Fo r  
Sulm an d Shattad os! ”  
 
APL 2  (E L 6)  
 d Man scor pions (4) :  hp 19, 19, 19, 19; Appendix 
1. 
 
APL 4  (E L 8)  
 d Man scor pions (4) :  hp 19, 19, 19, 19; Appendix 
1. 
 d L emur e (6) :  hp 9, 9, 9, 9, 9, 9; MM 57.  
 
APL 6  (E L 10)  
 d Capta in Angau:  hp 101; Appendix 1. 
 d Man scor pions (4) :  hp 19, 19, 19, 19; Appendix 
1. 
 d B eard ed De vi l:  hp 45; MM 52. 
 
APL 8  (E L 12)  
 d Capta in Angau:  hp 134; Appendix 1. 
 d V et eran Mansco rp ion s (3) :  fighter 1; hp 42, 
42, 42; Appendix 1. 
 d B eard ed De vi l (2) :  hp 45 each; MM 52. 
 d He l lcat :  hp 60; MM 54. 
 
APL 10 (E L 14)  
 d Capta in Angau:  hp 156; Appendix 1. 
 d V et eran Mansco rp ion s (3) :  fighter 1; hp 42, 
42, 42; Appendix 1. 
 d He l lcat  (2) :  hp 60, 60; MM 54. 
 d B one Dev i l:  hp 95; MM 52. 
 
APL 12 (E L 16)  
 d Capta in Angau:  hp 178; Appendix 1. 
 d E lit e Larg e Mansc orp ion s (3) :  fighter 3; hp 
95, 95, 95; Appendix 1. 
 d B one Dev i l (2) :  hp 95, 95; MM 52. 
 d Barb ed De vi l:  hp 126; MM 51. 
 

Any creatures fighting in the darkness have a 20% miss 
chance unless they have some other sensing ability (such 
as tremorsense or see in darkness). 
 Tactics (p riest -gh osts of  Pe lor) :  At APL 2 and 
4, the priest-ghosts appear before the PCs and rush into 
battle before any of the PCs. They begin an assault on 
Captain Angau. Should any PC at APL 2 or 4 wish to 
assist, they face the APL 6 Captain Angau. He targets 
them once, and then turns back to the priest-ghosts. 
 Tactics (Capta in Angau) :  Captain Angau uses 
ranged attacks unless PCs close with him for melee. He 
tries to sunder weapons and deprive any mounted PCs of 
their mounts, using his cleave ability to then attack the 
rider. Captain Angau is a smart opponent and fights to 
the best advantage of his skills and feats. Due to his hearty 
nature (Diehard), he can continue fighting to -10 hp. 
 Tactics (man scor pions) :  At all APLs the 
manscorpions used ranged attacks first if not 
immediately engaged in melee. Their primary goal is to 
protect and support Captain Angau, so they fight to the 
death as long as he is still alive. 
 Tactics (d ev i ls) :  No devils capable of summoning 
attempt to do so in this encounter. The devils all serve 
Captain Angau due to an ancient pact. Lemures 
mindlessly mob into battle while bearded devils use their 
Battle Frenzy as they head into melee. Hellcats position 
themselves for a pounce before attacking. Hellcats are 
invisible in a lit area. Bone devils are invisible if they had 
time to prepare and use wall of ice to section off the 
battlefield to their and their brethren’s advantage. The 
barbed devil uses spell-like abilities to soften the PCs up 
before wading in, though it avoids using order’s wrath if 
any manscorpions would be caught in the effect. 
 
Treasur e:  Loot the attackers. 
 APL 2 : Loot: 152 gp. 
 APL 4 : Loot: 153 gp; Magic: flask of slumber sand 
(17 gp). 
 APL  6 : Loot: 359 gp; Magic: gauntlets of ogre power 
(333 gp), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp). 
 APL 8 : Loot: 467 gp; Magic: belt of giant strength +4 
(1333 gp each), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp), +1 large breastplate (129 gp). 
 APL 10: Loot: 457 gp; Magic: belt of giant strength 
+4 (1333 gp), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp), +1 large breastplate (x4) (467 gp 
each), +1 large heavy steel shield (99 gp). 
 APL 12: Loot: 814 gp; Magic: belt of giant strength 
+4 (1,333 gp), cloak of resistance +2 (333 gp), ring of 
protection +2 (667 gp), +1 large breastplate (x4) (467 gp 
each), +1 large heavy steel shield (99 gp), +1 large falchion 
(x3) (613 gp). 
 Detect  Mag ic  R esu lts: belt of giant strength +4 
(moderate transmutation), +1 breastplate (faint 
abjuration), cloak of resistance +2 (faint abjuration), 
gauntlets of ogre power (faint transmutation), +1 large 
breastplate (faint abjuration), +1 large falchion (faint 
abjuration), ring of protection +1 (faint abjuration), ring 
of protection +2 (faint abjuration). 
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Dev elop ment:  Should the PCs survive and destroy 
Angau’s minions (APL 2- 4) or Captain Angau (APL 6 – 
12) they are able to retrieve the Bane of Itar. Any non-evil 
PC carrying the weapon receives a negative level (APL 2) 
and a -6 profane penalty to Constitution or two negative 
levels (APL 4 – 12) and a -8 profane penalty to 
Constitution. If at APL 2 all the PCs are first level, the 
sword applies a temporary -8 profane penalty to 
Constitution. The PC also receives an indication of a 
malign personality within the sword. 
 In celebration of the PCs’ victory, the priest-ghosts of 
Pelor allow them access to the gold in their treasury and 
to wands of cure light wounds as detailed in 3: Temple of 
Light. 
  Proceed to the appropriate Conclusion. 
 

CONCLUSION 
Depending upon which NPCs were interacted with 
during the module, the fate of the sword must be decided. 
There may well be treachery or deceit amongst the party 
if someone has cut a deal which runs contrary to majority 
opinion. 
 
Conclu sion A:  The Ba ne of I tar  S ecur ed 
There are three sub-conclusions located here – one for 
delivering the Bane of Itar to Karistyne, one for 
delivering the item to Morik, and a third for delivering 
the item to Geven. Regardless of the final disposition of 
the Bane of Itar, the PCs receive the treasure contained 
within the Temple of Light (encounter 5) provided they 
made contact with and accepted the help of the priest-
ghosts in the first place. 
 For providing the Bane of Itar to Lady Karistyne as a 
diplomatic gesture from Princess Ulma, read or 
paraphrase the following: 
 
Leav ing  Utaa ,  you  use  th e r ing pro vide d to yo u  
by Princ ess Ulma t o bring y ours elve s near t o  
Castle Kar ist yn e.  Y ou as k for  a nd ar e grant e d  
an audience w ith the pa la din- lad y.  Kar ist yn e  
li sten s att ent iv ely t o the  st ory  of  you r  
adve nture in Utaa  and of  y our pro po sit io n.  
Karis tyn e do es n ot  accept th e Ban e of  Itar  righ t  
away.  Inst ead,  sh e ha s quart ers  pr epar ed  fo r  
you in h er k eep an d say s she w il l hav e an  
answer th e fo llow ing m orn ing.  
 The fo l low ing morn ing,  th e La dy  Kar ist yn e  
greet s you at  br eakfa st  in the ma in ha l l.  
Atte nd ing th e brea kfast  are tw o of  her m os t  
stalwart  c om panions:  Sh iann e Stor mhan d an d  
Gashar in  He lf lora nis,  both  e lv es,  and  bot h  
known t o be f erv ent f ol low ers of  La d y  
Karis tyn e.  Also  s itt ing at  one  en d of  th e tab le,  
opp os ite  the  chair  occu pied  by Kar ist yne,  i s  
Prince ss Ulma! 
 Karis tyn e stan ds up as y ou com e in to th e  
hall a s do es Pr inc ess Ulma.  Ka ristyn e sp ea ks:  
 “I  want t o f orma lly  accep t your d ip lo matic  
offer .  The Bane of  Itar  sha l l be saf ely hous e d  

here in Cast le Ka ristyn e unt il such t im e it  ca n  
be us ed t o un do t he cur se of  th e Sc orp io n  
Crown.  At such time I  and al l that  I  have at  m y  
comma nd shal l supp ort  Ulma,  P rinc es s of  Su lm,  
and rig htful h e ir  and ru ler  of  the lan d we ca l l  
the Br ight D es ert . ”  
 Toasts a re ca lle d for  a nd a l l tuck  in  for  a  
hearty br ea kfast .  
 
Those PCs who participated in providing the Bane of Itar 
to Lady Karistyne receive the following favors on the AR: 
Ambassador of the Bright Lands and Supplemental 
Spellbook of Shianne Stormhand. Any PC contacted by 
and agreeing to work for Scor receives Appreciation of 
Scorimongishaz. 
 For providing the Bane of Itar to Geven read or 
paraphrase the following:  
 
Havin g mad e y our way to t he Sp otte d Cow In n  
in Har dby y ou wait  in th e roo m d es ignate d b y  
Ge ven.  Hour s pa ss.  Night fal ls .  T her e is  a  
knoc k o n the do or an d sh ort ly th er eafter  a  
piece of  f oo lsca p is  s lid und ern eath.  Ther e is  n o  
one in  the  hal lwa y.  Th e n ote in structs  y ou t o  
trave l to th e Ebbf ie lds and t o bring the “ it em”.  
 Careful ly co ncea ling th e larg e sw ord  s o a s  
not  to b e st opp ed by th e c ity guar d,  y ou ma k e  
your way t o the Ebbf ie lds.  Ther e,  in a  de sert e d,  
wood ed  str eet ,  bare ly  i l lum inat ed b y l ight fr o m  
Luna,  is  Gev en.  He is  dre ss ed al l in black an d is  
wearing a  mask.  Ho ldin g forth his hand,  h e  
asks  for  t he ite m.  Onc e y ou pr ov id e h im w it h  
it ,  he s pea ks s oft ly t o you.  
 “You ha ve don e w el l.  B y do ing th is yo u  
have s et  a  cours e for  a  m or e secur e future fr e e  
from unn ece ssar y str ife.  As pro mise d,  I  hav e  
your r eward.”  
 Afte r  pr ov iding  the  agr ee d up on r ewar d,  
Ge ven sl ip s off  into th e night.   
 
PCs working for Geven receive either Geven’s Ring or 
Geven’s Ring (Upgraded) as appropriate. 
 For providing the Bane of Itar to Morik read or 
paraphrase the following:  
 
Us ing th e ring g iv en to y ou by Mo rik,  yo u  
transp ort  y ours elf  t o H ista k.  Wa it ing th er e  
bes id e Mor ik is  t he infam ous L ord Rob ilar .  
 “Have  y ou br ought t he weap on?”  L or d  
Rob ilar  de man ds.  
 Wh en the Ban e of  Itar  i s  rev eale d,  the jo y  
in R obi lar ’ s  fac e i s  unm ista kable.  
 “Exc el lent!  T his is  a  bra ve de ed  you ha v e  
don e to day!  Y ou sha ll  be exa lte d am ong u s.  
Come,  let  us dine wh ile you te ll  m e the  tale o f  
how you wr est ed t his from its  f orm er own er.”  
 
