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James Ryman, 

Iggwilv the Witch Queen, 
Mother of luz, Lover of 
Graz'zt, and Daughter 
of Baba Yaga graces 
Dungeon’s cover for the 
second time, courtesy of 

“Thus it is that in war the victorious st gist only seeks battle after the 
victory has been won, whereas he who is destined to defeat first fights 
and afterwards looks for victory.” 

Sun Tz 
“The Art of War” 

‘Take advantage of the RPGAS Player 
Rewards program by scoring points 
with the adventures from this issue of 
Doxcrox! Each adventure is worth 
2 D&D Player Rewards points, and 

| remains active until ofso/o7. 

‘Drop by rpga.com for more details, 
and use the falloving adventure codes: 

Wir of the Wielded (149WWADN) 
‘Twisted Night (149TNaDN) 

Enemies OF My Enemy (4pEEDN) 
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nNnoMn-SEQUITUR 
‘on the Duxczon masthead is that Warning: this editorial opens a window 

into.a realm of madness. 
What caused this madness? I think it 

was all the stat blocks. Over the last four 
years, I must have edited somewhere in 
‘the neighborhood of 1500 stat blocks for 
creatures ranging from kobold samurai 
and fluraph sorcerers to immortal worm 
‘gods and deity-spawning witches. And it 
all started with Rary. 

Within a week of my first day of work 
hhere at Paizo, Erik Mona dropped a 
stack of papers off on my desk and said 
something to the effect of, “Here's Rary’s 
3.0 stat block. Make it a 35 stat block. I 
‘want to see it, synergy bonuses and non- 
retroactive Intelligence boosts and all, 
on my desk by 5:00 pm." I may be mtis- 
remembering the exact urgency of the 
request, and him sloughing the task off 
‘on the new guy may or may not have had 
anything to do with the fact that he was 
‘way behind on acertain freelance project 
(*cough* Crooks *cough) but that’s how 
Tremember it. 

T must have done an okay job with 
ary, because in short order I gzined a 
new super power. Every time Erik started 
‘giving me lip, I idly mused aloud that 
‘maybe he would like to handle that issue's 
stat blocks, and that usually got him to 
pipe down. Not that Erik can't build astat 
block, He built plenty of deity stat blocks 
for Faiths and Pantheons, afterall. It's just 
that one of the perks of not being the low 
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you dont have to do the hard stat blocks. 1 
fondly remember being able to inflict stat 
blocks for dwarf blacktooth dire were- 
wolverine a3th-level wizards and vampire 
‘Tethyrian human fighter 13/blackguard 
3/master vampire 3 dungeon bosses on 
Jeremy Walker, for example. 

At the same time, part of me really 
enjoys building stat blocks. Which may 
mark me as an editorial masochist or 
a lunatic, but whatever. When we were 
creating outlines for the adventures 
that comprised “Age of Worms,” I staked 
my claim on “Into the Wormeravil Fise 
sure" early because that meant I got to 
‘build Dragotha’s stats, And while I was 
developing Wolfgang Baur's “Enemies 
of My Enemy,” with all of its delicious 
stat blocks for NPCs who've been in the 
game for decades, the creepy giggles and 
chortles of evil DM glee surely had my 
officemates reaching for their phones 
and thanking their foresight in putting 
the loony bin on speed dial. 

‘The madness has spread beyond 
me, too. Jeremy Walker, for example, 
has developed this strange obsession 
with the saving throw DCs for trample 
attacks. So now, whenever rum across 2 
particularly high one, [know that shout- 
ing over the tops of cubicle walls, “I just 
did a stat block for a monster with a DC 
455 Trample attack” is pretty much guar- 
anteed to get a cheer. (For these keep- 

ing score at home, I believe the highest 
‘Trample DC save we've ever published 
is the one for the advanced blackstone 
‘dgant in “Quicksilver Hourglass” which 
had a hearty DC 72 Reflex save to take 
half damage when she steps on you.) And 
for monsters that swallow whole, we've 
got a score sheet taped to one wall with 
the header*Muscular actions since 22/21" 
and about x5 hash marks, indicating how 
‘many times we've done complete stat 
locks for monsters that have the strange 
DAD ability to easily survive having their 
food hack their way out from inside their 
Dellies. And what about monsters like 
the greenvise? It's a plant Plants aren't 
supposed to have muscles, but there it 
is: “muscular action closes the hole” in 
the middle of its swallow whole entry 
I suppose in a world like D&D, where 
a snake can have the Run feat, or where 
the offspring of a dwarf and a human 
is a monstrous humanoid, or where it's 
against the rules to have a Large craco- 
dile, anything is possible. 

James Jacobs 
Editor-in-Chief 

James jacobs@paizocom 
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ADVERTISEMENT 

TROT THE PUBLISH 
Readers, 

Recently, Wizards of the Coast decided not to renew Paizo 
Publishing's license to create and distribute Dragon and 
Donczon magazines, Both magazines will eease publication 
following the release of their September issues, which ship 
to subscribers and newsstands in August. The final issues of 
the magazines will be Dunceow #aso and Deacon #359. 
Wizards of the Coast will be moving the kind of content 

currently found in the magazines to an online model. Both 
companies remain on good terms and continue to discuss 
future opportunities for publishing partnerships. As more 
information becomes available on Wizards of the Coast's 
plans for the Dracox and Dunczon brands, we'll keep you 
updated in the remaining issues of the magazines. 

Paizo will continue to ereate products compatible with 
the world’s most popular roleplaying game. In addition 
to our existing line of GameMastery accessories like Item 
(Cards and the new Critical Hit Deck, this summer will see 
the debut of two exciting RPG lines from the same creative 
‘minds that have brought you the magazines these last five 
years. In June, Paizo kicks off its new GameMastery Mod- 
les line, featuring monthly 32-page adventures from top 
designers like Nicholas Logue, Richard Pett, Wolfirang 
aur, and Jason Bulmabn! Each lavishly illustrated fall- 
color GameMastery Module is designed to be used easily 
jn.a wide variety of campaigns, and will meet or exceed the 
‘expectations you've come to expect from Paizo Publishing. 

‘August sees the debut of Pathfinder, a new monthly 96- 
page, perfect-bound, OGL-compatible full-color softcover 
Adventure Path book printed on high-quality paper. Over the 
last several months, the same editors who bring you Dracox 
and Duxcron have been developing the next evolution in 
RPG campaigns, and we hope you'll take some time to look 
atwhat we have to offer. Pathfinder willbe sald at hobby retail 
stores bookstores, and online at paizo.com, and—though it’s 

book, not a magazine—we'll be offering a subscription 
service for gamers eager to add a vorpal edge to their cam- 
ppaigns. In fact, you can subscribe to Pathfinder right now 
and receive a free bonus Player's Guide to the first Pathfinder 
Adventure Path: Rise of the Runelords. 

Speaking of subscriptions, the discontinuation of 
Deacon and Duxcron will leave many of our valued sub- 
scribers with excess subscription credit. Paizo has set up 
a special transition web page at paize.com/transition that 
offers multiple options to these subscribers. A brief sum- 
‘mary of these options follows: 

Pathfinder, Current subscribers can transfer theic exist- 
ing post-September subscription credit to monthly vol- 
‘umes of Pathfinder at a generous discount as an easy way 
to try out the new publication. This is your opportunity to 
get in on the ground floor of this major new series, and 
‘we'd certainly love the chance to keep delivering exciting 
gaming content to you on a monthly basis. 
‘Deacon and Duncron Back Issues: Subscribers can 

choose to receive select back issues on a one-for-one basis 
‘based on remaining subscription credit. This is a great 
‘way to fill holes in your collection. 

Paizo.com Store Credit: Paizo.com is the Internet's 
leading online hobby store, with more than 22,000 gam- 
ing products from hundreds of publishers. Subscribers 
‘can swap their excess subscription credit for store credit 
‘on our website at a generous 120% exchange rate. 

Refiand: If none of the above options appeal to you, 
Paizo will issue you a refimd check for your remaining 
subscription credit. (Refund checks will be issued starting 
October, 2007, and may take several weeks to arrive) 

Subscribers without access to the Internet should eon- 
tact our Customer Service Department for more informa- 
tion about the above choices and a form to help you make 
your selection. Write us at Magazine Transition/Paizo 
Publishing, LLC/2700 Richards Road, Suite 201/Bellevue, 
WA 98005. We anticipate a large volume of mail related to 

the transition, so please be patient with us as we 
address your needs. 
Dracox and DuwcroN have been the backbone of 

Paizo Publishing since we spun off from Wizards of 
the Coast's periodicals department in 2002, and both 
‘magazines have been an integral part of the RPG pub- 
lishing world for decades. Bringing the magazines 
you every month has been a true honor, and we in the 
Paizo family look forward to the continuing honor of 
serving your gaming needs for years and years to come. 

Sincerely, 
ARK, 

Erik Mena 
Publisher 



} Tell us what you think of this issue, 
‘Write toe Prison Mail, Pato Publishing, 2700 
Richards Road, Suite 20, Belew, WA s8o05- 
44200 oF send an email to dungeon@paizacom. 
Check out the Duncton messageboards at 
paizo.com/dungeon 

= DUNGEON #146 

‘SCUTTLECOVE: 

reimagining of the classic cover of 
the Isle of Dread for Duncton #239, 
the initial concept for that cover was 
3 female pirate. 'm glad we waited, 
because by the time issue #a46 rolled 
along, we actually had 2 specific pirate 
toillustrate, courtesy of Nicolas Logue’s 
“The Bullywug Gambit.” Harliss wasn't 
‘a major partof the Savage Tide outiine 
at the start, but she's turned into one 
ofthe more important and memorable 
NPCs in the entire Adventure Path. 

Issue #246 also featured a return 
to one of my favorite creations: the 
vile city that stars in Richard Pett’s 
“Serpents of Scuttlecove." And this 
timewe didn't have to seal off section 
of the magazine to do it! 

Fan-favoritesTim and Eileen Connors 
had theirsecond adventure-appearin this 
issue as wel. “Escape From Meenlock 
Prison’ actually gives Scutteleove a run 
for its money as far as gruesome NPC 
fates go 

Finally, the second part ofthe “Spawn 
(of Sehan” Campaign Arc brought us 
face to face with the Far Realm. Hope 
you make your sanity checks! 

Back issues of DUNGEON #146 are 
available at paizo.com. 
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Mummy Me Up! 
Ym nearly to the end of the “Sea 
Wyvern's Wake,” at Journey's End to be 
exact. One of my players has decided he 
‘wants to take a ship (one of the Scarlet 
Brotherhood ships they captured eazler) 
and sail back to civilization in an attempt 
to have himself tamed into a mummy (a 
long story). I'm wondering if you have 
any suggestions for skill checks he would 
need to make to get back and/or the like- 
lihood of storms or monster attacks. I 
don't have Stormurack, o I can't go off of 
that. Any ideas you have would be awe- 
some. Thanks. 

Allan Cornelius 
Via Email 

Ws diffieutt to address the question of what 
might lie in wait for anyone who backtracks 
to Sosserine on their own when dozens of 
reasons why someone would want to become 
mummy distract me, One thing to keep 

in mind, though, is that a large sailing ship 
requires a crew-—ships the size of the Sea 
‘Wyvern or Purity's Prow require 2 mizimum 
crew of seven, so one lone PC wont be able to 
sl «ship back to Sasserine on his own. He 
could, I suppose, row back in ¢ rowboat, or 
even walk back, but then issues of food ond 
water and other supplies vse. As for the perils 
ofthe trip itself pages 92-95 ofthe Dungeon 
Master's Guide have some good advice for 
aquatic ond weather-based encounters to vex 
PCs who are brave (folish?) enough o decide 
#o head back to Sasserine on their own while 
the rest ofthe group sails on. 

Prison Tail 

Scaling the Savage Tide 
First of all T would like to say how much 
1 enjoy your magazines (Dzacow and 
DUNGEON) —when they arrive in the mail 
Tean hardly wait to rip them out of their 
wrapping and read everything several 
times over Also, rops on the Savage Tide 
‘Adventure Path! Iam running the Savage 
Tide and I would just like to say that it 
is one of the best pre-made campaigns 
‘that I ave ever come across. Keep up the 
good work! However, I do have a minor 
complaint; so far in all of the adventure 
{installments there has been a sidebar for 
scaling the adventure, but itis missing in 
the Serpents of Scuttlecove. What are the 
changes that would need to be made to 
seale the adventure? Thank you for tak- 
ing the time to read this email, and for 
‘making such a high quality product. 

Andrew Ervin 
Moses Lake, WA 

‘ve wrested with the necessity of includ 
ing Scaling the Adventure sidebars for four 
‘years now, and habitual readers of Prison 
Mail doubtless remember this topic coming 
Lup once or twice a year. In o nutshell, though, 
‘he Scaling the Adventure sidebars often end 
Lup getting cut becouse we get toa point where 
‘here's relly nothing else that can go awey at 
the last minute to make an adventure fit 

Fortunately, Scoling the Adventures are 
cil pretty similar. The easy way to adjust on 
adventure isto simply add or subtract char- 
acter levels from the monsters by an amount 
equal to the difference between the average 
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T MONTH IN DUNGEON 

‘KILL BARGLE! 
By JAsON BULMAHN, 

Eveyone who learned to play the 
game with the Red Box knows about 
Bargle. In this adventure, you get 
your chance to inflict one of D&D's 
‘most infamous villians.on your PCs. 
And never fear. The first encounter is 
still a TPK machine. A D&D adven- 
ture for 3td-level characters, 

(QUOTH THE RAVEN 
8 Nicolas Locue 

Sequal tissue d's “Chimes at Mi 
right," this adventure reunites the PCs 
with an old enemy who may just hold 
the only elues to unmask a new killer 
who has come to Sharn. An Evenron 
adventure for &th-level characters, 

PRINCE OF DEMONS 
8y GREG A, VAUGHAN 

The time to bring the fight to 
Demogorgen is nigh! An army of 
demons and eladrins stands ready 
to mount an assault on his Abyssal 
realm of Gaping Maw, which should 
give your players the distraction 
they need to prevent the Prince of 
Demons from activating the savage 
tide and driving a world insane. A 
Savage Tide Adventure Path scenario 
for suicidal 2oth-level characters. 

DUNGEON INDEX 
The last Dunceon index you'll ever 
need! All adventures printed from issue 
#2 to tho, organized by game sys- 
tem at your fingertips. Also included: 
indexes of maps of mystery, campaign 
‘workbooks, and more. Includes = look 
back at the magazine's top ten villains 
and top ten adventure loca 

PLUS! 
AA poster-sized Map of Mystery that 
reveals the locations of dozens of pre- 
vious Maps of Mystery on a brand new 
World of Mystery by Chris West along 
With the long awaited fourth part of his 
delve Map of Mystery, the fiend-sage 
of Rel-Astra, the conclusion to Downer, 
‘one more yugolath, rules for bar fights 
and walls that come to life, and a special 
Boodbye fom the Dunaron staff 
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party level and the adventures expected aver- 
age party level. Alternately, you can add or 
subtract Hit Dice from advanced monsters to 
customize them, 

That said, there are certain elements to 
adventures that simply cannot be addressed 
by changing stat blocks. A murder mystery 
hhas a rough time functioning after the PCs 
gain access to speak with dead, for example. 
‘And the long overland journey plot is undone 
by teleport. In the end, the best way to “scale 
‘an adventure” may just well be to run a dif- 
ferent adventure. 

Inany case since an Adventure Path is more 
likely than a stond-alone adventure to be used 
_for the levels it's designed for, we often decide 
that Scaling the Adventure sidebars are less 
important than an equal amount of adventure 
content. Its nota perfect solution, but its bet- 
ter than cutting content. 

‘One of Many 
{just found out about the end of Draco 
and Duncon magazines. I've been a 
subscriber since #64 for Deacon and 
have enjoyed reading both these maga- 
zines every month. I am very saddened 
by this and really hope you reconsider. 
‘These magazines are my primary link to 
‘gaming and without them I can assure 
you my interest in other gaming prod- 
ucts will wane. I think you all are making 
avery big mistake. 

Saul Nuccitelli 
Austin, TX 

I would have loved to continue working on 
Dunceon forever, but that option is out of 
‘my hands, alas. The magazine is owned by 
Wizards of the Coast, and in the end, they're 
the ones who get to make the decisions for 
its future. Yet in a lot of ways, the content 
‘yot've come to love in this magazine isn't 
‘going away—its just changing locations. | 
encourage you to check out what WotC does 
with the coming online incarnation of the 
‘magazines’ content, and olso suggest that 
you check out Pathfinder when it comes out 
in a few months. 

So, You're all in a Tavern... 
In all the flurry of recent news about 
the end of Dunczon magazine, 1 
wanted to make sure that issue #146 
‘was not overlooked. It was great—com- 
bining all the elements that have made 

the magazine such a success under 
Paizo leadership these past five years 
‘Tim and Eileen Connors’ “Escape 
from Meenlock Prison” was exception- 
ally well crafted—both from a literary 
and dungeon design perspective. The 
Savage Tide promotes in nartative, 
layout, and artwork something consis- 
tently thrilling; 'm sure it will continue 
with Paizo's new Pathfinder series and 
GameMastery Modules. While Wolfgang 
‘Baur has exceeded his own incredible 
standard of useful advice with “The 
Perfect Pantheon,” it is James Sutter's 
hilarious editorial that T want to com- 
ment most upon. 

I played D&D during adolescence 
and college, and had the pleasure of 
rediscovering it at the end of medi- 
eal school. While it might not sur- 
prise you that I had no difficulty in 
recruiting players from the somewhat 
nerdy pool of surgeons and internists, 
Thaven't had difficulty finding players 
in the real-world either. My current 
table consists of lawyers, bankers, and 
designers, and I met some of them in 
bars! I agree with James that geeks are 
the new cool, and are looking for 2 
compelling story between the twisted 
traps and marauding monsters. 
How then canalletter to Dunczox not 

‘address the end? 
will start with the most important 

thing: I am relieved to hear that this 
business decision has not adversely 
affected the staff at Paizo. I have often 
found Erik and James to be brave in what 
they say in Prison Mail—it has the same 
spirit of peer-reviewed honesty that 
the best literary and science magazines 
possess, Openness to criticism and col- 
Jective contributions are things a more 
corporate and businesslike mindset has 
difficulty grasping Ina similar vein, Lam 
deeply concerned how Paizo will draw 
‘upon fan-submissions after the transi- 
tion, As an aspiring adventure-writer, 
there doesn’t seem to be much of an 
opening—orat least not fora while, How 
will this bode for the Nicolas Logues of 
the future? 

A frantic reading of the message 
boards confirms one of the things T 
learned when training to be a doc 
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THIS MONTH IN DRAGON 

by SEAN K Rernots 
Submitto the faith of Saint Cuthbert 
of the Cudgel, god of discipline, truth, 
and wisdom. Learn the ways of his 
stern faith and zealous clergy. The 
word of the Cudgelis the law, andthe 
‘word must be spread so that all may 
benefit from his wisdom. 

‘CHECKMATE 
By Kevin BAASE AND ERIC JaNsines 

Drawn fom four of Deacon’s best- 
known covers, six new creatures bring 
the cold strategy of the chessboard to 
life. Face powerful foes like the black 
king or take command of an entire 
chess legion for the ultimate batte 
of wits. 

‘THE MASTER'S FORGE 
‘8y Rooney THomrson, 

Leam the tricks of experts in the trade 
and create equipment worthy of the 
word “masterwork” 

Pus 
The Ecology of the Kaorti, Volo's 
Guide, Dragonmarks, Savage Tidings, 
Class Acts, Comics—including Order 
of the Stick—and more! 

12 DUNGEON. aucUST 2007 

tor about the stages of grieving and 
loss. Denial gives way to anger, then 
bargaining, onto sadness, and finally 
acceptance. I was touched by the posi- 
tive “Thank You" thread, as I'm sure 
you were. The fins of Duwczox and 
Dracox, it seems, love this hobby as 
much as the staff at Paizo do. It sounds 
Tike there are real tears for the end, 
and as Gandalf says, those tears are 
not an evil. It is the first sunny day up 

led not only 
with a sense of loss, but with excite- 
ment for the future—and I know I'm 
not alone. Here's to the next five years 
at Paizo! 

here in Toronto and I'm fi 

SA. Borst 
‘Toronto, Canada 

We've hod on enormous omaunt of mail, 
email, and messageboard pests from rea 
ers about the end of Deacon and Dunceon 
‘magazine, for more than I can print in these 
three pages of Prison Mail. The last two letters 
pretty much suen things up though 

That said, thanks for the kind words about 
issue #246. Even though the magazines are 
going away, we here at Poizo have no inten- 
tions of letting them poss quietly. A glance 
through this very issue should prove that, with 
the incredible roster of NPCs thot Wolfgang 
Bour's throwing around in his adventure, 
“Enemies of My Enemy” And a quick glance 
to the sidebar on the previous page should 
satisfy curious readers who ore eager to see 
shot we've got plonned for Duncron’s last 
issue. cobs 

Sutter Sez... 
1 would like to congratulate James L 
Sutter on his fine editorial in issec 
number £146. It was one of the best I 
have seen in years. have been playing 
DAD since Iwas 9 back in 1951, and like 
most of the players of my gcncration, 
I thought video games would bring 
about the end of traditional paper and 
peacil D&D. 1am happy to say that Mr. 
Sutter has changed my mind. I now see 
the potential for it to be bigger than 
in the So's Keep printing what the kid 
has to say! 

Secondly, regarding those 
“seandalous” covers, I would like to 
point out that D&D is set in a fi 
world, one where devils and demons 

sometimes play important roles. 
‘Second edition was just not very good— 
the game suffered because people like 
myself did not come back until the core 
rules made it fresh and exciting again. 
So if you are so uncomfortable with the 
artwork, take your dice and go home, 
or just rip the cover off for the kids. 
When you “simply” ask the magazine 
to redo covers you are asking them 
to limit the content, Sometimes as a 
subscriber I get nothing useful out of 
whole magazine, but it would be selfish, 
of me to complain when 1 know that 
someone else will wear out their copy. I 
enjoy Duncrox about 90% of the time, 
and that is good enough for me. 

Lester Sexton, 
Brunswick, Ohio 

Vd be lying if | said 4 
didn’t expect that editorial to provake a 
Thanks, Les 

response—ju counted nearly 200 
messageboard posts about it, many decidedly 
less pleased than yours. To clear up some 
of the confusion: | never meant 10 ieply 
that dungeon romps are dead. Far from 
itt 1 actually just finished writing one for 
‘our GameMastery module line that | hope 
achieves that “classic” feel. What! meant is 
that hack-and-slesh (negatively defined here 
as gaming without story—the old wading 
through-the-seo-of skeletons bit) has grown 
stale and thet these doys even your combat- 

plot to them to keep heavy romps need som 
the newcomers interested. Moure Costl 
is 0 perfect exomple—sure, the traps a 
combat are great, but it's the overarching 
storyline of the Maures aed their 

jeeps me thinking about i long 
yn is over. And to me, that's 

“hoct-and-siash”.. that’s 
2 good adventure, period. 
As for the second half of the editorial, 

tinue to wonder if perhaps mach of 
the “gamer stigma” is @ product of us 
embracing ond internalizing the cegotive 
stereotypes. How long would such things 
hold weryone who played came out 

cet? Could it be that we're 
our own biggest oppressors, and that new 

the children of WoW and 
Halo players—will game without ever 
questioning it? | think we're poised to find 
out, end probably sooner than we think. 

generations 

James Sutter 



G@BY MICHAEL KORTES 
BY UDON 
@ BY ROB LAZZARETTI 

ANY SETTING , LOW- LEVEL (IST-STH), URBAN, 
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¢ recruited 
sily manipulati 

bloodshed 
ext generation of p: 
“War of the Wielded 
drenture for sth-le 

a D&D 

files placcin the ci 
‘eztensively in the Adventure 
Path 
Should 
Trganding personality conflicts between 

Before running this adventure, you 
miliarize yourself with the rules 

Intelligent magicitems and their wielders 
{Dungeon Masters Guide. 

Additional mat 
erine can be found in the backdrop 

n the city of 

in Dowcrow 139 and in the free Savage 
Tide Player's Guide available online 
at paizo.com, 

ys government 
ss the city the 

, from the Oquon’s 
9 the 

As both Cabanites Nob 
sides were killed off ister 
recruit new troops, the guilds’ numbers 
dwindled, causing the leaders of the 
factions to compose a desperate plan, 
Both sides created a number of powerfill 
intelligent weapons, items capable of 
dominating their wielders and forcing, 
them to continue the guilds’ eternal 

The plan worked perfectly, and 

museums and_ private 
iding their 

a private estate made the mistake of 
sp one of each faction’s weapons, 

which immediately took control and 

strength, the weapons seek to settle 
‘matters once and forall, and let the canals 
of Sasserine run red with blood. 

ADVENTURE SYNOPSIS. 
While investigating the scene of bizarre, 
back-alley murder, the PCs discover a 
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100 gp; Mixed 
human, 69% half-elf; 59 halfling, 

4%6an arf, 296 elf, 39% half ne, 496 

talking short sword named Sabrehawk, 
Sabrebawk, an Oquon loyalist, attempts 

"to recruit the PCs to help him rescue a 
‘captured bladebrothers. He urges the 
party to act before his arch-rivals, the 
Cabanites, can entomb the captured 
‘Oquon weapons forever inside a deep 
pool of mud transmuted to solid rock. 
‘The PCs infiltrate a luxurious spa in 
Sasserine’s wealthy embassy district 
and disrupt the Cabanite entombment 
ceremony. During or afier the battle, an 
intelligent Cabanite rapier and her allies 
attempt to counter-recruit the PCs and 
turn them against the Oquor 

"The PGS yoon learn that neither the 
Oquon nor the Cabanite weapons repre- 
sent any meaningful cause, and that the 

only true victims are their wielders. Once 
thoroughly embroiled in the conflict, the 

| PCsmeet Larcos Dengrin,a grim holy lib- 
erator who lost his status 2s a paladin to 
the Oquon-Cabanite war. Once a thrall of 
‘the weapons himself, Larcos asks the PCs 
to oin him ina secret plan to destroy all 
ofthe remaining sentient blades. 
"To do this, the PCs rmust frst capture the 

Kogoloxen, an enormous tust monster of 
Tocal legend that Larcos has located in the 
Corroded Caves to the south of 

the Dungeon of Rust and Fire. 
‘Once the creature is either subdued or 

| Tured inside Larcos’ specially prepared 
ironwood cage, the PCs must haul 

}¢ heavy, voracious beast back to the 
city. In the meantime, Larcos arranges 
for a conférence between the Oquon 
and Cabanite blades to take place in 
an abandoned marshalling dome in 
‘Shadowshore, using himself 2s bait. Each 
faction attends with its wielders in order 
to knife the other side and re-dominate 
Tareas: a powerfil prize for their never- 
ending war. If the PCs return with the 
‘Kogoloxen in time, they seal everyone 

inside the dome and unleash their crazed 
rust monster, igniting a final chaotic 
battle and ending the ancient conflict. 

ADVENTURE HOOKS 
The adventure begins as the PCs 
encounter theaftermath ofa duel between 
the wielders of the Oquon short sword 
Sabrehawkand the Cabanite rapier Cearina 
Valora. There are several ways to draw 
the PCs into an investigation. The most 
obvious is to have the PCs alerted by the 
screams of civilians running across the 
loser’ body. If your group needs a more 
Intricate leadsin, the city's Gentleman's 
Duelist Association may hire them on to 
solvea rash of mysterious and illegal duels. 
to the death, which follow none of the 
usual rules of civilized engagement and 
have Sasserine’s government considering 
a crackdown on duels of any type. 

RECOVERING 
SABREHAWK 
Whether actively investigating the com 
motion or simply passing nearby, the 
party runs across the following scene, 

A low stone well sts at the end of this 
earthen back alley. Before it bes the body of 
a dead warrior, garbed in a thick bodysuit 
of jet-black chainmail, A small crowd gawks 
from the alleys edge, but none have the 
courage to enter 

‘The human corpse isa male Oquon 
reeruit, slain afler his run-in with a 
Cabanite rival. If the PCs investi 
can discover the following 
with the appropriate skill 

DC 10 Search check: The area around 
the body is scuffed with signs of a 
‘careening, complex duel. Aside 
armor, clothing, and emply sc 
dead man has no possessions whatsoever. 
(Atone point he had a coin purse, but this, 
has been stolen by Rohanis, the beggar 
who firstarrived on the scene) 
DC 10 Heal check: The corpse has 

a series of razor-thin wounds, as from 
a sharp, skinny blade, but none of 
them appear deep enough to be life- 
threatening. (Cearina Valora, the sword 
that killed him, used her wounding 
ability to damage his Constitution) 

DC 20 Heal cheeke The corpse has lost 
a great deal of blood, possibly causing his 
death, but there's very little blood in the 
alley (Csarina Valor used her puncturing 
bility to finish him off draining much of 

his blood) 
The PCs only have 5 minutes to exam= 

ne the seene beforea watchman arrives: 
Fortunately, the watchman who does, 
Ghaultin Valk (NG nuale, husan war- 
rior 4, Sense Motive +0) is young, inex= 
petienced, and secretly delighted to let 
someone else investigate 

Rohanis (N male, human commoner 
2, Bluff'42),a beggar who witnessed the 
duel’s violent conclusion, still lingers 
within the crowd, suspecting that his 
observations might be worth some coin. 
to someone. He hints at such to the 
PCs, and if they slip him 3 gp of more, 
or adjust his attitude from indifferent 
to friendly, Rohanis describes what 
he saw 

“There were two of them: the dead guyand 
a woman with a skinny, jeweled sword. The 9 
dead one had a shorter, silver blade. Their 

mat 
“te 



lh 
were moving)so fact it was hard to 

eA Vatch, In the end, it looked like she 
ay touched him—just tapped him in 

ith her sword and he staggered. 
felore he fll, he stumbled over to that 
land dropped his sword into it. That 

Whe she was getting ready to jump into the 
herself, to go after the sword, 

JBut then she noticed the crowd that was 
oming to investigate and ran off, heading 
18 through that alley” 

Asaocessfl Senne Motive check opposed 
bby Robanis's Bluff skill reveals that be has 
ot been entirely truthfal. Ifa PC pursues 
it, Rohanis reluctantly admits that he took 
the 17 gp in the dead man's coin purse for 

jimself IF the PCs dont think to do so 
themselves, Valk suygeests recovering the 
dead man's sword from the well. 

Ifthe PCs do so, the sword reveals his 
‘nature asa magic item named Sabrehawk 
and explains what has transpired. His 

der was tracking an “evil Cabanite 
agent” back to her lair, where Sabrehawk 

"belived one of his missing comrades 
‘had been taken prisoner. Unfortunately, 
their quarry figured out that she was 
“being followed and turned the tables 
with a sudden ambush. During the 
‘ensuing duel, his opponent revealed her 
tention fo entomb the captured sword 

| forever in the bowels of Featherwhisper's 
"bathhouse, an exotic spa in the Noble 

district. Worse, she said the internment 
would be complete “before the sun 
sets" If asked, Sabrchawk explains that 

deceased wielder, named Taoc Serai, 
Feeble in a secret war dedicated to 
rooting out Cabanite infestations, 

Sebrchausk gladly explains his magical 
ss and invites any PC who picks 

3 upto wield him in glory. He further 
that his captured comrade i also a 

rapon of considerable power and that, 
ould his brother survive whatever the 
nites have in store for them, he too 

Preferring to bring the PCs onboard 
stages, Subrchawk avoids mentioning 
the Cabanites are themselves led by 

items, but does not lie 

cast speak with dead and question Taoe, he 
confirms everything Sabrehawk has told 
them. Ifthe PCs agree to help, Sabrehawk 
directs them to Featherwhisper’s 
bathhouse, imploring them to take him 
there as quickly 2s possible. 

FEATHERWHISPER’S 
BATHHOUSE 
One of the Cabanites' first acts once they 
freed their members was to infiltrate 
Featherwhisper’s an opulent spa in Sas- 
scrine’s Merchant district (area 7600 the 
Savage Tide Player’ Guide). The fresh mud 
baths, which pamper the idle rich, make 
perfect pits for the Cabanites to dump 
‘captured Oquon blades Sabrchawt knows 
that time is limited. and docs everything 
he can to mount a rescue right away. 

GENERAL FEATURES 
From the outside, Featherwhisper’s could 
not looklesslikea hideout:the front double- 
doors are inviting, and several rooms have 
large windows with open shutters. Inside, 
the spa is well lit by continual flame spells 
unobtrusively outlining the ceiling, A 
permanent ghost sound plays soft music 
throughout the complex 

All of the Featherwhisper's staff have 
been repeatedly subjected to Czarina 
\Valora’s hypnosis spells for the past several 
days. As such, while the bathhouse appears 
tobe business as usual,the staffare under 
the impression that their largest rival, 
Hainvar’s Bathhouse, has bribed several 

snd that 
they must never summon Sasserine’s 
city guard. In addition, the mudroom is 
temporarily off-limits to everyone but 2 
Labor crew conducting renovations, 

authorities to make trouble 

Fl. FRONT FOYER 

bro 
ude figures fil thes opulent foyer. An ask 
counter bars the way 10 the hall beyond. 

Hanging vines an 1¢ sculptures of 

If the PCs arrive during the day, 
the front desk is manned by a pes 
attendant named Jasalia (LG female, 
human commoner 1). Admission is 9 
sp for non-members, Jasalia takes the 
PCs’ money and politely directs them to 
the gender-segregated change rooms to 

either side of the foyer. Anyone taking, 
the time to chat further with Jasalia is 
offered a massage and reminded that 
the mudroom is temporarily unavailable 
while it undergoes renovation, Y 

F2. CHANGE ROOMS 

Rows of low, padded benches line the mar- 
loor here, and mahogany wardrobes. 

for the private storage of belongings Bor 
er the walls en 

Each of these two chambers contains 
a row of pristinely clean priviex The 
staff replenishes depots of fresh towels 
throughout these rooms at al times. 4 

4 

F3. STEAM ROOM (EL 5) 

Large, triangular ceramic flagstones cover 4 
the floor of this room, each carefully fitted 
around the lip of a tranquil bathing pool, 
Gentle columns of steam rise from four 
hanging braziers ofheated rocks as carefully 
measured drips of water fall upon them, 

In addition to raising the room's 
temperature, the rising steam provides 
concealment (a 20% miss chance) Three 
attractive female patrons in bathing wear 
lounge by the side of the pool. 
‘The three bathers are actually Cabanite 

operatives, known as Imperativa, with 
orders to guard the door to the mudroom 
‘area F6) where the entombment 
ceremony will take place. Ifthe PCs are 
not dressed to look like regular patrons, 
the Imperativa feign surprise at the 
PCs’ appearance. In truth, however, they 
expect a reprisal for their capture of an 
‘Oquon weapon. 
ADC a5 Spot check notices that each 

guard has a dagger concealed within easy 
reach, either under a towel or secured 
beneath the lip of the pool. Skilled 
manipulators, the Imperativa would 
prefer to simply distract the PCs by 
playing the role of curious bystanders 
until the ceremony is complete, but if 
the PCs attempt to open the doors to 
the mudroom, the women's Cabanite 
daggers order them to attack, 

Creatures: For the three guards, use 
the statistics for a Gabanite Imperativa 
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found in Appendix 2. However, as these 
Imperativa are not w 
wield 

caring armor and 
que weapons, include the 

following modifications: 
Cabanite Imperativa, Lamalysa, 
Selaine and Kuasim: hp 25, AC 12, touch 
12, flat-footed 10; see Appendix 

Dutchessa Thaluna, Fhalu and Asidra 
Ja sce Appendix 2 

‘Tactics: If the PCs do not detect the 
Imparativa’s ruse before the Cabanites 
strike, a successfil Bluff check opposed by 
the PCs’ Sense Mi 
the benefit of a surprise round. 

Throughout the fight, both the 

ve gives the Cabanites 

Dutchessa and the Imperativa urge the 
PGs to see “the truth’: that the Oquons 
are dan; erous criminals and must be 
opposed, Spurred on by the Dutchessa, 
the Imperativa fight to the death. 

Fs. THE GYMNASIUM 

This large chamber is filled 
and spongy tumblers’ mat 
of sporting equipment rest 
walls, along with bizarre, torturous-look 
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ing metal devices, which appear to be for 
se in exotic exercise regimen: 

Unless the PCs make a scene, the 
adg patrons (LG human aristocrat 1 

rently here simply go abi their 
mid-day exercise 

F5, MASSAGE PARLOR 

Six massage tables encircle an elaborate 
n. The froth-filled sculpture 

features male and female elven riders atop 
t drag 

the PCs enter this room during the day. 
they find 146 patrons receiving massages 
from an equal number of Featherwhisper’s 
masseuses (NG human expert 1, bp 3)- 
Multiple continual flames light the fountain 
sculpture but itis otherwise nonmagical. 

Fé. MUDROOM EL 6) 

= ck mando 
the high ceiling 

port 
f this Large dom 

chamber. A colored mosaic of ceramicti 

accentuates three gurgling pools of warm 
mud. An artifical fall of crystal-clear water 
cascades down the east wall, identified by 
2 small plaque as 2 rinsing st 
d bath 

tion for the 

Creatures: If the PCs arrive before 
sunset, they interrupt a large and very 
private Cabanite gathering, The Cabanites 

+, the intelligent rapier current Tea 
(Cearina Valor is here, now hanging fom 
the belt of her loyal half-elven sorcerer 
Sartanis Rayblade. Valora is joined by two 
of her bladesisters, their wielders, and six 
additional aristocrat supporters 

Just as Sabrchawk has told the 
PCs, Valora is indeed overseeing an, 
entombment ceremony. Despite 
the Cabanites’ pomp, in reality the 
entombment is straightforward: once 
the Oquon weapon is cast into one of 
the mud baths, Rayblade uses his scroll 
of transmute mud to rock to seal it inside: 

rison of solid rock, finishing the job 
with a stoneshape scroll to make it look 
as though the pools never existed. In 
the coming days, a real labor crew will 



—Ealititted 
Eonstruct three new pools in alternate 
# parts ofthe room, and the original pool fie sayegaae ae af 

locations will quickly be forgotten d weld both Cabanite and Oquo fi) Fee Osten rere Sees 25-3 
If the Cabanites in this room are 

ae 6 i, szst 
enacts Wecanythe largest variety of D&D 

fon the drama of the entombment ono ee Booster packs and cases from 
mony, itis possible to slip ins every setincluding: 

witha 
Hide check d by the Cak Appendix > Swit Hrs = fart prcenens; Giants 
Highest Spot check (Spot + fox Ex fi re fail 

SarrAnis RAYBLADE cR4 This 
Male hal-elf sorcerer 4 supporters who have not yet ear 
Medium humanoia privilege of wield agical Cabanite 
Init +1; Senses Listen 40; Spot +0 (+2 in blade. Vlora has invited them here s 

shadowy conditior they can be inspired by her deathblow 
Language Elven to the Oquon. If 
rare 
hp 1944 
Fort s3, Ref «2, Will + 
Spd 30 mistress. Vol 
Melee Czarina Volora +6 (.d6+3/s8-20) enough level to cast tra rock {0 
Base Atk +2; Grp +3 ‘mud with automatic success; he needs to 
Combat Gear scrolls of cals grace, false fray succeed DC 10 caster level check. If 

fechas f successful, a 

because the PCs disrupt his casting. 
Cabanite plan collapses. 

While Sartanis 
8,cha16 persuade the PCs the Oquon are 

seeking to dest werine,and that the 
gto lock ara 

the opportunity pres 
Invicta and Lady Aka 

5, Spellera making their wielders place themselves 
Possessions combat gear, Czarina Valora, between the party and Sartanis. 
col of tr 

(67 defensive), Diplomacy ra both attack 

rea F7), while any 
Tmperativa (2} hp porters attempt 

‘ssa Ivcta and the other Lady Akanara;sce _ the PCs without violence. Once o NRE 
www.miniaturemarket.com 



the Cabanites use a nearby tree to scale 
the wall and make a dash for freedom. 
If any of the weapons fall, the passive 
supporters attempt to recover them and 
flee as well 

‘Treasure: If the PCs prevent the 
entombment, they recover the Oquon 
‘weapon Hoardcutter (see Appendix 1}. The 
‘Oquon gladly agrees to be wielded, urging, 
the PCs to track down and eliminate any 
surviving Cabanites. Additionally, if any 
of the Cabanite blades fil to escape 
scream to be picked up. 

FZ. ARBORETUM (EL 1) 

lush garden filled with exotic plants occu 
ples this enclosed courtyard, traversed by 3 
mall footpath of whit stone 

A 10-footchigh shale wall separates 
Featherwhisper's from the street. A neatly 
defined path bordered by white sto 
‘meanders from the gyrnnasium (area F4) 
tothe mudroom (area F6) Anyone straying 
from the path encounters dffieull terrain 
bat enjoys concealment from the fling 
‘The door to the gymnasiv 
the Cabanites have locked the door to the 

n is open, but 

‘mudroom (DC 35 Open Lock) 
Creature: Sart 

familiar, Lexicon, hides in the trees. 
If he spies anything suspicious, he 
communicates his concern to Rayblade 
through the empathie link they share 

Lexicon, owl familiar: hp 1; Hide 

is Rayblade’s owl 

+3, Move Silently +17, Spot +6; Monster 
M 

THE DISILLUSIONED 
SOLDIER 
Shortly after the PCs complete their 
incursion into the bathhouse, they 
are contacted by a grizzled old soldier 
named Larcos Dengrin, 2 man who lost 
11 years of his life and his sta 
paladin to 
outbreak of the Oquon: 

previous, smaller-scale 
tabanite war 

‘Though he managed to funnel the 
swords into private collections and halt 
the war once before, he’s now finally 
come up with a plan to eliminate all of 
the blades in one fell swoop. When word 
oftthe PCs‘activities reaches his ears, he 
decides to risk recruiting them. 

crs. 
Male human ex-paladin 5 holy liberator 3 
CG Medium humanoid 
Complete Divine 4S 
Init; Senses Listen 42, Spot +2 

calve 10 
Language Common, Celestial 

Lagcos Dencnin 

‘Aura good, 

Larcos 

Skills Concentration +2, Diplomacy +9, Heal 
+5, Knowledge (religion) +4, Knowledge 
(architecture and engineering) +4, Ride 
42, Sense Mative 49 

Possessions combat gear, half-plate, 
masterwork mithral long sword, 
masterwork bolas (3), bracers of armor 
+1, flask of holy water, horn of fog, 

hp $6 (8 HO) Nolzur's marvelous pigments, potion of 
Fort +8, Ref—1, Will 46; aura of resolve undetectable alignment. 
Spd 20 ‘Kura of Good (Ex) Larcos Dengrins aura of 
Melee mk longsword +9/+4 (ad8/19-20) ar 

‘unarmed strike +843 (dq lethal or norlethal) 
Ranged musk bolas +6/1 (dg nonlethal) 
Base Atk +8; Grp +3 
‘Atk Options smite evil 1/day (+2 attack 

+8 damage) 
Special Actions detect evil, remove fatigue 
Combat Gear pear! of power I 

break enchantment 
Holy Liberator Spells Prepared (CL.8) 

‘and-—shield other 

crall of 

ast—bless weapon, cure 
Wbilties Str 11, Dex 5, Con 13, int 12, 

15,0h0 15 
Feats Exotic Weapon Proficency(bela) Improved 

Unarmed Strike, ron Will, Quick Drave 

‘good (see the detect good spell) is equal 
to that ofa third-level ceri. 