Those PCs who chose to work for Morik receive Worked 
for Lord Robilar. 
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Conclu sion B:  T he Ba ne of Itar  L os t 
Read or paraphrase the following: 
 
Captain  Angau an d h is m inions  pr ov e to  be to o  
much for  you r sta lwart  ban d.  D oubtles s no w  
Captain Angau s hal l bury h imse lf  w ith in th e  
hulk  of  the  cit y,  ma k ing fur ther  atte mpt s t o  
retriev e the Ban e of  Itar  that  much ha rd er.  
 
The PCs receive any XP earned up to this point, including 
half the reward for fighting Captain Angau and his 
minions. They may flee to the Healers of Histak, if they 
desire, to attend to the wounded or dead. The PCs receive 
none of the special items on the AR. 
 
Conclu sion C:  Ca ptur ed b y the F orc es of  
Rary 
Read of paraphrase the following: 
 
Due to blun der ing,  bad luck,  or  a  comb inat io n  
there of ,  one or  m ore o f  you hav e bee n  
im prison ed at  H istak f or  atte mpt ing t o attac k  
the garrison.  F ortunat ely,  Capta in Quinc e is  a  
man of  action.  He an d h is m en p lan an d  
execu te a  daring n ight ra id on th e po rt  an d  
manage t o re scue y ou.  A cha se ensur es on th e  
high seas,  but  Capta in Qu ince  and his gal lan t  
crew manag e to g iv e th e forc es o f  Rar y the sl ip.  
Takin g a  r ound-a-bout  cour se,  Ca pta in Qu inc e  
de liver s y ou back to th e Har deb y.  
 
PCs receiving this conclusion do not receive any rewards 
and must spend the normal TUs for the module. They do 
not have to pay upkeep for those TUs but do suffer the 
penalties of not paying for upkeep. Along with their 
bodies, Captain Quince was able to recover their items. 
 

CAMPAIGN 

CONCEQUENCES 
This adventure has Campaign Consequences. That is the 
results of the event will directly affect the long-term 
future of the campaign. To this end, please send the 
answers to the questions below to 
creighton@greyworks.co.uk. Only you can keep the 
campaign dynamic! 
 

1. Who did the PCs serve? 
2. To whom did the PCs give the Bane of Itar? 
3. Was Captain Angau slain? 
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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. 
 
Enc ou nter  4  
Defeat the land or air encounter. 
APL 2  120 XP 
APL 4  180 XP 
APL 6  240 XP 
APL 8  300 XP 
APL 10 360 XP 
APL 12 420 XP 
 
Enc ou nter  5  
Encountering or bypassing the gatehouse spell turret 
trap. 
APL 2  30 XP 
APL 4  60 XP 
APL 6  90 XP 
APL 8  120 XP 
APL 10 150 XP 
APL 12 180 XP 
 
Encountering or bypassing the Temple of Darkness door 
trap. 
APL 2  30 XP 
APL 4  60 XP 
APL 6  90 XP 
APL 8  120 XP 
APL 10 150 XP 
APL 12 180 XP 
 
Enc ou nter  6  
Defeat Captain Angau and his minions and retrieve the 
Bane of Itar. 
APL 2  180 XP 
APL 4  240 XP 
APL 6  300 XP 
APL 8  360 XP 
APL 10 420 XP 
APL 12 480 XP 
 
Stor y Award 
Deliver the Bane of Itar to Karistyne, Ulma, the Forces of 
Rary, or Geven 
APL 2  30 XP 
APL 4  60 XP 
APL 6  90 XP 
APL 8  120 XP 
APL 10 150 XP 
APL 12 180 XP 
 
Discr eti onar y rolepla yi ng a ward 
APL 2  60 XP 
APL 4  75 XP 

APL 6  90 XP 
APL 8  105 XP 
APL 10 120 XP 
APL 12 135 XP 
 
Total  possi bl e exper ienc e:  
APL 2  450 XP 
APL 4  675 XP 
APL 6  900 XP 
APL 8  1,125 XP 
APL 10 1,350 XP 
APL 12 1,575 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.  
 Loot = Looted gear from enemy; Coin = Coin, Gems, 
Jewelry, and other valuables; Magic = Magic Items. 
  
Enc ou nter  5 :  Anci ent U taa  
 Al l AP Ls : Coin: 500 gp; Magic: wand of cure light 
wounds (63 gp each). 
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Enc ou nter  6 :  T he Ba ne of I tar  
 APL 2 : Loot: 152 gp. 
 APL 4 : Loot: 153 gp; Magic: flask of slumber sand 
(17 gp). 
 APL  6 : Loot: 359 gp; Magic: gauntlets of ogre power 
(333 gp), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp). 
 APL 8 : Loot: 467 gp; Magic: belt of giant strength +4 
(1333 gp each), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp), +1 large breastplate (129 gp). 
 APL 10: Loot: 457 gp; Magic: belt of giant strength 
+4 (1333 gp), cloak of resistance +2 (333 gp), ring of 
protection +1 (167 gp), +1 large breastplate (x4) (467 gp 
each), +1 large heavy steel shield (99 gp). 
 APL 12: Loot: 814 gp; Magic: belt of giant strength 
+4 (1,333 gp), cloak of resistance +2 (333 gp), ring of 
protection +2 (667 gp), +1 large breastplate (x4) (467 gp 
each), +1 large heavy steel shield (99 gp), +1 large falchion 
(x3) (613 gp). 
 
Total  Possib le Trea sur e 
 APL 2 : Loot: 152 gp; Coin: 500 gp; Magic: 63 gp; 
Total: 715 gp (450 gp max). 
 APL  4 :  Loot: 170 gp; Coin: 500 gp; Magic: 63 gp; 
Total: 733 gp (650 gp max). 
 APL 6 : Loot: 359 gp; Coin: 500 gp; Magic: 896 gp; 
Total: 1,755 gp (900 gp max). 
 APL 8 :  Loot: 467 gp; Coin: 500 gp; Magic: 2,025 gp; 
Total: 2,992 gp (1,300 gp max). 
 APL  10:  Loot: 457 gp; Coin: 500 gp; Magic: 2,462 gp; 
Total: 3,419 gp (2,300 gp max). 
 APL  12:  Loot: 338 gp; Coin: 500 gp; Magic: 3,625 gp; 
Total: 4,463 gp (3,300 gp max). 
 
Special  
s Gev en’s R ing:  While wearing this ring, you are 
surrounded in shadow. This gives you a +3 competence 
bonus to Hide checks. In addition, once per day you may 
protect yourself with a cloak of shade spell (Sandstorm  
112). While wearing this ring you suffer a -3 penalty to all 
Charisma-based skill checks. This ring cannot be sold, but 
you add it to your MIL at no cost.  
 Faint abjuration; CL 3rd; Craft Ring, cloak of shade; 
Market Price 1,980 gp; Weight: -. 
 
s Ge ve n’s R ing ( Upgrad ed) :  Replace Geven’s Ring 
on your MIL with this ring at no cost. The ring has all of 
the same abilities and penalties as before but may now be 
used to cast halo of sand (Sandstorm 117) once per day. 
All spell functions of this ring are command word 
activated. This ring cannot be sold, but you add it to your 
MIL at no cost. 
 Faint abjuration; CL 3rd; Craft Ring, cloak of shade, 
halo of sand; Market Price 4,140 gp; Weight: -. 
 
w Wo rk ed  for  Lo rd Rob ilar :  You have earned 
Robilar’s favor for providing the Bane of Itar to Rary’s 
forces. In thanks, he provides you with “any” access to the 
following figurines of wondrous power: silver raven, 

ivory camel (Sandstorm), or gold beetle (Sandstorm). In 
all cases, the command to activate the figurines is “Hail 
Rary!” You must pay full normal price for the item. 
 
w Amba ssa dor of  th e Brig ht La nds:  Your diplomatic 
efforts have been successful. In thanks, she provides you 
with “any” access to the following items: heraldic crest of 
courage (Heroes of Battle), rod of sure striking (Dungeon 
Master’s Guide II), clear spindle ioun stone, pearl of 
power (2nd-level) or vest of resistance +2 (Complete 
Arcane). You must pay full normal price for the item. 
 
s Supplem enta l Sp el lbo ok of  Sh iann e  
Stormhan d:  Shianne Stormhand provides you with 
“adventure” access to a spellbook containing the 
following spells: 1st–sunstroke (SS), wave blessing (SW); 
2nd–kua-toa skin (SW), jaws of the moray (SW); 4th–
blast of sand (SS), parboil (SS); 5th–transmute stone to 
sand (SS), wall of magma (SS); 6th–scalding mud (SS). 
Alternatively, you may purchase spells individually at 
their normal price. 

SS = Sandstorm; SW = Stormwrack. Market Price: 
1,500 gp; Weight: 3 lbs. 
 
w Appr eciat ion of  Scor im ong ishaz:  You have done 
a service at the behest of this familiar that in some way 
benefits his master and others. This and other favors with 
Scorimongishaz may have bearing in the future. 
 

ITEMS FOR THE 

ADVENTURE RECORD 
 
I tem Acc ess 
APL 2: 

 Wand of cure light wounds (Adventure; DMG) 
 
APL 4 (all of APL 2 plus the following): 
∞ Flask of slumber sand (Regional; Sandstorm; 50 gp) 
 
APL 6 (all of APLs 2-4 plus the following): 

 Cloak of resistance +2 (Adventure; DMG) 
 Large masterwork breastplate (Any; PHB; 550 

gp) 
 Large masterwork heavy steel shield (Any; PHB; 

190 gp) 
 Large masterwork mighty composite shortbow 

(+8 Str) (Any; PHB; 1,050 gp) 
 
APL 8 (all of APL 2-6 plus the following): 

 Belt of giant strength +4 (Adventure; DMG) 
 +1 Large breastplate (Any; DMG; 1,550 gp) 

 
APL 10 (all of APL 2-8 plus the following): 

 +1 Large heavy steel shield (Any; DMG; 1,190 
gp) 

 
APL 12 (all of APL 2-10 plus the following): 

 +1 Large falchion (Any; DMG; 2,450 gp) 
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 Ring of protection +2 (Adventure; DMG) 
 Large masterwork mighty composite longbow 

(+6 Str) (Any; PHB; 950 gp) 
 Large masterwork mighty composite shortbow 

(+10 Str) (Any; PHB; 1,200 gp) 
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APPENDIX 1: APL 2
ENCOUNTER 6: THE BANE OF 

ITAR  
d Ma nscor p ion:  male manscorpion; CR 2; Medium 
monstrous humanoid (augmented vermin); HD 3d8+6; 
hp 19; Init +0; Spd 40 ft.; AC 15, touch 10, flat-footed 
15; Base Atk +3; Grp +4; Atk +5 melee (1d6+1/x3, 
masterwork shortspear) or +3 ranged (1d6+1, javelin); 
Full Atk +5 melee (1d6+1/x3, masterwork shortspear) 
and -1 melee (1d4+poison, sting) or +3 ranged (1d6+1, 
javelin); SA poison; SQ darkvision 60 ft., tremorsense 
60 ft.; AL CE; SV Fort +5, Ref +1, Will +1; Str 13, Dex 
10, Con 14, Int 10, Wis 10, Cha 10. 
 Skills and Feats: Climb +5, Hide +4, Spot +4; 
Endurance, Power Attack. 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 13, initial and 
secondary 1d3 Con. The save DC is Constitution-based. 
 Possessions: masterwork shortspear, 3 javelins, 
masterwork light wooden shield. 
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APL 4 
ENCOUNTER 6: THE BANE OF 