Remove Fatigue (Su) Larcos can eliminate 
fatigue in any creature he touches as a 
standard ion. He may use this ability 
five times per day. 

‘Aura of Resolve (Ex) Larcos is immune to all 
charm and compulsion effects. His mind is 
his awn, and no other creature can control 
his thoughts or actions, Including the 
Oguons and C: 
Each ally within 10 feet of him gains a +4 

nites in this adventure. 

morale bonus on saving throws against 
-m of compulsion effects. Tis ability 

functions while Larcas is conscious, but 
pot if he is unconscious or dead. 



Larcos knows the information in the 

the 
hes thern well 

m safet 
peak with Larcos 

{n private, he explains the futility of the 
conilict and begs the PCs to help him 
put an end to the senseless bloodshed. 
Answers to likely PC questions are 
piven below. 
Who are you? “My name is Larcos 

Dengrin, and Iam a former pawn of the 
weapons you wield, I have fought for 
both the Cabanite and Oquon faction 
and have lost much. 

What do you want with us? How did 
you find us? “I have been he 

‘What do you have planned? “Before 

as bait, then spring my tra 
How do we help? “You supply the trap. 

In the mountains to the south of Sas- 
ering, at the fox of the peaks « 
ing the Dungeon of Rust and Fire, there 

Within one of 
taverns is a beast, known to the locals 
Corroded Cave 

asthe Kogoloxen, which rusts metal and 
consumes it. have had alarge ironwood 

built, and I need you to get the 

yw we won't just report 
all of this tothe Oquons or the Cabanites? 

Wouldn't helpi 
war? “True, it would stop the fi 
but remember that these 
originally created by guilds of thieve 

oats, Left 
would no doubt seck to reestablish their 
houses of old and usher in a new wave 
of lawlessness, Atthe snoment, only t 
constant fighting keeps them in chec 

Ifthe PCsagree to help, Larcos provides 
‘them witha hooded wagon drawn by four 
hhaggy horses, Inside the wagon is the 

promised ironwood cage (Hardness 
hp 60, Break DC 28), The cage is spacious 

THE CAPTURE OF THE 
KOGOLOXEN 

and the stalagmite 
pnstitutes: difficult 

out. Should the PCs 

R. witken 8 
Patented 

Exevation Inpicator 

Quick anp Easy 
TO use! 

Avoid the confusion of 
which figures are flying 

and where they are above 
the battle. 

Show the height of figures 
from 1 foot to 1000 feet! 

Add a 2nd set of indicator 

bands for greater precision. 
Also usable as an 

onderwater depth indicator. 

Only Available at: 

cwuuEmeraldEnporiomcom 
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(QUARANTINE OF STEEL 
Pin the seedy district of Shadowshore 

Stands an abandoned building known 
as the North Marsballing Dome. In 
Sasserine’s early days, this served as a 
phice for the local militia and citizens 
torally and arm themselves in the event 
(of attack by pirates. Under the rule of | 
the Sea Princes, however, the dome was 
decommissioned, and though the city 
Tas long since thrown off the Princes 
yoke, Shadowshore’s criminal repatation 
has kept the militia from attempting to. 
restock it with men or armaments. 

While the PCs are off capturing the 
Kogoloxen, l.arcos breaks into the dome 
and uses his Notzur’s marvelous pigments 
torig the exits so that he can seal them 
all from the inside by pulling a single 
hidden lever. He then waits for the PCs 
to return and prepare themselves before 
sending an irresistible invitation to both 
the Oquons and Cabanites, asking them 
to a council to discuss the terms of a 
treaty between the two factions, Aer 
a lifetime of studying his foes, Larcos 
knows each faction will come in force, 
ager for another opportunity to slay the 
other side and recapture him. None of 
the blades know that Larcas has become 
aboly liberator with the Aura of Resolve 
ability, making it impossible for them to 
exercise any influence over him. 

THE NORTH MARSHALLING DOME 
Long abandoned, the dome now collects 
dustand cobwebs. Torch brackets appear 
every 10 feet, but are bare save for the 
inner armory (area Da) where Larcos 
has lit torches in preparation for his 
mediation. All ceilings are 4o feet high 
Thick flagstones cover the floors, and 
the walls are stone masonry (Hardness 
8,hp 00, Break DC 

Di. ENTRYWAY 

This antechamber leads through wooden 
Idouble-doors set in a massive archway to 
the armory’s central chamber. The smaller 
eorson ether side lead to the marshallin 
Sorve’s outer 

If Larcos springs his trap, the 
mechanism slams all four doorways sbut 

and bars them from the outside. A split- 
second later, an iron portcullis drops 
behind the outside of each door. 

Barred Strong Wooden Doors: >-in- 
thick: Hardness 5 hp 20; Break DC 25 

Iron Porteallises: 2-in thick: Hardness 
20; hp 6c; Break DC 38; Lift DC 25. 

D2. INNER ARMORY 

Empty weapon racks line these walls. A 
Wide set of stairs in the center of the room 
Beak bin bees leoelincestcathi et roore 
empty shelving. On the far wall, thirty 
up from the floor, an open archway reveals 
thea wel. which hou: 

hed by 3 

Larcos has arranged for his staged 
mediation to take place here. When it, 
begins, he sits at the center, with the 
‘Oquons on bis left and the Cabanites, 
at his right. Larcos does everything he 
can to put his gues 
for the PCs to usher the Kogoloxen 
in through one of the doors before 
springing his trap. 

Development: A secret panel, created 
by Larcos's Notzur's marvelous pigments, is, 
hidden in the wall directly behind Larcos, 
{Search DC 28} From his position, Larcos 
can reach behind him and pop the panel 
open, palling 2 lever that springs his 
trap. When triggered, the trap slams all 
the doors in the building shut, barring 
them from the outside. An instant Jater, 

at ease, waiting 

an iron portcullis drops behind the 
‘outside of each door, further reinforcing 
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the quarantine. Outside of breaking 
through a door and raising or smashing, 
a porteullis, once Lareos triggers his trap, 
the only way out of the inner armory is 
to scale the north wall to reach the open 
archway (Climb DC 20) leading to the 
armory’s outer ring and the alarm gong 
platform (area Ds) 

Nokzur's Marvelous Pigments Quarantine 
Trap: CR 6; mechanical; touch trigger 
(hidden lever in area Da} manual reset; the 
trigger seals the exits in areas Da, Dz and 

orees them with portcullises; 
Disable Device DC 20, 

D3, WEAPON PIT 

the s 
lower level. Di 

descend thirty feet to this open 
ty wooden shelves honey 

comb the walls with empty weapon racks. A 
pair ofthirty-foot-tall ladders on tracks rest 

nst the east and west walls. 

The sliding ladders still function, and 
if given a solid push they glide around 
the outer edge of the pit with a speed of 
30. Anyone knocked into the weapon pit 

om the inner armory above area D2) 
takes 246 points of damage. 

Ds. ALARM GONG PLATFORM 

The south wall contains an open archway 
providing a view of the inner armory thirty 
feet below, On the opposite side, the north 
‘wall houses an equally huge window with 
fts massive shutters thrown open wide. A 
fiReen-foot-diameter gong stretches acros 
the opening, suspended in place by four 
thick chains. 

With a solid hit from a bludgeoning 
weapon or suitable tool, the gong sounds 
lear across Shadowshore. If it's struck, 
anyone within 20 feet must make a DC 
45 Fortitude save or be deafened for 246 
rounds 

Development: If Larcos springs his trap, 
the windows’ shutters snap dosed and 
an iron grate slides over them from the 
outside. It is still possible to ring the gong, 
Dut the resulting clamor is only heard 
within a few blocks outside of the dome. 

Barred Shutters: 1-1/2-in.-thick; Hard 
ness 5; hp 15; Break DC 8. 
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eWNorth: 

in.-thick; Hardness 10; 
hp 60; Break DC 25, 

‘THE FOUR-WAY FIGHT (EL VARIES) 
As part ofthe terms ofhis invitation, Larcos 
insisted that each faction be limited to six 
delegates. Each faction arrives with a fill 
compliment in order to ensure they are 
not outmatched, headed by Oquon leader 
The Solo Hand and Cabanite Czarina Valora 
(or her second-in-command, Princessa 
Cathandra, if she's been captured). Any 
(Oquon and Cabanite weapons listed in the 
adventure’s Appendix that have not already 
been destroyed, lost, or seized by the PCs 
are here, along with their wielders. As 
with the Dutchessa daggers, feel five to use 
additional Imperativa and Oquons armed 
with clones of captured weapons to round 
‘out each side's delegation to six. 

If the PCs succeed in capturing the 
Kogoloxen and release it in the dome, 
Larcos springs his trap and chaos 
instantly erupts. Although the Oquons 
and Cabanites try to kill the rust monster 
as quickly as possible to protect their 
blades, they also seek to slay one another 
and the meddlesome PCs. After centuries 
of enduring each other's treachery, both 
the Oquons and the Cabanites initially 
assume their rival is behind the trap and 
that Larcos and the PCs have joined with 
the enemy, If someone in the party wields 
Sabrchawt or another intelligent weapon, 
the affiliated weapons are incensed by the 
bet ind focus primarily on Killing 
the PCs. This battle continues until three 
ofthe four parties—the Oquon, Cabanites, 
PCs and Larcos, and the rust monster— 
hhave escaped or been destroyed. 



‘CONCLUDING THE 
# ADVENTURE 

Ifthe PCs succeed in destroying the 
weapons, the Oquon-Cabanite war ends 
Free fom the weapons’ influence, any 
suniving wielders gradually come to their 
senses and retum to their former lives. IF 
Lareos survives, the PCs have gained a fast 
fijend and loyal ally, He wives them his 
rar! of power and horn of fog reyprdless of 
‘whether he promised them originally, I 
any PCs express interest, he gladly mentors 
them in the ways af the holy liberator. 

Mfany intelligent weapons survive, the 
ler scale 

Cearina Val: 
fu escape, they learn from this setback. 
Each investigates a way to either recreate 
their lost brethren or spawn new intel 
Figent weapor > take their place, per- 
haps taking their membership rosters to 
new levels, If one side is destroyed but 
the other escapes, the newly purpose- 
less weapons begin reestablishing their 
ancient guild, taking over Sasserine’s 
underworld, and the PCs may one day 

find themselves called to finish the task 
they started here. 

APPENDIX 1-THE 
OQUONS 
Garbed in jet-black chainmail from 
head to toc, the typical Oquon operative 
is svelte, battle-hardened, and -unques- 
tionably loyal 

‘OQuoN Ovenarive cr2 
Male human ranger /wartir2 
N Medium humanoid 
Init 1; Senses Listen +3; Spot #3 
Language Cormmon 
AE 16, touch 1, 
p23; H0) 
Fort +7. Ref «3. Wil 

ik bastard sword #6 {1d10%3/19-20) 
Base Atk +3: Grp +5 
‘Atk Options Cleave, Improved Bull Rush, 

Power Attack, favored enemy 42 (Cabanite 
including Cabanite wielders) 

Abilities Sir 15, Dex 13, Con 14, Int 10, Wis 
8,Cho 12 

SQwild empathy 1 = 
Feats Cleave, improved Bullrush, Power 

Attack 
‘Skills Cirmb +2, jump +2, Ride +7, Survival 43 
Possessions chainmail, masterwork bastard 

‘sword, dagger, coin purse with 45 gp, ile 
rope (100 ft) 

‘THE SOLO HAND 
+1 cold iron dancing bastard sword AL 
LN; Int ay, Wis 19, Cha 16; Speech and 
telepathy (Auran, Common, Draconic, 

x20 ft, darkvision and Undercommos 
and hearing; Fort +9, Ref'+9, Will +9; Ego. 

Wielded by Operative: Two-handed 
melee +6 (idiots) 

Lesser Powers: command (DC 14) y/day 
gstrder 3/day, sprays a single handfl 

of dust of 
Greater Power: Can 

elessness 3/ay 
tect Cabanite 

weapons and wielders within 6o feet 
at will 

Appearance: Although The Solo Hand 
appears to be a mundane military-issue 
biad a successful DC a0 Knowledge 



(history or nobility) identifies a small 
"insignia on its hilt as an ancient Sasser- 
inian symbol of rank. 

‘Personality: Imprinted with the per- 
" sona of the original Oquon commander, 
“TheSolo Hand bears the mantle ofleader- 
Be Srionige his Glow blsdcbrothers 

“The Solo Hand views wielders as com- 
~ modities, contentedly exchanging one- 

to-one casualties with the Cabanites, He 
% constantly secks better wielders in order 
"to optimize his dancing ability. 

Strong transmutation and enchant- 
‘ment; CL asth; Graft Magic Arms and 
Armor, animate objects; Price 75.035 Bp. 

TRIAGE 
+41 defending ranseur, AL. N: Int x0, Wis 17, 
‘Cha 17; Speech and telepathy (Common), 
‘20 fl. darkvision and hearing: Fort +9, Ref 
+49, Will +9; Ego score 33, 

Wielded by Operative: Melee +6 
(edgeahs). 
Lesser Powers: cure light wounds 
(1d8+5) on wielder y/day, deathwatch 
continually active, produces a Keoghtom’s 

_ ointment ufweek, 
Greater Power: Trias 

| aswearinga perapt of wo 
‘av Triage is within 5 feet. 

‘Appearance: ‘This brilliant crimson 
ranseur carries the Oquon banner, a 

"pouncing chimera upon a field of gold. 
Personality: Fearless and ever 

optimistic, Triage encourages his wielder 
| to enter battle regardless of the odds 

He attempts to withhold healing from 
cowardly wielders 

Stron 
Wondrous lem, Graft Magic Arms and 
Armor, heal, shield; Price 48,210 gp. 

SABREHAWK 
+41 silver speed short sword; AL N; tnt x0, 
‘Wie24, Cha 14: Speech (Common),s20 ft. 
vision and hearing; Fort +9, Ref +9, Will 
+9; Ego score 10. 

Wielded by Operative: Melee +5/+6 
(1d643/19-20) 

Lesser Powers: clainoyance1/day (sight 
version only), 10 ranks in Spot (total 
modifier +12) 
Appearance: Sabrehawh always appears 

ly polished. When attacking, the 
i 
he 

- slice of his are leaves a shining razor 

“hain 
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thin trail that lingers in the air for sew 
eral seconds. 

Personality: Much more personable 
than the other dour Oquons, Sabrehawk 
values and respects his wielders, as long 
as they do not come between him and 
the destruction of Cabanites, 

Strong transmutation; CL ssth; Craft 
Magic Arms and Armor, clairvoyance, 
hast; Price 47590 gp. 

HOARDCUTTER 
+1 mighty cleaving thundering great sword: 
AL NE; Int 10, Wis 14, Cha 14; Speech 
(Common), 120 ft. vision and hearing: 
Fort +9, Ref'+9, Will 49; Ego score 9. 
Wielded by Operative: Melee +6 

(246+4/19-20 plus 148 sonic on critical) 
Lesser Powers: enlarge 3/day, 10 ranks in 

intimidate (total modifier #12) 
Appearance: Hoardeutter is a 

massive, saw-toothed sword with 
bladed quillions and a pair of tiger- 
eye gemstones in its hilt 

Personality: This haughty blade speaks 
with a thunderous voice, It lives to slay 
Cabanites,and ifits wielder shows mercy, 
the blade seethes with rage. 

Strong transmutation; CL ath; Craft 
Magic Arins and Armor, blindness/deafness, 
divine power, enlarge; Price 28,320 gp. 

APPENDIX 2: THE 
CABANITES 
“The typical Imperativa is tall, proud, and 
devilishly charming, Ever the height of 
fashion, she wears a tailored courtier’s 
outfit overa slender chain shirt 

CABANITE IMPERATIVA RZ 
Female human swashbuckler L/warrior 2 
NN Medium hurnanoid 
‘Complete Warrior 12 
Init +2; Senses Listen -1; Spot—1 

Common, Elven 
‘4AE16, touch 12, flat-footed 14 
bhp 25 (3 HO) 
Fort +7, Ref «2, will 
Spd 30 8. 
Melee mwk rapier +6 (2d6/:8-20) 
Base Atk +3: Grp +3 
‘Atk Options Combat Expertise, Improved 

Disarm, Improved Feint 
Abilities Str 10, Dex 15, Con 14, int 12, Wis 

8,Cha 13 

x 
Feats Combat Expertise, Improved Di 

Improved Feint, Weapon Finesse 
Skills Balance +7, Bluff +6, Di 

Jump +4, Tumble +5 

CZARINA VALORA 
‘Mithral rapier of puncturing: AL N; Int x7, 
Wis 10, Cha ay; Speech (Common, Dra- 
conic, Elven, and Sylvan), telepathy, 220 
fA. darkvision and hearing; Fort +8, Ref 

Will +8; Ego score 15, 
Wielded by Imperativa: Melee +6 

(1d6+y/18-20}, 
Lesser Powers: Hypnotism y/day (DC 

14) 10 ranks in Bluff and Diplomacy 
{total modifier +13). 

Greater Powers: Can detect Oquons 
‘within 60 feet at will 

Appearance: his sh 

Personality: Vlora i 
Cabanite matriarchy, 
the adoration ofher followers Imprinte 
with the persona of a master bard, the 
Countessa preaches eloquently against 
the evil of the Oquon conspiracy. 

Strong necromaney; Cl. x3th; Graft 
Magic Armsand Armor, harm, hypnotism, 
Price 55520 gp. 

‘COUNTESSA INVICTA 
Rod of flailing: AL. NE; Int 24, Wis 10, Cha 
14; Speech (Common, Draconic and 
Elven), 120 ft. vision and hearing; Fort 
+6, Ref +6, Will 46; Ego score 

Wielded by Imperativ 
(08) oF 46/46 (843). 

Lesier Powers: zone of truth 3/day, 10 
ranks in Intimidate (total modifier +13) 

Appearance: Invicta transforms froma. 
slender azure rod into a massive dire flail 
with twin-heads earved ftom black iron. 
Personality: Asa rod, the Countessa is 

collected and thoughtfal, her sofl voice 
soothing. In flail form, she is impatient 

Melee +8 

enjoys bashing arrogant males. The 
Cabanites routinely deliver prisoners 
to the Countessa for interrogation, in 

hich she plays the role of both good 
and bad cop. 



Strong transmutation; CL oth; Craft 
P Rod, Craft Magic Arms and Armor, bless, 
i 2Ie of truth; Price 65500 gp. 

THE DUTCHESsAS 
44 returning daggers of venom; Al. CE; Int 
10, Wis 14, Cha 10; Speech (Common), 
0 fl. vision and hearing; Fort +0, Ref 
49, Will +9; Ego score 9. 
Wielded by Imperativa: Melee +6 

idg¥3/s9-20); Range 46 (1d441/10~20); 
Lesser Powers: hane y/day, summon 

monster L3/day 
Appearance: This coven of jet-black 

daggers whirls through the air with such 
speed that they appear to transform into 
Bladed discs. When grasped, the blades 
pulve with a steady heartbeat 
Personality: The Dutchess are patient 

predators that take immeasurable 
pleasure from killing. 

rong transmutation; CL 15th; Craft 
Magic Arms and Armor, ba 
sunimon monster I; Price 302 

LADY AKANARA 
Sword of subtlety: AL NE; Int a4, Wis 10, Cha 
ag-Speech (Common, Elven, Infernal}, 120 
fl vision and hearing: Fort +6, Ref'+6, Will 
Ego score 9 

fielded by Imperativa: Melee +6 
(id6+3/19-20). 

Lesser Powers: Confers the benefit of 
an dlisr of sneaking 1/day, and grants the 
Deflect Arrows feat to her wielder, even if 
the wielder does not otherwise qualify 

THE PORTENT 

Appearance: This short sword has avein 
of mithral winding around its elongated 
hilt, interspersed with gemst 

Personality: The original Lady 
Akanara was an assassin from the Scarlet 
Brotherhood imported by the Cabanites 
to deal with a particularly stubborn 
Oquon commando. After her mission, 
she insinuated herself’ permanently into 
the Gabanite matriarchy, becoming one 
of their strongest assets in the war, Soft- 
spoken yet unyielding, this blade knows 
no ethical boundaries and quietly urges 
her wielder to seize every advantage. 

nutation; CL. gth; Craft 
Magic Arms and Armor, 

Strong tra 
jove silently: 

Price 65,500 gp. 

PRINCESSA CATHANDRA OF THE 
UNSEEN EDGE 
+2 shocking short sword; AL NE: Int 14, Wis 
10, Cha 14; Speech (Common, Elven, Syl- 
van), 6o ft. darkvision and hearing; Fort 
46, Ref +6, Will +6; Ego score 0, 

Wielded by Imperativa: Melee +7 
(1d642 plus 1d6 electricity/io~20). 

Lesser Powers: Tasha's hideous laughter 
1fday, 10 ranks in Perform (comedy) total 
modifier +13) 

Special Quality: A permanent invis- 
‘bility spell has been cast upon Mar- 
quessa Cathandra 

Appearance: Princessa Cathandra is 
invisible until she strikes an opponent 

soft blue lightning ripples across her 
n blade 

ura oie sou 

5 Investigat 
that they have 

Personality: Blessed with wit but 
cursed with a mean spirit, the Unseen 
Edge taunts her opponents relentlessly. 
‘When an opponent is not to be found, 
her biting charm is frequently turned 
upon her wielder. 

Strong transmutation; GL oth; Graft 
lagic Arms and Armor, Tasha’ hideous 

laudhter Price se550 seed 

Michael Kortes (with the assistance of 
1¢ legal depai “War of 

Wielded” is a work of fiction. Any rese 
blance between an NPC found in this 
adventure and one of the knives in your 
cutlery drawer is purely coincidental. 

by Peter Bergting 
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of Caer Garrio 
d. Empty houses beckor 

tered windows Ac 

Tobe found. What caused the residents of 
this quiet community to get up and walk 
away? And what drove its one remain: 
ing citizen completely insane? As dark 
ness fills, the answers to these qu 

Brains adventure f level 
it is easy to adapt it haracters, althoug! 

toaremote archipelago in any campaign 
felling. A character with the Track feat is 
helpful in playing this adventure, as is a 
character with good social sk 

ADVENTURE BACKGROUND 
Gonsban Island is 2 small p 

the Korinn Archipela Ble north of 
the Moonshae islands. The archipelago is 

famous for its pirate activity, but d 
ts fertility Corriban by its horribl 

settled and unexplored. Exp ately, Cyralane’s inf 

ing their ships for the pirates ims of the night 
These days, everyone avoid leep for its despair song to 

cd shortly after he arrived and the residents of by islands affect them, a 
tell tales of the monsters and fell beasts on the island his entire crew fell victim 
that lurk there. The truth is simple, but to the despair song, Stranded on the 
no less terrifying Only one m lives island, but able to resist the night twist 
th Ror re, Cyralane sed Besta to alle 

A few months ago an unscrupu new allies were stuck on the island 
centaur sorcerer named Cyralane came for several months until a Luskanian 
to Corriban Island with a small ship and warship made landfall, Commanded by 
crew. Cyralane fled from his kin on the Sven Condurson (an ambitious Laiskan 
n after they banished him for minor nob ble) the ship and crew were 

correctly deduced that a 
could on the small island and. ought to capture 
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Sven took on a commissio 
the island and exploit its wealth under 
the flag of Luskan, in return for a place 
in the Luskan nobility. When Sven 
arrived, Cyralane convinced the Luskan 
warrior that he and his night twist ally 
could help Sven obtain what he needed 

10st for his exploitation of Corriban 
Island—slave labor. Cyralane told Sven 
that Besra could be used to enslave 
entire remote villages with its powerful 
despair song. Once the villagers had 

mbed to the night twist, Sven 
could take away the healthier residents 
as slaves, along with any wealth they 
carried, Cyralane would then be allowed 
to loot the depopulated settlements and 
feed those villagers unsuitable for labor 
to the night twist. Afler Sven secured 
‘enough slaves, he agreed to give Besra 
and Cyralane passage to the mainland. 
Condurson’s first target was the remote 

Folk village of Cacr Garrion, for he knew 
it was not on any regular patrol route. 
But now their plan is in trouble, due 
to Cyralane’s second critical er —not 
realizing that the night twist’s despair 
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song effect does not end when victims 
are taken beyond its initial range 

ADVENTURE SYNOPSIS, 
‘The party arrives at the depopulated 
Moonshae village of Caer Garrion, 
20 miles north of Thorndyke on the 

a survivor, a prisoner in the constable’s 
office, driven to madness by his inability 
to reach the night twist. While gathering, 
lu the party encounters Cyralane 
and a raiding party of deaf verbeegs 
Tracks of many villagers lead to the 
night twist’s nearby hilltop lair. Around 
the lair, clues indicate that most of 
the villagers were carried away toward 
the northeast. 

Shortly after nightfall, the night twist 
begins its song of despair and may affect 
party members if they are in range. 
To the northeast, the tracks lead to a 
cove where the party encounters Sven 
Condurson's warship and his crew. The 
Luskan filled his hold with slaves the 
previous night and sailed off towards 
Corriban Island, but found that the 

despair the slaves felt upon hearing, 
the night twist's song did not wear off 
ay Cyralane had promised, Some of 
the slaves died, unable to tolerate the 
unbearable pain and longing, Soon after 
the PCs arrive, the ship and crew return, 
looking for the night twist and Cyralane, 
‘The slavers want to kill them both for 

fects ofthe 
night twist's song, and may be potential 
allies against the creature. The fate of 

misleading them about the 

the villagers is in the PCs hands—only 
they can save them, or condemn them 
to death and slavery. 

ADVENTURE HOOKS, 
The adventure begins when the PCs 

the remote island town of Caer 
ted. Below are 

two ways to get them there: 
+ Queen Alicia has learned (thanks 

toa spy in the Luskan court) that 

arrive 
rion to find it de: 

a Luskan noble is leading an expe- 
dition to the area, but she doesn’t 
know the purpose or goal of the 
expedition. Concerned about 
the possibility of a new Luskan 

ee 

“res 



threat, she commissions the PCs 
to investigate the report. She tells 
them to start their search in Caer 
Garrion, as her information sug- 
gests that the Luskans are head- 
ing for the Korinn Archipelago. 

+ Pelcan Trosk, a young dwarven 
merchant, hires the PCs to search 
for his father, a famous adven- 
turer that disappeared in the 
Korinn Archipelago years ago. A 
DC 10 Gather Information check 
garners plenty of legends about 
the mysterious Corriban Island, 
and that hints Caer Garrion is the 
place to go to find out more. 

CHAPTER ONE: THE 
VILLAGE OF DESPAIR 
ser Garrion was named after a long- 
ruined fortress that once overlooked 
the straits of Alaron. ‘The narrow tower 
fortress was razed and covered by earth 
magic during Cymrych Hugh's first 
war against Kazgoroth. It is now buried 
beneath the spire mound about 450 feet 
west ofthe hamlet (see map)and referred 
to locally as “The Old Watchtower.” 

The village is a typical Ffotk 
agricultural center, home to fishermen, 
shepherds. and vintners. The townsfolk 
ange about the region on large, docile 
draft horses, tending the land within 2 
mile and a half of the crude rock pile 
walls of their town. 

Caer Garrion (hamlet): Conventional 
(mayor); AL LG; 100 gp limit; Assets 
1250 gp; Population 130; ixolated (67% 
human, 1% half-elf, 2% others). 

CAFR GARRION MAP KEY 
‘The adventure assumes the party 
arrives in the late afternoon, about 
an hour before sunset. When the PCs 
first sight the town, read or paraphrase 
the following: 

The small settlement is abnormally silent 
for the end of 2 workday. A thin plume 
‘of smoke rises from beyond the low rock 
wall that surrounds the settlement. Two 
dozen buildings, mostly thatch-roofed, 
fan be seen beyond the wall. The gate 
appears unmanned. The scene is disquiet- 
ingamong the idyllic low hills covered with 

fields of crops vineyards, and rock-walled 
pastures that surround the settlement. A 
short line of trees to the west separates 
the rectangular hamlet from a broad beach 
where a dozen fishing boats are docked or 
pulled up on the sand. The soft crashing 
of waves is amplified by the absence of the 
sounds of normal hurnan activity 

You should keep carefil trick of time in 
thisadventure,as the night twist’s despair 
song sounds 15-20 minutes after sunset. 
AAs the party explores the area, impress 
upon them the eerie stillness of the 
empty village. The night twist’s song of 
despair comes from the Old Watchtower 
hill (sce Chapter Two for a description of 
the effects} 

Except for a prisoner in the 
constable’s office and a boy hiding 

the fishing boats, the 
hamlet is completely deserted. 
under one 0 

THE RANCH 
“The doors of the lange ranch house are 
‘wide open. The ranch house is abandoned, 
and an unfinished meal sits on the dinner 
le. ADC 15 Profession cook) or Survival 

check reveals that the food is at a stage 
of spoilage that indicates it was served 
almost 48 bours ago. 

WALLED PASTURE 
Surrounded by 2 4-foot-high wall of 
piled rocks, this livestock enclosure is 
empty, A DC as Search check reveals 
clumps of bloody wool scraped on the 
rock wall near the gate, caused by a 
stampede of sheep alfe 
hungry verboegs 

by several 

HISHERMEN'S BEACIUDOCKS 
Most of the fishermen live in the 
village. One lives in a hut on the beach, 
but itis empty. Terib (LN human male 
commoner 2}, 2 14-year-old boy who 
spent the night on a nearby island 
setting up crab traps, came back early 
in the morning to find his family 
gone and the town abandoned. He 
panicked and now hides in his father's 
fishing boat. If found, he flees, telling 
his story if convinced of the party's 
good intentions through a successfl 
Diplomacy or Intimidate check. 

> EQUIPMENT 
DESCRIPTION: EAR 
PLUGS 
SIPC: may try to“plug thei ears” 
s using materials like cotton or wat. 
This condition does not render you 
totally deaf, but does grant a 41 cit- 
‘cumstance bonus to resist the night 

 twist’s despair song. Characters plug- 
‘ging their ears take a penalty on 
© Listen checks, as per the description 
3 earplugs found in the Arms and 

Equipment Guide page 22. 

GATE 
The hamlet's only watchtower, a rick 
ty, 15-foot-tall wooden construction, is 
abandoned. It overlooks a 10-foot-wide, 
1o-foot-deep open pit designed to slow 
intruders. Small and Medium creatures 
‘can walk around the edges of the pit one at 
atime. A1y-foot-long, 8-foot-wide bridge 
‘can be pulled over the pit when wagon 
traffic comes into town, but for now lies, 
Jjust beyond the pit. When in use, the soo 
pound bridge is usually pulled into place 
by two townsmen. At the bottom of the 
pit is the corpse of an elderly woman. A 
DC 10 Heal check reveals she broke her 
neck about 2 days ago. The tracks of many 
human-sized feet, some barefoot, lead 
from the gate area to the north and then 
the west towards the hill called “The Old 
Watchtower” by the locals. There are so 
many tracks it only takes a DC 10 Survival 
check to follow them, and thus the Track 
feat is not required. 

TOWN SQUARE (EL 10) 

Boxes, bags, crates, and barrels filled with 
food, tools, siverware, and other supplies 
are pled in the middle ofthe square, clearly 
looted from the surrounding buildings. 

(Creatures: Not all halfogres are mind 
less brutes—a rare few retain the quick 
minds of their human parent. These 
half-ogres are known in some regions 
as “human behemoths” but are usually 
called by the name they have chosen for 
themselves: verbeeg. Despite their rela- 
tively thin builds among giant-kind, they 
tend to be more ambitious than ogres and 
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TWISTED NIGHT | 
hill giants and offen manage to become 
leaders of tribes of these folk. Verbocgs are 
often deformed in minor ways—club fect. 
misshapen faces, or additional fingers of 
toes are common traits. These particular 
verbeegs are deaf (Players Handbook 307), 
and have been since birth 

Verbeegs have the same statistics and 
racial traits as halCogres, save that they 
are Medium sized and have the following 
ability modifiers: +4 Strength, ~2 Dexter- 

and +2 Constitution. For additioeal 
details on half-ogres, see pages 96-98 of 
Races of Destiny. 

(Cyralane and his support crew of six deat 
verbcegs are busy looting the unguarded 
town. Cyralane did not expect to see any- 
one in town, and panies at the sight of the 
PCs, He uses a fly spell to retreat to the 
ld Watchtower and prepare an ambush 
for the PCs, le 
bbchind. Cyralane should be considered a 
separate EL 10 encounter. His stat block 
can be found in Chapter Two 

ing his veebeeg assistants 

Veracecs (6) 
Male and female holf-ogre 
NE Medium giant 
Init4; Senses darkvision 60 8; Listen 

automatically fils, Spot +0 
Language Tribal Sign-Language 
KE 20, touch 10, flat-footed 20 
hp 47 (5 HD) 
Fort +7, Ref +2, Will +1 
‘Speed 20 & 
‘Melee 1 glove +10 (1410+14)3) 
Ranged ret composite longbow +6 

1686523) 
Baze Atk +5; Gep +10 
[Atk Options Power Attack 

Power Atta 
0, Con 16, int 13, Wis 

os 

Feats Deflect Arrows, Improved Unarmed 
Strike, Power Attack, Weapon Focus 
{glaive}, Weapon Specialization (glsive) 

Skills Climb +13, lntimidate +7, Jump +13 
Possessions +1 breusiplote +I slave, 
masteswork composite longbow (+5 Str) 
with 20 arrows, 20 gp. 
‘Tactics: The verbcegs fire their long. 

bows at the party and set up defensive 
positions around the general store, the 
building on the northwestern comer of 
the square. Cyralane is inside the general 
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store at the start of the encounter, but 
casts fiy on himself to escape back to the 
Old Watchtower hill 2s soon as possible. 

‘Treasure: The bags, boxes, and 
in the middle of the square are filled with 
assorted loot such as minor art objects, 
fancy clothing, blankets, wall decora- 
tions, and tapestries. It is obvious these 

od fro 
and their total value is 250 gp. 
items have been loo he town, 

CONSTAI ES ONICE 

Soft whimpering can be heard from this 
yy fortified stone building. A 

constable’s office. 

with iron 

As soon as the prisoner inside hears 
the PCs, he moans pitifllly and screams 

incoherently. Gerd (CN human male com 
moner 5: hp 9 (currently 1). the middle 

nable to exeape 
his jail cell when he was overcome by the 
night twist's despair song, Injored and 

aged town drunk, was 

disheveled, his ears and cheeks are caked 
i blood as he has punctured his own 

car drums to escape the despair he feels 
Ihealed, he does not escape the effect of 
the despair song, but speaks a bit more 
clearly about "darkness bringing on the 
songs of sadness beyond reason.” 

CHAPTER TWO: THE OLD 
WATCHTOWER 
The “Old Watchtower” ref 
ken remains of old Cocr Garrion,a tower 
fortress that was buried by Kazgoroth’s 
forces. Remains of the old fortification 

\de through the surface of the 
locations. 

ss to the bro- 



hat fly can reag 
easily, although it is overgrown with 

.s-covered, and full of bramble 
y branches. If Cyralane retreated 

and spots intruders, he casts his 
defensive spells and then tries to ambush 
the party 

LTIELD OF CAPTURE 
Ifthe PCs follow the tracks ofthe vill: 
they lead to the base of the bill a 

4 DC 15 Survival che 
with the Track feat tc 

2.10G TRAP (EL >) 
‘Trap: Cyralane set this trap in order te 
weaken attackers. Unless the PCs are 
hiding their presence, Cyralane isaware of 
them and has watched their movements 

int atop hill. 

Falling Log Trap: CR 7; mecha 

Creature: Cyralani 

todefe approach 
ifthe party takes an all 

CyRALANE 

Monste 
Init 42; Senses dark 

Language 

Space 10%. Reach 5. 
Base Atk 9: Grp 
Atk Options Pow 
Combat Gear p 

Sorcerer spells known 

reset; DC 

Elevate 
your game 

fi 

/ ze, x 

*Stackable magnetic markers 
to depict game information 
*Use with wet or dry erase markers 
Use our peel-and-stick metal 
base to convert your miniatures 

12 New Colors - 18 in All! 

Red - Critically Wounded 

Orange - Moderately Wounded 

Yellow - Mildly Wounded 

‘© White -NPC Markor 1-10, Name, ete) 
Light Gray - Sneaking, Hiding, Invisibility 

Dark Gray - Prone, Fat Footed 
Black - Dying 
Dark Purple - Possession 

‘Medium Purple - armed 

Light Biue - Levitation, Feather Fall 

Medium Blue -Fying Feet High 
Dark Bioe - ying 20 Feet High 
Dark Green - Diseased, Cursed 

Light Green - Acid 
© Medium Green - Poisoned 

Light Brown - Attack'Damage Modifier 

‘Medium Brown - Armor Class Mosier 
Dark Brown -Shape Changed 

www.aleatools.com 



BY STEFAN HAPP 

0 (6/day)—acd splash, arcane mark, dancing 
lights, dare (DC 15), disrupt undead, detect 
magic, prestidigation, ray of frost, read magic 
ready cast 

Bbilitios Str 22, Dex 14, Con 18, int 10, Wis 
10, Cha 20 

5Q summon familiar (hawk named Fluffsharp) 
Feats Alertness (when Fluffsharp is within 

reach), Dodie, Mobility, Power 
Attack, Practiced Spelleaster (incr 
sorcerer Cl by 4), Spring Attack 

Skills Concentration +14, Craft (tapmaking) 
+6, Listen +2, Knowledge (arcana) 5, 
Knowledge (nature) +3, Spelleraft +7, Spot 
+42 (¢5 In bright light) 

Possessions combat gear, +1 heen longspear, 
oak of Charisma +4, ring of protection +2, 
ring of resistance +2 (as cloak of resistance 

Cyralane 

+2), masterwork trapmaking kit silver and 
turquoise necklace worth 275 gp 
‘Tactics: Cyralane casts mage armor 

and false fe on himself hefore he enters, 
town. The centaur observes the party's 

with the veerbegs and attempts 
to compensate for their taeties with the 
appropriate spells. Unless the party uses 
stealth in their approach, Cy 
them coming and easts shield, fly, and 
resist energy (choosing, an energy type 
he observes the party use, or fire if they 
didn't use any). He uses his serolls of 
bear's endurance and bull's strength, and 
casts blink and true strike immediately 
before he attacks, 

During combat, be takes advantage 
of his speed and Spring Attack to keep 

out of reach of the party. He attempts to 
use Oiiluke’s resitient sphere to neutralize 
powerfil melee fighters so he ean focus 
oon the spelleasters. One of his favorite 
taeties is to retreat for a couple of rounds 
to renew filse life and true strike, before 
returning to Power Attack for his fll base 
attack bonus (as frue strike gives him an 
almost 

If he takes more than 20 points of 
damage, he flees (using dimension door) only 

appear later when the pasty is fighting, 
the night twist, Ifthe night twist is slain, 
Cyralane leaves the region. Every evening, 
Cyralane casts deafness on himself to resist 

aranteed hit) 

the night twists despair song, dismissing 
the effect when the erature stops singing 
IF the PCs fight hima while he is deaf, he 
has 2 20% ch: 
spells that have verbal components. 

ice to migeast any of his 

4: HORROR’S GROVE 

This peaceful hilltop grove has been 
enveloped with a scene af unimaginable 
horror. Dozens of bodies are scattered 
aniong the trees. The faces of the corpses 
are frozen in masks of absolute terrar, while 

ibly mutilated. 
Discarded limbs and heads, some with the 
spines still attached, are thrown haphazardly 
about, many stuck in the branches of the 

the bodies have been 

nearby trees, 

‘Those villagers not suitable for hard 
Tabor were not taken as slaves and left 
for the night twist here, Besta fe 
their terror and despair. The night twist 

don 

so long deprived of such a rich haul of 
victims, toyed with its prey for hours, 
There are 3o corpses here, If the party 
lingers too long, in this area or star 
casting speak with dead or similar spells, 
Besa attacks (see area §), 

TWISTED NIGHT (EL 15) 

This eerie grove of dead and dying trees 
is full of shadows, rotted moss, and fun= 
gus growing on branches. A foul-smel 
ing stagnant pool at the center of the 
grove is choked with hundreds of dead 
rats, pigeons, and other small animals 
The small, Furry bodies cover the ground, 
forming a squishy, fuzzy carpet of gore. The 



“The animals in this grove were 
affected by the despair song and came to 
the night twist, which made short work 

‘on the ground on the east side of 
stagnant pool, buildinga smoker oven 

jo smoke the meat from the carcasses he 
skinned and hung in the trees to bleed 

and drain, Torak knows the night twist is 
‘nearby and throws his spears to distract 
Attackers to help the night twist with its 
initial attack. 

Besea tHe Nicner Twist 
INE Large Pant 
“Monster Meow i110 
Int 2; Senses low-light vision, Usten #17, 

Spot v2 
Comunan, Elven, Svan 

AC 27, touch 12, flat-footed 27 
hp 202 (15 HD); OR L0/slashing. 
Fort 23 Ref 48 Will «14 
Immune plant traits 
Weakness fre wlnerability 
Sk 
Male 3 slarns «24 (248614) 
‘Space 10. Reach 20 8. 

Base Atk +11; Gep 429 
‘Ak Options Blind-ight, Improved Sunder, 
Power Attack 

Special Atk, despair son (OC 22), wind 
blast (OC 22) 

Spel-ike Abilities (CL. 10th) 
Sida-— blight (OC 20), deeper dariness 

‘extent, fear (OC 19) phatase biker 
(OC) 

Bities S39, Dex Con, 
14,Cha2 

an 

Hide-6 (610 in wooded or swampy 
areas}, Knowledge nature) +10, Listen 
417, Move Silently +8, Spot +12 

Death Carse (Su) The person who kis > 
ight twist must make 2 DC 22 Will sve 
or be cursed similar to the nightmare 
| spel. The victim has horrible nightmares, 
_ ets no restful sleep, and takes 1610 

points of damage, becoming fatigued 
304 unable to ready arcane spells for 24 
hours. The nightmares and damage recur 
‘every night until the curse ts removed 
‘or the victim dies. The curse can only be 
removed by limied wish or more powerful 
magic cast while the Viti isin the 
throes of the nightmare. If victim slain 
by this curse is buried, a new night twist 
springs feet from the ground where 
the victim was bured one month ate, 
2ppeanng 2:3 normal ron-ntelligent 
sapling unal maturty. 

Despair Song (Su) Every evening the night 
‘ist emits a sorrowful sound that affects 
ietims with an intelligence of 6 or 
higher within 750 feet. Those who fail 
3 OC 22 Will save are affected as if by 2 
‘rushing despoir spell (CL. 15th) and must 
seek out the night twist to the neglect 
ofall other tasks including meals aed 
sleep. Hf physically restrained or unable 
to reach the night twist, the victim takes 
1420 points of damage every night until 
the enchantment is removed, which 
requites a limited wish or more powerful 
magic. The effect also ends the round 
afer the night twist makes a slam attack 
against the ereature, Removing the 
victim from the area of effect does not 
‘end ths enchantment, although 2 12th. 
level bard using the song of freedom css 
feature can provide 2 victim with another 
sSving throne. The night twis's death 
ends the enchantment 

Unholy Grace (Su) night twist adds ts 
Charisma bonus to its ois saving throws 
and 353 deflection bonus to its armor ass. 

‘Wind Blast (Su) Ths ability ts simile toa 
st of wind spall thot emanates From 
the tree inal directions out to 120 feet, 
sable at wil a 3 free ation. Thi ability 
can be resisted with 3 OC 22 Fortitude 
‘ave, and the night twist uses i to 
‘extinguish any fies inthe area, 
Verbeeg (1): hp 47, ee page 32. 
“Tactics: The night twist uses its despair 

song 15-20 minutes after dusk. If the 
party avoids the effects of the song, either 
by being out of range of with successfil 
saving throws, the creature cannot sing 
again until the following night. In combat, 
the night twist avoids attacking creatures 
under the effects of the despair song until 
all active foes have been dealt with. 

CHAPTER THRI 
EMANCIPATION 
DESTINATION 
Sven Candurrson and his sister 
assisted by their marines, captured over 
a hundred villagers when the townsfolk 
‘were caught in the throes of the song. 
of despair. They bound them and 
force-marched them to their ships at 
Horscjaw Beach, sailing for Corriban 
Island the following morning. 

‘On the morning after the PCs arrive, 
Sven returns to Horsejaw beach. Many 
of the villagers Sven took as slaves died 
from the despair and Sven realized 
that all of the slaves would be dead by 
the time he arrived at Corriban Island. 
Me wants to punish Gyralane for the 
perceived deception. If the party does 
not reach Horsejaw Beach by noon 
on the day following the start of the 
adventure, Sren and his party move 
toward Caer Garrion to find Cyralane 
and kill the night twist. Since most of 
the slaves are very weak from the effects 
of the despair song, Sven only leaves 
four marines behind to guard them. 
If the night twist has already been 
slain, the lingering damage from the 
effects and the fact that the villagers 
now realize they are enslaved makes 
Inge and Sven unaware of the lifting 
of the curse, since the villagers are sti 
feeling despair. 

‘The poorly concealed tracks from the 
Field of Capture (area) in Chapter Two 
‘may lead the party to Horsejaw Beach, 2 
miles northeast of the Old Watchtower. 
‘The journey leads through pasture and 
fields. This chapter's encounters are set 
up for the party coming to Horscjaw 
Beach to find the missing villagers. 
However, if they delay, they encounter 
the entire Luskan raiding party, minus 
four marines left behind to guard the 
slaves. This raises the difficulty of the 
encounter significantly. 

Unless attacked, Sven and his troops 
altitude is unfriendly. If their attitude = 
can be changed to friendly or better, 
‘Sven is receptive to a suggested alliance | 
to gct rid of the night twist. Inge 
determined that killing the night twist 
sould free the surviving slaves from the 
ravages of despair and itdone quickly 

SS. 
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enough 
slaves to start clearing his land grant 

After defeating the night twist, the 
temporary alliance quickly dissolve 

ight still yield Sven enough 

‘Sven wants to cut his losses and leave 
the area with his slaves as quickly as he 
can. If the party questions Sven on the 
location of the villagers, his reaction 
immediately changes to unfriendly and 
he may attack if he senses weakness. 

Ad-Hoc Experience Award: Ifthe party 
successfully enlists Sven and his group 
inanall nce to destroy the night twist. 
awand the party experience points fora CR 
re encounter. 

THE CLIFIS (H1.5) 

Short cliffs overlook a scenic beach ringed 
Waves gently crash by shallow, sandy dune 

fields gone to weeds on the peninsula. A 
narrow double-masted galley-style warship 

;nchored in the waters offthe beach, tow: 
2 smaller cog. Tents are pitched on th 

toward 
casier descent to 

I down to ‘Thirty-foot-high cliffs le 
the dunes and beach. The cliffs have a 
gap that allows descent without sealing 
the sheer drop (which requires a DC 15 
Climb check). Sven Condursson is an 
astute tactician id made preparations 
to give him time 
force of Queen Alic 
him on the beach, 

uate if a large 
(s soldiers surprised 

Creatures: Cress, 
alcoholic and er 
Inge, wh 

satyr, is a hopeless 
ally dependent on 

supplies him with drink and 
arranges trysts with slave women. In return, 
the satyrand the four war dogs act as guards 
and scouts for the C 

‘War Dogs (4):hp 13 each; Monster Man~ 
wal 272. 

Cress the Satyr: hp 22; with pipes, 
‘Monster Manual 219, 

‘Tacties: The creatures hide in the 
pass leading to the beach. The satyr’s, 
Listen and Spot checks are reduced 

ndurssons. 

13 due to his state of inebriation, 
If he spots the party, he releases the 
hounds, which immediately 
baying loudly and ru 
the ships to raise the alarm. The satyr 

start 
ng toward 

tries to use his pipes to slow down 
the party, but runs if confronted, He 
blows a series of notes on his pipe 
that alert Sven Condurrson to the 
number of intruders. Ifthe number is 
less than twenty, Sven does not ake 
preparations to flee, but confronts the 
enemy on the beach, 

‘Treasure: The satyr has 83 sp,a4 gp, andl 
two bottles of “irebelly liquor” (Dracon 
i334, page 58) worth 50 gp per bottle. 
“Firebelly Liquor” is an alchernical brew 
that grants +4 0n Fortitude saves versus 
non-lethal cold damage for one hour per 
shot, Each ie has 25 shots. 

n humans are stacked 
tothe so mound of sandy 
ditt, The ocean waves break on the beach 

next toa ar 

0 the east of the camp. A 

bay. 2 sing ted, merchant cog 

onto the fe canted: 
each about twenty feet from he camp. 

Creatures: Sven's troops are burying 
the bodies of fourteen dead villagers 
here. The villagers died from the effects 
ofthe despair song that inflicted damage 
on them the night before. The Luskan 
sea reavers prefer sleeping in a tent on 



the beach than on a cramped raker filled 
with stinking and constantly cryin 
shves, so they've pitched their tents here 
A large pit has been dug in the loose 
sundy soil, but the bodies have not been 
pitched into the grave yet 

Sven Conpunsson cR10 
Male human ranger 4barbarian 6 
NE Medium humanoid 
Init «2; Senses Listen +7, Spot +8 
Language Common, illuskan 
KCB, 

uncanny dodge 
p20 (10 HD) 
Fort +11 Ref +8 Will +6 
Spd 40 0 
Melee +2 trident +16/+11 (14846) or 

12, at-footed 16; 

fent +1449 (1dB6) and 
ic handane +35 (1d6: 

Ranged mwk compete lo 

Base Atk +10; Grp + 
Ak Options Combat Reflexes, Power Attack 

ow 613/48 

Special Atks favored enemy +2 (humanoid 
[pumman), rage 2/day 

Combat Gear pot 

Ranger Spells Prepared (Cl. 1s 
ast—resist energy 

Biles Ste 18, Dex 14, Con 14, Int 
12, Cha 

SQ trap sense +2, wild empathy +3 
Feats Blind-fight, Combat Reflexes, Diehard, 

Endurance, Iron Will, Power Attack, Track 
Two- Weapon F 

Skills Chiemb «7, € 1 +6, Handle 
fide +9, Jump +9, Listen 

Move Silently 46, Profession (Sailor) +8, 
Ride 45, Search +3, Spot +8, Survival 48 
Swim 412 

Possessions combat gear, +2 chain shitt, +2 
trident, masterwork composite langbow 

theta of ogre Powe 
th 150 

Rage (E) Wh 
change as follows 

iver cloak csp 
7 ep 

aging, Sven's statistics 

C36, 
bp 100 
Fort +15, Will +8 
Melee «: 

uch 20, flat-footed 14 

436/22 (14848) and 
wk handane +35 (14663/«3) 

Abilities Str 22, Con 18 
Skills Climb ¥9, Jump #14, Swim 914 

Luskan Magine (6) crs 
Male human warrior 6 
NE Medium humanoid 
Init +1; Senses Listen =1, Sp 
Language Common, 
‘AC 18, touch 11, flat-footed 17 
bhp 33 (6 HD) 
Fort 16 Ref 43 Will «1 
Spd 20 
Melee muk scimitar 9/4 (1d6+2/18-20) 
Ranged mk light cr 

Baze Atk +6; Grp 
Atk Options Improved Unarmed Strike 

bow +8 

Combat Gear potion of cure light wounds 
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Abilities Str14, Dex 12, Con 13, Int 11, Wis 
9,Cha 8 

Feats Weapon Focus (scimitar), Skill Focus 
(Profession [Sallor)), Improved Unarmed 
Strike, Rapid Reload (light crossbow) 

Skills Balance—2, Climb-3, Profession 
(Gailor) 06, Swim +4, Use Rope +4, Spot +3 

Possessions combat gear, breastplate, 
heavy steel shield, masterwork scimitar, 
masterwork light crossbow with 5 42 
flaming bots and 20 standard bolts, 

ted by the satyr and 
rines hide 

‘out so feet from the camp, waiting for 
the PCs to begin investigating. They 
open fire on perceived spelleasters 
first and target one until it drops. If 
the party moves into melee, Sven and 
three marines engage while the others 
ready actions to fire bolts at enemies 
casting spells 

Treasure: The tents sleep four com 
fortably, and are insulated with strips of 
whale skin to make them water resistant 
and warm, Rach tent weighs 25 Iby and in 
worth 180 gp. Mundane supplies such as 
foodstuffi,shovels, and bedrolls are worth, 
a total of 48o gp. 

THE SHIPS (EL 9) 

The sound of low moaning and crying drift 
from these two vessels 

‘The PCs may use the rowboats to 
appr 
alternative ways to reach them. Ing. 
oblivious to their approach, as she is busy 
tending to the injured villagers in the bold 
of the raker. If Sven and his men retreat 
be they flee to Corriban Island, cutting, 
the old cog loose to increase speed, 

THE OLD COG 
This 60-foot-long, 20-foot-wide single 
masted sailing ship has a lower deck. Its 
best years are obviously behind it, as itis 
beaten and patched, its lower hull coated 
‘with harnacles, Sven intended to use this 
ship to carry excess slaves and treasure, 
towing it behind the Peregrine’s Prom. 
If Sven manages to escape, he cuts the 

ypes to this ship to facilitate his rapid 
departure and lets it drift away. PCs may 
be able to use it to follow the Peregrine's 
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Prow even though 
dition to catch the raker. If 
ship, the best the PCs can hope for is to 

the cog is in no con. 

arrive at Corriban Island a day or two 
b nd the Luskans. 

PEREGRINI'S PROW (Hu) 
Ten feet wide and 75 feet long, Peregrine’ 
Prow is a classic Luskan raker. Built for 
pure speed, the warship is not very sea 
worthy and tends to stick to coastlines, 
but its ramming power and exceptional 
agility makes it a feared predator of the 
costal trade routes, 

Creatures: Inge’s shield guardian 
prowls the top deck and attacks all 
intruders. Inge is ten jing to the slaves 
in the lower hold, where two marines 
assist in guarding the prisoners. Two 
ballistas are on the top deck, one in the 
bow and one on the small poop deck in 

the aft of the ship. Access to the lower 
deck is via the novable deck planks 
in the middle of the ship, which sit 
loosely on supporting edges and are 
often removed during fair weather. The 
deck planks in the middle are removed 
when the PCs come to the ship, opening 
the top deck to the lower deck 

Over ah ndred inhabitants of Caer 
Garrion are crammed into the lower 
deck, chained to the oars and rowing 
benches. If 1 night twist is still alive on 
the following night, more of the slaves die 
from the continued effects of the pair 
song, Even if the night twist is dead, the 
villagers remain chained up, most of 
them severely injured from the despa 

1g, and despondent over their fate. Six 
heavy chains run the length of the lower 
deck. The townsfolk are attached to the 
chains with leg chain loops, Breaking 



chains frees the prisoners, but the 
chains around their ankles remain 

and must be removed individually (these 
chains halve the slaves’ movement speed), 
Bursting the chain bonds takes a DC 
a6 Strength check and the chains have 
hardness 10 and 5 hit points. Moving on 
the lower level requires a DC 10 Balance 
shill check to move (as if through difficult 
ferrain) through the packed bodies of the 
villagers. Failure means no movement 
is possible that round. The villagers 
are considered helpless, allowing a 
character to end her movement in a 
square occupied by one of them, A Caer 
Garrion resident occupies every square 
‘on the lower level 

Iat Conoursson cro 
Female human cleric 9 (Umbertee) 
INE Medium humanoud 
Init +7; Senses Listen +3, Spot +3. 

‘Common, Muskan 
C17, touch 13, fatfooted 14 
hp 44 (9 HO) 
Fort 96 Ret 16 
Spd 30, 
Melee mwk dagger +8/+3 (1402/19-20) 
Ranged +4 dort +13/+8 (1445 plus poison) 
Base Atk +6: Grp «7 
‘tk Options Quick Draw 
Special Atks rebuke undead AJéay (+1, 

246+10) 
‘Combat Gear wond of sound burst (13 charges) 
Cleric Spells Prepared (Cl. 9th [CL 10th for 

‘ol spells}, +9 ranged touch) 
sth—slay living (OC 18), wal of ee” 
‘Ath—summon monster I, giant vermio, 

unholy light®(OC 29) 
yrd—bindness/deafess (DC 26) (4), magic 

emotions (3), desert 
ast—cure ight wounds (5), protection 

{fiom good? 
o-—ture minor wourds4)* 

D Domain Spell; Domains Evil, Ocean 
already cast 
Biles Ste 12, Dex 1, 

16,cha 12 
SQ:pontaneous casting inflict spel), water 

‘breathing 9 miniday 
Feats improved Initiative, Spel Penetration, 

Quick Oran, Skill Focus (Concentration), 
Skil Foeus(Intimidate) 

Skills Bluff +7, Concentration +15, Hide +3, 
Intimidate +10, Listen «3, Move Siently 
+3, Sense Motive 43, Spot +3 

Possessions combat gear, +1 studded leather 
‘armor, masterwork dagger, 3 ¥4 darts 
coated with purple worm poison (Dungeon 
‘Master's Guide 297), 14 pp 

‘Water Breathing (Su) The ocean domain 
ives Inge the ability to breathe 
underwater for up to 10 rounds per deric 
level per day, 
Shield Guardian: hp 112, Monster Man- 

wal 233, 
Luskanian Marines (2): hp 33 each; see 

age 37. 
Tacties: The shield guardian and 

marines attack the party to cover Inge’s 
spelicasting, She uses the intimidated 
villagers as cover while she uses her 
spells to attack the party from the lower 
deck. Inge prepared four blindness/ 
deafness spells to cast on her brother and. 
three marines while they searched for 
the night twist, but she docs not hesitate 
to use them in defense of the ship. "The 
shield guardian's qth-level spell is eure 
critical wounds, which it easts on Inge if 
she commands it or is knocked below 10 
hp. if her shield guardian and m: 
go down, she threatens to kill villagers 
with her wand. If captured, she reveals 
that the night twist holds the key to the 
villagers’ survival and must be killed. 

‘Treasure: A locked (Open Lock DC 15) 
chest in Sven Condurssonis cabin holds, 
2,000 fp. 

ABANDONED FARM 
‘Sven Gondursson and his men searched. 
this ruined farm and windmill when 
they arrived, but found nothing. How- 
ever, the top of the decrepit windmill 
hides the Caer Garrion town cleric, 
Cadder Belton (NG male human cleric 
3). If the PCs defeat the Condurssons, 
Cadder emerges from his hiding spot 

incl approaches the PCs, identifying 
himself and explaining that he was 
not affected by the despair song and 
was hiding nearby until he could get 
2 chance to “do something” He helps 
the parly rescue any remaining vil- 
lagers, calms them down, and helps 
get them off the ship and back to 
Caer Garrion. 

CONCLUDING THE 
ADVENTURE 
If the night twist is killed on the first 
night of the PCs arrival, 8 villagers 
out of 130 survive the ordeal. If it is 
not killed until the second night, only 
60 survive. If the third night brings no 
relief, the remaining villagers perish 
from the despair song, On the morning, 
following the third night, a large patrol 
of Queen Alicia's soldiers arrives at the 
village, alerted by a survivor of the first, 
despair song attack. The company com 
mander, Tellryn Riese, pays the party a 
reward of 500 gp, hands them a letter, 
and tells them to report to Caer Cal- 
lidyrr, where the kingdom treasurer pays 
them another 1,000 gp. At this point the 
adventurers may leave or the Queen's 
seneschal may offer them a commission, 
to investigate Corriban Island and clear 
the area of Luskan influence. 

‘Stefan Happ expresses great appreciation to 
the loveliest playtesters west of the Pecos— 
Jennifer Kilmer, Carol Sherman, Monica 
Hernandez. Tina White, and Bruce Campbell 
whose loveliness fluctuates greatly depending 
‘on his scotch consump 

ee 
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Enemies of 
My Enemy 

ggwily: Orcus. Malcanthet. Obox-Ob. Charon. 
‘These names are among the most notorious in the multiverse, appellations 

belonging to some of the most dangerous and powerful creatures on the lower planes, 
Heroes from countless worlds have raised their arms against these immortal focs and, in 
_most cases, these heroes have perished to their soul-blasting, life-ending might. Their lairs 
are ay notorious as they are: the River Styx, beautiful but deadly Shendilavri,the Gray Wastes 
of Hades, frozen Thanatos, and mind-numbing Zionyn. Simply entering one of these scions 
of evil is akin to suicide. 
Yet nowas the Prinee of Demons begins the final ritualsto bring the savage tide to the Material 

Plane, heroes must approach these iramortal villains not as enemies, but 2s allies. 
"Enemies of My Enemy"is the sath chapter in the Savage Tide Adventure Path, a complete 

‘campaign consisting of 12 adventures appearing in Dunc#ox magazine. For additional aid 
in running this campaign, check out Daacon magazine's monthly Savage Tidings” articles, 
a series that helps players and DMs prepare for and expand on the campaign. Issue #358 
of Deacon magazine features a map of the River Styx and advice for those who would use 
this notorious river as a route in exploring the lower planes 

‘The PCs should be roth level when they begin “Enemies of My Enemy,” and by the end 
of the adventure should be zoth level. 

|ADVENTURE PATH , HIGH-LEVEL (13TH-20TH),, PLANAR, 
PLAvTesTED ay EDWARD AUBERT, MATT E. CULVER, JAMES Lannison, GREG A. VAUGHAN 

AUGUST 2007 DUNGEON 41 



Adventure Background 
Demogorgon is the Prince of Demons, 
yethedoesnotcommand the unwavering, 
loyalty of the Abyssal host. Indeed, his 
foes far outnumber his allies, but the 
intrinsic chaos and hatred that runs 
so rife im the Abyss keeps his enemies 
from for ce against him. 
Demogongon faced no real opposition as 
he drew his plans to unleash the savage 

ning an alli 

tide upon the Material Plane, with the 
ultimate seeret goal of reconciling 
his own divided nature. If successful, 
he'll lose his dual mind, but the power 
he'll gain in return will be more than 
enough to give him the advantage he 
needs to ascend from Prince of Demons 
to king 
Many of Demogorgon’s enemies 

suspect that he’s up to something, 
and one of them (Malcanthet) knows 
about the savage tide, yet none of 
them suspect that the results of 
non-intervention could be quite so 
devastating for the Abyssal power 
structure. Yet even if they did learn 
this, their chaotic natures alone would 
keep them from allying to oppose 
Demogorgon. They need someone 
to broker such an alliance, and while 
they might curse and writhe and rail 
against such a notion, they are ready 
to Join forces. Their fear and hatred 
of Demogorgon is enough to convince 
them to unite, for however short a 
time, against this common enemy. 

42 DUNGEON AucusT 2007 

Adventare Syaopss 
After releasing one of Demogorgon's 
ex-lovers, Shami-Amourae, from her 
prison on the Wells of Darkness, the 
PCs endured a brutal counterattack 
by the Prince of Demon's forces that 
included a catastrophic redirection of 
the River Styx. Enraged at this affront, 
Charon himself arrives not long 
thereafter to investigate and grants 
the PCs passage on the River Styx if 
they promise to punish Demogorgon 
for his audacity. 

Using the River Styx, the PCs travel 
across the Abyss, Hades, and Arborea, 
recruiting powerful agents in the 
battle to come against the Prince of 
Demons. As their allies mount, though, 
Demogorgon grows concerned, and as 
the PCs near the completio of their 
task, he sends a force from his armies 
to deal with the them. Assuming they 

the PCs are now prepared to 
launch their assault on Gaping Maw. 

Adventure Hooks 
This adventure begins where “Wells 
of Darkness” ended, with Charon 

ng the PCs. If you're not 
ng “Enemies of My Enemy" as 

part of the Savage Tide Adventure 
Path, you can use this adventure in a 
couple of interesting ways. 

First, you could run this adventure 
in place of any “army-gathcring” stage 
in an ongoing campaign. The actual 
threat posed doesn't matter, be it the 

yee tide or an invading pantheon 
or the return of a long-lost deity like 
‘Tharizdun—all that matters is that the 
PCs need to gather a powerful host of 
allies to their cause. 

‘Second, you can use any ofthe chapters 
of this adventure as a campaign seed of 
its own. Full statistics for a number of 
villains are provided, any one of which 
‘can serve as an excellent antagonist for 
a campaign of his or her own. 

PART ONE: THE WITCH 
QUEEN 
At the end of “Wells of Darkness.” the 
PCs learned from Shami-Amourae that 
‘Demogorgon intends to merge his two 
personalities by siphoning off the col- 

lected savagery of a world gone mad. 
If he achieves his goal, Demogorgon 
will become dangerously powerful and 
dozens of cities from the PCs’ home 
‘world will be destroyed. Shami-Amou- 
rae warned the PCs against opposing 
Demogorgon on their own, and even 
went so far as to suggest that they gather 
an army with which to assault his realm. 
‘She had no interest in taking part in such 
an assault, but gave the PCs the name 
of one who perhaps knows more about 
the Abyss and the politics of its squab- 
bling rulers than any other ereature—the 
witch queen Iegwils. 

Shami-Amourse plane shifled away, 
leaving the PCs on the slowly expand- 
ing shores of a new lake on the Wells of 
Darkness—a lake fed by the River Styx 
Before the PCs have a chance to retreat 

sinister shape 
approaches from the fog ancl spray, a 
gaunt humanoid figure dressed in dark 
robes, poling a gothie skiffalong the sur- 
face of the Styx. As a DC 35 Knowledge 
the planes) can confirm, this figure is 
the caretaker and ferryman of the River 
Styx—Charon. 

elsewhere, though, 

Hail Charon! (RL 22) 
As the dark waters of the River Styx 
plunge from the hole that Demogorgon's 
magic tore in the sky, Charon takes note. 
Never before have the waters of the Styx 
been redirected ii 
manner, and it takes Ct 
moments to pinpoint the source of the 
deviation in the Wells of Darkness. He 
arrives on his skiffafter Shami-Amourae 
leaves the party but before they leave the 

such an invasive 
nly a few 

area themselves. If the PCs manage to 
leave the scene before his arrival, Charon 
uses a wish to determine where they've 
gone and approaches them to question 
them on their involvement. 

{As soon as Charon reaches the shore of 
the new lake, about yo feet from the PCs, 
he whispers to them, “What have you 
done to my river?" His voice is clearly 
audible over the gurgling water. Charon 
knows that mortals lack the power lo 
redirect the Styx, and gives the PCs 2 
moment to explain themselves 
When he finds out the PCs are work- 

ing against Demogorpon, Charon asks 



for their apologies for the small part they 
played in diverting the Styx—after all 
had they never attempted to free Shami- 
Amourae, none of this would have hap- 
pened, Any character who refuses to apol- 
ogiee angers the boatman enough that he 
attacks them (see the sidebar) 

Assuming the PCs do apologize (Charon 
graciously accepts even surly or gradging 
apologies}, he nods, then invites them to 

him in his skiffso he may take them 
‘away from this place. As soon as they do, 

sky above 
and, with a wave of his staff, the flow of 
he turns to fice the rift in th 

stygian waters reverses Very quickly, he, 
the PCs, and his skiff are swept up and 
th s behind 
them as they return toa point somewhere 

the rift, which clo 

in the depths of the lower planes. As long 
as the PCsare in Charon’s skiff they need 
not fear the effects of the notorious river. 
Charon languidly poles the boat along the 
midi waters, passing by empty cities, 
ruined hellscapes, and other dark avenues 
of the soul. Eventually, he speaks. 

re taken enough of those fool t 
the span of the mortal 

shifts 
» the other 

their rewards 01 
tain.” He pauses as he boat: 

hook from one hand as he 
hift and waver as the Styx does, the shore 

passes from one lower realm to the next 
“You need distractions and allies. | know 

of some of his enernies—the Dark Prince, 
the Lord of Undeath, the Prince of Vermin, 
the Court of Stars, Yet | know not which 

Fighting Charon 
{the party decides to attack Charen 
(becuse he's obviously evil or far 
some other neas0n) let them fight. 
‘Charon's. 2 dangerous foe, but riot 
completely beyond the PCs’ power 
10 defeat. Yer even if they do defeat 
him, Charon does not die. He merely 
reforms again atthe Sts source, and 
within 2g hours he peeks out the PCs 
again to atsault them. He continues 
bis daily stacks on ther, recruiting 
larger and larger numbers of yugo- 
loth alies until the PCs finally apolo- 
gize or are sain 
if the partyisslain by Charon, they 

fing their souls joining him in his 
skiff ache prepares to ferty them to 
the afterlife. At this point, the PC= 
can do nothing but listen ta the 
ferryrnan-—a5 gpirits, they have no 
aay to attack, oppose, oF resist him. 
With his captive audience, Charon 
silently repairs the rift in the Styx 
find then tbkes the PCs away from 
the Wells of Darkness, interrogating 
them about thelr role in the event 
a5 they glide silently through dead 
cities and dark hellscapes, 

‘When Charon learns that the PCs 
‘oppose Demogorgon, he grows 
thoughtful for a moment, then offers 
to return ther al to life (they agree 
to one condition=they must each 
give him a magic ite or object 
worth 20,000 gp as. penance for 
resisting him, or must pledge their 
soul to him ence they die again. PCs 
who pledge thelr souls te Chaton can 
never again be raised from the dead 
‘once he restores thern to life. 

possess the information you seek. A: 

home, but yoUF negotiations ‘with her are 
your own to forge. Will you accompany 
me2" The cloak figure stands per 
Fectly still, awaiting 

Ifthe party accepts his invitation, 
he simply nods, The skiff moves, 

Styx quickly along the passing, 
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‘The River Styx 
The River Styx winds through the 
ower planes along a route that leads 
through Hades, Carcen, Gehenna, 
Pandemonium, Hell, nd the Abyss. 
The waters of this legendary river 
2340 datk and languid, ippling with a 
‘int greasy sheen. Any creature who: 
toveher the water must make 2 OC 
27 Fortitude save or be struck with 
total amnesia—treat puch 3 charac- 
ter a8 (fhe had been feebleminded. 
Even those who make this saving 
throw lore their memories of the past 
8 hours. Prepared spells remain in 
memory, athough the victim: might 
not realize they'te prepared. Evil out- 
Siders with the aquatic subtype are 
immune to the memory-draining 
Fleets fthe River Styx, and crestures 
that do. not have lotelligence scores 
{like most constructs) are not affected, 
as they have no true memories to be 
‘erased, but all other living. creatures 
are affected, even if they are normally 
iowhuine to mind ificting effects 

‘AOC 3B Knontedge (the planes) 
heck reveals that the River Styx con 
be used to travel between the various 
ower planes, but that such travel ix 
regulated by dangerous yugoloths 
known as marraenoloths, and that 
the master of these evil boatmen Is 
the ferryinan of the dead himself 
‘Charon, OF course, once the PCs 
recieve Charon’ permission and 
blessing to use the Sea Wrernon the 
River Styx, they cend not worry about 
the dangers of unexpected encoun. 
‘ers while they remain on their ship 
Its a DC 25 Profession (sailer) check 
to eeach any paint on the Styx, and 
due to the river's unstable, shifting 
nature, It always takes 1d20 hours to 
reach 3 destination. 

through ren landscapes of death 
despair, and ruin, each more depressing 
than the last, In 1d20 hours, the skiff 
reaches a dull and depressing place: the 
realm of Nillheim on the Gray Wastes 
of Hades. Ragged tors and cliffs line one 
bank of th 
stretche 

River Styx, while the other 
offinto an endless swampy moor. 
ts writhe and twist 

the horizon, and the entire realm seen 
the PCs 

deeper into Niflheim, vision through the 
devoid of color. As Charon pole: 
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drops toa maximum of 100 feet, So 
a dark shape looms before the 
the skiff 
into a welcome but unexpected sight: the 

rows closer, the shape resolves 

Sea Wyvern. 
As they approach, the PCs 

the ship's confused crew milling abo 
affled deck —they are unharmed bu! 

sowing increasingly nervous 
strange environs. The Sea Wyvern itself is 
docked ata gray wooden pierthat protrudes 
from a rocky shore, beyond which a ledge 

the PCs arrived at their destination, 
that he has b 
then 

ht the Sea Wiyrern to 
for them to use, He grants their 

ship permission to ply the River Styx as, 
longas they oppose Demogorgon, and as 
he draws near, the PCs can see that the 
wyvern figurehead now bears Ch 
mark upon its fice—a 
are affixed to the wyve 
2s these coins remain, the PCs can safely 
sail upon the Styx 

Charon brings his skiff up alongside 
the Sea Wyvern, and as the PCs debark, 
he points to the ledge leading up the 
cliff face and says, “Iggwilv’s manor 
awaits at the top of this ledge. Tend to 

when they realize where they've come 
to, and it would not be well for them to 

g here. And take care on your 
approach—the witch queen does not 

a 



leave her grounds unguarded. 1 must 
take my leave of you for now, but when 
you have gathered your army and are 
prepared forthe assault, whisper in your 
ship's figurehead!'s car and I shall return 
toaid you one last time” 

With that, Charon pushes off the Sea 
‘Wyvern’ hull with his pole and in the span 
‘of only a few seconds fides into the mist. 

Consult pages 161-162 of the Dungeon 
‘Master's Guide for the planar traits of the 
Gray Waste of Hades; in particular, note 
the rules on the plane's entrapping trait 
‘on page 162. The PCs would do well to 
keep their time in Hades short. 

Iggwilv's Landing (EL 18) 
Beloved and hated of Graz'zt, Matriarch 
of Diabolists, Mother of lux, Daughter 
‘of Baba Yaga, Apprentice of Zagig, the 
Witch-Queen of Perrenland, and author 
of the Demonomicon, Iggwily currently 
dwells with her apprentices in the 
Grey Wastes of Hades. Iggwily is an 
archmage, her apprentices arcanaloths, 
and her guard dogs linnorms, so her 
privacy is impressive. 

Give the PCs time to reunite with 
their crew, but as soon as they turn their 
attentions toward the ledge leading up 
into the mists, have them make Spot 
checks. The PG who rolls the highest 
notices a wolf-headed humanoid figure 
approaching the pier from the ledge, 
waving them away. A moment later, the 
waters along the shore churn and froth 
26 two immense monsters, snakelike 
dragons with gray scales and long 
thin snouts, surge up onto the shores 
to roar angrily, although it's unclear 
if the dragons have taken offense at 
the intrusion of the PCs oF the wolf: 
headed man. 

Creatures: The wolfchesded man 
‘wears fine robes and has cars adorned 
‘with expensive rings. This is Sembra, a 
particularly vile and weaselly areanaloth. 
Like Iggwilv’s other arcanaloth appren- 
tices, Sembra doesn't appreciate the idea 
of competition for Her Excellency’s 
time, and as the first to notice the PCs? 
arcival, is simply looking foran excuse to 
show the party off the grounds, The two 
dragons are stygian linnorms—mon- 
strous guardians enthralled by Tggwily 

goushory. 

but not quite as loyal to her apprentices. 
Sembra eyes the linnorms warily, then 
calls out to the Sea Wyvern. 

“You aren't expected by Her Excellence. 
Ifyou value life, you would debark from 
here now, belore her pets grow braver. 
You are not wanted here!” He doesn't 
wait for an answer, instead signaling to 
the linnorms that they are to attack with 
flip of a hand before he teleports back 
to Iggwilv’s manor above. 

Stygian Linnocms (2} hp 243 each; see 
the appendix. 

‘Tactics: Before the linnorms emenge 
from the Styx, each casts fly on itself 
‘When combat begins, they slither hor- 
‘ibly into the air to circle the Sea Wyvern, 
opening battle with quickened enertions 
and a breath weapon attack. although 
they take care not to harm or attack 
anyone in contact with the Sea Wyvern 
itself, for fear of angering Charon. Ifthe 
PCs realize they're safe as long as they 
‘remain in contact with the ship and use 
ranged attacks against the linnorms, the 
dragons roar in frustration and return 
to the waters to wait for the infuriating 
intruders to leave the safety of the pro- 
tected ship. A linnorm retreats to its lair 
if brought below So hit points 
‘Treasure: The linnorms keep their siz- 

able treasure heaped in a nearby under- 

My unexpected guests—T regret that S have 

been unable to meet with you to discuss matters 

of mutual interest, or that my pets may have 

caused you untae harm. 

My researches require my fidl attention for 

nother hour please fallow my cat and await 

ine in the Demonhunter’s Room. F will join 

SGV 

water cavern, The waters of the Styx are 
{40 feet deep in this cave,and darkenough 
to limit vision to 10 feet, Retrieving the 
treasure likely requires exposure to the 
dangerous river waters. 

‘The treasure includes 27,676 gp, two 
star rubies worth 1,000 gp each, two 
huge moonbars worth 4,000 gp cach, 
two pieces of jade worth 100 gp each, a 
pair of flawed yellow diamonds worth 
Soo gp each, a carved masterwork 
harp of chestnut with ivory inlay and 
black sapphire gems worth 5500 gp, an 
‘amulet of natural armor +4 shaped like 
2 twisted trident impaling a dolphi 
and a darkwood helm of telepathy carved 
to resemble a nest of snakes with softly 
glowing emerald eyes 

Iggwilv’s Masor 
‘The ledge winds up the side of the cliffto 
a height of 180 feet abore the Styx below. 
Here looms Iggwilt’s Manor, a sprawling, 
mansion of gothic eaves, spiked crenel- 
lations, and iron and darkwood wain- 
‘scoting. Demonic gargoyles leer from 
the comers of the roof, and a cold iron 
Fence encloses the immense structure, 
‘The gates in this fence hang open in 
absent invitation. Within, a few dead, 
Teafless trees decorate the courtyard. A 
short path, made of faces chiseled off 
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dozens of Iggwilv’s enemies who were 
turned to stone by her magic, leads up 
to. 10-fot-tall front door. 

As the PCs approach, Iggwilv’s three 
arcanaloth apprentices take action. 
From the depths of the manor, one 
uses telekinesis to cause an envelope 
scaled with wax bearing Iggwilv’s seal 
to float up to the first PC to enter the 
manor. Within is a short note written 
in delicate script (see Handout 1). 

As the PGs finish reading the note, 
another arcanaloth casts polymorph to 
assume the form of a black cat and 
teleports into the parlor. He affectionately 
rubs against the leg of the PC holding the 
note, then quickly moves down 2 ball to 
the left toward the drawing room. 

If the PCs see through the deception 
and attack the arcanaloth,or ifthey decide 
to explore the manor on their own, the 
apprentices are forced to improvise and 
spring their ambush immediately. The 
other two arcanaloths teleport in to aid 
the first and attack the party as detailed 
in the neat section, 

‘The Deawis Room Ambush (EL 20) 

The Demonhunter’s Room is 2 well 
appointed drawing room, its wall lined with 
shelves of books, a smal niche containing 3 
statue of 2 cowering wock demon, 2 small 
domed ceting covered in gold leaf forty feet 
above, and four beautiful stuffed leather 
chairs. One ofthese chairs floats three fet 
inthe 

Creatures: The three arcanaloth 
apprentices wait here, invisible, for the 
PCs to make themselves comfortable. 
If the PCs notice them, they begin 
their attack immediately. Otherwise, 
one creates a major image of a black- 
haired woman wearing a rich purple 
leather corset over a black robe in the 
floating chair. The woman squints 
for a moment, then waves her hand 
at the chairs below her and says, “Sit, 
sit” She brushes back her hair. Why 
are you here? I try very bard not to 
have visitors. If you have something 
to deliver, hand it over and then please 
leave. You have interrupted a major 
summoning, so make it quick” 
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While one arcanaloth uses this 
illusion to try to convince the party 
to leave immediately, threatening, 
sneering, and mocking the PCs with 
gleeful abandon, the other two move 
into positions around the room so 
they're surrounding the PCs. If the 
party discovers the ruse, or if they 
refuse to leave after 4 rounds of 
conversation, the arcanaloths attack. 
The statistics presented for 

arcanaloths below are revised from 
their appearance in the Monster 
Manual Il; they've not only been 
updated to the 35 rule set, but have 
been developed to be more powerful 
to more accurately represent these 
monsters as the dangerous fiends they 
have traditionally been. 

‘Sempra, Sovasnt,ano Riooer CRIT. 
Arcanaloth yugoloths 
Always NE Medium outsider (evil, 

cextraplanar, yogoloth) 
Init +14; Senses darkvision 60 f, Listen +33, 

Spot +33 
Languages Abyssal, Draconic, Infernal; 

telepathy 100 f. 
AC 35, touch 20, flat-footed 25 (+10 De 

+15 natural) 
bhp 243 (18 HD}; DR 15jgood and silver 
Immune x<id, mind affecting, ponson 
Resist cold 10, electricity 10, fire 10; SR 26 
Fort +20, Ref +21, Wal +15 
Spd 30 My SOR. (good) 
Melee 2 claws +28 (1d6+5 plus 146 Strength 

drain) and 
bite 423 (26642) 

Base Atk +18; Grp +23 



| | 

{Atk Options Arcane Strike, Flyby Attack 
Special Actions summan y 
Sorcerer Spells Known (Ck. 12th; + 

h fd (OC 24), 

31d (8/dayp 
fie ning bolt (OC 22) 

1nd (/day)—flaming sphere (OC 2 
ate objec, scorching ray, shatter (DC 

2), web 
ast B/day)—burning hands (OC 20 

imprehend languages, mage armor, 

Spell-Like Abilities (CL 17th 
will alter zl fear (OC 

objects only), heat metal, invisibility 
magic missile, majo (0C 20) 
telekinesis, warp wood (OC 19) 

Abilities Str 20, Dex 30, Con 28) Int 23, Wi 
18,Cha 24 

5Q flight 
Feats Arcane St 

wif evoker 
i, Fy 

Decipher Script +27, Diplomacy +30, 
7, Gather Information 428, 
430, Knowledge (arcana) 

427, Knowledge (the planes) +27, 
Knowledge (any one other) 427, Listen 
+33, Spelleraft +29, Spot 433, Use 

28 
Arcane Strike Activating this 

Magic Device + 
Feat ia free 

action that does not provoke an attack 
unity. When an arcanaloth 

for 1 rou 
1 sacrificed, as well as extra damage 

equal to 144 points x the level of the 

spell sacrificed. This feat originally 
appeared in Complete Warrior 

Flight (Su) An arcanaloth’s ability to ly 
2 constant magical effect that c 
be dispelled, 

Spelis An 

Strength Drain (Su) 

4 DC 28 Fortitude save or take 1d6 point 
of Strength drain, On a successful save 
the creature takes only 1 point of Strength 
drain, The save DC is Constitution-based, 

Summon Yagoloth (Sp) Once per day, an 
arcanaloth ean automatically sursmon 
another areanaloth, A summoned 
areanaloth remains for hour, This abil 
is the equhaalent of 2 

Swift Evoker (Ex) An arco 
particularly a 

h-tevel spe 
loth 

at quickly cx 
ation. Once every 

4 rounds, an arcanaloth may cast 

action, 2s fit were 3 quickened spe 
‘An arcanaloth may cast evocation spells 

n this manne even if that spells east 
spontaneously. Many arcanaloths ave fond 
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of casting burning hands in this manner as 
they attack with their claws 

Skills Arcanaloths gain 2 +8 racial bonus on 
Listen and Spot checks. 
Tactics: The 

invisibly 
arcanaloths float 

near the ceiling of the 
rdinating their ambush 

They be 
hain lightning spells each. 

telepathically in combat by 

They prefer to avoid melee entirely 
but if forced into it take advantage of 
Arcane Strike to increase their damage 
dramatically. Once reduced to less than 
50 hit points, an arcanaloth teleports 
away to hide and nurse his wounds, but 

Iggwilv 

chances are good that the battle doesn't 
last that long. 