ITAR  
d Ma nscor p ion:  male manscorpion; CR 2; Medium 
monstrous humanoid (augmented vermin); HD 3d8+6; 
hp 19; Init +0; Spd 40 ft.; AC 16, touch 10, flat-footed 
16; Base Atk +3; Grp +4; Atk +5 melee (1d6+1/x3, 
masterwork shortspear) or +3 ranged (1d6+1, javelin); 
Full Atk +5 melee (1d6+1/x3, masterwork shortspear) 
and -1 melee (1d4+poison, sting) or +2 ranged (1d6+1, 
javelin); SA poison; SQ darkvision 60 ft., tremorsense 
60 ft.; AL CE; SV Fort +5, Ref +1, Will +1; Str 13, Dex 
10, Con 14, Int 10, Wis 10, Cha 10.  
 Skills and Feats: Climb +3, Hide +2, Spot +4; 
Endurance, Power Attack. 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 13, initial and 
secondary 1d3 Con. The save DC is Constitution-based. 
 Possessions: masterwork shortspear, 3 javelins, 
masterwork heavy wooden shield, flask of slumber 
sand. 
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APL 6 
ENCOUNTER 6: THE BANE OF 

ITAR  
d Mansc orp ion:  Male manscorpion; CR 2; Medium 
monstrous humanoid (augmented vermin); HD 3d8+6; 
hp 19; Init +0; Spd 40 ft.; AC 18, touch 10, flat-footed 
18; Base Atk +3; Grp +4; Atk +5 melee (1d8+1, 
masterwork morningstar) or +2 ranged (1d6+1, javelin); 
Full Atk +5 melee (1d8+1, masterwork morningstar) 
and -1 melee (1d4+poison, sting) or +3 ranged (1d6+1, 
javelin); SA poison; SQ Darkvision 60 ft., tremorsense 
60 ft.; AL CE; SV Fort +5, Ref +1, Will +1; Str 13, Dex 
10, Con 14, Int 10, Wis 10, Cha 10.  
 Skills and Feats: Climb +4, Hide +3, Spot +4; 
Endurance, Power Attack . 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 13, initial and 
secondary 1d3 Con. The save DC is Constitution-based. 
 Possessions: masterwork morningstar, 3 javelins, 
masterwork leather armor, masterwork heavy wooden 
shield. 
 
d Ca pta in Angau:  male manscorpion fighter 5; CR 
9; Large monstrous humanoid (augmented vermin); 
HD 6d8+5d10+44; hp 101; Init -1; Spd 35 ft.; AC 23, 
touch 9, flat-footed 23; Base Atk +11; Grp +23; Atk: +20 
melee (2d6+9/18-20x2 + 1d6 dessication, Bane of Itar) 
or +10 ranged (1d8+8/x3, masterwork large composite 
shortbow (+8 Str)); Full Atk +20/+15/+10 melee 
(2d6+9/18-20x2 + 1d6 dessication, Bane of Itar) and +13 
(1d4+4 plus poison, sting) or +10/+5/+0 ranged 
(1d8+8/x3, masterwork large composite shortbow (+8 
Str)); Space/Reach 10 ft./10 ft.; SA poison; SQ 
Darkvision 60 ft., tremorsense 60 ft.; AL CE; SV Fort 
+14, Ref +3, Will +6; Str 26, Dex 8, Con 18, Int 10, Wis 
14, Cha 12. 
 Skills and Feats: Climb +9, Hide +0, Intimidate +9, 
Jump +13, Move Silently -5, Spot +6; Cleave, Diehard, 
Endurance, Exotic Weapon Proficiency (great 
scimitar), Improved Sunder, Power Attack, Scorpion's 
Resolve*, Weapon Focus (great scimitar),. 
 Pois on ( Ex) :  A manscorpion has a poisonous 
sting. Injury, Fortitude DC 17, initial and secondary 
1d4 Con. The save DC is Constitution-based. 
 Possessions: Masterwork large breastplate, Bane of 
Itar*; gauntlets of ogre power; cloak of resistance +2, 
ring of protection +1, masterwork large heavy steel 
shield, masterwork large composite shortbow (+8 Str), 
quiver with 50 arrows. 
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APL 8 
ENCOUNTER 4: THE APPROACH 

TO UTAA      
d Ad vance d h e iracos ph inx:  male sphinx; CR 6; 
Large Magical Beast; HD 12d10+24; hp 90; Init +2; Spd 
30 ft., fly 90 ft. (poor); AC 19, touch 11, flat-footed 17; 
Base Atk +12; Grp +22; Atk +17 melee (1d10+6, bite); 
Full Atk +17 melee (1d10+6, bite)  and +15/+15 melee 
(1d6+3, claws); Space/Reach 10 ft./5 ft.; SA Pounce, 
rake 1d6+3; SQ Darkvision 60 ft., low-light vision; AL 
CE; SV Fort +10, Ref +10, Will +6; Str 22, Dex 14, Con 
15, Int 6, Wis 15, Cha 10. 
 Skills and Feats: Listen + 12, Spot +15; Alertness, 
Cleave, Flyby Attack, Multiattack, Power Attack. 
 Languages: Sphinx, Common, Draconic. 
 Rak e (E x) :  Attack bonus +17 melee, damage 
1d6+3. 
 

ENCOUNTER 6: THE BANE OF 

ITAR  
d V ete ran ma nsco rp ion:  male adult manscorpion 
fighter 1; CR 3; Medium monstrous humanoid 
(augmented vermin); HD 3d8+12 plus 1d10+4; hp 42; 
Init +2; Spd 30 ft.; AC 21, touch 12, flat-footed 19 ; Base 
Atk +4; Grp +8; Atk +10 melee (2d4+6/18-20, 
masterwork falchion) or +7 ranged (1d8+4/x3, 
masterwork mighty composite longbow (+4 Str)); Full 
Atk +10 melee (2d4+6/18-20, masterwork falchion) and 
+3 melee (1d4+2 plus poison, sting) or +7 ranged 
(1d8+4/x3, masterwork mighty composite longbow (+4 
Str)); SA poison; SQ darkvision 60 ft., tremorsense 60 
ft.; AL CE; SV Fort +9, Ref +3, Will +2; Str 18, Dex 14, 
Con 18, Int 10, Wis 12, Cha 8. 
 Skills and Feats: Climb +5, Hide +3, Jump +3, Spot 
+5; Endurance, Power Attack, Weapon Focus 
(Falchion). 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 15, initial and 
secondary 1d3 Con. The save DC is Constitution-based. 
 Possessions: masterwork falchion, masterwork 
mighty composite longbow (+4 Str), quiver with 20 
arrows, masterwork breastplate. 
 
d Ca pta in Angau:  male manscorpion fighter 7; CR 
11; Large monstrous humanoid (augmented vermin); 
HD 6d8+7d10+65; hp 134; Init -1; Spd 35 ft.; AC 24, 
touch 9, flat-footed 24; Base Atk +13; Grp +26; Atk +23 
melee (2d6+12/18-20x2 + 1d6 dessication, Bane of Itar) 
or +12 ranged (1d8+9/x3, masterwork large mighty 
composite shortbow (+9 Str)); Full Atk +23/+18/+13 
melee (2d6+12/18-20x2 + 1d6 dessication, Bane of Itar) 
and +16 (1d4+4 plus poison, sting) or +12/+7/+2 ranged 
(1d8+9/x3, masterwork large mighty composite 
shortbow (+9 Str)); Space/Reach 10 ft./10 ft.; SA 
poison; SQ darkvision 60 ft., tremorsense 60 ft.; AL CE; 
SV Fort +15, Ref +4, Will +7; Str 29, Dex 8, Con 18, Int 
10, Wis 14, Cha 12. 

 Skills and Feats: Climb +9, Hide +0, Intimidate 
+11, Jump +13, Knowledge (Religion) +2, Move 
Silently -5, Spot +6; Cleave, Diehard, Endurance, Exotic 
Weapon Proficiency (great scimitar), Improved 
Sunder, Improved Toughness, Power Attack, 
Scorpion's Resolve*, Weapon Focus (great scimitar), 
Weapon Specialization (great scimitar). 
 Pois on ( Ex) :  A manscorpion has a poisonous 
sting. Injury, Fortitude DC 17, initial and secondary 
1d4 Con. The save DC is Constitution-based. 
 Possessions: +1 large breastplate, Bane of Itar*; belt 
of giant strength +4; cloak of resistance +2, ring of 
protection +1, masterwork large heavy steel shield, 
masterwork large mighty composite shortbow (+9 Str), 
quiver with 50 arrows. 
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APL 10 
ENCOUNTER 4: THE APPROACH 

TO UTAA      
d Advanc ed dune sta lker:  CR 10; Medium 
outsider (earth, evil); HD 8d8+16; hp 52; Init +4; Spd 40 
ft., climb 20 ft.; AC 17, touch 10, flat-footed 17; Base Atk 
+8; Grp +11;  Atk +11 melee (1d8+4, slam) Full Atk +11 
melee (1d8+4. slam); SA kiss of death, shout; SQ 
darkvision 60 ft., DR 10/magic, improved tracking, 
jump, outsider traits, SR 20; AL NE; SV Fort +8, Ref +6, 
Will +8 ; Str 16, Dex 10, Con 15, Int 13, Wis 15, Cha 11.  
 Skills and Feats: Balance +11 , Climb +22 , Hide 
+13 , Intimidate +4 , Jump +10 , Knowledge (nature) +5 
, Listen +13 , Move Silently +13 , Search +12 , Spot +13 , 
Tumble +11 ; Alertness, Improved Initiative, Stealthy. 
 Languages: Common, Terran. 
 Kis s of  D eath  (Su) :  A sonic and death effect 
delivered as a kiss (a +11 melee touch attack). On a 
successful attack the opponent must attempt a DC 16 
Fortitude saving throw. Success leaves the opponent 
stunned for 1 round; failure sets up lethal vibrations in 
the opponent’s body that result in death. This ability is 
usable at will. The Fortitude save is Constitution-based. 
 Shout  (S p) :  3/day, identical to a shout spell 
(caster level 8th; Fort save DC 14), except that the 
actual sound produced resembles a loud, rasping 
cough. The Fortitude save is Charisma-based. 
 Impro ve d Trac k ing  (E x) :  Uses Spot checks 
rather than Survival checks when tracking. 
 Jump (E x) :  Can produce a jump effect (caster 
level 8th) at will as a free action. 
 Ski l ls :  A dune stalker always take 10 on Climb 
checks, even if rushed or threatened. 
 