Landerbold 
Only idg rounds after combat with the 

Iggwils’s fourth 
apprentice (an arcanaloth named Lan- 
derbold) 
have been up ta. He uses pelymorph to 

apprentices begins 

realizes what the other three 

disguise him 
teleportsi 
Any surviving arcanaloths panic at the 

Af as Iggwilv and then 
the Demonhunter’s Room 

appearance of what could be Iggwily 
and immediately dro heir knees 
and beg for mercy. Landerbold glares at 
the 
think better of punishing them. He com- 

p, raises an arm, and then appears to 

mands the apprentices to leave at once 
and they do, teleporting away to nurse 
their we 

Land 
in the floating chair 
bidding them to takea seat 

nds and bruised egos. 
yen moves to take a seat 

Fie elie nestayae far 
ybrathers—theyare foots 
d childres 

This 
0 get the party to leaw 

of course, yet another attempt 
the PCs remain, 

or ask an audience with Iggwily, he'll 
jo them. A DC go Dipl 

convinces him that Iggwily actually does 
listen macy check 

need to hear what they have to say. Ifthe 
PCs mention that Charon brought them 
here, grant them a +10 bonus on the 
Diplomacy check. Alternatively, Lander. 
bold accepts bribes of any magical item 
worth at least 10,000 gp to arrange a 
meeting with his Mistress. Once the PCs 
convince him, he sighs in defeat before 
speaki g again. 

“All is well, | assure you my mistress can 
meet with you, She'll understand about 
the bloodshed, It was overdue—those 
fools needed a lesson in humility, Gather 

nor stairs in your best 

Ad Hoc Experience Award: Once the 
PCs finally secure an audience with kggwih, 
award them a CR 18 experience award. 

Andience With Iggwily (EL 30 
Landerbold 

meets them as promised at the top of the 
Once the PCs are ready, 

manor stairs in the main hall. He leads 
them through a doorway carved with 
runes on top of runes, The room beyond 
has a domed golden ceiling and three 
windows that look out on three different 



Landscapes: o ye River Stys, 
‘one is a view ofa gray and wind-swept city 
‘of demons, and the third is.a lush tropical 

perhaps the Isle of Dread, 
at the center of the room 

island. 

surrounded by floatis 
disembodied whispers is a woman with 
black hair and bright eyes, A leering 
quasil_ perches protectively atop the 
chair’s high back just over the wornan's 

ead, Landerbold bows deeply, then steps 
into the shadows along the room's walls, 

Fora minute, Iggwilv ignores the PCs 
pletely, then she pushes one of the 

float ks aside 
in something that sounds 

Dit like Abyssal, or perhaps something 
older (obyrith-inflected Ancient 
Abyssal}, She waves the PCs closer, and 
her chair descends until it's floating 
inly an inch off the ground. As the PCs 

round her, Iggwily speaks. 

You seek my aid, What is it that ve 
so that you would risk death in securing, 
‘my assistance?" 

Iggwilv’s initial attitude is unfriendly. 
Whoever responds to her qu 
make a Diplomacy check after sta 

n must 
e 

this 
check if he addresses Iggwily in Abyssal 
his case. He gains a 42 bonus 0 

By displaying his knowledge of both 
and the planes by making a DC 35 

and Knowledge (the 
)checks,a character ean gain another 

+4bonus on this check. Shameless flattery 
tempered with knowledge of Ipgwilv’s 
accomplishments, (a DC 45 Knowledge 
[history] check grants another #4 bonus. A 
gifl ofa mapic item grants a 41 bonus per 
5,000 gp value ofthe item offered. Finally, 
if the PCs present her with a copy of the 
Demanomiean (such as the ove they might 
have recovered in “Wells of Darkness") 

bonis on the check. they gain a 
In order to secure Iggwily’s aid, the 

PCs must adjust her attitude to at least 
friendly with a DC a5 Diplomacy check. 
If they fail to do so, Iggwily impatiently 
sends them away—their opportunity to 
draw upon her lore and aid has vanished. 
Barring extremely miraculous develop- 
ments (such as a PC successfully affect 

ing Iggwilv with a charm person spell), the 
PCs must continue to build their army 
without her assistance, a difficult task 
indeed. Inti idate is useless against 
Iggwily, if only because her mind blank 
renders her immune to fear. 

Once made friendly, lggwily smiles, an 
expression at once both seductive and 
terrifying, She bids the PCs sit in nearby 

s, then asks them to recount, in 
detail, the events that led them to this 
point. Once they're done, Iygwilv nods 

“You are either very brave, or ry foolish. In 

2 different 

d take action against you, crush you t 
paste and destroy all you hold dear before 
you could approach a point where you 
might be able to someday h urt me. That day 
may yet come Yet itis not today, 
| will help you, but know that opposing the 
Prince of Demons is not an idle choice, 
It is a choice that changes your life, your 
very existence, for what comes fer, Things 
will never be the ime For you. For me as 
well, suspect. And so, while | will aid you, 
each of you owes me. | shall collect upo 
this debt at some point in the future, in. 2 

our bargain, rest assured Ile 
extracting my price from your dying souls 

sweetly, waves a hand, and tall 
ur hands 

With another wave of her hand, 
Tggwily conjures up a low table, 
chessboard of bone and obsidian inlaid 
in its surfac carved 
in the likenesses of each of the PCs and 
their current allies, such as Lav 

The white pieces a 

ia and 
Harliss, The black pieces represent not 

mg the 
planes Astute PCs may quickly note 
just foes, but possible allies 3 

none of the pieces are representations 
of gg 
just smiles and says, “Come now... 'm 
‘no pawn to be played with!” 

One by 

ily; if they comment on this, she 

Tegwile picks up each of the 
black chess pieces and speaks to the PCS. 

Charon: "| sce that you've already 
begun. Charon holds fresh rage for 

Demogorgon, and his position in the 
alliance is already secure. Well done.” 
She places Charon's figure back on the 
chessboard 0 white square,and as she 
does, the piece turns white as well, 

Graz'at: “Abhh, dear old Graz'zt, My 
Dark Prince, Only one in the Abyss 
detests Demogorgon as much as he, but 
unfortunately, Graz't js... embroiled, 
suppose is the word... elsewhere, with a 
certain Queen of Spiders. Not that he'd 
be able to set aside his paranoia and ego 
Jong enough to join in any alliance he 
hrasnit spearheaded. 'm afraid you'll find 
no aid here She drops Graz‘at’s piece 
down onto her lap with a smile 

Oreus: “Here, however, you'll find 3 
kindred spirit. Orcus has had his share of 
troubles of late, and I dare say he may be 
open to the possibility of an alliance. Be 
‘wamed, though, He does enjoy violence.” 
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She sets his piece down on a white square 
and it turns white as well. 
Gwynharwy£ “This one you'll b: 

no problems gaining aid from, but you 
might find it difficult reaching her. 
‘And even then, her lover Morwel keeps 
her on a short leash in matters relating, 
to Demogorgon, There was, shall we 
say, an incident several centuries ago. 
But do a few fa nd she'll be all 
yours.” She sets Gwynharwyf down on 
a white square. 

Maleanthet:“You may not realize it,but 
this vile slut’ been in the game for quite 
some time already. Longer than any of 
the others apart from Demogorgon, in 
fact. Longer than you, in any event. But 
shell play hard to get. She might not be 
willing to donate an army, but I'm certain 
she'll be willing to part with some of her 
charms if you ask really nicely.” She sets 
Maleanthet down on a white square. 
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Obox-ob: “I mentioned before that 
only one can match Graz’xt in his hatred 
‘of Demogorgon. This would be the one 
Obox-ob ruled here once long ago 
Before even I was a sparkle in the cye 
of the cosmos. He wants to rule here 
again, and while none of us particularly 
‘want that, he has his uses. He can't be 
reasoned with, but he can be trusted to 
act upon his hatred, 
determine a way to get hi 

'N just need to 
n to where he'll 

do the most damage.” She sets Obox-ob 
down on a white square. 

Bagromar: “This one 
not recognize, but he serves close to 
Demogorgon. One of the twin generals 
of his armies, in fact. 1 don't expect 
you'd be able to defeat him, but I've 
heard some most delicious rumors 
that he's a bit dissatisfied with his lot 
of late—a spot of jealousy about his 
twin brother Tetradari 1 suspect 
And where there's dissatisfaction, there 
can be dissent. I'm not sure how you 

use that to your advantage, but you 
red this audience with me, which 

tells me that you're smooth talkers and 
resourceful, if nothing else.” She sets 
Bagromar down on a white square. 
Demogorgon: At the end of 

speech, Demogorgon remains the only 
black piece on the board. Iggwilv picks 

her 

him up, turns the piece over in her hand 
as she studies it, then sets it back down 
on a black square surrounded by the 
white figures. An cycbrow arches, and 
with a delicate finger she tips him over. 

imple, no?” 

lecwny 
Female human wizard 26/archn 
CE Medium humanoid 
Init o Senses arcone sight, darkvision 60 

see isi Listen 1, Spot +1 
Languages Abyssal, Celestial, Common, 

Dracoaic lafernat rad magic tongs 
HESS, tooch TR ected 
bap 14 (959 with fate, 30 HO OR 15; 
00d and cold ion 
tema etic Afets, 
movement-impeding effects poizon 

Resist id 10, cold 10, fie 10; SR36 
Fort 425, Ref #28, Wall +25; eration 
Spd 60 A, fy 40% verape) 
Melee staf of power +20]+15/+10 (18645) 

R30 

mind ace 

Ranged arcane fre +21 touch (446 
level of spell ssrificed) 

Base Atk +15; Grp +15 
Combat Gear staff of power (32 charges}, 

greater rod af quicken metomogx 
Spells Prepared (Cl. 32nd, +21 ranged touch) 

Epic—contingent resurrection (already 
‘east), epic mage armor (already cast), 
fover's cll 

146 per 

oth—quickened greater dispel magic, 
extended shapechange, extended time stop 

th—gate, imprisonment (OC 53), wish (2) 
'th—binding (OC 3), horrid wilting (OC 

33) maze, mind blank (already cast, 
quichened stoneskin, trop the soul (OC 33) 

7th—banishment (OC 33}, quickenod dispel 
magic, fager of death (OC 32}, forcecage, 
greater serying, project imoge 

‘6th—choin lightning (OC 30}, disintegrate 
(OC 30}, flesh to stone (DC 30 
dispel mogic( 
binding, quickened resist energy (2), 

|, mislead, ploner 

repulsion (OC30), true seeing, extended 
well of force (2) 

sth—dismissal (OC 29), overland fight 
(already cast), sending telekinesis (DC 29) 

4th—charm monster (OC 28), dimensional 
fear (OC 

29) greater invisibility, minor creation 
yed—dispel magic, displacement, fly, greater 
‘magic weapon (already cast), magic ciecle 

! chavs, protection fm energy, 
dowd (DC 28) 

2nd —blindness/deofness (DC 27) folie 
Ife (already cast), gterdust (2, OC 27), 

‘onchor, Evard’s black tentoc 

wonbity, enter imoge,Tosh’s hideous 
Joughter(DC 25). web (OC 2) 

sst—grease(OC 26), magic missile (4) 
shield true srke (2) 

©—mnage hand, mending, prestidigttion (2) 
Spell-Like Abilities (CL 32nd) 

2[day-—quickened greater teleport, 
quickened limited wish 

Melts Str 10, Dex 22, Con 24, 1nk 38, 
12,028 

5 contingency. contingent rexrection, high 
arcana, Lilitu’s gi, permanent spells, sry 
on foriiar day 

Feats Automatic Quicken Spell, Co 
Construct, Craft Epic Wondrous Item, 
Craft Magic Arms and Armor, Craft 
‘Wondrous item, Dark Speech, Demon 
Mastery, Epic Skill Focus (Spellerat), 
Epic Spelicasting, Extend Spell, Forge 
Ring, Improved Familiar, improved 



Spell Capacity (2), Quicken Spel, Scribe 
Scroll, Skill Focus (Spellera), Spell Focus 
(corjuration, aecromancy) 

Slils Balance +26, Climb =20, Concentration 
+40, Diplomacy +12, Inimidate +22 
Jump +20, Knowledge (arcana) +47, 
Krowledge (tdstedture and engineering) 
421, Knowledge (dungeoneering) +27, 
Knowledge (geography) +27, Krowkedge 
(histon) +47, Knowledge (local «30, 
Knowledge (nature) +21, Knowledge 
(obility and royally) +27, Knowledge 
(lipion) #37, Knowledge the planes) +47, 
Sense Motive +22, Spelleraf 64 

Possessions combat gear, amulet of natu 
ormor +5 eof bot, boos of susie, 
tracers of health 6, Cloak of the Wit Queen, 
dusty oun stone +5, lve of storing (2) 
pal gen iu stone, ing of in aling 
(does nok sea ing so) ng of ep wiry 
Ving of edo of moverent (does not une 
a ing et ing of protection 5, robe ofthe 
As, 1,000 gp in damand dust for stnesin 
spel tesco intent (4 doses) 3,000 
spi ruby dt x frcecage spel, star 
sapphire worth 2:00 gp for trp the sa 
jade cet worth 3,000 gp fr shapechange) 

GIR (Su) gw bas secured the 
Jon of ait demon named 
nd bea 

1k on her right shoulder, his git 
her name as a tattoo. 

lv 242 profane bonus to her 
Charisma and a 42 profane bonus on her 
saving throws and can be removed by a 
isp chaos spel. ggwih’s weapons are 
tweated as being chaotic forthe purposes 
of bypassing damage reduction 

Contingeney If igi i ever petrified, a 
stone to flesh spelaffets her 

Dark Speech Iggy can use this Forbidden 
to achieve four eects, 2 follows: 

Dreod: When Iggwily uses Dark Speech 
In this manner, she takes sd points of 
Charisma damage. Every other creature 
within yo Feet must make 3 OC 34 
Will save. Evil creatures who fail this 
save cower in fear for adio rounds if 
they/te 4th-level or lower, re charmed 
(2s chorm manstet) for adio rounds if 
they're sth-roth-leve, and 13th-level 
orhi ‘vil creatures are impressed 
(granting Ipgwily a 42 competence 
bonus on attempts to change their 
attitude), Non-evil creatures who fail 
this save are shaken for io rounds 

<4 

and must flee from Iggwily until she's 
out of sight if they're ath-level or 
lower, are shaken for adso rounds if 
theyre sth-aoth-level, orate filled with 
loathing for lggwil if they're x1th-level 
or higher 

Power: iggwily takes dg points of 
Charisma daenage by incorperating the 
Dark Speech into the verbal component 

2 spel, increasing its effective caster 
level by . By using it while creating an 
evil magic item, she increa easter 
level by x without increasing its cost. 

Corruption: As 2full-round action, Iggwily 
can use Dark Speech to reduce an 
{inanimate object's Hardness by half She 
can use this ability only once per object, 

ark Unity: Iggwilv can establish a hive 
‘mind in any swaem of vermin oF 
animals with an Intelligence score of 2 
1 lower, and can then give the swarm 
cone suggestion (CL. yoth). Using Dark 
Speech in this way deals dg points of 
Constitution damage to Iggwil 

Epic Spells ipgwih’s epic spells are detailed 
in full in the Epic Level Handbook, but they 
are aso available online as part of the 
SRD. The effects of two of these spells are 
detailed below; the third, lovers cal is 
detailed on page 50. 
Contingent Resurrection: This spell takes 

Lup an epie spel slot until itis triggered 
upon Iggwi’s death. One minute after 
her death, she Is restored to life at full 
hitpoints vigor, and health (retaining all 
her prepared spell), but loses one level 

Eple Mage Armor: This spell functions 
like mage armor, but grants a +20 
armor bonus. 

Experience Points iggwily has 27,000 
‘experience points to use fore 
like gate and wish, 

Feats Automatic Quicken Spell (Complete 
Arcane 191) allows Iggwity to east all O and 
steve spells 2s quickened spells without 
using higher-level spel slots. Craft Epic 
‘Wondrous ttem (Epic Level Hondbook 52) 
allows igguih to create epe wondrous 
items. Oak Speech (Fiendish Cover 185) 
allows ipguil to use the Dark Speech 
detailed above. Demon Mastery (Findish 
(Cade 185) grants lgguilva +2 bonus on 
Charisma checks made to resolve the 

ting spells 

effects of planar binding ad sinlar spells 
nd increases her caster level by 1, when 

he uses a spell to surnmon demons. Epic 
Shell Focus (Complete Adventurer 191) prants 
gguilva +10 bonus on all Spellrat checks 
ple Spelleasting (Ele Level Mandbool 5) 
allows Iggwily to develop and cast epic 
spells; she can prepare 3 epic spells a day 

High Areana Iggwil’s archmage levels grant 
her the high arcana of arcane fre, pall 
power, and her two spel-like abilities 

Inherent Bonuses Iggwilv has 2 +4 inherent 
bonus to her Desterity, Wisdom, and 
CCharisea, and 2 +5 inherent bonus to her 
Constitution and Intelligence. 

Permanent Spells iggwily has the following 
permanent spell effects on herself arcane 
Sight, dorkvision, read magic, se ioiibity, 
and tongues. 

Back Comer cr— 
Male quasit 
CETiny oulsider (chaotic, extraplanar, evil) 
‘Monster Manual 46 
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Handout 2 

“Lord of Undeath, Sovereign of Thanutos, 
\ Kecper of Excrlost, Masterof the feat Word, 

shit, Oreus! 

gow wina—J yive them te you for your enter 

tainment. but if hey survive your death giants 

\ ard that filly crawling head, do not intercede 
Snstead, send them bach to me. They might aid 
asagainst «mutual eneny..Sn this cocnt, Fshall 

\\ contactyouwith theparticulars when thetineto 
strthe nears.” 

Rlasesend thefools who bean this missiveiito | 

ie 

Init 07: Senses davhvision 50: Listen 46, 
Spot +6 

Languages Abyssal, Common 
AC 31, touch 15, flat-footed 28 
bhp 172 (30 HO; fast healing 2: DR Sjcold 

iron or good 
Immune poison 
Resist fre 10; 35 
Fort +11, ReF+14, Will +18; improved evasion _ 
Spd 20 fly 50. (perfect) 
(Melee 2 claws +20 (1d3-1 plus poison) and 

bite +15 (44-1) 
Space 2-1/2 ft Reach 0 ft. 
Base Atk +15; Grp +6 
Special Actions deliver touch spells 
Spell-Like Abilities (CL 6th) 

At willdetect good, detect magic, 
inwisibilty (self oy) 

4day—eause for (y0-Foot radius, DC 3} 
maze (CL yand) 

sfweek—commune (CL a3th, 6 questions) 

12, cha 10 
SQ alternate form (bat, cath ermpathic ink, 

share spells 
Feats improved Initiative, Weapon Finese 
Sills Bu, Oiplomacy 2, Hide 17, 

Koowdeige (he planes) +5, Liston 7, Move 
Sie 9, Search 06, Spero +52 Spt 

52 DUNGEON AUGUST 2007 

Abilities Str 8, Dex 17, Con 10, int 18, Wis 

PART TWO: THANATOS 
‘Oreus is the demon lord most likely to 
respond quickly to requests to organize 
an offensive against Demogorgon and can 
be counted upon to rally his armies in 
‘weeks of a month, rather than the wstial 
years iL takes most deanonic plots to get 
‘underway. Yet the Prince of Undead must 
sill be convinced that the time is right. 

Before the PCs head to 'Thanatos, 
Iggwily hands one an envelope bear- 
ing her seal—a letter of introduction to 
Orcus “Read it if you wish,” she says.“T'm 
too old to bother keeping idle secrets 
from whelps like you"The letter is repro- 
duced here as Handout #2. 
ADC 25 Knowledge (the planes) check 

reveals that Oreus's realm is the 127th 
ayer of the Abyss: ‘Thanatos. The River 
Styx passes through this realm, so the 
PGs can sail the Sea Wyvern there in relae 
tive safety. Orcus himself dwells in his 
palace Everlost, deep in the sprawling 
desert of bone meal called Oblivion’s 
End. The closest point of “civilization” 
to Everlost via the Styxis the city of Lach- 
rymosa. As elsewhere, Charon’s blessing 
protects those on board the Sea Wysern 
from the hostile effects of Thanatos and 
its evil inhabitants, 

Thanatos 
Ash-gray clouds fill the cold black skies 
‘of Thanatos, the Belly of Death, where 
daylight never intrudes. The layer’s 
immense, melancholic moon changes 
phases at random when covered by 
clouds, making time difficult to me: 
sure, A handdl of cities erouch upon the 
layer’s vast tundra, havens for the mortal 
and immortal cultists who seek to emu 
late the lifé of their demonic patron. 
Duc tothe layer’s minor negative-domi- 

‘nant trait, all living mortals on Thanatos 
take 146 points of damage per round. Death 
‘wand and similar spells negate the damage 
for their duration. Mortal creatures that 
die upon Thanatos rise as undead (usually 
zombies) 1 hour after death, Chaotic evi 
‘mortals instead become manes, dretches, 
cor rulterkin. ‘This process can be halted 
by raise dead or limited wish and can be 
reversed by resurrection, shapechange, 
acl, oF wish, Undead on the layer receive 
fast healing 5. 

Because of the thin air, all breathing, 
‘creatures must also make DC 18 Forti- 
tude saves each hour or become fatigued. 
Fatigued characters must make the same 
save every hour or become exhausted, 
Characters who become exhausted on 
"Thanatos immediately begin to suffocate 
(Dungeon Master's Guide 404), Creatures 
‘on board the Sea Wyvern need not fear 
the negative energy damage or the thin 
air, as Charon’s blessing protects them as 
Jong as they remain on the Styx. 

Very few plants grow on Thanatos. 
Mortals wishing to eat are limited to 
a few indigenous mosses, molds, and 
fungi, and even these grow only in rela- 
tively temperate locales stich as Lachry- 
‘mosa or Orcusgate. 

Good-aligned visitors stand little 
chance of survival on Thanatos without 
the assistance of the Dustmen, members 
of a shattered faction who eke out a 
grim existence here after having been 
exiled from the city of Sigil. They live 
in the otherwise abandoned city of 
Vadrian, but have outposts in all the 
ities of Thanatos. The Dustmen offer 
their services as guides for the right 
Price (about 4,000 gp per person—and 
haggling drives it up) The native undead. 
‘usually ignore anyone accompanied by 



Dustman, Notso the mortal Skull Lords 
and the immortal fiends, who often seek 
‘out parties led by Dustmen guides lest 
anyone get the impression that itis easy 
to survive in the Abyss. 

‘Outside the cities, hordes of undead— 
thousands of them—rove across the land 
in search of flesh. The strong and ambi- 
tious among Orcus's thralls dominate 
and command these armies, leading 
them on invasions of the Material Plane 
and the layers of rival Demon Princes 
such as Graz'st and Demogorgon. 

Further details on Thanatos can be 
found on pages 127-132 of the Fiendish 
Codex I. 

Everlost (EL 22) 
Beyond the Final Hills sprawls a desert of 
‘bone meal called Oblivion’s End. Howling, 
\Windstorms scream with the cries of lost 
incorporeal undead, forever bound to this 
desolate wasteland. At the center stands 
the massive fortress city of Everlost, a 
towering structure built from countless 
‘bones retrieved from the Demon Prince's 
Material Plane conquests, 

Everlost isand has ever been the seat of 
‘Orcus’s power on'Thanatos, although the 
hideous demon lord can manifest him- 
self from place to place throughout the 
layer at will. Here Oreus issues decrees 
to his cult and enemies, pronouncing 
death sentences that soon reach the ears 
ofhis debased followers ll over the mul 
tiverse. The Prince of Undeath is uncon- 
cerned with details, preferring to let his 
underlings worry about how to enact his 
sprand designs. 

“The party can teleport through much 
‘of the city, though its unlikely they know 
their destinations well before their first 
Visit. I they gather information o just 
walk in rather than teleporting from Lach- 
rymosa, they quickly meet some of the 
fortress residents Most of the inhabitants 
are intelligent undead, with afew demons 
and bodaks for variety. The majority 
ignore the PCs, but the vampires are 2 
notable exception, 2s they often promise 
\aluable goods (such as “protective armu- 
lets for the iving” and “maps of the palace 
‘ofthe Risen Grave") In return, they expect 
to be paid in 1d4 points of Constitution 
(called “pints"}, drained from the buyer's 

‘neck Of course, the amulets and maps are 
‘worthless they are just a way of shaking 
down any breathing visitor in town who 
resists their charms. 

Creatures: just getting into the Halls 
of Everlost’s throne room is difficult 
for most living creatures: demons and 
undead are allowed in, grudgingly, but 
‘others must show good cause to the 
‘two balors who guard the rusted iron 
doors leading inside. The courtyard in 
which they stand guard smells strangely 
of vinegar. The balors wear black 
adamantine armbands that grant them 
immunity to negative energy and death 
effects. Around their knees clamor 2 
dozen veiled bodak minions who keep 
2 line of vampires, death giants, and 
demons in order. The servants check 
names in a large book with thick wet 
pages made of human skin. As the 
PCs arrive, one of the bodaks finds 
something in the book that causes it 
to ery out in a bone-rattling shriek. It 
points at one of the vampires, and a 
blast of sunlight arches down from one 
‘of the tower spires above. An instant 
later, the line is one position shorter. 

approach the balors and are let through 
to speak to Lord Orcus. If not, the 
balors stare at the PCs with amused 
‘expressions and say, “Is there going to 
bbe a problem? We've been here almost 
a week without a problem. Come back 
when you're ghosts.” Attacking the 
balors causes panic; the creatures in line 
flee, while the bodaks lift their veils amd 
Join the fight. Ifthe balors and bodaks 
are defeated, the PCs have 1di0 minutes 
to enter the hall and plead their case to 
Orcus before the lord's army of liches, 
vampires, and demons arrives to put 
them down. 

Balors (2): hp 290 each; Monster 
Manual 4c. 

Bodaks {12} hp s$ cach; Monster Man- 
sual 28. 

Halls of the Rise Grave (EL 20 or 22) 
Assuming the PCs present Iggewilv’s letter, 
the two halors tag at the iron gates, which 
screech and groan 2s they open. On the 
‘other side is a short tunnel that leads to 
the center of the palace; the dome inside 

is the interior of a truly gargantuan skull, 
held up by curving pillars of bone that 
look like ribs. At the center looms a pile 
‘of skulls and atop that rests a throne of 
black stone inlaid with mithral. Sitting 
om the throne is the enormous demon 
Prince, his eyes burning with a mix of 
curiosity and contempt as they watch the 
PCs approach. Around him flutter var- 
rangoinsand vampires clutching various 
papers, hala doven specters whispering 
in his twitehing ears, and three gaunt 
ghoul lords attempting to demonstrate 
some form of necromantic device for his 
amusement. The Prince of Undleath waves 
a skull-tipped wand, and the undead 
courtiers retreat as if pushed violently 
away. Strange black tendrils writhe from. 
the black throne, all of them hissing and 
pointing at the PCs 

‘Orcus waves for them to come closer 
and coughs like thunder. 

Approaching the throne is very diffi- 
ccult for living creatures. The throne ix 
a negative energy conduit, so in addi- 
tion to the normal negative energy of 
the plane of Thanatos, the throne forces 
‘every creature (other than Oreus) within 
60 feet of it to make a DC 26 Fortitude 
save or take 146 Strength damage. Italso 
has a divinatory power: leaping shadows 
and tendrils of pure negative energy 
whip around the throne, pointing out 
living creatures as if they were flowers 
seeking the rays of the sun. 
The closer a living creature comes 

to the throne, the more it feels pressed 
down by an unseen weight, pushing it to 
its knees. This is bearable until about 60 
feet fron the skulls, at which point stand- 
ing requires a DC15 Strength check each 
round. Failure means the character is 
pushed to his knees and may only advance 
‘or retreat by crawling. 

Orcus would love to assault 
Demogorgon, but he fears this might just 
‘bean elaborate trap. Once the PCs make 
their pitch to him, have them attempt 
a DC 50 Diplomacy check, with a +10 
‘bonus ifthey hada letter of introduction 
from Iggwily. If they succeed, Orcus 
shakes his ramlike head and taps his 
lack wand against the throne's leaping, 
black fire. “You are not impressing me, 
How can you expect to do the same to 



that blighted ape Demogorgon? Your 
chances are stim. Can you fight as well 
as you claim? Do you have any other 
allies? Why should I risk my perfected 
legions? No, I nced alittle proof. One of 
your champions against one of mine” 
He waves his skull-topped wand, and 
the air in his throne seems to grow even 
colder. Suddenly, a black-skinned giant, 
both bald and surrounded bya vortex of 
howling ghosts, stands beside Oreus's 
throne. "This is my champion. Who is 
yours? Choose quickly 

If the party fails the Diplomacy check, 
things go much, much worse for them, 
as they can gain Orcus’s attention only 
ina much tougher arena combat. In that 
case, Orcus shakes his ramlike head as 
he laughs, and maggots tumble from his 
fur onto the floor all around him. He 
points his skull-topped wand at the PCs 
and says, “You think you are clever, but 
talk cannot stop Demogorgon's armies, 
If you want my endless legions, you 
must defeat two of my personal guards 
and one of my favorite executioners 
with one of your own, He waves his 
wand, and suddenly two death giants 
and a crawling head manifest nearby. 

Creatures: Allow the PCs a few 
minutes to decide which of them will 
face battle for Orcus's amusement. 
Before the battle begins, the PCs may 
outfit their chosen champion with any 
‘gear they have, and may east any number 
of preparatory spells upon him, but 
once the battle is underway, they cannot 
intervene without angering Orcus and 
drawing him into the battle as well. 
When the PCs have chosen, Orcus 

sizes up their champion and chortles 
in glee. He waves his wand again, and 
the occupants of his throne room are 
transported to his arena. Orcus takes 
his seat at one end, inviting the nop- 
champion PCs to sit at his feet while the 
battle begins. 

If the PCs made their check, the 
champion faces one fiendish death giant. 
If they failed the check, the champion 
faces two fiendish death giants and a 
‘craving head. Death giants are towering 
black-skinned menaces with pointed cars 
fangs, and a nimbus of howling ghosts. 
Crawling heads are created from the 
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pm Orcus's Arenal ® 

One inch = 10% 

severed heads of giants and feed upon 
the heads of smaller prey. 

Lestea Ano Onsener 
Female fendish death giant 
CE Huge giant 
‘Monster Manwal It $4, Monster Manuol 107 
Init +8; Senses darkvision 60 ft low-light 
vision; Listen +10, Spot #10 

‘ura steal soul 
Languages Common, Giant 

cris 

Rie - 

bite 23 (ad6e6) 
Ranged rack +18/+13/+8/+3 (268612) 
Space 15; Reach 15 f 
Bave Atk +17: Gep +37 
‘Atk Options Point Blank Shot, Precise Shot, 

smite good 1/day +20 damage) 
Special Actions frightful keening, rock throwing 
Spel-Like Abilities (CL. Lt, +27 melee touch) 

day—greater dispel magi, inflict ertcal 
wounds (OC 23} unholy bight (OC 23) 

3/6ay—fome ste (OC 22) 
‘E38, touch 10, fat-footed 37 
bhp 218 (23 HO) DR 10/magic 
Immune energy drain, fear 
Resist cold 10, fre 10 SR 25 
Fort +25, Ref +15, Will +19 
Spd 35 (90 &. base speed) 
Meloe +3 enholy grestane «31/+26/+21/o16 

(466+21/19-20)x3) 204 

‘Relies Ste 34, Dex 13, Con 2, int 12, Wis 
20, Cha 25 

'5Q guardian soul, rock catching, sold soul, 
soul healing 

Feats Demonic Skin, improved Critical 
(greatam}, Point Blank Shot, Precise Shot, 
Precognitive Viions, Primordil Scion, 
Quick Draw, Vestigial Wings 



‘Stills Concentration +19, Escape Artist—1, 
Jotimidate +15, Jump +26, Knowledge 
{arcana} +14, Knowledge (history) +12, 
Knowledge (religion) +19, Listen +10, 
Speilerat +16, Spot +10, Survival +6, 
Swimm #10 
Possessions +4 banded a, +3, 
Frightfol Keening (Su) Asa standard action, 

‘death giant can command the guardian 
souls that waft around its body to wail 
in frightful anguish. Living creatures 
within 100 feet that hear this keening 
‘must make a DC 30 Will save. Success 
‘means the creature is shaken ua it can 
no longer hear the keening oF moves 
‘ut of range. Failure means the creature 
1 panicked while it hears the keening 
and i within range. and is shaken for 
24 hours thereafter. Ending the keening 
is also a standard action. This is a sonic, 
‘mind-affectng fear ability. The save DC is 
Charsma-based, 

Guardian Souls (Su) Each death giant 
‘s surround by 2 swidling cloud of 
‘intangible spirits. These spirits provide 
warnings and protection, granting the 
creature a bonus on initiative rolls, saves, 
Listen checks, and Spot checks equal 
to its Charisma modifier. A successful 
turning attempt can quel these spirits 
fora time. f the turning attempt would 
turn or rebuke an undead with HO equal 
to the giant's, the guardian souls vanish 
for 1410 rounds and the giants loses 
their benefit, 2s well 2s their frightful 
Acening, soul healing, and steal soul 
abilities until they return. 

Rock Catching (Ex) Once per round, 2 
‘death giant that would be hit bya rock or 
similar projectile can make a Reflex save 
to catch it asa free action, The DC is 15, 
for a Small rock, 20 for Medium, and 25 
for» Large one. 

Rock Throwing (Ex) Death giants are skilled 
rock throwers and gain 3 +1 racial bonus 
‘on attack rolls with thrown rocks (range 
increment 120 feet). 

Sold Soul (Su) A death giant cannot be 
‘alaed, resurrected, or reincarnated. 

‘Soul Healing (Su) When 2 death giant is 
protected by its guardian soul, hit point 
damage duc to negative enenty (such 
235 from an inflict spel heals rather than 
harms the giant. They are healed by 
positive energy (cure spells) normally. 

‘Steal Soul (Su) Any Inving creature with 10 or 
ower hp within 15 fect of a death giant 
‘must make 3 DC 30 Foxtitude save each 
round or die instantly. This a death 
‘fet, and the save DCis Charisma 
based. Any creature that dies within 15. 
feet fora death giant has its sprit sucked 
Lp into the switling guardan souts that 
protect it. Such creatures cannot be 
brought back to life as long as the death 
slant lives. Ifa living death giant is within 
15 feet of a death giant that dies, the 
souls are not released and are instead 
transferred to the nearby death giant. 
Under extraordinary circumstances, 2 
death giant may deliberately release 2 
sou thas captured. 

Feats Four of the feats possessed by these 
death grants ae known 2s Abyssal 
nent feats—mandestations of dormant 
demonic heritage. These feats are from 
Fendi Codex |. Demonic Stin improves 
the giant's natural armor bonus by 4, 
‘but imparts a-2 penalty on Escape Artist 
checks, Precogitive Visions grants the 
giant +1 insight bonus to its Armor Class 
and attack rolls, but also causes distracting 
‘mental hallucinations that impart a2 
penalty on Spot checks Primordial Scion 
{nfses the giant's natural weapons and 
any weapor it wicks with chaos—these 
‘weapons are treated as chaotic-abgned 
{forthe purposes of overcoming damage 
reduction, and dea! an additional 246 
points of damage to awful creatures 
struck but the chaotic whispers in 
the giant's head incur 2-2 penalty on 
Listen checks. Vestigal Wings grant the 
giant a 412 bonus on Jump checks and 
can be used to contol a fll so that it 
lands without taking damage, but they 
complicate swimming and impart a-2 
penalty on Swim checks. 

Lenrvex Trumset 
Male crawling head 
CE Huge undead 
Fiend Feo 35 
Init «6; Senses darivision 60 fl true seeing: 
Listen +4, Spot +35 

sara cacophony (60 80624) 
Languages Common, Giant 
‘AC 12, touch 8, flat-footed 12 

bhp 182 (28 HD DR 20/magic and percing 
Immune electricity, sonic, undead traits 

R20 

set 
Fort +9, Ref 67. Will +20 
Weakness water vulnerability 
Spd 208, comb 20 R- 
Melee bite 423 (2d6+10/19-20) and 
<4 tentaces 017 (24845) 
‘Space 15 ft; Reach 10 f. 
Base Atk +14; Grp +32 
‘Atk Options Cleave, Combat Expertise, Great 

Cleave, Improved Disarm, Improved Tip, 
Power Attack, constrict 14845, improved 
grab (tentace, vorpal bite 

‘Special Actions absorb head 
‘Spell-Like Abilities (CL 20th) 
‘At will—onimote dead, control undead (OC 
39) death inal (OC 29), fear(OC 20), 
gentle repose, nit serious mounds (OC 
20), shel, speak with dead 
aiday—ereate greater vndeod, create 
wedead, finger of death (OC 24), wei of 
the banshee (OC 26) 

‘Abilities Str 30, Dex 7, Con —, Int 20, Wis 
19,Cha 25 

Feats Cleave, Combat Expertise, Great 
Cleave, Improved Critica (bite), Improved 
Disarm, Improved Initiative, Improved 
“Trip, Power Attack, Spell Penetration, 
Weapon Focus (bite) 

‘Skills Climb +49, Concentration +38, 
Knowledge (arcana) +36, Knowledge 
(religion) +36, Search +36, Spellcraft +38, 
‘Spot +35, Use Magic Device +38 

‘osorb Head ($0) As 2 fee action, 2 ca wling 
bead can swallow the head of a Lage or 
senaller creature that it has beheaded with 
‘bite attack. On the following round, 
this head becomes one ofthe several 
heads stored in the creature's body. A 
‘crawling bead can store up to 20 heads 
(this ts how many Lertyk Trumbel has 
‘when first encountered) It ean absorb 
‘one ofthese heads once per round as a 
free action to quicken one ofits spel-like 
abilities, to heal itself of 150 hit points, or 
to grant itself 2 +6 enhancement bonus 
{for 1 hour to one of ts ability scores. 
Cacophony (Se) When 2 crawling head 
stacks, the heads stored in ts body 
‘create a horrific cacophony of screams 
10.3 radius of 60 fect. If crowing head 
hha at least 10 heads stored, the sound 
strikes ear into nearby creatures, who 
must make 2 DC 24 Will save each round 
10 avoid cowering in fear. Ths is a sonic, 
mind: affecting, fear effect, 
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‘Vorpal Bite (Ex) On 2 successful ertieal hit 
with its bite attack a crawling head severs 
the victim's head fiom its body. Somme: 
creatures, such as golems and undead 
‘other than vampires. are not afected by 
the foss oftheir heads, but most creatures 
die when their heads are cut off 

‘Water Vulnerability (Ex) Water affects a 
‘erawing, headin the same manner that 
26 affects mast creatures Water deals 
146 points of damage to the head per 
round of exposure except in the case 
of total immersion, which deats 1066 
damage per round. An attack with water, 
such as from a hurled vil, counts as 1 
round of exposure. 

party's champion survives, Orcus 
cautious but is nonetheless 

impressed with the group's audacity 
and power. He chortles, then addresses 
the PC 

“Your strength is great; you right have a 
‘chanee, My armies will march against Gap- 
ing Mawegions upon legions,sweeping the 
pretender's armies before them. | promise 
that. | hope that you do not find Demogor- 
{pon before | and ry generals do; | wil tear 
hirn in half and animate his divided corpse 
‘50 that his two heads can grovel at the foot 
‘of my throne until they crumble to dust! 

“You have slaughtered some of my 
favorite minions, but I forgive you. How- 
‘ever, my armies will require weeks to mobi- 
Fize and travel to Gaping Maw. Gather your 
‘other allies if your plan fails, now that my 
followers will ind your bones and bring 
them to me. If this s treachery, you will not 
survive it. Leave my kingdom now, before 
I change my mind, When you make your 
move against Oemogorgon, | will be there 
to win your battle for you!” 

‘Oncus, PRINCE OF UNDEAD = CR3Z. 
CE Large outsider (chaotic, evil, tanar') 
Fens Codex (73 
Init +12; Senses darkvision 60 ft, true 

seeing Listen +46, Spot +46 
‘Aura undead command (120 ft), unholy aura 

(pel-ike ability always active) 
Languages Abyssal, Common; telepathy 

300 fl. 

AES, touch 17, fat-footed 47 (1 sie, +8 
Dex, 133 natural, +5 deflection) 

bhp 738 (36 HO}; DR 20/cold iron, epic, 
and good 

tune ability drain, cold critical hits, 
death effects, electricity, energy drain, 
mind-affecting effects, negative energy, 
paralysis, poison, sneak attacks 

Resist acid 10, fire 10; SR4S 
Fort +40, Ref +32, Will +31 
‘Spd 30°. By 40. (average) 
(Melee* Whnd of Orcs +42/+37/+32/+27 

(286+36/19-20 plus 246 unholy plus 246 
‘chaotic pls death) and 
claw 035 (1d6e22) and 
pore 433 (18822) and 
sting +33 (td6e22 plus poison) 

Space 10 fi; Reach 10 A. 
Base Atk +36; Grp +55 
‘Atk Options Cleave, Power Attack 
‘Special Actions last word, summon tana 

summon undead 
‘Spells Prepared (Cl 20th, +43 ranged touch) 
th (6/ay)—implosion (OC 26), 

innprisonment (DC 26) time stop 
Ath 6fday)—ereate greater undead, demand 

(06.25), hori wilting (O29) 
‘hy Gfay)—destucion (OC 26, mass it 

serious wounds (OC 26), pact image 
{6th (ay)—antilfe shel, create undead, 

Permanent image (OC 23) 
sth (/4ay}—dismissal (OC 22), dispel good, 

slay living (DC 24) wal of force 
ath (fd) —bestow curse (OC 23), freedom 
af movement, greater inisbility, infit 
tial wounds (OC 23) 

3rd (8iday)—displocement, hoste, inflict 
serious wounds (OC 23}, vampire touch 

2nd (8/day}—blindness/deafness (DC 23), 
‘death knell (OC 2), ghoul touch (OC 
21), inflict moderate wound (OC 23) 
spectral hond 

25t(Biday)—deathwatch, nf light 
wounds (OC 20), magic missile, ray of 
cofecblement, shied 

© (6/4ay)—ocd slosh, orcane mork, detect 
‘magi, ghost sound (DC 17), inflict minor 
‘sounds (DC 19), mage hand, mending, 
restidigitation, ray of frost 

Spell-Like Abilities (CL 25th, +43 ranged touch) 
A wll ostral projection, blasphemy 

(OC 25}, desecrate, detect good, detect 
{aw, enervotion, greater dispel magi, 
greater teleport, plane shif (DC 24), 
shopechange, telekinesis (OC 22), 

‘unhalow, unholy aura (OC 25) unholy 
bight (OC 0) 

{yday—quickened enervation, energy deni, 
Singer of death (DC 24} harn(OC 23), 
symbol of death (35) 

fday—trve resurrection, wal of the 
banshee (DC 24) 

-715-point Power Attack 
‘Riltes Str40, Dex 27, Con &2, int 31, Wis 

Improved Critical (heavy mace), Improved 
Anitistve, Maximize Spel, Multiattack, 
Power Attack, Quicken Spell-Like Ability 
{enervtion), Spell Foes (recromancy) 
‘Weapon Focus (heavy mace) 

‘Skills Bluf-+46, Climb +54, Concentration 
+55, Craft alchemy) +49, Escape Artist 
+47, Forgery +49, Hide 643, Intiidate 
+50, Knowledge (arcana) +49, Knowledge 
(religion) #49, Knowledge (the planes) 
+49, Listen #46, Move Silently +47, Search 
+49, Sense Motive +46, Spellraft +53, 
Esaobe'é, Uva Maple Device stay Oh 
‘ara of Undead Command (Su) All undead 

creatures fel a strange bond ofatiration 
to Orcus. Before such a creature takes 
any hostile aetion against Orcus it 
must attempt a OC 35 Will save Falla 
Indicates that the creature's action 
fails and is wasted. This aura extends 
toa radius of 120 feet. Me save DC is 
CCharisma-bosed. 

Last Word (Su) During Orves's time as 
‘enebrous, an undead demon, he knew 
2 potent incantation called the Last 
‘Word. The pinnacle of destructive magic. 
angle syflable more potent than the 
‘entire lexicon of the Dark Speech, the 
Last Word could destroy gods. twas 
‘with this word that Tenebrous murdered 
‘such entities 3s Primus, Bwim, and 
‘Manzicorian,Afler he became 3 living 
demon once again, Orcus lost the power 
to fly ute the Last Word, yet he does 
retain a shadow ofits horrific glory. 
‘Once per day, 28.2 standard action, Orcus 
«an use the Last Word against a single 
target that can hear his voice—actual 
distance is not a factor. The target of the 
Last Word must immediately make a OC 
35 Will save or be destroyed. If the save is 
successful, Ores must himself make this 



ssrong throw to prevent the destructive 
power of the Last Word from turning back 
‘on him aed destroying him. Although 
the chances of such a catastrophic turn 
of events are remote for Orcus, they 
are enough that he is generally loath to 
utter the Last Word except in times of 
dire need, The last word can affect any 
creature save a creature like a demon 
lord, archdevil, or deity—that level of 
power is now beyond Orcus’s grasp. The 
save DC is Charisma-based. 

Negative Energy Affinity (Ex) Orcs is 
healed by negative energy and harmed 
by positive energy as if he were 3 
‘undead creature. 

Poison (Ex) Sting—Injury, Fortitude DC 44, 
2de6 Str/4d6 Str. The save DC is 
Constitution-based, 

‘Semmon Tanar‘ri(Sp) Once per day, Orcus 
‘can automatically summon 146 vrocks, 
16 plabrezs, or 1 mariith. This ability 
functions as 2 9th-Sevel =pell (CL 25th) 

‘Sammon Undead (Sp) Once per dy, Orcus 
‘an automatically summon 4d10 wights, 
148 spectres, or 1d3 mobrps. This ability 
Functions as a Mh-level spell (CL 25th). 

Feats The effects of Dark Speech are detailed 
Jn Iggwih’'s stat block on page 50. Fell 
Drain (Librix Mortis 27) is 2 metamagic 
feat. Whenever a fll dsining spel 
damages 2 living creature, it bestows 2 

agate level on that creature. The 
‘negative level disappears after 3 number 
‘of hours equal tothe caster level. Spells 
prepared 2s fll drain spells take up 2 
spall slot two levels higher than the spel’: 
actual evel, 

‘Spells Orcus casts spells as a 20th-level 
sorcerer and can also cast spells from 
the cleric list. These cleric spells are 
‘considered arcane spells for Orcus, 
meaning he does not need a divine focus 
toast them 
Wand of Ores Orcus’ signature weapon 
1 2 +6 unholy anorchic heouy mace. f 
the wand touches any nonoutsider, 
or any outsider with less than 15 HD, 
the target must succeed on a DC 25 
Fortitude save or be instantly slain, This 
is a necromantic death effect. The wand 
also confers 2 45 deflection bonus to the 
Armor Class of its wielder. 

When the Queen of Chaos and her 
obyrith army was defeated on the Fields 
of Pesh eons ago, the Abyss was left 
vulnerable. The eladrin host, led by Queen, 
Morwel and her consorts Faerinaal and 
Gwynharwyf, led a brutal strike against 
the Abyss during this time in a nearly 
successfil effort to expunge the obyrith 
taint from the multiverse, While they 
didn't get themall, the eladrin assault did 
censure that the obyriths’ time in the Abyss 
came to a close. In a strange, ironic way, 
Demogorgon has the eladrins to thank 
for his position of power today as Prince 
of Demons. 

Yet despite this, there is no love lost 
between the eladrins and demonkind. 
Both paragons of chaos, their shared 

traits only serve to further focus 
their differences. Since that initial 
devastating raid, both demon 
hosts and eladrin hosts have 
made periodic assaults on the 

thers’ realm, never to any real end apart 
from ensuring the perpetuity of their 
hatred for one another. It was on one of 
these raids that Geynharwyf was trapped 
in the Abyss for a time and suffered 
greatly as Demogorgon's prisoner until 
Morwel rescued her in a daring strike 
that cost the demon lord Iisidahur, the 
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Howling King of the bar-kgrua, his right 
hand. 

"This information is far from common 
knowledge, but a DC 45 Knowledge (the 
planes) reveals it. Iggwily knows the 
sonlid tale, of course, and if shes been 
‘made helpful by the PCs, she relates it to 
them, Otherwise, she has little experience 
With cladrins—they're“too full of moon- 
sparkle and unicorn giggles" for her 
laste, Yet she does know the location of 
‘gate to the Court of Stars not far from 
‘one of the Styx’s tributaries, where the 
river approaches some of the roots of 
Ypsstrasil, the World Tree. Growingon the 
bank of the Styx in this secluded corner 
of Niflheim isa grove of lightning-struck 
‘oaks. By touching sprigs of mistletoe to 
the lightning scars, the PCs can transport 
themselves to the Court of Stars near the 
queen's domains. 
ADC 25 Knowledge (the planes) check 

reveals that the Court of Stars is on the 
Olympian Glades of Arborea. ‘The court 
itself is a demiplane that drifts about 
Arborea like an autumn leaf'on a pool, 
shifting gracefullyand effortlessly between 
Arborea's three layers, Queen Morwel 
controls who comes and goes from the 
court, and no matter what method the 
PCs use to travel there, they arrive at the 
same location. This demiplane resembles 
an autumnal sylvan forest under a starlit 
sky. Time docs not pass here, so creatures 
living in the demiplane never age, hunger, 
oF thirst, They do eat, drink,and sleep, but 
purely for enjoyment. 

Proving One's Worth (EL 20) 
When the PCs arrive in the Court 
of Stars, they find themselves in 
‘titanic forest of trees as thick as 
houses, where even the squirrels are 
the size of dogs. ‘Their arrival in this 
secluded demiplane hax not gone 

noticed—a DC 20 Listen check 
reveals the fast-approaching sounds 
‘of what seems to be a hunting party, 
complete with barking dogs. Only 24 
rounds later, a dozen enormous black 
hounds break out of the underbrush 
and swirl around the PCs, baying and 

seem friendly, though occasionally 
they growl, 
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“This isa pack of moon dogs outsiders 
that resemble wolf hounds but with a 

few strikingly human characteristics, 
including front paws with opposable 
digits. The moon dogs do not attack, 
but do circle and observe the PCs 

ing blessed sight, Ifthe party has any 
evilaligned characters with them, the 
moon dogs bark and bay in anger but 
‘wait until their eladrin companions 
arrive in 1dq rounds before attacking. 
If the party contains no evil members, 
the moon dogs merely keep a sharp eye 
‘on them, herding them roughly in the 
direction of the approaching eladrins, 

‘A moment after the dogs pull away, a 
knight on a powerful white horse rides 
into the clearing, followed by two glowing 
lobes of floating golden light. The horse 
paws the earth. The knight carries a 
Jongsword that glows like the sun. When. 
he spies the PCs, his eyes widen and he 
calls out,"You! Why are you here?” 

Creatures: The “knight” is in fact, 
powerful tulani eladrin named Sir 

Andros Fearnaught, a creature who 
resembles a 7-foot-tall elven noble 
dressed in shimmering robes. He has 
golden skin and bright purple eyes. 
His mount, Wanderer, is a legendary 
horse, while the two globes of light 
are Bhaenmar and Waldrop, his ghaele 
eladrin companions Ifthere are any evil 
characters in the party, Andros demands 
they leave immediately. they resist, he 
shakes his head sadly and does his best 
to force them to leave, using all of his 
powers to defeat them. 
Andros has more patience for 

lawful creatures, but not much, Even 
if the party contains no lawful or evil 
‘characters, Andros remains suspicious, 
especially if he can smell the Styx on 
the PCs (which he certainly ean if the 
PCs arrived from the Niflheim portal). 
In any event, as he addresses the party 
his sword turns from a thing of metal 
toa shaft of sunlight so bright it hurts 
to look at it. He introduces himself, 
and if there are lawful characters, he 
complains that they “reek of pomposity.” 
If the PCs ask for an audience with 
Gwynharwyfor Queen Morwel, Andros 
Jaughs derisively, wondering aloud why 
any of this fair realm’s leaders would 

set aside time to talk to a elot of dirty 
and (if appropriate) lawful mortals. 
Play Andros as 2 haughty, egotistical 
Jerk, one who almost wants to goad the 
PCs into attacking him so he'll have an 
excuse to fight back and force them out 
of the demiplane. 
Members of the Church of the 

Whirling Fury who have an affiliation, 
score of at least 21 (or any character 
with levels in the champion of 
Gwynharwyf, troubadour of stars, or a 
similar eladein-friendly prestige class) 
get an entirely different reception: they 
are embraced as long-lost brothers 
and sisters. Andros proudly tells them 
they will meet the paragon eladrin 
themselves soon enough, and offers 
the characters wineskins filled with 
eladrin wine. Only if everyone in the 
party falls into this category will Andros 
agree to lead them personally to Queen. 
Morwel's palace—in this case, Celeste 
Joins the party there, rather than in “A 
‘Welcome Intervention.” 

Lfthere are any lawful characters in the 
‘party, or iftthe PCs become particularly 
crass or rude to Andros, continue with 
“Fearnaught’s Challenges.” Otherwise, 
after a few more rounds of standoffish 
attitude from the tulani, proceed with 
“A Welcome Intervention” below. 

Sin ANDROS FearnaucnT cris 
Tolan’ eladein 
CG Medium outsider (chaotic, latin, good) 
Book of Exated Deeds 171 
Init +10; Senses blessed sight, darkvision 60 

fh, detect law, detect magic, true seit 
Listen #28, Spot 128 

‘Aura gaze (60 f.), protective aura (20 A.) 
Languages Auran, Celestial, Common, 

mi, Ev iv 
E36, touch 16, Mat Doxige, Mobility 
bhp 189(18 HD): DR 15/eold iron or evil 
Immune electricity, petrifcation 
Resist acid 10, cold 10; SR 30 
Fert +17 («21 aginst potion) Ref 17, Wal +18 
Spd 40 0. fy 90 8. (perfect) 
Melee +4 Witiant energy holy fongsword 

427}22/+27/#12 (14849/19-20) or 
+4 mer lance +zyfez2}exqfin2 
(idtniead6p3 nonlethal) 

Ranged dream ray +24 touch (1d6 Cha) 
Base Ath +18; Grp +23 



A 
‘Atk Options Ride-By Attack, Spring Attack, 

Power Attack 
Special Actions bardic music 18/éay 

{countersong, fascinate, inspire 
competence, inspire courage +3, 
inspire greatness, inspire heroics, moss 
suggestion, song of freedom, suggestion) 

SpellLike Abilities (CL 18th) 
Constant—bessed sight, detect law, detect 

magic, magic cee against ei (20-Foot 
adi), te seeing 

‘At will empowered chain lightning (OC 
29), cure serious wounds, dancing lights, 
‘ete thoughts (OC 29), dispel magic, 
ine fos, hast, greater invisibility, 
‘greater tlepoct (self plus 50 pounds 
(of objects), major image (OC 26), moss 
charm monster {DC 3) polymorph any 
‘object (OC 31) righteous smite (OC 30), 
Aeehineis(OC 28, wal of force 

2fday—heu, meteor swarm (OC 32, power 
word il tme stop 

Rilities Str 20, Dex 22, Con 22, int 24, Wis, 
24, Cha 26 

5@ alternate form, sword of light 
Feats Dealge, Improved Initiative, Mobility, 

‘Mounted Comba, Ride-By Attack, Spring 
‘tack, Power Attack 

Skills BlufF'¥29, Concentration +27, 
Diplomacy 433, Hide +27, Intimate 
+31, Knowledge (ana) #17, Knowledge 
(ocal) +28, Knowledge (nature) +18, 
Knowledge (he planes) #28 Listen +28, 
‘Mave Silently +27, Perform (song) +29, 

+16, Sense Motive +28, Spellraft 
pot +28 

Possessions +f brillant energy holy 
Jongaword, 04 merefl lance 

‘MRarnate Form (Su)A tuba! can shit 
between its humanoid and globe forms 35 
1 standard action. in humanoid form, it 
‘annot iy oF use its dream rays In globe 
fore, cannot use its pare attack. The 
globe form is incoporeal. 

Bardic Musi (Su) tulan uses baedic music 
235.0 18th-level bard, and can maintain 
concentration on one such ability per 
round 28 free action. 
Blessed Sight (Sp) This spel-lke ability (Book 
of Exalted Deeds 92) functions as detet evil 
‘but does not require concentration and 
discerns aura location and strength in 1 
round. i lasts for 1 minute/evel. 

Dream Ray (Su) This beam of fight has a 
‘ange of 300 feet and deals 146 points 

#30, 

(of Charisma damage on a hit: An evil 
creature reduced to 0 Charisma by this 
bbeam takes 1d10 points of damage, plus 
an additional 1410 points of damage 
each hour until its Charisma score is 
‘alsed to 1 or higher. 
affecting effect. 

Gaze (Su) Siay evil creatures of 5 HD or 
ewer, range 60 feet, Will OC 27 negates. 
“The save DC is Charisma-based. 

Protective Aura (Su) As 3 free action, a tulani 
‘an surround itself with 3 20-foot-radius 
rrimbus of fight that acts an a double- 
strength magic ile agoins evil and as 2 
lesser globe of imwinerobilty (CL 18th). 

Righteous Smite (Sp) This spell-ike ability is. 
detailed in the Book of Exalted Deeds, page 
106. tf you don't use this book in your 
campaign, replace this spelllike ability 
with holy word. 

‘Sword of Light (Su) Asa free action, 
tulani can create a briliant energy holy 
Jongsword. This sword vanishes if the 
tulani dies or loses physical contact with 
the sword, 

isa mind 

Wanounen 
‘Male costal legendary horse 
CG Larye magical beast (augmented animal 
‘Monster Manual i138, Monster Manual 32 
Init +2; Senses darkyision 60 ft, low-light 

Vision, scent; Listen +9, Spot +9 
Languages Celestial 
'4C19, touch 11, Nat-Footed 17 
bp 243 (18 HO OR 10/magic 
Resist acid 10, cold 10, electricity 10; SR 23 
Fort +19, Ref +13, Will «13 
‘Spd 80 A. 
Melee 2 hooves +21 (34609) and 

bite +16 (dra) 
Space 10 8; Reach 5 &. 
Base Ath 613; Gep +26 
‘Atk Options Improved Overrun, Power 

Altack, smite evil 1/day (+18 damage) 
‘Biles Sir 29, Dex 14, Con 27, int 3, Wis 

15,0910 
Feats Alertness, Endurance, Improved 

‘Overrun, Improved Natura Attack (hoof), 
Improved Toughness (+1 hp/HO), Power 
Altack, Run 

Skis Listen «9, Spot +9 

cre 

‘Moon Doss (7) 
NG Medium outsider (good) 
Book of Exalted Deeds 179 

Init +6; Senses arcane sight, blessed sight, 
darkvision 60 ML, detect snares and pts, 
keen senses, scent, se imsibilily Listen 
+417, Spot +17 

Languages Celestial, Common, infernal; 
speak with canines, telepathy 50 ft 
E20, touch 1, fat footed 18; Dodge, Mabiiny 
bhp 499 HDI; DR 10/cold iron or ew! 
SRB 
Fort +9, Ref +10, Will «12 
‘Spd 50% 
‘Melee bite +12(Id8+4) 
Base Atk +9: Grp «12 
Special Actions bark, bay, how, shadow 

pattern, soothing ministations, whine 
‘Spell-Like Abilities (CL. 12th) 

Constant—orcane sight, blessed sight, 
<etect snares and pts, see ivisiilty 

‘At wll—astral projection (self ony), 
dancing lights, darkness, ethereal jaunt, 
_fog cloud, greoter instil, light, 
rnondetection (OC 6) 

day—alter sel, miro image 
/day—greater shadow conjuration (OC 20) 

Rilities S116, Bex 15, Con 12, nt 15, Wis 
16,Cha 17 

SQ luck 
Feats Alertness, Oodge, improved 

Initiative, Mobility 
‘Skills Balance +4, Concentration +13, 
Diplomacy +17, Hide +18, lntimidate 
+15, Jump +15, Knowledge (the planes) 
+14, Listen +17, Move Silently #18, Sense 
Motive +15, Spot +17 

‘Bark (Su)As a standard action, a moon dog 
can bark to create a dispel ei effect (OC 
17), The save DC is Charisma-based. 

Bay (Su) As a standard action, a moon 
dog can bay, duplicating the effets of 
+2 fear spall (DC 17) that affects only ev 
‘creatures within an 80-foot radius. A 
‘creature that makes this saving throw is 
immune to that particular moon dog's 
bay or 24 hours. Ths s 2 sonic, mind- 
affecting effect. 

Blessed Sight (Sp) This spelllke ability (Book 
of Exalted Deeds 92) functions as detect el 
but does not require concentration and 
discerns aura location and strength in 1 
round. it Lists for 1 minuteflevel. 

How (Su) When a moon dog howls, evil 
creatures within 40 feet take 1d444 points 
‘of damage per round, in addition to the 
fear effect of ts baying, Evil extrapl 
creatures within 40 feet of a howling 
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moon dog, ate targeted by a dismissal 
effect. as east by 9 12th-level caster (base 
DC 17). F more than one moon dog 

bout the effec level increases by 
2 for each dog beyeod the first 

Keen Senses (Ex) A moon dog sees four 
times a well as 3 human in low-light, and 
twice as well In normal light. 

Luck (Ex) A woon dog receives 3 +2 luck 

long, 35 the moon 
16 an additional 2 aes, pl 

though by 3 hy 
they make a DC 17 Will save (CL 10th). 

ic potter spell unless 

Good en tures in th 4 area are warded by 
remove fear. The 

Speak with Canines (Sp)A moon dog can 
(CL 12th) 3¢ wall 10 

communicate with any canine animal 
Soothing Ministration (Su) By licking 2 

wound, a moon dog can create any of 
the following effects, one time each per 

n dog, can whine as 3 
standard 3 to automatically dispel 
any illusion effect within 50 feet. 
Bhaenmar and Waldrop, ghacle 

cladrins: hp 65 each: M + Manual 

Fearnaught’s Challenges 
IfSir Andros feels the PCs don't deserve 
to be here, he challenges each of them 
to prove their worth. He pros aims that 
he shall face each of them in turn, and 
that each may choose wrestlin 

‘Wrestling: Conduct wrestling matches 
as normal combat. Sir Andros lakes care 
to use only nonlethal damage when 
requi less his opponent u 

ce, in which case Sir Andn 
ce by calli 

ends the 
wg the character a 

blackguard and then attacking, Whoever 
anages to pin his foe for y consecutive 

rounds wins the contest 
Jousting: A round of jousting begins as 

the two riders pasition themselves 20¢ 
feet apart. Ifo PCs carry lances, An 
begrudgingly creates one for them by 

ing polymorph any object on a fallen 
branch, Bach contestant must make a DC 
5 Ride check to guide his mount with his 
knees, and must then spur his mount to 

¢ speed with a DC 15 Ri 
Technically, a jouster can hold the reins 
in his shield hand, but in practice, it's 
about spurring the horse and guiding 
while the jouster's hands are otherwise 
occupied. For each check that fails, the 
character suffers a4 penalty on his fal: 

es an initiative check, 
changes and the 
This attack must be made 1o do nonlethal 

amage; Andros has a mercfil lance, so he 
need not worry about the -4 penalty for 

aking such an attack. If'a character is 
truck, he must make a special Ride check 

Js the nonlethal DC equ amage donc 
him) to avoid being knocked from his 

dale. Andros’s damage reduction gives 
him an unfair advantage in this contest, 
bat if the PCs confront him on this, he 
shrugs and asks that character if he'd 
rather challenge hirn to a wrestling match 

The jousting nament continues 
haracter fills from the saddle 

either as a result of a failed Ride check 
tl om 

orasa result of taking enough nonlethal 
damage to fall unconscious. 

Steeplechase: The steeplechase happens 
cover 5 rounds at fall gallop, and the rider 

1¢ most opposed Ride checks who wins 



wins the race. Between the third and 
fourth ride check, a deep stream gully 
biseets the impromptu course, requiring, 
the rider to make a DC15 Ride check or 
the mount to makea DC1s Jump check— 
whichever skill check is lower is the one 
that must be made. Failure at this check 
indicates an automatic loss 

Each character who loses one of these 
contests is asked by Andros to leave the 
plane in the name of the queen. Ifthe PC 
refises to goshe makesan enemy of Andros 
for refusing to recognize his authority on 
the queen's land. Yet before things come 
to blows, another eladrin intervenes. 
Ad Hoe Experience Award: If all of 

the PCs win these challenges, award 
them a CR 18 experience award, If at 
least half of them win, award them a CR 
1g experience award. 

A Welcome Laterveation 
Sir Andros’s haughty attitude and 
insulting stance is bound to raise the 
hackles of some PCs Alternatively, if 
even one of the PCs fails to defeat his 
challenges, his demands that the losers 
leave the Court of Stars might well lead 
to combat, When you judge that the PCs 
have had enough of his attitude, it’s time 
foran intervention. 

A strong feminine voice cries out 
at this point as a shimmering ball 
of green light wafls onto the scene. 
‘The voice says, “Andros! Do you not 
recognize these heroes? They are the 
‘anes our queen spoke of; the ones who 
are standing.against our old enemy, Flas 
your ego blinded you yet again to our 
queen's wishes?” 
Andros seems morbidly chastised 

at this and immediately goes from a 
blustering champion to an embarassed 
and mortified submissive, hanging his 
head in shame. He matters, “Please, 
Lady Celeste... 1 was only toying with 
them. I would have brought them to our 
queen io tim 

At this point, the ball of light 
transforms into a beautifal preen-haired 
ghacle eladrin who drifts gently down to 
the ground. She casts one final disgusted 
ook at Andros, tells him he may “resume 
his litle hunt,” and then ignores him, 
turning her attention to the PCs 

Creature: Celeste is a ghacle eladrin, 
and although the PCs have not met her 
before, she should be familiar to readers 
of these Adventure Paths. She has had a 
hand in saving the city of Cauldron from 
its shackles and in preventing the Age of 
‘Worms, Now, as fate would have it, she 
Joins another group of heroes in a third 
and final epic adventure. 

Celeste apologizes profusely for 
‘Andros's actions, providing healing to 
any PC who needs it, then tells them they 
are expected at Morwel’s Palace, offering 
to escort them there. The walk to the 
palace iy only an hour, and along the way 
Celeste engages the PCs in conversation, 
asking to hear detailed stories of their 
accomplishments over the past several 
months. She avoids answering any 
questions directed at her, apologizing 
and saying it’s not her place to speak 
for her queen, but that they will be in 
Morwel's presence soon enough. 
Ifthe PCs are having a rough time of 

things in this adventure, you can have 
‘Celeste accompany them from this point 
on. She prefers to avoid combat. using 
her magic and powers to support the PCs 
in battle rather than seizing opportuni- 
ties for glory herself Her ability to tele- 
port and cast plane shifi makes it simple 
for her to come and go—if you deter- 
‘mine her presence is no longer needed, 
she can receive a summons from Mor 
well and return to her queen's side for a 
time, only to reappear to aid the PGs if 
they really need help or access to heal- 
ing, Think ofher asa safety net." Things 
‘only grow more dangerous for the PCs 
from this point out, and they probably 
deserve alittle bit of help awa reward tor 
making 

Coueste cr 20 
Female ghaele ladrin bard Sfyric 

thaumaturge 7 
6 Medium outsider (chaotic, eladrin, pood) 
‘Monster Manaol 94, Complete Mage 66 
Init +2; Senses darkvsion 60 f. low:light 

sion; Listen #17, Spot 417 
‘Aura protective aura (20 R) 
Languages Celestial, infernal, Draconic; 

tongues 
AC 34, touch 12, flat-footed 37 
bhp 197 (22 HD}; DR 10jevil and cold iron 

Immune electncty, peteifcation 
Resist cold 10, fire 10; SR 28 
Fort 15, Rof +18, Will 420 
Spd 50 Rly 150 A. (perfect) 
Melee 94 cod ion dancing gretasord 
429 }224)+19}o14 2460139-20) 

Ranged 2 ight rays «20 ranged touch (2d12) 
Base Atk +15; Grp +24 
‘Ak Options Combat Fapestise, improved 

Disarm, Sally Martial Strike (greatsword) 
‘Special Actions bardic music 16/day 

(countersong, fascinate, inspire 
competence, inspire courage 41), gaze, 
rebuke plant creatures 13}day 610, 
246422, 12th), sonic might 

Bard Spells Known (CL. 12th, +20 ranged touch) 
«ath (6/day)—freedom of movement, orb of | 

sound, ruin dever’ fortune, shout (OC 24) 
sed (6fday)—liboess, heen edge, serving, 

secret page, wounding whispers (DC 23) 
2nd (7fbay)—alter self enthrall (OC 22), 

scorching ray, suggestion (OC 22), 
wicking Wade 

ast (fd3y)—identifyispcationa boost 
magic mile Tasha’ hideaws loughter 
{OC 21} vedetectable alignment 

10 (/day)-—ghost sound (DC 20), 
‘mage hand, mending, open/close, 

Glrie Spells Prepared (Cl 14th [CL 15th for 
‘good spells) 
“7th—destruction (OC 21), holy word? (OC 

23), mass cure serious wounds 
‘6th—banishment (OC 20), blade barrier” 

(OC 20), heal (2) 
sth-—break enchantment, lame strike (OC 

19), plane shift (DC 49), wall of thorns” 
ath—cure critical wounds, death ward, 

dismissal (OC 8), holy smite? (DC 8, 
reutralize poison, sending 

3rd—awoken sin, cure serious wounds (3), 
plant groweh?, protectin rom eneray 

and—barkskin®, bulls strength, close 
wounds (3), cue moderate wounds (2), 
silence (DC 16) 

ast—comenond (OC 15) divine favor, tangle” 
(0C 19h otcaring mit regener, 
‘sanctuary (DC 16), shield of fot 

‘2—care minor wounds (6) 
D domain spel; Domains good, pant 

‘Spell-ike Abilities (Cl. 16th) 
At will—aid, charm monster (DC 24), color 

spray (OC 21), comprehend languages, 
continual flame, cure light wounds (OC 
21), dancing lights, detect evil, detect 
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thoughts (OC 22), disguise self disp) 
magic hold monster (DC 29), greater 
invisibility (self only), major image(DC 
23), see invisibility, greater teleport (self 
plus 50 pounds of abjeets only) 

43}day—quickened charm monster (OC 24) 
2ay—chain lightning (OC 6), prismatic 

___spray (OC 27), wall of force 
Abilities Str 22, Dex 15, Con 20, Int 18, Wis 

28, Cha 30 
SQ bardic knowledge +18, sill tricks, 

spontanious casting (cure spells) 
Feats Captivating Meloy, Combat Expertise, 

Extra Music, improved Disarm, Melodic 
Casing, Practiced Magi, Quicken Spe-Like 
Ait (charm morse), Sanetify Martial Stike 
{greatsword), Weapon Focus (greatsword) 

‘Skills Balance +8, Bluff +35, Concentrate 
+18, Diplomacy +35, Disguise +21 (+25, 
acting), Jump +20, Knawledge (arcana) 
+16, Knowledge (history) +9, Knowledge 
(local) +9, Knowledge (nobility and royalty) 
+16, Listen +27, Perform (sang) #35, 
Sense Motive +21 Sleight of Hand +11, 
Spellrat +12, Spot +17, Tumble +21 

Possessions combat gear, +3 mithral 
moderate fortification breastplate, +4 cold 
iron dancing greatsword, ing of Charisma 
6, amulet of health +4, boots of speed 

Sonic Might (Su) Celeste can expend a use 
of bardic music to add 1d6 points of 
sonic damage per spell level to any spell 
withthe sonic descriptor. 

Feats Captivating Melody (Complete Mage 
40) allows Celeste to attempt a Perform 
check (DC 15 + spell level) when she 
casts a spell to inerease the save DC 
ofthe spell by 2, 5 long as the spell 
being cast isa bard spell ofthe school 
of enchantment or illusion. Extra Music 
(Complete Adventurer 109) allows Celeste 
to use her bardie musie four extra times 
per day. Melodie Casting (Complete 
‘Mage 67) allows Celeste to substitute a 
Perform check for Cancentration checks 
when required to cast a spell or use a 
spel-lke ability. She can also cast spells 
and activate magic items by eommand 
words or spell completion while using 
a bardie musie ability. Practiced Magic 
{Shacked City 35) increases Celeste’ 
caster level for her spel-like abilities by 
+4 Sanetify Martial Strike (Book of Exalted 
Deeds 46) allows Celeste to deal an extra 
point of damage to evil creatures she 
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strikes with her greatsword, or an extra 
{dé points to eviloutsiders and evil 
undead. In addition, her greatsword is 
considered good aligned for the purposes 
of overcoming danage reduction. Sweet 
Talker (Complete Scoundea 81) grants 
Celeste two addtional interaction kil 
tricks 2t no skill point cost, and increases 
her limit on skill wicks known by one. 

Skil Ticks Skill rcks are minor benefits 
tained by spending 2 skill points once 
the correct skill prerequisites are met. 
Skil Ticks are detailed on pages 82-90 
of Complete Scoundrel. Celeste knows the 
following skill tricks: 
Assume Quit: When impersonating, a 

particular individual, Celeste eliminates 
the normal Spot bonus granted to a 
viewer familiar with that individual for 
vp to 1 hour per day. 

‘Back on Your Feet: Celeste falls prone, she 
‘an stand up asan immediate ation 
without provoking attacks of opportunity, 

Conceal Spelcastng: Celeste ean rake a 
Sleight of Hand check opposed by the 
Spot check of any onlookers to hide the 
fact that she's sting a spell. 

Exteeme Leops If Celeste makes a 
horizontal jump of at east 10 feet 
during her turn, she can spend a swift 
action to move an additional 1 fect on 
that turn. 

Second lnpressir: fan observer sees 
through Celeste’ disguise with a Spot 
check, she can attempt a Bluff check to 
convince him that he's mistaken (the 
‘DC of this Bluff check i that observer’ 
Spot check}. She must be aware ofthe 
observer's dizcavery in order to use 
this trick, and even then can only use it 
‘once per day. 

Social Recovery f Celeste’s Diplomacy 
check to influence an NPC's attitude 
fails, she can spend another full round 
talking to the NPC, thea make a Blu 
creck with aso penalty Use the 
result ofthis checkin place ofthe 
Diplomacy check result, except that it 
can't improve the NPC's attitude by 
more than one step. This trick may only 
be attempted against a single target 
once a day. 

‘Spot the Weak Point: Asa standard action, 
Celeste can attempt a Spot check (OC 
equals target’sAC) to find a weakness 

in her foe's defenses, I successful, 
her next attack apsinst that opponent 
{Which must be made no later than her 
next turn is treated as 3 touch attack 

Twisted Charge: When Celeste charges, she 
can make one turn of up to 90 degrees 
during her movement. She must stil 
have line of sight to her target atthe 
start of her turn. 

‘Spell Several of Celeste’ spells are from the 
‘Spell Compendium. Ifyou don't use this 
book in your game, replace awaken sin 
with searing light, close wounds with hold 
person, inspirational boost with grease, orb 
of sound with confsion, resurgence with 
entropic shield, ruin delver’s fortune with 
legend lore, whining blade with shatter and 
wounding whispers with sow. 

In the Court of Stars 
Although this adventure assumes the 
PCs are escorted to Queen Morwel's 
presence by Celeste, it's possible they 
need to make their way there on their 
‘own, In this case, they are received with 
an unfriendly attitude, but are still given 
a chance to make their case. 
‘As the PCs eienge from the forest and 

‘crest a hill, it may seem almost as if they 
are climbing into the heavens themselves, 
‘The hill is taller than it first appears and 
very quickly the PCsareabove the treeline 
and even the clouds, with snow crunching 
underfoot. Yel the air seems only pleas- 
antly crisp, not cold at all.'The night stars 
sparkle around them, and the erystal pal- 
ace before them seems close, but it akesa 
while forthe scale to sink in. Its walls are 
built of glowing crystal, and when they 
finally reach the outer gates, the PCs see 
the thousands of separate magical lights 
glittering within—some are lanterns, but 
‘others are living creatures, some tiny, oth- 
cers several feet across, They float in and 
‘out of the palace like soap bubbles. 

At the gate, two eladrins with opales- 
cent eyes grect the PCs, bowing deeply 
and greeting Celeste ifshe is with them 
before stepping aside. Within, the pal- 
ace seems brighter and brighter, until at 
last Celeste leads the PCs into a dazzling, 
central dome. Hundreds of eladrins in 
elven and glowing light forms watch 
silently from the tiers rising from 
the room's edges. A DC 25 Spot check 



notices Sir Andros in the crowd, glum 
and surly as he watches the PCs enter 
his queen's presence. 

‘At the center of the room rest three 
gold thrones. Sitting regally on the 
central and largest throne is a tall, red 
haired, and shockingly beautiful elven 
‘woman wearing adiaphanous gown that 
seems made up of thousands of flicker- 
ing pinpoints of lights. She does not 
speak, but a silver-haired and deeply- 
tanned elven woman sitting on the 
throne to her right docs: “Welcome, 
mortals. What brings you to the Court 
of Stars?” The throne to the left is cur- 
rently empty. 

‘The red-haired woman is Queen 
Morwel, ruler of the eladrin race, and 
the silver-haired woman is one of her 
consorts and bodyguards, Gwynharwyf, 
the Whirling Fury, Morwel’s other con- 
sort, Faerinall, is away on other busi- 
ness at this time, Allow the party to 
make its piteh about taking the fight 
against Demogorgon into Gaping, 
Maw, and prompt them to deseribe the 
treat of the shadow pearls, The eladrin 
paragons listen attentively,and a DC 20 
Sense Motive check reveals that Gwyn= 
harwyf seems especially interested in 
the discussion, At each mention of 
Demogorgon’s name, her fists clench 
and her eyes sparkle dangerously. 
When they finish, Morwel speaks. 

“Your task is worthy and the stuff of heroes. 
‘And heroes such 3s yourselves must be sup- 
ported and honored. You have my pledge 
(of aid in this battle. Although I cannot leave 
the court you shall have the support of my 
deat friend and her armies when the time to 
strike comes. Gwynharwyfhas had dealings 
with Demogorgon before, and she has been 
waiting for a chance to return his favors. 

“Yet while my trust in you might be 
enough to satisfy the concerns of my 
children, it would be foolish of me to 
not offer proof of your heroic nature 
to them. As much as it pains me to ask, 
| need a favor from you before | can 
allow Gwynharwyf to prepare for battle. 

“At the base of the World Ash gnaws a 
dragon, a particularly foul-tempered dread 
linnorm named Redfang. He has vexed 
my children for ages, but his distance and 

power haveensured hislongevity. Yet of ite, 
he has gone too far. He has razed eladrin 
holdings and fatted upon my children, 
and now lies in torpor in his lair among 
Yggerasi’ root. itis time for him to die. 

“Go you, then, and bring me Redfang’s 
heads... no, wait. His heads are too large. 
Instead, gut the beast and release one of 
the stars from his belly. When you return, 
Guynharwyf shall take you to the Fountain 
of Beauty to seal our alliance.” A murmur 
of approval rises from the court. 

Morwel is happy to answer any other 
questions the PCs might have. Her 
nowledge is vast; she has always been, 
and in the span of that incalculable 
time she has learned much, You can 
‘use Morwel to answer any concerns the 
PCs might have, but take care to keep a 
few secrets. 

A DC 30 Knowledge (arcana) check is 
‘enough to reveal old tales of the dread lin- 
norm Reding, who issaid to be the child 
of the Niddhogg itself Reding ha eaten, 
dozens of eladrin stars, lantern archons, 
and other celestial ereaturey—he seems 
tomakea habit of it. Queen Morwel cares 
about them beeause over the centuries 
she and her court have sheltered many 
such ereatures and turned a few af them. 
to the cause of Chaos. 

‘Yegdeasil 
Yggdrasil, the World Ash, is truly one 
of the great wonders of the multiverse. 
Almost its own plane, this 2-mile-tall 
ash tree exists asa bridge between many 
different realms on the Great Wheel. 
Portals along its branches and roots 
allow access to these worlds, yet the tree 
itself sits own world, one inhabited by 
giant ravens, intelligent squirrels called 
ratatosks, and of course, the linnorms, 
‘Yegdrasil is mildly chaos-aligned (lawful 
creatures take a2 penalty on Charisma- 
based checks here), and spells or spell- 
like abilities that have the plant descrip- 
tor are maximized, while spells that use 
chaos are extended. 

Morwel informs the PCs that while 
she can send them to Redfang's lair, 
they must secure their own return to 
the Court of Stars. If any of the PCs 
‘can cast spells or Use Magic Device, 

she grants them a scroll of gate to effect 
their return—otherwise, they'l need to 
climb the World Ash itself to reach one 
of the portals in its upper branches to 
return. More details on Yggdrasil ean be 
found on pages 38-40 of Expedition to the 
‘Demomweb Pits. 
When the PCs are ready, Morwel 

assumes the form of a 4-foot-diameter 
sphere of multicolored light. She can 
project violet beam up to four times per 
round, striking one character per beam 
and transporting him to a point near the 
entrance to Redfang's Iai. 

‘Among the World Roots (EL 22) 

‘What first appears to be the ground is, in 
fact, an immense moss-covered root— 
closer inspection reveals that this place has 
‘no proper ground, only a tangling descent 
‘ofadditional rots that form a dizzying array 
cof hills and valleys. Above, an immense wall 
‘of wood rises into the sky beyond sight, and 
the sky isa vast, endless canopy of branches 
and leaves. The horizon isa fopgy expanse, 
and a cold, misty wind drifts along in theair 

Ahead, a cavern descends between a 
V shape formed by two gigantic roots, 
‘each of them ninety feet high, The space 
between them is about forty feet wide and 
littered with stones, enormous dead leaves, 
and two tunnel entrances, both thirty feet 
across. The cold, misty wind seems to be 
issuing from there. 

(Creature: Reding the dread linnorm, 
known in more ancient times as 
Stjernespise, is an ancient creature 
that feasts on travelers of Yggdrasi, the 
World Tree, devouring dwarves, demons, 
and devas alike. He has no interest in 
‘outside politics, though he does posses 
a tremendous greed and cunning. 