ENCOUNTER 6: THE BANE OF 

ITAR  
d V ete ran ma nsco rp ion:  male adult manscorpion 
fighter 1; CR 3; Medium monstrous humanoid 
(augmented vermin); HD 3d8+12 plus 1d10+4; hp 42; 
Init +2; Spd 30 ft.; AC 22, touch 12, flat-footed 20; Base 
Atk +4; Grp +8; Atk +10 melee (2d4+6/18-20, 
masterwork) or +7 ranged (1d8+4/x3, masterwork 
mighty composite longbow (+4 Str)); Full Atk +10 
melee (2d4+6/18-20, masterwork falchion) and +3 
melee (1d4+2 plus poison, sting) or +7 ranged 
(1d8+4/x3, masterwork mighty composite longbow (+4 
Str)); SA poison; SQ darkvision 60 ft., tremorsense 60 
ft.; AL CE; SV Fort +9, Ref +3, Will +2; Str 18, Dex 14, 
Con 18, Int 10, Wis 12, Cha 8.  
 Skills and Feats: Climb +5, Hide +3, Jump +3, Spot 
+5; Endurance, Power Attack, Weapon Focus 
(falchion). 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 15, initial and 
secondary 1d3 Con. The save DC is Constitution-based. 
 Possessions: +1 breastplate, masterwork falchion, 
masterwork mighty composite longbow (+4 Str), quiver 
with 20 arrows. 

 
d Ca ptain Angau:  male manscorpion fighter 
7/blackguard 2; CR 13; Large monstrous humanoid 
(augmented vermin); HD 6d8+9d10+75; hp 156; Init -1; 
Spd 35 ft.; AC 25, touch 9, flat-footed 25; Base Atk +15; 
Grp +29; Atk +26 melee (2d6+13/15-20x2 + 1d6 
dessication, Bane of Itar) or +14 ranged (1d8+10/x3, 
masterwork large mighty composite shortbow (+10 
Str)); Full Atk +26/+21/+16 melee (2d6+13/15-20x2 + 
1d6 dessication, Bane of Itar) and +19 (1d4+5 plus 
poison, sting) or +14/+9/+4 ranged (1d8+10/x3, 
masterwork large mighty composite shortbow (+10 
Str)); Space/Reach 10 ft./10 ft.; SA poison, smite good 
(+1 attack/+2 damage), spells; SQ aura of evil 
(moderate), dark blessing, darkvision 60 ft., 
tremorsense 60 ft.; AL CE; SV Fort +19, Ref +5, Will +8; 
Str 30, Dex 8, Con 18, Int 10, Wis 14, Cha 12. 
 Skills and Feats: Climb +10, Concentration +10, 
Hide +0, Intimidate +11, Jump +14, Knowledge 
(Religion) +2, Move Silently -5, Spot +6; Cleave, 
Diehard, Endurance, Exotic Weapon Proficiency (great 
scimitar), Improved Critical (great scimitar), Improved 
Sunder, Improved Toughness, Power Attack, 
Scorpion's Resolve*, Weapon Focus (great scimitar), 
Weapon Specialization (great scimitar). 
 Pois on ( Ex) :  A manscorpion has a poisonous 
sting. Injury, Fortitude DC 17, initial and secondary 
1d4 Con. The save DC is Constitution-based. 
 Smit e Goo d (Su) :  Once a day, Angau may 
attempt to smite good with one normal melee attack. 
He adds his Charisma modifier (if positive) to his 
attack roll and deals 1 extra point of damage per class 
level. If a blackguard accidentally smites a creature that 
is not good, the smite has no effect but it is still used up 
for that day. 
 Spells Prepared (Blackguard) (2; base DC = 12 + 
spell level): 1st—corrupt weapon, divine sacrifice. 
 Spe ll- like Ab i lit ies (Sp) :  At will—detect 
good. 
 Possessions: +1 large breastplate, +1 large heavy 
steel shield, Bane of Itar*; belt of giant strength +4; 
cloak of resistance +2, ring of protection +1, 
masterwork large mighty composite shortbow (+10 
Str), quiver with 50 arrows. 
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 APL 12 
ENCOUNTER 4: THE APPROACH 

TO UTAA      
d Advanc ed dune sta lker:  CR 12; Medium 
outsider (earth, evil); HD 12d8+36; hp 90; Init +4; Spd 
40 ft., climb 20 ft.; AC 17, touch 10, flat-footed 17; Base 
Atk +12; Grp +15; Atk +15 melee (1d8+4, slam); Full Atk 
+15 melee (1d8+4, slam); SA kiss of death, empowered 
shout; SQ DR 10/magic, darkvision 60 ft., improved 
tracking, jump, outsider traits, SR 20; AL NE; SV Fort 
+11, Ref +8, Will +10; Str 16, Dex 10, Con 16, Int 13, 
Wis 15, Cha 11. 
 Skills and Feats: Balance +15, Climb +26, Hide +17, 
Intimidate +4, Jump +13, Knowledge (nature) +6, 
Listen +17 , Move Silently +17, Search +16, Spot +17, 
Tumble +15; Alertness, Combat Expertise, Empower 
Spell-Like Ability (shout), Improved Initiative, 
Stealthy. 
 Languages: Common, Terran. 
 Kis s of  D eath  (Su) :  A sonic and death effect 
delivered as a kiss (a +15 melee touch attack). On a 
successful attack the opponent must attempt a DC 19 
Fortitude saving throw. Success leaves the opponent 
stunned for 1 round; failure sets up lethal vibrations in 
the opponent’s body that result in death. This ability is 
usable at will. The Fortitude save is Constitution-based. 
 Emp owe re d  Sh out  (S p) :  3/day, identical to an 
Empowered version of the shout spell (caster level 12th; 
Fort save DC 14), except that the actual sound 
produced resembles a loud, rasping cough. The 
Fortitude save is Charisma-based. 
 Impro ve d Trac k ing  (E x) :  Uses Spot checks 
rather than Survival checks when tracking. 
 Jump (E x) :  Can produce a jump effect (caster 
level 12th) at will as a free action. 
 Ski l ls : A dune stalker always take 10 on Climb 
checks, even if rushed or threatened. 

 
d Advanc ed c roco sph in x:  CR 14; Large magical 
beast; HD 21d10+126; hp 243; Init -1; Spd 40 ft., fly 60 
ft. (poor), swim 40 ft.; AC 23, touch 8, flat-footed 24; 
Base Atk +21; Grp +34;  Atk +29 melee (3d6+9, bite) or 
tail slap +29 melee (1d12+13); Full Atk +29 melee 
(3d6+9, bite) and +24/+24 melee (2d4+4, claws) or +29 
melee (1d12+13, tail slap) and +24/+24 melee (2d4+4, 
claws); Space/Reach 10 ft./5 ft.; SA improved grab, 
pounce, rake 2d4+4; SQ darkvision 60 ft., hold breath, 
low-light vision; AL CE; SV Fort +19, Ref +12, Will +9; 
Str 28, Dex 8, Con 23, Int 13, Wis 14, Cha 15.  
 Skills and Feats: Hide +10 (+14 in water), 
Intimidate +13, Listen +28, Spot +28, Swim +11; 
Alertness, Awesome Blow, Cleave, Flyby Attack, 
Improved Bull Rush, Improved Natural Armor, 
Improved Natural Attack (bite), Power Attack. 
 Languages: Sphinx, Common, Draconic. 
 Hold Brea th ( Ex) :  A crocosphinx can hold its 
breath for a number of rounds equal to 4x its 
Constitution score before it risks drowning. 

 Impro ve d Gra b (Ex) :  To use this ability, a 
crocosphinx must hit a creature with its bite attack. It 
can then attempt to start a grapple as a free action 
without provoking attacks of opportunity. If it wins the 
grapple check, the crocosphinx establishes a hold on 
the opponent. 
 Rak e (E x) :  Attack bonus +17, damage 2d4+4. 
 

ENCOUNTER 6: THE BANE OF 

ITAR  
d E lit e larg e mansc orp ion:  male manscorpion 
fighter 3; CR 7; Large monstrous humanoid 
(augmented vermin); HD 6d8+24 plus 3d10+12; hp 95; 
Init +2; Spd 30 ft.; AC 24, touch 11, flat-footed 22; Base 
Atk +9; Grp +21; Atk +18 (2d6+13/18-20, +1 large 
falchion) or +11 ranged (2d6+6/x3, large masterwork 
mighty composite longbow (+6 Str)); Full Atk +18/+13 
melee (2d6+13/18-20, +1 large falchion) and +11 melee 
(1d6+4 plus poison, sting) or +11 ranged (1d8+4/x3, 
large masterwork mighty composite longbow (+6 Str)); 
Space/Reach 10 ft./10 ft.; SA poison; SQ darkvision 60 
ft., tremorsense 60 ft.; AL CE; SV Fort +11, Ref +4, Will 
+3; Str 26, Dex 14, Con 18, Int 10, Wis 12, Cha 8. 
 Skills and Feats: Climb +11, Hide +1, Jump +11, 
Spot +7; Diehard, Endurance, Power Attack, Quick 
Draw, Scorpion’s Resolve*, Weapon Focus (falchion). 
 Languages: Flan. 
 Pois on (E x) :  Injury, Fortitude DC 16, initial and 
secondary 1d4 Dex. The save DC is Constitution-based. 
 Possessions: +1 large breastplate, +1 large falchion, 
large masterwork mighty composite longbow (+6 Str), 
quiver with 20 large arrows. 
 
d Capta in Angau:  male manscorpion fighter 7/ 
blackguard 4; CR 15; Large monstrous humanoid 
(augmented vermin); HD 6d8+11d10+85; hp 178; Init -
1; Spd 35 ft.; AC 26, touch 10, flat-footed 26; Base Atk 
+17; Grp +31; Atk +28 melee (2d6+13/15-20x2 + 1d6 
dessication, Bane of Itar) or +16 ranged (1d8+10/x3, 
masterwork large mighty composite shortbow (+10 
Str)); Full Atk +28/+23/+18 melee (2d6+13/15-20x2 + 
1d6 dessication, Bane of Itar) and +21 (1d4+5 plus 
poison, sting) or +16/+11/+6 ranged (1d8+10/x3, 
masterwork large mighty composite shortbow (+10 
Str)); Space/Reach 10 ft./10 ft.; SA aura of despair, 
command undead, poison, smite good (+1 attack/+4 
damage), sneak attack (+1d6) spells; SQ aura of evil 
(moderate), dark blessing, darkvision 60 ft., 
tremorsense 60 ft.; AL CE; SV Fort +20, Ref +6, Will +9; 
Str 30, Dex 8, Con 18, Int 10, Wis 14, Cha 12. 
 Skills and Feats: Climb +10, Concentration +10, 
Hide +0, Intimidate +15, Jump +14, Knowledge 
(Religion) +4, Move Silently -5, Spot +6; Cleave, 
Diehard, Endurance, Exotic Weapon Proficiency (great 
scimitar), Improved Critical (great scimitar), Improved 
Sunder, Improved Toughness, Power Attack, 
Scorpion's Resolve*, Weapon Focus (great scimitar), 
Weapon Specialization (great scimitar). 
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 Aura of  Des pa ir  (Su) :  Angau radiates a malign 
aura that causes enemies within 10 feet of him to take a 
–2 penalty on all saving throws. 
 Comma nd Un dea d (Su) :  Angau has the 
supernatural ability to command and rebuke undead as 
a 2nd-level cleric.  
 Pois on ( Ex) :  A manscorpion has a poisonous 
sting. Injury, Fortitude DC 17, initial and secondary 
1d4 Con. The save DC is Constitution-based. 
 Smit e Goo d (Su) :  Once a day, Angau may 
attempt to smite good with one normal melee attack. 
He adds his Charisma modifier (if positive) to his 
attack roll and deals 1 extra point of damage per class 
level. If a blackguard accidentally smites a creature that 
is not good, the smite has no effect but it is still used up 
for that day. 
 Sneak  Attack  (E x) :  This ability, gained at 4th 
level, is like the rogue ability of the same name. The 
extra damage increases by +1d6 every third level 
beyond 4th (7th and 10th).  
 Spells Prepared (Blackguard) (2/2; base DC = 12 + 
spell level): 1st—corrupt weapon, divine sacrifice; 
2nd—blessed aim, eagle’s splendor. 
 Spe ll- like Ab i lit ies (Sp) :  At will—detect 
good. 
 Possessions: +1 large breastplate, +1 large heavy 
steel shield, Bane of Itar*; belt of giant strength +4; 
cloak of resistance +2, ring of protection +2, 
masterwork large mighty composite shortbow (+10 
Str), quiver with 50 arrows. 
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APPENDIX 2: NEW RULES ITEMS 
FEATS 
Scorp ion’s  Re so lv e  
Sandst orm   
 
Like the scorpion, you are not easily distracted. 
 Benefit: You gain a +4 bonus on saving throws 
against mind-affecting spells and abilities. 
 