Redfang’s lair is protected by mirage 
<rcana, which hides the true entrances 
and makes a solid section of incredibly 
dense root look like entrances to caverns, 
Af the party simply approaches without 
precautions, they're walking into a well- 
prepared death trap. The dread linnorm. 
hhas covered the pits with illusory dirt 
and leaves tising his mirage arcana spell. 
Stepping on any of them elicits a DC 
a5 Reflex save to avoid a fall into a Go- 
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foot-deep pit. Redfang himself wards 
the approach to his lair with silent alarm 
spells as well, and if they are triggered 
he prepares for battle by casting greater 
heroism, fire shield, displacement, mirror 
image, ventriloquism, and. invisibility, 
then tries to lure PCs into pits using 
ventriloqurism to taunt them, 

Redfing is an enormous wingless 
dragon with two huge heads and no hind 
legs. His eyes are lit like lanterns from 
inside, flickering with reddish light, and 
his scales are as bright as new iron. Note 
that Red Fang's GR has been revised from 
its original entry in the Monster Manual It 
to more accurately reflect his power level 
ina game 

ReorANG,Guawer In Daminess  CR22 
Male elite dread linnorm 
CE Colossal dragon 
Monster Manu I 141 
Init +0; Senses blindsense 120 f, darkvision 

60 f, keen sense Listen +30, Spot +30 
Languages Abyssal, Draconic 
AC39, touch 5, Nat-footed 36 
bhp 450 (20 HD}; DR 15/magic 
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ects, sleep, paralys 
SR 36 
Fort +28, Ref +15, Will +19) 
Spd 50 ft, ly 60 Rt (goo 
Melee 2 bites +32 (6d8+20/19-20 plus 

Swim 30 

‘energy deain) and 

tall slap +30 (4d6+30) 
Space 30 f.; Reach 20 f 
Base Atk +20; Grp =56 
‘Atk Options Fyby Attack, Power Attack, Snatch 
Special Aetions crush, 
Combat Gear breath w 
Spells Prepared (CL 18th, +15 ranged touch) 

‘th (alday)—wish 
h (s/4ay}—greaterplona 

dimension door, enervation, 

Jou (OC 

1 breathing 
and (o/day)—glitterdust (OC 22), invisibly, 

ge, resis energy, spder climb 
ast (o/day}—alorm, expeditious retreat, mage 
‘armor (already cst, shield, ventriloquisn 

© (6jday}—acid splash, dancing light 
detect magi, ghost zound (DC 20}, mage 
hand, mending, message, open/close 
prestii 

Spell-Like Abilities (CL 14th) 
At will fly, telekinesis (D 
ajday-—move earth 
3/day-—power word stun 
alday—antipathy (OC 20), sympathy (DC 29) 

Abilities Str 50, Dex 16, Con 42, Int 12, Wis 
24, Cha 30 

Feats Flyby Attack, Improved Critical 
(bite), Improved Natural Attack (bite 
claw), Improved Toughness (1 hp/H0), 
Multiattack, Snatch 

Skills Bluff +33, Climb +43, Concentration 
(areana) 424, Listen +30, 

Swimm 428 
#39, Knowledg 
Spelleraft 124, Sp 

Breath Weapon (Su) As 
dread linnerm can breathe either with one 

‘when 2 head breathes, 
itcan choose to deal fire or eald damsag 

standard action, a 

head or with bo 



a 

and can da s0 in 70-foot cone or a 140 
foot line, Each head must wait Lela rounds 
before it breathes again. Both breath 
weapons deal 12d6 points of damage, with 
2.DC 36 Reflex save halving the damage. 
The save DC ts Constitution-based. 

Crush (Ex) A ying or jumping, dee 
linaorm can land on opponents three or 
more size categaries smaller than itself as, 
a standard action. A crush attack affects 
2a many creatures that can fit under the 
linnore's space. Creatures in this area 
can attempt a DC 36 Reflex save to avoid 
being pinned and taking 48130 points 
of damage. Ifthe linnarm chooses to 
maintain the pin, treat itas a normal 
grapple attack. Pinned opponents take 
damage from the erush each round if 
they don't escape. 

Energy Drain (Su) A creature bitten by a 
‘read linorm gains one negative level 
For each negative level bestowed, the 
dread linnarrn heals 5 points of dan Be 
igning excess it points as temporary 
hit points, i's a DC 30 Fortitude save to 
remove these nogative levels. The save DC 
ls Charisma-based, 
yen Senses (Ex) A dread linnorm sees 
four times as well as a human in law 
light conditions and twice as well in 
normal light. 

Tall Sweep (Ex) A dread linnorm can sweep. 
ith its tal as a standaed action, This 
affects all Medium or smaller creatuces 
within & 20-foot-radius half-cicle 
adjacent ta the linnorm, Each affected 
creature takes 248430 points of damage, 
cor halfon a DC 36 Reflex save. 

Demonic Gifts Redfang has used extract 
git to grant himself a permanent +4 
‘enhancement bonus to his Strength, 
Deaterity, Constitution, and Charisma 
scores, Extract gf is detailed on page 93 
‘of Fiendsh Codex these enhancement 
bonuses can be dispelled (CL 18th). 

Experience Points Redfang has 20,000 
‘experience points to use cating spells 
tke wish, 

Inherent Bonuses Redfang has a.42 
inherent bonus to his Strength, Desteriy, 
and Wisdom, and a +3 inherent bonus to 
his Constitution and Charisma 
‘Taeties: Once combat begins, Red- 

fang initially avoids melee, using spells, 
like prismatic spray and disintegrate or his 
breath weapons to soften up the PCs. He 
uses wall offre and power word stun to 
divide the PCs, and if he ean corner one 
‘ortwo alone, engages in melee. He's fond 
‘of using wish to heal himself when he 
drops below 100 hit points or to take care 
of unexpectedly efficient PC tacties, Red- 
fang has existed for hundreds of centu- 
ries, and cannot conceive of being slain 
by mortals—he fights to the death, per- 
haps with a final exclamation of shock at 
PC's killing blow. 

“Treasure: Redfang, like most innorm: 
has amassed a sizable treasure in his 
‘avern, This hoard consists of 170,400 sp, 
32350 gp, 6,061 pp, a cloak of protection 43, 
‘a headband of intellect +4, a pair of boots of 
levitation, a ring of improved jumping, a ring 
of three wishes, and the legendary Bearded 
Anvil of the Midgard dwarves. This 300 
pound steel anvil is inlaid with mithral 
to show a thick silvery beard on one side, 
"The Bearded Anvi isa minor artifact that 
grants a +9 divine bomus on any Craft or 
Profession check involving metalwork, 
Any slashing weapon that is worked on 
this anvil for 1 minute (requiring a DC a5, 
Craft weaponsmith] check) gains the keen 
magical property (and a +1 enhancernet 
bonus if the weapon is not otherwise 
magical) for 24 hours. 

Development; Releasing one of the 
stars Redfing ate means splitting open, 
his guts and fishing around until the 
shiny bit is uncovered. When opened, 
black blood pours out of the dead 
linnorm, far more than one would think 
possible. Certain portions of the linnorm’s 
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OCMC | 
anatomy are still infused with fire. cold, 
and negative energy—safely opening his 
belly requires a DC 35 Knowledge (arcana) 
check Failure means that each minute 
spent exploring the immense dragon's 
belly has a 75% chance of the characters 
‘exposing themselves to danger as a blast 
‘of energy is unleashed from the creature's 
otherworldly guts. This blast explodes in 
«1 30-foot-radius burst around one of the 
characters, dealing 1246 points of damage 
{equal chances of fire, cold, or negative 
energy), with a DC 36 Reflex save halving 
the damage. 

Once the PCs make the Knowledge 
(arcana) check orspend a minute rooting 
around in the linnorm’s guts, they find 
the right section of its stomach. Cutting 
open the immense organ (which glows 
from within with the star's light) releases 
a flood of acid—the character doing the 
cutting must make a DC 36 Reflex save 
‘or take 6d6 points of acid damage as the 
star is released. 

‘Once released, the star wafts gently 
up fom the carcass, glowing only as 
brightly as a candle. It thankfully 
swirls around the head of the 
character who released it, restor- 
ing health asif'a heal spell bad been 
‘ast (CL 20th), and then shoots up 
into the heavens to rejoin its kin 
in the Court of Stars. 

‘The Fountzin of Beasty 
If the party succeeds, its 
return to the Court of Stars is 
much different than its last 
arrival. The eladrin rejoice and 
celebrate the PCs’ success, with 
Celeste helpfully pointing out 
which of the stars in the sky they 
rescued. Gwynharwyf thanks the 
PCs as well, and if they have any / 
persistent maladies from their 
battle with Redfang, she sees to 
it that they are healed and dealt 
with before she leads the party into 
2 forested courtyard not far from 
Morwel’s throne. 

At the center of this 
courtyard stands the Fountain 
of Beauty, the legendary source of all 
cladrins’ beauty and, it is said, the beauty 
of the entire elven race. Gwynharwyf 

invites each PC to drink from the 
fountain's crystal waters. Evil creatures 
find the waters foul-tasting. but fo 
any other drinkers they are incredibly 
refreshing, Further. these drinkers grow 
more beautiful and take on distinctive 
elven features: pointed cars, long 
flowing hair, and musical voices. These 
changes are not permanent, and last 

Gwynharwyf 

for one week, but during that week the 
drinkers gain a +4 sacred bonus to their 
Charisma scores. 
Gwynharwyf thanks the PCs again, 

then bids them good luck as she 
leaves to make ready her armies for 
the coming war. 

Gwynnanwyr, THE WHIRLING FuRYCR 
26 
CG Medium outsider (chaotic, eladrin, good) 
Book of Exalted Deeds 155 
Init 11; Senses darkvicion 60 f., low-light 

vision; Listen +37, Spot +37 
Languages Celestial, Ehen, Svan, 

‘uncanny dodge 
bhp 377 (26 HDX DR 20fepic, evil, and cold 

Immune electricity, petrifcation 
Resist cold 10, ire 10; SR39 
Fort «25, Ref +24, will 423 

‘Spa 50 fy 100 (perfect) 
‘Melee +3 holy ken scimitar 
437/+32/+27/422 (1d6415/15-20 plus 246 
holy) and 
+2 holy banishing scimitar +36] 03/426 
(1d6+8/8-20 plus 2d6 holy and 
banishment) or 
slam 438 (xd628) 
Base Atk +26: Grp =38 
‘Atk Options mighty rage 
‘Special Actions whiciwind blast 
‘Spell-Like Abilities (CL 20th) 
‘twill —blor, charm person (DC 20), 
908 of wind (OC 23), nitror image, 

tning bott (OC 22), cure 
serious wounds 

ilies Sir 35, Dex 25, Con 30, nt 23, Wis 
2, Cha 29 

SQ alternate form 
Feats Alertness, Blind-Fight, Greater Two- 

‘Weapon Fighting, Improved Initiative, 
Improved Two-Weapon Fighting, Iron 
Will, Lightning Reflexes, Quick Oraw, 
Two-Weapon Fighting 

‘Stills Climb +41, Concentration 
#39, Diplomacy +40, Escape Artist 
136, Handle Animal +38, Hide 436, 
Intimidate +35, Jump «43, Listen 

+37, Move Silently 436, 
Ride +38, Sense Motive 
#35, Spot +37, Tumble 
+38, Use Rope #36 



Possessions 3 holy en scimitar, «2 holy 
temishing scimitar 

Tern Form (Ss) Guyrhanayl can 
‘shift between her humanoid form and 
2 whirhwind 2s standard action. 
humanoid form, she cannot fly or use 
ther whirlwind blast. In whirlwind form, 
she cannot make weapon attacks (but can 
‘make her slam attack), 

‘Mighty Rage (Ex) Guynharwyf can rage 6 
times per day but no more than once per 
encounter, She does not become fatigued 
afler 2 rage. During her rage, her stats 
change a follows: 
AC 45. touch 33, flat-footed 38 
hp a2 
Fort +29, Wall +27 
‘Meloe +3 holy ben scimitar +4i/+36/033/+26 

(id6vaghs-20 plus 246 holy) and 
+2 holy banishing scimitar +40}63s/630 

(td6+20/:8-20 plus 2d6 holy and 
banishment) 

Grp s42 
Ste 43, Con 38 

‘Whirhwind Blast (Su) When in whislwind 
form, Gwynharwyf can atack with a 
scouring blast of wind, dealing, 1266 
damage in 9 20-oot line. A DC 33 Reflex 
save halves this damage. The save DC is 
Constitution-based. 

Benishing Weapon Quality An extraplaner 
creature with 25 HD or ewer that is struck 
bby» banishing weapon must make a DC 25 
Wil save or be banished back tos home 
plone. Spall resistance apps A creature 
‘banithed cannot return for at east 24 
hours. The wielder may choose to deactivate 
‘this ability as free ation. This weapon 
«quality is from Book of Exalted Dowd 

PART FOUR: SHENDILAVRI 
While Iggwily knows that Maleanthet, 
thas had her hand in the events sur- 
rounding the savage tide and suspects 
the Queen of Succubi wants Demogor- 
gon to fail, the Witch Queen has an 
ulterior motive in sending the PCs to 
this demon lord: Iggwilv’s research has 
hinted that Malcanthet is the current 
‘owner of a magical artifact known as the 
Iron Flask of Tuerny the Merciless. gawilt 
suspects that Maleanthet has plans for 
the flask in the war to come, and once 
the war is over, Iggwily intends to cash 

in one of the favors the PCs owe her to 
claim the artifact as her own. 
ADC2s Knowledge (the planes) check 

reveals that Malcanthet's reali is the 
s7oth layer of the Abyss: Shendilavri, 
‘This realm might seem like a slice of 
heaven at first glance, with its constantly 
balmy temperature, green rolling hills, 
sweeping panoramic mountains, and a 
lush ocean, but in fact these magnificent 
vistas conceal a deadly truth; Shendilavei 
is paradise to Malcanthet alone, and its 
every charming feature exists only to lull 
visitors into a false sense of safety. The 
truth of Shendilavti lies hidden in its 
expansive torture gardens, flensing pits, 
and pleasure dungeons. 

Getting to Malcanthet’s court in Shen- 
dilavri is easy, as it is a destination for 
many mortal adulterers, indolent acs 
thetes, and those given over to pleasures 
‘of the flesh, The River Styx touches upon 
this hedonistic realm only briefly lowing 
through the decadent city of Miomanta,a 
City of artists and the home of the Radi- 
ant Sisters, Malcanthet’s favored minions, 
Alternatively, the PCs could use the wake= 
portal to travel to the Abyssian Ocean and 
from there sal into the placid waters of 
Shendilavr’s Searlet Sea. In any event, 
‘once the PCs arrive on Shendilavri,inves- 
tigation should quickly reveal that Mal- 
canthet can currently be found relaxing, 
in her “summer palace” in Miomanta, 

‘Miomanta (EL 20) 
‘The River Styx is unusually crowded 
where it winds through the beautiful 
«ily of Miomanta, yet closer inspection 
reveals the truth—most of those who 
visit Miomanta are doomed, Victims both 
livingand dead ensnared by demons are 
brought here in black barges crewed by 
vyrock and hezrou crews. The city itself is 
a mix of beauty and ramshackle slums, 
‘with a sprawling central district known 
as the Fleshpits of Shendilavri, where 
the barges unload their cargoes and the 
fresh slaves are examined, cataloged, and 
assigned to duty. Surrounding this cen- 
tral expanse are the thirteen homes of 
the Radiant Sisters, each modeled blas- 
phemously after temples dedicated to 
gods of wand good, But the palace that 
towers over the city from its tallest hill 

is Miomanta’s most obvious landmark. 
‘One of Maleanthet's many residences, 
the palace walls are pink and cream- 
colored marble, with a red tile roof and 
‘many windows that remind the viewer of 
‘unfolding flowers. Its towers are topped 
by glowing domes upon which dozens of 
succubi roost, 

‘The River Styx empties into the 
Miomanta harbor. As the PCs draw near 
in the Sea Wyvern, a series of shouts 
might draw their attention, Here, a 
barge is unloading, and another is just 
leaving the dock. A marilith notices the 
‘Sea Wyvern and, mistaking it for another 
Toad of slaves, waves it in to the recently 
vacated space with half ber arms; the 
other three pointing to the dock below. 
“The PCs can dock there with ease, but 
once they do, they'll need to deal with 
the picr's two attendants: twin mariliths 
named Portitia and Caddobryn. The 
PCs have two likely avenues to secure an 
audience with Maleanthet, 

Sorting of Mortal Souls: Ifthe party is 
willing to be worted among the mobs of 
mortals, they can walk right in, Portitia 
and Caddobryn honor Charon's blessing 
and, as much as they might wish to claim 
and sot the Sea Wyvern's crew, they do not 
‘molest those who remain on board. Any 
who debark. though, are quickly looked 
over and classified as labor (highest stat 
is Constitution}, crafter (highest stat is 
Intelligence) entertainment (highest stat 
is Charisma), or nourishment (highest 
stat is Strength, Dexterity, or Wisdom). 
Victims are stripped naked and their 
gear taken to be sold—the PGs can avoid 
having their belongings taken by simply 
leaving them on the Sea Wyvern, 

Once sorted, the mariliths attempt to 
herd the PCs off'into one of four lines. All 
four of these lines wind up through the 
avenues to Malcanthet's Palace, but it's a 
‘wait of 3d6 hours before arriving, Sleep 
is not an option; these who droop are 
lashed back to wakefulness by a passing 
succubus armed with a +1 vicious whip. 

Requesting a Direct Audience: If the 
party appeals for a direct audience with 
‘Malcanthet, they'll need to either offer 
the mariliths an impressive bribe (at 
least 25,000 gp worth in gems andjor 
‘magic items), or they'll need to make 
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some skill checks. A DG 4o Diplomacy 
check convinces the mariliths that what 
the PCs seek might well be important 
enough to warrant allowing them to 
‘speak to Maleanthet, as docs a success- 
ful Bluff check (opposed by both maril- 
iths’ Sense Motive checks). A successfll 
Intimidate check works also, but if the 
POs return to the dock ata later date, the 
‘vengeful mariliths are waiting with four 
plabrezus. Fights are common among 
the Miomanta docks, so the PCs won't 
have to suffer any lasting repercussions 
if they slay these six demons, although 
the easiest way to deal with them is to 
simply board the Sea Wyvern, since even 
in their anger the demons won't risk 
crossing Charon. 

If the PCs convince the mariliths 
their reayons for seeking Maleanthet 
are valid, the demons grudgingly 
point up the hill toward her palace, 
indicating that the PCs are free to 
make their approach. However, the PC 
are only allowed in if properly “clothed 
for an audience,” meaning naked. 
Adornments worn on the head, hands, 
wrists, neck, waist, feet, or shoulders 
are fine (including weapons and 
shields), but no clothing or armor is 
allowed to those seeking an audience 
with Malcanthet. The mariliths offer to 
hold the gear in safe keeping, but ifthe 
PCs use this route, the demons sell the 
gear by the time they return. A wiser 

Any character who attempts to 
approach the palace must contend 
with the city’s many glabreeu guard- 
ians—since glabrezus have true secing, 
it's difficult to stip by them unnoticed. 
When first caught, the PCs are warned 
that they must follow the rules and 
present themselves down at the docks 
before they can approach the palace. 
‘The second time they're caught, they 
face a battle with a dozen glabrezus If 
they manage to defeat this force, the 
other denizens of Miomanta leave the 
PGs alone. 

Portitia and Caddobryn, marilith 
demons: hp 216 each; Monster Manual a4. 
Glabrecus (4 oF 125 hp 174 each; Monster 

Manual 43. 
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Within the Palace of Flesh (EL 28) 
Everywhere in the palace naked demons 
‘cavort with writhing humans. In many 
‘comers, one can spot echausted, slack- 
jawed souls slumped against the rose~ 
colored walls, their eyes as empty as the 
Abyss, their flesh strangely puckered 
and withered. The floors are littered 

faded into emptiness and approaching, 
incorporeality. The demons, though, 
never tire: all of them are alert, lusty. and 
active, as if feeding off the exertions of 
the groaning souls around them. 
‘The chambers of the place are all filled 

with this carnival of flesh, a maze of 
debauchery and erotica and cloying odor. 
Demons and wide-eyed visitors con- 
stantly wander from room to room and 
hall to hall. Here, a man cries and sighs 
asa succubus draws long, lingering kiss 
from him, causing his hair to gray and 
his knees to buckle. There, three giggling 
cambions tighten the straps around 
a blindfolded and gagged elf maiden 
affixed to a hanging nest of chains. It's 
easy to get lost or overwhelmed in this 
place, and every 10 minutes spent wan- 
dering aimlessly requires a DC 25 Will 
save to avoid taking 146 points of Wis- 
dom damage—this danger ends as long, 
as the PCs remain in one area. Most of 
the passing demons and visitors can 
direct the PCs to Malcanthet’s chambers, 
but doing so requires cither a DC 40 
Diplomacy check,a successful Intimidate 
check, or several minutes of the curious 
soul's time (which, in the case of suecubi 
and lilitus, can be deadly} Stubbora par- 
ties cam simply keep wandering—cvery 
10 mintues, allow a DC so Survival check 
to find their way to Malcanthet’s cham- 
bers, with each successive check gaining 
a cumulative +4 bors. 
the party can get through the sheer 

‘orgiastic carnage of it all, they eventually 
arrive in Malcanthet’s pleasure dome. 
Since Malchanthet is who she is, you 
should choose to describe the scene 
within to whatever degree you deem 
appropriate. The least scandalous 
version follows, 

This és a vast chamber packed with young, 
strong humans, elves, and other mortals, 

allofthem shining examples of beauty and 
virility, The room is near body temperature, 
and the air is filled with moans and cries, 
some delighted, others surely the sounds 
of despair. At least three succubi and a 
dozen wrocks are here feeding on the flesh 
and souls around them rather than taking 
part in the more pervasive activities 

All of the denizens here, mortal and 
demon alike, serve at the pleasure of 
Malcanthet, She radiates a deadly beauty 
that makes it difficult to look directly at 
her. She lounges on a grasping. undulant 
divan made of tangled human arms 
that caress and support her with loving 
and gentle awe. Malcanthet of course 
notices the PCs as soon as they enter 
the room, but she gives no indication, 
of such. In order to approach, the PCs 
‘must navigate the intervening 120 feet 
‘of crowd. Flight is the easiest method to 
reach the 3o-foot radius region around 
Maleanthet that is free of bodies. Anyone 
‘who moves through the room does so 
as if through difficult terrain, and each 
round there’s a 50% chance an idle 
succubus attempts to grapple and kiss 
him, Combat is not tolerated in this 
area without Maleanthet’s permission, 
but that makes it ironically the easiest 
way to get to her, Any application of 
lethal force, by weapon or spell, causes, 
the room to fall quiet as Malcanthet 
‘commands silence, and then indicates 
that the PCs should approach her. 
When they enter the open area 

around Malcanthel, new arms grow 
from the ground around them, lifting 
the PCs gently off the floor and 
cradling them in impromptu chairs 
made of dozens of hands. These hands 
do no damage, and ifa character would 
rather stand, i's a simple move action. 
cach round to swat the bands away 
(much to Malcanthet's amusement) IF 
combat breaks out, the hands become 
more aggressive, and each creature int 
this area (excluding Malcanthet) faces 
+30 grapple check each round to avoid 
being held in place, 

Assuming the PCs don't react too 
‘badly, Maleanthet sizes them up and says, 
“My, my, my. What fine-looking visitors! 
1 do so enjoy volunteers. Weleomne to the 



Palace of Flesh and Delight. How long 
are you staying?” 

‘The room remains silent and still 
as the PCs make their proposition to 
Malcanthet. She listens quietly, stroking, 
her chin with the tip of one long black 
fingernail. Once the PCs admit that 
they seek her aid against Demogorgon, 
Maleanthet feigns being shocked, 
interrupting with, “He is my lover! 
How can you dare suggest I would side 
against him?” She pauses for a moment, 
and then laughs. When she does, every 
demon and every mortal in the room 
immediately laughs as well. When she 
stops, they stop. 

As the PCs speak, keep asking for 
Diplomacy checks from the primary 
speaker. Remember that Malcanthet's 
seductive gave can undermine these 
checks to some degree, and that her 
profine beauty might bestow 2 negative 
levels on good creatures who gaze 

upon her. These Diplomacy checks are 
‘opposed by Maleanthet's own Diplomacy 
checks. With each success, Malcanthet 
remains silent and simply smiles, but 
with each fiilure, she interjects with an 
idle comment about something risqué 
orhorrific she might like to do with orto 
the speaker. 

After four failed checks, the demon 
queen of the succubi laughs and 
laughs, and the creatures in the room 
all laugh with her. At last she stops, and 
instantly all laughter in the room ends 
except for one voice that quickly turns 
into a scream that is cut off abruptly. 

Malcanthet ignores it and says, “Oh, 
you are treacherous, and I like that. You 
remind me of Graz'zt, in a piddling 
mortal way. I might help you, but first 
Ineed one of you to look in my eyes. 
‘And if you can survive that, I might help 
you. Or I might u're really in no 
position to bangs 

She shifts her weight, 
groans and staggers as it adjusts itself 
to her new position. Her eyes light on 
the PC with the lowest Charisma and 
she smiles. “Step up,” she says to this 
character. “And kneel! You know you'll 
never have a chance for bliss like this 
again. Look into my cyes, and tell me 
you'd like a kiss to seal this bargain. 
If that PC refuses, she rolls her eyes and 
asks if any of the PCs arc brave enough 
to seal this bargain. Ifno PC volunteers, 
she sighs in disappointment, says, “So 
be it,” and attempts to force her initial 
target to comply via demand. 

Staring into Malcanthet's eyes likely 
Jeads toa dominated PC, 
seductive gaze and her don 

y to secure that character's compliance. 
She drains life energy levels in this way, 
channeling her profane beauty ability 
through a double-strength succubus, 
kiss, Maleanthet drains no more than 4 

she uses her 
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levels from a character in this manner. 
After she bestows 4 negative levels, she 
‘spends an additional round to grant her 
victem the effects of the Queen's Kiss, 
so she can observe her new champions 
from afar. The demon queen's kiss likely 
leaves the PC stunned and speechless, 
but after she's done, she draws that char- 
acter into an embrace and whispers in 
his ear 

“You've served me wel so far, returning that 
sillyidoltothatold bat and then releasingthat 
wretch Shami-Amourae. Just like | planned. 
So don't balk now, my precious tle puppet! 

“Demogorgon has two heads, and has 
always sought to unify them. His two 
greatest generals, Bagromar and Tetradar- 
jan, are clones, each representing half his 
nature. The more bestial of the two has just 
returned from a great suecess in the Blood 
War; he rests with his army in a mountain 
‘camp on Pazunia, very near to my fortress 
‘of Vanelon there, His success has gone to 
his head, filled him with ideas that he's the 
better of the two, Someone as delightful 
as you should have no problem convine- 
ing General Bagromar to betray his cloned 
brother, hmmm?" 

She licks the character's ear and 
‘sniles 2 fall-fangs smile, then pushes 
the character away before addressing the 
party again. 

“There; that wasn't so bad, was it? Now, Bo 
feich my old friend Crimson from her home 
and Il give you the Iron Flask of Tuerney 
the Merciless to aid you in your efforts. 
rif you'd prefer, | can tell Demogorgon 
everything about what you're up to?” She 
taps her fingers in iritation on the scales of 
a marilith that sidles up to her, All around 
the audience chamber, demons are pouring 
in, “Vm waiting,” says the demon queen. 
"And Uhate waiting,” 

If the party asks for more informa- 
tion about Crimson, ask for an opposed 
Diplomacy check against Malcanthet’s If 
it fils, Malcanthet doesn't explain herself, 
Just demands in a voice growing angrier 
bby the moment that the PCs do what she 
commands. If the check succeeds, Mal- 
canthet explains that Crimson is one of 
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the Radiant Sisters, bt that of late she’s 
grown moody and morose. Malcanthet 
has waited for weeks for Crimson to 
‘come to her and explain her problems, 
‘but now the demon queen's patience has 
‘worn thin, She says that Crimson lives 
in a dreadfal crumbling temple modeled 
after Pelor's own heart, and hints that the 
PCs might need to use bit of force to get 
her to comply. 

Atthe end of the audience, Maleanthet 
leans forward in her throne so het 
thin robe shifts and slips away from 
her chest—until her bat wings cover 
her entirely, From under her wings 
she produces a dented iron flask with 
a crystal stopper; it's unclear where it 
was hidden a moment before. “You're 
not paying attention, I see.” Demons 
all around snicker. Maleanthet smiles 
sweetly, licks her lips, and says, “You 
know now all you need to know. Bring 
‘me Crimson and 1'll give you this in 
return so you ean use Turney's bauble 
against those old two skulls,"The Queen 
of Suceubi turns her head toward a 
large half-flend centaur who stands at 
the edge of the crowd. The PCs seem to 
have lost her attention entirely. 

Maccarerner 
CE Medium outside (chaotic, ei 

‘entrplanar tararn) 
Init +11; Senses darkison 60 fe; Listen +46, 

Spot +46 
‘Aura profane beauty, seductive gare 
Languages Abyssal, Common; tongues, 

telepathy 300 
E50, touch 38, fat Tooted 

natural, 17 deflection) 
‘yp 429 (33 Hy; fast healing 20; OR 20/cld 

tron, epi, and good 
Immune electricity, mind affecting, 

poison, possession 
Resist acid 10, cold 10, ie 10; SR-A1, 

fefleet enchantment 
Fort 35, Ref +33, Will +32 
‘Spd 40 By 70 ft (perfect) 
‘Melee Lovers Lash 46/+41/+36f031 
(148013/19-20 plus 1d6 electricity and 
horrid wounding) and 
daw 94 (ado) and 
2 wings +41 (dq) and 
tal +43 (1d6+4 plus poison) 

‘Base Atk +33; Grp +41 

R28 

(1 Dex, «12 

‘Atk Options Combat Expertise, Flyby Attack, 
Improved Disarm, Improved Feint, 
Improved Trip, sneak attack +1246 

Special Actions queen's bss, summon fanart 
‘Spol-ike Abilities (CL 24th) 

‘A will—astral projection, blasphemy, charm 
onster(OC 31), desecrate, detec good, 
detect law, greoter commard (OC 32) 
greater dispel magic, greater teleport, 
plane shift (OC 34), shapechange, 
telekinesis (OC 32), unhallow, unto aura 
(0€ 25, effects included in stats above), 
unholy blight (DC 33), veil (OC 33) 

3day—demand (OC 32), quckened greater 
‘command (OC 32), quickened mind fog 
(0C 32} symbol of persvasion (OC 33, 
sympathy (OC 32) 

day —binding (OC 32), mass chav 
smorster(DC 35) 

‘Rilties Str 26, Dex 32, Con 36, Ink 26, Wis 
30,Cha 44 

Feats Combat Expertise, Dark Speech, Exotic 
‘Weapon Proficiency (scourge, wip) 
Flyby Attack, Improved Critical (seourge), 
Improved Disarm, Improved Feint, 
Improved Tip, Muliattack, Quicken Spell 
Like Ability (greater command, mind fo) 

Skills Bluff +53, Concentration +49, 
Diplomacy +65, Disguise +53, Escape 
[Artist +47, Forgery +44, intimidate 
+57, Knowledge (local) +44, Knowledge 
(nobility and royalty) +44, Knowledge (the 
planes) +44, Listen +46, Sense Motive 
+46, Spot +46, Tumble +47, Use Magic 
Device +53 

Possessions Lovers Lash 
Poison (Su) Injury, Fortitude DC 39, ital — 

damage 366 Wisdom drain, secondary 
ddarmage domination. The domination 
effect of Maleanthets poison functions 
Adentically to the effects of dominate 
‘monster aster level 24th), and can affect, 
creatures immune to poison (the intial 
Wisdom drain aspect of her poison does 
nt) The save DC is Constitution-based 

Profane Beauty (Su) Malanthet’s 
otherworldly beauty grants her > 
deflection bonus equal to her Charisma 
bonus to her Armor Class as long a5 
she doesn’ wear rmor, tn addition, her 
beauty nauseates creatures with the good 
‘subtype. Good creatures must make a DC 
43 Fortitude save each time they attempt 
to make a melee attack or otherwise touch 
‘Maleanthet. Failure indicates they gain 2 



negative levels 25 ther souls are infused 
‘with her corruption. Malcanthet heals 20 
bit points each time her profane beauty 
bestows negative levels on a creature. The 
save DC is Charisma-based. 
‘As full-round action, Maleanthet may 
‘use her profane beauty offensively. She 
‘must successfully grapple a foe in order 
todo so, at which point she can bestow 2 
negative levels per round she maintains 
the grapple. Alternatively, she can bestow 
2 negative levels witha kiss or other act of 
‘passion —she cannot combine this ability 
with her Queen's Kiss ability, 

Queen's Kiss (Su) As 2 standard action, 
Maleanthet may bestow 2 boon upon 2 
‘creature she kisses. This boon grants the 
target 2 profane bonus to any one 
ability score ofthe targets choice and a 
+4 profane bonus on all swing throws. 
[Maleanthet’s symbol, a pair of feminine 
lips pierced by a spike, appears on the 
target's body as a crimson birthmark or 
tattoo that is invisible to the recipient. The 
queen's kiss remains active for 9 long, 
a5 the recipient lives, fading only upon 
death (i does not reappear if the recipient 
fs then brought back to life) As long as 
this boom is in effect, Maleanthet can 
‘monitor that character's condition and 
location asi she had placed a status spell 
‘on that character, even across planes 
‘She can cornmmunicae telepathically 
withthe character at all times. and by 
concentrating can observe the workd 
around the character as if she were 
‘there in his place. While concentrating, 
inthis manner, Malcanthet may use 
any of her spellke abilities through 
the recipient so they manifest as f the 
recipient had used the ability himself 
‘Atany time, as a free action, Maleanthet 
«can cause the mark to tear bloody from 
the recipient and fade away, leaving an 
‘ugly red scar in its wake. This deals 246 
points of Charisma drain on the victim 
and removes the profane bonus to his 
ability score and saving thows, but does 
‘ot disrupt Makanthet’s link to the 
churacter—she can still monitor and 
se him as detailed abore. Removing 
the mark (or the scar) is possible with 2 
dispel choos or spel ei spell. Accepting, 
the queen's kiss is a chaotic and evil act. 
AMaleanthet can bestow this boon on up 

to 13 mortals at any one time (10th-Fevel 
thrall of Malanthet do not count against 
this limit), A creature can resist the iss 
with a DC 43 Will save. The save DC is 
Charisma-based. 

Reflect Enchantment (Ex) Whenever 
an enchantment spell that targets 
Maleanthet falls to penetrate her spell 
resistance, that spell is reflected back 
upon the caster as if Malcanthet had cast 
the spell herself (although it stil uses the 
caste’s ability score modifier to set the 
save DC). 

Seductive Gaze (5u) 30 feet, Wil OC 43 
negates. Those who meet Malcanthet’s 
gaze and fil to resist are overwhelmed 
boy her otherworldly beauty and suffer 
3-2 penalty on all attack rolls, weapon 
damage rolls, saving throws, sill checks, 
ability checks, and level checks forthe 
remainder ofthe round. Once per round, 
235, free action, Malcanthet can attempt 
to dominate a creature (35 dominate 
‘monstr) currently overwhelmed by her 
beauty, The target creature ean resist 
becoming dominated with a DC 43 Will 
save, Malcanthet ean dominate only one 
‘reatuee a time with this ability; If she 
selects a new target, the old target is 
immediately freed from ths effect. The 
domination otherwise persists until itis 
cemoved via breok enchantment, miracle, 
‘or wish it cannot be dispelled. The effect 
Functions at caster level 24th, andthe save 
DC is Charisma-based. 
‘Summon Tanarr (Sp) Once per day, 

Maleanthet can automatically summon 
2d6 incubi, 1d6s2 succubi, or 2 Radiant 
Sister lit, This ability funetions as a Hh 
level spell. 

‘Tongues (Su) Malcanthet speaks and 
‘nsderstands all languages, as if under the 
constant effect of a tongues spel, 

Lover's Lash This isa +5 shocking burst 
‘edamontine scourge that Maleanthet can 
call to her hand asa free action, despite 
any intervening distance between it and 
herself. Once per day 2s a fre action 
she can cause Love’ Lash to become 
infused with her sinful essence, causing, 
its electrical aura totum crimson. The 
neat time she successfully sneak attacks 3 
foe, the creature struck must make a DC 
25 Fortitude save or the damage dealt 
becomes permanent. In order to heat 

this damage, the demonic mature of the 
horrid wound must fist be reversed by a 
irocle ora wish, The wound sill persists, 
but can now be healed magically by any 
conjuration (healing) spell, provided the 
‘aster makes a DC 30 caste level check — 
‘otherwise the spel has no effect on the 
wound. A creature reduced to 10 or 
fewer hit points bya horrid wound is not 
technically killed, Rather, just before he 
dies, he is placed in a state of suspended 
animation identical to that of a temporal 
stasis spell save thatthe viet remains 
horribly aware of his surroundings and. 
the passage of time. Restoring a creature 
“sain this matter requires a freedom 
spell, at which point the victim dies and 
‘ean be restored to life by 2 tre resuretion 
‘spell after 2 miracle or wish is used to 
undo the demonic wound. 
Development: Malcanthet intends to 

use the PCs as her pawns, one way or 
another, If they're being stubborn (or 
worse, if they attack her), she does her 
best to enslave them with her magle 
Onceall the PGyare dominated, charmed, 
or otherwise enthralled, this adventure 
‘ean actually proceed normally, although 
the added wrinkle of being Maleanthet’s 
newest thralls might cause problems 
down the line, especially for paladins and 
good clerics. Ifthe PCs actually manage 
to bring Maleanthet down below 166 hit 
points or otherwise prove to be more 
trouble than she anticipates, she hisses 
in rage and teleports away, taking the Iron 
Flask of Tuerny with her,and closing off all 
possibilities of this alliance completely 
In fact, when the PCs do make their 
moves against Demogorgon in the next 
adventure, they'll find that Maleanthet 
hhas fled to his side, maki eadly 
difficult task all the more challenging, 

Finding Criewton (EL 21) 
‘The Radiant Sisters ar lilitu demons who 
serve as Malcanthet’s favored minions, 
functioning as slavers, singers, assassins, 
‘generals, and lovers. Each of these lilitu 
demons is unique, sporting halo of light 
around her head that matches the color 
of her hair. Lilitu demons themselves 
are a form of advanced succubus that 
specializes in the corruption of cleries 
and other religious mortals, A flit has 
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four sting-tipped tails and hooved feet, 
Dut her wingsare little more than charred 
blackend stumps—remnants of the 
violent ritual that created her 

Crimson’s specialty as an infiltrator 
and assassin has served Malcanthet well 
in the past, but the Radiant Sister dis- 
covered that Malcanthet had recently 
been entrusting the important killings 
ton incubus assassin named Syphrian. 
Rather than confront Malcanthet or kill 
Syphrian, Crimson elected to retreat into 
her home and brood. 

Crimson’s home is built to resemble 
a Peloran church, The upper floor is 
roofless and in rains—Crimsoa has been 
‘pending, ber time in the catacombs below 
{for the most part, brooding alone or taking, 
hollow pleasure from the six varmpires 
she lives with, These vampires dress and 
act the role of Peloran priests, but don't 
bother doing too good ajob, otherwise the 
delicious heresy of their Figade is lost. 

Entrance to theve underground vaults 
is possible via a hidden trap door in 
the comer of the ruins above. A DC 
30 Search check reveals the trap door’s 
presence, The catacombs below consist 
of three areas. 

1. Preparation Rooms: The first room 
below the temple contains seven stone 
biers on which the dead are prepared 
for interment. A small sidle room serves 
‘Crimson 2s a place to relax or watch her 
‘Yampire minions “prepare” living vic~ 
tims out in the main room. 

2. Dining Room: The second room con- 
tains a long wooden table, Crimson has 
taken (o joining the vampires here in 
feasts of flesh and blood prepared in the 
previous room. 

4. The Opts The last chamber consists. 
‘of several crypts Spiderwebs hang thick 
here, and of the crypts, six are used by 
the vampires.as lairs Two of the farthest 
‘crypts are completely walled over with 
stone and brickwork—Crimson delights 
in using stone shape to wall victims alive 
into these vaults, while at other times 
she enjoys teleporting into one of the 
dark oubliettes to spend several daysin 
‘quiet isolation so she can be alone with 
her depression. 

Creatures: Crimson enjoys the com- 
pany of her vampire minions, but in the 
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end they're just sninions She won't mind 
too much if the PCs destroy them, which 
is fortunate since once the PGs enter the 
lower level of the chapel, these six vam- 
pires quickly notice and move to inter- 
cept them. The vampires at first attempt 
to dominate the intruders, using their 
facade of being an isolated sect of Ploran 
missionaries. Once that fails, they glee- 
fally move on to more violent methods 
of defending their mistress’ hore. 

Crimson herself notices the battle 
quickly, even if she’s in seclusion in a 
vault, since she casts status on her three 
favorite vampires every day. She prepares 
for battle by casting eagles splendor, death 
ward, magic vestmaent fredom of movement, 
_gless, and mirror image. This likely gives 
the PCs enough time to defeat her vam- 
pres, but that doesn't matter as much to 
Crimson as being properly “dressed” to 
‘geet guests. Once her spells are in place, 
she teleports to the of the battle 
(using information from status to decide 
here to g0} 

Once she arrives, Crimson gloomily 
asks the PCs to leave her alone. While 
she’s certainly capable of defending 
herself if attacked, she's not really into 
fighting these days and doesn't want to 
start anything with the PCs, If they're 
still fighting her vampires when she 

rives, she might try to blind a few PCs 
with her halo or might cast a few spells 
here and there: she might even take a 
few attacks with her vorpal whip, but it 
‘should be obvious that her heart isn't 
really into the mayhem. 

‘Convincing Crimson to return with the 
PCsto speak to Maleanthet requires either 
a successfal Bluff that her queen wants to 
apologize to her (or some similar lie}, oF 
2 DC 50 Diplomacy check or successfill 
Intimidate check. Otherwise, the PCs 
might be forced to physically restrain 
her and carry her back to Malcanthet. 
This tactic is one of the few that can spur 
Crimson into an honest fight. 

Camson ces 
Radiant Sater of Mokanthet. fem its 

band 22 
(CE Medium outsider (chaotic, evil, 

catraplanar, tana) 
French Caden (43 

Init +10; Senses darkvision 60; Listen +34, 
Spot +36 

Languages Abyssal, Commany telepathy 
100. 

E38, touch 24, flat-footed 28 
hp 235 25 HO: DR 10jcold von or good 
Immune eecticty, pesson 
Resist 2d 10, cold 10 fire 10; SR23 
Fort +18, Ref +27, Will +22; evesion 
Weakness divine rape 
Spd 408 
‘Melee +2 vorpal whip donger 

435/430/+25/120 (Ld6+4/19-20) and 
law 433 (ad6v3) and 
A stingers +52 (idaea plus poison) 

Space Sf: Reach 5 f (10 with stingers, 
15 R with whip) 

Base Atk +25: Grp +25 
{Atk Options Combs Reflexes 
Special Actions halo, it's git 
‘Bard Spells Known (CL 12th) 

Ath (6/day)—fieedom of movement, 
‘modify memory (OC 30), rainbow 
pattern (OC 28) 

99 (6/627) —dipe! moa, for (OC 27), 
‘siboess, haste 

and (7fday)—eagle' splendor, hold person 
(0€ 28}, locate objet, iro image 

ast (day) expeditions retreat, obscure 
‘objet, Tsha's hideous laughter (DC 2) 

(Cleric Splis Prepared (CL Wh) 
sth—commn, grater command (OC 32}, 
dominate person” (DC 32), plane shift 

(OC 29), rae dead 
thee tial wounds) confsin” 

(©C 30}, death ward, neutralize poison 
s1d—cure serious wounds (4), magic 

sezment,nondetection to abe 
and care madera wos (death het 

(OC 26) hold persan {DC 28), iia, 
status (already cast) 

1st—command (OC 27) cue ight wounds 
©. divine favor, sanctuary (DC 25), shield 
of faith 

‘o—cire minor wounds), detect magic, 
mending 
domain; Domains Temptation. Tickery 

‘Spell-Like Abilities (CL 14th) 
At will—charm monster (DC 28), detect 

good, detect thoughts (DC 26), disguise 

seffiDC 25, no limit on duration), fy, 



se: te “isin 
Prat a PSS 

suggestion (OC 2) greter teleport 
(Gel pls 50 pounds of objects only) 
sending, tongues 

¥doy—quichened saggestion (OC 27) 
{day —domunate person (OC 24), symbol of 

Persoasion(OC 30) = 
Belts Str 14, Dex30, Con 21, i 20, Wes 

20,Cha 38 
$item use, mock deny, shroud aignment 
Feats Combat Reflexes, Dark Speech, 

Dispuise Spel, Grater Spel Focus 
(enchantment), Muitatac, Persuasive, 
Quicken Speke Ability (suggestion, Spell 
Focus (enchantment), Weapon Finesse 

Shills Bluff +45, Concentration #34, 
Diplomacy +47, Disguise +31 (+33 
acting) Forgery +24, Heal «22, 
Intimidate +47, Knowledge (religion) 
434, Listen 634, Perform (sing) +43, 
Perform (stringed instrument) +43, 
Sense Motive +34, Spot «34 

Possessions of glomered leather armor, 
12 vorpal whip dagger (stored in right 
love of storing, ring of evasion, rng of 
protection +4, gloves of toring (2), golden 
heart worth 2,500 gp (stored in left glove 
of storing) 

Dioguse Spel A Radiant Seer an Giguae 
‘pelts 2s performances. To do 0, she 
‘must make 2 Perform check as pat ofthe 
action used to cat the spel. Onlookers 
rust mutch oF exceed her check result 
witha Spot check to detect that she's 
casting a spell. Une the spel visibly 
‘emanates from her, observers dont know 
where the effect came from. A disguised 
spall can't be identified with a Spelcrat 
check, but the act of casting stil provokes 
attacks of opportunity as normal. This feat 
appeared in Compete Adventure. 
Halo (Su) Each Radiant Sister's head is 
suemouated by a shimmering halo 
that matehes the hue of her hair, 
manifestation of her link and loyalty to 
Maleanthet. A Radiant Sister can control 
the intensity of illumination her halo 
Provides 25 2 free action, varying it from 
2 faint plow that is all but imperceptible 
10 a brilliance that provides bright 
‘Mlumination to 2 radius of 120 feet. Once 
per round 2s a free action, Radiant 
Sister can focus the light of her halo 
on a single creature within 30 feet. The 
creature trgeted must make 2 OC 31 

Fortitude save to avoid being permanently 
blinded. The save DC is Charisma-based 

team Use (Es) Radiant Sister can wee any 
magic item as though she had successfully 
used the Use Magic Device sil 

{litu’s Gift (Su) Once per day, 2 Radiant 
Sister cam embrace 2 willing o helpless 
creature to grant +2 profane bonus 
to Charisma and 2 42 profane bonus 
‘on saving throws 3s a standard action 
for 24 hours. The Radiant Sister's name 
manifests 36 tattoo in Abyssal on that 
creatures body. The recipient cannot 
see his own tatoo, As long as the git 
remains active, the liltu can monitor 
that characters condition and location 
asf she had placed a situs spel on that 
character, can communicate telepathically 
swith the character at all times (even aero 
plane: and by concentrating can observe 
the world around the character 23 she 
‘were therein his place. Accepting iltu's 
iB is 2 chaotic actA creature can resist 
the gift with a OC 31 Wall save. The save 
DC & Charisma-based. 

Mock Divinity (Ex) A Radiant Sister casts 
spells 3 2 9th-level cleric, except that she 
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‘Tuerny’s Iron Flask 
Thisartlfac was crated ages ago bythe 
‘Wizard-tyrant Tuerny, who promptly 
Used the flask to capture an aspect of 
Gradt and forced him to eavage the 

‘wizardly skills 
‘Gon, but during the time he lost track 
of his tron ask. The artifact became 
the blueprint for countless lesser vere 
‘sions, but the original remains the 
‘most potent of them all 
‘The fron Flask of Tuerny the Merciless 
functions asa normal ironffask, except 
‘that itean only capture and cornmmand 
‘demons. A targeted dermon can resist 
‘being captured by making a DC 26\¥ 
‘save, Itean hold up to 290 demons at 
4 time, but currently contains only 
seven; three veocks, a nalfeshnee, two 
‘muarliths, and a balos. Thesvielder can 
command one oF the demons within 
to come fort to serve him for 3 hour 
pee day: he thay eoménand demons. 
‘within in the flask in this manner no 
more than 3 times per day. IF the flask 
isepened without commanding one of 
the demons, 146 of them escape exch 
round to assault and savage the iask’s 
holder, ‘over its contrat 
‘The flask an also be usedtocontain 

Single wspect of demon lord, although 
t0 do sit must first be emptied —a 
single demon lord aspect (regardless 
of that aspects actual power) counts 
a all 109 demons the flask could noe- 
mally store. The flask is particularly 
otent at capturing: r 
{ts original intent, afer all An 
aspect suffers 326 penalty on 
the Wil save 10 avoid being 

bythe flask. 
Overwhelming 

conjurstion (chaos, 
caecLaghveht 
1 
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uses her Charisma seore to determine 
bonus spells per day and spell saving 
throw DCs. She cannot spontancously 
cast cure or inflict spells, nor ean she turn 
or rebuke undead. Most lilitus have access 
to the Demonic and Trickery domains 
The Radiant Sisters are an exception. AS 
the favored agents of Maleanthet, they are 
allowed to choose their domains from any 
she normally grants her dries Chaos, 
Evi, Temptation, and Trickery. 
Poison (Su) Stinger—Injury, Fort DC 23, 246 

Wis/d6 negative levels. The save DC is 
Consttution-based 

Shroud Alignment (Ex) Spells nd speltike 
abilities that have the good descriptor 
treat a lita as if her alignment was good. 
‘Magic items ave sirlarly fooled. 

‘Temptation Granted Power As long as 
Crimson wears no armor, she gains 3-42 
‘competence bonus on Charisma-based 
checks opposed by female creatures, 
and the save DC for any mind-affecting 
spells or abilities she uses against female 
creatures increases by 1. 

‘Vulnerable to Divine Magic (Ex) ilitu’s 
heretieal nature renders her particulary 
susceptible to divine magic. She makes all 
saving throws against divine magic with a 
2 penalty, and checks made to overcome 

her spell resistance with a divine spel 
sain a +4 sacred bonus, 
Peloran Heretics, vampire monk) 

shadowdancers (6: hp 90 each; Monster 
Manual 351, 
Development: Assuming the PCs 

return to Malcanthet's palace with 

Crimson in tow, demons bow and clear 
the corridors ahead of them. Reaching 
Maleanthet'’s pleasure dome is a simple 
task this iImost as if the halls of 
the structure themselves are twisting to 
aid the journey. When the PCs arrive, 
they find Malcanthet still lounging in 
her fleshy throne, but the room has 
been cleared of all other occupants save 
for the twelve other Radiant Sisters, all 
of whom stand in an are before their 
queen. Malcanthet stares at Crimson, 
and the PCs might feel something 
happening: telepathy? Pure hate? 
Reconciliation? Th 
apparent soon enough, as with a barely 
perceptible nod, Malcanthet sends the 
other twelve Radi 
‘The execution t 

rate Crimson's damage 
reduction (unless one of them beheads 
her), but since Maleanthet's presence 
holds the outcast lilitu motionless, its 
just a matter of time until Grimson 
has been reduced to gory ribbons. The 
remaining twelve bow to their queen, 
and with a few sly looks and winks to 
the PGs, teleport away. 

Malcanthet turns to address the 
PGs at this point asa small army of 
deformed rutterkin servants skitter into 
the room to clean the bloody mess with 
their tongues. 

"You may have the mad wizaed's flask,” 
Maleanthet says in 3 voice that sounds 
almost tired. With a lick of the wrist, 
she carelessly tosses the artifact across 
the room; it clangs as it strikes the floor, 
bounces, Finally rolls to 2 stop. 

“A pity. Ill miss Crimson, but she had 
it coming. I'm sure the sisters will find 
2 replacement for me to try out soon 
enough.” She smiles again. “You might 
not want to be here when they get back. 
You're too fragile to get caught up in that. 
And I'm sure you've got other things to 
take care of before you head up to Gaping 
Maw, now, don't you my dearies? Move 
along tiow. Well have a chance to talk 
again later. In the meantime, 'm sure your 
friend Iggwily will have a few nominees to 
use that flask on, hmm?" 



PART FIVE: THE BLOOD 
SHALLOWS 
"To most sages, the Abyssal layer known as 
the Blood Shallows is a footnote at best. 
But Iggwily knows better. Long ago, this, 
marshy realm was one of many ruled by 
the obyrith lord and one-time Prince of 
Demons, Obox-ob, When he was killed by 
the Queen of Chaos, several of his aspects 
were all that remained, The Queen of 
Chaos hunted down as many of these 
aspects as she could, but she missed 
"That aspeet retreated to the depths of the 
Abyss, to the 663rd layer, and there on 
‘Zionyn this aspect has slowly returned to 
its previous power 

Such is relatively common knowledge 
in the Abyss today, yet what is not is that 
a second aspect escaped the queen's 
rampage s0 long ago. This second aspect 
cscaped her notice by entering a state of 
imprisonment at the heart of the Blood 
Shallows. Yet once the Queen's rampage 
‘yas over, none remained who remembered, 
and the knowledge of this imprisoned 
aspect faded. Iggwily first heard chies of 
the aspect’ existence from an ancient and 
hal€insane baernaloth she encountered on 
‘one of her journeys through Hades, and 
cover the years she’s uncovered numerous 
other bits of supporting evidence to farther 
pve it, She's not completely convinced 
there's an aspect of Obox-ob trapped here, 
bat she does know that Demogorgon has 
seized one of the largest hills in the Blood 
Shallows,a place called Feedgut, to serve as 
the site fora storchouse and depot for war 
supplies ALthe very easta raid on Feedgut 
cn damage his army's supply lines, 

‘Onee the PCs secure the Iron Flask of 
‘Tuerny the Merciless, Ipgwily feels conti- 
dent enough to tell them of her suspi- 
cions about the imprisoned aspect. Her 
research indicates that casting, a freedom 
spell atop Feedgut should be enough 
to release the aspect, and if the PCs are 
quick, they can then capture the aspect 
in the iron Flask, giving them a perfect 
method of transporting the aspect deep 
into Gaping Maw, where its release can do 
the most damage to Demogorgon, Unfor- 
tunately, the from Flask ean only hold the 
single aspect;all other demons within the 
flask rmust be emptied first, and as long.as 
Obox-ob is trapped inside, it eannot be 

used to trap more demons. Igpwily help- 
fully offers to take care of the demons 
currently trapped inside; otherwise the 
PCs will need to release and deal with 
them on their own, 
ADC30 Knowledge (the planes) check 

reveals that the Blood Shallows are the 
Sist layer of the Abyss. Demogorgon 
stages and trains entire legions here, 
though like the many other demon lords 
who have tried before him, he’s never 
been able to seize control of the layer. 
‘The commonly held belief is that this 
is simply one of those layers the Abyss 
itself doesn’t want controlled, but in 
truth, it is in fact “controlled” in secret 
by the imprisoned aspect of Obox-ob. 

‘The layer is notable for its white 
‘sky and blue clouds, and for its acidic, 
blood-red waters. The layer is largely 
‘marshland, and areas of high ground are 
redoubts of petty demon lords, generals, 
or bitter obyriths. This high ground is 
valuable because the water is so painful 
and largely useless. Touching the water 
reveals its acidic nature; wading through 
it or falling into it deals 346 points of 
acid damage per round. The River Styx 
passes along the edge of this, so the PCs 
can sail the Sea Wyvern there with ease, 
bout bringing the ship into the sodden 
lands of the blood-red marsh is a poor 
choice, as the acidic water swiflly eats 
through a ship's hull. 

If the PCs cannot cast freedom thems- 
leves, Iggwilv is willing to part with a 
seroll of freedom from her own library. If 
no one can even cast spells froma magic 
scroll, she rolls her eyes in exasperation 
and sends her only loyal apprentice, Lan- 
derbold, along to cast the spell from the 
seroll for them. 

Feedgut (EL 19 or 22) 
‘The tallest hill on this relatively small 
layer is indeed Feedgut. Roughly 10 
miles square and half-covered with 
tentsand barracks, the other halfis given 
‘over to diseased-looking scrubland, drill 
grounds, and storehouses for supplies. 
Demogorgon stockpiles both supplies 
and troops here, most notably a group of 
enormous demons kniown as goristros. 
Dozens of other demons dwell here as 
‘well—mostly babaus, rutterkins,and bar- 

Iguras—waiting not-so-patiently for the 
call to war but afraid to desert the army 
as long as Gorgant remains in charge. 

Creatures: Gorgant the Two-Faced, 
an aspect of Demogorgon, is a horrible 
result of Demogorgon’s early work in 
demonic growth and hybridization, He 
has two heads fused together at the back, 
giving him two faces looking front and 
back. One of his snouts is full of shark 
like serrated teeth, while the other is 
less monstrous and is capable of nor- 
mal speech, His body is covered in a 
mixture of seales and tough, bristly far, 
which forms.a sort of mane between his 
two skulls. His tentacular arms end in 
immense pincers. Gorgant speaks with 
a stereophonic, gurgling voice, 
«eyes perpetually weep blood, In combat, 
Gorgant attacks with his claws, a single 
bite, and two ranged touch attacks, 
As the final ritual to activate the savage 

tide grows near, Demogorgon hasn't paid 
‘much attention to this small outpost. As 
a result, Gorgant has grown lax with his 
duties. He often sends the retrievers 
‘out into the marshland to nearby hills, 
to torment and capture the demons 
that have claimed them, or summons 
‘demons himself to torment. Asa result, 
the PCs should have a relatively easy time 
approaching his tent. 
‘Though the party could attack thearmy 

single-handedly in an attempt to take out 
Gorgant and thus rout the army, there is 
another way to disrupt the supply post, 
fone that in some ways might be more 
dangerous but is certainly more devas- 
tating to the complex. The PGs can use 
a freedom spell to release the entrapped 
aspect of Obox-ob, 

‘To cast this spell, the PCs must be 
in range of the central supply build- 
ing, as it was on this site that the 
aspect imprisoned itself so long ago. 
Itshould be a relatively simple task for 
the PCs to reach this location, since 
the demons in the camp aren't very 
attentive, When the spell is east, the 
entire hill begins shaking and rum- 
bling, ‘The demons begin to panic and 
too late realize they've been invaded. 
Before any of the demons can act, a 
towering tangle of chitinous limbs, 
writhing inseet arms, stinging tails, 
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and a horeil € stalk terminating in a 
three-ficed, one-mouthed nightmare 
erupts feom the ground in a shower 
of'stone and soil. 

‘The aspect of Oboxob has atrophied 
mentally over the cons, and while it 
retains its mental statistics, i's initially 
overwhelmed with a tremendous rage and 
urge to destroy. It spends the first round 
ruining the building atop its grave, and 
then moves on to nearby tents and demons. 
Ifthe PCs wish to let the aspect ruin the 
pee, they can simply retreat to the safety 
ofa nearby hill and watch the fin, 

If you wish, you can provide the 
PCs with the stats for Obox-ob's ava- 
lar, and allow them to decide what 
actions the destructive demon lord 
takes each round, In 1d6 rounds, 
gant himself arrives on the scene to 
attempt to slay the monster—rather 
than face Demogorgon’s punishment 
for failure, Gorgant fights to the death, 
be his foe the PCs or an aspect of an 
obyrith lord. 

GORGANT, THE TWO-FACED: 
Aspect of Demogorgon 
CE Large outsider (chaotic, ei, tanari 
Init 6; Senses al around vision, darksion 
60, enhanced detection, lowight 
vision; Listen ¥31, Spot +39 

Languages Ayal, Common, Draconic. 
Undercommon: telepathy 200. 

AE, touch 1, Nat-ooted (sae 
Der, 625 natural) 

bhp 348 (24 HO}: ost healing 5; DR 1Sfoid 
von aed good 

Immune charm, cold, confusion, 
etry, poison 

Resist sci 20, fre 20; SR 30 
Fort +24, Ref «20, Wil +20 
spd s08. 
Melee” 2 ws +32 (1d12629/19-20) 30d 

tite #30 (idBe22) 

cris 

teleport, heat metal, (elctinesis (OC 32), 
seorp wood (OC 38) 

say for [OC yo quickened fect» 
stone (OC 32), grester dope! magi, 

£33, Jump +45, Kncwege (cara) +33, 
Knowledge (religion) 433, Usten +31, 
Move Silently «31, Search «41, Sense 
Motive +29, Spllraf +37, Sp 039 

[itAround Vision (Ex) Gorgant’ two fe 
ant him 2.48 coca bom on Search 
and Spot checks, and he cant be Nanked. 

‘Blood Tears (Su) Gorgon’ eyes constantly 
Ranged 2 blood tears +27 touch (Bd6 asd) 
‘Space 10 f.; Reach 10 
Base Atk +24; Grp +42 
‘Atk Options Cleave, improved Sunder, 

Power Attack 
Special Actions summon tavarr 
Spell-Like Abilities (CL. 20th) 

‘At will —cliraudience/lairsoyonce, 
darkoes, desecrate, detect thoughts 
(OC 28), fly, greater magic fang, greater 
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Improved Creal (law), Improved 
Initiative, Improved Sunder, Multiattack, 
Power Attack, Quicken Spell-Like Ability 
{fesh to stone) 

Skis Balance +31, Concentration +37 
Diplomacy +37, Hide +27, totimidate 

weep bloody teardrops: he can squirt 
these acidic teare with 2 range increment 
0f 30 feet, making up to two ranged 
attacks 25 9 full attack action. A creature 
struck takes 366 points of acid damage, 
and then another 3d6 points of acid 
damage on the next round, Lawful or 
‘good creatures take an additional 246 
points of unholy damage on the first 
‘ound when they are hi by these tears. 



constantly under the effects of detect good. 
detect lve, detect magic, and se ivi 
These effects cannot be dispelled. 

‘Summon Tenar'i(Sp) Once per day, Gorgant 
can automatically summon Id4 hezrous 
cr one marilth, This ability is the 
equivalent of a th-level spell 

Two Brains (Ex) Gorgant’s two faces share 
the same personality and thoughts, but he 
still has two connected brains. He gains a 
racial bonus on Will saves, +2 racial 
bonus on Reflex saves, and is immune to 
charm and confusion effets 

Aspect oF Onox-Os RR 
E Huge outsider (chaotic, evi, obyrith) 

Init +7; Senses darkvision 60 f., true seeing: 

‘ura discordant drone (40 ft, Will DC 31), 
form of madness (120 ft, Will OC 31) 

Languages Abyssal; telepathy 100 f 
AG 41, ouch 11, flat-footed 38 
hyp 455 (26 MD); fast healing 15; OR 20,cold 

ron and good 
Immune disease, mind-affeeting, poison 
Resist acid 10, cold 10, electricity 10, Fire 10, 

SR 35 
Fort 428, Ref « 8, Will +22 

imb 40 ly 

ings +31 3d6417/19-20 

Space 15 fl; Reach 1 
Base Atk 426; Grp +46 
[Mk Options Cleave, Fljby Attack, Power 

‘tack 
Spel-tike Abilities (CL 20th) 

At Will—oslral projection, desecrate, detect 
good, detect law, giant vermin, greater 
dispe) magic, greater teleport, telekines 

unholy bight (OC 
day —creeping doom, quickered gio 

sfday—polymorph any object (OC 26, into 
vermin shape only 

*5-point Power Attack, 
Bilities Sir 34, Dex 17, Gon 36, ot 23, 

Wis 24, Cha 27 

Feats Cleave, Datk Speech, Fyby Attack, 
improved Critical sting), improved Initiative. 
Madlattack, Power Attack, Quicken Spelt ae 

1. Conces 
imidate +37, Jump +47, 

Knowledge (arcana) +35, Knowledge 
(religion) +35, Knowledge (the planes) 
+35, Listen +36, Move Silently 932, Sense 
Motive 436, Spellerat 437, Spot #36, 
Tumble +34 

Discordant Drone (Su) The cacophony of 
‘Obox-ob's chitinous body shrieking and 
wailing creates a zone of discordant noise 

creatures within 40 feet when this drone 
is in effect must make DC 31 Wall saves 
or be d confused for t round. 
Th ing compulsion 
effect, The save DC is Charisma-based 

Form of Madness (Su) Any creature within 
120 feet that observes Obor-ob mur 
make 3 DC 31 Will save Failure indicate 
the creature's mind is forevermore 
haunted by Obox-ob's unholy shape 
The affected creature must make 3 DC 
31 will: 
the night to avoid suffering the effect 

20th). tn 

wwe each time it tres to rest for 

cof a nightmare spell (caster level 
addition, the vielin nove interprets any 
threat as linked to Obox-ob and suffers 
2-4 penalty on all saving throws against 
fear effects, A creature immune to fear 
loses th 
ale 

munity a lang as hej 
sd by Obox-ob's form of mad 

The vietim auton tically becomes shah 
whenever he is within 30 feet of a erm 
monster. Ths effet is permanent and 
is especially difficult to cure with mo 

effets ifthe caster makes a DC 30 caste 
level check, Miracle or wish automatically 
cures the condition. 

‘A ereatue that makes this 
ave is immune to Obox-ob's farm of 

madness for 24 hours, This Is a mind: 
affecting effect that does not affect 



chaotic evil outsiders. The save OC is 
Charisma-based. 

Poison (Su) Injury, Fortitude DC 36, initial 
and secondary damage 248 tnteligence 
drain, A creature drained to 0 intelligence 
is immediately transformed into a 
fendish monstrous scorpion of the same 
‘size as his previous forin—the victim 
retains none of its previous abilities, 
‘intelligence, or memories: Only mirecle or 
swish can reverse this fate The save DC is 
Consttution-based, 
Implant Chaos (Su) A creature that takes 

damage from Obox-ob’s tongue attack 
‘must make 2 OC 31 Fortitude save. 
Failure indicates the tongue implants 
the victim with the raw stuf of chaos. 
The victim gains 144 negative lees per 
round as the chaos transforms his body 
and soul Once the victim has a number 
of negative levels equal to his Hit Dice, 
the chaas consumes him tery, leaving 
behind only his gear. A creature destroyed 
in this manner can only be brought back 
to life with 2 miracle, toe eeaurrection, OF 
swish spall, and even then the caster must 
make 3 DC 30 caster level check or the 
implanted chaos immediately begins to 
destroy the victim again as soon as he 
's restored to life. Opel chaos halts the 
progress ofthe implantation, but dacs 
not restore lost levels. The save DC 
Chansma-based. 
‘Treasure: Even 2s an aspect. demons 

are greedy. Gorgant has been doing 2 bit 
‘of war profiteering and keeps the profits 
in a huge white chest made of viper tree 
‘wood in his tent. The chest contains goo 
innocent souls (which resemble magical, 
aligned gems worth 500 gp each), and a 
‘+4 thundering dwarven waraxe, 2 suit of +3 
ful plate armor, a suit of =3 improved silent 
‘moves leather armor, a 43 sunshic, and 2 
aff of transmstation (27 charges). 
Development:'The aspect of Obox-ob 

thas no real means of leaving the Blood 
Shallows, so once it’s left the camp in 
ruins, the PCs should be able to move 
in and capture him with the Iron last 
of Tuerny. Doing so is dangerous, since 
the aspect immediately attacks anyone 
it notices, and in onder to use the Flask, 
the PCs need to enter the range of the 
aspect's form of madness. Fortunately, 
the flask is potent, and chances are good 
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the PCs will be able to capture the aspect 
in only 1 0r2 rounds. The aspect shrieks 
in rage asiit's pulled into the Fask, coil- 
ing and thrashing as it turns to black 
smoke and is pulled inside. Once it is 
captured, the Iron Flast of Tuerny peri- 
odically shakes and trembles, and now 
and then new dents appear in its sur- 
face. I's capable of holding the aspect 
indefinitely, but only just. 

Retaliation (EL 22) 
Demogorgon’s agents are wily demons; 
at some point, they figure out what 
the party's planehopping and alliance- 
building means and try to stop the heroes, 
with a brutal assault. This event occurs 
not long after they destroy the camp at 
Feedgut, but likely not until after the 
PGs finish their business with General 
Bagromar (assuming they tackle that 
mission within a few days of finishing 
off Feedgut). 

‘The staging and timing of this 
retaliatory strike depends on you—it 
should occur at some point when the 
PCs are not on board the Sea Wyvern, 
‘both because the demons fear Charon 
and because they function best when their 
monstrous mounts have room to move. 

Creatures: This force, sent by 
Demogorgon himself to destroy 
the upstarts and (hopefully) claim 
the Iron Flask of Tucrny, consists of a 
unique demon called Enderan and 
four undead stone giant fighters. 
‘These are juju zombies created by one 
of Demogorgon's cultists that retain 
their skills in life but augment them 
with necromantic unlife. All five ride 
atop immense tyrannosaurs that have 
been transformed into bodaks. This 
force is. in all, an EL 22 encounter, 
and can serve well as 2 climax for this, 
adventure if you time it well. If you 
wish, you can even time the attack so 
it occurs at a point where the PCs can 
call upon one of their new allies; ifyou 
do, consider giving the PCs a printout 
of Iggwilv’s, Orcus’s, or Malcanthet’s 
stats for them to run in the battle. 
Doing this removes much of the threat 
of the encounter, but gives the PCs an 
exciting chance to see their new allies 
in action. 

Enderan isa monkey-headed, dragon- 
tailed blasphemy with rings of dragon- 
scales over its rolls of muscle, Its helmet 
fs strange; one helm is clearly worn on 
its head: the second is emply but welded 
next to the first. This bizarre helmet, of 

As the bodak-mounted lancers 
approach, Enderan accosts the PCs, his 
voice thunderous and booming, 

“We have chased you across the planes long 
‘enough, pests. Stop your pathetic atternpts 
Aodefy the Prince of Demons, or we will tn 
you down!” 

‘This warming is Tittle more than pre- 
amble, of course. Major Enderan and his, 
undead minions attack an instant after 
his threat, 

Mayon ENDERAN 
Unique demon 
CE Large outsider (chaotic, cl tara} 
Init +1; Senses dariision 60 & ennced 

detection, scent; Listen +26, Spot <26 
Languages Abyssal, Common; telepathy 

1008. 
E38, touch 10, fat Tooted 37 (1 see, 41 
‘Dex, +15 natural, +13 armor) 

bhp 341 (22 HO}: fast healing 10; DR 1Sjeold 
inon and good 

Immune desth efecs ccctroty, mind- 
affecting effects, posson 

Resist acid 10, cold 10, fre 10; SR 30 
Fort +24, Ref +14, Will +14 
‘Spd 308. (0. unarmored) 
Melee +5 unholy lance +30/+25/+20)s15, 

(246+28/43) and 
sting +20 (1d6+9 plus poison) or 
+ keen lanful outsider bane bastard sword 
-saafezalenzfo2 (2d6v20/27-20) and 
sing +20 (id649 plus poison) 

‘Space 10; Reach 10 R. 
Base Atk +22; Grp +35 
‘Atk Options Cleave, Mounted Combat, 
Power Attack, Ride-By Attack, Spirited 
Charge, Trample 

Spell-tike Abilities (CL 201h) 
At will darkness, deszevate, detect thoughts 
(DCB) fy, grater teleport, tbchinesis 
{DC 23} enhallow 

3482y—coe of cold (OC n), feor(0C20}, 
uickened haste 

cris 



*3.point Power Attack 
Abilities Str 28, Dex 13, Con 33, lnk 16, Wis 

12, Cha 23 
Feats Cleave, Mounted Combat, Power 

Attack, Quick Draw, Quicken Spell-Like 
Ability (haste), Ride-By Attack, Spirited 

ration +36, intimidat 
up +33, Knowledge (architecture and 

engineering) +28, Listen +26, Ride «26, 

Postessions +5 ful plate, «5 unholy lovee 
sen lawful outsider bane bastard sword 

Enhanced Detection (Su) 
constanthy under the effects of detect good. 

‘nderan © 

detect low, detect mogic, sed see inva 
ot be dispelled. 

sry—Fortitude DC 32 
These effects can 

Poison (Ex) In 
negates, 366 Con/3d6 Con. The save OC 
is Constitution-based. 

Lemonian Lancer (4) cris 
Male stone giant juju zombie fighter 5 
NE Large undead 
Monster Manual 124, Unapproachable 

East 66 

Init +3; Senses darkvision 60 ft lowlight 
sten +2, Spot +19 

Languages Common, Giant (cannot speak) 
4€ 37, touch 10, fiat-footed 36 
bhp 145 (19 HD}, DR S/stashing 
Immune electricity, magic missile, undead 

Fort +13, Ref «8, Will 
Spd 30 
Melee” +3 lance +26/+21/+16/e1 

86 34a oe 

40% unarmored), chenb 2 

+2 greatsword #24/+19/+14/+9 (sd6e32/25- 

Space 10: Reach 10 # 
Base Atk +15; Grp +32 
Atk Options Cleave, Mounted Combs, 

Power Attack, Ride-by Attack, Spirited 
Charge 

Special Actions cock throwing 
*5-point Power Attack 
‘bites Sir 36, Dex 16, Con — Int 8, Wis 

15, Cha 16 
SQ rock catching, turn resistance +4 
Feats Cleave, Combat Reflexes, Improved 

Critical (Lance), improved 
(41 hp/HO), 

itatve, 
Improved Toughn 

‘Mounted Combat, Power Attack, Ride 
By Attack, Spitited Charge, Toughness, 
Weapon Focus (lance), Weapon 
Specializatio 

‘hills Climb 433, Hide ~6 (+2 in rocky 
terrain) Jump +25, Ride +18, Spot +19 

Possessions +5 fll plate, +3 loner, +2 grestsword 

Booax Trranmosaueus (5) cu 
Advanced bodak tyrannossun 
CE Huge undead 
‘Monster Manual 61, Drogon Compendium 176 
Init «3: Senses darkvision 60 f., low-ight 

vision, scent: Listen #19, Spot +18 
ACIS, touch 11, fiat-footed 22 
hip 180 (24 HO DR 10)cold iron 

Ay, undead trots 
Resist acid 10, fre 10 
Fort +14, Ref 418, Will +10 
Weakness sunlight vulnerability 
‘Spda0 a 
Melee bite +27 (346416) 
Space 15 ft; Reach 10 8. 
Base Atk +18; Grp #37 
Special Actions death paze 
Abilities Str 32, Dex 16, Con — int 1, Wis 

17, Cha 12 
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Improved Attack (bite), Improved 
faighes MO) 

Skills Listen +19, Spot +18 
Death Gaze (Su) Death, range 30 feet, OC 
23 Fortitude negates. The save DC is 
Chavisma-based, 

Flashbacks (Ex) At the 
encounter, there is 3 chance a bodak 
tyrannosaurus notices something about 
an opponent that causes it to recal 
Its life (randomly determined if more 
than one oppor 
happens, the bodak tyrannosaurus ta 

Sunlight Vulnerability (Ex) A bos. 

per round when exposed to 

General Bogromar 

PART SIX: PAZUNIA 
The & 

< more dai 
pe PCs t require seck oul one 0 

the Prince of Demon's ow 
The 

done with 
but 

tempt one 
aspects to turn against its sou 

canall previous missis 
relative ethe 
PCs attempt this one, Demogorgon very 
quickly realizes what they're up to, and 
the c 
Asare It, Iggwily suggests they attempt 
this mission Last 

In this mission, the PCs must 
filtrate an immense encampment of 

of two demonic clones of the Pr 

n the fortress of Vanelon on 
the first layer of the Abyss, Pazunia. The 
River Styx flows a mere half: 

n this point, t 

nto the field against one of Mammon's 
armies, a battle that the demon host won 
with ease. Italso makes it a relatively easy 
camp for the PCs to 

Bagromar's Camp (EL 20) 

prawled here in the mountains is a 
nightmare vista—a huge armed camp 
of demonic soldiers. Dozen s 

f demon have been crammed into the 
rangely spiral-shaped camp. Within the 

General Bagromar does 
indeed wait within the 
large tent at the center 
of the camp, Despite the 
overwhelming presence 

of all these 
the party should be able 

to bypass the pickets at the 
watskirts of t amp easily 

putting them in the middle of 
35,000 demons of various types. 
The most dangerous thing the 
PCs face initially as they step 
into the camp is the insanity 
ward—a network of hundreds 
of symbols of insanity (CL 
interspersed among the pickets. 

The best way to bypass these wards 
is to teleport past them, 

flying 
much attention 

nto the camp draws too 
characters 

who fly are immediately 
pnfronted by a 

rocks who 
the PCs" reason 
Bageomar’s camp. ‘The 

sated 
recent triumph ag: 

n mayhem from their 
st Mammon's 

forces, and do not immediately attack. 
They do, however, quickly escort the 
PCs to one of the camp's commandin 

as 



officers, a bloated balor demon named 
Dingoslag, 

Ifthe PGsattempt to teleport into the 
central section, they find that itis warded 
as well by an immense dimensional lock, 
attempts to Leleport within fail, placing 
the PCs at the periphery of the teleport, 
ward deep in the camp. And once the 
PCsare in the camp, it isn’t long beforea 
group of hezrous ora phalanx of tiefling, 
bblackguards intercepts them and brings 
them before Dingoslag. 

Creatures: Dingoslag is the camp's 
“minister of entrance,” and it is his 
word that governs all requests to meet 
with thearmy'shigher-up commanders. 
Most of his day is spent denying and 
then mocking conscripts seeking an 
audience with General Bagromar. As 
the PCs are brought before him, he 
puts on a show, appraising them with 
cunning look 

“You're new, aren't you? No, let me guess. 
You're... eullsts? No? Maybe blackguard 
recruits from Sigil? No, not quite seruffy 
enough. Maybe you're messengers from 
Mammon, with an offer of surrender?” He 
grins, then scratches his barrel-sized head. 
“I don't know. You must be on our side, 
though, righ 

Dingoslag isn't nearly as dumb as he 
acts, In fact, ifthe PCs try to Bluff, lie, oF 
bribe him, he plays along, His job is to 
discourage those who seek to speak to 
Bagromar, a job he greatly enjoys. Ifthe 
PGs ask foran audience with the general, 
Dingoslag shakes his head sadly. 

‘General Bagromar doesn't get a lot of 
visitors. His brother is the smoother 
talker, but Bagromar has just won 2 great, 
victory in the Bload War. The slaughter was 
fantastic! Rivers of beautiful devilish ichor 
flowing along the field and ail that. We 
defended our way of life fram the enemy, 1 
tell you. They'll be back, of course. The war 
just keeps going. | mean, it has for as long 
as | can remember. Always fighting. We 
never really stop. We dor't really want ta." 

The hulking demon seems unsure of 
himself for a minute, then shakes himself. 
“Right, General Bagromar's tent. This way. 
We'll get there. Mind your step.” 

OF course, Dingoslag doesn't really 
intend to lead the PCs to General 
Bagromar—he wants simply to lead 
the PCs back out into the open so that 
when he attacks them, he'll have a nice 
audience to witness what he thinks 
will be yet another mighty vietory for 
him. While combat in the middle of an 
army might seem to start things off on 
the wrong foot, violence in a demon 

imp isn't unusual. While the demons 
initially cheer for Dingoslag, when it 
becomes apparent that the PCs have 

1¢ upper hand, they begin cheering 
for them instead. This unexpected turn 
of events raises Dingoslag's ire, and ina 
desperate altempt to regain his prestige, 
he fights to the death. Once the battle 
is over, the demons that have gathered 

Jose interest, drifting back to their own 
idle fancies. From this point on, the PCs 
are free to wander through the camp 
without being accosted. 
Dingostag, balor demon: hp 290; Mon- 

ster Manual 40. 

If the party survives the encounter with 
Dingoslag intact and without angering 
the entire army, they may proceed to 
visit General Bagromar. Word of their 
triumph over Dingoslag spreads quickly, 
and none interfere as they approach 
the central tent. Bagromar's tent looks 
strangly shabby at first, patched with 
hairy and scaled pelts ofall kinds, until 
‘one realizes thatthe walls ofthe tent are 
made from thousands of tanned devil 
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hiddes—bearded devil scales, the blue- 
‘white skin of bone devils, and even black 
feathered erinyes wings. The tent flap 
leading in seems to be either a pit fiend 
hide or a very good facsimile. 

‘On cither side of the entryway 
stand two nalfeshnee demons, Several 
sglabrezus stand at the ready nearby. None 
‘ofthese demons bother the PCs, but they 
«lo keep an eye on them. This apparent 
lay attitude stems in fet froma mixture 
‘of fear and respeet for Bagromar, who 
hax on many oceasions demonstrated 
his disdain for overly protective guards 
by eating his bodyguards alive. 

Inside, Bagromar’s tent has a thick, 
fancy carpet, a single large table made 
of interlaced black bones and pale 
wood, and a single chair in front of a 
‘golden-feathered wall. Standing at the 
table is the general himself, a creature 
that looks exactly like a one-headed 
Demogorgon: baboon head, tentacles, 
the mix of sealy and furred skin, The 
general idly consults a map with a 
measuring stick and dietates notes to 
three dretch scribes, They are seribbling, 
furiously, As the PCs enter, Bagromar 
blinks, then waves them over to the 
table, Before the PCs have a chance to 
speak, he distractedly greets them in 
Common. “Yes, yes You're the ones who 
Just murdered Dingoslag, What do you 
‘want from me?” 

Let the PCs present their case 
to Bagromar, and if they mention 
‘Tetradarian, Bagromar snorts in derision 
before replying, 

“You are very brave or very foolish to 
come here, to suggest to me to turn 
against my brother, to turn traitor to 
the Prince of Demons, my maker. My 
agents and His agents have sought you 
everywhere, and now you just fall into 
my lap, Forgive me if | am suspicious. 

"But still, you could be useful to me. My 
curved brother has resisted the consolidation 
‘of cur armies under my command. Despite 
‘my continued success inthe Blood War, he 
would rather plot and play at his games. 
While | am out on the field, murdering for 
‘our makers glory! It sickens me. Yet what is 
tobe done?” 
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Al this point, the PCs are in dangerous 
territory. The wrong inflection, the 
wrong tone, and General Bagromar 
could decide that it’s best to kill these 
upstarts and parade their corpses before 
Demogorgon for his own glory. At this 
point, the PCs can make a Diplomacy 
check; the character with the highest 
‘score makes the initial check, and the 
others ean aid this roll. The roll itself 
is opposed by Bagromar's Diplomacy 
check, If the PCs show Bagromar that 
they have the Iron Flask of Twerny and 
indicate that they'll use it if he doesn't 
go along with the plan to undermine 
‘Tetradarian’s forces, they gain a +10 
bonus on their roll. If they cin prove 
their allegiance to Iggwily in some 
‘manner, they gain another +10 bonus to 
the roll. If they can prove their alliance 
with the Court of Stars, they gain 
another #10 bonus. Finally, if they can 
prove that they've even enlisted Orcus 
to their cause, they gain a +35 bonus on 
the roll, 

With a success, Bagromar falls 
silent, then nods once and says simply, 
"Consider it done, Now leave, before 
‘common sense returns!" If they 
Tagromar decides that parrading their 
corpses is the best move after all, and 
with a growl, he attacks. 

GENERAL BAGROMAR 
‘Clone of Hethradiah 
Fiendish Codex 161 
CE Huge outsider (aquatic, chaotic, evil, 

tanar's) 
Init +12; Senses darkvision 60 fl, te 

seeing; Listen +38, Spot 038 
Languages Abyssal, Aquan, Commons 

telepathy 300 ft 
{AE 48, touch 11, Nat-ooted 43; Dodye, Mobily 
bhp 499(27 HD}: fast healing, 10; OR 20/cold 

iron and good 
enmune electricity, poison 
Resist acid 10, cold 10, fire 10; SR 36 
Fort +29, Ref +23, Will 21 
‘Spd 35 Rin breastplate (50 8. base). Swien 

SOR. 
‘Melee 2 tentacles +39 (1d8+14 plus rot) and 

bite +35 (24647) and 
tail slap +35 (245+7 plus energy de 

‘Space 15 ft; Reach 15 ft 
Base Atk +27; Grp +49 

cB 

‘Ak Options Combat Expertise, Spring 
‘tack, Whirbwind Attack 

‘Special Actions gave attack, summon tana 
Spell Like Abilities (CL. 200h) 

‘A: Will—astal projection, contagion (OC 
2), desecrte, detect good, detec law, 
Shy greater disp magic greater teleport, 
project image tleknesis(OC 2, 
mhaliw, unl Bight (DC 23) 

3day—feeblemind (OC 29), symbol of death 
(oc) 

fday—dominate person (OC 2 
Abilities Ste 38, Dex 27, Con 38, in 26, Wis 

22, Cha 28 
SQamphibious 
Feats Alertness, Combat Expertise, Combat 

Reflexes, Dark Speech, Dodge, improved 
Initiative, Mobility, Muliatack, Spring 
‘Attack, Whithwid Attack 

Sills Bul +39, Concentration +86, 
Diplomacy #43, Intimidate #41, Jump 
152, Knowledge (arcana) +38, Knowledge 
(history) #38, Knowledge (nature) 438, 
Knowledge (the planes) +38, Listen #38, 
Move Silently #38, earch #38, Sense 
Motive +36, Spelleral +40, Spot #38, 
Swim 482 

Possessions +5 heny fortification breastplate 
Energy Drain (Su) Any living creature hit by 

agromar’s til lap gains 1d4 negative 
levels. For each negative level bestowed, 
Bagromar heals 5 points of damage. 
1 the amount of beating is mare than 
the damage he has taken, he gains any 
‘excess 25 temporary hit points. t's 2 
DC 37 Fortitude save to remove these 
‘egatve levels. 