MUNDANE ITEMS 
Baator ian Gre en Ste e l  
Arm s and Equ ip ment Gu id e  
Deep in the mines of the Nine Hells of Baator, veins of 
green-flecked iron run through the rock. This rare 
metal, when alloyed into steel, can be used to create 
weapons of amazing sharpness. Any slashing or 
piercing weapon created with Baatorian green steel has 
a natural enhancement bonus of +1 to damage. This 
bonus does not stack with any other enhancement 
bonus. Thus, a green steel (+1 to damage) longsword 
with a +4 enhancement bonus effectively has a +4 
enhancement bonus on both attacks and damage. In an 
area where magic does not function, it still retains its 
natural +1 enhancement bonus on damage. A 
masterwork green steel slashing or piercing weapon 
would have a +1 bonus on both attack and damage rolls 
(from a combination of masterwork and the green 
steel). Though green steel is a common component of 
keen weapons produced in the Lower Planes, it grants 
no other special ability to such weapons. The market 
price modifier for such a weapon is +2,000 gp. 
 Baatorian green steel has a hardness of 12 and 30 
hit points per inch of thickness. 
 
Great  Sc imitar   
Sandst orm  
A great scimitar is too large to use in one hand without 
special training (the appropriate Exotic Weapon 
Proficiency feat). You can use a great scimitar two-
handed as a martial weapon. Great scimitars are most 
often the personal weapons of heroes, crafted as 
masterwork weapons and inscribed with the hero’s 
deeds and the weapon’s name on the blade. Such 
names commemorate a great event in the hero’s life, 
such as “The Blade of the Hundred-Day Sandstorm.” 
 
Exotic Weapon – 
Melee 

Cost Dmg 
(M) 

Crit Weigh
t 

Type 

Great scimitar 200 
gp 

1d8 18-
20/x2 

8 lb Slash
ing 

 

MAGIC ITEMS 
Bane o f  Itar  
This ancient weapon was forged by Sulmite priests of 
Tharizdun as a gift to King Shattados’ Chief Magistrate 
and Captain of the Guard Angau prior to the Battle of 
Itar. Legend says the power of the weapon allowed 
Captain Angau to slay the Itarian hero-god Vathris (or 

at least his Oerthly manifestation). The weapon has 
survived in legend, with one account saying the 
weapon “drunk in the life’s blood of the transgressor, 
leaving behind something awful, a body bereft of 
animation and one with the desert sands.” 
 The weapon is a great scimitar forged from 
Baatorian green steel and evilly enchanted. The 
weapon has a +1 enhancement bonus and the 
desiccating burst special ability. The weapon may 
possess a malign intelligence, but if this is the case, 
such a thing has yet to ever outwardly manifest. This 
weapon has a hardness of 14 and 20 hit points. 
 While the weapon is in the possession of Captain 
Angau, its size has increased to match his new form. 
Once he is destroyed, the weapon reverts to medium 
size. 
 Moderate necromancy, faint enchantment; CL 
12th; Craft Arms and Armor, Baatorian green steel, 
desiccate, wither, or horrid wilting; Price 34,500 gp. 
 
Ring of  Te le portat io n 
This may be used to cast teleport, once per day. 
 Moderate transmutation; CL 9th; Forge Ring, 
teleport; Price 18,000 gp. 
 
Slumb er Sand (San dst orm)  
Slumber sand is a supernatural hazard, but alchemists 
make a substance that mimics the hazard’s effects. A 
target struck by a flask of slumber sand must make a 
DC 15 Fortitude save or fall asleep for 1 minute. 
Slumber sand affects only a creature struck by it and 
creatures with 5 or more Hit Dice have immunity to 
the effect. 
 Slumber sand is more effective when a flask of it is 
used as an optional material component for sleep, deep 
slumber, or symbol of sleep. When so used, the total 
Hit Dice of creatures affected increases by 2 (the 
symbol of sleep affects creatures of up to 12 HD), and 
the DC for the Will saving throw increases by +1. 
 Craft Alchemy DC 12; Cost 50 gp. 
 
Wea pon S pec ial Ab il it y – D es iccatin g   
Sandst orm  
 
A desiccating weapon destroys the water in a living 
creature that it strikes. Upon command, it is 
surrounded by a glow like the desert sun, which does 
not harm the wielder. A desiccating weapon deals and 
extra 1d6 points of desiccation damage (1d8 points 
against plants and elementals of the water subtype). 
Bows, crossbows, slings, and other projectile weapons 
so crafted bestow the desiccating effect on their 
ammunition. 
 Moderate necromancy; CL 8th; Craft Magic Arms 
and Armor, desiccate, wither, or horrid wilting; Price 
+2 bonus. 
 
Wea pon S pec ial Ab il it y – D es iccatin g Burs t   
Sandst orm  
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A desiccating burst weapon functions as a desiccating 
weapon that also explodes with a dehydrating blast 
upon striking a successful critical hit. The burst does 
no harm the wielder. In addition to the desiccation 
damage from the desiccating ability, a desiccating burst 
weapon deals an extra 1d10 points of desiccation 
damage on a successful critical hit (2d8 points against 
plants and elementals of the water subtype). Even if the 
desiccating ability is not active, the weapon still deals 
its extra damage on a successful critical hit. 
 Strong necromancy; CL 12th; Craft Magic Arms 
and Armor, desiccate, wither, or horrid wilting; Price 
+3 bonus. 
 

SPELLS      
Pris matic  Ray  
Spe ll C omp en diu m 
 
Evocation 
Lev e l:  Sorcerer/wizard 5 
Comp one nts:  V, S 
Casting T im e:  1 standard action 
Range:  Medium 
Effect :  Ray 
Duration:  Instantaneous 
Saving Thr ow:  See text 
Spe ll Re sistance:  Yes 
 
You feel within you, as the spell nears completion, 
various energies locked in a battle within your body. As 
nausea threatens to overcome you, you croak out the 
final syllables of arcane power and point your hand. A 
single beam of brilliantly colored light then shoots 
from your outstretched hand. 
 
You must succeed on a ranged touch attack with the 
ray to strike a target. On a successful attack, a creature 
with 6 Hit Dice or fewer is blinded for 2d4 rounds by 
the prismatic ray in addition to suffering a randomly 
determined effect: 
 

1d6  
Color of  
Bea m  Effect  

1 Red 20 points fire damage (Reflex 
half) 

2 Orange 40 points acid damage (Reflex 
half) 

3 Yellow 80 points electricity damage 
(Reflex half) 

4 Green Poison (Kills; Fortitude partial, 
take 1d6 points of Con damage 
instead) 

5 Blue Turned to stone (Fortitude 
negates) 

6 Indigo Insane, as insanity spell (Will 
negates) 

7 Violet Sent to another plane (Will 
negates) 

8 — Two effects; roll twice more, 
ignoring any “8” results 
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APPENDIX 3: YUGOLOTHS 
Called the greediest, most selfish beings in the Outer 
Planes, yugoloths foul the word “mercenary” by 
offering their combat prowess to the highest bidder. 
Yugoloths take joy in inflicting pain on others, and 
they often serve powerful demons or devils as 
torturers, messengers, or bodyguards. 
 Yugoloths speak Abyssal, Draconic, and Infernal. 

 
Combat 
In general, yugoloths are focused combatants. They 
choose one opponent out of a group and attack until it 
falls, then move on to the next foe. Vigorous fighters, 
they start with their best attacks and spell-like abilities. 
 Pisco loths : Sergeants and overseers of the 
yugoloth armies, piscoloths hold dictatorial sway over 
companies of lesser yugoloths. Cruel, hateful bullies, 
piscoloths keep order in the yugoloth armies—a task 
well suited to their petty and tyrannical demeanor. 
 Piscoloths drive the direct tactics of the yugoloth 
armies. They wade into battle, using their stinking 
cloud ability and their incredibly sharp pincers to great 
effect. Typically in charge of lesser yugoloths, 
piscoloths usually order their subordinates into combat 
before entering the fray themselves.All yugoloths have 
the following special abilities in common. 
 Sker oloth: Spies, thieves, infiltrators, and 
wretched scum, the skeroloths are the dregs of the 
yugoloth armies. They serve because they must, 
fawning over the nearest powerful yugoloth and 
betraying former masters whenever given a glimpse of 
richer rewards. 
 Skeroloths are quick to attack those they think 
weak, and even quicker to cry out for mercy when 
threatened by more powerful foes. 
 Hiding and ambushing is about all skeroloths 
know of fighting. Often herded into battle by more 
powerful yugoloths, skeroloths are unreliable 

combatants unless it appears they have the upper hand. 
When they encounter creatures weaker than 
themselves, groups of skeroloths swarm over them, 
dragging down larger foes with sheer numbers. 
Outs ider Tra its :  A yugoloth has darkvision (60-foot 
range). It cannot be raised or resurrected (though a 
wish or miracle spell can restore life). 
 Summo n Yug oloth  (Sp) :  Most yugoloths can 
summon others of their kind as though casting a 
summon monster spell, but they have only a limited 
chance of success. Roll d% and compare the result to 
the die range given in the yugoloth’s specific 
description: On a failure, no yugoloths answer the 
summons. Summoned creatures remain for 1 hour, 
then return whence they came. A yugoloth that is itself 
summoned cannot use its own summon ability for 1 
hour. 
 Yugo loth Tra it s :  A yugoloth is immune to 
poison and acid. It has cold, fire, and electricity 
resistance 10. Yugoloths can communicate 
telepathically with any creature within 100 feet that 
has a language. 
Skeroloth 
  
 

ENCOUNTER 5: ANCIENT UTAA  
APL 2 
Skero loth:  CR 3; Small outsider (evil, extraplanar); 
HD 4d8+4; hp 22; Init +7; Spd 40 ft., climb 20 ft.; AC 20, 
touch 14, flat-footed 17; Base Atk +4; Grp +0; Atk +8 
melee (1d3, claw); Full Atk +8/+8/+8/+8 melee (1d3, 
claw); SA Sneak attack +1d6, spell-like abilities, 
summon yugoloth; SQ Cringe, outsider traits, yugoloth 
traits; AL NE; SV Fort +5, Ref +7, Will +3; Str 11, Dex 
16, Con 12, Int 5, Wis 8, Cha 11. 
 Skills and Feats: Climb +15, Hide +18, Listen +6, 
Move Silently +14, Spot +6; Improved Initiative, 
Weapon Finesse. 
 Languages: Abyssal, Draconic, Infernal. 
 Sneak  Attack  (E x) :  Anytime a skeroloth’s 
target is denied a Dexterity bonus, or when a target is 
flanked by a skeroloth, the skeroloth deals an 
additional 1d6 points of damage on a successful melee 
attack. 
 Spe ll-L ike Ab i lit ie s (Sp) :  At will—daze, 
detect good, jump; 3/day—burning hands, expeditious 
retreat. Caster level 4th; save DC 10 + spell level. The 
save DC is Charisma-based. 
 Summo n Yugo lo th  (Sp) :  Once per day, a 
skeroloth can attempt to summon 1 skeroloth with a 
40% chance of success (result of 61–100 on d%). 
 Cring e (Su) :  As a standard action, a skeroloth 
can cower in fear. This is a mind-affecting effect. Any 
opponent attempting to strike or otherwise directly 
attack a cringing skeroloth, even with a targeted spell, 
must attempt a Will save (DC 13). If the save succeeds, 
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the opponent can attack normally and is immune to 
the effect of that skeroloth’s cringing for one day. If the 
save fails, the opponent cannot follow through with the 
attack, that part of the attacker’s action is lost, and the 
attacker can’t directly attack that skeroloth for as long 
as it continues to cringe. If the skeroloth stops cringing 
and then cringes again, the opponent may attempt a 
new Will save to attack it. The save DC is Charisma-
based. 
 Ski l ls :  Skeroloths have a +4 racial bonus on Hide 
and Move Silently checks. Skeroloths also have a +8 
racial bonus on Climb checks and can always choose to 
take 10 on Climb checks, even if rushed or threatened. 
 
APL 4 
Advanc ed  6  HD S k ero loth:  CR 4; Medium 
outsider (evil, extraplanar); HD 6d8+12; hp 39; Init +6; 
Spd 40 ft., climb 20 ft.; AC 18, touch 12, flat-footed 16; 
Base Atk +6; Grp +8; Atk +8 melee (1d4+2, claw); Full 
Atk +8/+8/+8/+8 melee (1d4+2, claw); SA Sneak attack 
+1d6, spell-like abilities, summon yugoloth; SQ Cringe, 
outsider traits, yugoloth traits; AL NE; SV Fort +7, Ref 
+7, Will +4; Str 15, Dex 15, Con 14, Int 5, Wis 8, Cha 11. 
 Skills and Feats: Climb +19, Hide +15, Listen +8, 
Move Silently +15, Spot +8; Dodge, Improved 
Initiative, Weapon Finesse. 
 Languages: Abyssal, Draconic, Infernal. 
 Sneak  Attack  (E x) :  Anytime a skeroloth’s 
target is denied a Dexterity bonus, or when a target is 
flanked by a skeroloth, the skeroloth deals an 
additional 1d6 points of damage on a successful melee 
attack. 
 Spe ll-L ike Ab i lit ie s (Sp) :  At will—daze, 
detect good, jump; 3/day—burning hands, expeditious 
retreat. Caster level 6th; save DC 10 + spell level. The 
save DC is Charisma-based. 
 Summo n Yugo lo th  (Sp) :  Once per day, a 
skeroloth can attempt to summon 1 skeroloth with a 
40% chance of success (result of 61–100 on d%). 
 Cring e (Su) :  As a standard action, a skeroloth 
can cower in fear. This is a mind-affecting effect. Any 
opponent attempting to strike or otherwise directly 
attack a cringing skeroloth, even with a targeted spell, 
must attempt a Will save (DC 13). If the save succeeds, 
the opponent can attack normally and is immune to 
the effect of that skeroloth’s cringing for one day. If the 
save fails, the opponent cannot follow through with the 
attack, that part of the attacker’s action is lost, and the 
attacker can’t directly attack that skeroloth for as long 
as it continues to cringe. If the skeroloth stops cringing 
and then cringes again, the opponent may attempt a 
new Will save to attack it. The save DC is Charisma-
based. 
 Ski l ls :  Skeroloths have a +4 racial bonus on Hide 
and Move Silently checks. Skeroloths also have a +8 
racial bonus on Climb checks and can always choose to 
take 10 on Climb checks, even if rushed or threatened. 
 

APL 6 
Advanc ed  10 HD  S ker oloth:  CR 6; Medium 
outsider (evil, extraplanar); HD 10d8+20; hp 65; Init +7; 
Spd 40 ft., climb 20 ft.; AC 19, touch 13, flat-footed 16; 
Base Atk +10; Grp +12; Atk +13 melee (1d4+2, claw); 
Full Atk +13/+13/+13/+13 melee (1d4+2, claw); SA 
Sneak attack +1d6, spell-like abilities, summon 
yugoloth; SQ Cringe, outsider traits, yugoloth traits; AL 
NE; SV Fort +9, Ref +10, Will +6; Str 15, Dex 16, Con 
14, Int 5, Wis 8, Cha 11. 
 Skills and Feats: Climb +23, Hide +20, Listen +12, 
Move Silently +20, Spot +12; Combat Reflexes, Dodge, 
Improved Initiative, Weapon Finesse. 
 Languages: Abyssal, Draconic, Infernal. 
 Sneak  Attack  (E x) :  Anytime a skeroloth’s 
target is denied a Dexterity bonus, or when a target is 
flanked by a skeroloth, the skeroloth deals an 
additional 1d6 points of damage on a successful melee 
attack. 
 Spe ll-L ike Ab i lit ie s (Sp) :  At will—daze, 
detect good, jump; 3/day—burning hands, expeditious 
retreat. Caster level 10th; save DC 10 + spell level. The 
save DC is Charisma-based. 
 Summo n Yugo lo th  (Sp) :  Once per day, a 
skeroloth can attempt to summon 1 skeroloth with a 
40% chance of success (result of 61–100 on d%). 
 Cring e (Su) :  As a standard action, a skeroloth 
can cower in fear. This is a mind-affecting effect. Any 
opponent attempting to strike or otherwise directly 
attack a cringing skeroloth, even with a targeted spell, 
must attempt a Will save (DC 15). If the save succeeds, 
the opponent can attack normally and is immune to 
the effect of that skeroloth’s cringing for one day. If the 
save fails, the opponent cannot follow through with the 
attack, that part of the attacker’s action is lost, and the 
attacker can’t directly attack that skeroloth for as long 
as it continues to cringe. If the skeroloth stops cringing 
and then cringes again, the opponent may attempt a 
new Will save to attack it. The save DC is Charisma-
based. 
 Ski l ls :  Skeroloths have a +4 racial bonus on Hide 
and Move Silently checks. Skeroloths also have a +8 
racial bonus on Climb checks and can always choose to 
take 10 on Climb checks, even if rushed or threatened. 
 
APL 8 
Advanc ed 14 HD S ke ro loth:  CR 8; Large 
outsider (evil, extraplanar); HD 14d8+56; hp 119; Init 
+6; Spd 40 ft., climb 20 ft.; AC 19, touch 11, flat-footed 
17; Base Atk +14; Grp +23; Atk +19 melee (1d6+6, claw); 
Full Atk +19/+19/+19/+19 melee (1d6+6, claw); 
Space/Reach 10 ft./10 ft.; SA Sneak attack +1d6, spell-
like abilities, summon yugoloth; SQ Cringe, outsider 
traits, yugoloth traits; AL NE; SV Fort +13, Ref +11, 
Will +8; Str 23, Dex 14, Con 18, Int 5, Wis 8, Cha 12. 
 Skills and Feats: Climb +31, Hide +21, Listen +16, 
Move Silently +25, Spot +16; Combat Reflexes, Dodge, 
Improved Initiative, Quicken Spell-Like Ability (daze), 
Stealthy. 
 Languages: Abyssal, Draconic, Infernal. 
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 Sneak  Attack  (E x) :  Anytime a skeroloth’s 
target is denied a Dexterity bonus, or when a target is 
flanked by a skeroloth, the skeroloth deals an 
additional 1d6 points of damage on a successful melee 
attack. 
 Spe ll-L ike Ab i lit ie s (Sp) :  At will—daze, 
detect good, jump; 3/day—burning hands, expeditious 
retreat. Caster level 14th; save DC 11 + spell level. The 
save DC is Charisma-based. 
 Summo n Yugo lo th  (Sp) :  Once per day, a 
skeroloth can attempt to summon 1 skeroloth with a 
40% chance of success (result of 61–100 on d%). 
 Cring e (Su) :  As a standard action, a skeroloth 
can cower in fear. This is a mind-affecting effect. Any 
opponent attempting to strike or otherwise directly 
attack a cringing skeroloth, even with a targeted spell, 
must attempt a Will save (DC 18). If the save succeeds, 
the opponent can attack normally and is immune to 
the effect of that skeroloth’s cringing for one day. If the 
save fails, the opponent cannot follow through with the 
attack, that part of the attacker’s action is lost, and the 
attacker can’t directly attack that skeroloth for as long 
as it continues to cringe. If the skeroloth stops cringing 
and then cringes again, the opponent may attempt a 
new Will save to attack it. The save DC is Charisma-
based. 
 Ski l ls :  Skeroloths have a +4 racial bonus on Hide 
and Move Silently checks. Skeroloths also have a +8 
racial bonus on Climb checks and can always choose to 
take 10 on Climb checks, even if rushed or threatened. 
 
APL 10 
Advanc ed 10 HD Pisco lot h:  CR 10; Medium 
outsider (evil, extraplanar); HD 11d8+22; hp 72; Init +4; 
Spd 30 ft., swim 20 ft.; AC 24, touch 10, flat-footed 24; 
Base Atk +11; Grp +15; Atk +15 melee (2d6+4/19-20x3, 
pincer); Full Atk +15/+15 melee (2d6+4/19-20x3, 
pincer) and +13/+13/+13/+13/+13/+13/+13/+13 (0 plus 
paralysis, tentacle); SA Augmented critical, paralysis, 
spell-like abilities, summon yugoloth; SQ All-around 
vision, DR 10/good, outsider traits, SR 21, yugoloth 
traits; AL NE; SV Fort +9, Ref +7, Will +7; Str 19, Dex 
11, Con 15, Int 6, Wis 10, Cha 14. 
 Skills and Feats: Hide +14, Intimidate +17, Listen 
+14, Move Silently +14, Search +10, Sense Motive +6, 
Spot +14, Swim +12; Improved Initiative, Multiattack, 
Power Attack, Skill Focus (Intimidate). 
 Languages: Abyssal, Draconic, Infernal. 
 Augm ent ed Cr it ical ( Ex) :  A piscoloth’s pincer 
attack threatens a critical hit on a natural attack roll of 
19–20. On a successful critical hit with a pincer attack, 
it deals triple damage. 
 Paraly sis (E x) :  Those hit by a piscoloth’s 
tentacle attack must make a Fortitude save (DC 17) or 
be paralyzed for 2d6 minutes. The save DC is 
Constitution-based. 
 Spe ll-L ike  Abi l it ies  (Sp) :  At will—blink, fear, 
detect good, detect magic, protection from good, scare, 
see invisibility; 3/day—meld into stone, phantasmal 
killer, stinking cloud. Caster level 11th; save DC 12 + 

spell level. The save DC is Charisma-based. Twice per 
day, a piscoloth can use greater teleport (self plus 
maximum load of objects only) as the spell cast by a 
11th-level sorcerer. 
 Summo n Yugo loth  (Sp) :  Three times per day, 
a piscoloth can attempt to summon 4 skeroloths with a 
60% chance of success (result of 41–100 on d%). 
 Ski l ls :  Piscoloths have a +8 racial bonus on any 
Swim check to perform some special action or avoid a 
hazard and can always choose to take 10 on Swim 
checks, even if distracted or endangered. 
 