Gaze Attack (54) Bapromar’s gaze isthe 
‘equivalent ofan iesarity spl (Wil OC 32 
regates) witha range of 30 feet 

Rot (Su) Any ling ceature touched by 
Bagromar's tentacles must succeed at 
(DC 37 Fortitude save or its flesh and bones 
begin to rot. The creature takes 1d6 pois 
of Constitution damage immediately and 
1 point of Constitution damage every 
howe thereaRer unit des ora remove 
ease spel ast. The spell stops further 
damage, but lost Coretitution points 
‘return only with natural heating and 
‘anno be restored with magic. 

‘Summon Tonarri(Sp) Once per day 
Bagiomar on automatically summon 148 
‘rocks, 1d6 hezrous, 144 plabrezu, 143 
nalfeshnces,L marth, oF 1 balor 



Amphibious (Ex) Even though Sagromar 
has the aquatie subtype he ean survive 
indefinitely on land, 
Tactics: Attacking and killing Bageo- 

‘mar is certainly one way to throw chaos 
into Demogorgon’s army, but such an 
assault is clase to suicide. The PCs have 
only three rounds to take down the gen- 
eral before he realizes that they may be 
tougher than he feared, at which point he 
roars out commands for his soldiers to 
come to his aid. Every round thereafter, 
more demonsarrive to join the fight—the 
teleport wards ironically preventing them 
from teleporting in to aid their com- 
‘mander, On round four of the fight, six 
glabremu arrive, On round six, four mal- 
feshnee appear. On round eight, a pair 
of mariliths arrive. This pattern repeats, 
every other round until the PCs die oF 
flee—the number of these demons in the 
camp is effectively infinite 

Ifthe PCs manage to defeat Bagromar, 
the camp erupts into chaos, Any demons 
remaining in the tent continue theie fight 
against the PCs, but no more demons join 
the battle—the others are more interested 
in escaping the wrath of mortals powerful 
‘enough to destroy Bagromar. 

‘Treasure: Its unlikely, butif the PCs get 
mice to search Bagromar’s tent, they 

discover that while the tent contains no 
coinage or cache of gems, there are three 
spreat treasures within, all well hidden. 

"he measuring stick that Bagromar was 
using in ficta+y anarchic keen greatsword 
disguised by a persistent image (C1. 20th). 

Embedded in a lump of clay and used 
as a paperweight is a major ring of spell 
storing that contains two commune spells. 

Finally, the table bears an order of 
battle for the armies of Tetradarian, Bag- 
romar's rival, and a set of reports from 
spies within his eamp. This could be very 
useful when assaulting Gaping Maw in 
the next adventure. 

CONCLUDING THE. 
ADVENTURE. 
‘This adventure’s construction. is 
‘modular—the PCs can tackle the various 
missions to gather their army in any 
order. Once they've completed all of 
these missions, a short amount of time 
passes while Orcus and Gwynharwyf 

ready their armies, Malcanthet readies 
her final secret plans, and Bagromar 
begins his plots against his brother. 
This final stretch of downtime is the 
last the PCs will have in this campaign; 
‘encourage them to spend it well. If 
they wish, any of their allies allow them. 
to spend that time nearby, although 
in some cases (notably Orcus and 
Maleanthet), remaining in their vicinity 
is not a very safe choice. Returning to 
Farshore to spend these last few days 
in the company of friends and relative 
safety is likely the best option. 

For once the call to war goes out, the 
final battle will come quickly indeed. 

APPENDIX: NEW MONSTERS 

Charon 
He appears out of the mist, standing 
silently atthe stern of a twisted and gothic 
skiff: Dressed in dark tattered robes, his 
hands are old and withered. The hood 
hangs low over his face, obscuring all but 

Charon R22 
NE Medium outsider (estraplanar, evil, 

yugoloth) 
Init +13; Senses darkvsion 180 true 

seeing: Listen +40, Spot +40 
‘aura eae gaze (0 feet, OC 30) 
Languages al: telepathy 100 
ACA, touch 29, flat-footed 33 (+9 Dex, +13 

natural, +10 deflection}; Dodge, Mobility 

bp 465 (0 HD; OR 20/g00d, pic and ser 
Immune acid, ol, poison 
Resist Fire 10, electricity 10,5833 
Fort +28, Ref +28, Will «26 
‘Spd 40 f., swim 60 f., water walking 
Melect +5 qurterstalfs33/+28f023/+18 
(6415 pls stunning) and 
+5 quarters 033/028 (146012 plus 
stunning) or 
touch 035 (forgetfulness) 

Ranged flak of fretless 039 
orpetfuiness) 

Base Atk +30; Grp +35 
{tk Options Cleave, Improved Bull Rush, 

Power Attack 
Special Actions animate Sty, smion yolth 
Spel-Like Abilities (CL 22nd) 

‘At wil—death net(OC 17), deeper 
darkness, dieser ies, baste, reer 

‘nist ef only), greater teleport, 
speak with dead {DC 8), tre resurrection 

3/day—quickened feeblemind (DC 20), 
‘mind fog (OC 20) 

183y—power word ston, wish 
*5-point Power Attack 
Abilities Str20, Dex 28, Con 32, Int 30, Wis 

25, Cha 20 
SQ immortal, prescient deflection, sure-ooted 
Feats Cleave, Dodge, Improved Bull Rush, 

Improved Initiative, Improved Two- 
‘Weapon Fighting ron Will, Lightning, 
Reflexes, Mobily, Power Attack, 
Quickened Speil-Like Ability feblemin), 
Two-Weapon Fighting 

Skills Balance +46, Concentration +44, 
Diplomacy +42, Hide +42, Intimidate 
+38, Knowledge (arcana) 443, Knowledge 
(geography) +43, Knowledge (histor) 
+43, Knowledge (local) +43, Knowledge 
(ccigion) +43, Knowledge (the planes) 
+43, Listen 440, Move Silently +42, 
Profession (silt) +40, Sense Motive +40, 
Sleight of Hand +42, Spot +40, Tumble 
+42, Swim 413 

Possessions +5 quorterstlf 
‘Animate Six (Sp) Upto three times per 

day, Charon may cause the waters of the 
River Styxto animate, up toa range of 
300 fect. This ereates a ereature identical 
ton elder water elemental (Monster 
Manve! 100) with 312 hit points, save 
that each time it touches a ereatue, that 
creature must make a DC 27 Will ave 
‘or be feebleminded, as the spall, Chaton 
can telepathically direct the actions of an 
animated Styx elemental asa free action. 

Fear Gaze (Su) Panic for 1d10 rounds, 90 
feet, Will OC 30 negates. Charon can 
activate or suppress this ability a5 a free 
action. The save OC is Charismabased, 

Flask of Forgetfulness (Su) As a free 
action once per round, Charon can 
‘cause a crystal flask filled with the 
waters ofthe River Styx to appear in 
his hand. He can throw this lask as 
a grenadelike weapon. Any creature 
struck or affected by the fask’s 
splash must make a DC 30 Will save 
or be feebleminded. The save DC is 
Charisma-based. 

Forgetfulness (Su) Any creature touched 
by Charon must make 2 DC 30 Will save 
or be feebleminded. The save DC is 
Charisma-based, 
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mvmortal (Ex) Charon i unique in that his 
cevistence is tie to the River Styx and the 
lives of al living creatures. As long 2: at 
feast one creature remains alive in the 
multiverse, the River Styx continues to 
flow and Charon cannot permanently de 
Ihe is stain, be melts away into 2 puddle 
of black water that seeps ite the ground 
to rejoin the River Styx, Charon reforms 
{ally heated 24 hours later at the source 
ofthe River Stya. Each time Charon is 
‘reborn in this manner, the River Styx 
{nfuses him with more ofits elditch 
power, effectively advancing his Hit Dice 
by 2 with eaeh resurretion (alongwith 
Uh appropriate inereases to base attack, 
‘saves feats kill ranks, and ability score 
increases). This inrease in power persists 
until Charon defeats the fool who slew 
him in his previous incarnation, or 
oti that fool slain by other means. 
There is no upper limit to how powerful 
‘Charon can temporarily Become inthis 
mannet—ad its this unique form of 
ivmortality that makes him such 3 feared 
figure in the underworld. 

Prescient Deflection (Su) Charon gains 3 
deflection bonus to his Armor Class equal 
tohis Inteligence modifier. 

Stunning (Ee)A creature struck by Charon's 
quartertaff rust make a OC 36 Fortitude 
save or be stunned far one round. The save 
(Cs Consttution-based, Charon can only 
stone target around inthis manne 

‘Summon Yagoloth (5p) Once pet day, Charon 
‘may suenmon 2 nyealath commanders 
(Btonster Manual 1 203) or 246 
‘marraenoloths (Monster Mocwal 11203). 
This abit is equivalent to a Sth-level spell 

Sure-Footed (Ex) Charon cannot be bull 
rushed, tripped, or knocked prone. 

“eve Seeing (Su) Charon is under the 
constant effect of tre sein this ability 
‘cannot be dispelled 

Charon is a unique yugoloth, lord of 
the Styx from end to end. He hates and 
pursues wastriliths and other outsiders 
who interfere with his river, and 
demands payment from all who use its 
plane-hopping properties for their own 
gain, Charon has sworn fealty to Hades, 
god of the Underworld, and transports 
souls from the Olympian pantheon to 
the Grey Wastes as one of his duties. It 
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is thought that he is given some portion. 
of the souls of the dead as payment for 

this service, and that this is a source of 
his strength. 

Usually heavily cloaked and hooded, 
Charon is a very thin humanoid, 
roughly 7 feet tall and weighing just 
240 pounds, most of it powerful muscle. 
He has bony clawed hands and webbed 
feet, as well as eyes that glow orange 
deep within his cloak None alive nor 
dead have seen him without his hood 
in place, 

Charon is self-serving, cunning, and 
deceptive, rarely working to anyone's 
‘good but his own, He manipulates and 
threatens ay a malter of course, and 
understands neither pity nor mercy. 
When enraged he often creates plots 
that unfold months or years later in 
devastating revenge. 

Charon lives in the Grey Wastes of 
Hades, rallying the yugoloths, always 
striving to keep the Blood War raging as 
it weakens the yugoloth’s greatest foes 
and provides a constant influx of souls 
to bring to Hades). He often cooperates 
with other yugoloth lords: perhaps the 
pressure on the yugoloths from two 
‘sides compels great comity. Among his 
minions, the marraenoloths, he expects 
flawless obedience to his wishes. He 
ignores most mortals, except those he 
finds useful as tools, 
Charon has all the treasures of the 

dead, aeons of tolls,and more wealth in 
his riverside hovel hidden in the Grey 

es, but he rarely carries more than 
« few pink and yellow diamonds with 
him worth 24,000 gp in all. 

Charon's real wealth is kept as souls 
given physical form as collections of 
like items from wildly different styles, 
materials, and periods. This might bea 
group of jewel-enerusted daggers, worn 
‘copper coins, or ordinary wineskins. 
Each of these items is taken from 
someone he ferried across the Styx to 
the afterlife, and their value is not in 
their workmanship or materials, but 
in the fact that each is imbued with a 
fragment of the owner's soul. Asa result, 
cach of these items can act as a speak 
with dead spell for 11 questions or as a 
commune spell for a single question. 

‘Stygian Linnorm 
This immense dragon has no wings and no 
back fet, yet it remains ferocious and hor- 
riffing, Its front arms end i webbed talons, 
and its snout is long, narrow, and crocodil- 
‘an. Horns curl back from its head, and its 
entire body is colored in shades of gray. 

STYGIAN LiNNoRs 
NE Gargantuan dragon (etraplanar) 
Init +0; Senses blindsense 120, darkvsion 
120 R,, keon senses Listen +26, Spat 426 

Languages Abyssal, Draconic 
AC 33, touch 6, Mat footed 33 (-4 size, 

427 natural) 
bhp 243 (18 HD}; DR 1S/mogie 
Immune acid, mind-affecting effects, sleep, 

slygian forgetfulness, paralysis effets 
SR31 
Fort +18, Ref +1, Will +16 
Spd 30. ly 60 ft (good), swirn 60. 
‘Melee bite +27 (4d6+13 plus poison) and 

2 claws 425 2d6v6) and 
tail sweep +25 (24829) 

‘Space 20 ft; Reach 20 f, 
(Base Atk +18 Grp +43 
‘Atk Options Cleave, Flyby Attack, Improved 

Bull Rush, Power Attack, Snatch, crush, 
stygian splash 

‘Special Actions breath weapon 
Spell-Like Abilities (Cl. 8th, 4 ranged touch) 

‘At will-fly, contro water 
314ay—dimension door, quickened 

enervatian,feeblemind (OC 2, 
destruction (OC 33) 
‘Abilities Str 46, Dex 11, Con 24, tnt 11, Wis 

20, Cha 22 
Feats Cleave, Flyby Attack, Improved Bull 

Rush, Multiattack, Power Attack, Quicken 
Spell-Like Ability (enervation), Snatch 

Skills Concentration +28, fntimidate +27, 
Knowledge (the planes) +21, Listen +26, 
Spot +26, Swim +42 

Environment the River Styx 
Organization solitary, pair or family (3-6) 
Treasure double standard 
‘Advancement 19-30 HO (Gargantuan). 

31-54 HD (Colossal) 
‘Breath Weapon (Su) Cone of acdc water 

from the River Styx 60 feet long, once 
every 1d4 rounds, damage 1266 acid, 
Reflex DC 26 half effective both on the 
surface and underwater. Any creature that 
takes damage from this breath weapon 
must also make a DC 15 Will save or 

cris 



be feebleminded. The Reflex save DC is 
Constitution-based, but the Will save OC 
is static 

Crush (Ex) A fying or jumping styg 
n can land on opp 

ove size categories emaller than itself as 
on. A crush attack affect 

grapple attack. Pinned oppon 
damage from the crush each round 
they don't escape. 

Koon Senses (Ex) A sty 

nd twice as well in light conditions 
normal light 

Poison (Ex) Injury, DC 26 Fortitude negate 
3d6 Wisdom /3d6 Wisdom. The 

Stygian Splash (Ex) Stygion linnorms an 

and rarely leave th 

Each time a dripping stygiaa linaorm 
hits a target, or each time a creature 
touches the linnorm, the creature must 

erful, almost 
toric dragons, and 
m is no exceptic 

erally found only along the banks 
of the River Styx, these dangerous 
predators occasionally ally with other 
powerful entiti 
but ev » then are nearly impossible 
to control 

Rarely 
encountered in waters other than the 

a stygian linnorm can be 

River Styx, althogh encounterin 
of these creatures in waters beyond 

gly rare 
ered 

the lower planes is exceedit 

gian splash 
nary ability, but is otherwise 

Driven by 
gather treasure, displaced stygian 
linnorms enjoy convincing lesser races 
(particularly ogres and trolls) that they 
are gods deserving of tribute, 

Since a stygian linnorm ean use fly 
as a spell-like ability at will, they are 
rarely, if ever, encountered without 
this spell in effect. In combat, a stygian 
Lim 
a quick 

orm almost always opens by using 

dange king foe, followed by a 
breath weapon attack (or destruction 
when faced with only a single foe). The 
linnorm then moves in to melee its 

abilities for use against more mobi 
foes who can stay out ofthe monster's 
reach. A stygian linnorm rarely fights 
to the death (unless it's guarding its 
treasure), but rather uses dimension 
door to flee if it isbrought below 50 
hit points. 

For more information about linnorms 
The Ec he 

ue #357 of DRAcoN, or Linnorrn’ 
con: if the Monster It pag 
Manual 11, 

S 140-1 
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ld ou tet have LL Tener of Morden: 
Linen show ep and 

tlk to the PCs in your next game se 
sion? How about Rahamut providing 2 
bit of ancient dragoa lore, or a prophecy 
from Morwel, Queen of Stars? These are 
names that your players probably know, 
and they are great characters, but they're 
a little tricky to handle in the game. 

How do you put high-powered good, 
neutral, or even evil NPCs in your game, 
‘without throwing the session completely 
oul of whack? 

THE ARCHMAGE 
‘Asa DM, I realized fairly early on that 
using epic good guys (EGGs) orjust plain 

legendary figures was a good ides: they 
gave me 3 voice as a beginning DM to 
tell the party where to go, and gave char- 
acters an idea of just how powerful they 
could become. 

A character that rade a big impres- 
sion on the players in my junior-high- 
school campaign wasnt a major villain 
{they tended to chop thase up in ahurr) 
Dut rather the archmage ofthe Kingdom. 
“The archmage idea was swiped more or 
Jess wholesale from Fritz Leiber’ Sheelba 
of the Eyeless Face and Ningauble of the 
Seven Byes, the rival mages of Lankhmar 
who are the patrons of Fafhrd and the 
Grey Mouser. 

Well, in my ease, the archmage 
wasn’t quite as ereepy as Leiber's and 



The PCs got an invit 
him, were shown into the archmage’s 
chambers by a summoned angel, and 
were quickly told that Allain needed 
heroes, and lots of them. He was the 
perfect adventure-dispensing patron, 
and his role grew with the campaign. 
Every time a new adventure began, it 
was because the archmage sent them 
a note. 
Many years later, 1 look back and 

sce that as legendary figures go, this 
is a fairly modest one. You can make a 
much bigger splash with an NPC. Here 
are four ways to make the archmages, 
high priests, warrior kings, demi 
gods, dragons, and thief lords in your 
campaign stand out, 

IMPRESSIONS AND RESPECT 
‘One nice thing about major NPCs from 
a DM perspective is that they require 
almost vera mechanical prep time, ‘The 
Piaynscanr statsline approach is about 
right: give the NPG a name, race, sex, 
clas, level, anid alignment—and leave it 
at that, Don't bother with the Epic Level 
Handhook,'The real work in setting up 
4 good first impression is to make sure 
that the NPG looks and acts epic on 
first aequaintanee, You need great flavor 
for these characters, rather than great 
crunch. Below are four quick ways to 
think about that, which apply toall NPCs 
but should be made especially clear for 
epic good guys. 

Titles and Appearance: If the NPC 
does something original, shows off 
chaos magic, or simply has a strange 
physical appearance, it sets him or her 
apart from a standard member of the 
lass of race. Imagine a sorcerer with 
a dragonne, a lantern archon, or a 
modron asa familiar, t's impressive, it 
hints at the character's background, and 
it makes a PC think. 
To get away from arcanists for a 

minute, you might consider giving 
your epic NPC a title that his servants 
shout when the party arrives. If the 
party visits a nameless, untitled high 
priest who just wants the standard 
money for a raise dead, well, the game 
‘moves on quickly but you've missed an 

character, a high priest with 
‘own agenda and power base. 

A title is a shorthand for power. 
Imagine the party visiting the Lord 
of the Nine Celestial Pyalms, oF the 
Keeper of the Doors of Hell, or the 
Anointed Mother of the Tree of Life. 
Those high priests’ titles give them 
some authority when they ask for a 
_geas/quest as the price of that spell. To 
drive the point home to the players, 
have the epic NPC insist on being 
calling “Undying Highness” or “Your 
Scarlet Glory” or "Your Dark Majesty.” 
Even a simple “Archmage,” “Lord,” or 
“Mother Superior” carries a fair bit of 
psychological weight, 

Scenery and Trophies: The obvious 
solution is to impress PCs with wealth 
and power in architecture and design, 
You don't want to turn your game into 
Architectural Diyest, but pointing out that 
the NPC owns the whole city, oF lives in a 
‘eve with portals toa hundred planes, or 
‘nasa eastle whose towers are topped with 
dragon skulls. hat makes an impression, 
‘Think up something special about the 
epic yood guys home of fortress, 

Skulls are a great trophy, but for the 
good guys, consider other marks of 
distinction. A demons hile, the broken 
staff ofa Red Wizard, the shattered holy 
symbol of an archpriestess of Lolth— 
they might be paperweights that this 
NPG keeps around. If you really want 
to draw attention to an item, make 
mechanics help you highlight it: let 
the party make a Spot roll, or ask for 
Knowledge rolls based on history, the 
planes, and religion. 
‘Magic Items: Hey, if you're epic you 

an pull a lot of original spells and 
resources from that bag of holding you 
have sewn into your pockets Visible and 
“obvious items like a helm of brilliance, 3 
robe of the archmagi, or even a hammer of 
‘thunderbolts rake itelearto the party that 
the NPC has wealth and power. Pick out 
an item or two for the NPC to display 
ostentatiously, and one less-powerful 
item that he offers to the party. 

Minion Power Levels: If the party is 
Sth- or oth-level and the ghoul king's 
anany servants are all morghs and 

vampires, they may get the idea that 
the ghoul king is more powerful than 
they are. It’s the same for any major 
NPG; their minions, servants, and 
henchman should all be at a level that 
is challenging or overwhelming for the 
PCs At ast level, that mean that 
the NPC has gargoyles or hill giants as 
enforcers; at 1sth level, it might mean 
planetars or titans. 

‘The obvious question when the 
party meets the paragon legendary 
archmage is, “Why do you need 
us?” And the answer is usually, “I'm 
fighting bigger fiends, but someone 
needs to go on this journey or clear 
this dungeon to help the locals.” "The 
legendary demigod doesn't have time 
to clear the Caves of Chaos himself, 
bbut he does have time to ask the PCs, 
to lake care of it. This both establishes 
the EGG asa bigshot and provides the 
heroes with a straightforward goal, 

Other times, the situation iy exactly 
reversed, The NPC has something that 
the party wanta: maygie or information, 
most of the ime,'To get it, they must 
‘win the NPGover in a hurry, You could 
use Diplomacy cheeks, but it's more 
fun for the party to prove their mettle 
by taking on a side quest for the EGG. 
‘They might fight the royal champion, 
slay the local red dragon, or destroy 
the cult of Hastur one province over. 
If there's a timer on the adventure as 
a whole, this can create a whole new 
sense of urgency to a side trek: “Kill 
those cultists faster! Faster!” When the 
party returns, the EGG demands proof 
and may make a Sense Motive check if 
the party is suspiciously unscarred. 

FEAR AND AWE 
In this month’s “Enemies of My 
Enemy” adventure, the party meets 
major villains such as Orcus and 
Malcanthet, powerful planar figures 
Tike Charon, and helpful paragons 
such as Morwel. In every case, the 
party is unlikely to want to fight (and 
much less likely to win!) against these 
epic-level threats. 

To reduce the chances of a lopsided 
fight, the first impressions are very 
anuch geared toward showing the sheer 
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strength and power of the NPC's retaine 
ers, the poor tactical position of the 
PCs (naked in Maleanthet’s palace...) 
and the risks associated with anger- 
ing a godling. The party doesn’t have 
to agree with the EGG's suggestions, 
bul as the DM you need to drive home 
that acting rude is counterproductive. 
"To really work these NPCs as mem 
rable, you need to make them deliver 
fear and “no way!” reactions even after 
the initial meeting. 

Hovw can you make that clear to the 
party beyond the first impression? 
Vd say give each NPC one big, rule- 
breaking trick or standard gimmick, 
Allow them to sery and show the party 
any location, instantly. Give them a 
teleport ability to anywhere across a 
plane (to send the PCs right into the 
adventure!) the ability to break any 
object, or the ability to haunt the PCs 
dreams, I'd recommend not defining 
that magic with a lot of mechanics, 
because once the party understands 
it in rules terms, it’s less impressive 
Plus, it’s tough to maintain an aura of 
fear and awe if'you as DM always wind 
up looking up the details. This one 
power should do what you need it to 
do to impress the party and make the 
NPG look good 

Punish Smart Alecks: Whenever PCs 
got out of line in my game (which in 
that first mpaign meant not going 
on the adventure I had prepared for 
them—I learned to use more subtle 
hooks later), bad things happened 
to them, Almost every visit to Allain, 
someone got turned into footstool or 
‘teacup (ok, my first-edition version 
of polymorph other was powered-up 
a bit). It became a running joke, but 
there was a serious point behind it 
characters who push around, insult, 
or steal from major NPCs shouldn't 
get away with it. They might be dealt 
with magieally or by the local justice 
and laws, but allowing players to show 
excessive disrespect toward a major 
NPG is a mistake. Players should be 
free to joke about the NPC out of 
game, but their characters should toe 
the line if they want Lo keep the epic 
NPG on their side, 
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MYSTERY 
Ok, so hugely powerful NPCs should 
have a good first impression and min- 
ions or resources that inspire some 
degree of awe. What really makes Elmin- 
ster, King Arthur, or Beowulf memo- 
rable, however, is that sense that they 
are larger than life. That's tough to do, 
but an NPC should know secrets of the 
setling, direct the party te uncover evil 
and become greater heroes, and gener- 
ally inspire your players to do bigger, 
better things. This is where mechanics, 
scenery, and props go out the window. 
Sometimes musie can help you generate 
an emotional response (as discussed in 
DRAGON #355), but sometimes you just 
need to read the table, 

‘Think about your players’ consis 
tent problems. What’s the group's 
biggest challenge? Who disrupts the 
game, and why? Who needs to loosen 
up? What divides your party's strength 
against itself? Pretend for a moment 
that the NPC is not just powerful but 
deeply wise. As wise as King Solomon, 
Aslan, or Abraham Lineoln, looking. 
into the parly’s souls, Epic NPCs are 
achallenge to your insight as the DM; 
how well do you know your party and 
your players? 

If you can offer the party advice, a 
bit of prophecy, and wisdom that will 
make them better players, that’s the 
winning DM moment right there. 
As long as your advice is directed at 
characters rather than their players, 
chances are that you won't be accused 
of meddling or interfering, It’s a risk, 
but sometimes a powerful way to guide 

poor, overconfident, or shy player in 
the right direction, 

QUESTS, REWARDS, AND 
FAVORS 
Most of the time, as the result of all 
that fear, respect, and mystery, when 
the NPC asks fora quest from the party, 
they'll go along, It's tough to say “no” to 
the Lord Commander of the Paladins 
of Pelor. But if the Lord Commander 
keeps asking them, it might wear 
thin. Why do the PGs agree to go on 
the quests and perform the Ewvors that 
the NPCs ask? I'd like to think it's the 

heroie impulse that drives a PC to go 
do great deeds, but let’s face it, not 
every player is motivated by heroism 
{nor should he be). Some are looking 
for the XP and gp, some are looking 
for thrills, and some just want a chance 
to play the biggest, strongest badass in 
town, They'll go along, but what's in it 
for them? 

Reputation: Just hanging out with 
Mordenkainen isa plum gig, Knowing 
the bigwigs makes you a bigwig as, 
well. Some players will realize this, 
and the others will igure it out once 
NPCs say, "Can you get a word in with 
Queen Aurala and get me in with the 
Arcane Congress?” 

‘Treasures: Epic NPCs can always 
promise a reward, though it may make 
them think less of the party ifthe heroes 
seem too mercenary. Feel free to have 
the NPG mock them as shopkeepers if 
the heroes spend a lot of 
over pay. 

Favors: In time, a party may be able 
to ask the NPC for a favor in return 

ne quibbling 

(a resurrection, a wish, the mending of 
2 powerful magical item, the theft of 
a erucial piece of information, or a 
temple's sacred scrolls), ll limit this 
to once or twice per campaign; PCS 
should be doing favors for your epic 
NPCs, and the reverse tends to limit 
their ability to show authority 

CONCLUSION 
Major NPCs are majorly entertaining, 
in any campaign, but you need to have 
a few tricks up your sleeve to present 
them with an impressive entrance, 
show their power, and keep them inter- 
esting over time. Respect, mystery, and 
even fear can carry an NPC pretty far. 
With « little planning, you can keep an 
epic NPC one step ahead of the pa 
and offer the glow of major-player 
power without pushing the PGs out of 
the heroic spotlight. 

Wolfgang Baur isan archonage in his own 
‘ming. You ean fd him online at wolfgang 
Iraurcom, where he talks about game design, 
‘mutters about the dedtining valu of heroism, 
rites patron adventure, and will continue 
writing DM adic articles. 
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SLUM DLles 
G@BY RUSSELL BROWN T: next lime your PCs are 

the seedy side of urhan life—introduce 
them to a con artist. They'll find that a 

is no ordinary thief—he's an 
artist because he convinces his vietims to 
villingly hand over money or valuables 
for little or nothing in return. Below 
youlll find the details of a few sample 
cons. Each of the NPCs mentioned is an 
accomplice md receives cut 
of the profits. 

The Bear Bag 
‘The setup: A finely dressed, heavy-set 
halfelf named Valthor Feign (rogue 6: 
Appraise +6, Bluff +12) is traveling avay 
froma large town, When he sees the PCs 
approaching in the oppasite dircction, 

hhe hails them and warns them that the 
town is building a new temple of St 
(Cuthbert and has imposed a heavy tax on 
all coin and trade goods carried through 
the gates. 

Valthor chuckles when he explains 
that he found. trustworthy old vegetable 
farmer named Heskel just outside the 
town walls and paid the man a few sil- 
vers to hide his money and goods while 
he did his business inside. He recom- 
‘mend that the PCs do the same, but asks 
them not to tell any others lest they bring 
thieves down on the old man, He gives 
them directions to the farmer's shack, 
then curses St. Cuthbert one last time 
before moving on up the road. 
‘The sting: Theres indeed a five percent 

tax on all coin and trade goods brought 
into the town, and Heskel{human rogues; 



Appraise «8, Bhui'-9, Sleight of Hand +10) 
does provide the service Valthor described, 
but as soon as he has.a significant amount 
‘of goods under his care he absconds with 
them to the next town over, where he splits 
with Valthor. 

‘The Caged Bird 
‘The setup: Osellius Freeman (male 
human bard 4; Blu(f +10, Knowledge 
[local] 47, Perform [act] +10) walks 
proudly through the wealthier sections 
‘of town, followed by his slave Serub 
(human female rogue 3; Bluft +7, 
Diplomacy +7, Sleight of Hand +9) who 
‘carries a huge stack of packages. When 
they see the PCs approaching, Scrub 
pretends to stumble, spilling all the 
packages into the street. Osillius waves 
his arms furiously and yells at her while 
she scrambles to gather the items. He 
kicks her and proclaims how glad he 
would be to get rid of such a stupid 
servant, then commands her to clean 
‘up the mess and meet him at the tavern 
ust up the street, 

If Scrub is addressed, she pitifully 
expresses loyalty to Osillius, explaining, 
how she hopes to one day be able to buy 
her way out of indentured servitude. She 
refuses to run away of allow any talk of 
harming him, as doing so would cost her 
the only thing she has lefl—her honor. 

‘The sting: Osillious and Serub are 
lovers who hope that the PCs will 
feel bad enough for Serub to pay 50 
gold to buy the girl or purchase her 
‘emancipation. If the PCs buy or free 
Serub, she waits a few days to avoid 
suspicion, then returns to Osillious 
to split their earnings. 

‘The Lost Ship 
The setup: Delfus Oleman (male 
human rogue 6; Bluff +8, Forgery +12. 
Deceitfil)sitsalone in a tavern fiddling 
with a few sheets of parchment and 
moaning quietly to himself. Ifthe PCs 
express interest, he explains that he 
invested 300 gp in a merchant ship 
‘named the Belic of Athaster, but sailors 
from another ship that just docked 
reported seeing her sunk in pirate- 
infested waters. His shares in the ship. 
are now worthless. 

Liter, in the same tavern, the PCs 
‘overhear 2 sailor named Poho Mengus 
(male human bard 3. Bluff +6) claim 
that the sinking ship was not the Belle, 
but a sister ship he once sailed on 
called the Dawn of Gold. He describes 
the differences between the two ship's 
‘iggings and claims that the Belles route 
should not have taken her anywhere near 
those waters. 
the PCs don't tell Delfias what they've 

heard and try to buy his shares ffom him, 
he gladly sells them for anything over 
50 gp. Ithey tell him about the Dawn of 
Gold, they find that the ramblings of one 
sailor are not enough to convince him. 
He still thinks his shares are worthless 
and gives them to the PCs to get them 
‘out of his sight. Ifthe PCs offer him any 
compensation in return, he accepts it 
and thanks them. 
‘The sting: There is actually a ship out 

‘of port named the Belle of Athaster, but 
there are no reports of her sinking and 
Delfits's shares are forgeries. 

Castle For Sale 
“The setup: A man calling bimself Baron 
Perrasuss Nayal (male human rogue 
5, Blull +8, Disguise +5. Knowledge 
[local] +5) lives a meager existence in a 
run-down keep next to an abandoned 
village. He claims to be the last in the 
proud line of Baron Evistus Nayal, hero 
‘of Chendl Gate. He invites passing PCs 
to stay the night in his drafty rooms, 
offering the services of his old, slow 
servant Kiff(male human rogue 7. Bluff 
+10, Disguise +10) and providing what 
hospitality he can. He talks about the 
eep's glory days and how bandits and 
worse creatures drove everyone from 
the village. To survive, Perrassus had to 
sell most of the family’s holdings and 
‘has not been able to afford repairs. He 
now lives in the few remaining rooms 
that are dry and firnished. 

Perrasuss admits that he is trying to 
sell the keep for 12,000 gp. In exchange 
for his hospitality, he asks that the PCs 
Jet any potential buyers know. Ifthe PCs 
offer to buy the keep, Perrasuss takes 
them to a nearby town, where Uru 
(male human rogue 4, Forgery +8) has 
rented space and set up shop asa scribe. 

Urun draws up the necessary deed and 
witnesses the transfer of an old dagger 
that they claim acts as title. Perrassus 
and Kiff then immediately pack up and 
head off to live with relatives in the next 
‘county over. 

‘The sting: The supposed baron and 
hhis retainer are squatters, and the keep 
actually belongs to another local lord, 
who shows up several months later to 
begin renovating his ancestral home, 

Dead Man's Books 
‘The PCs pass a small fineral procession 
along the road. Renald Debali (male 
hhoman bard 4, Bluff +9, Perform 
Joratory] +8) pulls 2 two-wheeled cart 
‘containing.2 shrouded body surrounded 
by collection of old books. The cart is 
followed by Renald’s 12-year-old son, 
Alden, and his sobbing but still attractive 
wife, Suanda (female half-elt bard 4, Blut 
+8, Perform [act] +10). 

If the PCs show interest, Renald 
explains that that the dead man iy his 
wife's fither, and the books were his 
prized possessions. The old hermit way 
rich but miserly, a crotchety man who 
didn’t bother leavingany of his substantial 
funds to his family or ftiends—hence the 
small size of his funeral procession. 

Renakd offers to let the POs look 
through the books at the back of the cart 
and sce ifthere are any they're interested 
in. According to Suanda's father, they are 
‘worth at least 20 gp each. 

Asimple DC.12 Appraise check reveals 
that the books are not worth much, 
made of poorly bound parchment and 
‘covering mundane topies, However, any 
PCs glancing through the books discover 
‘one witha hollowed-out area containing 
along brass key and a scribbled address 
ina nearby town. 

If the PCs buy the book without 
‘mentioning the key, the family continues 
comand makes its escape. Ifthe PCs point 
‘out the key, the family thanks them and 
moves aff to look for less honest prey 
‘The key opens nothing and the address 
is fake. The body on the cart isa dummy 
made of rags, rocks, and weeds. Several 
different books on the cart contain keys 
and addresses, to maximize the chance 
‘of PCs running across one. 
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This weeping willow tree has long, drooping 
branches. At its base, the enormous trunk has 
1 cavity large enough to shelter a man. 

The evil black willow is a mobile, ambu- 
tory, carnivorous tree able to alter its 
appearance to be indistinguishable from 

Strategies and Tactics 
A black willow generally stands motion- 
less near a stream or path and waits 
prey to climb onto a safe-looking limb or 
take shelter under the tree's canopy, then 

make the 
intruder fill asleep. It then opens a hole 
uses its drowsiness abil 

in its hollow appendages underneath the 
victim, allowi he prey to Gill in and 
slide into the willow’s trunk cavity. Itcan 
likewise open a hole in its trunk and feed 
a helpless vietim inside. 

If forced into melee, a black willow 
g, whip-like branches to uses its 

incapacitate opponents, lifting helpless 

Ecology 
Black willows hunt alone 
with others of thei 

aly min 
ind du nal 
The tre 

themselves in high-traffic areas and rarely 
cross-pollination. position 

remain in the same locale for more than 
a few weeks unless prey is plentifial. Black 
‘willows quickly drive off other predators 
and disrupt an area's natural ecosystem, 

evil druids and treants to prompting 
destroy them on sight. Other humanoids 
occasionally sce black willows as symbols 

ath and construct fimneral torches 

can casily take root in any sort of natural 
id legend holds that all black 

willows origi ted from a single tree. In 
fact, black willows may be an offshoot of 
the quickwood, or “spy tree.” 



While black willows can gain sustenance 
as normal plants, they hunger for animal 
and humanoid flesh, enjoying halfling 
‘meat the most. Black willow bark can be 
used as an alchemical remedy for fever, 
pain, and chills, and brave woodsmen 
‘sometimes use its durable shoots to weave 
baskets or make charcoal from its limbs 
Shipwrights fashion narrow boats from its 
wood, and these boats are believed to be 
‘common on the River Styx. 

A black willow prefers the same areas 
where normal willows grow, especially 
moist areas like riverbanks, but can live in 
nearly any climate, includingsubterranean, 
lake and abandoned ruins.A typical ypec 
mmen can reach go feet or more in height 
and 6-9 feet in diameter, weighing in at 
‘over (.000 pounds. For every 4 Hit Dice a 
black willow gains, it gains am addtional 
lash attack, 

Treasure 
Black willows do not collect treasure, but 
they frequently bury victims’ inorganic 
remains in shallow holes in onder to 
avoid arousing suspicion. 

Birck WiLow R10 
Aways NE Huge plant (shapechanger) 
{nit 1; Senses low-light vision; Listen +12, 

Spot 412 
‘Aura drowsiness 20 8, 
Languages Sylvan (cannot speak) 
AC 24, touch 7, Natfooted 24 
‘np 148 (12 HD}; OR 10/sashing 
Immune plant traits 
SR19 
Fort +15, Ref +3, Will +8 
Spd 5. 
Melee 7 lashes +15 (1d4«7) 
‘Space 15 ft; Reach 15 f (30 f with fash) 
Base Atk 19: Grp +24 
‘Atk Options 
‘bilities Str 24, Dex 8, Cor 25, et 10, Wis 

15,Cha 18 
SQ mimic willow, take root 
Feats Abily Focus (drowsiness), Alertness, 

‘on Will, Skill Focus (Disguise), Weapon 
Focus (ash) 

Skills Disguise 432, Listen +12, Spot +12 
Environment temperate woodland or marsh 
‘Organization solitary, pair, or grove (3-6) 
Treasure standard 
Advancement 13-24 HD (Huge); 25-36 

HO (Gargantuan) 
‘Consume (Es) As free action, a black wilow 

‘ean create or ose 2 S-foot-square opening, 
ints body, ttcan dump an adjacent fat- 
footed or helpless Medium or smaller 
‘creature into such an opening and tit 8s 
Simbs as necessay to side the creature 
down the back willow’ hollow interior A 
conscious creature i entitled toa single 
1DCZ3 Reflex save to grab the sides and 
limb out. in that same round on the black 
willow’ action, digestive sap rises from the 
‘00 to fill the interior, ll creatures inside 
take 4 points of acid damage. As the 
‘sap continues to fill the chamber, the ack 
damage inereases by 14 each round (2d 
points of aid damage inthe second round, 
534 points in the third, and so on) up toa 
‘maximum of 10d4 acid damage per round. 
The acid completely destroys any creature 
that reaches 10 hit points, preventing any 
form of rising oF vesurection that requires 
part of the corpse. 
‘creature inthe interior cam cut ts way 
out by using aight slashing oF percing 
‘weapon to deal 20 points of damage to 
the black willows interior (AC 15}. Once 
the creature ext, the hole doves; another 
‘opponent must cut its own way out. 
‘Once all creatures inside the willow have 
‘escaped or been destroyed, the acid 
rains back into the rots at the same 
‘ate it filled the trunk cavity. 
‘Auge black willow’ interior can hold 
4 Medium, 16 Small, 64 Tiny, oF 256 
Diminutive or smaller creatures, The save 
DC is Strength-based, 

Drowsiness (Su) A black willow emits an 
aura of drowsiness in a 20-foot radius. 
Every round, creatures within the aura 
must succeed on a OC 24 Will save 
‘or become fatigued. A creature that 
is already fatigqued instead becomes 
‘exhausted; a creature that is already 
‘erhausted instead bills asleep. A sleeping 
‘creature automatically fis its saving 
throw. This is a magical sleep effect. 
‘The save DC is Chartsma-based. A black 
willow can supress or activate this ability 
asa free action, 
Slapping or wounding awakens an 
affected creature, but normal noise 
does not. Awakening. a creature is 9 
standard action, and a creature awakens 
‘immediately once itis no longer within 

the aura. When a creature awakens from 
this magical slumber, itis exhausted. 

‘Mimic Willow (Su) A blac willow can alter 
its trunk and limbs to assume the general 
ape of any variety of willow tree of the 
‘same size eatery. When mimicking a 
willow tee, black willow gains 2 410 
racial bonus on its Disguise check. A 
black willow can have a smooth trunk 
and broad, inviting limbs, oF display 
saleclooking trunk cavities at its base oF 
high in the upper trunk, Anyone who 
examines the black willow ean detect 
the ruse with a sucessful Spot check 
‘oppased by the black willow’ Disguise 
check. A treant has a +10 racial bonus 
‘on this Spot check. Anyone with ranks 
in Survival oF Knowledge (nature) can 
‘uze one of thore sis instead of Spot to 
‘notice the black willow. 

‘Take Root (E») A black willow may sink its 
roots ito the ground in any natural 
surface that can support 2 east some 
vegetation 252 full ound action. While 
rooted, t gains immunity to electricity 
and fast healing 5, but may not move 
from its current position, The black 
willow can withdraw its roots 253 
standard action, 
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