APL 12 
Advanc ed 15 HD Pisco lot h:  CR 12; Medium 
outsider (evil, extraplanar); HD 15d8+30; hp 98; Init +5; 
Spd 30 ft., swim 20 ft.; AC 25, touch 11, flat-footed 24; 
Base Atk +15; Grp +19; Atk +19 melee (2d6+4/19-20x3, 
pincer); Full Atk +19/+19 melee (2d6+4/19-20x3, 
pincer) and +17/+17/+17/+17/+17/+17/+17/+17 (0 plus 
paralysis, tentacle); SA Augmented critical, paralysis, 
spell-like abilities, summon yugoloth; SQ All-around 
vision, DR 10/good, outsider traits, SR 26, yugoloth 
traits; AL NE; SV Fort +11, Ref +10, Will +9; Str 19, Dex 
12, Con 15, Int 6, Wis 10, Cha 14. 
 Skills and Feats: Hide +19, Intimidate +19, Listen 
+18, Move Silently +19, Search +12, Sense Motive +10, 
Spot +18, Swim +12; Ability Focus (paralysis), 
Improved Initiative, Multiattack, Power Attack, Skill 
Focus (Intimidate), Quicken Spell-Like Ability 
(stinking cloud). 
 Languages: Abyssal, Draconic, Infernal. 
 Augm ent ed Cr it ical ( Ex) :  A piscoloth’s pincer 
attack threatens a critical hit on a natural attack roll of 
19–20. On a successful critical hit with a pincer attack, 
it deals triple damage. 
 Paraly sis (E x) :  Those hit by a piscoloth’s 
tentacle attack must make a Fortitude save (DC 21) or 
be paralyzed for 2d6 minutes. The save DC is 
Constitution-based. 
 Spe ll-L ike  Abi l it ies  (Sp) :  At will—blink, fear, 
detect good, detect magic, protection from good, scare, 
see invisibility; 3/day—meld into stone, phantasmal 
killer, stinking cloud. Caster level 15th; save DC 12 + 
spell level. The save DC is Charisma-based. Twice per 
day, a piscoloth can use greater teleport (self plus 
maximum load of objects only) as the spell cast by a 
15th-level sorcerer. 
 Summo n Yugo loth  (Sp) :  Three times per day, 
a piscoloth can attempt to summon 4 skeroloths with a 
60% chance of success (result of 41–100 on d%). 
 Ski l ls :  Piscoloths have a +8 racial bonus on any 
Swim check to perform some special action or avoid a 
hazard and can always choose to take 10 on Swim 
checks, even if distracted or endangered. 
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APPENDIX 4: WEATHER HAZARDS OF THE BRIGHT 

LANDS 
Travelers in the Bright Lands face many perils. Chief 
amongst these are the harsh landscape and unforgiving 
climate. 
 Full rules for travel in the Bright Desert are 
included in the Sandstorm accessory. However, to 
facilitate play the basics of these rules are presented 
here. 
 During a typical day the desert goes through a 
radical series of temperature changes.  
 During daylight hours the temperature in the 
desert is generally in the hot temperature band. 
Around midday however, and for two hours afterwards, 
the temperatures climbs into the severe heat 
temperature band. At night, the temperatures swiftly 
plunge into the cold temperature band. Thus, travelers 
must be ready to combat a number of temperature-
challenges. 
 Most intelligent beings avoid traveling around 
midday and the two hours directly afterwards, breaking 
their journey to get into some shade.  
 
HEAT DANGERS 
For game purposes, air temperature falls into one of 
nine following temperature bands. Temperatures 
relevant to play in the Bright Desert are listed below. 
 
Temperatu re Ban ds  
–20º F to 0º F Severe cold* 
1º F to 40º F Cold 
41º F to 60º F Moderate 
61º F to 90º F Warm 
91º F to 110º F Hot 
111º F to 140º F Severe heat 

 
*Extremely rare temperature, not dealt with in detail 
here. 
 
Temperatures in the hot band (or hotter) can be 
hazardous to unprepared characters. Characters can 
take damage from such extreme heat, a condition 
generally referred to as heatstroke. At lower 
temperatures, this starts off as nonlethal damage while 
the character is still conscious, but it becomes lethal 
damage to those already knocked unconscious by 
heatstroke (with no saving throw allowed). A character 
who takes any nonlethal damage from heatstroke is 
considered fatigued. 
 A character with the Survival skill can receive a 
bonus on saving throws against heat and dehydration 
damage, and can apply this bonus to other characters as 
well. See the skill description on page 83 of the Player’s 
Handbook. 
 The levels of protection described here refer to a 
character’s protective measures against heat (see 

Protection Against Heat below). The relevant heat 
bands are also described below. 
 Cold: Unprotected characters must make 
successful Fortitude saving throws each hour (DC 15, 
+1 for each previous check) or take 1d6 points of 
nonlethal damage. Characters wearing furs, or other 
warm clothing or protected by an endure elements 
spell are considered protected against this level of cold. 
 Hot:  Unprotected characters must make 
successful Fortitude saving throws each hour (DC 15, 
+1 for each previous check) or take 1d4 points of 
nonlethal damage. Characters wearing heavy clothing 
or any kind of armor take –4 penalties on their saves. 
 Characters whose protection against heat is at 
least level 1 or higher (such as with the Heat 
Endurance feat or carrying a parasol) are safe at this 
temperature range and need not make the save. 
 Seve re H eat :  Unprotected characters must 
make successful Fortitude saving throws once every 10 
minutes (DC 15, +1 for each previous check) or take 
1d4 points of nonlethal damage. Characters wearing 
heavy clothing or any kind of armor take –4 penalties 
on their saves. 
 In addition, those wearing metal armor or 
coming into contact with very hot metal are affected as 
if by a heat metal spell (which lasts as long as the 
character remains in the area of extreme heat). 
 A character must have protection level 3 or 
higher to be protected against extreme heat. Level 2 is 
considered partial protection, and such characters take 
damage and make saving throws once per hour instead 
of once per 10 minutes. Level 1 provides no protection. 
 
PROTECTION AGAINST HEAT 
Few people venture into the waste without some form 
of protection against heat. Most travelers dress 
appropriately in flowing, light clothing or staying near 
shade and water. In addition Magical protection 
further improves the chance to survive hot, dry 
climates and other special devices and alchemical 
concoctions can aid desert travel. 
 A character’s protection against heat dangers is 
described by level of protection, which ranges from 1 
to 5 or more. Such levels of protection do not confer 
any special fire resistance—a red dragon’s breath still 
does the same damage. However, equipment that 
provides a bonus on saving throws against heat dangers 
contributes its bonus whether it is complete, partial, or 
ineffective protection against that degree of heat. Thus, 
even though keepcool salve is not sufficient to offer 
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even partial protection against extreme heat, a 
character with keepcool salve (described in Sandstorm) 
still adds the item’s +1 circumstance bonus on saves 
against nonlethal damage dealt by an extremely hot 
environment. 
 To determine your protection level, begin with 
your base protection level as determined on the table 
below and then add any applicable equipment 
modifiers from the second table.  
 
Table 1–2 : Base  Protection Level  Against  Heat  
0 Creature with no heat adaptations 
1 Creature with Heat Endurance feat  
1 Nondesert cold-blooded animal or vermin 
1 Monsters native to hot climates 
2 Desert animal or vermin 
2 Monsters native to waste terrain 
3 Creatures with endure elements spell or effect 

 
Heat  Endura nce Feat :  Creatures with the Heat 
Endurance feat. 
 No nd ese rt  Co ld- Bloo de d Animal or  
Verm in:  Creatures native to temperate or warm 
climates with a variable body temperature that lets 
them function well in heat approaching that of human 
body temperature (such as insects, lizards, snakes, 
tortoises, and toads). 
 Monst ers Nat iv e to Hot C l imat es:  
Creatures whose Environment entry includes a warm 
terrain. 
 Des ert  An ima l or  Ver min:  Animals with 
variable body temperatures or special adaptation to hot 
environments, such as heat dissipation or water 
conservation (camels, scorpions, sidewinder snakes, 
and so on). 
 Monst ers Nat iv e to Wast e Terra in:  
Monsters normally found in regions of extreme heat 
(including natives of fire-dominant planes) belong in 
this group. 
 Endur e E le ment s:  Creatures currently 
protected by an endure elements spell or similar effect. 
 
Equipment  Modifier  to  Base Heat  Protection 
0 No special equipment 
+1 Armorbright 
+1 Desert outfit 
+1 Keepcool salve 
+2 Hydration suit 
+3 Improvised shelter 
 

Arm orbr ight:  A special alchemical item described in 
Sandstorm. 
 Des ert  Ou tfit :  A special clothing item 
described in Sandstorm. 
 Kee pco ol  Salve:  A special alchemical item 
described in Sandstorm. 

 Hydra tion suit :  A special clothing item 
described inSandstorm. 
 Impro v ise d Sh elter :  This bonus applies to 
characters who are not attempting to travel, but instead 
stop and seek shelter by digging into the sand, erecting 
a tent or windbreak, tapping water from desert 
vegetation, or the like. 
 Res is tance  to  Fir e: A character with a spell or 
effect granting resistance to fire applies this resistance 
to both lethal and nonlethal damage from hot 
temperatures. For example, a creature with resistance 
to fire 5 subtracts 5 from the 1d6 points of lethal 
damage dealt per 10 minutes by extreme heat (and 
therefore might take 1 point of heat damage, if a 6 is 
rolled) and 5 from the 1d4 points of nonlethal damage 
dealt.  
 
TREATING HEATSTROKE 
Nonlethal damage from heatstroke (including the 
accompanying fatigue) cannot be recovered until the 
character gets cooled off—by reaching shade, surviving 
until nightfall, getting doused in water, being targeted 
by endure elements, or the equivalent. Once the 
character is cooled or reaches a cooler environment (a 
temperature band of fewer than 90 degrees), the 
character responds normally to healing that removes 
nonlethal damage. When the character recovers the 
nonlethal damage taken from heatstroke, the fatigue 
penalties also end. 
 
DEHYDRATION 
As noted on page 304 of the Dungeon Master’s Guide, a 
character must consume 1 gallon of water per day to 
avoid dehydration. In particularly hot environments 
(those above 90º F), characters need more water, 
requiring double the normal amount. The amount of 
water required to avoid dehydration increases by 1 
gallon per heat band above hot (so 3 gallons in severe 
heat, 4 in extreme heat, and so on). Characters can go 
without water for 1 day + a number of hours equal to 
their Constitution scores. After this time, a character 
must make a successful Constitution check each hour 
(DC 10, +1 for each previous check) or take 1d6 points 
of nonlethal damage. In particularly hot environments 
(those above 90º F), the time a character can go without 
water before making Constitution checks is reduced, as 
described on the table below. 
 
Dehydration Times  
Temperatu re (Ban d)  Time Before First  Con 
Check 
91–110 (hot) 12 + Con hours 
111–140 (severe heat) 6 + Con hours 
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BEING DEHYDRATED 
A lack of sufficient water introduces a new condition—
dehydrated. 
 Deh ydrat ed:  Characters who have taken 
nonlethal damage from lack of water are considered 
dehydrated and become fatigued. In addition, if a 
dehydrated character would take nonlethal damage 
from hot conditions (such as those described in this 
book or on page 303 of the Dungeon Master’s Guide), 
that damage instead becomes lethal damage. 
 A character who falls unconscious from nonlethal 
damage due to thirst begins to take the same amount of 
lethal damage instead. Damage from thirst, whether 
lethal or nonlethal, cannot be recovered until the 
character has been treated (see below); not even magic 
that restores hit points heals this damage. 
 Treating D ehy drat ion : A character who has 
taken nonlethal damage from lack of water must be 
treated with long-term care (see the Heal skill 
description on page 75 of the Player’s Handbook) to 
recover. This requires 24 hours of care and double the 
normal amount of water required per day for the 
conditions (for instance, 2 gallons of water for normal 
conditions). If the character has also taken lethal 
damage from lack of water or from a hot environment, 
add +5 to the Heal DC and double the time required to 
recover (to 48 hours). Once this Heal check has 
succeeded, the damage taken by the character can be 
restored through the normal means. 
 Alternatively, certain spells can be used to 
rehydrate a character in place of the recovery time, 
water, and Heal check. The hydrate spell (see 
Sandstorm) accomplishes this function, as does the 
heal spell. 
 

BRIG HT B LINDNESS 
Bright Blindness is a condition that afflicts those 
traveling the white sands of the Bright Desert without 
adequate eye protection during the day. At first the 
vision of those afflicted becomes indistinct, with 
colored flashes and shapes appearing in their field of 
vision. Their eyes then begin to ache, becoming red 
and inflamed before finally the individual loses his 
vision for a number of days. Prolonged exposure can 
lead to permanent blindness. 
 Anyone traveling the white sands without 
protection must make a DC 15Constitution check  
every four hours of travel. The DC of subsequent 
checks in a days travel increases by one. Failure means 
the character is temporarily blinded for 1d4 days.  
 Characters suffering from Bright Blindness should 
also make these additional checks unless they have 
been completely blindfolded. If a character suffering 
from Bright Blindness fails a subsequent Constitution 
check their eyes are damaged beyond repair and they 
are permanently blinded. 
 A successful DC 15 Heal check and the complete 
blindfolding of the afflicted character’s eyes halves the 

duration of the temporary blindness. Remove 
blindness will remove both temporary and permanent 
Bright Blindness instantly. 
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APPENDIX 5: THE ANCIENT CITY OF UTAA 
 

 
 
MAP K E Y (1  square =  20  fee t)  
1 .  Yr Gog Ffordd (The North Road) 
2 .  Yr Clwyd Annedd (The Gatehouse) (Guarded by the Royal Guard) 
3 .  Yr Eglwysig Am Golau (Temple of Light) 
4 .  Diod Tafarn (Refreshment House – named “Kamwyls”) 
5 .  Diod a Bwyd Tafarn (Refreshment and Dinner House – named “Dre’nelis”) 
6 .  Caer Arweinydd (Office of City Consul) 
7 .   Yr Eglwysig Am Awyr (Temple of the Sky) 
8 .  Yr Eglwysig Am Dynol (Temple of Humanities) 
9 .  Yr Eglwysig Am Annwn (Temple of That Which Is Below) 
10 .  Yr Marchnadd (Enclosed Marketplace) 
11 .  Yr Eglwysig Am Cadugg (Temple of Darkness) 
12 .  Coedd Badd Annedd (Public Bath House) 
The other small squares represent various local businesses and home. Most are two-storey. 
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APPENDIX 6: TEMPLE OF DARKNESS 

MAP LEGEND 
A = Captain Angau (All APLs) 
M = Manscorpions (at APL 12 these are size Large – place using the marking on this map as the upper left-hand 
corner of the creature’s space) 
D1 = Bearded Devil (APL 6 & 8), Bone Devil (APL 10 & APL 12) 
D2 = Lemure horde, Hellcat (APL 8 & APL 10), Bone Devil (APL 12) 
D3 = Bearded Devil (APL 8), Hellcat (APL 10), Barbed Devil (APL 12) 
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APPENDIX 7: MAP OF THE BRIGHT DESERT 
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DM AID 1: PREVIOUS RESEARCH 
The ritual to unmake the Scorpion Crown requires one good and one evil-aligned weapon that meet certain 
very rare requirements. The High Chapel has researched the location of acceptable weapons in the area. 
 
The good-aligned weapon, whose name translates from ancient Flan as "The Defender," is described as a 
hammer. This sentient relic was known to have been wielded by Khorla Ghaniss, the mightiest templar of 
Vathris, in the final battle against the Sulmites. [If anyone possesses the Spirit Tattoo Gana, he recognizes 
Khorla as a man once reviled as the greatest mortal enemy of the Sulm.] Defender was devoted to defending 
the progress and ingenuity of Itar, the values which Vathris originally cherished. It was not believed to have 
been taken as a prize in the wake of the final battle, so it likely still lies in the submerged ruins of Sennerae, 
Itar’s capital city. 
 
Tales speak of an evil weapon, some say it a khopesh sword, some a great scimitar, belonging to the Chief 
Magistrate of Utaa. The Chief Magistrate was in charge of the policing of the state and commanded the armies 
in his king's name. The blade may have been forged or caused to be forged by Shattados himself of starmetal or 
Baatorian steel. Some accounts attribute the weapon's ill influence to the tainted material from which it was 
created. At least one account, from a mad desert hermit (said to have been devoured by forces unseen) wrote 
from first-hand accounts that the weapon "drunk in the life's blood of the transgressor, leaving behind 
something awful, a body bereft of animation and one with the desert sands." Little is known of what happened 
to the weapon. Scholars logically conclude it must still reside somewhere within the cursed ruins of Utaa, 
perhaps still in the grip of the Chief Magistrate as he met out some harsh justice as the Doom of the Desert 
descended. 
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DM AID 2: HARDBY, CITY OF THE SCORNED 
Much of this material is adapted from the “Hardby: 
City of the Scorned” article by Paul Looby in Dungeon 
#107. 
 
Ha rdb y (s mal l c it y) :  Conventional; AL LN; 
15,000 gp; Assets 3,825,000 gp; Population 5,100 mixed 
(human 72%, half-orc 22%, halfling 2%, dwarf 1%, 
gnome 1%, half-elf 1%, elf 1%). 
 Temples: Ehlonna (forests, woodlands), Joramy 
(fire, volcanoes, wrath), Lirr (literature, art), Mayaheine 
(protection, justice, valor), Myhriss (love, beauty), 
Norebo (luck, gambling), Osprem (sea, voyages, 
sailors), Pelor (sun, light, healing, protection), Procan 
(seas, navigation), St. Cuthbert (common sense, 
wisdom, discipline), Wee Jas (magic, death, vanity), 
Xerbo (seaborne trade), Zilchus (power, money). 

A BRIEF SOCIAL HISTORY OF 

HARDBY 
The settlement that would become the city of 
Hardby was founded in -278 CY by the Suel 
mage Ena Norbe on the northeastern coast of 
the Woolly Bay. Believing that it was the folly 
of men which led to the fall of the Suel 
Imperium, Ena declared herself as Gynarch 
and established that only women would rule 
Hardby. Her daughters became the 
progenitors of the Six Great Families of 
Hardby and the core of the Gynarchy, from 
which future leaders and officials would be 
chosen. With one exception, Hardby remained 
under the rule of women until 517 CY, when 
the Merchant’s Alliance in Hardby seized 
power in a bloodless coup. Marriage with 
Trade Council members and behind-the-
scenes actions allowed effective rule of Hardby 
to remain in the hands of the Gynarchy during 
this period, however. Even after Greyhawk 
took control of the city during the Greyhawk 
Wars and established a Military Governor to 
rule the city, the Despotrix continued to 
maintain considerable influence – a reality 
which still greatly concerns the Directing 
Oligarchy of Greyhawk. 
 Unlike Greyhawk and most other areas of 
the central Flanaess, Hardby has a sizable half-
orc population which is not only tolerated but 
welcomed. Some half-orc families, who 
primarily live in the Dock District and 
Fishtown, have been in the city for generations 
now, and half-orc sailors, soldiers, and dock 
workers are regulars amongst dockside taverns 
and businesses. Prejudice against half-orcs is 
widely frowned upon and discouraged. 
 

MERCHANT’S ALLIANCE 
The Hardby Merchant’s Alliance was formed by 
refugees from the Pomarj who found themselves 

excluded from governance and belittled by Hardby’s 
famously independent-minded women. The Alliance 
created a Trade Council of six merchants and six 
“rivermen” (dock workers, pilots or military officers, 
and one judge), all of whom were elected at regular 
intervals. Although the Trade Council officially 
governed Hardby, it generally ended up answering to 
the wishes of the Despotrix. Since Greyhawk took 
control, though, the rivermen councilors have been 
military officers loyal to the Directing Oligarchy. The 
Council is now subordinate to the Military Governor 
and confined strictly to discussion of commercial 
matters. Naturally the Merchant’s Alliance is unhappy 
with this current state of affairs. 
 

DISTRICTS OF HARDBY 
Nor then d – A crowded district on the north side of 
the docks which includes the Palace of the Gynarchs, 

the Law Courts, and the city’s primary military and 
naval barracks. The High Chapel, a prominent temple 
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to Pelor, can also be found here.Doc k D istr ict  – A 
cobbled quay which runs the length of the waterfront, 
it is a warren of boisterous taverns, inns, hostels, and 
other less reputable places. The streets are narrow and 
back alleys are dangerous after dark, while drunken 
brawls are not uncommon. 
 Fish T own – This area of warehouses and 
business related to fishing and sailing reeks of fish and 
is populated by hordes of cats (which are considered 
lucky) and seagulls (which are not). It is also the 
poorest section of Hardby, though it is not as bad as the 
slums in most other major cities. 
 Tradet own – Located outside the Great Wall, 
this crowded and bustling quarter is the heart of 
commerce in the city and home to most of its 
merchants and artisans. Exotic items from the four 
corners of the Flanaess can be found here. 
 The Ebbf ields – Originally the upper-class 
section of town, it now houses Hardby’s middle class 
and a spill-over of its poorer elements. Older parts are 
pleasant with broad, well-paved, leafy streets. 
 


